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Introduction

Instant Object Maker is a tool for quickly makingple Flight Simulator 3D scenery
objects using photographs and other images. lt@tpMicrosoft Flight Simulator 2004
and Microsoft Flight Simulator X.

Making an object with Instant Object Maker involtbsse steps:

* Importing photograph(s) depicting the real-life etijor other images to be used as
textures.

» Drawing individual polygons composing the objecttioa photograph(s) using the
mouse.

« Optionally applying perspective correction to palgg produced from oblique
photographs.

» Arranging the individual polygons in the 3D modadw to form the object and fine-
tuning their shapes to stitch them together.

* Generating either a scenery file that places thectht a specified position, or a
library file to be used with Flightl’s Instant Seeyn Instant Object Maker will
automatically generate the corresponding textuaes fyour photographs/images.

It takes just a few minutes to create simple oljéke road or airport signs, billboards,
vehicles, simple houses, hangars, warehouses amd 8®cause the textures come from
your photographs, even the simplest objects yoatemill be look much more like their
real counterparts than any generic library objattish Instant Object Maker, you can
finally add your house to the scenery that indeettd like your house!

In addition, you can use Instant Object Maker t&enabjects using hand-painted images
as textures. For example, you can paint a realstiking airport sign, a zebra crossing
or a logo to put on a hangar that is missing inddéfault scenery. Converting your image
into a simple polygon and adding it to the scenakes less than one minute with Instant
Object Maker!

The textures will be automatically generated frowa parts of your images used to create
polygons. You can specify the texture resolutioedusy individual polygons. Instant
Object Maker will automatically calculate the optim layout for Flight Simulator
textures it generates.

The objects generated by Instant Object Makerratied FS2004 format and compatible
with FSX. There is an option to generate textunagte DXT5 format used by FSX as
well.

Thelnstant Sceneryprogram from Flight One Softwarbt{p://www.flight1.com)
makes a perfect companion for Instant Object Makeatlows you to visually place the
objects directly within Flight Simulator insteadlaiving to input their coordinates per
hand.
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Setting up the program

Instant Object Maker requires thmageTool program from the Flight Simulator SDK.
Users of FSX Deluxe edition have the FSX SDK as piatheir FSX installation. Users
of the FSX Standard edition and users of FS200dldhese the FS2004 Terrain SDK. It
can be freely downloaded from Microsoft from thédwing URL:

http://support.microsoft.com/kb/555857

You will need to specify the ImageTool locatiortle Options dialog box of Instant
Object Maker.

Tutorial 1. Making a highway sign

This short tutorial describes making a flat highwsayn, which is the simplest object you
can make with this program. The corresponding ptdje (HighwaySignl.iom) and the
photograph are located in theorial folder.

Start Instant Object maker or, if already startess# the~ile|New menu command to start
a new project.

Step 1. Importing the photograph.

First, you need to import a photograph with thehligy sign. ChoosEile|Open
Image... and select the filelighwaySign1.jpg from thetutorial folder.

The image will be shown in the Instant Object Makardow, and the filename will also
appear in thémageslist box on the right side of the window.

# HighwaySignLiom - Instant Object Maker =10/ x|

File Edit View Tools Help

D E” H | |:| Eﬁ EH ‘ ‘? |J| Image | Perspective ‘ hodel wiews |

Palygans

MNew palygon, .. |

Images

Ready |
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You can zoom in and out of the image by rotatirgrtiouse wheel. When zoomed in,
you can pan around the image by dragging it wighrttouse wheel depressed. Try
zooming in and out and panning around to make ptfuiemiliar with the controls.

Step 2. Defining the road sign on the photograph.

Ouir first road sign object will be just a singldymon consisting of the road sign and
both support columns it is attached to.

Move the mouse to the upper left corner of the sigihe photograph and click the left
mouse button to define the first polygon point.y&si move the mouse around, a line
from the first polygon point will follow the mousmirsor, showing the side of the
polygon you are about to add.

Click with the mouse on subsequent polygon poitd®m in and pan around the
photograph to allow for a more precise placeményou make a mistake and click at the
wrong location, either press tBsckey or click on the image file name in timeageslist
box and then start over again.

When finished, either define the last polygon pairth a double-click, or click on the
New Polygon...button on the right side of the window.

You will be prompted for the polygon name. The namilebe used to identify the
polygon in thePolygonslist box. It is only important when you are designobjects
consisting of several polygons. Enter somethintgpagpolygon name and preS.

You will see the polygon appear in tRelygons list box. You can change it's name by
right-clicking the polygon in the list box and sgleag Rename polygorfrom the context
menu that appears.

# HighwaySign1.iom - Instant Object Maker =101 x|

File Edit View Tools Help

== | IO [H B | R H‘ Image ‘ Perspective | Madel view |

Faolygons

Mew polygon, .. |

Sign

Images

Ready ; |
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Try deleting the polygon with theelete polygoncontext menu command. After deleting
it, selectEdit|Undo. The polygon will reappear. You can reverse tliecef every

editing operation witleditjUndo. Click on the polygon name in the list box to sele
again.

Step 3. Defining the physical size

Since the photograph was taken directly in frontloé sign, the perspective distortion is
small, but it is noticeable that the top side @& #ign looks a bit narrower than the bottom
side. In this tutorial, we will place the sign asiwithout correcting the perspective
effect.

On the toolbar, you will notice three buttons adlimage, PerspectiveandModel.

These buttons allow switching Instant Object Maké these three modes. Theage
mode is used to load images into the program, th@m and create polygons using the
images as the backdrop and texture.

ThePerspectivebutton puts Instant Object Maker into {herspective correctionmode.
In this mode, you can define the physical size @ehtation of the individual polygons
and to correct the distortion caused by the petsgeeffects. Click on th@erspective
button.

# HighwaySignl.iom - Instant Object Maker ;ﬂﬂ
File Edit Yiew Tools Help
== | [ [H B | 74 Image HPerspeL‘livE | Model view
Palygons
Mew polygon. ..
Sign
Images
Perspective Fackor | 0.00010¢  ;
Size, m 2,66
Ready A

You will see the polygon you just created togethigéh some other graphical elements
and two sliders on the bottom of the window. Simitathe image mode, you can
zoom/pan using the mouse wheel.

The red size lines show the physical extent opiblggon. They cannot be adjusted with
the mouse, but simply indicate the current polysiae.



premium taols and utilities for flight simulator
Instant Object Maker User’'s Manual Page 6

The large green dot located in the middle of tleegrcircle can be dragged around with
the mouse to distort the image in a way that campemsate the existing distortion
caused by perspective. TRerspective factorslider on the bottom is also used for this.
In this tutorial, we will not adjust the perspeetiv

The dashed green line under the dot defines thedmal surface. You can move it's
ends with the mouse to change the polygon oriamabnstant Object Maker will always
rotate the polygon so that this line remains hariab In our case, the polygon doesn’t
need any adjustments.

The vertical green line defines the size. You cawerboth it's ends around with the
mouse to define the distance between arbitrarypwints on the polygon. After that, you
can use th&izeslider on the bottom of the screen to set thedist between these two
points. The polygon will be scaled accordingly.

Move the size line so that it spans across theevbigh. After that, move tHgizeslider
to 20 meters. You will see the polygon being scalexbrdingly. Use the mouse wheel to
zoom back in.

# HighwaySignl.iom - Instant Object Maker 10 x|

File Edit Wiew Toos Help

D D” H | |:| Eﬁ EH | ‘? Imace HPerspe:ﬂva | Model view:

Palygons

Mew polygon. ..

Sign
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Images

Perspective Factor | 0.00024¢ -}

Size, m 20.02 )
Ready I v

Step 4. Taking a 3D look.

Click on theModel view toolbar button to switch Instant Object Maker itttemodel

view mode. This mode allows you to see your objecCin\®hen creating more complex
objects, it is used to arrange the polygons togethform the object. For now, we will
just use it to have a look at the object from ilés.
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The Instant Object Maker window will be separateid 4 parts with a large 3D view
occupying the left part of the window and smaltgg,tright and back views on it’s right
part. You can use théiew|Model view submenu to switch to 4 identical-sized views, or
just to one specific view filling the entire windo®ecause our highway sign is a flat

polygon facing South, it looks like a thin linethme top and right-side views.

In the model view mode, you can zoom and pan arositdy the mouse wheel, just like
in other modes. In additional, the 3D view candtated by pressing and holdinghift
key and then dragging the mouse with the mouse hvdegeessed. Rotate the 3D view to
see the back side of the polygon.

#A HighwaySignl.iom - Instant Object Maker - |EI 5[
File Edit Yiew Tools Help
== | [l ,ﬁ B ‘ ® Image | Perspective H Madel view
Polygons
Images
Ready v

The back side is solid-colored, because the phapbgwas made only from one side.
Since we don’'t have a picture from the other siek|l simply leave the back side solid-
colored. You can right-click on the polygon namehie list box, seleddack side >

Solid color... and select a more appropriate color, if you like.

The model view shows coordinate axes in the Noahtg East-West and Up-Down
directions. The intersection of the coordinate agdkereference pointof the object.
When you specify coordinates to put the object ihtoscenery, the coordinates define
the location of the reference point with the obgatrounding it.

In our case, the reference point is in the middlide polygon, meaning the sign would
be half-buried in the ground. You can move theregfee point around by first clicking
on any axis with the left mouse button. The axdkaange the color. After that, you
can point to the reference point with the mousedrad it around with the left mouse
button. It is easier to do this in side views.
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Step 5. Saving your work.

First, save your work. SeleEtle|Save...and save your Instant Object Maker project.
Note that the project file does not include thege® but only links to them. This means
that if you delete the images from your computet will not be able to reopen the
project file. We recommend you to keep image filsed with Instant Object Maker
together with your project.

If you later decide to continue working on the patj use th&ile|Open... menu
command. Note that you cannot import generatedesgeabjects into Instant Object
Maker, so it is important to keep the project filegou plan returning to them later.

Step 6. Generating the scenery object.
It's time to add the object to the scenery.

Use theFile|Generate scenery object..menu command. A dialog box will appear
asking you for details.

Generate Scenery Object ll

% Zenerake a scenery obiect at a specific lncation:

' Generate a library for use in Inskant Scenery etc,

—General options

Texture base name: I HighwearySignl .bmp

Texture Format: |D><T3 j

¥ Center the reference paint under the ohjeck

—Object placement

Latitude: I M37. 62945 Elervation &5EL: I i}
Longitude: I W122.42983 Heading: 262

= Library creation

GID: Ie322.T"5cF—9d96—4c44—b3de—D??83d1aa63F IMake mew |

IModel mame: I

oK I Cancel |

Make sure the radio butt@denerate a scenery object..is selected.

Texture base namespecifies the name of Flight Simulator textures ti#l be generated
for the object. Actual texture file names will hawv& " character and a number
appended to them, because several texture filedomageded for the object. Enter
HighwaySign1as the texture name base. EMN8i7.62945as latitudeWW122.42983as
longitude an®62degrees as heading. After you cliok, you will be prompted for the
name of the BGL file to create. Navigate to idtdlon Scenery\Sceneryolder of your
Flight Simulator installation and entidighwaySign1.bglas the filename. ClickK.

The scenery and texture files will be generategoif take a look into youkddon
Scenery\scenenyolder, you will see that the a file calletighwaySignl1.bglnow
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appears there. The corresponding texture file @¢&lighwaySignl 00.bmpappeared in
the Addon Scenery\Texturefolder.

Start Flight Simulator, position yourself near tigect and take a look.
_iol x|

—— ——
PR

Flights 4 ‘Optlons  Views Help Add-ons
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Tutorial 2. Making a van

This tutorial (fileVan.iom in thetutorial folder) describes making a simple van object
with Instant Object Maker.

Start Instant Object Maker and import the photoghdanl.jpg. Make a polygon
outlining the right side of the van with the moumseclicking at the corresponding points.

When finished, click on thHew polygon...button and add the polygon to the project
naming itRightSide.

# van.iom - Instant Object Maker AR 2 |E| il
File Edit Wew Tools Help

== ‘ [ [H | % H‘ Image | Perspective | Mode! views |

FPolygons

Mew polygon. ..

RightSide

Ready 7 EEiE /j

Click on thePerspectivebutton on the toolbar to switch to the perspeatimeection

mode. First, set the correct physical size by mptire green size line so that it spans the
entire length of the van. Entér66 meters in th&izetext box.

Next, position the dashed line defining the hortabsurface between the wheels in so
that it gives the proper orientation to the polygon

Since the picture was taken at an angle, you’'ldrteestretch it by dragging the green

dot. You should drag it about into the directioonfrwhich the photograph was taken.
Try holding down thé&Shift key while dragging the green dot. T8kift key temporarily
cancels the automatic orientation of the imageraakles the stretching process easier to
observe. It takes some time to get the right fedh® perspective correction process, so if
you have difficulty, simply position the green @ast shown on the next screenshot.
Remember that you can use thedo/Redofunction to cancel mistakes.

Despite stretching the right side of the van tarlyglae correct proportions, it's top and
bottom sides are still not parallel. The reasortti® is that the camera was close to the

back of the van while making the picture, thus mgkhat part of the polygon appear
bigger.
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# van.iom - Instant Object Maker =10] x|
FI|E Edit Wiew Tools Help
, D = ﬂ "Bl [H | 9 i Image i Perspective | Madel view | -
Palygons

Mew polygan. ..

Images
[T
Perspective Fackor i 0.00 +
Size, m i 4,66 -t
Ready ’_ 4

To compensate for this, you’ll need to apply a pecsive factor. Drag theerspective

Factor slider and watch how the polygon transforms itdedfsition the slider so that the
top and bottom sides are parallel.

# van.iom - Instant Object Maker

o] x|
File Edit Wew Tools Help
(DS E [ FE| D] e || Perspectie | Modelview |

Palygons

Mew polygan. ..

Images

Perspective Fackor I 1,78961°¢ F
Size, m I 4,66 -t

Ready (e

Check the horizontal and vertical sizes for thetiase before clicking on th®lodel
view toolbar button to switch to the 3D view.
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& van.iom - Instant Object Maker Ai,ﬁ -0l =|

File Edit Yiew Tools Help

D= | O lﬁ H | 7 Image | Perspective || Maodel view!

Palygons

Mew palygon. .. i

Images

Ready i

You will see the 3D view familiar from the firsttarial. The yellow border around the
polygon indicates it is the one currently selectétk selected polygon appears fully
textured in the wireframe views as well, althougis semi-transparent there in order not
to obscure anything.

The polygon is facing to the back. You'll need tate it around the vertical axis so that
it is on the right (East) side. All rotation opeoats in Instant Object Maker are
performed by dragging the mouse with 8t&ft key depressed. Point with the mouse to
thetop wireframe view, depress ti&hift key followed by the left mouse button and drag
the mouse to rotate the polygon to the correchtateon.

After that, you should also move it away from te&erence point. To move a polygon,
make sure it is selected in the list box, but dopmint with the mouse on either it's

points or sides (this would move individual poimtstead). Depress the left mouse button
and drag the polygon around.

The width of the van in question is about 1.89 m#eteo zoom in with the mouse wheel
and move it about 0.95 meters away from the reterg@oint. The grid shown in
wireframe views can be used to measure distances.
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@& van.iom - Instant Object Maker g :'-‘_ - Ellll
File Edit Yiew Tools Help

D= | O lﬁ H | 7 Image Perspective || Model view

Palygons

Mew palygon. .. !

Images

Resdy " N

Next, create a polygon for the left side of the.\@witch to thdmage mode, open the
imageVan2.jpg, draw the polygon outline and add the polygon. jpipe perspective
correction to give it roughly the same appearasaha right side.

& van.iom - Instant Object Maker i ] ]
File Edit Wew Tools Help

= ﬂ | I [ H | ‘? |“ Image | Perspective | toclel view |

Palygons

Mew polygon... |
|Ri%ht5\de

Images

‘Vanl PG

Ready Bl
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#. van.iom - Instant Object Maker

Eile Edt Yiew Tools Help

3 =3

H Perspective 1 Mool viewe |

Image

|D |00 @E 2

FPolygons

Mews polygon. .. i
RIEhtSIdE

Images

Perspective Factor | 2.59942( d s
Size, m 4.66 1

Ready

In the model view mode, rotate the polygon intodpposite direction so that it faces

left, and position it symmetric to the right side.

& van.iom - Instant Object Maker

Eile Edit Yiew Tools Help

8 [= e

Image : Perspective || Model views I

DeE|0EH 2|

Ready

Palygons

Mew palygon... i
Riéhtsida

Images

L I

Next, add the roof. We don’t have a good picturghefroof, so let's use a trick. Select a
small rectangle on the door, which has a similéordo the roof, and transform it into
the roof. There is no point doing perspective adroa for it, so you should just bring it
to the approximate size in the perspective cowaatode, and then position it in the
model view. Try rotating the polygon around onét’sfsides. To do this, point at one of
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it's sides in the8D view, hold down th&hift key and drag the mouse with the left button
depressed.

You will most likely need to move individual pointsorder to bring the roof to the right
size. To move an individual polygon point, pointtatith the mouse and drag it to the
new location using the left mouse button. Note thatpointwill always stay in the

same plane as the polygorif you need to rotate a polygon, use one of tiation
methods instead of moving it's points around.

# van.iom - Instant Object Maker vm;ﬁ’o =1olx|

File Edit VYiew Tools Help

Dl O ||:E H i 7 [ image | Perspective || Model view |

Palygons

MNew polygon... i

RightSide:
LeftSide

Images

p—y T ;

Next, add the back side. Open the im#ge3.jpg, draw a rectangle around the back
side, apply the perspective correction and attaihthe model. You will have to move
individual points around in the model view to acl@i@ good fit.

# van.iom - Instant Object Maker ol =l
Fle Edit View Tools Help
D= = Dl[ﬁ H 7 [|" mage : Perspective . Model vigw |
Palygons
Mew polygon... i
RightSide:
LeftSide
Roof
Images
Ready T
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Finally, open the imag€an4.jpg, create 3 polygons representing the front side and

attach them too.

# van.iom - Instant Object Maker

] 53}
Ele Edit Yiew Tools Help
D=E=d|0EH|? H‘ Image | Perspective | Model view |
Palygons
Mew polygon... |

Ready

RightSide
Leftside

Front3

Images
¥anl.JPG

VanZ, PG
Yan3, PG

4
e
File Edit Wiew Tools Help
= | | D’ﬁ H | 7 Image | Perspective || Madel visw
Palygans

Ready

MNew polygon... |

RightSide:
LeftSide
Roof
Back
Fronk2
Front3

Images
Wanl.JPG

Wanz.JPG
Yans, PG

ol ]

Try setting various texture sizes for individualygmns by right-clicking on the polygon
name in the list box and using thexture sizesubmenu. You can immediately observe
the effect of changing the texture size in the 8w Note that large textures, while
looking nice, also consume lots of memory and dgkece. In Flight Simulator, you will
rarely see an object from a close distance, se tisarsually no need for high-resolution

textures.
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You will inevitably discover some gaps between wdlial polygons of the model, or
other inaccuracies. Correct them by dragging imltial polygon points around and

slightly rotating the polygons.

Last but not least, set the back sides of all pmiggexcept for the left and right side to
transparent using the context menu. The back sidiggese polygons cannot be seen
from any angle, so there is no need to display them

Use theFile|Generate scenery object..menu item to add the object to the scenery.

Generate Scenery Object

{* Generate a scenery object at a specific lacation

' Generate a library for use in Inskant Scenery etc,

—General options

Texture base name: I Tutorialvani]

.bmp

Texture Format: IDle

¥ Center the reference paint under the ohjeck

=

—Object placement

Latitude: IN3?.62952 Elevation AGL:
Longituds: | W122.42962 oo

—

262

= Library creation

el (0 I b1bcasob-0e0d-44bf-2902-2524ffd3380a

IMake mew |

IModel mame: I

[ 1|

Cancel |

# Microsoft Flight Simulator X




o

Instant Object Maker User's Manual ' Page 18

Program Reference

Screen layout and modes

Instant Object Maker offers three modes of openafoo accomplishing different tasks.
They can be switched usihmage, PerspectiveandModel view buttons on the toolbar.
The content of the main window area changes depgrah the mode.

In all three modes, the right side of the windowtamns list boxes which list all polygons
and all images belonging to the current projedie@img a polygon in the list box
automatically selects the corresponding image.dDselection of an image is only
possible in the image mode and determines the imisgéyed.

Thelmage modeallows defining polygons on photographs or otheages. In the image
mode, the window shows the image selected inrtiageslist box. It allows you to
define individual polygons using the mouse andtaéd to the project. You can open
new images or remove existing ones from the project

ThePerspective correctionmode allows you to define the physical size anehtation

of the polygon currently selected in the list bibxalso allows to stretch the polygon in a
way that cancels perspective distortion. In thisimyanly the currently selected polygon
is shown.

TheModel view mode allows you to position individual polygons3iR in to form the
object. It offers a texture preview of the objesteell as wireframe views from three
directions.

Importing and managing images
To open an image, use thde|Open Imagemenu command. Supported image formats
are JPG, BMP, GIF and PNG.

All images in the current project are shown inltinageslist box on the right side of the
window. When you select a polygon, the correspandimge is automatically selected
in this list box.

To remove an image from the project, right-click tame in thémageslist box and
selectRemove imagdn the context menu that appears.

When you save the project to a file, only referanoethe images are stored in the project
itself. If you try opening a projects with sometloé images missing, the polygons from
these images will not appear. You will receive aniiag message in this case.

Creating, renaming and deleting polygons

To create a polygon, switch to theage mode by clicking the corresponding button on
the toolbar. Select the image to be used as tefduthe polygon in thémageslist box.
The image will appear in the window.

Click with the mouse on the desired polygon poiAfter you have added all points,
press théNew polygon...button on the right side of the window. Alternatiy, you can
double-click the last polygon point you added. Yall be prompted for a name for the
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new polygon. After you enter the name and clik, the polygon will appear in the
Polygonslist box.

If you make a mistake when adding points, eithesptheesckey or click on any image
or polygon in the corresponding list boxes. Thentyou added will be deleted and you
can start again.

Make sure the polygon you create has no self-iet#iens.

To select a polygon, click it's name in tRelygonslist box. The polygon selected will

be displayed in a different color, or with a yellbarder depending on the mode. Editing
operations always affect the polygon currently &el@. Note that you cannot select a
polygon by clicking on it in the main window.

To rename a polygon, right-click it in tiR®lygonslist box and seledRename polygon
in the context menu that appears.

To remove a polygon, right-click it in the list bard selecDelete polygonfrom the
context menu.

Applying perspective correction

Perspective correction is an optional process atigwou to bring polygons from
oblique photographs back to their original shage perspective correction transforms
both the polygon points and the texture.

You can also drag individual polygon points aroimthe model view to reshape the
polygon. However, this does not modify the textuvkich can lead to distortions, like
broken lines. Thus, you should always try usingpective correction first, before
adjusting individual points.

To switch to the perspective correction mode, ptiesBPerspectivebutton on the toolbar
or use the correspondindiew menu item.

The green solid line is used to define the polygi@ae. You can move it's ends to any two
points of the polygon. After that, enter the diseabetween these points in meters into
the Sizetext box below. The polygon will be automaticallyaled so that the distance
between these points matches the value you entered.

The green dashed line indicates the horizontaasarfit's ends can be dragged around
with the mouse. As you modify the polygon in thespective correction mode, it will be
automatically rotated so that the green line staygszontal.

The green dot initially located in the middle oétbcreen can be dragged around to
stretch the polygon in a specific direction. Thas de used to cancel out the distortion
caused by oblique photographs made at an anglde\dfsigging the green dot around,
you can hold th&hift key depressed to temporarily disable the automattion of the
polygon. This makes it easier to understand threstoamation.

Theperspective factorslider below controls determines the differencstmetching the
nearest and the furthermost parts of the polygdmemit is left at zero, all parts of the
polygon are stretched in exactly the same wayehmging it causes parts further away to
be enlarged. This can be used to cancel out tketadf an oblique photograph taken near
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the object, where some parts of the polygon aneeetbly closer to the camera than
others and thus appear larger.

Note that especially for objects taken from a cliiséance, the perspective correction
function cannot fully recover the original shapela polygon because of additional
distortion caused by camera optics. You shouldhs@erspective correction mode to
bring the shape as close to reality as possibteften adjust the polygon points in the
model view.

Positioning polygons in the 3D model

Note: Even without using perspective correctiony gbould set the polygon size in the
perspective correction mode before switching tontioelel view.

To switch to the model view mode, press Mhadel view toolbar button, or use the
corresponding/iew menu item.

With the default settings, the model view contarseparate views: a 3D view of the
textured model, plus three wireframe views fromtthg from the right and from the
back. In the wireframe views, only the currentliesgad polygon is textured.

You can switch the model view between 4 equal-sizeds, a larger 3D view with three
small wireframe views, or a single view. Use theegponding toolbar buttons for that.

Clicking on the toolbar button for the single viawmtomatically cycles this view through
the 4 modes.

To move a whole polygon, select it in tRelygonslist box. Point with the mouse
anywhere in the view except it's points and sid@epress the left mouse button and drag
the polygon around. Note that when you move a folyig one views, you move it only
within the plane of that view. Always look at thedel from different angles to make
sure the polygon is also positioned correctly mtthnrd dimension.

To rotate the selected polygon around the X,Y axig, point with the mouse inside the
polygonin one of the wireframe viewshold down the Shift key, depress the left mouse
button and drag the mouse to the left or right.

To rotate the selected polygon within it's planeinp with the mouse insidein the 3D
view instead. Make sure not to point directly at itstexes or sides. Hold down the Shift
key and drag the mouse pointer with the left buttepressed.

To rotate the selected polygon around one obitles, point with the mouse at this side
in the 3D view. Hold down the Shift key and drag thouse pointer with the left button
depressed.

To move and rotate the selected polygon so thegitached to a side of another
polygon, point with the mouse at the desired sidé® selected polygon in the 3D view.
Hold down the left mouse button and drag the mpuasater to the desired side of
another polygon. The polygon selected will be réposed and rotated so that they touch
exactly at the sides.
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Adjusting polygons and closing gaps

It is recommended to use the perspective correatiotie to compensate for the
perspective effect from oblique photographs beéaljgsting polygons per hand, because
it results in a better texture quality. Howevenrgpective correction will not produce
100% precise results because of the additionadrtiish caused by the camera optics.

This will result in model polygons not matching leather exactly, which may cause
gaps between polygons or unwanted intersectiongseet them.

To close these gaps, you can move individual palygunts in the model view mode.
Note that you can only move the pointside the polygon’s planebecause it has to stay
flat. In addition, you can move and rotate theremiolygon as described earlier.

To move an individual polygon point, select theygoin that contains it and then drag it
with the mouse to it's new position. Closing a gapween two polygons usually
involves moving the corresponding points on botkthefn to make their sides touch.

Note that after you have repositioned at leastpmtyggon point per hand, you can no
longer adjust that polygon in the perspective ativa mode.

Setting polygon properties

You can set several properties of the polygon dlytrclicking it in thePolygonslist box
and using the context menu.

TheBack sidesubmenu allows you to define the properties sefbick side. When you
define a polygon, the front side is the one visdnehe image you used to create it. For
the back side, you have the following options:

» Textured — the back side will be covered by exactly the séexture as the front
side. Note that the back side texture will appearared. Use this for trees/fences
and other polygons that look exactly the same fiooth sides.

* Solid color - the back side will appear in solid color. Afy@u select this menu item,
a color selection dialog will appear. Use thisldack sides of road signs etc. when
the real-world back side is in solid color.

* Invisible — the back side will be invisible. Use this fockaides of polygons that
make up a solid object with volume, as they areenseen anyway and this setting
reduces the frame rate impact of them. Note thatstant Object Maker, invisible
back sides will not appear in the 3D model view, \Will appear in the wireframe
views when you select the polygon affected.

TheReverse sidesommand allows you to exchange the back and &idetof the
polygon.

ThelLit at night option, when checked, causes both sides of thepolto stay brightly
lit at night. Use this for lighted billboards, nesigns, airport signs etc.

TheTexture sizeoption determines the size of the texture Ins@iject Maker
generates for that polygon. For every polygon céarggular texture with the size
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specified is generated. You cannot specify a simgel than 1024 pixels in either
dimension, or any size that exceeds the pixelsdfiiee polygon in the original image.

Note that this is not the same as the size of ligatFSimulator texture files generated.
When you generate the object, Instant Object Méakstrcalculates rectangular textures
for individual polygons and then packs them inte on more Flight Simulator texture
files in the most efficient way possible. The résigl Flight Simulator textures always
have the sizes of 1024x1024, 512x512 or 256x25€lix

Placing the object into scenery

Use theFile|Generate scenery objectnenu command to generate a scenery object from
your project. A dialog box will appear promptinguyfor options.

To generate an object placed at specific coordénatdect the corresponding radio
button. To generate a model library for use witlghl One’s Instant Scenerglease
read the next section carefully

TheTexture base namdield specifies the name of the textures Instabnje€t Maker
generates for that object. Choose meaningful namdisat you can later identify the
textures. Because several texture files may habe wreated for the object, actual
texture file names will have an underscore followgd number appended to them. So if
you enteiMyObject as the texture base name, the texture files gextevall be called
MyObject_00.bmp, MyObject_01.bmp... and so on.

The Texture format field specifies the format of the texture filescteate. Us®XT1 or
DXT3 for textures compatible with FS2004 and FSX (exdéepthe DirectX 9 mode).
UseDXT5 for textures compatible with FSX only. Note thagou try to load an object
usingDXT5 textures into FS2004, the textures may not shoangpFlight Simulator
may crash.

TheCenter the reference point under the objecbption forces the reference point to be
automatically positioned so that the object is @&ibvThis should only be disabled if you
have a specific intent of having a reference paira different location.

Latitude, Longitude, Elevation AGL andHeading fields specify the object position.

The elevation specified should be in meters. Tlaelimg) is in degrees and determines the
true heading. When the heading is set to zerolet is positioned so that the North
axis shown in the model view points to the geogi@aplorth.

After you pres©K, you will be prompted for the scenery file nameteAthat, scenery
and texture files belonging to the object will lngrated. You will be warned if you are
about to overwrite existing scenery or texturg$jePay attention to the warning about
overwriting textures. If you are just about to avete previously generated textures for
the same object, it is OK. Be sure not to overwatgéures belonging to another object by
accident.

Generating a model library

To generate a model library, or to add the obgetrt existing model library, enable the
corresponding radio button. See the previous seetimut setting general options.
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TheGUID field allows you to specify globally unique identifier for your model This
identifier is used by Flight Simulator to identifyodels.Note that two models should
never have the same GUID even when residing in déffent libraries. Otherwise, only
one of them will appear in Flight Simulator.

If you are updating an earlier version of your maden existing library, keep the old
GUID. After you update the library (and restarighli Simulator), the appearance of all
objects placed using this model will change toeflyour changes.

In all other cases, use tMake new button to create a new random GUID for your
model.

UnderModel name enter the name of the model. This name is usdddigint Scenery
for it's model listing.

After you click OK, you will be prompted for the library BGL file nanto create. If you
specify an existing library, it will not be oventign, but your object will either be added
to it, or replace an existing model with the sam#8®
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Mouse+Keyboard Quick Reference

All modes

Drag the mouse with theheeldepressed
(or Alt+left button )

Scroll around

Rotate thanouse wheel
(or use thelus/minus keys on the keyboard)

Change the zoom factor

Image mode

Left button (click)

Add a polygon point

Left button (double click)

Add a polygon point and create the
polygon

Esckey

Erase all polygon points

Perspective Correction mode

Left button (drag)

Move the perspective correction
handle or ends of horizontal and sca
lines.

A

Model View mode

Shift + drag with the mousgheeldepressed
(or Alt +Shift+Left button)

Rotate the 3D vieW3D only)

Left button (drag) away from polygon points ¢
sides

rMove the entire polygon

Shift + Left button

Rotate the polygon/ireframe)
Rotate the polygon within it's plane
(3D)

Shift + Left button (drag) on a polygon side

Rotate around that S@eqnly)

Left button (drag) on a polygon point

Move the point within f@ygon
plane

Left button (drag) on a polygon side

Align the side with anothaygon’s
side @D only)

e



