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

common operationsForthesecommon operations you learned in the first tutak, we will only tell you
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If you have not worked your way through the first tutorial, close this document, open the first tutorial,
and work through itifst.

Terrain
If a workspace is to be used as a flying field, it must have a terrain.
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The Terrain window will open.
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On the left are two areas named Ciraled 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)stuare 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&ircle. 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 chedkda | y R
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.
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A terrain that is exactly the size you need isanderful 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 wi
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, especiallyen people will want to use these workspaces with all
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have a diameter of 3000 feet.

Change the Diameter value to 3000.

I £t A01 GKS daal 1 6uwl 3R th&seréen fill avth &atoy, We are too close to see the

terrainQa 2 dziaA RS &KI LIS

a208 (KS CSNNIAY 6AYR26 R26y &2 22dz OLy FOGAQGH (S
GKS aw2il 6S¢ odzid2y Ay GKS *ASg LI ySt G2 OK224aS



The errainQ a

/£ A0

GdKS

Digital Aircraft Modeler - Workspace 1

Jd2dJ*
Home | Sketeh

Tools  Hel

Ip

a+tASg

9R3IS4¢

[

a ( in&CalittleNificult to understand.

D Vf 5 Status Bar 5 € Color Editor - G < Select Edge
= 2
= Object List L [P Perspective * 7 Select Point
Paste  Cut Copy Select Field Model [Work| Go ||[Rotate Select Translat
All Normals < o Flying < Orthogonal Poly </ Manual Facing o
Clipboard Show Space Type Top Mode
Active View Objectlist & X .~ 1 x Bottom
‘ Termsin Hl Right
Make / Modify Terrain =] Left
Front
G G
R
& Circdlar Height 240.0000 =T
Look At Surf
Divisions (ang) |72 Naise 4.0000 ook Absurtacs
Zoom Selected
Divisions (dist) | 18 Local ZFiat [ 24000
Zoom Al
Dist Exponent [ 1.2000 Valleys <=3 Peaks I e |
Turntable
Diameter 3000 1.0000 Zoom and Center All
— Zoom to Al
- Rectangh
X Length 2400.0000 (R Viow Eiges )
2400.0000
e e | Wake / Mody
XDivisions | 36
¥ Divisions 3 oK | Canicel |

odzitizy® ¢KS

G§SNNI AY
easily understand the shape. We can make it even clearer if we are looking more at the exdtgencCli
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drag in the editor window to rotate the view so we are seeing it more like shown in the next picture.
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since there are far fewer points, it is much cruder.
Remember as you look at the terrain object that it is 3000 feet wid&. | G Q & Iniigids R Rrayih i |
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.
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400.0. This makes the highest points in the terrain 400 feet higher than the lowest points in the terrain.
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starts, with the hills in the distance. Larger values create a larger flattened area, smaller values make it

smaller.
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Now try using a value of 1.0.
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looking drectly down at the terrain.

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