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Abstract

In simulation systems that use laser to determine target and launch range,
these systems consider the path of the bullet as a straight line and do not take
into account the environmental factors that may affecting on this path.The
bullet moves very quickly to reach the target in no more than five seconds.
For its light weight, the effect of gravity is not very large on it and it seems to
the viewer that it is going in a straight line.But the bullet goes in a curve line.
If this line appears straight in the beginning it is because of the high velocity
of the bullet.Different environmental factors also affecting on a shape of bullet

path.

To study the problem and test the proposed solution, a 3D environment
for shooting training was designed taking into account the shape of the bullet
bath and the impact of environmental factors on it. The physical equations
were used taking into account the environmental factors to obtain the bullet
trajectory, which approximates the path of the bullet in fact at launch using
AK-74,

The study concluded to design a 3D environment for shooting training.
And designed a mountain environment and a desert environment represented
by shooting environments in Sudan.lt succeeded in simulating the path of the

bullet to give a rough approximation of the path as in fact.
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