Burrito’s Guide to AI Traffic Gripes
Hey there folks.  Since Fs2002 I’ve had an avid interest in realistic simulation.  I have Mike Stone to thank, since his Boeing 757-200 and Airbus A320 models made me realize that systems could handle more than default settings.  Within a month, I was fluent in [fltsim.X] and TTools.  Well, after seeing how many pitfalls existed in simple lines, I wanted to make a simple how-to guide for beginners to get into the hobby.  Now I’m getting taught how to paint, so I figure it’s best to move on and step it up so I can focus 100% on painting rather than planning.  So, let’s get started.
I need to assume that you know how to download a file and install it into your Flight Simulator folder(s).  However, the easiest way to install an aircraft is to read the readme included in the download 100 times out of 10.  With that in mind, let’s come to pitfall number 1.

Pitfall number 1:  OPEN AIRCRAFT.CFG FILES WITH NOTEPAD!!!

Once that’s done, we can move on to the next several pitfalls.
The [fltsim.X]                                Part One

In this section are several lines that may seem like gobbledygook computer code to a beginner.  After about 5 of these suckers, you’ll be churning out whole sections in no time.  Below is an example of a perfectly fine section.

1   [fltsim.0]

2   title=Boeing 737-300 Primer
3   sim=B733P
4   model=RAM_deployed
5   panel=Testpanel_01
6   sound=CFM56_3
7   texture=Primer01
8   kb_checklists=

9   kb_reference=

10  atc_id=N73701
11  atc_airline=Boeing
12  atc_flight_number=737
13  ui_manufacturer=Boeing
14  ui_type=737-300
15  ui_variation=Factory Primer
16  description=”blah blah blah.  I’m fat I eat at McDonald’s.”


On the next page, we’re going to pick apart the above section line by line.  Pitfall #1 is extremely deep, but can be avoided without difficulty.  I numbered each line so we can simply scroll between pages easily.  Ready?  Onward!

1. The [fltsim.X] number.  Simply start the sequence at 0, working your way up.  If an aircraft has two liveries, its last [fltsim.X] section number should be 1.
2. The title line.  Flying in multiplayer and want to give your friends a good laugh?  Screw around with this line.  This line is also critical when using a [fltsim.X] section as AI.  We’ll come back to this later on in the guide though.
3. The sim line.  The letters, the numbers, the underscores, all better match exactly what the aircraft’s “.air” file is.  If it isn’t, the aircraft won’t display.
4. Model line.  Using a reflective or non-reflective model?  Again, make sure all characters match that of the desired or required model.
-  If the aircraft isn’t in the User Interface (ui), panels, sounds, references, and checklists are all unnecessary.  If the aircraft does not display in your Aircraft Selection Menu, these aren’t important either.
-  However, when the AI aircraft is within 10 miles of your own and your labels are on, the first two “ui” lines may display.

- You can make aircraft visible or invisible by using BBQHideAI available at AVSIM to show/hide aircraft in your Aircraft Selection Menu.  If visible, the description lines also become visible.  They don’t do anything, though.
There.  You’ve tackled what the basic principles of the [fltsim.X] section are.  Let’s see how these principles interact with setting up AI traffic!

In this guide, we’ll use the EvolveAI Airbus A319 as an example.  So first, download and install the base models following ReadMe instructions, and then download any livery you like.  For my guide, I’ll be using the CFM-powered US Airways repaint by Boris Le Veve.  Let’s make sure I didn’t screw up my [fltsim.X] section.

[fltsim.25]

title=PAI A319 USA

sim=evai_a319

model=CFM

panel=

sound=

texture=US Airways_OC

atc_id=N708UW

atc_id_color=0xffffffff

atc_airline=US Air

atc_flight_number=1558

ui_manufacturer=EvolveAI

ui_type=Airbus A319-100 CFM

ui_variation=US Airways (old colors)

description=EvolveAI A319 / Model by Craig Ritchie EvAI / Textures by Boris Le Veve

atc_parking_codes=USA

atc_parking_types=GATE
Everything above looks pretty good, with the exception of the title.  If you already downloaded quite a few of the Project AI packages, keeping track of which aircraft you may have replaced may become a bit of a challenge.

· Remember, the X number, the sim, the model, and the texture lines should all match up exactly to the titles of the required or desired model/textures.
Let’s move ahead to AI Traffic.  There are three .txt files that make up a traffic.bgl file:  Airports.txt, Aircraft.txt, and Flightplans.txt.  Since Fs2004 supports more than one traffic.bgl file, to create an organized list of .bgl files, simply throw in underscores after the Aircraft/airports/flightplans and then build.  For now, I just want to see my US Airways Airbus A319 do something.

AI Traffic Building                         Part Two
The aircraft.txt is where the Title line reappears.  Let’s check out what the basic line in this text file is:

AC#1,450,”PAI A319 USA”

Here’s a handy tip:  Since the aircraft.cfg file has reference speeds containing the cruise speed of an aircraft, the second number can be around 450 for jets, 270-300 for turbo-props, and should be around 100 or 120 for light GA aircraft.

Since I don’t have the entire US Airways fleet of A319s, I’ll just leave that one entry for now.  However, to add more lines, just add 1 to the last AC# entry, check the ‘to add’ aircraft type and enter the ‘cruise speed,’ then within quotes, enter the title of the added aircraft.

If you’re new to building AI, using a two-legged flightplan taken from the default traffic file may be the best option.  Also, if you’re building custom AI, just ‘borrow’ the default AI traffic file’s airports.txt file.  It contains all of the airports Fs2004 has to offer, so you can make your AI go anywhere.  Remember, just add underscores to the .txt filenames to make it possible!
Now then, the flightplan, nicely color-coded for easy helpfulness.

AC#1,N708UW,1%,8Hr,IFR,0/00:23:00,03:52:00,330,F,1588,KPHL,09:57:00,11:59:00,320,F,1587,KORD
This is the Aircraft flying the flightplan.

Tail registration to be displayed in label.  Can be no more than 7 characters long.

Traffic percentage needed to display aircraft as AI.  Keep it as 1% to have it displayed pretty much forever.

Repeat cycle.  In a 2-legged flightplan, this is the best way to go.  As I do not know how to read weekly flightplans, all I do when writing my own is staying within 24 hours.  Here are the increments:  2Hr, 4Hr, 6Hr, 8Hr, 12Hr, 24Hr
IFR or VFR.

Departure time (in GMT) from the last airport listed – in this case, KORD.  NOT KPHL!  The 0/ is for weekly flightplans.  Again, my knowledge only extends so far.

Arrival time (in GMT) to the next airport in the leg – in this case, KPHL.  If deleted and two commas are left between departure time and Flight level, TTools will calculate how long it takes for the aircraft to run the route.

Flight level of cruise altitude.  Sorry folks, AI can’t step up from FL300 to FL360 on those long flights.

Flight number or Registration.  Lee Swordy wrote a handy note in his TTools guide about how to make VFR flightplans with registrations displaying.

The flight number.  Can be anything from Zero to 9999.

Airports in the leg.  In this case, US Air 1588 flies KPHL-KORD.

There.  We’re finished analyzing everything is to know about flightplanning and assigning aircraft.  Hard to believe that’s it, right?  Well, have a blast creating your own AI flightplans and remember that the sky’s not the limit anymore: you can tweak it now…
· Burrito

Jay Bowie

einflugzeugmann@gmail.com
Remember to thank the authors of the wonderful AI aircraft we all download and use! 
