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Introduction

Texture Doctor is an easy to use tool for inspgckhght Simulator textures and
converting them between various formats. It sugB82004 and FSX.

Texture Doctor allows you to list textures contaire one particular texture folder,
several texture folders (e.g. all aircraft textjires all textures installed in FS together
with texture size and format information.

You can sort the list by different criteria. Foraexple, you can sort the list by the texture
format and then easily find all textures not in BT format.

When browsing the list, you will see a preview/ud texture currently selected.

Texture Doctor allows you to easily converts angnbar of textures between various
formats. The built-in backup functions allows youindo such conversions as well.

Requires the ImageTool program available from eif&X SDK or FS2004 SDK.

Setting up the program

Simply run the installer to install the programtekfthe installation, you can start Texture
Doctor from the Windowstart menu (undeFlightSimT ools.com).

Texture Doctor requires tHenageT ool program from the Flight Simulator SDK. Users
of FSX Deluxe edition have the FSX SDK as partheirt FSX installation. Users of the
FSX Standard edition and users of FS2004 shouldheseS2004 Terrain SDK. It can be
freely downloaded from Microsoft from the followingRL.:

http://support.microsoft.com/kb/555857

During startup, Texture Doctor automatically tiedocate ImageTool. If this fails, you
will be prompted to enter it’s location during thest startup. You can also always
specify the location from inside the program bykilng thel mageT ool path button.

To uninstall the program, use the Windows Contenié?.

Examining textures installed

To start Texture Doctor, launch it using the Staehu. If you are using Windows Vista
with UAC enabled and plan to convert textures, @y have to run Texture Doctor as
administrator, because only administrators are fnto modify the files in the
Program Files folder (where all aircraft and maginery textures reside).
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After you start Texture Doctor, you will be promgter the Flight Simulator version to
use. After that, the program will collect the lggiof all textures installed in FS, which
may take some time. In the final step, it will @dr format and size information from all
texture files (the progress of this will be showrthe status line at the bottom of the
Texture Doctor window).

The main window has the following layout:

Texture Doctor (ol x]

- Texkure Folders Select all

Convert... Restore... | Copy lisk | ImageTool path... Close |
Texture name | Formak | Size | EFP | Eackup | Folder

Dubai_SaeedTower_m.dds DDS DXT1L 256256 16 SceneryiASIaitexture
Dubai_SaeedTower_specular.dds | DDS DTS 256256 32 SceneryiASIaitexture
Dubai_Shangri.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_Shangri_LM.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_Shangri_Specular.dds DDSDXTS  Si2x5iZ 32 Scenery\ASTA texture
Dubai_SkywalkTower, dds DDS DXT1L 256256 16 SceneryiASIaitexture
Dubai_SkywalkTower _Im.dds DDS DXT1L 256256 16 SceneryiASIaitexture
Dubai_SkywalkTower _specular.dds  DDS DTS 256256 32 SceneryiASIaitexture

Dubai TheT: 16 || SceneryiASTAitexture
Dubai_TheTower_Im.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_TheTower_specular.dds DDS DTS 512x512 32 SceneryiASIaitexture
Dubai_UnionTower, dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_UnionTower_Im, dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_UnionTower _speculardds DDSDXTS  512x512 32 ScenerylASIAltexture
Dubai_World. dds DDSDXTL  512x512 16 SeenerviAsIaitexture [Scaled)
Dubai_Morld_LM.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Dubai_‘World_Specular,dds DDS DTS 512x512 32 SceneryiASIaitexture
Fukuoka_HakatawrfPriTer . dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Fukuoka_HakatawrfPriTwr _Im.dds  DDS DXT1 512x512 16 ScenerylASIaltexture
Fukuoka_HakatawrfPrtTwr_spec... DDS DTS 512x512 32 SceneryiASIaitexture
Fukuoka_Tower, dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Fukuoka_Tower_Im.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Fukuoka_Tower_specular.dds DDS DTS 512x512 32 SceneryiASIaitexture
Hiroshima_Eigarch3tad. dds DDS DT 512x512 16 SceneryiASIA texture
Hirashima_Bigarchstad_lm.dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Hiroshima_BigarchStad_specular.... DDS DTS 512x512 32 SceneryiASIaitexture
Hirashima_GenbakuDome, dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Hirashima_Genbakubome_lm,dds DDS DXT1L 512x512 16 SceneryiASIaitexture
Hiroshima_Iksukushima.dds DDS DT S12x512 16 SceneryiASIAtexture -
| | 3

There are two lists, a list dfexturefolders above and a list ofexturefiles below.

TheTexturefolderslist contains all folders with textured found iretFS installation —
this includes both aircraft and scenery texturesi ¥an select one or multiple texture
folders to explore in this list. THaelect all button selects all folders.

TheTexturefileslist contains the listing of all texture filestinme folders selected. For
every texture file, it shows the following infornat:
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Texturename Name of the texture file

Format Texture format (see below)

Size Size of the texture, in pixels

BPP Bits-per-pixel. This determines how many color giaahs the
texture file can contain and also has effect orfitesize. Note that
increasing bits per pixel for an existing will maake colors nicer,
because the color information has already beerebodier.

Backup A * in this column indicates the texture has been edad to
another format with Texture Doctor and the origifuadconverted)
texture is still available as backup.

Folder The folder where the texture file resides. Subfda¥ the main FS

program folder are shown without the absolute pady.texture
means the maitextur e folder).

The following texture formats can appear:

DXT1

Compressed texture format used in FS2004 and albbee.
transparency information (“alpha”) is containeaisingle bit, so
that a pixel can be either transparent or opaquteythout any
gradations of transparency. Most FS2004 texturesnathe DXT3
format.

DXT3

Compressed texture format used in FS2004 and aboWie
DXT1, this format can hold varying gradations @irtsparency.
Compared with DXT1, DXT3 textures occupy twice ascimdisk
space and graphics memory, thus this format is detjrable when
there is transparency information.

DXT5

Compressed texture format used in FSX. It is simdeD XT3,

except that the transparency information is stevigd a higher
quality. FS2004 doesn’t support this format and wragh if it

encounters a DXT5 texture.

DDSDXT1

DXT1 texture stored in a slightly different formatsed by FSX
only.
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DDSDXT3 DXT3 texture stored in a slightly different formatsed by FSX
only.

DDSDXT5 DXT5 texture stored in a slightly different formatsed by FSX
only.

BMP Uncompressed bitmap file. This format was useddgitures prior to

FS2004 and is still widely found in many add-onextiires in this
format do not have mipmaps (reduced-resolution e@eagsed for
smooth display from greater distance), which cand k jitter on the
surface.

Textures in this format no longer work with FSX Sét2
Acceleration Pack.

FS5 R8 Texture format that was originally introduced wiilight Simulator 5
back in 1993. Textures in this format are stillagionally found in
scenery files. This format no longer works with FSR2 or
Acceleration Pack.

Unknown This means Texture Doctor was unable to deternhiadile format.
It can mean a non-texture file in a texture foldeich as a readme.

When you select a texture file in thexturefileslist, a small preview of it appears next
to the textures list.

The Copy list button copies the list of texture files to thepblbard. You can paste it into
Excel.

Finding textures that match a certain criteria

You can sort the list of texture files by clicking individual column headers. This
allows you to easily find textures based on certaiteria.

For example, to find all textures in the uncompedsBMP format, select all texture
folders by clicking on th&elect all button first. This will fill the list with all tetures
installed in Flight Simulator. After that, click dheFormat header, to sort the list based
on the texture format. Then simply scroll the tsthe first texture in the BMP format,
which will be followed by all others in the samerfat.

Note: It is recommended to wait until Texture Dadtas finished scanning all texture
files before using the sort function. Otherwisgjuees not yet scanned will appear in the
“Unknown format” section. The list will not be amatically re-sorted once Texture
Doctor has collected information about these tedur

Converting textures into a different format
There are many reasons to convert textures intffeaaht format.

If you have legacy textures in the BMP or R8 forncanverting them into DXT1 or
DXT3 can both improve the image quality (greatlguees jitter) and performance (the
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compressed texture takes less graphics memorysaratively supported by nearly all
graphics cards).

You may want to convert a texture back into the Bidfhat, edit it with your favorite
graphics editor and convert it back into the ordjiformat.

Different graphics cards have varying performanth different texture formats. You
may achieve better performance by converting tkieites to another format.

With FSX, you may be able to achieve better peréoroe by converting textures to the
corresponding DDS formats. In this case, remembetanshare the converted textures
with any FS2004 users, because they would no longst with FS2004.

With Texture Doctor it is very easy to convert texts, so you can simply experiment.
Using the built-in restore function, you can alwggsback to the original textures if you
don't like the results.

To convert one or several textures into another format, séheen in the list and press
the right mouse button. A context menu will appgaowing the formats available. Select
the desired new format. The textures selectedosiltonverted into the new format, the
progress will be shown in the status line at thitdno of the window. Instead of the
context menu, you can also use @unvert button in the window.

During conversion, Texture Doctor automatically éakackup copies of the old texture
files. They are placed into tHeexture Doctor Backups subfolder of the corresponding
texture folder. Backups allow you to easily undg aanversions. If there is a backup for
a file already, Texture Doctor will not overwritieduring subsequent conversions. An
asterisk will appear in theackup column next to converted files, meaning a backup i
available.

Note that if you are using ImageTool from the FSREDK, the conversion into DDS
formats will not be available.

Torestore one or several textures using the backup, s¢ieat in the list, press the right
mouse button and seldRestor e from backup from the context menu. When you restore
a texture from a backup, the backup file will digegr.

To remove backups, navigate to the texture folfi@n(guestion with Windows Explorer
and removd exture Doctor Backup subfolders. After doing so, you will no longerebl
to restore any textures you converted.

To see a list of all textures you converted witlxtliee Doctor (provided you still have
backups available), simply select all texture faddend then sort the list of textures using
thebackup column. Converted textures will appear at thedbiine list.



