First al all: If your PC does not open the panel.cfg, then choose Windows Word Pad as default program to open!

Explanation for panel configuration of virtual wingmen, here as example with Fouga Magister:

For your information: Virtual wingmans can only be displayed, if there is a complete, or quit complete, virtual 3-D model of the aircraft. There is a big difference between external view and cockpit view.

Display failures may accure only at the ground, because the eyepoints might be below the asphalt.

You can try it out with your own aircraft collection. 

How?

1. copy my testpanel (Panel.tst) into your desired aircraft folder.

2. Open the aircraft.cfg and edit it at this lines:

model=

panel=tst
sound=

texture=

3. Load your aircraft at your simulation (FSX? / FS9, Fs2002, CFS2) and look around pressing numeric key 5 (shift function) plus the direction keys 7 or 4 or 1 for Forward Left Up, Left Up and Rear Left Up.

Explanation of this sample: 

Blue lines are my configurations for virtual wingman. Those lines have to copied from my CFS2-working aircraft to your panel.cfg of your aircraft. Put those line to that place of the panel.cfg, 

where you see it in this example.

Green lines are discriptions for configuring for virtual wingman

Black lines are default configurations, here for Fouga Magister

Sample panel Fouga Magister:
[Window Titles]

Window00=Main Panel

Window01=Empilage radio

Assigning Fixed windows:
Fixed Window43=Rear Left Up //Virt. wingman

Fixed Window44=Left Up      //Virt. wingman

Fixed Window45=Forward Left Up //Virt. wingman

[VIEWS]

VIEW_FORWARD_WINDOWS=Main_Panel,RADIO_STACK_PANEL,GPS_PANEL,33,34

VIEW_FORWARD_DIR=7.000, 0.000, -1.000

Configuration for viewing direction, distance and position of the virtual wingman:

Numeric keypad 5 & 1
VIEW_Rear_LEFT_UP_WINDOWS=43

VIEW_Rear_LEFT_UP_ZOOM=0.5

VIEW_Rear_LEFT_UP_EYE=12.0,-6.0,10.0 //lat-vert-hor

                  view 12 feed to the right means: aircraft will be seen left

                                                         view -6 feed downward means: aircraft will be seen upper





           view 10 feed forward means: aircraft will be seen behind

VIEW_Rear_LEFT_UP_DIR=0.0,0.0,-120.0






    -120 means: view is 120 degrees left = rear left

Numeric keypad 5 & 4
VIEW_LEFT_UP_WINDOWS=44

VIEW_LEFT_UP_ZOOM=0.5

VIEW_LEFT_UP_EYE=15.0,-1.0,-3.0 //lat-vert-hor

VIEW_LEFT_UP_DIR=0.0,0.0,-90.0

Numeric keypad 5 & 7
VIEW_FORWARD_LEFT_UP_WINDOWS=45

VIEW_FORWARD_LEFT_UP_ZOOM=0.5

VIEW_FORWARD_LEFT_UP_EYE=9.4,0.0,-8.6 //lat-vert-hor

VIEW_FORWARD_LEFT_UP_DIR=0.0,0.0,-49.0

//--------------------------------------------------------

[Window00]

file=Planche_bord.bmp 

size_mm=954,721

position=0

visible=1

ident=Main_Panel

gauge00=Fouga_ASI,  341,378,94,85

gauge01=CFR_c130att,  596,372,93,83 //Fouga_att

and so on ...

//--------------------------------------------------------

[Vcockpit01]

Background_color=0,0,0 

size_mm=256,256

visible=0

pixel_size=256,256

texture=$0

gauge00=Fouga_ASI,  0,0,256

//--------------------------------------------------------

[Vcockpit02]

and so on ...

//--------------------------------------------------------

Assigning bitmaps for certain viewing directions:

 [Fixed Window44]

file=Left_Up.bmp

visible=0

nomenu=1

render_3d_window=1

window_pos=0.0,0.0

window_size=1.000,1.000

ident=44

//Virt. wingman
[Fixed Window45]

file=Forward_Left_Up.bmp

visible=0

nomenu=1

render_3d_window=1

window_pos=0.0,0.0

window_size=1.000,1.000

ident=45

No bitmap included for Rear Left Up, therefore no window 46 necessary

[Color]

Day=255,255,255

Night=50,50,50

Luminous=220,220,165

[Default View]

X=0

Y=0

SIZE_X=8191

SIZE_Y=450
