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Principles of Flight Simulation is a comprehensive guide to flight
simulator design, covering the modelling, algorithms and software
which underpin flight simulation. The book covers the mathematical
modelling and software which underpin flight simulation. The detailed
equations of motion used to model aircraft dynamics are developed
and then applied to the simulation of flight control systems and
navigation systems. Real-time computer graphics algorithms are
developed to implement aircraft displays and visual systems, covering
OpenGL and OpenSceneGraph. The book also covers technique


