FSDS 3.5.1 Hard surface creation - FSX

This tutorial will show how to create a hard surface (landing pad) with FS Design Studio (FSDS)
3.5.1 for Microsoft© Flight Simulator©, FSX version.

Beforehand, you should configure FSDS preferences in order to create a bgl compilation into FSX.

You must have SDK tools for FSX.

1. Preferences configuration

Launch FSDS and select Preferences within Files Menu

&

Default texture file location
|C:\Proglam Files\Abacus\FSD5_V3.5\Texture

Texture Files
Froject Files

] Building for F5& using % Tokd|

Default FS Design Studio project file location
]E:\F‘roglam Filez\&bacushFSD5_W3.5\Projects

Colars [click label to edit
[ ) F5 Design Studio supports creating objects for either FS2004

or F5&. Objects must be compiled with saftware available

B ackground:

Current and Selected:
Current Polygon:
Cross Section:

Rar free from Microzoft. Click the 'Compile Options' to specify FS
Current Part: version and compiler locations,
Part Auis:
Selected: Compile Options

¥ Convert BMP references to DDS [T aMdl anly]

The Convert BMP references to DDS (XToMdl only) box is checked, we shall get back to it later.

Click on Compile Options button and check the Compile for FSX box, just like in the following

window.

Faint Design Units Autosave Frequency
Current Paint: " Meters * Feet i5 [mirwites)
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Grid &xes: v Unlimited Unda
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Fig. 1- Preferences window

FS Design Studio - Flight Simulator Yersion Selection

Check this infarmation and zelect the verzion af Flight Simulator for which pou are
building wour objects.

[F wou have FS¥ ar FS2004 and it iz not displayed below, pleaze check. that the
reqigtry entries for Flight Simulator's folder iz cornect.

Flight Sirmulator Yersion
Both Microzoft FS2004 and FSx have been installed on this computer.
Pleaze zelect the version of Flight simulator pou wizh bo use with FS

Deszign Studio below. This selection can be changed at any time from the
‘File/Preferences’ menu item and clicking the 'Compile Optionz' button

[ Compile for FS2004 [+ Compile for F5

Simulator Path
|:%Program Files\Microzoft Games\Microsoft Flight Simulator = J

Fig.2 — FS version selection window




Click Continue button, select XToMdl box and configure the various SDK modules path towards
FSX : XToMdI, BglComp and modeldef.xml as shown hereunder.

' X]

&, compiler iz reguired bo convert pour models into a format Flight Simolator can
dizplay. If you do nat have the Microzoft FS SDK toals, click the 'Get Toals' button
below for links ta the necessary tools,
Flight Simulator Object Compiler Yersion
Far FS¥ vou can uzse Makedl or <ToMdl to compile pour objects.
=Tobdl is made for FS, but some may prefer to uze Maketd. Use the
'Get Tools' button to obtain the compiler of your choice then click the
‘Browse' buttarn in the 't akebd dl T obddl Path' bow to zet the path to the
compiler. |f creating scenery, alzo click Browse' in the ‘BalComp Path' box
to zet the path to BalComp.

v =TokDL [ MaketDL

Get Tools...

M aketD LT obdDL Path [for all Flight Sim objects)

C:\Program FileshMicrozoft Games\Microzoft Flight Simulatar

SOKASDKAE rvitonment KitsM odefing £

BalComp Path [far scenemny development)

C:\Program Files\Microzoft Gamesi\Microzoft Flight Sirulatar

Browse...
SOKASDKAE nvironment KitsBGL Compiler SOK omse

Model Definition File f<takddl only)

C:\Program FileshMicrozoft Games\Microzoft Flight Simulatar 2
SOEASDEAE reironment Kitbodeling SDEAbinsmodeldef sml

Cancel oK.

Browse...

bl

Fig. 3 — SDK path configuration

Click OK to save.
2. PartDataDefs.txt file

Upon FSDS installation, PartDataDefs.txt file does not exist. Please download it here:

http://www.abacuspub.com/adam/blog/downloads/PartDataDefs.txt and save it into FSDS
main directory.

3. Amending PartNames.txt file

FSDS should take into account the PartDataDefs.txt file. To do so, PartNames.txt file should be
amended (We highly recommend to save this file beforehand. It is located in FSDS main directory)

Open this file with Notepad or any decent text editor and place your cursor UNDER this section:

[FSX Aircraft Visibility]
c_tire_still

c_tire_blurred
prop0_blurred

prop0_slow

prop0_still

propl_blurred

propl_slow

propl_still

|_tire_blurred

|_tire_still

r_tire_blurred

r_tire_still
airspeed_effects_windshield
airspeed_noeffects_windshield


http://www.abacuspub.com/adam/blog/downloads/PartDataDefs.txt

Add the following functions:

[FSX Attach Points - Lights]
attachpt_landing_1
attachpt_landing_2
attachpt_taxi_1
attachpt_beacon_1
attachpt_obslight_1
attachpt_obslight_2
attachpt_obslight_3
attachpt_obslight_4
attachpt_obslight_5
attachpt_obslight_6
attachpt_obslight 7
attachpt_obslight_8

[FSX Attach points - Misc]
airspeed_effects_windshield
airspeed_noeffects_windshield
attachpt_Steam_Med_1
attachpt_Steam_Med_2
attachpt_Steam_Med_4
platform_CONCRETE_0

[Exterior Aircraft Model Names]
fuselage
fuselage_front
fuselage_center
fuselage_back

tail

tail_lower
tail_upper

left_wing
right_wing
left_wing_support
right_wing_support
wing_tip

window _left_rear
window_right_rear
window_left_front
window_right_front
window_left_center
window_right_center
window_left_door
window_right_door
antenna_front
antenna_center
antenna_rear
antenna_lower
pitot_tube

Save and close your text editor.



Check these changes. Open FSDS, create a cube (any size) and press F2.

The following figure shows three new categories:
e Exterior Aircraft Model Names

FSX Attach Points - Lights
FSX attach Points - Misc

Standard Part Names

X]

Category |FS2004 Aircraft Damage

4

FS¥ Keyframe Animation

fuselage FSi Aircraft Visibility

fuzelage_aft F5 Attach Paints - Lights
harizantal —.—l FS¥ Attach points - Misc
|_harizantal Esterior Aircraft Model Names
r_harizontal Reference Parts [FS¥ and FS2004)
elewator F52004 dircraft Stock Animation
|_elewatar FS2004 Aircraft Keyframe Anirmation

1_elevator F52004 Lights ¥
wertical

|_wertical
r_wertical
udder

>

Fig. 4 — New FSX functions categories

4- Creating a landing pad on a platform

1. With FSDS, create a new cube with following dimensions (meter) and name it Base Hélipad

Box Parameters §|

Hame |Base Hélipad

Largeur |15 [ Smoath
Hauteur |22
[~ Lines
Profondeur |30
[ Dbl Paly

Qrigit Position
" Origin at Center
+ Origin at Bottom

Origin < Position |0
Origin ' Position 0
Origin Z Position |0

Cancel

Fig. 5 — Base hélipad



2. Better apply some textures now...... )

Fig. 6 — Textured building

3. Create a square and flat surface with a 10.605 m diagonal (7,5 m x 1,414) , apply a 45°
rotation and place it 1 centimeter under the H , at a 21,99 m height. Do not texture it.

4. Press F2

Standard Part Names |z|

Category IFSX Attach paints - Misc LI

airspeed_effects_windshield
airzpeed_noeffects_windshield
attachpt_Steam_Med_1
attachpt_Stearn_ted 2
attachpt_Steam_Med 4
ilatforr COMCRETE O

Cancel |

Fig. 7 — Script selection

5. In the Category drop-down menu, select FSX Attach points — Misc and highlight
platform_CONCRETE_0 in the main window.

The hard surface is now allocated to the square polygon.This surface is transparent.
Click on OK and save this scene as Test_SD.fsc

All the scene elements are now created but it must be placed into FSX and compiled.



5 - Scene positioning into FSX

Launch FSX, select a chopper and position yourself at 02 Ranch (46TE), daytime.Take off!

. SELECTIONNER L'AEROPORT _

~ Rechercher des aéroports

Par narn d'aéropoart ¢ Par ID d'aéropart @ Par wille :
|:E|2 Ranch :| j|
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T T T T = T ==
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'nugas’ Flying M ITEﬁﬂ IPnttshnrn |Texas IUnitEd States
[02 Ranch 46TE Alpine Texas United States Ml
100 Aker Wood Tha1 Spring City Tennessee United States
108 Mile CZML 108 Mile Ranch British Colurmbia Canada
17th Of November FHES Benguela angola
2 G Ranch 1T, Caolumbus Texas United States
2 ¥ 4 Ranch MM47 Artesia Mew Mexico United States
28 De Nowiernbre SANT El Turhia Argentina T|

-~ Filtres

Par paysdrégion : Par état/province :

‘I\ ¥ a 223 pays/régions. er ‘II y a 71 états/provinces, [V’

Par wille : Choisissez une position de départ sur la piste :

[1y a 15786 wvilles. [ [piste en service [ Ettacer les tittres |

@ Rechercher les décors par défaut

O Rechercher un decor complémentaire
Cliquez su‘r Annuler pour annuler les modifications
effectuées dans la boite de dialogue. I AIDE I I ANNULER ” 0K l
[£3

Fig.8 — Airport selection

Upon reaching your destination, save your flight as TEST.Close FSX and get back to FSDS.

1. In the Files drop-down menu, select Project Properties
2. Click on Import From Saved Flight

3. Look into Documents\ Fichiers Flight Simulator X for theTest_SD.FLT file and open it

Regarder dans: | ) Fichiers Flight Simulator . = | e ER-
E’Saint Mathieu.FLT E’test plateforme dure.FLT E‘\.l'td g¢
5 sen.FLT

|£J\u'ol pr
[ 558N - Kerlouan Muit.FLT
(55556 - Kerlouan, FLT

E‘stifF_Faisceau.FLT

E’Tredudon jour FLT
E’Tredudan.FLT
E’Trezien.FLT

E‘Taureau.FLT E’ulm.FLT

< | =
Mam du fichier : |Test_5D.FLT
Fichiers de type

| Save Flights ("t ~| Annuler

[ Ouwrir en lecture seule

Fig. 9 — Saved flights directory

The landing pad coordinates are automatically displayed by FSDS

IMPORTANT : please make sure that Scale factor for "Snap to Scale" is set to 1 and that the
Crash Detection box is unchecked.



Project Properties

Scenery "World Location

Irpart From Saved Flight

Scale factar far 'Shap to li
Scale' operationz. 1

L atitude: |NEEI:52:?.EI?

Largitude: |w1 02:41:41.68

Elevation: |131.9174

[ Crash Detection

Texrture Path [uzes path fram Application Preferences if blank]

| Browse

Copyright Motice;
|[E]Eu:||:-_l,lright Alain ROBERT - Alro Creation - 2010

Froject Mame:

|Test Surface dure - Hélipad

Cancel |

Fig. 9 — Positioning coordinates
4. Save the scene
6 — Converting BMP textures into DDS
Various utility programs are available to convert .BMP textures into .DDS
| use DXTBmp by Martin Wright.

Before any conversion, you should, within DXTBmp, give your BMP textures a 180° rotation by
using The Image drop down menu and select Flip Image.

Convert the textures used in the scene and copy them into \Microsoft Flight Simulator X\Addon
Scenery\texture directory

7 - BGL compiling

e Take place in the repertoire \Microsoft Flight Simulator X\Addon Scenery\scenery and save
name Test_SD.bgl

e Go backto FSDS

e Within the Files drop-down menu, select Create FS Object File then Scenery Object File
(.bgl or .mdl)

« Go to \Microsoft Flight Simulator X\Addon Scenery\scenery and save the scene as
Test_SD.bgl

After a few moments, the scene is compiled and placed into FSX. Close all windows and
go back to FSX. Position yourself at 02 Ranch (46TE) again.

The building with a landing pad on its top is on your right.

All you have to do is take off and land on the first above-ground platform created by
yourself!!!

Happy flying and designing!!!

Alain ROBERT - alrocreation@gmail.com
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