
Digital Aircraft Modeler Tutorial 

DAM First Flying Field 

Prerequisites  
In this tutorial we will learn how to build a workspace in DAM that will serve as a basic flying field. We 

will take our models to the field we build and fly them. 

This tutorial assumeǎ ȅƻǳ ƘŀǾŜ ŎƻƳǇƭŜǘŜŘ ǘƘŜ ŦƛǊǎǘ ǘǳǘƻǊƛŀƭΣ ά5!a CƛǊǎǘ aƻŘŜƭέΦ ²Ŝ ǿƛƭƭ ƴƻǘ ŜȄǇƭŀƛƴ ƛƴ 

detail how you click a dropdown menu arrow on a button, or how to activate a category, or other 

common operations. For these common operations you learned in the first tutorial, we will only tell you 

what to do, with limited ŘŜǘŀƛƭΣ ǎƛƴŎŜ ȅƻǳ ƘŀǾŜ ŀƭǊŜŀŘȅ ōǳƛƭǘ ŜƴƻǳƎƘ ŜȄǇŜǊƛŜƴŎŜ ǿƛǘƘ 5!aΩǎ ƛƴǘŜǊŦŀŎŜΦ 

If you have not worked your way through the first tutorial, close this document, open the first tutorial, 

and work through it first. 

Terrain  
If a workspace is to be used as a flying field, it must have a terrain. 

{ǘŀǊǘ 5!aΦ !ŎǘƛǾŀǘŜ ǘƘŜ ά¢ƻƻƭǎέ ŎŀǘŜƎƻǊȅΦ /ƭƛŎƪ ƻƴ ǘƘŜ ά¢ŜǊǊŀƛƴέ ōǳǘǘƻƴ ƛƴ ǘƘŜ άhōƧŜŎǘǎέ ǇŀƴŜƭΦ 

 

 The Terrain window will open. 



 

 

On the left are two areas named Circle and Rectangle. Each of these areas holds variables that relate to 

these shapes. In DAM, when we are simulating Radio Control flying, we stand in a stationary place. The 

circle shape makes the most sense for this situation. If we use a rectangle (or square), there will be 

polygons in corner areas far away that we will never see. It is more efficient and elegant to use a circle 

for our field. 

Turn ON circular by clicking on the button. You will see a green check mark on the button indicating we 

are making a circle. The rectangle gadgets will become disabled and the circle gadgets will become 

enabled. 

The Diameter is the distance from the farthest point of the circle in front of you to the farthest point 

behind you. Notice the small gadget with a green checkmaǊƪ ŀƴŘ ŀƴ άCέΦ ¢ƘŜ C ǎǘŀƴŘǎ ŦƻǊ ŦŜŜǘΦ LŦ ȅƻǳ 

click it, the green checkmark will change to a red X and all dimensions will change to inches. For a 

terrain, using feet makes the dimension easier to visualize. 

A terrain that is exactly the size you need is a wonderful dream, but really not necessary. If there is a 

reason to use as small a diameter as needed, it would be because we are going to divide the terrain into 

circles of polygons. The smaller the distance between these circles, the more accurately we will 

represent the variation in height in our terrain. Using small distances between the circles also means 

more polygons will be used. As with all objects, we want to make our terrain with as few polygons as 

possible to allow higher frame rates, especially when people will want to use these workspaces with all 

ƪƛƴŘǎ ƻŦ ǾƛŘŜƻ ŎŀǊŘǎΣ ŦǊƻƳ ǾŜǊȅ ƛƴŜȄǇŜƴǎƛǾŜΣ ǘƻ ǘƘŜ ōŜǎǘ ƳŀŘŜΦ [ŜǘΩǎ ŘŜŎƛŘŜ ǿŜ ǿŀƴǘ ƻǳǊ ŦƛǊǎǘ ŦƛŜƭŘ ǘƻ 

have a diameter of 3000 feet. 

Change the Diameter value to 3000. 

/ƭƛŎƪ ǘƘŜ άaŀƪŜκaƻŘƛŦȅέ ōǳǘǘƻƴΦ ¸ou will see the screen fill with color. We are too close to see the 

terrainΩǎ ƻǳǘǎƛŘŜ ǎƘŀǇŜ. 

aƻǾŜ ǘƘŜ ¢ŜǊǊŀƛƴ ǿƛƴŘƻǿ Řƻǿƴ ǎƻ ȅƻǳ Ŏŀƴ ŀŎǘƛǾŀǘŜ ǘƘŜ άIƻƳŜέ ŎŀǘŜƎƻǊȅΦ ¦ǎŜ ǘƘŜ ŘǊƻǇ Řƻǿƴ ƳŜƴǳ ƻƴ 

ǘƘŜ άwƻǘŀǘŜέ ōǳǘǘƻƴ ƛƴ ǘƘŜ ±ƛŜǿ ǇŀƴŜƭ ǘƻ ŎƘƻƻǎŜ ά½ƻƻƳ !ƭƭέΦ 



 

The terrainΩǎ ǎǘǊǳŎǘǳǊŜ is still a little difficult to understand. 

/ƭƛŎƪ ǘƘŜ ά±ƛŜǿ 9ŘƎŜǎέ ōǳǘǘƻƴΦ ¢ƘŜ ǘŜǊǊŀƛƴ ǿƛƭƭ ƴƻǿ ōŜ ǎƘƻǿƴ ŀǎ ŀ ǿƛǊŜŦǊŀƳŜΣ ŀƭƭƻǿƛƴƎ ȅƻǳ ǘƻ ƳƻǊŜ 

easily understand the shape. We can make it even clearer if we are looking more at the edge. Click and 

drag in the editor window to rotate the view so we are seeing it more like shown in the next picture. 

 

/ƭƛŎƪ hYΦ ¢ƘŜ ǘƻƻƭ ǿƛƴŘƻǿ ǿƛƭƭ ŎƭƻǎŜΦ ¸ƻǳ ǿƛƭƭ ƴƻǘƛŎŜ ǘƘŀǘ ǘƘŜ ά±ƛŜǿ 9ŘƎŜǎέ ƻǇǘƛƻƴ ƛǎ ǘŜƳǇƻǊŀǊȅΦ ¢ƘŜ 

object is not in wireframe mode permanently. 

¢ƘŜ ƴŜǿ ά¢ŜǊǊŀƛƴέ ƻōƧŜŎǘ Ƙŀǎ ōŜŜƴ ŀŘŘŜŘ ǘƻ ǘƘŜ ƻōƧŜŎǘ ƭƛǎǘΦ bƻǘŜ ǘƘŀǘ ǘƘŜǊŜ Ŏŀƴ ōŜ hb[¸ hb9 ǘŜǊǊŀƛƴ 

object in each workspace. 



wƛƎƘǘ ŎƭƛŎƪ ƻƴ ǘƘŜ ά¢ŜǊǊŀƛƴέ ƻōƧŜŎǘ ƛƴ ǘƘŜ ƻōƧŜŎǘ ƭƛǎǘ ŀƴŘ ŎƘƻƻǎŜ ά¢ŜǊǊŀƛƴ 9ŘƛǘέΦ ¢ƘŜ ǘŜǊǊŀƛƴ ǘƻƻƭ ǿƛƴŘƻǿ 

will reopen. Turn on thŜ ά±ƛŜǿ 9ŘƎŜǎέ ŀƎŀƛƴΦ 

/ƘŀƴƎŜ ǘƘŜ ά5ƛǾƛǎƛƻƴǎ όŀƴƎύέ ǘƻ мпп ŀƴŘ ŎƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέΦ bƻǘƛŎŜ ǘƘŀǘ ǘƘŜ ƴǳƳōŜǊ ƻŦ ŘƛǾƛǎƛƻƴǎ 

ŀǊƻǳƴŘ ǘƘŜ ŎŜƴǘŜǊ Ƙŀǎ ŘƻǳōƭŜŘΦ /ƘŀƴƎŜ ƛǘ ǘƻ мн ŀƴŘ ŎƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέΦ  bƻǘƛŎŜ ǘƘŀǘ ǘƘŜ ŦŜǿŜǊ ƴǳƳōŜǊ 

ƻŦ ŘƛǾƛǎƛƻƴǎ ǊŜǎǳƭǘǎ ƛƴ ŀ ƭŜǎǎ άǊƻǳƴŘŜŘέ ǎƘŀǇŜΦ 

¢Ǌȅ ŎƘŀƴƎƛƴƎ ǘƘŜ ά5ƛǾƛǎƛƻƴǎ όŘƛǎǘύέ ŦǊƻƳ му ǘƻ пΦ bƻǘƛŎŜ ǘƘŀǘ ŀƭǘƘƻǳƎƘ ǘƘŜ ǎƘŀǇŜ ƛǎ ōŀǎƛŎŀƭƭȅ ǘƘŜ ǎŀƳŜΣ 

since there are far fewer points, it is much cruder. 

Remember as you look at the terrain object that it is 3000 feet wide. ¢ƘŀǘΩǎ мл Ŧƻƻǘōŀll fields in length in 

front of and 10 football fields in length behind of you when you are standing at the center. Even a 6 foot 

wingspan model will be very small, sitting on this terrain object. 

 

Change the divisions ang and dist back to their default oŦ тн ŀƴŘ муΦ /ƘŀƴƎŜ ǘƘŜ άIŜƛƎƘǘέ from 240.0 to 

400.0. This makes the highest points in the terrain 400 feet higher than the lowest points in the terrain. 

/ƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέ ǘƻ ǎŜŜ ǘƘŜ ŜŦŦŜŎǘ ƻƴ ǘƘŜ ǘŜǊǊŀƛƴΦ 



 

¢ƘŜ άbƻƛǎŜέ ŎƻƴǘǊƻƭǎ ǘƘŜ ŘŜƴǎƛǘȅ ƻŦ ǘƘŜ ŘŜǇǊŜǎsions and rises in the terrain. In other words, the hills and 

ǾŀƭƭŜȅǎΦ /ƘŀƴƎŜ ƛǘ ŦǊƻƳ ǘƘŜ ŘŜŦŀǳƭǘ ǾŀƭǳŜ пΦл ǘƻ уΦлΦ /ƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέ ǘƻ ǎŜŜ ǘƘŜ ǊŜǎǳƭǘǎΦ 

 

¢ƘŜ ά[ƻŎŀƭ ½ Cƭŀǘέ ŎƻƴǘǊƻƭǎ ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ ŦƭŀǘǘŜƴŜŘ ŀǊŜŀ ƛƴ ǘƘŜ ŎŜƴǘŜǊ ƻŦ ǘƘŜ ǘŜǊǊŀƛƴΦ ¢Ƙƛǎ ŀǊŜŀ is the 

ŘŜŦŀǳƭǘ ƳƻŘŜƭ ŀƴŘ ǇƛƭƻǘΩǎ ŀǊŜŀ ǿƘŜƴ ǿŜ Ǝƻ ŦƭȅƛƴƎΦ Lǘ ƛǎ ŎƻƴǾŜƴƛŜƴǘ ǘƻ ƘŀǾŜ ŀ Ŧƭŀǘ ŀǊŜŀ ǿƘŜǊŜ ǘƘŜ ƳƻŘŜƭ 



starts, with the hills in the distance. Larger values create a larger flattened area, smaller values make it 

smaller. 

/ƘŀƴƎŜ ǘƘŜ ά[ƻŎŀƭ ½ Cƭŀǘέ ǘƻ рΦл ŀƴŘ ŎƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέΦ 

 

Now try using a value of 1.0. 



 

As you can see, the flattened center area is no longer flat at this value. When the field is ready to use, it 

ƛǎ ǾŜǊȅ ƛƴǘŜǊŜǎǘƛƴƎ ǘƻ ŀƭǘŜǊ ǘƘŜ ά[ƻŎŀƭ ½ Cƭŀǘέ ǾŀƭǳŜΣ ǘƘŜƴ Ǝƻ ǘƻ ǘƘŜ ŦƛŜƭŘ ǿƛǘƘ your model to see the area. 

/ƘŀƴƎŜ ǘƘŜ ά[ƻŎŀƭ ½ Cƭŀǘέ ǾŀƭǳŜ ōŀŎƪ ǘƻ ƛǘǎ ŘŜŦŀǳƭǘ ƻŦ нΦпΦ 

[ŜǘΩǎ ƭƻƻƪ ŀǘ ǘƘŜ ά5ƛǎǘ 9ȄǇƻƴŜƴǘέ ǾŀƭǳŜ ƛƴ ǘƘŜ ŎƛǊŎƭŜ ŀǊŜŀ ƴƻǿΦ 

¦ǎŜ ǘƘŜ ŘǊƻǇ Řƻǿƴ ƳŜƴǳ ƻƴ ǘƘŜ άwƻǘŀǘŜέ ōǳǘǘƻƴ ƛƴ ǘƘŜ ά±ƛŜǿέ ǇŀƴŜƭ ŀƴŘ ŎƘƻƻǎŜ ά¢ƻǇέ ǎƻ ȅƻǳ ŀǊŜ 

looking directly down at the terrain. 



 

/ƘŀƴƎŜ ǘƘŜ ά5ƛǎǘ 9ȄǇƻƴŜƴǘέ ǾŀƭǳŜ ŦǊƻƳ ƛǘǎ ŘŜŦŀǳƭǘ ƻŦ мΦн ǘƻ мΦр ŀƴŘ ŎƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέΦ 

 

LŦ ȅƻǳ ƭƻƻƪ ŎƭƻǎŜƭȅΣ ȅƻǳΩƭƭ ǎŜŜ ǘƘŀǘ ǘƘŜ ŘƛǎǘŀƴŎŜ ōŜǘǿŜŜƴ ǘƘŜ ŎƛǊŎƭŜǎ ƛǎ ƴƻǿ ǎƭƛƎƘǘƭȅ ƭŀǊƎŜǊ ƛƴ ǘƘŜ ŎŜƴǘŜǊΣ 

and smaller at the edge. 



ChŀƴƎŜ ǘƘŜ ά5ƛǎǘ 9ȄǇƻƴŜƴǘέ ǾŀƭǳŜ ǘƻ лΦт ŀƴŘ ŎƭƛŎƪ άaŀƪŜκaƻŘƛŦȅέΦ 

 

As you probably expected, the outer ring is now thicker and the inner ring is now thinner. 

When the rings are thinner, there are more points being sampled. This makes the ground smoother in 

the areas with thinner rings. Most often you will want this to happen at the outer rings, where the 

greatest differences in height exist. For most fields, values from 1.2 to 2.0 will be most useful. 

/ƘŀƴƎŜ ǘƘŜ ά5ƛǎǘ 9ȄǇƻƴŜƴǘέ ǾŀƭǳŜ ōŀŎƪ ǘƻ ƛǘǎ ŘŜŦŀǳƭǘ ǾŀƭǳŜ of 1.2. 

¢ƘŜ ά±ŀƭƭŜȅǎғ-ҔtŜŀƪǎέ ǾŀƭǳŜ ŎƻƴǘǊƻƭǎ ǘƘŜ Ǉƻǎƛǘƛƻƴ ƻŦ ǘƘŜ Ƙƛƭƭǎ ŀƴŘ ǾŀƭƭŜȅǎ ǊŜƭŀǘƛǾŜ ǘƻ ǘƘŜ Ŧƭŀǘ ŎŜƴǘŜǊΦ  

¦ǎŜ ǘƘŜ ŘǊƻǇ Řƻǿƴ ƳŜƴǳ ƻƴ ǘƘŜ άwƻǘŀǘŜέ ōǳǘǘƻƴ ƛƴ ǘƘŜ ά±ƛŜǿέ ǇŀƴŜƭ ŀƴŘ ŎƘƻƻǎŜ άwƛƎƘǘέ ǎƻ ȅƻǳ ŀǊŜ 

looking directly at the side of the terrain. 


