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Abstract: The paper studies the scene simulation system of 111

‘o

l aunc 1uf C\Ll istance based on general computer, which virtulizes the

whole process of a missle’s launching. The scene simulation ~\~l®|n( ludes sc eue e(}ﬁnn and effect implementation. The paper introduces the
system composition and key technologies in implementing l@%ﬂluh with ()pe\x d DirectSound on VC++ 6.0, proposes methods of optimization
to solve the conflict between "real-time ability" and "j @d . and algo dieusses pratical significance of the system.
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