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�
1. Introduction.




Flight Simulator in its various guises gives the user the ability to add third party scenery to complement the default scenery provided by Microsoft. In FS98 a special option “Scenery from 6.0 and before” is provided under World / Go To Airport allowing you to select an airport from 3rd party scenery. The data that is displayed in this section is hard coded into the various BGL files and cannot be easily changed. FSAPMENU (pronounced with a silent ‘F’ ...<G>) will give you the ability to change this data and to reorganise it in a way that suits you. Although designed primarily for FS98 it is also compatible with FS95 and Combat Flight Simulator as the VIS and BGL file structures are identical as far as this program is concerned.



It’s important to note that although changes are made to your third party BGL files it only involves changing a single character to turn off the built-in scenery area and locations descriptions. These descriptions will be copied into a single BGL file created by FSAPMENU. A new layer will be created in WORLD.VIS (or any chosen VIS file) which will hold this BGL file. It will be displayed as an additional entry in Global Areas and is protected against change. It will not be possible to deactivate it using either FS98’s Scenery Library or independent VIS file editors.



Using FSAPMENU you will be able to: -



Create, amend or delete Scenery Areas and their contents (Locations).



Change the names of Scenery Areas to suit your requirements.



Merge the contents of one Scenery Area into another.



Split a Scenery Area into two or more Scenery Areas.



Add, delete or amend Locations within a Scenery Area.



Enable and disable scenery layers in the active VIS file.



A Scenery Area roughly equates to an entry you have added to a VIS file although some VIS file entries can have more than one Scenery Layer. As an example Europe1 has five Scenery Layers covering the five different countries contained in the package. Within each Scenery Layer there are a number of Locations. A Location refers to an aircraft placement. Under normal circumstances this would be on the runway ready for take-off but there are also some where the aircraft is placed at the terminal or holding short of the runway.



In short, FSAPMENU will allow you to customise the entries in “Scenery from 6.0 and before” in a way which up to now has not been possible.



2. Installation.



Extract FSAPMENU.EXE and, if they are provided in your downloaded package, the help files (.HLP and 
.CNT), to a folder of your choice. You should create a shortcut to the .EXE program file.
 If the HLP file is provided, please refer to it—it will be more detailed than this document.




The program reads the Registry to determine the location of Flight Simulator. For the purposes of this documentation I’ve described the parent folder of Flight Simulator 98 as FS98. It may well differ on your system but FSAPMENU will always find it, assuming it was installed normally and therefore correctly registered.





3. Using FSAPMENU



Double-click the icon to launch the application. Maximise the window. You will be presented with a (initially blank) screen. FSAPMENU searches the Registry for the existence of the following products (in the order given). Once it finds one of these applications it will consider that to be the default application. The products are:-



FS98

Combat Flight Simulator

FS95



For reasons of clarity I will refer to FS98 throughout this documentation. Be aware than you can run FSAPMENU at the same time as FS98. Once you have run FSAPMENU once, and saved the results, then a freshly-loaded FS98 will recognise the FSAPMENU menu BGL, and after saving changes in FSAPMENU the entries in FS98 will be refreshed when selecting World / Go To Airport without needing to reload FS98. This way you can develop your menu system and see the results almost immediately.



From the menu select File / Open FS Scenery Set (VIS) or use the Open Scenery Set icon on the toolbar. The application will detect the Scenery folder of FS98 and by default will select WORLD.VIS. Select the Open button to load the contents of that file. For the purposes of this tutorial it is recommended you use WORLD.VIS. Rest assured that no harm will come to it but if you would prefer make a copy of the file before proceeding.



After selecting Open the entire contents of WORLD.VIS will be scanned. A screen will display the progress of the search. Once it has completed, the results will be displayed. Try it now so that you can see the display whilst reading the rest of this document.



As you can see the display is divided into three sections. The section at bottom right represents the contents of the WORLD.VIS file and includes the entry created by FSAPMENU (not visible in the window as shown here). The green ticks or red crosses indicate if an area is active or not and you can enable and disable these by double-clicking in the appropriate line. The large area to the left shows Scenery Areas contained within your WORLD.VIS file and the entries in this window match those that appear in the right-hand menu in “Scenery from 6.0 and before”. Clicking the + sign against these entries, or pressing the + key with an Area highlighted, will expand them to show all Locations. Drag and drop, using the mouse and its left button, operates in this Window to allow re-ordering of Locations and Areas, movement of Locations into different Areas and merging of Areas.



Location entries will correspond to the entries in the left-hand window in “Scenery from 6.0 and before” for each Scenery Area. Select an individual Location entry and data relating to it will be displayed in the top-right window in the FSAPMENU display. You will be able to modify this data by double-clicking the text in the value column. Bear in mind that the first five lines are protected against amendment.



Finally, the status bar at the foot of the screen shows statistics relating to the VIS file you have open.



Having explained each of the three windows in FSAPMENU, let’s now go through the menu and examine the commands in more detail. I’ve used the menu as the basis for this help file but many of the commands are replicated on the toolbar or by right-clicking in each of the windows to bring up context sensitive menus. Experiment and find the system that works best for you!



4. File Menu



4.1 Open FS Scenery Set (VIS).



As it suggests you are not limited to using WORLD.VIS. Make your selection from the available VIS files. For each Scenery Set you create, a special BGL file will be stored in FS98\SCENERY\MENUS\SCENERY with a name prefixed by the name of the VIS file. For the vast majority of people the WORLD.VIS will be the only one in existence.



4.2 Save Results.



Selecting this option will save any changes and keeps the application active. However if you have selected Enable Original Menus and then select Save Changes you will be warned that you may lose previously saved customisation.



If you choose ‘Yes’ in answer to the question asked, the menus in FS98 will be updated based on your current changes. Choosing No will not save the changes. Under normal circumstances choose No to ensure you do not lose your customised settings.



4.3 Restore Previous Results



This option works in conjunction with 4.6 (Enable Original Menus). Let us suppose that you have customised your entries and saved them. If you then select Enable Original Menus the VIS file will be re-scanned and the original non-customised Scenery Areas and Locations will be displayed. Saving at this point could be disastrous as you would lose your custom settings but this option allows you to restore your customised settings from the backup file. Selecting Yes when prompted will restore your last customised changes.



4.4 Close Scenery Set.



Closing a Scenery Set will ask if you wish to exit without saving changes. The application remains active.



4.5 Print



This option will allow you to print either the entire contents of the VIS file – Scenery Areas and their respective Locations – or a selection. The minimum that can be printed is a single Location. The items selected are those with the predominantly yellow icons. To select individual Scenery Areas left-click one to select it and all the underlying Locations entries will be included in the printing. To select a contiguous group of Areas and/or Locations, use the Shift key whilst clicking. To select (and keep selected) non-contiguous Scenery Areas hold down the CTRL key whilst selecting. (This use of Shift and Control keys is just like selecting files in Windows Explorer, so it may already be familiar to you). 



4.6 Enable Original Menus.



This is a powerful command and will undo all the changes you have made to your menus. If you have got into a mess then selecting this option will put everything back to its original state as though this application had not been run. 



If you have not yet selected a VIS file, you will be prompted to select the VIS file you wish to undo. The customised BGL file created by FSAPMENU still exists. See section 4.1 “Open FS Scenery Set (VIS)” for its location.



IMPORTANT: Under normal circumstances, using a single VIS file, you will not need to use this option. If you do, use it with care. If you elect to save changes after enabling original menus you risk losing your customised changes. (See section 4.2 “Save Results” for more information).



If you have multiple VIS files, you will need to use this option if any sceneries are referenced in more than one VIS file. This is because, having run and saved results from FSAPMENU, all the original menus, in the original BGLs, are disabled. To now build a good and complete menu for a different VIS file, those menus need re-enabling before using FSAPMENU on that other VIS file. The sequence for two VIS files, for instance, would be:



Run FSAPMENU on the first VIS file. Process the data as required, and save the results.

Select the second VIS file, and select “Enable Original Menus”. This will ensure that all of the menu BGLs referred to by this second VIS file are enabled.

Process the data for this VIS files, and save the results. This will automatically disable the original menus just previous enabled, so pleasing both VIS sets.



For more VIS files, merely repeat steps 2 and 3 above before processing them for the first time. Note that it is NOT necessary to “Enable Original Menus” again for VIS files already processed. All the data needed for those menus is incorporated into the generated MENU BGL in the Menus\Scenery folder.



4.7 Disable Original Menus



This will reverse the action of 4.6 and will reinstate your customised settings. The BGL files containing your changes are reactivated. Using these two options you can toggle your customised changes on and off providing you don’t save whilst you’re doing it. Please note that even after running this option the special scenery layer it creates is still shown as active. However, no information from that layer will be displayed. All that has changed is the single bit in each of the BGL files that displays airport info has been toggled back on to reactivate the original descriptions.



4.8 Exit Without Saving



Selecting this option will terminate the application without saving any changes.



4.9 Exit After Saving



Selecting this option will terminate the application after changes have been saved. However if you have selected 4.6 (Enable Original Menus) and then chosen this option the warning message shown in 4.2 (Save Results) will be displayed.



5. Edit Menu.



5.1 Find Entry



Selecting this option via the menu, toolbar or by right-clicking in the left window will display a dialogue box prompting you to supply text to search for. After typing the text you wish to find, click Search (or press Enter), and each instance of that text will be displayed. There are three options offered in the dialogue box:



Perform wrap search: means that the search will cycle back to the start of the list after it has reached the end. Switch this option off (unchecked) to make the search stop at the end of the list.



Start after selected item: means that the search will commence with the first item after the one currently selected (highlighted by reversal). Switch this option off (unchecked) to make the search begin at the start (i.e. at the ‘World.vis” entry).



Match largest partial: means that, should the search not find a fully matching text, then it will find the one matching the most characters of the search text, from the left. Switch this option off (unchecked) if you only want to find full matches.



Your search option settings will be remembered and restored next time you run FSAPMENU.



You will see, then, that by default the search operates in a slightly different way to many searches. For example if you type “Manc” expecting to find Manchester, then FSAPMENU will return Manchester but will also return Comanche. If it can’t find an exact match for the supplied search text it will find the nearest match (to a shorter search text). So searching for “Everton” will return Jever if Everton doesn’t exist. This method may help find things even when you can’t remember the spelling, and that is why this option is on by default.



The keyboard shortcut for this facility is Control+F (for “Find”).



5.2 Find Next



This will search for the next instance of the supplied search text, using the same search options. The menu can be used to call this command but the shortcut key of F3 is preferable. If F3 is used when no previous search text has been provided, then the full ‘Find Entry’ action occurs, allowing you to specify the text and select the options.



5.3 New Area



Selecting this option will create a new Scenery Area immediately before the highlighted area. It doesn’t matter if it’s not in the correct alphabetical position as you can sort Scenery Areas. Type a name over the default value of “New Entry” and hit Enter. Alternatively use the toolbar icon or right-click in the left window, or use the Insert key when an area is highlighted.



A new Area can be inserted within an existing one, to split up the Locations. Do this by creating a new Area whilst a Location is selected rather than another area – from the keyboard this is done by Shift+Insert (Insert on its own creates a new Location). When a new Area is created in this way, after confirmation the highlighted Location, and any following Locations in the same Area, are transferred to the new Area.



5.4 New Location



Selecting this option will create a new Location in the Scenery Area of your choice. If you have WORLD.VIS selected no action will be taken since it is not possible (or desirable) to create a new Location at that level. After selecting this option a new Location entry named “New Entry” will be created. Type a suitable name and press Return. Further guidance will follow later in this guide on specifying Locations details. You can also create new Locations using the toolbar or right-click to bring up the custom menu, or simply by pressing Insert when a Location is already highlighted in the same Area..



5.5 Rename Area



Select the Scenery Area you wish to rename and select this option. Type in a new name and press Return. Alternatively, click the name twice (slowly) to rename it using the default Windows method.



5.6 Rename Location.



By selecting your chosen Location and choosing this option you can rename a Location. Alternatively, click the name twice (slowly) to rename it using the default Windows method.



5.7 Undo last edit.



FSAPMENU supports a very basic Undo, but only for the last description or Location detail edited. You can select this action from the Edit menu, via the toolbar icon, or by right-clicking in the Scenery list window or the details window (top right), for changes made there. Bear in mind that the Undo action cannot store the last change indefinitely. Continuing to select other Scenery Areas and/or Locations after changing data will make the Undo action unavailable.



Remember that there is no undo support for deletions. However, deletions do require confirmation, so there is not too much danger. If you do make changes you regret, do NOT save the results, but close the file without saving and start again.



5.8 Delete Area / Delete Location.



Highlight the Area/Location you wish to delete and select this option from the menu. Alternatively pressing the Delete key will achieve the same result.



5.9 Sort Areas / Sort Locations.



Another very useful command allowing all Areas and Locations to be sorted in ascending alphabetical order. The placement of the cursor is not critical for these operations – all Areas or Locations in the entire list will be sorted into ascending alphabetical order.



5.10 Edit Location Details.



Highlight a Location and select this option. The Location Description in the right-top window will be highlighted. Edit this, or cursor down to the entry to be changed, and enter the new details. Do this for each entry you want to change. To finish, press Return. Alternatively simply double-click any entry in the window to edit direct.



5.11 Change VIS Selections.



Selecting this option will place the focus into the VIS Scenery Selection entries in the lower right of the window. Use the arrow keys to navigate through the entries and toggle the status using the Return key.



You can also use Shift+Tab to move back and forth between the Scenery Area window and the VIS list, or simply select entries with the mouse, double-clicking to toggle the status in the selected line.





6. View Menu



6.1 Expand All Area.



Selecting this option will explode the tree to show all Location entries within each Scenery Area. Alternatively use the toolbar icon or right-click in the left window.



6.2 Collapse All Areas.



This is the reverse of Expanding and hides the Location details within each Scenery Area. Alternatively use the toolbar icon or right-click in the left window.



6.3 Auto Expand and Collapse.



This is an option which can be toggled on and off. If selected all the Location entries within a Scenery Area will be displayed automatically when a chosen Scenery Area is highlighted. Alternatively use the toolbar icon or right-click in the left window.



6.4 Show Fractional Minutes.



Latitudes and Longitudes are shown as degrees, minutes and four places of decimal minutes. Alternatively use the toolbar icon (“m.nn”) or right-click in the top-right window. This command is an alternative to the option to “Show Minutes and Seconds”.





Using the fractional minutes format matches the default way positions are shown in FS98 when Shift+Z is pressed. However, FS98 shows only two places of decimals, which is not enough for accurate aircraft placement (up to 20 metre differences can occur). For better accuracy, use the Minutes and Seconds display.



Jeppeson and other chart makers for real world aviation do use the fractional minutes format, so this display is useful when checking or setting initial positions using such publications.



6.5 Show Minutes and Seconds



Selecting this option (the default) shows latitudes and longitudes in a much more accurate format – degrees, minutes, seconds and decimal seconds to four places. There
 is a  toolbar icon as well (“m:
s”), and a right-click in the top-right window will also provide the option.



This method of displaying positions gives accuracy to a metre or better, so it is ideal for placing aircraft on the tarmac. To make FS98 display its positions in the same format, exactly, add this line to the [MAIN] section of the FLTSIM98.CFG file (found in your main FS98 folder):



DISPLAY_FRACTIONAL_MINUTES=0



Unlike the positions displayed in FSAPMENU, the format of FS98’s positions cannot be changed from within the program.





7. Options.



7.1 Show Additional Fields.



Toggling this option on (the default is off) will show the COM, NAV and OBI navigation data for each Location. Alternatively right-click in the Location (top-right) window. (Note that this data does not appear to be used, or certainly not used reliably, in FS98. Its presence dates back to earlier versions of FS where the data was optionally used to set the radios and OBIs when selected a starting position).



7.2 Toolbar.



This option will toggle the toolbar on/off.




7.3 Status Bar.



This option will toggle the status bar on/off.




8. Other Controls.



Many of the options for FSAPMENU are stored in FSAPMENU.INI in the WINDOWS folder. To restore all of the options to their defaults you can delete this file. A new one will be generated next time you run the program.



In additional to those options mentioned elsewhere, there is one which can only be altered by editing the INI file. Confirmations is on by default and under normal circumstances you should leave it this way for safety reasons. If after using FSAPMENU you prefer to turn confirmation messages off then edit FSAPMENU.INI and edit that line to read:

Confirmations=No



9. Scenarios.



In order to give you some ideas in getting the best out of FSAPMENU some sample scenarios have been given below. Together with the help above they should complete your understanding of this powerful tool.



Scenario 1: Merging



Problem: I have scenery for England, Wales and Scotland and I want to create a single UK Scenery Area to store it all.



Solution: Merge the contents of three separate Scenery Areas into a single one.



Important: Ensure that Auto Expand and Collapse is set to on before starting this action.



Step 1. Find the folder you wish to use as the holder for all the different Locations (England) and rename it to your chosen name – UK.



Step 2. Find the Scenery Area for Wales and select it by single clicking it. Hold down the SHIFT key and drag and drop the folder for Wales on the top of that for the UK. A confirmation dialogue box will appear asking if you wish to merge the contents. Reply Yes. All the Location entries for Wales will now appear in the UK Scenery Folder. Remember, no BGLs have been moved, renamed or deleted. All that will change is the menu BGL file generated by FSAPMENU.



Repeat Step 2 for the Scotland Scenery Area.



Scenario 2: New locations



Problem: I want a new Location within a Scenery Area to place my aircraft at the Terminal.



Solution: Create a new Location entry within the desired Scenery Area.



Step 1. Select the Scenery Area in question and from the menu select Edit / New Location. Type a suitable description for the new Location and press the Return key.



Step 2. Highlight your newly created Location in the left window and double-click the Latitude entry in the top-right window. Having established the latitude, longitude, altitude and heading of the aircraft type the latitude in the correct format and cursor down to edit the next entry, or hit Return. Repeat this action for the other three values.



Scenario 3: Splitting areas



Problem: I want to split the contents of a Scenery Area into two (or more) Scenery Areas.



Solution: Create a new Scenery Area within an existing one using the highlighted Location as the divider.



Step 1. Locate the Scenery Layer you wish to expand and highlight the Location which you want first in the new Scenery Area.



Step 2. Press SHIFT + Insert. A confirmation message will appear asking if you wish to split the entries at this point. Select Yes if you wish to continue otherwise select No to cancel.



Step 3. Having selected Yes type a new name over the default of New Entry.



To further subdivide your new Scenery Area repeat Steps 1-3 ensuring you highlight the Location to be used as the dividing point.



Scenario 4: Changing scenery selections



Problem: I want to use FSAPMENU to change the status of a scenery layer in my WORLD.VIS file and see the updated results in the Go To Airport menu in FS98.



Solution: Highlight the chosen scenery layer (bottom right window) and toggle the status then save the results.



Step 1. Locate the scenery layer you wish to change the status of and use either the mouse or Return key to reverse its status. Enabled becomes Disabled and vice versa.



Step 2. Right-click in the same area and select “Update VIS now ...”. Respond Yes to save the VIS file and current menu data. Wait while the data is saved and the VIS file re-scanned.



Step 3. Finally, select File / Save Results and then select World / Go To Airport in FS98 to see the updated entries.





10. Keyboard Commands.



Most uses of the keyboard and mouse follow standard Windows conventions, especially for Drag-and-Drop, selection and group selection in the scenery list, and ways of expanding, collapsing and navigating through the tree structure used for the Scenery list window.



The following are additional, or deserve further comment here:



Tab key		Toggles between the Scenery Area window and Location window.



SHIFT + Tab		Toggles between the Scenery Area window and VIS entries window.



Home & End		Navigates between the first and last records in the active window.



Insert	In Scenery Area window inserts a new Scenery Area immediately before the selected one. If a Location is highlighted inserts a new Location. Only used in left window.



SHIFT + Insert.	Splits Scenery Area, creating a new Scenery Area, using selected Location as divider.



Delete	Deletes selected object – Scenery Layer (and all embedded Locations) or individual Location if selected. Only used in left window.



CONTROL+F	Specify a new search text and start the search in the Scenery list. Searches for sub-strings and finds the best match to search text, always matching from the first character.



F3	Repeat a previous search. If no previous search text is specified, this key acts in the same way as CONTROL+F.



SHIFT +

left mouse button	SHIFT used while dragging and dropping will merge the contents of a dragged Scenery Area into a destination Scenery Area.


See Section 9, Scenario 1 “Merging”



