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Preface: 

I take no responsibility if you screw-up your game, your system, or anything else. 

These instructions work for me, using the English version of DCS Black Shark. 

 

Use at your own risk. 

RCN_Moose 

 

Feedback welcome. Please post any feedback, questions, wishes, or constructive criticism @ 

http://forums.eagle.ru/showthread.php?t=37380 

 

 

  

http://forums.eagle.ru/showthread.php?t=37380
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Required: 

1. Photo editing software that reads .psd files (ie. Photoshop) 

2. KA-50 templates (available from DCS) 

3. Patience and Practice 

Optional: 

1. CDDS Studio (available from Simmers Paint Shop) 

2. GUIDGEN.exe (available from Microsoft) 

3. MODMAN (available from LockonFiles) 

Notes: 

1. This tutorial will assume you have CDDS Studio and MODMAN, as they make life MUCH 

easier, especially when installing and removing skins. 

2. This tutorial assumes you have a basic understanding of using Photoshop, and layers (or 

equivalent) 

3. This tutorial assumes you have a basic knowledge of navigating around in a Windows 

environment. 

4. Whenever I’m giving the location of a directory, I will start with “root” where root is the 

main Eagle Dynamics Directory. (ie root = C:\Program Files(x86)\Eagle Dynamics for me 

running Vista 64bit) 

 

  

http://www.digitalcombatsimulator.com/index.php?end_pos=2053&scr=products&lang=en
http://www.simmerspaintshop.com/forums/downloads/lomac/18/cdds-studio-107/
http://www.microsoft.com/downloads/details.aspx?familyid=94551f58-484f-4a8c-bb39-adb270833afc&displaylang=en
http://www.lockonfiles.com/modules.php?name=Downloads
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Chapter 1: Setting Up 
 

Download the templates, CDDS Studio and MODMAN 7.1 (or later) 

Install CDDS Studio and MODMAN according to their directions. 

Unzip the templates to a directory of your choice. Once unzipped, you will see the following 

files: 

 

The first thing you need to do is swap the names for KA-50-PAINT1 and KA-50-PAINT2. 

Rename KA-50-PAINT1 to KA-50-PAINT11 

Rename KA-50-PAINT2 to KA-50-PAINT1 

Rename KA-50-PAINT11 to KA-50-PAINT2 

For whatever reason, they saved the templates incorrectly which will mess up your skins if you 

don’t correct it. 

Now, there are two other files that you may want to modify, but are not included in the 

templates. One is KA-50-PAINT3 and the other is KA-50_Numbers22.tga (or 23) 

Because it’s nice to have all files when working on a skin we’re now going to extract a copy of 

KA-50-PAINT3 to add to our template. 
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Open MODMAN and go to CDDS Explorer 

 

Click on CDDS Explorer, and then navigate to 

\root\Ka-50\Bazar\World and open WorldTexturesBMP3 

Scroll down and select KA-50-PAINT1-DEF-03/BMP 

Click on Extract and save it in your template directory. 

 

 

 

This will give you a KA-50-PAINT1-DEF-03.bmp file which will be your missing KA-50-PAINT3 

template file. 
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You should end up with a Template Directory like this: 

 

The KA-50-Numbers22.tga (or 23) file is located in the TempTextures Directory: 

(root\Ka-50\Bazar\TempTextures) 

This is the file referenced in the KA-50.skins for your side numbers in game. It isn’t a 

requirement for skinning, although if you wanted to you could modify the numbers (ie Color) 

and give it a unique name so you have side numbers that match your skin. 
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Chapter 2 – Template Files 
 

So, we’ve installed all required software and we’ve got our templates extracted to a directory of our 

choice, what’s next? In this chapter I’ll go over each of the template individually, highlighting key areas, 

as well as showing what they look like in game. (very useful when you’re trying to get a pattern to line 

up, or just wondering what that file is) 

To start with, here is an in-game picture with NO valid templates. You will notice that there are still parts 

of the KA-50 visible. These are parts which are common to all skins, and CAN NOT be changed 

individually. (note this doesn’t mean they can’t be modified, just that modifying them will change them 

for ALL of the skins in game) 

 

You can often end up with this result if you make a mistake when adding a skin to your game. 
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Ka-50_St_Paint1.psd 
Here is the template, with just the background layer showing. 

 

Here is that same template, in the game…..Ahha, it’s the rear landing gear! 

 

  



[DCS BLACK SHARK – ADDING CUSTOM SKINS] February 7, 2009 

 

RCN_Moose | Version 1.0 9 

 

KA-50_LRM.psd 
Here is the template, with just the background layer showing. 

 

Here is that same template, in the game…..Ahha, it’s the base of the rotor blades! 
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KA-50-LRM_B.psd 
Here is the template, with just the background layer and shadows showing. 

 

Here is that same template, in the game…..Ahha, it’s the base of the rotor mast! 
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KA-50-LRM_centre.psd 
Here is the template, with just the background layer showing. 

 

Here is that same template, in the game…..Ahha, it’s the rotor mast, as well as the hydraulic arms for 

the rear landing gear. 
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KA-50-LRMpart.psd 
Here is the template, with just the background layer and shadows showing. 

 

Here is that same template, in the game…..Ahha, it’s the tiny little boxes on the rotor mast. 
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KA-50-PAINT1.psd 
Here is the template, with just the background layer showing. 

 

  



[DCS BLACK SHARK – ADDING CUSTOM SKINS] February 7, 2009 

 

RCN_Moose | Version 1.0 14 

 

Now, here is that same template, in the game….. 

Left Side 

 

Right Side 

 

Top / Front    Bottom 
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KA-50-PAINT2.psd 
Here is the template, with just the background layer showing. Of particular attention for this template 

are these two areas highlighted. These two areas are the top of the rotor mast and the control arms. 

They are located under the Vtluka layer. 
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Now, here is that same template, in the game…..(sorry the rotor mast tops and control arms don’t 

match color wise, but you should be able to tell whats what) 

Left Side 

 

Right Side 

 

Front 
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KA-50-PAINT1-DEF-03.BMP 
As this is a bmp file, there are no layers available. 

 

Here it is in the game. As you can see, the light blue section is the inside of the frame for the landing 

gear. The bottom left is the gun. The rest is various other interior panels. 
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KA-50-PAINT4.psd 
Here is the template, with the background layer showing. 

 

Here it is in game. It’s the weapon mounts. 
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KA-50-PAINT5.psd 
Here is the template, with the background layer showing. 

 

Even though it’s fairly obvious, here it is in game. The wheels of course. 
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KA-50-PAINT6.psd 
Here is the template, with the background layer showing. 

 

Here it is in game. 
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Here are all the templates together in the game at once. 

Left Side 

 

Right Side 

 

Rear 
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Front / Top     Bottom / Front 
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Chapter 3 – Adding Skins to the Game 
 

NOTE: After you have completed modifying the various templates and creating your skin, you will need 

to save each .psd as a 24-bit .bmp file. (note it’s always a good idea to save the .psd as well, as it’s much 

easier to do changes) Depending on the method you choose for adding the skin, what you call the bmp 

can be critical. 

Now, before we get into the various methods for adding skins to the game, we’ll go over the various in 

game files which we will require, to either; 

a. Get information 

b. Add information 

There are a few specific files which are of interest to us. They are: 

1. Ka-50.lua 

2. ka-50.skins 

3. db_countries.lua 

4. graphics.cfg 

It should be noted that these files are dependent on each other.  ie, if you change something in one, 

you’ll likely need to change it in the others. 
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Ka-50.lua 

Located in the root\KA-50\Scripts\Database\helicopters directory 

This is the file which lists all of the skins in game. As you can see, each skin has a specific color scheme 

ID, followed by the skin Name (as it will show up in game) and a number. 
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ka-50.skins 

Located in the root\KA-50\Bazar\World\Shapes directory 

This file is what the game uses to know which textures go with which skin. Of particular concern here, is 

the value number which precedes the material. This number corresponds to the end number in the Ka-

50.lua file. (ie 0.0 = 0, 1.4 = 14, 2.3 = 23) This is extremely important if you are adding skins manually, 

since if you mix the number up between files, you will not get the skin you want. 

The rest of the information here covers the various templates. Note the various names of the templates. 

You will see that each line starts with the template it is based off, and ends with the template name as 

used by the skin. You can also see that some of the template .bmps are used more than once. 
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graphics.cfg 

Located in the root\KA-50\Config directory 

The graphics.cfg file lists the various cdds texture files that make up the skins in game. 

 



[DCS BLACK SHARK – ADDING CUSTOM SKINS] February 7, 2009 

 

RCN_Moose | Version 1.0 27 

 

db_countries.lua 

Located in the root\KA-50\Scripts\Database directory 

This file is where you pick what country you want your skin to be available to. Note that the color 

scheme ID and skin Name must match those in the Ka-50.lua file. 
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Method 1: Using the TempTextures directory 

By far the easiest and fastest is to save your files using an existing skin name, and then copy 

them into the TempTextures Directory. Any files that are in the TempTextures Directory that 

have the same name as an existing skin, will overwrite that skin in game. 

So how do you get an existing skin name? You’ll need to look at two of our 4 important files. 

First open your Ka-50.lua file (located root\Ka-50\Scripts\Database\helicopters) and pick a skin 

that you want to overwrite with one of your own. For this example we’ll use the Standard skin. 

As you can see the Standard skin is followed by a value of 0. 

 

Now we’ll open the ka-50.skins file. We know that this value corresponds to the number in the 

Ka-50.skins file. So since we want to use the Standard skin, which has a number 0, we would 

look at the skin with a value of 0.0 (the first one) 

 

In quotes at the end of each material line is a bmp file. These files correspond to your psd files 

in the template. 
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After you have made your changes to the skin, and saved it, you want to then save it as a 24bit 

BMP. If you are going to use the TempTextures Directory route for checking your skin, you’ll 

need to make sure the name of your BMP matches the name in the Ka-50.skins file. 

NOTE: This must be an EXACT match. Including Capitols. 

Example. 

Following above we will stick with the use of the Standard Skin.  

So we should save our KA-50-PAINT1.psd as a 24bit bmp called KA-50-PAINT1-DEF01.bmp and 

copy this into the TempTextures Directory. You would then go through and save and rename 

the rest of your files to match the file in the Ka-50.skins file. 

Now when you load the game and use the Standard skin, you will see your custom skin instead. 

This is a quick and easy way to check on your skin as you are working on it. It is also the only 

way to use a custom skin in a multiplayer game and be sure that other players will see 

something. In this case, you would see your custom skin, anyone else would see the default skin 

instead of your custom skin. The only other option for multiplayer is to make sure everyone 

playing has the same skins installed. 
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Method 2: Manually adding skins without overwriting an existing skin 

If method 1 was the fastest and easiest…..method 2 is without a doubt the longest and hardest. 

Note: Backup any files you are going to edit, before you change them! If you have MODMAN installed 

and are using it, DO NOT USE THIS METHOD, use either Method 1 or 3.  

So you’ve gone through and created a custom skin using the templates. Now what? First, you’ll need to 

save each of the .psd files as a 24bit .bmp file. Naming does not matter so long as YOU know which 

template is which when you’re done. (although it is easier if you stick with the existing naming 

conventions, see following example) 

Template Name Save as (where XXXX unique and related to 
your skin) 

Ka-50_St_Paint1.psd Ka-50_St_Paint_XXXX.bmp 

KA-50-LRM.psd KA-50-LRM_XXXX.bmp 

KA-50-LRM_B.psd KA-50-LRM_B_XXXX.bmp 

KA-50-LRM_centre.psd KA-50-LRM_centre_XXXX.bmp 

KA-50-LRMpart.psd KA-50-LRMpart_XXXX.bmp 

KA-50-PAINT1.psd KA-50-XXXX-DEF-01.bmp 

KA-50-PAINT2.psd KA-50-XXXX-DEF-02.bmp 

KA-50-PAINT1-DEF-03.BMP KA-50-XXXX-DEF-03.bmp 

KA-50-PAINT4.psd KA-50-XXXX-DEF-04.bmp 

KA-50-PAINT5.psd KA-50-XXXX-DEF-04.bmp 

 

Now that you have your templates saved as unique bmps it’s time to edit some game files. 

Reminder: I take no responsibility if you mess-up your game or system doing this. 

First thing we need to do is convert all of your bmps into a .cdds file. Now there are some restrictions 

when using CDDS Studio. The major one is you CAN NOT HAVE SPACES in any of the directories leading 

up to your directory where you bmp files are. 

For example, GOOD: 

C:\Documents\Folder_With_BMPS 

BAD 

C:\My Documents\Folder_With_BMPS 

Because the My Documents folder includes a space, CDDS Studio will fail when it attempts to make a 

.cdds file. 

I generally create a directory with no spaces inside my CDDSStudio directory as I find it easier to keep 

track of everything. 
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Now that your bmps are in an acceptable directory, lets open CDDS Studio by double clicking on 

CDDSstudio.exe  

Now click on Edit and then Add Files. 

 

This will bring up a standard windows window where you can browse to you directory that has your 

bmps 

 

 Once you’ve navigated to your directory, select all of the relevant template bmps and hit open. 
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You should end up with this: 

 

Now click on the Floppy and save your work. Use a name with NO SPACES. 

Once you have saved your work, hit Edit and then Build CDDS 

 

This will pop up a window asking you to pick a name. It should default to whatever you saved your work 

as. If it doesn’t, you should see your file in the window 

and can select it. 

Once you hit save, you should see a CMD window open 

and begin scrolling through the files. When it is done it 

will say to hit any key. When you hit a key it will close.  

You now have your .cdds file. 

Note: If the CMD window just opens and closes right 

away, it means one of your directories has a space in 

the name. 
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Now that you have a .cdds file you need to copy it to the game, and tell the game its there. 

First, copy your .cdds file into the root\KA-50\Bazar\World directory. 

Then open the graphics.cfg file with notepad. (root\KA-50\Config directory) 

 

Now you will need to add a line after the last skin, using the same format, but inputting your cdds name. 

I find it easier to just copy the last line, past it in and rename the cdds file to my filename. 

Once you have your cdds file added, close the file and save the changes. 

Now we will move on to the ka-50.skins file. 
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Open the ka-50.skins file. (located in the root\KA-50\Bazar\World\Shapes directory) 

Scroll through until you find the last entry for a skin 

 

Now I find the easiest way to do this is to copy the last entry and past it back in. You should end up with 

something like this: 
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Now you will need to change the value (increase it by one) In this case we would change it to 3.2 

Then you can go through and rename the bmps to whatever you called your files.  

This is important. The names must be EXACT matches to what your files are. They are space and Case 

sensitive. 

Example: Good. 

Filename in .cdds KA-50-XXXX-DEF-02.bmp to KA-50-XXXX-DEF-02.bmp in the ka-50.skins file 

BAD 

Filename in .cdds KA-50-XXXX-DEF-02.bmp to Ka-50-XXXX-DEF-02.bmp in the ka-50.skins file 

Now we will move on to the Ka-50.lua file. 
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Open the Ka-50.lua (located in the root\KA-50\Scripts\Database\helicopters directory) 

 

Now you will need to add another line at the end of the color schemes. You will need to create a unique 

GUID using the GUIDGEN program. 

Make sure you have Registry Format selected. It will create a 

unique GUID for you.  

Then hit the copy button to copy the ID. 

On the new line you are creating in the Ka-50.lua file, hit paste 

or CTRL+V to add the new ID. You will need to make sure the 

formatting stays the same for the line. 

Then add whatever you want you skin to be called in “” at the 

end.  

And finally add the value number from your ka-50.skins file at 

the end. In our case 32. 
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Now we’ll edit the last file.  

Open db_countries.lua (Located in the root\KA-50\Scripts\Database directory) 

Here you have a couple of options. You’ll need to scroll down to the country of your choice, and the 

Helicopters heading. I stick with Russia as I find it’s the fastest for selecting them in game, but you can 

your skin to any country that has a Helicopters heading followed by the cnt_unit Ka-50. 

Again, you’ll need to add a line after the last skin in the list. The easiest way is to copy the entire line 

from the Ka-50.lua file, and just delete the number at the end. If you do add it manually, the 

color_scheme number and name must MATCH the number and name in the Ka-50.lua file. 

 

Well, after all of that you should be able to run the game and select your skin. 
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Method 3 – Adding a skin using MODMAN 7.1 or later 

(or making an existing skin MODMAN compliant) 

The first step is the same as for Method 2. You need to convert your bmp files to a cdds file. 

So you’ve gone through and created a custom skin using the templates. Now what? First, you’ll need to 

save each of the .psd files as a 24bit .bmp file. Naming does not matter so long as YOU know which 

template is which when you’re done. (although it is easier if you stick with the existing naming 

conventions, see following example) 

Template Name Save as (where XXXX unique and related to 
your skin) 

Ka-50_St_Paint1.psd Ka-50_St_Paint_XXXX.bmp 

KA-50-LRM.psd KA-50-LRM_XXXX.bmp 

KA-50-LRM_B.psd KA-50-LRM_B_XXXX.bmp 

KA-50-LRM_centre.psd KA-50-LRM_centre_XXXX.bmp 

KA-50-LRMpart.psd KA-50-LRMpart_XXXX.bmp 

KA-50-PAINT1.psd KA-50-XXXX-DEF-01.bmp 

KA-50-PAINT2.psd KA-50-XXXX-DEF-02.bmp 

KA-50-PAINT1-DEF-03.BMP KA-50-XXXX-DEF-03.bmp 

KA-50-PAINT4.psd KA-50-XXXX-DEF-04.bmp 

KA-50-PAINT5.psd KA-50-XXXX-DEF-04.bmp 

 

Now that you have your templates saved as unique bmps it’s time to edit some game files. 

Reminder: I take no responsibility if you mess-up your game or system doing this. 

First thing we need to do is convert all of your bmps into a .cdds file. Now there are some restrictions 

when using CDDS Studio. The major one is you CAN NOT HAVE SPACES in any of the directories leading 

up to your directory where you bmp files are. 

For example, GOOD: 

C:\Documents\Folder_With_BMPS 

BAD 

C:\My Documents\Folder_With_BMPS 

Because the My Documents folder includes a space, CDDS Studio will fail when it attempts to make a 

.cdds file. 

I generally create a directory with no spaces inside my CDDSStudio directory as I find it easier to keep 

track of everything. 
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Now that your bmps are in an acceptable directory, lets open CDDS Studio by double clicking on 

CDDSstudio.exe  

Now click on Edit and then Add Files. 

 

This will bring up a standard windows window where you can browse to you directory that has your 

bmps 

 

 Once you’ve navigated to your directory, select all of the relevant template bmps and hit open. 
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You should end up with this: 

 

Now click on the Floppy and save your work. Use a name with NO SPACES. 

Once you have saved your work, hit Edit and then Build CDDS 

 

This will pop up a window asking you to pick a name. It should default to whatever you saved your work 

as. If it doesn’t, you should see your file in the window 

and can select it. 

Once you hit save, you should see a CMD window open 

and begin scrolling through the files. When it is done it 

will say to hit any key. When you hit a key it will close.  

You now have your .cdds file. 

Note: If the CMD window just opens and closes right 

away, it means one of your directories has a space in 

the name. 

 



[DCS BLACK SHARK – ADDING CUSTOM SKINS] February 7, 2009 

 

RCN_Moose | Version 1.0 41 

 

Now that we have a .cdds file, the process changes drastically from Method 2 and becomes MUCH 

easier. 

You will need to create a skin.lm7 file for MODMAN to use. I just open the one that comes with 

MODMAN as an example and edit it. 

 

Now you need to change each of the bmp names in the lma7 file to the filenames used in your cdds. 

This is important. The names must be EXACT matches to what your files are. They are space and Case 

sensitive. 

Example: Good. 

Filename in .cdds KA-50-XXXX-DEF-02.bmp to KA-50-XXXX-DEF-02.bmp in the skin.lma7 file 

BAD 

Filename in .cdds KA-50-XXXX-DEF-02.bmp to Ka-50-XXXX-DEF-02.bmp in the skin.lma7 file 

You also have the option of changing the country that your skin will show up in. The default is Russia. 

There is a list of available country ID’s on the DCS Forums. You would just need to copy the new country 

ID over the existing one in the skins.lma7 

Now you will need to create a specific color_scheme ID using GUIDGEN. 

 

http://forums.eagle.ru/showthread.php?t=37321
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Make sure you have Registry Format selected. It will create a 

unique GUID for you.  

Then hit the copy button to copy the ID. 

Paste the ID into the color_scheme in the skins.lma7 file. 

 

 

 

 

The last thing to do in the skins.lma7 file is to give your skin a name. Once that’s done, close it and save 

the changes. 

Now open MODMAN. 

 

And click on Mods Maker. 
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This is where the goodness happens  

Click on the Open File for choose addon file. Then navigate to your .cdds file and hit open. 

 

Depending on the mood it’s in, it may automatically fill out the relative install folder like above. If it’s 

still blank, just hit the open file and navigate to root\Bazar\World\ 

Then hit the Add to package button and it should look similar to above. 
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Next we’ll add the skin.lma7 file. 

 

Again, click on the Open File button. Navigate to where your skin.lma7 file is and hit open. It should 

be similar to above (it will fill out the location of the file you selected) 

Next you can select the add-on type from the pull down menu. (KA-50 Skins in our case)  

Then fill in the pertinent information, author, name, description etc. 

Finally if you have a picture of your skin, you can hit the choose logo button to open a window, 

navigate to the pic, and add it. 

Once you have everything filled in, save it as a RAR or ZIP file (it will ask you for a name)and your 

Skin is now created. You can then hit EXIT to go back to the MODMAN main screen. 
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Now to install your skin in the game, select Mods Installer. 

 

This will bring up a 

window with all the 

MODS you currently 

have (installed or 

not) 

If the STATE is 

Green, you MOD is 

installed. 

If it’s Red it is NOT 

installed. 

To install, select 

your Skin, then hit 

Install. 

To remove it, select 

your skin, then hit uninstall. When you’re done, hit EXIT, then close MODMAN and play Blackshark 

with your newly added skins.  
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