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License Agreement 1 Flight One Software And Scenery Solutions

Flight One Software, Inc. and Scenery Solutions i Xtreme Cities for Microsoft Flight Simulator

IMPORTANT-READ CAREFULLY: This End-User License Agreement ("EULA") is a legal agreement between you (either an individual or a single entity)
and Flight One Software, Inc. and Scenery Solutions for the product identified above, which includes computer software and may include associated
media, printed materials, and "online" or electronic documentation ("SOFTWARE PRODUCT"). By installing, copying, or otherwise using the
SOFTWARE PRODUCT, you agree to be bound by the terms of this EULA. If you do not agree to the terms of this EULA, do not install or use the
SOFTWARE PRODUCT,; you may, however, return it to your place of purchase for a full refund.

SOFTWARE PRODUCT LICENSE

The SOFTWARE PRODUCT is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties.
The SOFTWARE PRODUCT is licensed, not sold.

1. GRANT OF LICENSE. This EULA grants you the following rights:

1 Installation and Use. You may install and use one copy of the SOFTWARE PRODUCT
1  Reproduction and Distribution. You may NOT reproduce or distribute any number of copies of, or any part of, the SOFTWARE PRODUCT to any
person, or make any part the SOFTWARE PRODUCT accessible to any party on the Internet.

2. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.

1 Limitations on Reverse Engineering, Decompilation, and Disassembly. You may not reverse engineer, decompile, or disassemble the
SOFTWARE PRODUCT, except and only to the extent that such activity is expressly permitted by applicable law notwithstanding this
limitation.

1  Separation of Components. The SOFTWARE PRODUCT is licensed as a single product. Its component parts may not be separated for use on
more than one computer.

1  Software Transfer. You may permanently transfer all of your rights under this EULA, provided the recipient agrees to the terms of this EULA.

1  Termination. Without prejudice to any other rights, Flight One Software, Inc. and Scenery Solutions may terminate this EULA if you fail to
comply with the terms and conditions of this EULA. In such event, you must destroy all copies of the SOFTWARE PRODUCT and all of its
component parts.

3. COPYRIGHT. All title and copyrights in and to the SOFTWARE PRODUCT (including but not limited to any images, photographs, animations, video,
audio, music, text, and "applets" incorporated into the SOFTWARE PRODUCT), the accompanying printed materials, and any copies of the SOFTWARE
PRODUCT are owned by Flight One Software, Inc. and Scenery Solutions or its suppliers. The SOFTWARE PRODUCT is protected by copyright laws
and international treaty provisions. Therefore, you must treat the SOFTWARE PRODUCT like any other copyrighted material except that you may install
the SOFTWARE PRODUCT on a single computer provided you keep the original solely for backup or archival purposes.

4. U.S. GOVERNMENT RESTRICTED RIGHTS. The SOFTWARE PRODUCT and documentation are provided with RESTRICTED RIGHTS. Use,
duplication, or disclosure by the Government is subject to restrictions as set forth in subparagraph (c)(2)(ii) of the Rights in Technical Data and Computer
Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2) of the Commercial Computer Software-Restricted Rights at 48 CFR 52.227-
19, as applicable. Manufacturer is Flight One Software, Inc. and Scenery Solutions Atlanta, GA.

MISCELLANEOUS

If you acquired this product in the United States, this EULA is governed by the laws of the State of Georgia. If you acquired this product in Canada, this
EULA is governed by the laws of the Province of Ontario, Canada. Each of the parties hereto irrevocably attorns to the jurisdiction of the courts of the
Province of Ontario and further agrees to commence any litigation, which may arise hereunder in the courts located in the Judicial District of York,
Province of Ontario. If this product was acquired outside the United States, then local law may apply.

Should you have any questions concerning this EULA, or if you desire to contact Flight One Software, Inc. and Scenery Solutions, you may visit
www.flightl.com

LIMITED WARRANTY

NO WARRANTIES. Flight One Software, Inc. and Scenery Solutions expressly disclaims any warranty for the SOFTWARE PRODUCT. The
SOFTWARE PRODUCT and any related documentation is provided "as is" without warranty of any kind, either express or implied, including, without
limitation, the implied warranties or merchantability, fitness for a particular purpose, or noninfringement. The entire risk arising out of use or performance
of the SOFTWARE PRODUCT remains with you.

NO LIABILITY FOR DAMAGES. In no event shall Flight One Software, Inc. and Scenery Solutions or its suppliers be liable for any damages whatsoever
(including, without limitation, damages for loss of business profits, business interruption, loss of business information, or any other pecuniary loss)
arising out of the use of or inability to use this Flight One Software, Inc. and Scenery Solutions product, even if Flight One Software, Inc. and Scenery
Solutions has been advised of the possibility of such damages. Because some states/jurisdictions do not allow the exclusion or limitation of liability for
consequential or incidental damages, the above limitation may not apply to you.



1. Product Support

The flight simulator ad@n maket is unigue in that the target audience for products like ¥teeme CitieX series is
much smaller than most commercial software products. As a result, developers and publishers in this market cannot
really afford to provide personal phone or email popt.

However, forums are a terrific support venue. They allow all users to share information that would normally be private
with an email support base. Both Flight One and Scenery Solutions maintain a presence in the forum behlmv, and
would be happy tdelp you with any further assistance you need at that location.

WWW.simforums.com/forums This sitecontains the suppotforum hosted by Flight One Softwete Scenery
Solutions products (Xtreme Cities asitimate Terrain) It is a very active forum
and usually hashe latest bookmarked information

www.scenerysolutions.com Website maintained by Scenery Solutions



http://www.simforums.com/forums
http://www.scenerysolutions.com/

2. Xtreme Cities Benefits ?

Congratuliations. You are purchasing a first of its kind scenery product, based on a proprietary technology. Xtreme
Cities is created with new software developed by Scenery Solutions that allows masses of custom buildings to be
displayed, while still allowing femooth flight on an average hardware system.

Vv

<

Nearly every building is present, even houses, with each object in their real world location. Houses follow actua

reaktwor | d r oads, not the “fake?” roads in the Landcl
Proprietary, oneof- a-kindtechnology, allows custom scenery objects to be created and displayed with a
performance | evel on par with (per object) or bet

Gorgeous night lights with ground lighting.

As with our Ultimate Terrain prodis, XTreme Cities is fully configurable. Each feature can be turned off and on
down to either the product or city level.

ProprietaryTexturePhotdechnology allows for picturesque terrain scenery for rsmasonal areas, with
transparent areas for seasoneegetation. This strategy provides full support for all seasons, which is not
normally feasible with Photoscenery terrain due to large download and storage requirements.

For Photoscenery users, Xtreme Cities greatly enhances the terrain by addinggsuyilcées and lights in their
realworld locations. A real plus for Photoscenery products, which are usually flat and barren.

Works seamlessly with Ultimate Terrain and other similar products.

Multiple versions are available gpecifically target usenmsith eitherthe base FSkxturesinstalled or upgraded
terrain texture packs from the most populaf ®arty addons. At this point, in addition to the base FSX versions,
we provide customer installers ChhaFT)Gbdalt s Baiseh PpP6Go
installed This allows Xtreme Cities regions to blend in best with the surrounding landclass textures.

Optional configuration modes to benefit higtititude flyers who desire the detailed cityscapes with as little VAS
(virtual addres space) usage or frame rate impact as possible.

Nothing like this has been available to flight simulator users in the past. Xtreme Cities will be the missing piece for
many Flight Simulator fans.



3. Xtreme Cities X I Quick Startup

After insallation, theXTreme Cities iKstaller will immediately call th¥Treme Cities Setup Tool. The first time the
setup tool is executed, it will automatically configure your environment using the default settings. You don't need to do
anything else at thipoint.

4 . Locating FSX If Not in Registry

The Xtreme Cities X tool will look in the registry for the location of FSX. If you have moved the FSX location, you can
browse to the new location and change it.

Press the “"Change FS Location” button to do th

Change F5X Location

You will be Bown the current FSX location asfoundimme wi ndows regi stry. To ch
For FSX” b u thefolder cantnidingow FSXEXE file. A green arrow will indicate that FSX was found at this
location. A red X indicates that the location is invalid.

Change FSX Location x|

FS¥ Location In Windows Registry:
I H:\Games\Fsx

FSX Location Used By Ultimate Terrain:
I H:\Games\Fsx

Green chedkmark indicates a valid location for FSX.
Red X indicates invalid location.

Ok I Browse For FSX Use Registry Cancel




5. Xtreme Cities X T Interface Details

Validation Process And Error Checking

Immediately after the installation process, th@reme Cities X Interfaedll be started. Each time thaterfaceloads it
will validate many of the FSX configuration settings for you and display any unresolved texture references or layering
problems that it finds.

Figure 51 (startup process)

J | Validating FSX Installation

\/ Validating Terrain Scenery Layers

\/ Validating Custom Textures

oK

In the example above, the validation process found no significant edithis point, you canness the OK button to
continue.

In the event that the validation process finds inconsistencies, you will be warned as shown irBFgtieview the
warning messages,escslaigeeks tAree “AWaariniarbg eM butt on.



Figure 3 -2 (validation errors found)

V
Vv

Validating FSX Installation

Validating Terrain Scenery Layers

Validating Custom Textures

Warning Messages Are Available
Click Button To Read

oK

Figure 3-3 (warning message)

The Following Inconsistencies Were Found In Your FSX Environment:

-Missing referenced texture in TERRAIN.CFG “E:\Games\FSX\SCENERY\WORLD\TEXTURE\UTENID.BMP®,

These issues should be resolved to get the most enjoyment out of your
For assistance, please visit the support forums at www . simforums, com/forums

oK

environment.




The Interface

The Must Read Section

TheXTreme CitieX Setup Tooallows you to make specific configuration changes to each individual city. This level of
configurability isvery beneficiahs you carune things tomeetyour personalneeds This is especially helpffiyou

have other 3 party scenencovering the same areas

Figure 3 -4

USA SouthCentral
IJSA Southwest

Modify Current
Product

Ml Ericizni

TexturePhoto ; : )
|V (dEEUIﬂ H'gh e

o L
[ |
Maodify Tree Textures

When the application starts, all installed product regions will be displayed. In the example aledvaye6” | nst al |
Products”. For t hi s Sath@entpallpreduct we wi |l Il use the USA



SelectindJSASouthCentral from the installed product\igit display a list of all cities in the product regiarthe
“Product City Selection” box.

Figure 3 -5

Modify Selected City

Madify Current
Product

San Antonio-Tx
Tulsa-Ok

o o o o
[ |

»
Modify Tree Textures

10



Now, we can select and configure the i n86,youuwilluseelthewayt i ¢

Xtreme Cities isurrently configuredor justthat city.

Figure 3 -6

f= W
ﬂ XTreme Cities Conﬁguratlon Tool “ EI%E

USA South Central

Tulsa0k

TexturePhoto ) ) .
|’ et Flah Aliuce

|

The configurations are shown in 3 sections: Vecto r Scenery, Scenery Objects and Other. To
change the configurations for a city, you will click the various settings in these 3 sections and
thenpressthe fiModi fy Sel e c butod to€ettheylanges. When you make a change,

you will notice thata p  ortion on the right side will contain one of two symbols:

&

X Indicates that you have unsaved changes.
When you click the AModi f tosaSechanges etde cldangeswil thel savedand
the green sym bol will reappear. If you switch to another city or product with changes unsaved,
the changes will just be ignored for the current city

Indicates that all changes have been saved.

11



Making Batch Changes ToAll Cities In A Region
The “"Modify Selected City” buditt Baot youxdn enake mddifications © one nity y
and have the software duplicate the changes to all citiespgroduct.

Press the “Modify Current Product” to make the chang:e
box).

Indi vidual City Settings

Terrain Mode
Terrain Mode

TexturePhoto

(default) Vector Terrain

Phiotoscenery High Altitude

Th derrsinModé box will set the best individual comyigurat
default, the Xtreme Cities TexturePhoto coverages are expected to be used.

The “ Phot os cwilhpespayethe cortent setected city for use witmanstalledphotoscenery product which
coversthat city area

“Vector Terrait will disablethe TexturePhoto terrain and the custom ground polygons provided by Xtreme Cities. This
will allow the undenying landclasto be used in the Xtreme Cities aramng with other vector features (i.e roads) You

will still get the Xtreme @es buildings, trees ankights  But, you will see the urban landclass textures with the fake
roads, in addition to anyector roads that are present. Weo u | d n’' t econonmremddhis kejtingiBut, some

users may find value in it.

“High Altitude” wil!/ only activate | Cityscapeswill gtilbbe seent s, ¢
from a distare, which will come as a benefit to high altitude only fliers. This mode will both help with framerates at a
high altitude and also VAS usage.

Scenery Objects Section
Scenery Objects
[ Base Buildings
v Houses
v StreetfLot Lights
[+ Bridges
v Trees
Library Objects:
v Detail [

You can turn the variougpesof scenery objects on and off as you wish. Theifft options are as follows:

Base BuildinggCommercial buildingstorage tanksind railroad cars.
Houses Residential housesnd apartments
Street/Lot LightsAll night lighting
Bridges Extrusion bridge objects for roads.
Trees- All custom tree objects.
Library Objects- FSX library objects or custom objects
12
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Library Objectsequire more discussion.

Library Objects
Library Objects:
v |Detail |

Nearly all Xtreme Cities objects are based on our proprietary technology that clusters objects together as one for
efficiency. Howevergosne landmark FSX objects or additional custom objects may also be present in their native forms
These objects are generally more detailed than the more efficient models normally used in Xtreme Cities.

DetailedFSXibrary object buildings are a rarignd do not exist in altities. But, when present, theyréurt frame
rates due to inefficient texture usendor high polygon counts (especially with the LOD support not prefeeritrary
objectsin FSX SP2).

Most cities do not have detailed FSX librabjects. For example, the City of Houston has 14 library building objects.
The city of Ft Worth, TX has zerdustin, the capitol of Texas, also has zero detailed buildings shipped with FSX.

When cities do have custom FSX library objects availailevill use them by default. But, we give you the option of
removing those buildings if frame rates are too heavily affected.

Press “ Det ai dbjectséranchedk B4 reindvebdetailedyobjectsin some products, we may provide
“ Ef f iversioasof thiese library objects. This will be important for some cities, like Seattle, which have a large
number of detailed library objects present.

If you see either button greyed out (efficient is greyed out in our example), then models are ilabkfor the current
city in that version.

Vector Scenery Section

VWector Scenery
v Water

[v Moving Road Traffic
[v Ground Polygons

Xtreme Cities use very little vector scenery, with the following exceptions:

1. Water polygons are used for the water areas cut out of the TexturePhoto.
2. Moving road traffic is provided.
3. Detailed gound polygons provide for the green/vegetative areas in the cities.

Because of the FSX scenery boundary limitations, Xtreme Cities provides replacement water all the way out to all QMI
11 boundaries that are affected by the city. isT&llows a seamless transition between Xtreme Cities and the
surrounding vector scenery features (like Ultimate Terrain X) or even default FSX water

13
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Other

[ Mesh

[ Autogen Excudes
[~ Object Exdudes

[ Vector Exdudes

[ TexturePhoto (Near)
[ TexturePhoto (Med)
[ TexturePhoto (Far)

This section contains other important elements associated with Xtreme Cities. Y taggée these items on and off.
But, you should use caution as they may have undesired results.

1

Mesh-Xtreme Cities provides its owneshthat is limited to the city boundaries. We use the custom mesh to
make sure building clusters are level with thewrd and reduces the chances of floating or sinking buildings.
Autogen ExcludesAutogen is normally excluded automatically when a custom ground texture is used.
However, we provide a separate autogen exclusion file for more precision. This shoudddisalled unless
you wish to use vector terrain.

Object Excludes Because Xtreme Cities provides all the objects in athit/featuresexcludes all FSX objects
beneath them.

Vector Excludes This feature excludes the default roads, water and oth&taefeatures as necessary.
TexturePhoto- There are 3 different TexturePhoto check boxes, because there are 3 layers of TexturePhoto for
each location. Each layer handles different LOD ranges: Near (K18 Medium (LOD 113), Far (LOD-4
10).

14



Global Settings
These settings affect ALL Extreme Cities products installed.

Seasonal Tree Textures
Global Settings (Affects All XTreme Cities Products)
Seasonal Tree Textures (for non-autogen trees)

" Spring * Summer [ Fall " Winter © Hard Winter
|¥ Use Seasonal F5X Tree Texture

Modify Tree Textures |

If you desire, you can change the tree textures to match the current season that you wish to fly.

Extreme Cities provides its own textures. Howeyeu can also use the curredéfault installed=SX tre¢exstures |If
you wish touse the currently FSX tree textutbegnc heck t he “ Use Se abmtom &dingthes X Tr e
current FSX tree textures may help to blend scenery areas. eSecammend doing this.

To save your changes, pressthiodi fy Tree Textures” button to replac:

Change FSX Location
The setup tool will look in the windows registry for the FSX installation location. If you have moved your &¥y of F
manually, you should locate it manually by pressing this button.

Changing The Light Texture

Change Light Texture
For Selected Product

Xtreme Cities products provide night lighting objects with transparent ground lighting.  We have provided different
options to maodify the color the nightghting. Note: The custom install¢hat you chose will typicalipstall the best
lighting option for you

This option is important because you may want to match other products that provide night lighting (i.e. UTX or Orbx FT
Global). Pressng t he “Change Light Texture For Selected Prod
your current options.

Select Light Texture Package [ ]
| GEX/UTX Match - Sodium Lighting With slight pinkish Tint Install |

ninkish Tint Cancel

Orbx FTX Match - Larger sodium Lighting with yvellow tint

To change the installed Iighting option, make a sel ec

15



6. Night Lighting

The Xreme Cities X night lightinig very realistic and frame rate friendlyspecially when you considérat each city
typicallycontains between 18,000 and 60,000 lighijects

The night lights are invisibte the userduring the day. But, from theimulators standpoint, the lights are still present
and will take a few extra resourcesto processy ¢fur comput er s r e sywwcarsaesafeawr e at
frame rates by disabling éhnight lighting for daytime flights if you desire.

There ae two ways to enable/disable the lights.

1. Prior to flight, you can disable @nable the night lighting using ¢éiXtreme Cities interface

2. During flight, you can disableerna bl e t he night |l ighting by Bltremglgr i n
DenseVenyDe nse” . VRyben rg” ad et thiendg wi | | gi ve you e

for night lighting.

Most users will probably not feel a need to disable the night lighting during the day. But, you have that optioneavailabl
to you.

16



7. What Is TexturePhoto Terrain ?

Before discussing TexturePhoto, here is an overview of the two main types of terrain madalgble (excluding mesh
for elevations). The two types of terrain textTextwewes . .are Phanodslc:
example of the latter.

Landclass Terrain

Thedefaultterrain system irFlight Simulatoislandclass, which igptimized to minimize disk space. The system
dividesthe entire world into cells that are roughly 1.2glusge.  Each of these squares is assigned to a particular type
of landclass (i.e. Forest, Farmland, Shrubs, Urban, Suburban).  Each type of landclass has a unique type of texture
assigned to it. There are roughly 140 different types of landclagsésxavailable ifrlight Simulator Of these 140

types, there are 11 differertypes of citytextures The restof the landclass texturesre basically all vegetation

When flying over thé-light Simulatoterrain, you will see an appropriate blémof landclass textures put together in a

sort of grid. The edges of the grid are blended to keep the terrain from looking like a bunch of squares.

Disadvantages of Landclass

Landclass is very efficient because there are a little over 8,000 landclas® tiexages including seasonal variations,
whichcan be sharedcrosghe entire globafor efficiency These images take up 5ghdifkstorage which is small
considering the alternativ® The drawback to Landclass is that while the imageslgvienpression of reality, the

features in the images are not geographically accurate, especially in urban/suburban areas. In these areas the hous
and other buildings are aligned along “f aikthéirrealwaldl s b
locations.  When vector roads (i.e. highways, major roads and minor roads) are drawn on top of these images, the
vector roads which are geographically accurate clash with the roads in the Landclass textures.

What about Photosceneryvhich is a custom terrain texturg Well, this also has drawbacks thae discussed in the
next paragraph.

Photoscenery Terrain ( Custom Terrain Textures )
Photoscenery terrain is drawn using photographic aerial imadeis a fairly populaaddon opton for Flight Simulatar
While Photoscenery gives the most geographically terrain accuracy available, there are drawbacks.

Disadvantages of Photoscenery

9 Covering the entire global is not feasible, because the storage requirements and distributionailgexceed
t he systen capacity

1 Most Photoscenery does not contain seasonal variations, because this would require separate, colorized image
for each season (spring, summer, fall, winter and hard winter).

1 Photoscenery does not generally containomplete set outogen objects, which means the terrain is usually
flat or with only a few custom buildings appearing.

1 With Photoscenery its difficultto blend in with the surrounding landclass along the bordeexzause of the
color variations. Lanctlass textures are typically much brighter than photoscenery.

1 Photoscenery can often lead to long flight load times.

If you are a Photoscenery user, XTreme Cities can reallpbefuse objects in Xtreme Cities, including trees, are
positioned in their eal world locations. The Xtreme Citesmnfiguration tool has a specific setting for Photoscenery use.

17



TexturePhoto
TexturePhoto is a name we give to our proprietary method of drawing the terrain. Textureftestts to useparts
of the previous gtategies combined together.

TexturePhoto does not use Photographic images like Photoscetwyever we do createcustom terrainimagesfor

e a ¢ h tHataeebds€d on veryecurate city map data containirfgatures likeroads,railroads,parks, paring lots,

baseball fields, tracks and other features that are placed in theirwedd locations.  Waeise thiscity mapvector data

t o “ @ataticmage using textures specifically created to match the surrounding landclass. To avoatmalke
variation problem associated with Photoscenery, we cut out transparent areas from the static iarahakow

vegetation areasnd waterto shine thru In addition, ve replace the default landclass textures that normally have the
fake roads and duses, with a more appropriate landclass texture that can be used for residential vegetation. We only
need to use the landclass textures for the vegetative areas, because allnathrseasonafeatures are handled in the
custom terrain textures.

With TexturePhoto, there are no mofake roads in the background landclassgesin urban areas

TheTexturePhotoimages are still a little large size  But, we only have to provide enough of the custom images to
cover our city boundary areas. Amat having to provide seasonal variations allowsaigrovideonly 1 set of images
as opposed to 5 sefd for each season)

Because we use the existing landclass text(@sscustom ground polygonfr vegetationin the transparent aregshe
scenery vill not generally be affected when the user purchases popular addon texture replacement packages like (Fligh
Oné Ground Environment ¥r Orbx FT)X5lobal Base Papk Howeverto create even better blendingye provice

custom installers for users thatve the bas&SXackage Gound Environment X oFTXGlobal Baséand maybe

others in the future)

18



8. Configuring Flight Simulator For Use With Xtreme Cities

Scenery Library Layering

Xtreme Cities products should be positioned above mosttifili, other scenery products. In the screenshot below,

the Xtreme Cities “USA South Central” products is po:¢
. SETTINGS - SCENERY LIBRARY -

Available scenery areas:

'Enabled I“.Bt:ener',l' area '--'Priorily ! ‘|

v UsA South Central 1 s

74 UT US4 Airports z s

¥4l UT FSX Waterclass 3 Move Up

vl UT FS% Object Repositioning 4 _

V[ UT Usa Ground Polygons 5 twj

74 UT Usa Water 3 _

V[ UT Usa Railroads 7 ﬂj

V[ UT Usa Roads g _—

VI UT Landclass - Customn 9 ﬂj

V[ UT Landclass - Urban 10 _—

V[ UT Landclass - Wegetation 11 tm

74 UT Usa Lighting 1z

VI UT Exclusions For Default Scenery 13

VI |Prope|ler Objects 14 ¥

VI Ernpty scenery cache on exit

; J [ e ][ cavcer Jfrme u

The layering between Xtreme Cities products does not matter, because they wilt@amhdifferent regions. For
exampl e, if you have 2 Xtreme Cities product s; “USA ¢
layer is on top of each other. You just need to make sure that they are both positioned over any mbeetgonal

products that are installed, like Ultimate Terrain X.
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Texture Resolution Setting

Xtreme Cities TexturePhoto images have a 60cm resol ut
Resol ution” sttingegdrn siph atyihe se8X i ‘o®%e has a resolution of

SETTINGS - DISPLAY

GRAPHICS | amcrart [ scenerv | WEATHER 1 TRAFFIC )

Global settings: |Cusiom l '71 !' Reset Defaults v’
-~ Terrain and water -~ Scenery objects
Lewel of detail radius: Large Scenery complexity: Extrernely dense
Mesh complexity: 75 Autogen density: Extrernely dense

mmwwwmmwmmwmmwwwwwwwmw—ﬂwwwwmwmwmwwwwwwwwwwwmmm

Mesh resolution: 38 m

|:| Ground scenery shadows
i l|| 1]

Texture resolution: 60 crm

mmmmmmmmmmmmmmmmnw—ﬂ

Water effects: Max 2.x Special effects detail: High

V1 Land detajl textures

I ’ CANCEL ”
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9.FAQ

Does XTreme Cities require Ultimate Terrain X to be installed
XTreme Cities is a standalone product and does not require any other product. Hdwewvptimal coveragaeve
recommend using Ultimate Terrain X to fill in the areas outside of our detailed XTreme Cities city boundaries.

How compatible is XTreme Cities X with Ultimate Terrain X product ?

Xtreme Cities X is completely compatibligh Ultimate Terrain. In manyases, Ultimate Terraiwill further enhance
Xtreme Citieshbecause UTX provides better landclass and more accurate roads, which will help with the blending of
products Also, both XTreme Cities X and Ultimate Terrain X are based on the same commexciehdatr (TomTom).

Is Xtreme Cities compatible with Ground Environmen{GEX)?
Yes. We highly recommend GEX as a landclass replacement texture packdgédnave optionainstallers available
for the best visual performance with GEX.

Is Xtreme Qies compatible with Orbx FTX Global
Yes. We haveoptionalinstallers availabldor the best visual performance witBrbx FTX Global Base textures

How compatible is XTreme Cities Atlwother vector products, includindpasicFSX?

Extra measures were taking to make sure Xtreme Cities X products are as compatible as possible with all other vector
terrain scenery products. We even expandedXtieeme Cities Mater coverage to fill lhlarge QMID 11 boundaries

that areintersected by our scenery, so that no gaps will occur between our city boiesdand the surrounding terrain.
Thiswasnecessary because of the way FSX handles exclusion areas for things like water (QMID 11)boundary

Some very slight anomalies may occur with other vector productgtbrthe default FSX vector dataspecially ithe

data ismisplaced from their real world locations. The blending of water and roads vgknerallywork the best with
Ultimate Terain, because the expanded water data is based on the same data used in Ultimate Terrain.

If XTreme Citiederrain consists ottustom rasterterrain images, how are seasonal transitions handled ?

Xtreme Cities has a very clever way of blending stetiain and vector features to allow our city terrain to blend in well
with the surrounding landclass textures. We use static imagery for only theegetiation portions of the terrain.

This includes features like roads, railroads, parking lots, walkvggyden paths, gravel pits, shipping grounds,
shorelines, industrial areas and intermittent water areas.  We use transparency in the static images to allow custom
vector terraintextures (landclass image$) show thru forwater andvegetative seasaal areas like: forests, parks,

grassy areas, etc.Usingthe landclass textresin the transparent custom portiorallows Flight Simulatdo handle the
seasonal transitions automatically.

Extreme Cities sounds like Project X that you guys mentioneargego. Is it the same thing ?

Yes.Project X wasnlya conceptwith a prototypea few years ago. Xtreme Cities is a produatsaadysystemwith all
the technical issues of the past resolvethe development software has taken us a full 2 yeddewelopment, with the
theory being initially developed over 10 years ago.
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How is it possible to get such smooth performanceXtreme Citieswvith all those custom building object8

First, we use athe wellkknownmethodsfor getting good frame ratef ourscenery. One of these methodsvolves
using shared texture sheets for the buildings. Most importantly, our great performance comes from a propvista
of creating scenery obgts which makes tens of thousands of scenery objects appeaetsittulator as only a few
hundred.

How efficient is our process ? In a scene with 10,000 building objaetad over a 50 sq/km areaur process might
require FSX to make only abdl@0draw calls totato display the buildings Without using oursoftware strategy,
customscenery would tak@&T LEASI0,000 draw calls minimum to display 10,000 objectse riimberof necessary

draw calls for a scengoes up if a developer uses more than 1 draw call per objédsing these numbers as a typical
situation, it is safe to say that our process is at least 100x more efficient when it comes to drawing custom scenery
objects. In fact, our process allows custom buildings to be drawn with about the same efficiency as the FSX autogen
process, whiclis vely efficient butdoes nothandlecustombuilding objects

| still see some slowdown with XTreme Cities

As we said previously, Xtreme Cities is very efficient. During beta testing, all cities have been reported as flyable by c
users with no stuttes. This is amazing considering the sheer number of buildings and other objects present. Without
using our proprietary technology, Flight Simulator would be flygblen the same numbers of custom objectsVe
actuallydid test this comparison by cating a testarea with each object being a separate modelDuring the test, the

Flight Simulator was one big stutter with a frame rate of less than 1.

The level of efficiency in our object creation methods is very similar to the way FSX draws gh&dglkimg)

However, our city areas are much densfean autogerurbanareas especially downtown  Autogen buildings tend to

be inflated in size to reduce the number of objects. All of our buildings are in their real world size and |oQagion
downtown areas in Flight Simulator are typically very sparse, because there is almost no autogen due to the downtown
landclass textures used. So, comparing Xtreme Cities to dowaoliywatogen is not even relevant.

Given the same number obfects displayed, our scenery is nearly identical in performance to autofesome tests it
appears more efficient.

The cities are very nice. But, the buildings are not as detailed as | would have liked.

Our goal with Xtreme Cities at this time ésdreate accurate cityscapes in which every building is sized and positioned in
their real world location, withoubadly impactingrame rates. Using shared textures is one way we accomplish
performance gains. For commercial buildings over 3$laoheight, we make an attempt to select the most

appropriate texture out of the 64 textures available.  Prepar3D versions will be a little more detailed than FSX due to
the increased texture size.
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| fly helicoptors and cannot land on the buildings

The optimization strategwnd complexityused in XTreme Citiés help performancdorces us to remove building

crashes. You cannot crash or land on a building as is. However, we realize that this product may be very popular wi
helicopter pilots. So, we have created heliports that can be landed on. These heliports are normally in their real
world locations and often appear on hospital roofsyibes or ground placement. A list of heliports and regional

airports are included as a separatealiment specific to the product region in question. You will find that this

document was installed with the product.

I live in one of the provided cities but a house object is not present where | live

The scenery boundaries are based on the TomTom 2bddta that we base our product on. These boundaries always
include the downtown area, extending outward some distance. The boundaries may include portions of suburb cities
and exclude portions of the main city. Typically, Xtreme Cities boun@agesctangular.

We provide a separate document for each product that shows the exact coverage area for each included city.

The Xtreme Cities Houses Area Shlaallhan Autogen Houses
Yes they are. Xtreme cities houses are accurate as they are based on actual house footprints. Autogen buildings are
unrealistically increased in size to give the appearance of a fuller urban landscape.
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1 0. Product Updates

We may periodically provide updates to our products. The best place to look for product
announcements will be at the Scenery Solutions site, our support forums or various other social
media sites that we maintain.

Because of the size of the TexturePhoto a nd object scenery files, we expect updates on these to
be kept to a minimum. However, other features can be enhanced and distributed on a much

smaller level. If you have an enhancement question or suggested, please post it in our support
forum.

Best p laces to get update news:

Scenery Solutions Website http://www.scenerysolutions.com/news
Flight 1 Support Forum Simforums

Facebook http://www.facebook.com/ScenerySolutions
Twitter #FsxSolutions

Tumblr http://scenerysolutions.tumbir .com

24


http://www.scenerysolutions.com/news
http://www.simforums.com/forums/support-for-all-the-ultimate-series-of-terrain-products_forum19.html
http://www.facebook.com/ScenerySolutions
http://scenerysolutions.tumblr.com/

