Blackbox Simulation HD PainKit Tutorial

Blackbox AirbusVide body VV0.85XPaint Kit tutorial
Welcome to the Blackbox Simulation Software Wide Body Paint kit tutorial.

Without explaining the various painting techniques, we will show you here how to use the paint Kits
and how easy it is to creai@ur own great repaints for The Wide Body A330 & A340 Aircraft.

Frstly,t S pré&pare your paint packagel would recommend Adobe Photoshop or Paintshop Pro,
but there are numerousther Paint Pogramsyou may choose frorandyou may already be used to
using something elsdt is important howeverthat whateverprogramyou usecan use Photoshop
styleGroups andayers

I will assume you have a Basic knowledge of Aircraft Painting as the subject is far too deep to extend
this tutorial to cover the wholé dzo 2 SOG4 | NBI @ {2 £SGQa o0S3aAYy Xo

Initial Setup

Firstly, Unzip the contents of V0.850.Widebody.Paintkits.zip into a new folder. You will then have all
paint kits available in one pla@ad easily accessible at any time in the paint process

We willbe creating an A33€00Liveryfor this tutorialbut the methodis identical for ALL Versions.

Firstly,you need tdoadthe file &v/0.85.BBSA332MAIN-PAINTKIT.pstfrom your newPaint kits
folder into Photoshop ¢r the Paint package ofour choice)it should look likehis: -

V0.85.A330-200 Main Pain kit
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ALLINITIALPAINTING IS DONE HEEND THENHRANSFERRED TO THE TEXTURE SHEET

Youcansed KI i (GKS ! ANONI TG Aa fFAR 2dzi ®Onythe lefh NS T NI
side of the main fuselage is provided butirpdda’> h ¥ OF a4Sa GKIFGQa Ftf @&2dzxQ
show you how to flip the sections once transferred to the Texture sheet. The major details and lines

I'NB LINPOARSR Fa 3JIdzARS&a Ay GKS afl@SNEE yeis2 f SGQa
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Blackbox Simulation HD PainKit Tutorial

Understanding the layers

h1 @2dz OFy &aSS (KIFId 6S KI@S LINPJARSRWEBSNI £ 3N
Panel Lines, Rivets and the Hard details common to all aircraft. They are selectable Visible / Invisible
(using the EYEoN) so you can hide or show them at any time, or you can simply change the

transparency to suit your needs or preferenc€bese layers are here to guide your paint process

and to help you locate various positions on the airgrifey will not be usechithe final texture

sheet The Layer / Group colour codes will help you but we will go into this later in the process.

Outside of the groups you will see a further three Lay€rdting Guides, Detailed Wire and
REGISTRATIONSe Cutting guide and registrations will help you later when you come to transfer to
the main Texture sheet, The Detailed Wire is your general reference to the aircraft shape.

[ detailled wire

1 RecISTRATIONS
[P ] panellines
PO rivets

B [0 hard detsis

B tvery

1 background

9| 1)@l el 9l ¢l wl

STARTING YOUR LIVERY

Firstly,make visible anéxpand the LIVERXoupwhereyou will finda SubGroupO | f f S¢R & . . {

Thiscontains the BlackBdwery as featured o the BB&333200and hasheen left in to shovithe
basics ohow and where to paint your liveigetails You will also find a Sub Group called TEXT, this
will become moe important later when you transfer to the main livery sheet

LAYERS

Normal » Opacity: 100% | *
lock: [] 4+ @ Fill: | 10006 | »
"1 REGISTRATIONS
[ main wire guide
[ cutting guides
kO3 pangl lines
PO rivets
B0 hard detais
= [ livery
= 1 ees
PO te
Layer 14 copy
|§ 1 background
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Blackbox Simulation HD PainKit Tutorial

STARTING YOUR LIVERY

First thing you need to do te create a new SuBroupinside the LIVERY grobpy R Yy I YS Al daeé
New[ A @ SNdhadteved you chos® name it of coursp

Next, create a New LAYER Within your new@obp and start painting your Livery on thisw
Blank Layel. 1 Q& LINRP Ol ofé& o6Sad G2 adlrNI 6A0GK GKS ol &8
Lvers | cuannes [eatas|

Normal - Opacity: 100% |*

leck: [ »° + & Fill:| 100% | *

[ 8] REGISTRATIONS

=] mzin wire guide

[ cutting guides

B[ panellines

PO rivets

B hard detsis

+ [3 livery

= [ MY NEW GROUP
[ sShapet
B eBs
1 background

9l 19 9 ol 9l |9l el

VC.85.A330-200 Main Pain kit

= 7,
CONTINUE-UNDER BELLY-PAINT INTO BOXED AREA Vi
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|

note = overrap!

NOTE You can use as many layers as you need forthigsd@lo & (G KS& NBYFAY GAGKA:
f A @S NE ¢ . Yodzill aBd\iRedizta) Bselect (make invisible) the BLACKBOX Group so that you

have a blank sheettoworkwith 52 y Qi -SeeNAENg layerd tAat rRight get in your wakry

using Just the wifeame layer as a guide for example.

To Make life easier you only need to paint One side of the base livery (Unless of course the aircraft
has different paint each side!) So You can start creating your stripes, blocks, designs for the chosen
Livery. Butlave any TEXT or LO@ill last. (More on this next yp

NOTE; PAINT ONLY THE COLOURS ON TOP, ANYTHING REMAINING WHITE SHOULD STAY
TRANSPARERId use your background Layer at the bott@ae example BBS Livery for examples)
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Blackbox Simulation HD PainKit Tutorial

TEXT AND LOGOS

WhenpaintingAirline Logo or text such as theNluimbers you will need to flip these horizontafidy
the right side in most cases.i$ easier to make a Sub Group inside your Livery folder for these items.

N-NUMBER

This will make it much easier later when you need to find SLJGIFd £ S¢ LGESYa TFT2NJ &2 dz
Add things like the NMlumber, Airline Logo text, special decatal Aircraft Namedyut NOT the

national flag The flag remains the same on Both sides of the aircraft in almost every case as if it is

flying on aflag pole and being blown towards the tail in the wisa. in the Maltese Flag example ...

the Red half would be at the REAR of the aircraft on both sgigprised me too!)

So continue painting all the little details until your livery is completalgliied.You will have noticed

there are no engines on this template, this is because you have the choice of three engine types and

we will handle these on a different template later. @ A (1 Q& (theYidv liiegto Y2 @S

Flightsim, finetunethe lap¢® F2 NJ RANI |yR LI ySf fAySa IyR I RR |

Nz I N
BLACKIBOX

‘ note | overlap!

hyOS @2dz2QNB FTAYAAKSR LI AYydAy3a &2dz Oy &l @S &2 dzNJ
to the Main Texture Sheet (The one that will be used in Flightsim or P3D) So go ahsasiegdur

62N] ® ¢KSy 2 BESA3302A0HD.f6& CNB ¥ GKS trdouliyfridticythali F2f RSN
all dirt and panel lines are on their highest setting. These are of course tuneable so you can find the

levels you are comfortable with and that suthe livery your painting but we will cover this later. For

now, you can turn off the panel lines and dirt Layers.
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Blackbox Simulation HD PainKit Tutorial

TRANSFERNGYOURFINISHED LIVER®OTHE-LIGHTSIMIEXTURE SHEET

On your original Template (the one you just painted) you will negdrio OFF all layers apart from

your New Livery Group, the Registrations LayJée background Layand The Cutting Guides Layer.
Secondly create a new Sub Group in88306200-HD.PSD under the Livery Group for you to

transfer the new livery into and namesuitably. You are now ready to transfer your livery into the
Texture sheet. Please read and understand the following process before continuing. It appears quite
complex but becomes very easy after the first attempts.

1- Using the selection tool, outlindhé ORANGE Cutting guide for the Aircraft forward section

2- Once selected accurately, turn OFF the cutting guide layer and COPY MERGED

3- Now PASTE ®BBSA330200-HD as a new Layer inside your new Livery Sub Group

4- Carefully align the new section with the markghe texture sheet.

5- Repeat I; 4 until you have copied All left sides of your work to the texture sheet.

6- wSiGdzNy G2 GKS GSYLIX TGS FYR GaFftALI K2NRT 2y Gt é

A3aMun-u

7- When ALL required text has been flipped, repeat stz and 3 from the list above

8 ¢KAA GAYS 6KSYy LI &dAy3d Ayid2 (KS ¢SEGdINB { KSSi
9- Align the right side paint with the registration marks as before

10- Repeat copy, pasteq flip again for all younew right side sections

11- Once 4l the parts have been transferred, you can Save and close the template

NOTES ON ALIGNMENT

Registration marks look like this and are a single pixel width to enable easy and accurate
alignment of your paintingf these marks are not PERFECTLY ALIGNED, then your texture
will not fit the model accurately!! SGarefully nudge the newly pasted layer so that the
registration marks line ugXACTLY, you should not see any part of the new mark once it is
aligned with he one on the texture sheet.
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Blackbox Simulation HD PainKit Tutorial

ADDING THE DETAILS

You will see now that there a few wire frame areas not painted or transferred from the
template. We need to add these manually.

: _ fwd facing Id
windsc;_regn frames : nosewheel doors 3 bove windscreen

| ﬂH {white alpha)

This first section contains the Nose wheel doors, Cockpit window franmanother box to

the right for the windscreen ID.

Firstly, you will need to fill the windscreen frames area with a colour to match your livery,
sometimes these are different to the main fuselage colour like Aer Lingus for example so just
fill with a suiable colour. The nose wheel doors are next and you can see some detalil
already from the overlaid Details layer. Here we just neeHillcdhe area the same shade as
your livery undersides anadd the Numbers or text that appears on the small doors.

BBS

NO
TOoW
moL

ON

s8d

The® next two areas are where the Antennae are mapped and parts of the Fairing that need
shading.Simply leave the antennae section white and makeaasparentgradient fill for
theareaabovE FAf fAy3 O0SKAYR Al 6AGK .! YRSNEARS / 2¢€:

E
sh

antennae

IF your livery has a number or any text ABOVE the windscreen You must add this to the
section justo the right of the nose wheel doomsn the texture sheet. You will see 0BBS
liveryexampleshasd . . heréabove the windscreen facing forwarddncethe text is

applied, this new area must now be made PURE WHITE in the Alpha channel otherwise it will
remain Invisible on your aircrafistead ofallowingjust the textto show through the paint

BBS BBS

Main Texture sheet Alpha channel
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Blackbox Simulation HD PainKit Tutorial

FINALISING YOUR TEXTURE READY FOR FLIGHTSIM

Almost done, now you can adjust tirgensity of the panel lines and diyers.

AIRBUS A330-200

These are set at around 20#6the exampleabove, but you can set them anywhere suitable for your
livery or switch them off altogether if you prefer.

¢tKAAa O2YLX SiSa
Alpha channel ojour(i SE (1 dz2ZNB X L

0 Kr@inliseby Aydutmist e makik axdfireqairéd edit 18 the

lg iBty/tilgias Aadt painfersi®vé ehiadto do here

but the darker you go, the more reflection you will haWe have this set at around 30% Grey
overall,to allow for good quality dynamic reflectisin P3D and it seems to stiite reflections in

FSX alsdnthe vast majority of cases, the existing alpha channel will be good for most repaints. If
you need to adjust the alphar particularly shiny or matt effectthen please feel fre¢o do

whatever you likdout make abackupof the original incase you wanto go back to it or compare

results.

{2 Ittt | R2dAaGYSyGa
and make it ready for Flightsim.

15*Make ALL LAYERS VISIBLE apartlim@UIDES then Save the file using the SAME FILE NAME as

Y RSZ |, 2dzQNB KI LR gAGK

it was supplied originally, in this example it mustdawed a8BSA330200-HD.PSD

Then convert to DDS. | personally save direct from Photoshop with the Nvidia DDS plug in but you

can also save as PBIK Sy O 2 y &c8sNdiagetos (irém thie FSX SDK) but you may wish to

save another way or use some other tool you are already using. Here is the output from Photoshop

Nvidia Tools showing the correct settings required for DDS DXT5 Format

NVIDIA dds Format (v8.55.0109.1800) @
DTS ARGE B bpp | interpolated alpha - Save ] | Cancel |
MIP Map Generation
2D Testure M Generate MIP maps
| MIF Map Filtering... | | Sharpening... | Use Existing MIP maps Al -
@ Mo MIP maps
| Image Options... | |N0rmal Map Settings...|
| Fading MIF maps... | | ‘wirite Config... | | = | | Y- |
Read Config..
I—gl | Fiefresh Preview | | Freview Options. .. |
| Save Flipped Vertically Profi
rofiles
Set Profile Directary Save Profile
W
< NViblA
A Load Profile
Comments to SDKFeedback@nvidia. com <no profile loaded:
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Blackbox Simulation HD PainKit Tutorial

CONGRATULFAINS YOU HAVE FINISHED YRBEMWRUSELAGE!

This is what a final texture sheet should look lik&en viewed in Photoshop, Some DDS viewers will
flip and invert the texture but with the correct plugins you can work on the texture this way and
leave the DD®ols to automatically flip and invert for you when you save.
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