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Visual Simulation of Guided Munition Trajectory
Based on Simulink and Unity3D

TAN Zheqing, XIN Changfan, KAN Huang, GAO Xin, SHI Mingshan
(College of Mechatronic Engineering, North University of China, Taiyuan 030051, China)

Abstract: In the visual simulation of guided munitions trajectory, the observation Angle is relatively single, the scene construc-
tion is relatively simple, unable to simulate the dynamic process of guided munitions in the battlefield environment, a visual model of
guided munition trajectory is proposed. Taking a certain type of Laser-guided munition as the object, establishes a co-simulation mod-
el based on Simulink and Unity3D software, uses Matlab/Simulink software to build a 6-DOF ballistic simulation model, uses Uni-
ty3D to build a three-dimensional scene including guided munition, target and battlefield environment. Using UDP communication
protocol, simulation data in Simulink was transmitted to Unity3D, and a numerical visualization technology was proposed, which
could simultaneously observe the flight attitude and simulation numerical results of guided munitions, and realize the visual simulation
of ballistic trajectory of guided munitions in the battlefield environment. The parameters of the guided ammunition are loaded into the
simulation model, and the simulated attack experiments are carried out on targets with different states., The experimental results show
that the simulation model can display the flight attitude, trajectory and overload of the guided ammunition from multiple perspectives
and in all directions. With each correction, the results can be immediately viewed and verified through the visual platform. The visual
simulation model provides a convenient method for visual simulation of guided munitions, and has a certain reference role for the de-
sign and operational use of guided munitions.
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