


C on tents

ZAE A7
ey -7 —

_ xw x-/ 0/0

e

- A XEE

& S
- A

- Part Design Process
- DMU Kinematics Process

- Simulation & Sequences

Video
11 &

Q&A




PROJECT
INTRODUCTION

CfOFof o1 Af
AfZ 2 E oA Ef%’.‘i Sl 52 2y
CAD 2014 1.2 YRS S HBa7| 2 FH




A2
- X EZAf
- Part Design (Turret)

- DMU kinematics (Turret)
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- Part Design
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Part Design

= PartBody
T—@ Pad.1
Pocket.1
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Part Design

Part Design, GSD

“First Offset’
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Kinematics

@ @
fmﬂechanismmz, DOF=0 n IXIng
= 1%¥ol= 9
A Al DA

H Rigid.2 (rack2.1,pin001.1]
Rigid.3 (gunrack.1,rack2.1)
Rigid4 (gunrack.1,Part&.1)
ﬁ-@ Revoluted (gunholder.1,Parts.1)

? Mechanism.001, DOF=0

=-loints

7 Rigid.1 (gunrack.1,pin001.1)
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Kinematics

Unfixing
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Kinematics
?Aiming, DOF=0

@ @
Rigid.3 (Planegunbarrel
Rigid4 (Bullet.3,gunbarrel)
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Kinematics
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f Loading1, DOF=0

Joints

|
T‘ 2 Rigid.2 (Autotransfer.1,transferRotate.1)
T‘ Rigid.3 (Autotransfer.1,Bullettrick1.1)

Rigid4 (Bullettrick1.1,Bullet.1)
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Kinematics
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Grubler’'s Equation
L=4

J = 8 (8 Revolute Joint)
DOF = 3(L-1)-2J) = 1

Grashof Law
S+L=P+Q

Bullet Loding
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Q}__“- Antiparallelogram Linkage
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T‘@ Revolute? (Pinjoint.3,Plane)
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Bullet Loding
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Kinematics

Formula Editor : fire1#CommandsWCommand.1#Length

fire1;ECommandswCommand:{WLength

(1000mm?*2. 1)fire WKINTime*exp(-(10/3)fireT#KINTime) ]
Dictionary Members of Parameters Members of All i ;
Al ~ || barrelwPartBody#Plane. 1 #Offset ~
Part Measures |Renamed parameters barrel#PartBody#Plane. 1#¥Activity
Axis Systems Constructor || Length barrel#PartBody#Shaft. 1#FirstAngle
Circle Constructors | Boolean barrel#PartBody#Shaft. 1#SecondAngle
Design Table |Angle barrel#PartBody#Shaft. 1#Sketch.4%Activ
Direction Constructors | CstAttr_Mode barrel#PartBody#Shaft. 1#Sketch.4#Absc
Law v | Point v || barrel#PartBody#Shaft. 1#Sketch. 4%Coin v
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Kinematics

FIRE!
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Joints
-..’H Point Curved (Bullet gunbarrel)
1.’_{‘,? Point Curve2 (Bullet4 gunbarrel)
1.’_{‘,? Point Curvel (Bullet4 gunbarrel)




Kinematics
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Length Type
@ Length O Infinite Start Point

) Infinite ) Infinite End Point
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] Repeat object after OK
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Creating Simulations & Sequence

Edit Sequence ? X
Edit Action | Edit Analysis
Action in session Action in Sequence
fire1 - -
Ste Action Duration (s Delay (s 2
Simulation. P 2 y Gl
Simulation.2 Simulation.1
Simulation.3
Simulation.4
simulation.s - )
Simulation.6 2 Simulation.2 4 0
Simulation.7
Simulation.8
Simulation.@ : -
3 S lation.3 3 3
Simulation. 10 fmuistion
Simulation. 11
Simulation.12
simulation. 13 4 Simulation.4 2 2
Sequence.2
5 Simulation.s 5 3
« 6 Simulation.6 6 2
7 Simulation.7 2 20
8 Simulation.8 1 15
9 Simulation.@ 5 3
10 Simulation.10 2 5
10 Simulation.11 5 5.5 v
Wove Up Merge Up ]
Move Down Merge Down ]
Action duration (5]|4 E Reset duration lActiDn delay (s)|0 E
—Action add mode
@ Create |ast step and add ) Add in last step () Iterative create last step and add
S Highlight the simulated action(s)

@ ok | @cancal|




3 V/IDEO

https://www.youtube.com/watch?v=_OxpHP7q_Vo
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