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1. Overview

Tired of repetitive fire bombing missions? Triggevitches to put out fires
that may work or may not work? Want the real thiMget FireFighterX.

This addon application for “Microsoft Flight Simida X ®” and
“Lockheed Martin Prepar3d® V2.5, V3 and V4 puts yoa completely
dynamic environment, where fires live and grow, anere of weather and
precipitation, generate updrafts and general mayhem

Spawn fires randomly or in any specific place yé&a.l

Watch them grow and multiply themselves.

Jump into your water bomber and do something aitlout
Invite other FFX pilots to join you in MultiUser s&ons
Send out Al fire fighter airplanes to assist you

Use any plane in your FS hangar.

Fight the nasty updrafts over the fires.

Keep your distance — fly too low and suffer thesmmuences.
Refill your tanks at the airport.

Scoop water from water bodies near you.

Handle the effects of weight shift when dropping fietardant from
your aircraft in large quantities.

Use large drops of retardant as barriers to prefiestfrom
spreading.

Tweak any aspect of the fire and retardant dropilsition to your
liking.

Save or load settings profiles.

Save or load fire situations.



2. Installation

2.1  Distribution
FireFighter X is distributed as self-extractingtaier packages.
2.2 Installation

Please use the installer intended for your sim:
FSX boxed or dual install with SEireFighterX_Install.exe
FSX SE stand aloné&ireFighterX Install_SE.exe
Prepar3D V2.5FireFighterX_Install P3D.exe
Prepar3D V3FireFighterX Install P3D V3.exe
Prepar3D V4FireFighterX Install P3D V4.exe

Running the installer:

i}
2 FireFighterX_SE Setup: Installation DE’ _Elﬂlﬁ

_ABl| Chedk the components you want to install and uncheck the components
I‘ﬁ‘-" you don't want to install. Clidk Next to continue.

Select components to install:
Copy Models and Effects to Simulataor
Copy Gauge to Simulator

Start Menu Shortouts

Space reguired: 12,.9MEB

Cancel

On the first page you may select optional installatargets:
“Copy Models and Effects to Simulator” (does noplgto P3D
V4) : The installer will read the default path touy simulator from
the Windows Registry and copy the FireFighterX¢et$ and
SimObjects directly into it.
Note: the installer will always copy the new Effeand SimObjects
into the main directory of FireFighter X, in cassuywant to copy



them yourself or your sim is not present in the &éws Registry.

“Copy Gauge to Simulator” (does not apply to P30 VThe
installer will read the default path to your sintolafrom the
Windows Registry and copy the FireFighterX gaugeady into it.
Note: the installer will always copy the gaugedilato the main
directory of FireFighter X, in case you want to gdpem yourself,
or your sim path is not present in the Windows Begi

Note: this does not install the gauge into anyraftcit just makes
the necessary files available for manual instaifati

“Start Menu Shortcuts”: FireFighterX will be addedyour Start
Menu (advised)

On the next page you choose the installation patkifeFighterX.
THIS IS NOT THE PATH TO YOUR SIMULATOR
DIRECTORY, IT IS USED EXCLUSIVELY FOR
FIREFIGHTER X!

i b
]ﬂ FireFighterX Setup: Installation Folder ‘ [-=- L= | é,l

__ Setup will install FireFighterX in the following folder. Toinstall in a different
|‘§_-" folder, dick Browse and select another folder. Click Install to start the
’ installation.

Destination Folder

:\Program Files (x88 =Fighter Browse... |

Space reguired: 1.0MB
Space available: 583.7GE

Cancel < Back | Install |

Selecting “Install” will begin the installation

Troubleshooting:

If your simulator can not be detected in the regishe installer will
show an error message.



2| FireFighterX_P3D Setu- S

Simulator path not found in registry!

Please copy

<C\Program Files (x86)\FireFighterd_P3D\Effects>

and

<C\Program Files (x86)\FireFighterd{_P3D\SimObjects>
to your rain Simulator directory.

In this case, you have to copy the two folders meetd in the
message to your main sim directory yourself.

2.3 Microsoft .Net 4.0

The FireFighter X requires that the .Net (“dot Neirary version 4.0 is
installed and current on your PC. This will mokely be the case if you
are running a modern PC with Windows 7 or if yo&l asing FSX SE or
P3D V2/3ff.

On older PCs it may be required to download anthihslicrosoft .Net
4.0. The download can be obtained hétgs://www.microsoft.com/en-
us/download/details.aspx?id=17851

2.4 SimConnect

FireFighterX relies on SimConnect being installedrectly on your
computer. SimConnect is a part of FSX/P3D andseisup automatically
when you first install the simulator. To save yba trouble of installing
the SDK, the necessary SimConnect DLL for each srshipped inside
FireFighterX and gets deployed in your Temp foldben FireFighterX is
run.

FSX only: In case SimConnect is not installed, BmdFighterX does not
start up, giving you an error message insteadwithinave to install
SimConnect manually:

FSX boxed users can find the “SimConnect.msi” iifetian file



either online or in the FSX SDK folder “..\Microgdilight Simulator
X SDK\SDK\Core Utilities Kit\SimConnect SDK\lib”

FSX SE users find it here:
“.\Steam\steamapps\common\FSX\SDK\Core Utilities
Kit\SimConnect SDK\LegacyInterfaces\FSX-SP1\SimGCamtmsi “

SimConnect networked: it is possible to run FireFigterX on another
computer, using the standard SimConnect network sap. But as the
LAN connection is very slow compared to accessingé sim on the
same computer, especially the water drop effects Wnhot render

properly.
2.5 Vsync

If Vsync is activated, either in the sim or extdinéor example through
Nvidia Inspector), the green status bar display teag to periodic (one
second) stutters in the sim. To counter this eff@ctalternate status
display has been implemented, using a window (aimtd the ATC
window). Using this will rid your sim of the stutte but the window will
gain focus every second, making it necessary ttchwt off if other
windows need to be operated. It does not affecjgsor panels though,
neither in VC nor in 2D.

Please refer to the chapter “In the sim” for further information.

2.6 Pause on Task Switch

FireFighter X is a separate application, a taskpshdent from your
simulator.

It is therefore extremely important, that you sWwitbe “Pause On Task
Switch” option OFF in your simulator. If you leaiteon, the FireFighter X
can and will not work correctly!
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2.7  Airplanes

FireFighterX works with any airplane in your handawill fill up the
payload stations available with retardant of thegiveyou specify and it
will drop it accordingly.

In some instances the airplane model you chosewflbe able to carry
the amount of retardant that you specified. In tiaise, please use the
built-in payload manager to add payload stations

2.8 MultiUser and Al aircraft

In order for FFX to show the correct airplane medela multi-user
environment or as Al fire fighters, these modeledcht be installed into
your simulator first. Please refer to the documimriacoming with these
models for the correct procedure.

The default plane for multi user and Al initially the Dash 8-100 of the
stock Al aircraft, as that one is present in ewassion of the ESP based
sims.

Networked: FFX will automatically try to find thdleer player's airplane
in your sim. If it cannot find it, it will use theefault airplane model.

Al will always use the default model until you adlithers.

More on adding Al models or player aircraft in tettings chapter below.



2.9 Effects settings

To get the most out of the fire and retardant dafbpcts, make sure you set
“Special effects detail: High”

O O

2.10 Object collisions

The visual drop effect is made of a multitude ofgie objects.
Unfortunately these objects are solid, as all dbjace in the sim. Due to
this restriction you may run into “Object collisgihwith your plane
crashing while pulling extreme maneuvers duringdio.

If this happens frequently, please move the visifalct away from your
plane, by using the height and length adjustmentise Settings window
“Retardant drop config”. Another method is to tafficrash detection
completely in the sim (Aircraft->Realism Settinggirore crashes and
damage ).

2.11 Network

To use the multi-user features of FFX, two or maymputers have to be
connected over a network. The version or makemfisitors used are of
no consequence, as FFX uses its own protocol fdti oser operation.
You can connect any number of FSX boxed, SE ord?8&pin the same
multi user session through FFX.

FFX does not have a dedicated “server” progranteatsevery FFX
installation can be used both as a server (hot@dre situation) or as a



client connecting to that server.

The depiction of the other player's airplanes b} [E&n be turned off too,
SO as an alternative you can additionally use thkiphayer features built
right into the simulator or any external multiplaygplication (for
example like FSHost).

Network parameters:

Port (6076):

FFX wants to communicate over a single UDP portiéilty 6076), so you
need to allow passage through this port in yoewfall and/or router.

IP-Address:
For the clients to connect to the game “masteg ,abnnections to the
relevant IP addresses have to be allowed tooewéH and router.

If your computer is located behind a router, yoll have to add a port
forwarding rule to your router for this to work. ifhmostly is not needed if
all the computers running the simulators are cotateto the same local
network (LAN). But port forwarding is always needédyou are
connected to the internet by a local router andtwaose multiplayer
features over the internet.

Please refer to the documentation or online ressuabout

How to allow a specific UDP port in your Windowsefivall

How to allow access for specific IP-addresses ur Yindows
firewall

How to add a port forwarding rule to your router

2.12 Simulation Rate

FireFighter X will synchronize to the simulationtgaised in the simulator,
up to 4x acceleration. Values above 4x simulataie would throw off the
internal calculations in FireFighter X and are iggt

At an accelerated rate the fires will burn fastedt apread out with the
appropriate speed.



3. Quickstart

Jumping right into the action is easy:

1. Start up FSX

2. Go to “Free Flight”

3. Select any airport you like

4. Select a plane roughly the size of a Canadaie Ch

5. Click on “FLY NOW!”

6. Wait until you are sitting in your aircraft

7. Start FireFighterX by double-clicking the “FiighterX.exe”

8. Click on “Connect to FSX”

9. Click on “Start FireFighter X”

10. In the sim go to the menu “Aircraft Fuel and Payload” and
reduce the fuel load until the weight of the aifcmcorrect (leaving
about 30% in the main tanks should do it)

11. In the “Fires(size)” window three fire locat®will pop up

12. Fly the indicated heading until you are onabghe fire

13. Arm the drop system on the “Configure Drop”loiig by clicking
on the top left green LED so it lights up

14. Press “Shift+D” (release droppable objectgjrtap fire retardant

5. ...good luck

16. To refill the retardant tank return to yourrstey position or fly
really low over a water body (less than 10 fe&gfilling starts
automatically.

Hitting and extinguishing fires is not easy anthkes a lot of practice. The
“Settings” menu has options that allow for larb&rzones, better and
more effective retardants etc.



4. Main Window

Elements explained:

Button “Connect to FSX” initializes SimConnect

Button “Start FireFighterX” starts the fire simuéat

Button “Disconnect from FSX” terminates SimConnect
Checkbox “Show status in FSX” shows or hides th&ustline in
FSX

Checkbox “Display status as menu” changes the tilpiof the
status bar in the sim.



Button “Save Fires” saves the current fire situatio disk
Button “Load Fires” loads a fire situation from ttisk
Button “Add random Fire” creates a fire at a randalate near you

Button “Design fires” open the fire designer to geate fires of your
own or alter the existing ones

Buttons VIIRS or MODIS in “Live Fires” open a digjdo download
and choose fires from the 24h Active Fire data doaded from
FIRMS/VIIRS or MODIS

“Tank Status” shows how much retardant (water tardant) you
have left in your tanks

The status bar at the bottom shows bearing andndistto your refill
station plus the number of Al fire fighters curignn the air.

Button “Switch to Water” / “Retardant” lets you cige the retardant

type.
This button is tied to the “TOGGLE_LAUNCH_BAR_SWIHC

event of the simulator, so it can be triggered 8kift+U".
Button “Configure drop” opens the drop configuratjganel
Button “Payload Manager” opens the payload mandigdng

Buttons “Run as Server”, “Run as Client” switch firegram to the
respective MultiPlayer mode

Button “Start/Stop Google Earth Live” starts orpgdhe Google
Earth Live View feature

Button “Close” ends the program



5. Operations

5.1  Simulation startup

FireFighterX relies on a certain sequence of asttorwork properly

lIAlways start your flight (and let it finish loadi ng)
before connecting to FSX with FireFighterX!!

After connecting to FSX you can start the fire dismtion by either

Using the button “Start FireFighterX” to spawn firat random
positions

or loading a (previously saved or manually crealistipf fires from
the disk

The application will then create the fires andylur tanks according to
the settings you specified in the “Settings” window

52 Performance considerations

Using particle effects like fires and smoke in F&nes at a price. The
more fires you have in the sim, the slower it Wwilcome. As the fires
grow and spawn, this can happen fairly quicklyeFighter X includes
two different sets of fire effects that can be @roen the first page of the
Settings dialog: a complex one, heavier on FPSaamadre lightweight
variant that doesn't require as much resources.

The visual water/retardant drop effect is veryigxior the sim too. In
case this leads to an unacceptable drop in FPS;amswitch it off
completely in the Settings, by setting “0” for “Rex visual drop density
by” on the page “Retardant drop config”.

To find the sweet spot for your system, use thé@ri§st— you can define
the maximum number of fires and their componensuibyour particular
sim installation.



5.3 Payload manager

FireFighter X loads the fire retardant on your glautomatically, and
subtracts it accordingly when you drop retardant.

When starting up the application after connectmthe sim, or when
changing your aircraft while the simulation is rumq the FireFighter X
will analyse your aircraft's carrying capabilitiesd fill each payload
station of the aircraft with retardant until yowgsited tank size has been
achieved.

If the total weight of your aircraft exceeds theximaum gross weight
allowed for it, you will get a warning:

To adjust the fuel load, please use the “Fuel andd@d” menu in the sim.

To adjust the payload, FireFighter X has a builpa&tyload manager. This
dialog shows the actual payload configuration efc¢hrrent aircraft:



Activate or deactivate payload stations to cartgrdant by clicking
in column “Active”

Adjust Weight by either

- clicking into the cell once, then rolling the ns@muwheel up or down
- doubleclicking into the cell and entering a value

Adjust Positions by clicking into the cell onceethrolling the

mouse wheel up or down

Adjust the station name by double clicking andirditt directly in
the cell.

Add new payload stations with the “Add row” button

Remove payload stations by selecting the row filgn clicking on
“Delete row”,

The graphic display on the right shows you rougtihere the payload
stations are in relation to your aircraft.

Blue icon means the station is activated to castgrdant
Gray icon means that this station is ignored by FFX
A hollowed icon means that the station is aboveided right of the

center line) or below (depicted left of the cernitee) of the central
point of the aircratft.

The changes that you make will be persisted, as asgou click “Save
changes”.

Persistence:
FireFighter X will remember

the active payload stations and the tank sizeveneindividual
aircraft livery, using an internal database

the total amount and the size of the payload statior each aircraft
model, saved in the aircraft.cfg file



5.4  Fire Lifecycles

In the simulation fires are built from “Elemental§asically a single point
of burning material of a certain size.The Elementaime in four sizes:
“small”, “medium”, “large”, “huge”. If left alonethey will grow over

time, until they reach the “huge” size. After titiag cycle will reverse, and
they will slowly die until only burnt terrain renre. (Unfortunately it is
not possible to manipulate the autogen objectlarfite zone, so trees,

houses and bushes will remain green).

An Elemental can spawn itself, and it will do s@ptime. Spawning
depends on the weather, if the ambient wind speabtdve 5 knots, the
spawning will take place preferably in the windsedtion, and it will
speed up.

If it starts raining, the Elementals will reverseir growing cycle too, and
die down slowly.

Manual Lifecycle:

The timings for the four sizes (how long a firetlok size will burn), the
spawn probabilites and calculation paramters caadpested in the
Settings. In this mode the fires will “jJump” ahed&y, spawning new small
fires in the direction of the wind.

Realistic Lifecycle:

In this lifecycle mode the fires will react only tiwe current weather
conditions and will grow and progress approximatdd fires in the real
world would. There is a fixed set of rules abowt tine behaviour
implemented in the FireFighter X, derived from attiire fighter training
materials. Fires will basically “craw!” ahead, atertain pace derived from
the environmental conditions. Fire progressionlst glower in this mode
than in manual. Use a higher simulation rate if waunt your fires to grow
more quickly.

Note: this mode uses a lot more effect objecth@nsimulator that
“Manual” and will have a massive effect on FPSs ladvisable to run only
one or two fires at the same time in this modeesmlyour PC is very
powerful.



5.5  Creating or editing fires

Fires can be created anywhere in your virtual wagither in random
places with randomized parameters (default) oripalty where and
when you want them.

After you are connected to the sim and FFX is ethrthese buttons will
become active.

“Add random fire” will increase the number of firgsthe list by
adding a new fire at a random position.

“Design fire” allows you to add and edit fires arthyave you like in
the virtual world

“Add live fires” makes it possible to download aingect live fire
data from the VIIRS or MODIS online data services

55.1 Addrandom fire

Generates a new fire in a random location. It balladded to the list as an
additional fire location, the maximum number oéfirthat is set in the
settings menu will be incremented too.

If you set a timer value in the Settings menu “Bmawn” to a value
greater than 0, then the fire will start at a randmwint in time between
now and the number of minutes specified.



55.2 Add custom fire

This button opens the “Fire Planner” window:

The list shows the currently active fires.

You can
Add a new fire at a specific location
Edit an existing fire
Deletea fire
“Cancel will undo all your changes

“Submit” will replace the fires in FireFighter X with tHist from the
planner window and restart the fire simulationdifele.

“Show in Google Earthi will create a KMZ file and open Google
Earth to show you the locations of the fires.



5.5.2.1 Add Fire

The input fields are pre-filled with your actuataaft position. Change
these values to any point on the simulated mapeweu wish to create a
fire.

The easiest way to find a specific location is$e the map in the
simulator. You can drag the little black airplanghe place where you
want to start the fire, and then read off the cowmts in the top left
corner.Click “Cancel” in the sim when exiting the map or your plane



will be moved to this spot too!

Fires cannot be placed everywhere, as FireFighisrafvare of the

surface type of the underlying terrain. In case placed the fire

incorrectly (on tarmac or on water), FFX will diaglan error message and
revert to the random fire generation mode.

By choosing a timer value, the fire will start bat point in time once you
generate it. The timer is coupled with the simuléitoe, so speeding up or
slowing down the simulation rate will affect it too
Now select the desired size for the fire and cigldbmit”. The new fire
will be added to the fire list in the Planner wimdand you can either edit
it, or send the list to the FireFighter X by pregsiSubmit”.

5.5.2.2 Edit fire

This button will open the fire designer window:



Timer. you can select a new value for the point in timineen the fire
should start

Show AltitudesSwitches to a schematic altitude profile of the
terrain. The colors are derived from the highest thie lowest point
in the geographical location that you are lookihgley do not
represent absolute altitudes.

Show Terrain Switches to a schematic depiction of the “surface
type” that the simulator has assigned to this spiot. “surface type”
does not equal the terrain landclass that is deghigisually, it is a
rather coarse overlay that the simulator uses ¢adevhere objects
of certain types can be displayed (boats on whterses on land,
etc.). This feature is used by FireFighter X ta@odétermine if the
terrain that the fire is burning on is flammablenot.

Refresh Sometimes the map may remain completely whitas- t
happens, when the simulator cannot service therdgteest at this
time. Press “Refresh” to send the request again.

Buttons +/: change the zoom factor of the map. At a zoonofauf
“1” the width of one square on the map equals 30Adoming out
doubles this value, zooming in halves it.

Buttons UP, DOWN, LEFT, RIGHTove the whole fire by one
square in the direction specified.

You can place a fire elemental by choosing the e size, then
left-clicking in the spot on the map where you wiand be.

You can remove a fire elemental by right-clickingib

You can dispatch an Al fire fighter to any positiom the map by
selecting the Al target “drop” and then left-clingion the map
where you want the Al to go.

“Submit” will add your changes to the fire listtine planner window

Terrain colors:
light green: grass of all types
dark green: forest
yellow: sand
light grey: urban
black: not flammable (tarmac, concrete etc.)
blue: water



5.5.3 Live fires
Opens the VIIRS or MODIS download and processingoaw.

All data will be referenced to your own positiontire simulator. Make
sure that you are at the airfield of your choiceobeopening this dialog.

Steps:
1. Data acquisition
2. Processing the downloaded file
3. Selecting fires to be displayed in FireFighter X



1. Data acquisition
First select a region and then a timeframe withréfako buttons. If data
has already been downloaded for this region andghethe dropdown list
in “Process Data” will show the saved files witleithdates.

If you want to download new data, press “Downloatatl The
application then connects to the “Fire InformationResource
Management System” on “nasa.gov”. It will then dévea the CSV/Text
data file for the region you selected.

Note: Selecting “Global” will result in a large dalead and a very long
processing time.

2. Processing the downloaded file
Once the file is downloaded, you can select a sadround your current
position in the simulator to limit the number afel that have to be
extracted from the downloaded file.

MODIS: this data has a confidence level for eachixel, ranging from 0O
to 100. This indicates the probability that thexally was a fire in this
spot. The higher you set this value, the betterdlata represents reality.

3. Selecting fires to be displayed in FireFighter X
When the processing is complete, you will be presewith a list of fires
in the table at the bottom. You can then selecsrivam this table to be
imported into FireFighter X. Pressing the buttoeri8 to FireFighter X”
will replace the data in the main fire list in Ftighter X and close the
download dialog.

Notes:
Once the data is downloaded, it can be procességpladimes with
different range settings.
If you move your plane in the simulator, you will\e to process the
data again to get new fires.
Colums in the fire table can be sorted by clickimgthe columns
header



FIRMS: VIIRS / MODIS data is provided by the Lanthwosphere Near-
real time Capability for EOS (LANCE) system opecdabsy
NASA/GSFC/ESDIS.

Please visit

- the VIIRS I-Band 375m Active Fire Data website at
https://earthdata.nasa.gov/earth-observation-cedadfreal-
time/firms/viirs-i-band-active-fire-data

- the MODIS Active Fire Data website at
http://modis-fire.umd.edu/pages/ActiveFire.phpsrdPescription

If the download fails: this is mostly happening when a secure TLS 1.2
connection cannot be implemented. In that casenylbgee an error
message advising you about the error, then yowrseowill open the
FIRMS:VIIRS/MODIS website where you can download tresired file
yourself. Choose one of the Text/CSV files and saie@your Documents
folder. After completing the download, proceedniiie “Process button”,
which will then open an Explorer window where yousnselect the file
you downloaded. After selecting the file it will peocessed normally.

The filenames and URLs used for the download are bject to change
through NASA. To account for this, the values usedy FireFighter X
can be adjusted in the Settings menu.

5.5.4 Removing a fire

To remove a fire from the list, you can move yowuse over the entry in
the list and click on it with the right mouse burtté context menu will
pop up, and if you click on “Delete Fire” , thatefiwill be removed from
the list and from the sim.

Note: The maximum number of fires in the Settinglé e reduced as
well.



5.5.5 Moving the random fire generation

If you want the random fires to be generated inesother location than
around your current position, you can move theregfee point:

D

You can set a new geographical location as theecefhthe area where
random fires are generated.



5.6  Updrafts

As large fires generate hot updrafts, FireFightereates very strong
thermals over each Elemental. You can make thesentis visible by
using the “Thermal visualization” setting in thensi



5.7  Extinguishing fires

In the Drop Configuration for each aircraft you gpethe key element of
the fire bombing simulation: the amount of retatdasingle drop releases
from your tanks and how big and effective the sesilamount of
retardant is - the “Unit”.

A single retardant drop will release the definedant of Units from your
tanks. Think of these Units as the smallest amotirgtardant necessary
to put out a small fire. The more of those you dmbpne time, the larger
the hit zone will be and more fire may be extinge.

The amount of units necessary to put out fires céréain size can be
adjusted in the Settings.

The application will calculate the accurate poitene the dropped
retardant will hit and handles all Elementals adogg to the amount of
retardant that hit them. They will either be put and replaced with steam
or they will be knocked back to a smaller stage.

As the hit point is pretty accurate, actuallyihgtan Elemental is really
difficult. Practising drops from different altitusl@nd at different speeds is
imperative. There are options in the Settings todase the drop zone by a
large amount (up to 900%) to facilitate this.

If you set the time the retardant is active to legreater than 0, it will
not just vanish when dropped. The application rebemthe drop points
and will prevent fire elementals from spawning éhdrhat way you can
use the retarding agent as a barrier to proteetbidd regions or just
prevent fires from spreading further, even if yad mot manage to put it
out with your drop.



5.8  Yelp and Warble

In real life, the fire fighters on the ground alerted that a drop is about to
happen by sounding the “Yelp”. After the drops haeen completed, the
pilots sound the “Warble” as an “all clear” signal.

You can do this in FireFighter X with the keyboammbinations
Shift & F11 for the “Yelp”
Shift & F12 for the “Warble”

These actions are also linked to the simulator Eil@s “EGT3_SET” and
“EGT4_Set”.

5.9 Retardant drop configuration

There are two different modes in FireFighter X émtcol how retardant is
dropped from your aircraft:

a timer based method
a simulated drop coverage selector box

You cannot use both methods at the same time, ylbbave to switch
between them on the first page of the FireFighteeXings:

To open the drop configuration panel, click ondheen tank status bar on
the main dialog or use the button “Configure drdpé&pending on your
choice, this will open the appropriate controllangl.



5.9.1. Timer based drop configuration

Arming the systems

Before you can drop retardant, the drop system bmisirmed. Click on
the green LED on the top left to arm the drop al tife, retardant aircraft
take off with the tank armed so they can jettidmnlbad in the event of an
emergency. Once they are at cruise, the tank asrdesd to prevent
accidental dropping of the load. The skimmer aftdeke off dry land

with the tank disarmed and land on the water withtaink disarmed to
prevent the doors from opening.

Likewise, to scoop water with a skimmer aircrafiyyhave to arm the
scooping doors with the LED on the top right haiae s



If arming the systems doesn't work

This is caused by some aircraft models overridimegsimulator events that
are controlling the arming. If this happens, tryiating the “Bypass
simulator events” checkbox at the bottom. You Wwélable to arm the
systems on the drop dialogs, but you can no lodget from the FFX
gauge in the simulator.

Emergency dump

To drop your whole tank at the fastest rate possitlick on the red button
in the middle.

Drop timer

This sets the time for how long retardant will ékie valves after you
press the trigger. The rate is determined by theustnthat you select:

Selecting 50% of a 12000Ib tank and 3.0 secondseiglase 6000 Ib of
retardant with each trigger press, and each drof take 3 seconds to
complete before you can trigger the next one.

Select % of total capacity to drop

Click on the green squared to limit the drop te-Z25 — 75% of your total
tank capacity. This will work in conjunction withe timer setting and
drop the according amount of retardant at the tatied rate. This drop
rate is limited by the “Maximum drop rate” below.

General settings

Maximum drop rate in Ib/s This is the maximum drop capability of
the aircraft, basically the rate at which the st will exit the

tanks when you open all drop doors at once.

Smallest unit size (Ib)defines the amount of retardant to put out a
small fire. This settings manages the visual sitrmitatoo, as the
amount of retardant effect objects dropped fronr ymane is
determined by this.



Drop procedure You can select between two modes

Tank percentage priority means, that the aircraft will drop the
selected tank percentage in the time that you §peci

Drop rate priority means, that the aircraft drops retardant at the
“Maximum drop rate” until either the selected pertege is reached
or the timer runs out

Visuals

Adjust for aircraft height (feet)curiously, some airplane models in
FSX show the current altitude relative to a pomtloe top of the
visual modellf not corrected, the visual drop effect will begin
somewhere inside the airplane model and scoopinglinnot work!
For example, the freeware CL-215 needs to be deddor -15 feet,
as the altitude above ground is not measured fiofikeéel” but from
the top of the wings.

Adjust for aircraft length (feet)This is a visual setting too, and it
determines the point on your fuselage the retareffi@tt objects will
appear when dropped.

Retardant active for (minuteYime in minutes the dropped retardant
remains active and prevents fires from spawning.

Visual drop densitythis controls the density of the visual drop effec
(5 = very dense, 1 = sparse, 0 = off). This wilphgerformance if

the visual effect is too demanding for your system.

Setting this to “0” turns off the visual effect cphately (the fires will
still get put out though, even if you can't seewlater falling)

Small/Large determines the size of the visual drop effeanelets.

Size of ground splasibetermines the size of the splash effect on the
ground. If “Auto” is selected, then FireFighter Xlivealculate the
appropriate setting from the amount of water/retatdiropped per
second.



Smoke System Triggers Drdpthis checkbox is activated,
FireFighter X will trigger the retardant drop ifetiSmoke System
On/Off” toggle is sent. Use this, if you prefercaaft that have their
own drop effect built in and you don't want to tise visual effect of
the FireFighter X. If you set “Reduce Visual dropr3ity” down to
“0”, the visual effect from FireFighter X will dippear. Note that the
Smoke system is a toggle switch, you have to ptesge to start it,
then a second time to stop it.

Remove all retardant splashease this button to remove all the
retardant splashes on the ground. This is usefmultiplayer
sessions, when there are a lot of those splastvasch will cost
performance.

Attach a bucket or tank

With this feature you can attach a 3D sim objectlei®o your aircraft.

The offsets “L/R, U/D, F/B” define the point on theselage where
the object will be attached.

“Rigid connection” will freeze the bucket in itdave position; then
the orientation can be changed with “Pitch, Bankating”

“Length” defines the point where FireFighter X walieate the drop
effect. For a Bambi Bucket this is the length @ tdable.

Important note for users of FSX and FSX:SE:

This logic is only fully functional in Prepar3D. Unfortunately the older
simulators don't have the necessary functionalityand the attachment
feature has been limited significantly:

You can only attach buckets, ridig objects don't wik.
There is no animated water/retardant level.

You will experience stutters on the attached objestand the
alignment will shift with aircraft movement.



5.9.2. Drop coverage selector

The outer ring of number on the controller showsgalected
percentage of your tanks

The inner ring is the desired “GPC” setting — tbearage of the
ground in gallons of retardant per 100 square feet.

The “Maximum drop rate in Ib/sec” should be sefitiing values for
your aircraft. For example, a Canadair CL215 capdr20001b of
retardant in 6 seconds, so your drop rate woulda®® Ib/s.

The “Swath width (ft)” should be set to the appraf value too —
depending on the size of the aircraft that valugetsveen 50ft for a
small aircraft up to 300ft for the DC-10 tanker.

The rest of the settings are identical to the tiomartrol (see 5.8.1)



5.9.3. Simulator events bound to the drop logic

The timer, selector handle and the percentage eaaljoisted remotely by
sending these simulator event Ids:

EGT3 _INC, EGT3 _DEC: to increase/decrease the tirakre or
selector handle position EGT4_INC, EGT4_DEC: to/adbitract
25% of the percentage

The values of the controls are transmitted backacsimulator as the
values of:

the “WATER RUDDER HANDLE POSITION?” for the timer
(multiplied by 10) and the selector handle (valli€))

the “TAILHOOK POSITION?” for the current fill levedf your tanks
in percent

Note: the TAILHOOK POSITION variable may not woréreectly, if your
aircraft actually has a tailhook. In that case gan disable the tailhook
entries in the aircraft.cfg with the button “Disalllailhook” (otherwise it
is disabled)



5.10 Refilling your tank

FireFighterX will initially use the coordinates wieeyour plane is located
as the position of your refilling station. This Ipgms when you press the
button “Start FireFighterX” or load a set of fires.

The position of the refill station can be changegdur current position at
any time by selecting “Reset refill position” fraime fire context menu

- D

To mark the refill position visually, FireFighter iXitially creates a
standard fuel truck model at your right wingtip.id'model can be
changed in the “Refill/Scoop” settings.



FireFighter X can handle multiple refill positioasthe same time. To add
additional stations, use the “Add new refill pamiti from the fire context
menu:

- >

This will add an additional refilling station atwocurrent position.

Refill stations can be deleted too, use “Removd pefsition” from the
fire context menu.

- D

This will delete the refilling station that is cantly closest to you.




Refill configuration

The refill configuration is saved for each indivadaircratft livery.

Refill time at parking (secondsgsmount of time it takes to top off
your tanks once you are at the refilling station

Max distance for auto refill (ft)if you get closer to the refill station
than this distance, refilling will commence autoicaity

Max scoop altitude (feetjiow low you have to fly over water to
activate scoopig

Scoop time over water (secondsine it takes to top off your tanks
when scooping

Activate instant Refill Cheaif this is selected, then you can refill
your tank by repeatedly pressing “Release Dropp@blects”. Turn
this off for maximum realism — you will have to wet to the airport
or scoop water if your tank is empty.

Advanced refilling processurns the advanced refill procedure on or
off. When this checkbox is not activated, thers isufficient to
simply pull up to the refill station and activatetparking brake.
Soundeffectdurns the refill soundeffects on or off.

Realistic Engine Proceduractivate a more realistic refilling
procedure where you have to set your props to mitne side where
the hose gets attached



Parking brake requiredif this is enabled, the refilling process will
start only if the parking brake is set.

Prop min below (%)sets the prop lever position below which the
props are considered to be at minimum. This isfbkfpr turboprops
where a low setting would shut off the engine caatedy

Set Min to Prop Lever:1f FFX is connected to the sim, this button
sets the Minimum described above to the currentipnof the prop
RPM lever for engine 1

The refilling process can be configured to be eaggalistic. You can
adjust the time that the refilling takes in the fiR&coop” Settings, and
choose “Realistic engine handling” for added imnuars

1. Proceed to your nearest refill station by ushegihformation in the
status display and come to a halt.

2. Set your parking brake

3. Easy engine procedurerefilling will begin automatically.

4. Realistic engine procedurdor props/turboprops:

1. Set the propeller(s) that are on the side ohtleraft next to the
refill station model to minimum RPM (feather as huas
possible). (Keyboard: select engine with “E” + nianlihen press
CRTL + F1) If you don't want to use separate cdafigou can
simply feather all props.

2. The hose will now be attached

3. Spool up those propellers again to avoid engamatje (CRTL +
F4)

4. Refilling will now start

5. After the refill is complete, you will be askemlget the props to
minimum RPM again

6. The hose gets detached.

7. Spool up the propellers and you are ready to go

5. Realistic engine procedure for jets:

1. For a jet aircraft, all engines have to be slordwhile refilling
the retardant tanks!

6. The status bar will advise you when each actios required!

If activated, you will hear the sounds of the hdseinig attached, the water
flowing into the tank and the hose being detached.



In case you just want to keep dropping water, thetant Refill Cheat”
can be activated in the “Refill/Scoop” Settingsydiur tank is empty, keep
triggering the drop until you get the “Instant iéfioutton — clicking the
button or just pressing the trigger again repegtedl refill your tank
immediately.

Here is an example of the refilling procedure ia tbal world:
https://www.youtube.com/watch?v=xPQ_OiAUSSI

5.11 Scooping

Scooping water is a quite difficult, especially hvdrash detection turned
on. The application will determine if your plandli@gng over water and if
it is below a predefined altitude. If these coradis are met, then scooping
will start automatically. The altitude necessanydoooping and the time it
takes to fully refill your tanks can be adjustedha Settings. Set the scoop
time to “0” if you do not want your plane to havestability — with time

“0” it will not scoop.

Real world example: the Canadair CL-215 takesfallZoseconds to refill
her 6-ton water tank. Just be aware that you takguite a lot of weight in
a very short period of time — let her settle onwlater and it may take
forever to get her back into the air!



5.12 Al Traffic

1. You can either send out Al fire fighters to gvBre on the list, by right-
clicking on the fire, then first selecting “DisphtAl” followed by left
clicking on the desired model.

2. Or you can send out Al fire fighters by settdrgp points with the fire
designer.



5.12.1 fighter dispatch

First choose what the Al aircraft should do:

Air tanker: will fly out to the target and drop aetlant

Lead Plane: will fly out, and at 3000 feet from thgget it will
activate the smoke system of the airplane modsthtav other planes
the way to where to drop the retardant. Lead plaeasout in
Cruise&Dive mode will enter a holding pattern ditg@fter takeoff,
climbing to their cruise altitude, to give you thyportunity to catch
up with them. The will enter a hold over the fio®t and will make
several additional low level passes over it.

Next choose the retardant type that the Al shall dop:

Water and Retardant simulated by FireFighter X

Smoke Effect, if there is one present in the afterendel. A lot of
freeware Air Tanker models for FSX and P3D alrelhaye a
retardant drop effect built in, and you can uss dmtion here, if you
prefer the look of it to the simulated FireFighkedrops.



Then choose the flight model:
There are three flight models available:

Cruise and Dive:

These airplanes will take off, climb out to theiseualtitude, fly towards
the fires, dive & turn at the Initial, drop theasdant, climb back out, fly a
short pattern and sometimes have another go &téhd@hen they fly back
to the airfield. This mode is designed for the &asdl the heavy, as they
need time to make their turns and get alignedolk& best for fires that
are farther out, depending on airplane type. Plankshake the final turn
toward the fire from the direction selected withitial Vector”.

By selecting “Wait for player” it is possible to kean Al firefighter or
lead plane wait for your aircraft in a holding jgatt over the fire. Once
you get closer than the specified range from bethedAl, holding the
same altitude, the Al will commence the descentiawill make its' run
over the fire. It will then return to the hold await for you again, until the
fire has been extinguished completely.

Terrain Following:

These airplanes will take off, fly out to the faiethe specified cruise
altitude above ground, make their run droppingrdetat and then return
home and land. This only works for fires closemt28 miles, or else the
internal flight plans get too long for the simulatoo handle and the Al
planes gets stuck on the runway.

Additionally, the aircraft cannot be too large oo ffast, terrain “hugging”
is not for the likes of DC-10 or F-18 (at least natler simulator Al
control). Planes will again make the final turn &wd the fire from the
direction selected with “Initial Vector”,

Flightplan:

This will open an Explorer window for you to choaséight plan file.
This file you have to prepare in advance, by usieginternal flight
planner in the sim or any flight planning softwateyour disposal
(FSX/P3D flight plan format required). The Al aiafrwill then start at a
parking position at the designated airport in ileednd fly to the
destination. If it flies right over a fire, it witlrop retardant too, so make
sure to include at least one waypoint at the fpe'sition. Use the “Fire



Position” option in the context menu to get theaaordinates.

.

5.12.2 Releasing Al

5.12.2.1 *“Override calculated drop speed”

The FireFighter X will calculate the speeds for Miaircraft for cruise,
dive, approach and finally the speed when droppetardant over the fire.
Unfortunately not all aircraft model include thecessary information, so
the speeds may be set to default values. Defanyit sipeed is 85 knots,
and enabling this checkbox allows you to overrltbt predefined value, in
case that the Al planes fly to slow or too fastrawe fire.

This is especially useful when you use the Leadd’fanctionality, you
can adjust the final speed of the lead plane dwefite to your own
aircraft's capabilities.

5.12.2.2 *“Attach Bambi Bucket”

This feature is only available starting with PrepaBD version 4.2!

P3D 4.2 introduced helicopter Al traffic. With thogtion you can attach a
Bambi Bucket to a helicopter Al.



5.12.2.3 “Take off now”

This will create an Al aircraft at the designatéatsng position. Initially
this is right in front of your own aircraft. The Alill then speed away,
taking off into the direction you yourself are fiagi

You can set this starting position anywhere whene gan position your
aircraft, the best place would be right on thevactunway. Once set, this
starting position will be remembered, so every sghent dispatching of
Al fire fighters will start in this spot.

Unfortunately, due to shortcomings of the simulatét logic, Al planes
of this type cannot taxi from a parking positiorthe runway.

It is imperative to set a correct starting positionthem, or they will end
up taking off in any odd direction.

The easiest way to set the Al starting position‘lake off now” is to start
the simulation on the active runway. Unfortunatikgn your refilling
station will be in this spot too, which might na Qesirable.

If you want to start your flight on a parking pasit instead of the runway



Start your flight selecting “Active Runway” in the dropdown
selection box “Choose runway/starting position” foryour current
airport

Once the loading of your flight is complete, openikeFighter X,
Connect to the sim, Start the Fires

Right-click on one of t@and selec@am start
position”

Return to your simulator again, select “World-> Goto Airport”
and return your aircraft to the desired parking position



-

In FireFighter X, open the fire context menu by right-clicking on
any fire. Select “Set new refill position”.

Now the starting position for Al and your refill position are set
correctly.



5.12.2.4 “Start parked”

If you provide the ICAO code for your current airpm the text field, the
button “Start parked” will be activated.

-

When pushing this button, the FireFighter X wikkate the desired Al
aircraft on a parking position of this airport, picked there is a free spot
large enough for that aircraft. The Al will thergueest VFR clearance and
taxi to the active runway, take off and fly outthe fire.

Note: Unfortunately there is no method to direckitermine the current
airport via SimConnect (most addons use their oatalthse or the
“makerunways” tool for this). So the departure artghas to be entered
manually - either the airport you are currentlyiposed on yourself, or
one very close by. If you choose an airport outingecurrent reality
bubble, FireFighter X will display an error message the Al will not be
created.



5.12.3 Landing

Due to limitations of the sim the Al fire fightease unable to taxi in to a
parking position once they have landed. Becauskisfthe FireFighter X
will remove landed Al airplanes instantly.

5.12.4 Displaying and Removing Al

To display the exact position of the Al aircraftatese to your own and if
you want to remove them, use the “Display Al Windaption from the
fire menu:

>

This opens the aircraft display window:



By selecting “Delete” from the popup menu you camove
individual Al planes.

“Follow me” will make the Al follow your own aircfato the best of
it's abilities

“Back to base” lets the Al return to the takeoffpimn to land there.
“Drop now” sends an Al in the holding pattern baskhe fire, while
“Land now” sends it back to the airfield.

“->” will send the Al to work that fire instead tiie current one.

If you activate the checkbox “Display simulatortaffic” the FireFighter
X will add all airborne aircraft inside your “reglibubble” (approx. 80nm)
to the list:



5.12.5 Lead planes

In the real world, the large air tankers are ofjaided to the fire by
smaller and lighter “lead planes”. These operatdase contact with the
fire boss on the ground, to find the best possibdg point for the air
tankers. The lead planes use smoke trails likeokatics to guide the
larger air tankers in.

In FireFighter X this procedure is simulated tdbgé not totally
accurate.

You can fly lead yourself, by selecting “Follow miedm the context
menu. It is up to you to make sure that the Aldaihg you can
catch up with you and aligns with your flight paithe best strategy
is to fly tight circles on the desired approachpattil the Al catches
up, then turning towards the fire. Al will drop aedant on the fire
automatically. When you release the Al from follagyiyou it will
continue to work the fire that it last dropped rdtat on. The release
can be triggered with the context menu.

You can also use “Follow me to drop” to direct drtéfollow you
until you drop retardant yourself. When you triggeur own drop,
the Al will be released, and it continues to wdr&ttlocation.

If you send out a lead plane to a fire, it will bek like the standard
Al air tanker, with the exception, that it triggehe smoke effect at
3000 ft out from the fire as a guidance line fdress.

Every normal air tanker that you send out aftes lbad plane in the
same mode (Cruise&Dive or TerrainFollowing), willbw the same
route to the fire as the lead plane did — excef\vdit for Player”
was activated.

A lead plane sent out in “Cruise and Dive” modd eiiter a holding
pattern right after takeoff, to give you a charncedtch up with it.

A lead plane sent out in “Cruise and Dive” modd eiiter a holding
pattern over the fire, making several low levelgesswith the smoke
effect.

If “Wait for player” was activated when you sent au‘Cruise and
Dive” lead plane, it will hold until you get clogmough. If you didn't
select the “Wait for player” function, the Al wiibllow its flightplan
and eventually dive and fly over the fire. It wibt fly the holding
pattern right after takeoff in this mode.



A lead plane sent out in “Terrain Following” modélwot wait, as
the flightplan does not permit this — you will haweecatch up best as
you can. A good strategy would be, if you tookfot and hold over
the end of the runway or the initial approach ptothe fire, then
dispatch the lead plane.

After flying over the fire, the lead plane will oib back to cruising
altitude and enter a holding pattern over thefbirea while, to
monitor the success of the drop.

To furnish a particular aircraft that doesn't hame with an appropriate
smoke effect, all you have to do is add the follogvio the aircraft.cfg:

[SMOKESYSTEM]
smoke.0=-10.00, -0.70, 0.0, fx_smoke_w

This would add a smoke trail with the effect “fx_ake_w.fx” from your
“Effects” directory 10 feet behind, 0.7 feet to 1e& and O feet above or
below your aircraft. It can be triggered with tHéKey by default if you
fly the aircraft yourself.

5.12.6 General notes on Al fire fighters

The built-in logic in the simulator handling Al araft is powerful, but not
very intelligent. As the Al fire fighters in TerraFollowing or
Cruise&Dive cannot follow regular flight plans, thare created as “Non-
ATC” or VFR aircraft. For some reason the simulatoes not take care of
those in the same way that it does with ATC- aighflplan controlled
aircraft.

These planes with VFR waypoint lists have no “stalinstinct”
whatsoever, they will fly straight into a mountét is in their way. And
this will happen a lot in FFX, you will frequentlgse fellow Al pilots to
their inability to read the terrain.

Care has been taken in FFX to map the waypoirst distdetailed and
harm-free as possible. But aerial fire fightin@idangerous business, and
many an Al pilot will pay the price for the simuas' shortcomings.

The best strategy is to fly out there yourself hade a look at the terrain



to determine the best approach vector (N,S,E,W)rbefou send out Al
pilots. There may be situations where sending tbetimight not even be
an option — not if you want to bring some of theomie. Deep valleys or
fires on mountain tops, dangerous departures aoappes pose severe
challenges to the Al logic.

You can adjust the Al parameters to help themsmithigher cruise or
drop altitudes and make the cruise AGL or MSL.

For example fighting a fire near Chelan, you wdogdwell advised to set
the cruise at 4000ft and the drop altitude at 26@ft if you are fighting
grass fires in northern Sardinia, you can set erats800 AGL and drop at
200 easily. If Al planes are sent out to cruisenbig either keep them at
VFR altitudes, like 5000ft, and/or set them to Ms&L (or else they will
continue following the terrain contours, even wiagaltitude).

5.12.7 Sending Al back to the fire

After their drops, the Al return to a holding patt@bove the fire for a
while before flying the next approach. You can dithem to leave the
holding pattern immediately with the context memutioe Aircraft Display
window (see 5.11.4) or by calling up a menu ingime by pressingShift
& F10”

5.12.8 Sending Al back to base
You can direct Al to return to the aircfield immatly with the context
menu on the Aircraft Display window (see 5.11.4pgrcalling up a menu
in the sim by pressingShift & F10”

5.12.9 Redirecting Al to a different fire
You can redirect Al to target a different fire witie context menu on the

Aircraft Display window (see 5.11.4) or by calling a menu in the sim by
pressing Shift & F10”



5.12.10 Making Al follow you

You can direct Al to follow you and release it witle context menu on the
Aircraft Display window (see 5.11.4) or by calling a menu in the sim by
pressing Shift & F10”

5.12.11 Dispatching Al in the sim

You can dispatch Al air tankers to target a fintlgh calling up a menu
in the sim by pressingShift & F9”. These air tankers will fly in
Cruise&Dive mode, using the current parameters frioendispatch dialog.

5.12.12 Stuck Al planes

Al planes may get stuck, circling seemingly foregenot departing from
the runway at all. Best option then is to delenihas they may not
recover.

If an Al plane does not depart, this means an drasroccurred with its
waypoint list — you will have to change Setting$ooe you try again. The
most common problem is sending out Al planes caryd distances (20
miles or more) and letting them fly AGL. This resuh a list of thousands
of calculated waypoints, that the simulator justraa cope with. In that
case, uncheck AGL and let them fly at MSL altitutthés reduces the
waypoint list to manageable proportions.

5.12.13 Al Aircraft models

You can use any aircraft that is installed in ysumnulator, either flyable or
non-flyable Al. All you have to do is to find outd name of the aircraft
model in its aircraft.cfg and add it to the listthre Settings window. See
chapter 6 for details.

Note for users of FSX and P3D 1.x to 3.x: Unfortiehait is not possible
to use helicopters unless you massively alter theifile and turn them
into airplanes. Only P3D V4 can use helicopter&las



5.13 Importing Scene files created with WAMA

If you have the Lorby-SI “Where are my aircraft” AMA) app, you can
import scene XML files that have been created Wit program in to
FireFighter X.

You can use this for example to populate yourlrsfdtion with additional
objects or to place ground vehicles, refill tants around the fire.

When you save a fire, then these objects will bedavith it. So
importing them is only required once.

To place objects accurately, you can run WAMA amdMghter X at
the same time, then export the Scene from WAMA.:

From the FFX fire context menu
select “Import WAMA scene”

A standard Windows Explorer
window will open, which you
use to navigate to the Scene
file that you have exported from
WAMA



5.14 In the sim



Status display

When activated, either a status line at the tajp@fscreen or a menu type
window are displayed. These will show you the nsagsinformation to
guide you to your refuel station or to the actived. They also show you
the amount of retardant left in your tanks.

The display can be toggled on or off with the “Tope (release)” - event,
either by using the defined keys (default is “Shift”) or any external
control bound to this event (like a joystick bufton

There are no actions associated to the menu iexmept “1 — Close”.
The menu items are selectable, but doing so vetl ahly close the
window. This unfortunately is due to a limitatianthe simulator itself,
there is no other way to format and use these ma&mdows over
Simconnect.

Caution:

The menu-type status display will refresh every send, pulling away
the focus of any other active windows (like ATC).tlshould best be
deactivated with the toggle key described above, wh other windows
need to be operated.

Retardant drop release

To release a drop you need to trigger the “Rel@asppable Objects”
event in the sim, either by using the defined Kelgault is “Shift + D”)
or any external control bound to this event (likeystick button).

Pausing
The application reacts to pausing the sim. As lasigour flight is paused,
the fire lifecycle and other “live” functions aresdbled too.

Weight and balance

It is crucial to check your weight before takedffter you start FFX, take
a look at the “Fuel and Payload” menu in the sim adjust fuel so that
the plane is not overweight (less than 30% shoald)d



5.15 Multiplayer Operations

FFX was designed to work either as a server orcigiat in a multi user
setup, no additional software is needed.

In case you already have a multiplayer produce(kHSHost) or are using
the multiplayer functions built into the sim, Firgkter X allows you to
disable its own depiction modes for the other playrcraft. In that case,
only the fires and retardant drops will be sharetiveen the different FFX

installations.

Settings
Before you start, you need to set up the netwoekgguisites as described
in the installation chapter above.

You then enter the settings as shown in the exabglt@v:

Server IP-AddresdP address of the FFX running as server to
connect to
UDP-Port port for connecting



Own Player nameYour name as displayed in the sim

Show other playersise this to switch the depiction of the other
player's airplanes on or off. Useful if your comgus not fast

enough to allow fluent gameplay when multiple coempbbjects are
visible at the same time

Show other player's dropase this to switch the depiction of the
other player's retardant drops on or off.

Send own Positioruncheck this to make your plane disappear from
the other player's sims. Again useful for slowanpaters or
networks.

Network Clock (FPS)requency with which the network
communication will occur. The higher this valueg tinore fluent the
depiction in the sim will be — but be mindful obsler computers in
your setup and network bandwidth considerationgolir IP
connection is very slow, setting this to highemues will make no
difference. But if your connection is very faskdiin a LAN, you can
limit the communication frequency with a lower va&Jio free up
bandwidth for TeamSpeak etc.

The “Show other Players” and “Send own Positiontiaps only influence
the depiction mode in the sim. The central fireldation in the server-
FFX will still continue, and all players will shatiee effects of your
retardant drops, even if they cannot see yourangplin their sim,

It is important to dial down the visual densitytbé retardant drops in the
“Retardant drop config”. If this is set on too higlvalue, FPS on clients
and server will suffer greatly. It is recommendedeét this as low as
possible (1-2) or to turn it off.



Server
If you decide to run your FFX as a server, theofwlhg window will
appear:

Chat view all messages from other players and technis from
FFX

Player list displays all players present in the network sessi
Message Sendtype in a message and send it to all players

Set Weather For Client§orces the current time of day and weather
on all connected clients.

Set Refill Position For Client$-orces the position and sim model of
the refill stations on all connected clients. Ndtelients do not have
the SimObijects in your simulator to depict thelrstations, that
model will not be displayed — but the position loé refill stations

will change anyway. You will have to exchange thadeis to be
used, for example via email.

Player Modelsopens the aircraft assignment window, where yau ¢
change the model displayed for a player (describ@dore detalil
below)



Exit: shut down the server.

Reconnect to <sim>on occasion it may happen that SimConnect
stops working and does not tie into FireFightemy enore. The
FireFighter X application will continue to run atite network
protocol remains active, but all models, airplaaedg fires disappear
from the simulator on the server. If this happews, can reconnect
the FireFighterX to the sim by using this buttofi.@Nents will be
forced to disconnect and have to join again, beffile situation and
results will be preserved.

Client
If you want to connect to a server, use the “Ruflgent” button

ServerlP/Port: are initially filled with the valué®m the settings
page. You can overwrite them here if you are cotimgdo a

different server.

Button “Connect: tries to connect you to the server address amt p
you specified in the Settings/Network window.

Chat view all messages from other players and technmizs from
FFX

Message Post Type and send out a message to all players



Request Server Weatheets the global weather and time of day to
the same settings as the Server
Request Refill Positiorsets the position and model of the refill
stations to the same settings as the Server. Noteu do not have
the SimObjects in your simulator to depict thelrstations, that
model will not be displayed — but the positiongha refill stations
will change anyway. You will have to exchange thadeis to be
used with the user running the server, for examlemail.
Player Modelsopens the aircraft assignment window, where yau ¢
change the model displayed for a player (describ@dore detalil
below)
Exit: shut down the client.
Weather on the server
Please note that the FireFighterX reads the cuweather report only
once every minute. If you change your weather wryserver’ simulator,
please wait for one minute before sending it todrents.

Player Aircraft assignment window
When you connect two FFX installations via netwahey will try to
display the aircraft model that the other playarssg.

The best course of action is to exchange the dincr@dels you plan to use
beforehand, so both simulators have the same #inestalled. If this is

not possible or not really working (like old FScaft in P3D) you can
assign the same aircraft to the other player thatuse for Al operations.



Right click on the plane that you want to change e@moose a model from
the drop down list, and it will change instantlytive sim. Bear in mind,
that not all functions will be available for alraiaft. If for example the
other player is using a single engine plane, assiga twin prop in your
own sim to him will result in one engine not tumgin

Network protocol
Apart from aircraft movement and orientation, tbhkdwing events are
transmitted over the network:

Aircraft lights

Throttle position

Control surface positions
Gear

Flaps

Smoke effect toggle

Note: Due to creative use of the simulator evegitsdime developers,
these events may not fully work.



5.16 Google Earth Live View

FireFighter X can use Google Earth to display aathyic view of your fire
situation. Depending on the choices you made irB#téngs Dialog, tab
“Google Earth”, the following will happen when ypuess the “Start
Google Earth Live” button on the main FFX window:

Google Earth will open automatically (if desired)

FFX will establish a self loading file that will abnuously poll for
the following data:

position and size of fires

your own position

positions of Al fire fighters

positions of simulator Al aircraft

positions of the other players on the network



Running GoogleEarth on a separate computer

It is possible to stream the Live View data to eos®l computer running
Google Earth.

Create a folder on your secondary computer thdk shiatain the
FireFighter X KML files
Example:*C:\Users\<yourname>\Documents\GoogleEarth”
Share this folder on your secondary computer. Malke that your
primary computer has full access privileges

Map the folder as a network drive on your primaoynguter, for
example asy:”

Now go to the “Google Earth” tab in the FireFighke&ettings and
make it look like this:

- >

(<yourname> has to be replaced with the name of yser account!)
Now FireFighter X will save all KMZ and KML filesroyour second
computer, and you have to open them manually th&mogle Earth
cannot be started automatically.

For the live view, doubleclick on the file “Ffx_Ggle Earth _Loop.kml”



5.17 Saving and loading fire situations

By using the “Save Fires” and “Load Fires” buttoysu can preserve a
current situation. These buttons open the starMd@mdows Explorer to
navigate and choose files. The situation files reagenple XML layout..

<?xml version="1.0" encoding="utf-8"?>

<FireList xmIns:xsi="http://www.w3.0rg/2001/XMLSche ma-instance"
xmlns:xsd="http://www.w3.0rg/2001/XMLSchema">
<refills>

<RefillPosition>
<latitude>40.892769</latitude>
<longitude>9.506387</longitude>
<altitude>51.875181</altitude>
<heading>57.562733</heading>
<truckModel>Reservretardant</truckModel>
<truckLat>40.892614</truckLat>
<truckLon>9.506517</truckLon>
</RefillPosition>
<RefillPosition>
<latitude>40.902054</latitude>
<longitude>9.515523</longitude>
<altitude>51.806994</altitude>
<heading>328.668335</heading>
<truckModel>Reservretardant</truckModel>
<truckLat>40.902149</truckLat>
<truckLon>9.515731</truckLon>
</RefillPosition>
</refills>
<fires>
<Fire>
<elementals>
<Elemental>
<latitude>40.882288</latitude>
<longitude>9.393401</longitude>
<state>grow</state>
<stage>small</stage>
<type>FIRE</type>
</Elemental>
</elementals>
<latitude>40.882288</latitude>
<longitude>9.393401</longitude>
</Fire>
<Fire>
<elementals>
<Elemental>
<latitude>40.811438</latitude>
<longitude>9.621412</longitude>
<state>grow</state>
<stage>small</stage>
<type>FIRE</type>
</Elemental>
</elementals>
<latitude>40.811438</latitude>
<longitude>9.621412</longitude>
</Fire>
</fires>
<barriers>



<Barrier>
<latitude>40.902181</latitude>
<longitude>9.524675</longitude>
<radiusFeet>143</radiusFeet>
<minutes>29</minutes>

</Barrier>

</barriers>
</FireList>

XML values:

Refills:
Latitude/Longitude/heading in dregrees
Altitude in feet
Model type and position

Elemental:
Latitude/Longitude in dregrees
state: grow / shrink
stage: small, medium, large, huge
type: FIRE / BURNT

Barrier:
Latitude/Longitude in dregrees
radiusFeet: size of the Barrier element
minutes: time the barrier stays active

Notes:

If you want your file to contain only RefillStatisnyou can leave out the
<fires> and <barriers> lists completely. After laagithe file, the
FireFighter X will start the default random firergeation.

Default situation: If you save a fire situation in the standard ésld
“Documents\FireFighterX Files” giving it the namBé&faultFireList.xml”,
the FireFighter X will load that file automaticakyvery time when you

press “Start FireFighter X",



6. Settings dialog

The settings window allows you to tweak all aspefthe simulation to
your liking. Settings can be changed any time, eviean the simulation is
already running.

Language: The application language can be changbdive drop down
list. Every change triggers a restart of FireFighite

Note: all the settings that you make are automatidly saved to the
default config file and will be reloaded the nextitne that you start the
program. You can reset the values visible on the selectkdd the pre-
programmed default by clicking the button “Resebtfault”



6.1  Fire spawn

Max number of firesdefines the maximum number of fires the
simulation is allowed to spawn — turn this dowm&n FPS

in “x” minutes: If you set this to a value greater than “0”, guent in
time when a fire will start will be randomized.

Example: “Max number of fires -3- in -30- minuteséans that a
total of three fires of unknown size will be craehte random places
in the next 30 minutes.

Max number of elementals per figefines the maximum number of
single effects objects (Elementals) that a fire maysist of — turn
this down to gain FPS

Fire effects complexityYou can choose between complex, more
elaborate fire effects and lightweight ones to ¢&#s.

Drop controller: Switch between timer based drop control and the
drop coverage selector.

Min spawn range (nm}he distance in nm from your current position
where the simulation will start spawning the fieksandom

Max spawn range (nmjires will be spawned no further than this
distance from your current position.

Connect FireFighter X Gaug@&leeds to be checked for the



FireFighter X fire radar gauge to work. If you a& using the
gauge, keep this unchecked to avoid unnecessatologhe
SimConnect interface.

Disable surface checksthen checked, the FireFighterX will not
check if the location of a fire can actually sustaifire (=is
flammable). When you activate this option, fires b& spawned
everywhere, even on water.

Save fires every 10 minutdbis automatically saves the current fire
situation every 10 minutes to a file called
“FireFighterX_Autosave.xml” in your “Documents” fiér. This can
be useful if your sim is unstable and crashes featjy. Especially in
multiplayer mode it may be advisable to activate dption on the
user's application that is acting as Server, sctnent situation is
saved if the Server should crash. Please note thalgt saving
large fires takes a brief moment, and the sim nbatyes while this is
done.

Auto rebuild Fires when Size = B this option is enabled, then fires
that have been completely dowsed (Size will drof)twill be
removed from the main list, and a new fire willsdgawned instead.
Start with tanks emptyf this option is enabled, then FireFighter X
will not fill up your retardant tanks when you sttre application.
VIIRS/MODIS settingoopens a dialog to adjust the download
parameters for the VIIRS and MODIS servicesee 6.9

The option to disable surface checks was addedibecxenery
developers use different conventions for settirgdinface type in the
simulator. By enabling this option, fires can bawped and will grow on
every surface, even water (in case you want tolsit@@a burning oll
tanker or something like that). All fires that amawned in this mode will
start as “grass” fires.



6.2 Lifecycle

Realisitc / Manualthese Radiobuttons switch between the two
available lifecycles

“Manual” lifecycle only:
Fire burn time in minutesdefine the time how long an Elemental of
a certain size will burn until it changes into egker or smaller shape
Adjust burn time for grass (factorsrass burns a lot faster than
forests, this can be adjusted here. Setting 0.:ateat an
Elemental where you defined a burn time of 10 n@awtill only
burn 5.
Adjust burn time for urban (factaryvhen an Elemental is spawned
on urban landclass, it should burn slower. Settifigmeans that an
Elemental where you defined a burn time of 10 n@awtill burn 15.
Adjust spawn time (factarpdjust the time needed until an
Elemental will spawn itself. Setting this to 1.0ane the Elemental
will complete it's life cycle until it spawns. Setys this to 0.5 for an
Elemental that burns 5 minutes means, that itlltstart multiplying
itself after 2.5 minutes.
Adjust spawn probabilityAdjust probability that an Elemental will
spawn at all. Set this to “0” and fires will notaspn new fires, set it
to “100” and they will multiply quickly (dependingn wind)



6.3 Retardant effectiveness

How many units of retardant are needed to put dfiresof size:
If an Elemental is hit by this much retardant (initd — see previous
Settings page!) it will die.
Evaporation in % per 100ffThis decreases the retardant
effectiveness by this percentage for every 100déattitude you are
above the fire
Augment hit probability by %increases the effective zone where the
retardant hits.
Retardant active for (minutes)ime in minutes the dropped
retardant remains active and prevents fires frpawsing.
AttachmentsHere you can manage the objects that can béhatlac
to your aircraft on the Timer and Drop Selectotalila. Some
features are only available in Prepar3D!
Checkbox “Rigid”: activate this if the model is anmovable
attachment, like a tank
Checkbox “Empty on ground”: Activate this if theathment
should be emptied when put down on the ground dikeicket)
“Length”: this parameter influences the movemenra obn-rigid
attachment and at what altitude it is supposeduolt the ground.
“Is torch”; activate this if you want the attachrmémdrop fire.



6.4  Updraft/Smoke

This settings page combines to different sets cdipaters:

Updrafts over the fires:
Minimum safe altitude (feetd)y lower than this altitude and bad
things will happen.

Updraft factor:determines the strength of the thermals above the
fire. The higher the number, the stronger the uperi be.

Smoke depiction:
Choose here what you want to be displayed if ydunguish a fire:
nothing, smoke, steam or both.



6.5 Refill station

Show Stationdisplay the selected model at the refill stapasition.

If this setting is changed, you have to use tleedontext menu and
“Set new refill position” to add or remove the tkuc

Offset right/forward distance the fire station model is generated from
your current position (left/right and forward/afif) this setting is
changed, you have to use the fire context menu Setdnew refill
position” to change the offset

Choose Model for StatioriTitle” of the sim object to be used for the
refilling station. If this setting is changed, ybave to use the fire
context menu and “Set new refill position” to charige model
Remove Modelemoves the selected model from the list.

To add a new model to the list, use the “Objedadiri button. This will
open the standard Finder dialog, which is describexthapter 6.7



6.6 Network

Server IP-AddressAddress of the FFX installation that is usedhaes t
server.

UDP-Port: The port that you configured in the firewall.

Own player nameYour name that you want to appear in the sim
Show other playerddisplay the other players' aircratft.

Turn this off if you are using an external multiplayer software
Show other players' dropslisplay the other players dropping
retardant. If your computer struggles with low B$n displaying
the drops, turn this off.

Send own Positiordisplay your aircraft in the other players' sim.
Turn this off if you are using an external multiplayer software
Sychronize weatheWhen selected on an FFX client, it will
synchronize the global weather with the serverye(#s) minutes.
Weather sync may fail the first time it is call@uthat case request
the first sync with the “Request Server Weatheittdmuon the client
window.



Player aircraft movement parameters:

Every computer and network connection is differ@hiese parameters can
help to adjust the movement of the other playetheécsmoothest possible

depiction.

Network clockThe position updates of the other players are
controlled with this parameter. Higher values mtileeupdates less
frequent, which results in smoother movement aetpense of
accuracy.

Dampening rateSet higher values to compensate for “jumping”
aircraft.

Verticallforward|sideways movement averaging facfatjust these
values to compensate possible jittering in thagalon.



6.7 Models

On this dialog you can add additional aircraft medsd change the
defaults that are chosen if you don't have a pddianodel of a network
player yourself.

These models will be used
To provide the selection for choosing Al fire fighd
To assign different models to other players indime when in
multiplayer mode

The entries in the drop down and the text boxeslareed from the
“title=" tag in the aircraft.cfg file you will findn your SimQObijects folder.

To change a default, activate the radio button tekt and click on
“Change selected default”.
To add models to the list, use the “Aircraft Firideutton:

The standard finder dialog will open, and models loa selected as
described below:



The application will search through all SimObjefctislers of the
current simulator when you press the button “Scai s

After scanning is complete, the tree-view will bipplated:



Filtering the list: by entering a filter text (fexample “737") and clicking
on “Apply filter”, the list will be reduced to atibject descriptions

containing that text.

Select an aircraft/object model from the list, attier double-click on it
or press “Submit” to transfer it to the Settingaldg. The finder window
will close.



6.8 VIIRS / MODIS settings

If NASA should change either the URL or the filereanyou can edit
these pages to reflect these changes.



Filenames:
Both the VIIRS and the MODIS download URLSs use ffagtern:

<BaseURL+FilePrefix+Region+Timeflag+FileSuffix>

Example:

https://firms.modaps.eosdis.nasa.gov/active_fimsfext/VNP14IMGTDL_NRT_Europe_24h.csv

By adjusting the individual building blocks of thikename, you can adapt
FireFighterX to whatever changes NASA may implen@antheir site.



Regions:
The names of the regions can be found in the atiteahmes on the
NASA site (use button “visit nasa.gov” on the VIIIREDDIS handler

dialogs to open the FTP directory in your browser):

Notes:
Take care that the filenames are case-sensitive.

Names do not contain “blanks” but “underscorestand.



6.9  Gauge installer

As soon as the FireFighter X is connected to thre gou can install the
Fire Radar and Drop controller gauges with thisodja

For the gauges to work, installing additional Micrasoft runtime
components may be required — see chapter 7.2.

2D windows in panel.cfdrhis is a list of all 2D window definitions
in the panel.cfg of the aircraft that you are ftyim your sim.

Add gaugeThis will add the FFX gauge

Remove gaugd his will remove the FFX gauges.

UP/DOWN Move the selected item in the list up or downisMiay
you can change the keyboard assignment and seqgaktieegauges.
Write to panel.cfgThis will write a new panel.cfg file for your
aircraft and reload the aircraft in the sim aftedga— that way you
can use the gauges immediately.

Please note that FireFighter X is writing a new filith different
formatting. None of your original definitions wille lost.

Restore original panel.cfgThis will restore your original
panel.cfg file, before the gauges were installed.



6.10 Google Earth

Start Google Earth automaticall}As soon as FireFighter X creates a
Google Earth file it will try to start the applican itself

KMZ export pathThis is the path where FFX stores the Google
Earth file from the Fire Designer window.

Google Earth Live View

KML path This is the path where FFX stores the GooglerEide
for the Live View feature. If you want to use Goa@arth on a
different computer, set this to point a connectetivork drive that
can be accessed from the other computer and pongl& Earth to
the file that will be created by FFX

Polling interval (secondskets the frequency that FireFighter X will
use to update the Google Earth file

Show user, Show own Al, Show simulator Al,Showanktplayers
Activate the corresponding item

Google Earth is run on a separate compu#fsctivate this, if your
Google Earth is running on a secondary computer



KML path on second comput@omplete path where the KML files
will be savedon the secondary computer!

6.11 Saving and loading settings

By using “Save to File” and “Load from File” you snareserve a profile
for later use. These buttons open the standard MisdExplorer windows
to navigate and choose files.



7. The FireFighter X Gauges

7.1 Radar Gauge

The FireFighter X Fire Radar is a gauge that cam&talled into your
aircraft to replace the green status bar or staersu. It can either be

added to your 2D or VC panels or called as an stdmge instrument
panel.

Elements

Blips:
Red dots are fires
Blue squares are Al or multiplayer aircraft (lightie are the FFX
Al and players, dark blue the standard simulatoaifdraft)
Yellow triangles are the refill stations
Top left: Distance and bearing to the nearestl i&hltion
Bottom left: Tank status in percent
Top right: Zoom range in nm (distance from centeouter ring)
Bottom right: Toggles the display modes



Clickspots

Displaying Al traffic:

The radar gauge will always display the light bhetwork player aircraft
and FireFighter X's own Al. To enable the full Adffic display, you have
to activate the checkbox “Display simulator Al freif on top of the Al
traffic window in FireFighter X (see chapter 5.1fbat Al traffic).



7.2 Drop control panels

The FireFighter X Timer drop control panels is augr of three gauges,
that show how to access the bound simulator exariscontrol the drop
parameters from inside the simulator. It coversihsic functions of the
drop configuration dialog.

Scroll mouse
. | wheel to
| adjust the

timer

Remaining
retardant

Click to select drop

percentage Click buttons to arm
systems / trigger dump

The drop coverage selector has a turning handierasol.

Click buttons to
arm systems /
trigger dump

Turn with
mousewheel or \
clicks




7.3 Installation

In preparation for using the gauge, you may need/A2013
redistributable files from Microsoft, in case thaye not already installed
on your computer. Please check the Software tgbun Control Panel for
these entries:

If no version of the “Visual C++ 2013 Redistribuli@bis present, please
download and install the runtime from the Microseébsite:

https://www.microsoft.com/en-us/download/detailpx@8d=40784

The following section is only relevant if you wanto install the
gauges yourself, instead of using the automated tadler
described in chapter 6.10, or if you want to instalit into the
virtual cockpit.

Manual installation

Each FireFighter X installation (FSX boxed or SEggar3D V2 and V3)
have their own version of the gauge, and you hawesé the correct
version and gauge name for your simulator to makeik.

In your FireFighter X program folder, you will firelsubfolder named
“Gauge”, which contains an example panel.cfqg fileeve the changes
described below are already applied. You can cbpykecessary parts
directly from that file. YOU CANNOT USE THIS FILE IRECTLY
WITH ANY AIRCRAFT! ONLY COPY THE NECESSARY LINES!



1. Copy the necessary files to your simulator
If you chose the default copy option when installihe
FireFighter X, the gauge files will already beenled to the
appropriate folders in your simulator.
If you chose to copy them manually, then you viibfthe file in
your FireFighter X installation directory in theldalder “Gauge”
2. Locate the folder where your aircratft files are sored
This folder is by default in your simulator mainattory,
subfolder “\Simobjects\Airplanes”
The contents of this folder will look somethingdikhis:



3. Edit the panel configuration file
The file is located in the “panel” subfolder

Open the file using “notepad” or any text editouyixe
There are basically three ways to add the gauge:
1. Stand alone instrument window
2. Replace a gauge in your 2D panel

3. Replace a gauge in your virtual flightdeck / VC

Options 2/3 will only work if you have the necessapace and a spare
gauge that you can replace.



1. Stand alone instrument window
Edit the panel file like this:

Replace or add a window definition:



Note: The gauge DLL has a different name for each saboui
FSX boxed:
gauge00=FFX_Gauge!FireRadarGauge,0,0,220,220

FSX SE:
gauge00=FFX_ Gauge SE!FireRadarGauge,0,0,220,220

P3DV 2.5
gauge00=FFX_Gauge P3D!FireRadarGauge,0,0,220,220

P3D V3.x
gauge00=FFX_Gauge P3D_V3!FireRadarGauge,0,0,220,220

P3D V4.x
gauge00=FFX_Gauge P3D_VA4!FireRadarGauge,0,0,220,220

Now save and close the panel.cfg. You can accesgaihges with the
usual key controls or by using the menu:



2. Replace a gauge in your 2D panel
or
3. Replace a gauge in your virtual flightdeck / VC

Edit the panel file like this:

Replace an existing gauge definition, keeping tuegg size

In the example we disabled the existing HSI disglayhe pilots'
instrument panel and replaced it with the FireFegiX Fire Radar.



7.3 The INI-File

The appearance of the Fire Radar gauge is conbtiby editing the
“FFX_Gauge.ini” file.

The file is located in the “\Gauges\FFX_Gauge” &ldf your main
simulator directory and can be edited with the déad Windows Notepad.

For P3D V4 users the file is in “\Documents\Prejxavd Add-ons\Lorby-
S| FireFighterX P3D_V4\Content\Gauges\FFX_Gauge”

Options:
RefreshRateusing this gauge will have an impact on your RREh
this parameter you can adjust the refresh rateeofaiuge display to
best suit your computers' capabilities.
ScopeRelationf you replace the background “radar scope” image
with one of your own, you may have to adjust thedighes” to



reflect the actual distances.

Example: with the default green scope, the reldbietween the total
image height to the radius of the outermost greenis 1:0.85. By
setting the value 0.85, a blip that is 20 mileswilitbe placed
exactly on the outermost green ring at range 20.
ShowRefillPosSwitch the text on the top left corner on or off
ShowTankFill Switch the text on the bottom left corner orotir
ShowRange Switch the text on the top right corner on dr of
ShowBoxes Switch the mode selector boxes in the bottorntran
or off

ColoredBoxesToggle if these boxes should be color codedlor al
green.

ShowPlayerLabelsToggle if the blips of the network player airdraf
should get a small text label with the first thobaracters of the
player name

ColoredLabelsToggle if the aircraft labels should all be green
colored like the blips

ColoredBlips Toggle if the blips should all be green or cotbre
red/blue/yellow

BlueBlipBrightness, RedBlipBrightness, YellowBligBtness Set
the brightness of the blips. Accepts values betvie@tark) and 100
(bright)

BlipSize the minimum size that a blip may have.

GrowFireBlips Toggle if the red fire blips should grow in sire
relation to the size of the fire.
BackGroundimageFiteBackground image

StopBitmapFile, SpoolDownRightBitmapFile,
SpoolUpRightBitmapFile, SpoolDownLeftBitmapFile,
SpoolUpLeftBitmapFile, AttachHoseBitmapFile,
RemoveHoseBitmapFile, RefillingBitmapFile

Bipmaps shown in the refill process

All picture files have to be located in the samauges\FFX_Gauge”
folder where the INI itself is.



8. Simulator variables and events

FireFighter X uses a number of simulator varialleg events. You can
assign these to joystick buttons or your own gauges

Variables:

Tank fill level

Timer value / Coverage selector position

Events
Triggers / toggles the retardant drop

Arm/Disarm the drop system

Arm/Disarm the scooping system

Trigger the emergency dump

Toggle the green status bar in the sim

Switch from retardant to water and vice versa

Increase/Decrease the drop timer value /
coverage selector position

Increase/Decrease the tank percentage selection

Siren “Yelp”
Siren “Warble”




0. Disclaimer

FireFighter X is licensed for private, non-commatlcise only. It is not
sold, any property rights remain with the author.

This license is for a single user only - you may distribute this package
or parts of it.

Disassembling, refactoring or changes of any kindade and models are
prohibited.

Disclaimer of Warranties. The author disclaims to the fullest extent
authorized by law any and all other warranties, whéher express or
implied, including, without limitation, any implied warranties of title,
non-infringement, merchantability or fitness for a particular purpose.
Without limitation of the foregoing, the author egpsly does not warrant
that:

the software will meet your requirements or expemhs

the software or the software content will be frébugs, errors,

viruses or other defects;

any results, output, or data provided through oregated by the

software will be accurate, up-to-date, completesbable;

the software will be compatible with third partyftecare;

any errors in the software will be corrected.

the software will not cause errors or damage tatmputer system

where it is installed.
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