[DCS BLACK SHARK — ADDING CUSTOM SKINS]

Preface:
| 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
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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)
. GUIDGEN.exe (available from Microsoft)
3. MODMAN (available from LockonFiles)

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, | 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)
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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:

() [« esoTe. -4

Search

: i (T e T e i .
‘ Organize « "#3 Views |+ i Slide Show ™ iy "Burn

Eaibiite bk = Name Date taken Tags
T ka-50_5t_Paintl psd

T KA-50-LRM.psd

B Pictures T KA-50-LRM_B.psd

E{;h Music ﬁ KA-50-LRM_centre.psd
THKa-50-LRMpart.psd

T Ka-50-PAINTL psd

Folders T KA-50-PAINT2. psd

El:. Documents

Mare »

BE Desktop Tl KA-50-PAINT4 psd
B Fred =1 'THXA-50-PAINTS.psd

Il Public T KA-50-PAINTG psd

Ll Computer

E’l‘ Metwork

[ contral Panel
10 items

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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P4 ModMan 7.1.0.7 - DCS series [S=l = |

Open MODMAN and go to CDDS Explorer

Click on CDDS Explorer, and then navigate to

N e N N e =S

k.

L messmier | ¥ \root\Ka-50\Bazar\World and open WorldTexturesBMP3

Downloads Mods |

ST - Scroll down and select KA-50-PAINT1-DEF-03/BMP
Run game ] l Run game {Multi) |

————a .4 Click on Extract and save it in your template directory.

| _Format | Mipmap | Width  Height [
|DxT1 | 10 512 512|
|DXT1 | 10 512 |

10 512

10 512

10 512

10 512

10 512

10 512

1 1024

; 11 1024
-50-LRIM_CENTRE-6.BMP 1 1024
ENTRE BMP 1 1024
-50-LRMPART-1.BMP 9 2%
5 2%

. BlP mar | 9 56
-LRMPART-.BMP [ I E 285

BD1.BMP o | [ 1024
INT1-DEF-01.B1P T [ | o04g

Extraction

[¥] Decomprass

Extroct ol

Insertion

[ Insert | | Insertall |

—50-PAINTE-DEF-04. B} [ ExiT |

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:

- | +y | | Search

OO 2|l « Ka-50_Te..

&y Organize ~ fiews - W8 ShdeShow (g Burn

[ Name Date taken Tags

T Ka-50_5t_Paintl.psd

B KA-50-LRM.psd

B Pictures T KA-50-LRM_B.psd

@ Music ﬁ KA-50-LEM_centre.psd

T K4-50-LRMpart.psd

T KA-50-PAINTL.psd

Folders T KA-50-PAINT1-DEF-03.BMP
i HDR mod T KA-50-PAINT2.psd

Favorite Links

Ei Documents

Maore »

L KA-50 All Skins T KA-50-PAINT4.psd

T KA-50-PAINTS. psd

| KA-50 Canadian
g 8 KA-50-PAINTG. psd

! ka—Sﬂ_nyEﬂ[lQ_sk?E.l
. Ka-50_Template:
P ordbdan? =kin

) 11 tems

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)

. T TER . TSR BB CSeecsSEEm T W Se. 0202092 W 0. v. WRETW S ______
Ka-50(New callsign) SPD:0  ALT:154 G:10 COORD:445240°N 391328'E CAM:F2

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.

[

Al .
< 20 wmw 2

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

— = 1 - . - . -
Ka-50(New callsign) SPD: 0 ALT: 154 G:1.0 COORD:445240"N 39'1328"E CAM:F2 01/12:00:25 A1.00
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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!

- 4 & = = @ 9 S — =
Ka-50(New callsign) SPD: 0 ALT: 154 G:1.0 COORD:445240°N 391328"E CAM:F2 017/12:00:07 A1.00
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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!

- - a4 = @ .
Ka-50(New callsign)} SPD: 0 ALT: 154 G:10 COORD:445240°N 391328'E CAM: F2 01/12:00:23 A1.00
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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.

Ka-50(New callsign) SPD: 0 ALT: 154 G:10 COORD:445240°N 39'1328'E CAM:F2

01/12:00:31 A1.00
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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.

N T B B e e e S SR S S
Ka-50(New callsign) SPD:0  ALT:154 G:1.0 COORD:445240°N 331326°E CAM:F2
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KA-50-PAINT1.psd

Here is the template, with just the background layer showing.
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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.

RCN_Moose | Version 1.0



[DCS BLACK SHARK — ADDING CUSTOM SKINS]

KA-50-PAINT4.psd

Here is the template, with the background layer showing.

N -

Here it is in game. It’s the weapon mounts.

\

N T T TR R T R
Ka-50(New callsign) SPD: 0 ALT: 154 G:10 COORD:445240°N 391328"E CAM: F2 01/12:00:09 A1.00
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KA-50-PAINTS5.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.

—TT— T e e e e e — ————————
Ka-50(New callsign) SPD: 0 ALT:154  G:1.0 COORD:445240"N 391328"E CAM:F2 01/12:00:07 A1.00
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KA-50-PAINT6.psd

Here is the template, with the background layer showing.

Here itis in game.

S R R R R R R R RRRRRRRRRRBRBSBEERRRRRRERDER 3 = =
Ka-50(New callsign) SPD:0 ALT: 154 G:10 COORD:44'5240°N 391328"E CAM:F2 01/12:00:06 A1.00
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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

i G:1.0 COORD: 44523
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Chapter 3 - Adding SKkins 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. Getinformation
b. Addinformation

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

Ka-50.lua
ka-50.skins
db_countries.lua

P wNhPR

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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February 7, 2009

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.

ﬁ Ka-50.lua - Notepad

File Edit Format View Help

MaxFuelweight = "1450",
MaxHeight = "6600",
Mmaxspeed = "300",
MaxTakeoffwe'l ght = 11900",
Picture = "Ka-50.png",
Rate = "50",

shape = "kKa-50",

wWorldID = 155,

-- Countermeasures,
singlechargeTotal = 128,
CMDS_Incrementation = 32,
Chaffpefault = 0,
chaffchargesize = 1,
Flarepefault = 128,
F'IarechargeS'lze = l
CMDs_Edit = "yes",

colorschemes = {
color_scheme('
color_scheme('
color_scheme("{B72394A9-596C-4336-9F1F-742FH7B1BCCL
color_scheme("{3E5CAOBO-C1CA-4b55-87BC-B230371124DA}"
color_scheme("{AC7E6F33-30A3-4560-B80A-55008DF80BBE}"
color_scheme("{7763F118-6106-44f6-81A0-7CACCBE80BED,
color_scheme("{84E30899-5049-4bdd-96F1-BOFABACOB2ZEG
color_scheme("{19822419-B967-43fd-AD7 3-FCEELES2E32C}"
color_scheme("{F7C01B4D-5F60-4de9-8C37-FI383EEOQBB44 1"
color_scheme("{E293EDAZ-B401-4045-88B6-22F400879492}"
color_scheme( " {945E24E7-1725-41e8-96CF-76DBEADDLCOE}"
color_scheme( "{FAFES8642-0E60-4def-BASA-30371C4E7B3E}"
color_scheme("{BFE322AC-E7C7-11DC-934E-78D056089593}"

color_scheme("{DC56EAAA-7EDO-4269-8754-CF1BBE42CCI9
color_scheme("{67C39281-338A-4811-B4B2-A10C55CCEL58}"
color_scheme( " {6D59B28B-370F-41fe-894F-27A23B88ECFA}"
color_scheme("{602D0929-46B4-4e5d-8501-BDC29BBC5027
color_scheme("{B1222A82-F1DC-4b21-9EBD-AGBD13AD3 386
color_scheme( " {CC64A1C6-9B87-4chl-95B3-A87BCD46ECAS "
color_scheme( " {06A96952-29E4-4445-8C69-8BDA4EF3E4EF}"
color_scheme("{C8335F6C-1304-4de3-BCF2-BE7CDB7DD314}’
B68163ED-DC10-4744-A094-6E6256274B98
3448843E-09C4-4DF 3-BA7A-2707AE267519}"

color_scheme("
color_scheme("”

Eategor'ies ={

PR,
- andara (faded)™), 3,

_('Demo paint scheme #024"),

_("Demo paint scheme %' werewmf\ J, 4),
"Fictional Turkeyl skin"),

ictional snow Splatter stheme ), 6),

ictional Swed'lsﬁ scheme"),

ictional Turkey scheme"), 9),

ictional olive Grey scheme ), 11),

("Fictional Desertl scheme"), 157,

E"Fw‘ct'iona'l USMC Gray scheme"), 16),

-

"Fictional Desert? scheme"), 17)

"Fictional Tropic Green Scheme"), 19),
("Ken campbell usmcm AH—lw"), 23),
_("Fictional DOSAAF Scheme ), 24),
_("usMC AH-1w Scheme™),

_({"Canadian CADPAT w2' ), 26),

'Icanad'l ar‘I_CADPAT“) y 270,

Feturn helicopter ("{3457BB1E-523F-4C24-BBEA-58D028623F05}", "Ka-50", _("ka-50"), -
{ i
cannon = "yes",
Emptyweight = "8030",
HumanCockpit = "yes",

ema pa1nt scheme # 22 \" B'Iack shark "™, 1),

, 31D,

m
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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.luafile. (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

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

, and ends with the template name as

argument = 70;

?kin
value =
materTa {"Ka- 50=~ 1amn’ c*Jﬂdart "KA-50-Pg =

material = {"KA-50-PAINTI' "standart”, ¥
material = { RA=30= rH;muL_M f "standart” = sU—r “OEr-orL.omp
material = {"KA-50-PAINTZ2", "Standart", "KA 50- PAINTl DEF-02. bmp'g;
material = "KA—SO—PAINTS", "standart”, "KA-50-PAINT1-DEF-03.bmp"};
material = {"KA-50-PAINT4", "sStandart"”, "KA-50-PAINT1-DEF-04.bmp"};
material = {"KA-50-PAINTS", "Standart’, "KA-50-PAINT1-DEF-05.bmp"};
material = {"KA-50-PAINTE", "Standart"”, "KA-50-PAINT1-DEF-06.bmp"};
material = {"kKa-50-vtulka_met", "standart”, "KA-50-PAINT1-DEF-02.bm
material = {"SOPLA_KA-50-PAINT3", "Standart”, "KA-50-PAINT1-DEF-03. Emp b
material = {"KA-50-gear-rubber"”, "standart”, KA 50-PAINT1-DEF-05.bmp"};
material = {"KA-50_5T-rm_paintl”, "standart”, "Ka-50_st_Paintl.bm|
material = {"KA-50_Lifting_rotor_mast", "Standart”, ”KA—SO—LRM—l.Emp”};
material = {"KA-50_LRM_Part”, "standart”, "KA-50-LRMpart-1l.bmp"};
material = {"KA-50_LRM-CENTRE", "Standart™, "KA-50-LRM_centre.bmp"};
material = {"KA-50-LRM_B", "standart"”, "KA-50-LRM_B.bmp"};

1

skin

value = 0.1;
material = {"Ka-50-Tamp”, "Standart", "KaA-50-PAINTZ2-DEF-02.bmp"};

material = {"KA-50-PAINT1", "Standart", "KA-50-PAINTZ-DEF-01.bmp"};
material = {"KA-50-PAINT1_M", "standart”, "KA-50-PAINT2-DEF-01.bomp"};
material = {"KA-50-PAINT2", "Standart", "KA—SD—PAINTE—DEF—UE.bmp”?,
material = {"KA-50-PAINT3", "standart"”, "KA-50-PAINT2-DEF-03.bmp"};
material = {"KA-50-PAINT4", "standart"”, "KA-50-PAINT2-DEF-04.bmp"};
material = {"KA-50-PAINTS", "Standart", "KA-50-PAINTZ-DEF-05.bmp"};
material = {"KA-50-PAINTE", "Standart"”, "KA-50-PAINT2-DEF-06.bmp"};
material = {"KaA-50-vtulka_met", "standart”, ”KA—SO—PAINTE—DEF—OZ.me
material = {"SOPLA_KA-50-PAINT3", "standart”, "KA-50-PAINTZ-DEF-03 mp T
material = {"KA-50-gear-rubber"”, "standart”, KA 50-PAINTZ-DEF-05. bmp IR
material = {"KA-50_5T-rm_paintl”, "standart"”, "Ka-50_sSt_Paint2. me
material = {"KA-50_Lifting_rotor_mast", "Standart”, "KA-50-LRM-2. mp”};
material = {"KA-50_LRM_Part”, "standart”, "KA-50-LRMpart-2.bmp"};
material = {"KA-50_LRM-CENTRE", "standart", "KA-50-LRM_centre-2.bmp"};
material = {"KA-50-LRM_B", "Standart", "KA-50-LRM_B-2.bmp"};

h

Mj ka-50.skins - Notepad -
File Edit Format View Help
models

lod = {"ka-50", 110}

lod = {"KA 50_Lopl", 160%;

lod = {"ka-50_L0OD2", 200};

lod = {"KA-50 Lona" 500%;

Tod = {"kKA-50_LOD5", ©000%;

Tod = {"LD_Tec“, 1000000%;

3 collision = "KA-50-COLLISTON";
argument
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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.

"W = s - == .ﬁgh-
_ | graphics.cfg - Notepad I " .l p
File Edit Format View Help
sceneFile = "medium"; -

TextureCollections

" O\\Bazarh\TempTextures’'";
“Bazar'\World\STovakia_pigital_Camo_1.cdds";
“Bazar" \Wworld'\Canadian_sSAR. cdds"

highFolder
common = "
common

g |

common = “Bazar ' \wor ld\\Canadian_navy. cdds";

common = ".“\Bazar'world\\Canadian_pesert.cdds";

common = . \Bazar" \world\\Canadian_CADPAT. cdds";

common = ".%\Bazar" \Wworld'\\Canadian_CADPAT_VZ2. cdds"

common = .\ \Bazar" world'\\usMC_aHlw_scheme. cdds"

common = . \Bazar'\world'\Ka-50_Fictional_posaaF_scheme. cdds™;
common = "_\\Bazar'\World\\Ken_campbell1_aAHlW. cdds";

common = ".“\Bazar‘\Terrain\’surface'\LandTextureseMpP. cdds";
common = ".“\Bazar‘ \Terrain\\surface'\LandTexturesTGA. cdds";
spring = ".\\Bazar‘\Terrain\\surface'\LandTexturessprBmpP. cdds";
spring = ".\\Bazar'\Terrain\\Surface'\LandTexturessprTGA. cdds";
common = ".“\Bazar‘ \Terrain‘\\surface\\LandTexturessumeMpP. cdds";
common = ".“\Bazar‘ \Terrain\\surface‘\LandTexturessumTGA. cdds";
autumn = ", \Bazar'\M\Terrainm\surface\\LandTexturesAutBMP. cdds™;
autumn = “Bazar'\\Terrain'\surface'\\LandTexturesAutTGA. cdds";
winter = ".‘\Bazar‘\'\Terrain\\surface‘\\LandTextureswineMp.cdds";
winter = ".‘\Bazar‘\'\Terrain\ \surface\\LandTextureswinTGA. cdds";
common = ".\\Bazar‘\Terrain\\surface'\MapTexturesBMP. cdds";

Commor
COommaorn
COmmorn
Commor

“Bazar'\Terrain\\surface\\MinvodyNEW. cdds"”
“Bazar'\\Effects'\\EffectTexturesTGA. cdds";
“Bazar'\\Effects"\\EffectRiverTGA. cdds";
“Bazar" \Wor1d\\TexturesBMP_weapons. cdds”

common = “Bazar" world' \wor ldTexturesemMpP3. cdds";

common = . \Bazar'world\\worldTexturesTGA3. cdds";

common = . \Bazar'\\world'\\WorldTexturesTGAZ. cdds™;

common = ".%\Bazar"\Wworld' \WorldTexturesTGA. cdds"

common = ".'\Bazar" \world'\\worldTexturesemMpP2. cdds";

common = . \Bazar* \world\\worldTexturesBmpP. cdds";

common = . \Bazar' \world\\WorldTexturesBMPl. cdds™; F
common = ".\Bazar"\World\ \5hipTexturesBMP. cdds"

common = ".“\Bazar" \world\\shipTexturesTGA. cdds";

common = ".\\Bazar'\\wWorld\\CockpitsTexturesBMP. cdds";

common = ".\\Bazar"\World\\CockpitsTexturesTGA. cdds";

common = ".“\Bazar‘\Effects'\\effects.cdds";

common = ".\\Bazar'\world\\Cockpit-5U25T-TexturesBMP. cdds";

common = ".%\\Bazar"\World\\Cockpit-5U25T-TexturesTGA. cdds";

common = ".%\Bazar" \Wworld'\WorldTexturesTGAl. cdds"; |
common = ", \“Bazar“‘\wor ld'\temp.cdds"; =

common = ".‘\\Bazar'\\World\\Cockpit-Ka-50 Texturesen.cdds";
COmmorn "\ \Bazar\\wWor 1d\\Cockpit-Ka-50 Textures.cdds";
commorn O\NBazar ' \wWor 1d\Cockpit-Ka-50 NIGHTextures.cdds";
common G Bazar\\wor 1dY\¥_FInal_Texture.cdds";
common OO Bazar\\wor 1d\\¥2_FInal_Texture, cdds"”;
COmmorn "o\ h\Bazar \wor 1d\\Y3_FInal_Texture.cdds";

common = ".%\Bazar'\world\\Y4_FInal_Texture.cdds"

common = ".“\Bazar' \world\\Y4_FIame.cdds";

common = . \Bazar'\world\\Vehicles_misc.cdds"; .
common = ".\\Bazar"\World\\Weapons1l0. cdds"

common = ", \“Bazar" \wor 1d\\AH-64_apache, cdds";

common = ".‘\\Bazar'\world\\gunners. cdds";

common = . \Bazar'\world\\KA-27textures. cdds";

common = ".%\Bazar" \Wworld'\\UH_60_textures.cdds"

common = ".'\\Bazar' \world\\T_Textures.cdds";

common = .\ Bazar'\world\\Ka-50_Fictional_swedish_scheme. cdds";

common = ".\“\Bazar"\World\\Ka-50_Fictional_snow_splatter_Scheme. cdds";
common = ".%\Bazar"Wworld'\Ka-50_Fictional_bragon_scheme. cdds";
common = ".\‘\Bazar" \World\\Ka-50_Fictional_turkey_scheme. cdds";
common = ".%'\Bazar' \world\\Ka-50_Fictional_Nightl_scheme. cdds";
common = ".\'\Bazar"\World\"\Ka-50_Fictional_o0live_Grey_sScheme.cdds";
common = ".\“\Bazar" \wWorld\\Ka-50_Fictional_Apache_creen_scheme. cdds";
common = ".\\Bazar'\World\\Ka-50_Fictional_Light_Field_scheme.cdds";
common = ".\‘\Bazar"\World\\Ka-50_Fictional_bark_Grey_scheme. cdds";
common = ".%\Bazar" \World\\Ka-50_Fictional_Desertl_Scheme. cdds";
common = ".\“Bazar" \world\\Ka-50_Fictional_usMmcC_Grey_scheme. cdds";
common = “SwBazar' \world\\kKa-50_Fictional_bpesert2_scheme. cdds";
common = ".\\Bazar"\World\\Ka-50_Fictional_bark_bDirty_scheme.cdds";
common = ".%\Bazar" \World\\Ka-50_Fictional_Black_scheme. cdds";
common = ".\‘\Bazar" \World\\Ka-50_Fictional_tropic_creen_scheme.cdds";
common = ".\\Bazar'\wWorld\\Ka-50_Black_#26_paint_scheme. cdds";
common = ".%\Bazar'\wWorld\\Ka-50_Fictional_Desert3_Scheme. cdds";
season = "summer’;

P imd
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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.

CATID "{8
Helicopter

cnt_unit ("

Mj db_countries.lua - Notepad - =HACE X

File Edit Format View Help
cnt_unit("{616C3D4B-37BA-47EA-BC7 8-EBDDF62C0O86E}", "BMP-3"), -
cnt_unit("{5231B5F9-15E5-4B6C-8B22-374CEEC37BBE}", "BTR_D"),
cnt_unit("{1C4F9C25-EDBED-429e-B95A-083ABFEB2B95}", "S—300PS 54K6 cp"),
cnt_unit("{672D3629-C30C-4ba5-A54D-68728BEBC35E5}", "GAZ-3307"),
cnt_unit("{4CC190E5-CCI9B-4CH6-8071-C5A807B8DBEY}", "GAZ-66"),
cnt_unit("{DFABAT01-5202-4d78-91FF-EAE6525099EC}", "GAZ- 3308”)
cnt_unit("{9A2584F4-2FEE-4f3c-A47F-35D97995FCEL}", "MAZ- 6303”),
cnt_unit("{4C763AC0-89AC-43a8-88D1-8FB710F42603}", "ZIL-4331"),
cnt_unit("{693BE858-F64A-4af0-B4EF-0BE24B8406A6}", "SkP-11 Mobile Command Post"), |§1
cnt_unit("{B1BD673F-11B7-4a0c-8719-A81D06DD2E34}", "uUral-4320T"), =
cnt_unit("{D61DE6DA-ES6D-4439-88A0-37F8615A44C2", "Ural-4320-31 Armored"),
cnt_unit("{ESDC1D50-7463-4dfa-86D7-2F81C1214D06}", "Ural ATsP-6 Fire-Engine")
cnt_unit("{A207B91F-77F0-4647-8D74-88A9D3B51EAD", "ZiL-131 APA-B0O Ground Power uUnit"),
cnt_unit("{4D988B49E-2A76-4017-9356-B9852B39EBAG}", "ZIL-131 KUNG"),
cnt_unit("{82DAF699-2456-43F7-811D-76B9222889151", "ural-375 aPa-530 Ground Power uUnit"),
cnt_unit("{B76231A9-4B8A-41e0-8EAD-65785077FCOC}", "Zu-23 Emplacement™),
cnt_unit("{773F294C-4057-4789-892C-043BEBO19778}", "Zu-23 Emplacement Closed"),
cnt_unit("{96E2A468-E0D6-4e7f-A018-7C29E4DADLIT6}", "uUral-375 Zu-23")
cnt_unit("{B00A39DC-AD2C-41lec-AD41-51163608CBOC}", "MTLE"),
cnt_unit("{40B742B7-3683-4fe5-A72A-A4ETE428159F}", "T-72B"),
cnt_unit("{277D9D98-C741-4el14-8B07-F7966C490284}", "sA-18 Igla-5 manpad"),
cnt_unit("{44232141-5D7E-4c29-9425-5970276818389}", "SA-18 Igla-5 comm™),
cnt_unit{"{64066DBC-3785-4baf-A347-C585FE29746E}", "T-55"),
cnt_unit("{3FED785C-D336-45bb-82AF-BBO2FBF5F394}", "Paratrooper RPG-16"),
cnt_unit("{4EF38747-79E3-4b61-8D80-FA4BE43382E2}", "Paratrooper AKS-74"),
cnt_unit("{0ECCCF2B-61D9-462a-A38A-5BBFA9LYF37F}", "Boman"),
cnt_unit("{1e92e0f5-c183-4bc5-a4dd-2a437eff526b}", "sandbox"),

¥ cnt_unit("{2dde8bcd-759c-4347-ade3-ecechc2cd0ad}”, "Bunker"),
Helicopters =

28CEADE-3F1D-40aa-93CE-8CDB73FE2710}",

{3457B8

color_scheme(’
color_scheme('
color_scheme("
color_scheme("”
color_scheme("
color_scheme("”
color_scheme("”
color_scheme("”
color_scheme("
color_scheme("”
color_scheme("”
color_scheme("
color_scheme("”
color_scheme("
color_scheme("”
color_scheme("
color_scheme("”
color_scheme("
color_scheme("

3ESCAOBO C1CA— 4b55 B87BC- 32303?1124DA}',
B72394A9-596C-4336-9F1F-742F67B1BCCL}",
ACTEGF23-30A3-4560-BB0A-5509BDFBORBBEL",
84E30899-5D49-4bdd-96F1-B0FABACIB2B6} ",
19822419-8967-43fd-AD73-FCGELEB2E32C",
E293EDAZ-B401-4045-88B6-22F400879492}",
BFE322AC-ETC7-11DC-934E-78D056D89593}",
DCSHEAAA-TBD0-4269-8754-CF1BBE42CC99}",
67C39281-338A-4811-B4B2-A10C55CCEL58}",
6D59E28B-370F-41Fe-894F-27A23B8BECFA}",
602D0929-46B4-4e5d-8501-BDC29BBC5D27 ",
B1222A82-F1DC-4b21-9EBD-AGEDL3AD3386 ",
CCH4A1CH-9B87 -4cbl-95B3-A87BCD46ECAS ",
06A96952-29E4-4445-8C69-BEDALEF3E4EF ",
C8335F6C-1304-4de3-BCF2-BE7CDETDD314}",
B68163ED-DC10-4744-A094-6E6256274B98} ",
3448843E-09C4-4DF3-8ATA-2707AE267519}",

', Standard“

1,

cnt un1t("{0903DF50 BOFA-441E-B94D-8F03DFF3E40D}",
color_scheme("{75E7691D-191-40B4-8123- FBBFBDlCCGZl}

})c010r _scheme("{50E6FD2D-2B85-48T1-8BB66-064CD20D2E7

cnt_unit (" {COBCF845-F905-40F0-AF1B-554908BBEB9E}",
color_scheme("{ESD21F6F-54F5-43A7-90F8-F5A03315A9341",
color_scheme("{CB825521-4034-4b46-A6A2-47B532BB5884 ",
color_scheme("{5602BC84-3BEC-4f7f-843F-162C7CADFO27 1",

1,
cnt_unit("{FDE4ABC5-A26E-402D-87EF-FF6892D8FDE3} ",
color_scheme("{D714F983-DAD5-4A36-AEQC- BGBOSZDC4203}“
color_scheme( " {D90FF99C-F293-4935-8665-8334E14B6066} ",
})c01or_scneme(“{ZBQZFlDE—36(1—4686—9EF6—D3C6CSDEABCZ}“,
cnt_unit("{8091198E-03A0-4B85-9134-900DF0591FC3}",

color_scheme(" {D2AE1B1B-6619-4196-AEBC-98BCEF71BESBE}",

1,
cnt_unit("{450335F5-0F8A-4d71-ABB0-1B76E3CE9B1A}",
color_scheme(" {CCOCEOF3-4A2D-4d19-8F54-DC3I6EAZFE356T",
co1or_scheme(“{Acosc5?F—6E23—4b5F—A4AF—556EC1F?FBB?}“,
1,
1,

i
Fortifications =

"Mi-8MT", {

"Mi-28"

e

'Ka-27

"Ka-27

faded)”)
Demo pa1nt scheme #024”),
"Demo paint scheme # 22 ‘\"Black shark\""),
"pemo paint scheme ‘\werewolf'""),
"Fictional snow splatter scheme"),
"Fictional Swedisﬁ scheme"),

"Fictional olive Grey scheme™),

"Fictional Desert2 scheme"),

"Fictional Tropic Green scheme"),

"Ken Campbell USMCM AH-1w"),

"Fictional DOSAAF Scheme™),

"USMC AH-1w Scheme™),

"Canadian CADPAT v2"),

"Canadian_CADPAT"),

"Canadian_pesert"),

“canadian_Navy“),

"Canadian_sar™),

"ModMan? test sample - Digital camo"),

"standard 1"),
"standard 2 (faded and sun-bleached)"),

"standart"),
"standartl"),
"standart2"),

1
“Standart” 3.

R

),
Standard“),

standard 3.
"Night"),

-]
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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.

worldip = 155,

-- Countermeasures,
SinglechargeTotal = 128,
CMD5_Incrementation = 32,
chaffpefault = 0,
chaffchargesize = 1,
Flarepefault = 128,
Flarechargesize = 1,
cMDs_Edit = "yes",

Colorschemes = {
color_scheme (" {060AFECF-BFBD-44¢5-9C47-D9B5EF50104} ", N "standard™), of,
color_scheme("{CC7B0956-038D-432e-BBD2-AELFIASFOE3AL"
color_scheme("{B72394A9-596C-4336-9F1F-T42F67B1BCCL}",
color_scheme (" {3E5CAOBD-C1CA-4b55-87BC-B230371124DA}" 2
color_scheme("{AC7E6F33-30A3-4560-B80A-5509BDF89BBE}", _("Demo paint scheme V' werew01f\ ), 4),

color_scheme("{7763F118-610B-44f6-81A0-7CACCBBS0BBD} ", _("Fictional Turkeyl skin"), 5),

m

cagierams meEd) ), 3D,
("pDemo paint scheme # 22 “"Black shark\""), 1),
("Demo paint scheme #024"),

color scheme("{84E30899—5D49—4bdd—QEFl—BOFAGACQBZBG}", _("Fictional snow Sﬁ'\atter <cheme” 3, 63,
color_scheme("{19822419-8967-43fd-AD73-FCOELEB2E32C}", _("Fictional swedish scheme"), 7),
color_scheme("{F7C01B4D-5F60-4de9-8C37-F9383EE0BE44}", _("Fictional Turkey scheme™), 9),

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)

v
argument = 70;
skin
{
value m
material = {"Ka-50-Tamp", "Standart", "KA-50-PAINT1-DEF-02.bmp"};
material = {"KA-50-PAINTLl", "standart", "KA—SO—PAINTl—DEF—Ol.me
material = {"KA-50-PAINT1_M", "standart”, "KA-50-PAINT1-DEF-01.pbm,
material = {"KA-50-PAINTZ2", "Standart”, "KA-50-PAINT1-DEF-02.bmp" g
material = {"KA-50-PAINT3", "standart"”, "KA-50-PAINT1-DEF-03.bmp"}
material = {"KA-50-PAINT4", "standart"”, "KA-50-PAINT1-DEF-04.bmp" },
material = {"KA-50-PAINTS", "Standart’, "KA-50-PAINT1-DEF-05.bmp"};
material = {"KA-50-PAINTG", "standart"”, "KA—SD—PAINTI—DEF—OE.bmp”}
material = {"KA-50-vtulka_met", "standart”, 'KA 50-PAINT1-DEF-02. E
material = {"SOPLA_KA-50-PAINT3", "standart”, "KA-50-PAINT1-DEF-03. mp '+
material = {"KA-50-gear-rubber"”, "Standart", ”KA 50-PAINT1-DEF-05. bmp t;
material = {"KA-50_ST-rm_paintl”, "Standart”, "Ka-50_st_Paintl. me
material = {"Ka-50_Lifting_rotor_mast", "Standart”, "KA-50-LRM-1.bmp"};
material = {"KA-50_LRM_Part"”, "Standart", "KA-50-LRMpart-1.bmp"};
material = {"KA-50_LRM-CENTRE", "Standart"”, "KA-50-LRM_centre.bmp"};
material = {"KA-50-LRM_B", "standart"”, "KA-50-LRM_BE.bmp"};
¥
skin
value = 0.1;
material = {"Ka-50-Tamp”, "Standart", "KaA-50-PAINTZ2-DEF-02.bmp"};
mataradal — F"ea DA mATRTT' B el la ot i A B mATMT? Rer A1 bhme L

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-DEFO1.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_Paintl.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-PAINTS.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: | 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.

| generally create a directory with no spaces inside my CDDSStudio directory as | 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.

Untitled - C

File

Edit | View Help

D

Marr

Edit

Cut
Copy

Paste

Select All

BUILD CDD5S

F2
Ctrl+X
Ctrl+C

Crl+V¥

Ctrl+ &

| Mips | File

! Comment !

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

bmps

Select Image files

=5

File name:

Look in: I . Canadian_SAR

F Na)me

|| Canadian_SAR

|| Canadian_SAR.cdds

. Errerlog

T Ka-50_5t_Paintl.psd

o Ka-50_5t_PaintSAR.bmp

o Ka-50-LRM psd

o KA-50-LRM_B.psd

T KA-50-LRM_B-SARbmp

ﬁ KA-50-LRM_centre.psd

T KA-50-LRM_centre-5AR.bmp
[ R KA-50-LRMpart.psd
T KA-50-LRMpart-SAR.bmp

THKA-50-LRM-5AR.bmp

o KA-50-PAINTI Navy.psd

o Ka-50-PAINTI SAR psd

o KA-50-PAINT2 Navy.psd

B KA-50-PAINTS Navy.psd

T Ka-50-PAINTS. psd

P KA-50-PAINTE Navy.psd
ThKA-50-PAINTSAR-DEF-01.bmp
[¥] T KA-50-PAINTSAR-DEF-02.bmp
T KA-50-PAINTSAR-DEF-03.brmp
[7] {4 KA-50-PAINTSAR-DEF-04 .brmp

Date taken Tags

Size

o - @ mE

»» =

m

i"KA—BD—LRMpart-SAR bmp" "KA-B0-PAINTSAR- Open

Fies of type:  [Al Files ("~

‘:j Cancel I

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:

e ———————————————————————— o T (=lE )
File Edit \View Help

IEE 1 BRI

Name [ Format [ mips [ File [ Comment |
Ka-50_St_PaintSAR... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template... bmp

KA-50-LRM_B-SAR.... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-LRM_centre-... D3DFMT_DXT1 Ma... C:A\Users\Fred\Desktop\Template.. bmp

KA-50-LRMpart-SA... D3DFMT_DXTL Ma... C:AUsers\Fred\DesktoptTemplate... bmp

KA-50-LRM-SAR.b... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma. C:\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CA\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma. C:\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CA\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

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

File § Edit | View Help
| O Edit F2
Marr Cut Chri+ X | Mips I File I Comment |
Ka-5 = Ma.. ChUsers\Fred\Desktop\Template.. bmp
Ka-5 opy Ctr-C Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Paste Ctrl+W Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Ma... ChlUsers\Fred\Desktop\Template.. bmp
KA-5 Select All Ctrl+ A Ma... CA\Users\Fred\Desktop\Template.. bmp
Ka-5 ) Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Add files Ma.. ChUsers\Fred\Desktop\Template.. bmp
KA-5 Ma... ChlUsers\Fred\Desktop\Template.. bmp
KA-5 Sl Ma.. ChUsers\Fred\Desktop\Template.. bmp
|| KA-50-PAINTSAR-D... D3DFMT_DXTL Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-50-PAINTSAR-D... D3DFMT_DXTL Ma.. ChlUsers\Fred\Desktop\Template.. bmp

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

(B seiect CoDS il — ea] and canselectit.

Savein:| || Canadian_SAR ~| = B cF B . .

mm,i T E Once you hit save, you should see a CMD window open

Name Datetaken  Tags Size » . . . L. .
[ Canadian SAR.cdds and begin scrolling through the files. When it is done it
e yesticetic will say to hit any key. When you hit a key it will close.

You now have your .cdds file.
Fig name:  [EEER sae | Note: If the CMD window just opens and closes right
Save astype: [CDDS Fies ("cdds) = Eakd 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)

| graphics.cfg - Notepad . o [

File Edit Format View Help

common
common
common
commaon
commaon
common
common
common
common
commaon
common
common
common
common

"\ M\Bazar\ \wor 1d\\Ka-50_Fictional_snow_splatter_Scheme. cdds"; =
"\ \Bazar' \wor1d\\Ka-50 F'lct'lona'l_Drann_Scheme. cdds";

"\ M\Bazar'\world\\Ka-50_Fictional_Tur

" \\Bazar\\Wor1d\\Ka-50_Fictional_Nightl_scheme. cdds”

"\ \Bazar\ \Wor 1d\\Ka-50_Fictional_olive_crey_scheme. cdds™ 5
"\ \Bazar' \wor 1d\\Ka-50_Fictional_apache_Green_scheme. cdds™
‘WBazar'\world\\Ka-50

\
N
RBazar\\Wor'ld\\Ka—SO Fictional_Desert2_Scheme. cdds";
AN
AN

ey_scheme. cdds” i

Fictional_Light_Field_scheme. cdds" ;
LA\N\Bazar\\world\\Ka-50_Fictional_park_crey_scheme. cdds";
Bazar' \wor1d\\Ka-50_Fictional_pesertl_scheme. cdds";
Bazar' \Wor1d\\Ka-50_Fictional_UsSMC_Grey_scheme. cdds"”;
Bazar '\ \wor 1d\\Ka-50_Fictional_park_birty_scheme. cdds";
Bazar\\wor1d\\Ka-50_Fictional_glack_sScheme.cdds";
Bazar\\worlﬁ\\Ka—SO F'lct'iona'I_Trqp'ic_Green_ScherI\?e.cdds”;

¥

season =

GF3 =
GF3 =
GF2 =

roads

road
road

file2
file2
file2
file2
file2
filez
file2
file2
file2
file2
filez

Folder
Parser

"summer'";
RendersStates

= ".\\Bazar\\Graphics\\";
= ".“\Bazar‘\Graphics'\RendersStateParser.cfqg";
pefaultrRsFile = ".“\Bazar‘\Graphics\default.rsbin";

MaterialaliasFile

¥
landfile2 =
Binscene =

superficial
§

".\\Bazar\\Terrain\\Map\\map_| buﬂd‘mgs sup”;

" A\M\Bazar\\Terrain'’Scenes"\medium.scn";

" A\M\Bazar\\Terrain‘\Roads‘‘\roads.rn2";
".\\Bazar\\Terrain\\Roads\\rails.rn2";

\\Bazar\\Graph'lcs\\Mater'la'Is\\mater'la'ls Tma";
“hZ\materials_TT. Tm.
\\Bazar\\Graph'lcs\\Mater'la'Is\\mater'la'IsEsGFZ Tma";

\\Bazar\\Terrain\\surface‘\land. Tsa2";

m

\\Bazar\\Terrain\\onlay\\Onlay_Cauc_East.sup”;
“\Bazar'\\Terrain‘\onlay\\onlay_cauc_North.sup";
“N\Bazar'\\Terrain\\onlay'\onlay_Cauc_west.sup";
“\Bazar\\Terrain\\onlay‘\\onlay_Georg.sup";
“\Bazar\\Terrainm\\onlay"\onlay_Georg_cCommun.sup";
“hZBazar\\Terrain\\onlay\\onlay_Georg_TreeLines.sup";
".A\\Bazari\\Terrain‘\onlay\\Onlay_Cauc_minvody.sup”;
"O\A\Bazar\\Terrain‘\\onlay\\onlay_North_TreeLines_1.sup”;
"O\ABazar\\Terraini\onlay\\onlay_North_TreeLines_2.sup";
“M\Bazar\\Terrain‘\onlay"\onlay_NCauc_TreeLines.sup";
“A\Bazar\\Terrainm\\onlay"\onlay_NCauc_TreelLines_2.sup";
“\Bazar\\Terraim\\onlay‘\onlay_NCauc_TreeLines_3.sup";
‘\Bazar\\Terrain\\onlay'\onlay_VPP.sup";
“M\Bazar'\\Terrain‘\onlay'\onlay_coast1line.sup";
"\N\Bazari\\Terrain\\onlay\\Rivers_ganks_1.sup";
" O\\Bazar\\Terrain\\onlay\\Rivers_Banks_2. sup";
"O\N\Bazari\\Terraini\onlay\\Rivers_ganks_3. sup’';
" A\N\Bazari\\Terrain\\onlay\\Rivers_ganks _4. sup™;

S\Bazari\\Terrain\\Map\map_lep.sup”;

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

| 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

| ka-50.skins - Notepad _ll B lﬂlﬂlﬁ
File Edit Format View Help
material = {"KA-50-PAINT1", "standart"”, "KA-50-SAR-DEF-01. me L
material = {"KA-50-PAINT1_M", "Standart", "KA-50-SAR-DEF-01 m “},
material = {"kKa-50-PAINTZ2", "standart", "KA-50-SAR-DEF-02. b mp™};
material = {"KA-50-PAINT3", "Standart", "KA-50-5AR-DEF-03.bmp"};
material = {"KA-50-PAINT4", "Standart", "KA—SU—SAR—DEF—U4.bmp"};
material = {"KA-50-PAINTS", "standart", "KA-50-5AR-DEF-05.bmp"};
material = {"KA-50-PAINTGE", "Standart"”, "KA- 30-SAR-DEF- 06. bmp" t;
material = {"ka-50-vtulka_met"”, "standart"”, "KA-50-SAR-DEF-02. me
material = {"SOPLA_KA-S50-PAINT3", “standart”, "KA-50-SAR-DEF-03 mp”},
material = {"kKa-50-gear-rubber"”, ”Standart”, KA 50-SAR-DEF-05. bmp §
material = {"KA-50_ST-rm_paintl”, "standart”, "Ka-50_St_SAR.bmp"};
material = {"Ka-50_Lifting_rotor_mast", "Standart”, "KA-50-LRM-SAR. bmp"};
material = {"kKaA-50_LRM_Part”, "standart”, ”KA—SU—LRMpart—SAR.bmp”};
material = {"KA-50_LRM-CENTRE", "Standart 'KA-50-LRM_centre-5SAR. bmp™}; i
material = {"KA-50-LRM_B", "Standart", "KA-50- LRM_B-SAR. bmp"}; i
material = {"KA-50_BORT_NUMBERs", "Sstandart™ KA 50_| Numbers _CLEAR.tga"};
material = {"Ka-50_Turkey_Numbers", “standart” "empty.tga"};
¥
skin
value = 3.1;
material = {"Ka-50-Tamp", "Standart", ”KA—SD—PAINT24—DEF—02.me
material = {"kKa-50-PAINT1", "standart"”, "KA-50-PAINT24-DEF-01 mE
material = {"KA-50-PAINT1_M", "Standart", "KA-50-PAINT24-DEF-01.bmp"};
material = {"kKa-50-PAINTZ2", "standart", "KA-50-PAINT24 -DEF-02. bmp E
material = {"KA-50-PAINT3", "Standart"”, "KA-50-PAINT2-DEF-03.bmp"}
material = {"KA-50-PAINT4", "Standart", "KA-50-PAINT24-DEF-04. bmp"}
material = {"KA-50-PAINTS", "Standart”, "KA—SD—PAINT24—DEF—05.bmp"};
material = {"Ka-50-PAINTG", "Standart", "KA-50-PAINT24-DEF-06.bmp"};
material = {"ka-50-vtulka_met"”, "standart", "KA-50-PAINT24-DEF-02.bmp"};
material = {"SOPLA_KA-50-PAINT3", "Standart”™, "KA-50-PAINT2-DEF-03.bmp"};
material = {"ka-50-gear-rubber"”, "Standart", "Ka-50-PAINT24-DEF-05.bmp"};
material = {"KA-50_ST-rm_paintl”, "standart”, "Ka-50_st_Paint2.bmp"};
material = {"Ka-50_Lifting_rotor_mast", "Standart", ”KA—SD—LRM—24.bmp"};
material = {"KA-50_LRM_Part”, "standart”, "KA-50-LRMpart-24.bmp"};
material = {"KA-50_LRM-CENTRE", "Standart "KA-50-LRM_ centre 24, bmp"};
material = {"kKa-50-LRM_B", "standart”, "KAl50- LRM_B-24. bm
material = {"KA-50_BORT_NUMBERs", "Standart”, "empty.tga”
material = {"Ka-50_Turkey_Numbers", "Standart”, ”TactNumbers—USAF—b1ack.tga”};
¥
/|
T
argument
argument = 27;
skin
value = 0.0;
material = {"Ka-50_RUS-PILOT", "Standart”, "RUS-PILOT_KA-50.bmp"};
¥
skin =
value = 0.03;

Now | 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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2 T - .
_ | ka-50.skins - Notepad " - E@&J
File Edit Format View Help

skin
value = 3.1;
material = {"ka-50-Tamp”, "standart”, "KA—50—PAINT24—DEF—02.bmg
material = {"KA-50-PAINT1", "standart", "KA-50-PAINT24-DEF-01 m
material = {"KA-50-PAINT1_M", "sStandart”, "KA-50-PAINT24-DEF- 01 },
material = {"KA-50-PAINT2", "standart", "KA-50-PAINT24-DEF-02. ?
material = {"KA-50-PAINT3", "Standart", "KA-50-PAINT2-DEF-03. bmp }
material = {"KA-50-PAINT4", "sStandart", "KA-50-PAINT24-DEF-04.bmp" },
material = {"KA-50-PAINTS", "Standart”, "KA-50-PAINT24-DEF-05.bmp"};
material = {"KA-50-PAINT6", "standart”, "KA-50-PAINT24-DEF-06.bmp"};
material = {"KA-50-vtulka_met", "Standart"”, "KA-50-PAINT24-DEF-02.bmp"};
material = {"SOPLA_KA-50-PAINT3", "sStandart", "KA-50-PAINT2-DEF-03.bmp"};
material = {"KA-50-gear-rubber"”, "standart", "KA-50-PAINT24-DEF-05.bmp"}:
material = {"KA-50_ST-rm_paintl”, "Standart”, "Ka-50_st_Paint2.bmp"};
material = {"KA-50_Lifting_rotor_mast", "Standart"”, "KA-50-LRM-24.bmp"};
material = {"KA-50_LRM_Part", "Standart”, "KA-50-LRMpart-24.bmp"};
material = {"KA-30 LRM-CENTRE", "Standart”, "KA-30-LRM_centre-24.bmp"};
material = {"KA-50-LRM_B", "standart", "KA-50- LRM_B- 24. bm L
material = {"KA-50_BORT_NUMEERs", "sStandart", empty tga"
1 material = {"Ka-50_Turkey_Numbers", “standart” TactNumbers UsaF-black.tga"};
value
ial = {"KA-50-Tamp”, "sStandart”, —SU—PAINTZ‘J-—DEF—UZ.me
material = "KA-50-PAINT1", "standart), "KA-50-PAINT24-DEF-01.bm)
material = {"KA-50-PAINTL_M", "standaft"”, "KA-50-PAINT24-DEF- 01 Em i
material = {"KA-50-PAINT2", "standartf, "KA-50-PAINT24-DEF-02. §
material = {"KA-50-PAINT3", "sStandart], "KA-50-PAINT2-DEF-03. bmp }
material = {"KA-50-PAINT4", "Standart], "KA-S50-PAINT24-DEF-04.bmp" },
material = {"KA-50-PAINTS", "sStandartf, "KA-50-PAINT24-DEF-05.bmp"};
II material = {"KA-50-PAINT6", "standartf, "KA-30-PAINT24-DEF-06.bmp"};
material = {"Ka-50-vtulka_met", "stanflart” KA 50-PAINT24-DEF-02. bmp },
material = {"SOPLA_KA-50-PAINT3", "ST ndart”, "KA-50-PAINT2-DEF-03. bmp"};
material = {"KA-50-gear-rubber”, "stahdart" KA—SU—PAINT24—DEF—05.bmp i
material = {"KA-50_ST-rm_paintl”, "sthndart "Ka—SU_St_PaintZ.bmp"};
material = {"KA-50_Lifring_rotor_masty, "standart”, "KA-50-LRM- 24 bmp ¥
material = {"KA-30_LRM_Part”, "standaft", "KA-50- LRMpar't 24.bmp’
material = {"KA-50 LRM-CENTRE", "Stanfart”, "KA-50-LRM_ centre 24 bmp =
material = {"KA-50-LRM_B", "Standart ¥ CKAL50- LRM_BE-24. bmp
material = {"KA-30_BORT_NUMBERS", "sTan
1 material = {"KA-50_Turkey_Numbers", Standart TactNumbers—USAF—b'Iack.tga"};
H
argument
argument = 27;
skin
value = 0.0;
material = {"KA-50_RUS-PILOT", "sStandart", "RUS-PILOT_KA-50.bmp"}; 1
} 1
skin |
L 4

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)

“J| Ka-50.luz - Notepad - » =RECN X
File Edit Format View Help
retuEn helicopter("{3457BB1E-523F-4C24-BBEA-58D028623F05}", "Ka-50", _("ka-50"), -
Cannon = "yes",
Emptyweight = "8030"
HumanCockpit = yes

MaxFuelweight = 1450“
MaxHeight = "6600",
Maxspeed = "300
MaxTakeoffwe1ght = "11900",

picture = "Ka-50.png",
Rate = "50"
Shape = "ka-50"

wWor dID = 155,

-- Countermeasures,
singlechargeTotal = 128,
CMDS_Incrementation = 32,
cChaffpefault = 0,
chaffchargesize = 1,
Flarepefault = 128,
Flarechargesize = 1,
CMD5_Edit = "yes",

colorschemes = {
color_scheme("{060AFECF-BFBD-44c5-9C47-D9B5EF350104}", _("standard"), 0),
color_scheme("{CC7B0958-038D-432e-B8D2-AEIF9AIFOE3A}", _("standard (faded)") 3),
color_scheme("{B72394A9-596C-433B-9F1F-742F67B1BCC1}", _("Demo pa1nt scheme # 22 “"Black shark“""), 1),
color_scheme("{3E5CAOBO-C1CA-4b55-8B7BC-B230371124pA}", _("Demo pa1nt scheme #024"), 2),
color_scheme(" Ac?EGFB3—30A3—4SGO—BBOA—SSOQBDFBQBBE}”, E pemo paint scheme ' wereonf\"”) 4),
_C

m

color_scheme(" {7763F118-610B8-44f6-81A0-7CACCBBBOBBD} ", ‘Fictional Turkeyl skin"),
color_scheme("{84E30899-5049-4bdd-96F1-B0FAGACOE2EG ", Fictional snow Splatter scheme "y, 6),
color_scheme("” 19822419—596?—43fd—AD?3—FcﬁElEszE32(}”, _("Fictional swedisﬂ scheme"), 7),
color_scheme("{F7CO1B4D-5F60-4de9-8C37-FI383EE0E844}", _("Fictional Turkey scheme"), 9),
color_scheme("{E293EDAZ-B401-4045-88B6-22F400879492}", _("Fictional olive Grey scheme"), 11},

color_scheme("{945E24E7-1725-41e8-96CF-76DBEADDICOE}", _("Fictional Desertl scheme”), 15
color_scheme("{BFE322AC-E7C7-11DC-934E-78D056D89593}", _("Fictional Desert2 scheme"),

color_scheme( " {DC56EAAA-7BD0-4269-8754-CF1BBE42CC99}", _("Fictional Tropic Green scheme ) 19),
color_scheme(" 6?c39281—338A—4811—B452—A10cSSCCELSB}”, _("Ken campbell usmcM AH-1w"), 23),
color_scheme("” 60595285—3?0F—41fe—894F—2?A2SBBBECFA}” _("Fictional DOsAaF scheme"), 24),
color_scheme("{602D0929-46B4-4e5d-8501-BDC29BBCSD27 ", _{"USMC AH-1W Scheme' ) 25),
color_scheme("{B1222A82-F1DC-4b21-9EBD-AGBD13AD338B}", _(''Canadian CADPAT V2" ), 26),
color_scheme("{CC64A1C6-9B87-4cb1-95B3-A87BCD46ECAST", _("Canadian_CADPAT"), 27),
color_scheme("{06A96952-20E4-4445-8BC69-8BDA4EF3IE4EF}", _("Canadian_pesert"), 28),
color_scheme(" C8335F6c—1304—4de3—BCF2—BE?CDB7DD314}”, _("canadian_Nawy"), 29),

color_scheme(" {868163ED-DC10-4744-A094-6E6256274B98}", _("Ccanadian_sar™), 30),

c010r:scheme(” FAFES8642-0E60-4def-BAOA-30371C4ETBIE}", _(“Fictiona1 USMC Gray scheme"” ) lé),
c010r:scheme(” 3448843E-09C4-4DF3-8ATA-2707AE267519}", _("ModMan? test sample - Digital camo"), 31),

I )
Categories = { m
Crew =1,
CanopyGeometry = {
azimuth = {-140.0, 140.0%},
elevation = {-55.0, EB0.0}

'
S5ensors
OPTIC

"shkval”,

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

N

Create GUID SHARL X
Choose the desired format below, then select "Copy' to _
copy the results to the clipboard [the results can then be
pasted into your zource code) Choose "Bt when New GUID .
dore. [N Then hit the copy button to copy the ID.

GUID Farmat Exit

" 1. IMPLEMENT_OLECREATE[...)
" 2 DEFINE_GUIDL..)

3 st o const suct GUID = (2 or CTRL+V to add the new ID. You will need to make sure the

* 4 Registy Fomat ie. {memmrnms .. xes 1]

unique GUID for you.

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

formatting stays the same for the line.

— Result

{201FDF01-222F-40d1-83ED-BEDEI722DFD5} . .
Then add whatever you want you skin to be called in “” at the

end.

“E! 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)

| db_countries.lua - Notepad - SREC X
File Edit Format View Help
cnt_unit("{616C3D4B-37BA-47EA-BC7B-EBDDF62COB6E}", "BMP-3"), -
cnt_unit({"{523165F9-15E5-466C-8B22-374CEEC378BEY", "BTR_D"),
cnt_unit("{1C4F9C25-EDBD-429e-B95A-083ABFEE2B95}", "S5-300P5 54K6 cp"),
cnt_unit("{672D3629-C30C-4ba5-A54D-68728BEBC35E5}", "GAZ- 3307“)
cnt_unit("{4CC190E5-CCOB-4CH6-8071-C5A807B8DBBY ", "GAZ-66"),
cnt_unit("{DFABA7O1-5202-4d78-01FF-EAEG525009EC}", "GAZ-3308")
cnt_unit("{9A2584F4-2FEE-4f3c-A47F-35D97995FCEL " 'MAZ—6303”)
cnt_unit("{4C763AC0-89AC-43a8-88D1-8FB710F42603}" ”ZIL 4331"),

cnt_unit("{693BB858-F64A-4af0-B4EF-0BE24B8406A61"
cnt_unit("{B1BD673F-11B7-4a0c-8719-A81D06DD2E34 "
cnt_unit("{D61DBE6DA-ES6D-4439-8B8BA0-37F8615A44C2}", "Ural-4320-31 Armored”),

cnt_unit("{ESDC1D50-7463-4dfa-86D7-2F81C1214D06}", "Ural ATsP-6 Fire-Engine")

f

f

f

f

f

:

: "skp-11 Mobile command Post' I, |

.
cnt_unit(” AZO?BQlF—?7F0—464”—BD?4—88AQD38SLEAD}": "ZiL-131 APaA-80 Ground Powér unit™),

f

f

f

f

f

f

f

f

f

f

"ural-43201"),

[Lm

cnt_unit("{4D98B49E-2A76-4017-9356-B9852B39EBAG ", "ZIL-131 KUNG"),
cnt_unit("{82DAF699-2456-43F7-811D-7669222889151", "ural-375 APA-50 Ground Power uUnit"),
cnt_unit("{B76231A9-4B8A-41e0-8EAD-65785077FCOC}", "ZU-23 Emplacement™),
cnt_unit("{773F294C-4057-4789-892C-643BEBE19778}", "Zu-23 Emplacement Closed"),
cnt_unit("{96E2A468-E0D6-4e7f-AB1B-7C29E4DADLT6}", "Ural-375 Zu-23"),
cnt_unit("{B00A3ODC-AD2C-41ec-A041-51163608CB9C", "MTLB"),
cnt_unit("{406742B7-3683-4Te5-A72A-A4ETE428159F ", "T-72B"),
cnt_unit("{277D9D98-C741-4e14-8B07-F7966C490284}", "s5A-18 Igla-5 manpad"),
cnt_unit("{44232141-5D7E-4c29-9425-5970278168389}", "SA-18 Igla-5 comm™),
cnt_unit("{64066D8C-3785-4baf-A347-C585FE29746E}", "T-55")
cnt_unit("{3FED785C-D336-45bb-82AF-BBO2FBF5F394}", "Paratrooper RPG-16"),
cnt_unit("{4EF38747-79E3-4b61-8D80-FA4BE433682E2}", "Paratrooper AKS-74"),

cnt_unit("{0ECCCF2B-61D9-462a-A38A-5BBFA917F37F}", "Boman"),
cnt_unit({"{le92e0f5-cl83-4bc5-addd-2a437eff526b}", "sandbox"),
cnt_unit("{2dde8bcd-759c-4347-ade3-eeechc2c40ad}”, "Bunker"),

1

I
Helicopters

CATID = {B2BCEADE-3F1D-40aa-93CE-8CDB73FE2710%}",
Helicopter =

cnt_unit("”

color_scheme("{CC7B0956-038D-432e-B8D2— AELF9A9FOE3A} , "standard (faded) .
color_scheme("{3E5CAOBO-C1CA-4b55-87BC-B230371124DA}", "Demo paint scheme #024"),
color_scheme("{B72394A9-596C-433B-9F1F-742F67B1lBCC1}", "Demo pa1nt scheme # 22 “"Black shark“""),
color_scheme("{AC7E6F33-3043-4560-B80A-5509BDF89BBE}", "Demo paint scheme %' werew01f\““
color_scheme("{84E30899-5D49-4bdd-96F1-BOFAGACOB2BE ", "Fictional snow sSplatter scheme" ),
color_scheme("{19822419-8967-43fd-AD73-FCBE1ES2E32C}", "Fictional Swedisﬁ scheme"),
color_scheme("{E293EDAZ2-B401-4045-88B6-22F4008794921", "Fictiona1 olive Grey scheme“),
color_scheme("{BFE322AC-E7C7-11DC-934E-78D056D89593}", "Fictional Desert2 scheme"),
color_scheme(” {DC56EAAA-7BD0-4269-8754-CF1BBE42CC99}", "Fictional Tropic Green scheme™),
color_scheme("{67C39281-338A-4811-B4B2-A10C55CCEL58}", "Ken Campbell usMcM AH-1w"),
color_scheme("{6D59628B-370F-41Te-894F-27A23B88ECFA}", "Fictional DOSAAF Scheme"),
color_scheme("{602D0929-46B4-4e5d-8501-BDC29BBC5D27 1", "USMC AH-1w Scheme"),
color_scheme("{B1222A82-F1DC-4b21-9EBD-AGED13AD338E}", "Canadian CADPAT v2"),
color_scheme("{CC64A1CH-9687-4cbl-9563-AB7BCD46ECAS ", "Canadian_CADPAT"),

color_scheme(" {06A96952-20E4-4445-8C69-8BDA4EF3E4EF}", "Canadian_bDesert™),
color_scheme("{C8335F6C-1304-4de3-BCF2-BEFCDB7DD314}", "Canadian_Navy"),
color_scheme("{868163ED-DC10-4744-A004-6E6256274698}", "Canadian_sArR™),
color_scheme("{3448843E-09C4-4DF3-8A7A-2707AE267519}", "Modvan? test sample - Digital camo"),

1,
cnt_unit("” {OQOBDFSO BIFA-441E-B94D-8F03DFF3E40DF", """, {
color_scheme("{75E7691D-19e1-40B4-8123- FBBFBDlCCGZl}“ "standard 1"),

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

Helicopters heading. | stick with Russia as | 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_Paintl.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: | 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.

| generally create a directory with no spaces inside my CDDSStudio directory as | 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.

Untitled - C

File

Edit | View Help

D

Marr

Edit

Cut
Copy

Paste

Select All

BUILD CDD5S

F2
Ctrl+X
Ctrl+C

Crl+V¥

Ctrl+ &

| Mips | File

! Comment !

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

bmps

Select Image files

=5

File name:

Look in: I . Canadian_SAR

F Na)me

|| Canadian_SAR

|| Canadian_SAR.cdds

. Errerlog

T Ka-50_5t_Paintl.psd

o Ka-50_5t_PaintSAR.bmp

o Ka-50-LRM psd

o KA-50-LRM_B.psd

T KA-50-LRM_B-SARbmp

ﬁ KA-50-LRM_centre.psd

T KA-50-LRM_centre-5AR.bmp
[ R KA-50-LRMpart.psd
T KA-50-LRMpart-SAR.bmp

THKA-50-LRM-5AR.bmp

o KA-50-PAINTI Navy.psd

o Ka-50-PAINTI SAR psd

o KA-50-PAINT2 Navy.psd

B KA-50-PAINTS Navy.psd

T Ka-50-PAINTS. psd

P KA-50-PAINTE Navy.psd
ThKA-50-PAINTSAR-DEF-01.bmp
[¥] T KA-50-PAINTSAR-DEF-02.bmp
T KA-50-PAINTSAR-DEF-03.brmp
[7] {4 KA-50-PAINTSAR-DEF-04 .brmp

Date taken Tags

Size

o - @ mE

»» =

m

i"KA—BD—LRMpart-SAR bmp" "KA-B0-PAINTSAR- Open

Fies of type:  [Al Files ("~

‘:j Cancel I

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:

e ———————————————————————— o T (=lE )
File Edit \View Help

IEE 1 BRI

Name [ Format [ mips [ File [ Comment |
Ka-50_St_PaintSAR... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template... bmp

KA-50-LRM_B-SAR.... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-LRM_centre-... D3DFMT_DXT1 Ma... C:A\Users\Fred\Desktop\Template.. bmp

KA-50-LRMpart-SA... D3DFMT_DXTL Ma... C:AUsers\Fred\DesktoptTemplate... bmp

KA-50-LRM-SAR.b... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma. C:\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CA\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma. C:\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CA\Users\Fred\Desktop\Template... bmp

KA-50-PAINTSAR-D... D3DFMT_DXT1 Ma... CAUsers\Fred\Desktop\Template.. bmp

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

File § Edit | View Help
| O Edit F2
Marr Cut Chri+ X | Mips I File I Comment |
Ka-5 = Ma.. ChUsers\Fred\Desktop\Template.. bmp
Ka-5 opy Ctr-C Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Paste Ctrl+W Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Ma... ChlUsers\Fred\Desktop\Template.. bmp
KA-5 Select All Ctrl+ A Ma... CA\Users\Fred\Desktop\Template.. bmp
Ka-5 ) Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-5 Add files Ma.. ChUsers\Fred\Desktop\Template.. bmp
KA-5 Ma... ChlUsers\Fred\Desktop\Template.. bmp
KA-5 Sl Ma.. ChUsers\Fred\Desktop\Template.. bmp
|| KA-50-PAINTSAR-D... D3DFMT_DXTL Ma... ChUsers\Fred\Desktop\Template.. bmp
KA-50-PAINTSAR-D... D3DFMT_DXTL Ma.. ChlUsers\Fred\Desktop\Template.. bmp

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

(B seiect CoDS il — ea] and canselectit.

Savein:| || Canadian_SAR ~| = B cF B . .

mm,i T E Once you hit save, you should see a CMD window open

Name Datetaken  Tags Size » . . . L. .
[ Canadian SAR.cdds and begin scrolling through the files. When it is done it
e yesticetic will say to hit any key. When you hit a key it will close.

You now have your .cdds file.
Fig name:  [EEER sae | Note: If the CMD window just opens and closes right
Save astype: [CDDS Fies ("cdds) = Eakd away, it means one of your directories has a space in

the name.
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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.Im7 file for MODMAN to use. | just open the one that comes with
MODMAN as an example and edit it.

= i 2 |
| skin.lma7 - Notepad w - E@ﬁ |

| File Edit Format View Help

[skin] =
file = Bazar'world"shapes‘\kKa-50.skins
argument = 70

11 = material = {"ka-50-Tamp"”, "standart"”, "KA-50-PAINT-D-DEF-02.BMP"};

12 = material = {"KA-50-PAINT1", "standart”, "KA-50-PAINT-D-DEF-01.BMP"};

13 = material = {"KA-530-PAINT1_M", "sStandart”, "KA-50-PAINT-D-DEF-01.BMP"};

14 = material = {"KA-50-PAINT2", "standart”, "KA-50-PAINT-D-DEF-02.BMP"};

15 = material = {"KA-530-PAINT3", "standart"”, "KA-50-PAINT-D-DEF-03.BMP"};

16 = material = {"KA-50-PAINT4", "standart”, "KA-50-PAINT-D-DEF-04.BMP"};

17 = material = {"KA-30-PAINTS", "sStandart"”, "KA-50-PAINT-D-DEF-05.BMP"};

18 = material = {"KA-50-PAINTE", "Standart", "KA-50-PAINT-D-DEF-06.BMP"};

19 = material = {"ka-30-vtulka_metr", "standart”, "KA-50-PAINT-D-DEF-02.BMP"};
110 = material = {"SOPLA_KA-50-PAINT3", "Standart"”, "KA-50-PAINT-D-DEF-03.BMP"};
111 = material = {"KA-50-gear-rubber"”, "standart”, "KA-50-PAINT-D-DEF-05.BMP"};
112 = material = {"KA-50_ST-rm_paintl”, "Standart”, "KA-50_ST_PAINT-D.BMP"};
113 = material = {"kKa-50_Lifting_rotor_mast”, "standart”, "Ka&-50-LRM-D.bmp"};
114 = material = {"Ka-50_LRM_Part"”, "Standart”, "KA-50-LRMpart-D.bmp"};

115 = material = {"KA-50_LRM-CENTRE", "Standart", "KA-50-LRM_centre-D.BMP"};
116 = material = {"KA-50-LRM_B", "Standart"”, "KA-50-LRM_B-1.bmp"};

117 = material = {"KA-50_BORT_NUMBERs", "standart", "KA-50_NUMBERS-D.TGA"};

118 = material = {"Ka-50_Turkey_Numbers"”, "Standart™, “"empty.tga"};

[color_scheme]

country = {B2A43A73-EG50-49B0-98B9-F67AS3DAOSFD}
chnt_unit = {3457BB1E-523F-4C24-BBEA-58D028623F05
color_scheme = {6D59B28E-370F-41Te-894F-27A23B88ECFATY
color_name = Fictional DOSAAF Scheme

File scripts\Database\helicopters‘ka-50. Tua

Now you need to change each of the bmp names in the Ima7 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.Ima7 file
BAD

Filename in .cdds KA-50-XXXX-DEF-02.bmp to Ka-50-XXXX-DEF-02.bmp in the skin.Ima7 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.Ima7

Now you will need to create a specific color_scheme ID using GUIDGEN.
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Make sure you have Registry Format selected. It will create a

==l |

Create GUID

Choosge the desired format below, then select 'Copy' to

copy the results to the clipboard [the results can then be

pasted into your source code). Choose “Exit" when .
A _NenSUP | | Than hit the copy button to copy the ID.

one.

r GUID Format - Exxit

1, IMPLEMENT_OLECREATE..) . . . .
o o Paste the ID into the color_scheme in the skins.Ima7 file.

3 static const stuct GUID = { ... }

4 Registy Fomat [ie. (s . w1

unique GUID for you.

 Fiesult
{201FDF01-222F -40d-83ED-BEDEI722DF D5}

The last thing to do in the skins.Ima7 file is to give your skin a name. Once that’s done, close it and save

the changes.

Now open MODMAN.

N S e N EESS

\
[ Modsinstaler | f  Modsmaker J ¥

[ copsExpiorer | [ Downloads Mods |

E [ Run game ] [ Run game |Mu|li.} ] I

mmamme amm

-

And click on Mods Maker.
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5 Ve Narem 107 e v 06 e S =
Open package @ 1- Choose Addon file (Texture, sound, skin, etc..etc..)
Reset package @

() or choose recursive addon directory
2 - Choose relative install folder : (BLANK means game root folder)
Delete all row
. —
Packaae file list Delele fow
Addon file Install folder Catalog file
< ] ] 3

Skin.Ima7 config file (for adding skin slot) @]

— _ Choose a logo/screenshot (ratio 1.33.

Addonihlod tYDe[ A Version 1.0 Author 9 ( )

Addon name
Home site URL
Description

m

=

4

[
188

I ] 3

[] When possible, compress textures files to DDS format

Changes :

[ saveas RARfile | [ Saveas ZIPfile |

[] Compress WAV files to 0GG format
Quality : Poor

Best

This is where the goodness happens ©

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

) Mod Manager 7.1.0.7 - Mods maker - DCS series
g
s

Addon file

Canadian_Navy.cdds

4 T
.- . l =5

Open package @) 1- Choose Addon file (Texturs, sound, skin, etc._etc_ )
ST ——— C\CDDSStudio\Canadian_Navy\Canadian_Navy.cdds

(7} or choose recursive addon directory -

L]
2 - Choose relative install folder : (BLANK means game root folder)
BazariWorld\ l E'
Delete all row
Package file list

Install folder Catalog file
Bazar\World\

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.Ima7 file.

% T —
J Mod Manager 7.1.0.7 - Mods maker - DCS series T T‘ _— ﬁ
- -
Open package @ 1- Choose Addon file (Texture, sound, skin, etc...etc..)
S —— C\CDDSStudio\Canadian_Navy\Canadian_Navy.cdds
(0) or choose recursive addon directory
2 - Choose relative install folder : (BLANK means game root folder)
BazarWorld\
[ ] Delete all row
. e | Deeterow |
Package file list Delete row

Addon file Install folder | Catalog file

Canadian_Navy.cdds Bazar\World\

1| m | F
Skin.Ima7 config file (for adding skin slot) C:\CDDSStudio\New\skin.Ima7 =12
Adr.lnnﬂ.'ludtyp! vl Version |10 P - “ﬁ] Choose a logo/screenshot (ratio 1.33)
Addon name i
Home site URL
Description
-
- i
] = | ! Changes :
|:| When possible, compress textures files to DDS format |:| Compress WAV files to OGG format

Qualy : Poor Best | Saveas RARfile | [ Saveas zZIPfie |

Again, click on the Open File button. Navigate to where your skin.Ima7 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 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.

:-.M‘." N \\“.-—“‘m‘.‘.ﬁ.‘h‘-‘\.
’ E | vodsimstater | [ wodsmaker | E
— - ——————————————————————————
¢ [ copsExporer | [ Downisads Mods |

i E Graphics settings 2

: XM L. ex |:_I-: rer

! [ Rum game ]

I Mod Mana;er Eg gs installer E series - C:\ModMan\addons_dcs\,

=)

Light mode EXIT

Al files. | Date [~ | picture list
I ree re-nstaling al fies even if some seem installed
i [ Ka.50 Skins  Fictional DOSAAF Scheme Force un-instaling all fies even if some seem not installed
Ka50 Skins | USMIC AH-1W Scheme When possible, alvays install textures in CODS fies
& Ka-50 Skins Canadian CADPAT V2 2.0 Install | | [Uninstall L] [ Uninstall all® | [ Edtpack ]
& Ka-50 Skins | Canadian CADPAT 14
& Ka-50 Skins | Canadian Desert 14
[ Ka-S0Skins  Canadian Navy 14
[ Ka-S0Skins |Canadian SAR 14
| I Ka-S0Skins Modilan 7 skin sample - Slovak Air Ford1.0
&l trirttt 1.0
i| I Others fies  |HOR Mog 1.0

| K=

[BB08] instalied in cdds [N instated [ Not instalied [ | Partialy Instalied or files shared or folder not removed

Modified Marine AH-1W Cama for Ben Campbell,

i ]

n

7

Version:11a  Date :06/02/2008 From:RCN_Moose

Package type : [Ka-50 Skins. Get original

File : Mod_USMC_AH1W.rar

Home site URL

cfg | misc

CFG |Bazarwarldy

view

Ken_Campbell AH1W.cdds

2l i ] r

[[CFG ]Listed in graphics.cf [IMA]installed but not listed in araphics.cfg
File by file mode [] Install ! Uninstall !

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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