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Abstract: A very important feature, in the visual simulation system which is based on Vega Prime and aims
at presenting virtual aircraft, is the control stability of virtual aircraft. However, confined by the way to be re-
alized, the vpMotionFly model in Vega Prime can not operate virtual aircraft stably when the refreshing rate
is blow 10Hz, and virtual aircraft will shake and go out of control. This paper provides a new myMotionFly
model by expanding the Vega Prime abstract moving model—vpMotion. It has been proved that myMotion-
Fly model can control virtual aircraft stably at any refreshing rate and is more suitable for large-scale scene

simulation than vpMotionFly model in Vega Prime.
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Figure 1. The framework of visual simulation system
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Figure 2. The flight joystick used in this system
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vuVec3<double> translate, rotate, scale, tmp;

vuMatrixAffine<double> matl, mat2, mat3,
mat4;
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matl.setRotate(sv->m_rot[0], sv->m_rot[1],
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Figure 3. The application of myMotionFly in large-scale scene
simulation
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