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INTROD UCTION
Welcom e to World Editor, th e  scenery creation and editing tool for th e  X-Plane Fligh t Sim ulator.  World Editor is  a radical 
departure  from  th e  previous  X-Plane scenery editor, World-M ak er.  W ith  a m ajor s h ift in th e  structure  of X-Plane scenery from  
Vers ion 7 to Vers ion 8, A new  tool w as  nece s sary to create  and edit scenery in a graph ical m anner com fortable for average us e rs . 
 At th e  m om ent, World Editor's  capabilitie s  are  lim ited to editing airports  only and all th os e  entitie s  contained in th e  apt.dat 8.50 
specification (s e e  reference  s ection).  World Editor is  currently NOT us ed for placing objects  or editing terrain or terrain texture s  
lik e  orth o ph otos  or ph oto bas ed scenery.  Th e s e  feature s  w ill be  added at som e  tim e  in th e  future .

World Editor w as  de s igned to tak e  a graph ical CAD-lik e  approach  to creating airports . Airports  are  m ade  up of a collection of 
entitie s .  Each  entity is  of a specific type , i.e . runw ay, taxiw ay, taxi s ign, w indsock , etc and each  entity h as  a s et of attribute s .  A 
runw ay h as  length , w idth , surface type , ligh ting and a taxis ign h as  text and a direction it face s , etc.  Th e  toolset of World Editor 
(called W ED from  now  on) is  organized to create  and edit each  of th e s e  entite s  on an individual bas is . For instance, w h en you add 
an entity, you th en can edit it's  attribute s  and m ove onto th e  next entity, or in th e  cas e  of editing existing entitie s , you s elect an 
entity and th en edit it's  attribute s . M ost of th e s e  operations  are  done  in an intuitive "draw ing" type  of m eth odology. Th e  graph ics  in 
th e  m ap view  w ill update accordingly as  entitie s  are  created and edited.  Eventually, all your entitie s  togeth e r w ill m ak e  up an 
airport. 

W ED file vs . apt.dat

X-Plane draw s  airports  by reading a special file called 'apt.dat'.  In th e  past, World-M ak er w as  th e  tool us ed for creating airports  
and editing th e  apt.dat file directly.  W ED doe s  NOT us e  apt.dat file s  in any w ay oth er th an im porting and exporting th em .  W ED 
us e s  a dedicated text file w ith  th e  extens ion *.w ed to h old all th e  inform ation about scenery during th e  editing proce s s .  Th is  file is  
generically referred to as  th e  'W ED' file .  W h en existing airport data file s  (apt.dat) e ith e r Vers ion 7 or 8, are  im ported into W ED, 
th at inform ation is  translated into th e  *.w ed file for W ED to us e .  Now  s ince  X-Plane only reads  th e  airport data file called 
'apt.dat',  W ED w ill export to th e  apt.dat form at.  Th e  data form at for airports  ch anged cons iderably w ith  th e  introduction of X-
Plane 8.50 and W ED w ill only export apt.dat file s  in th e  8.50 or greater form at.   Apt.dat file s  before  vers ion 8.50 can be  im ported 
into W ED for editing, th ey'll just be  converted to th e  late st form at during export.

TIP:
Th e  apt.dat file us ed by X-plane is  a very large file over 15M Bs and contains  all th e  airports  th at x-plane us e s ...m any th ousands  of 
th em .  If you w ant to im port only one airport into W ED for editing, th en create  a new , em pty text file and th en copy and paste  
ONLY th e  data for th at airport you w ant to edit.  Nam e th is  new  file apt.dat also and th en you can im port th is  m uch  sm aller apt.dat 
file into W ED for editing.

CH APTER 1:    Ove rvie w  &  Conce pts



CH APTER 2.   USER INTERFACE

Figure  1. below  s h ow s  th e  interface of W ED. Th e  total interface is  com pris ed of 3 prim ary pane s , a option bar, a toolbar and th e  
m enu com m ands .  Each  pane is  re s izable by grabbing th e  bar s eparating th e  w indow s  and dragging th em .  Th e  M AP PANE is  
th e  prim ary pane and is  w h e re  a good m ajority of graph ical editing tak e s  place .   Th e  H IERARCH Y pane contains  a running list 
of all objects  in th e  W ED file, be  it runw ays , taxiw ays , h elipads , taxis igns , or anyth ing else  th e  airport data form at supports . 
 Th e  ATTRIBUTES PANE is  w h e re  th e  attribute s  of s elected objects  are  displayed and edited.
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Figure  1.  World Editor Us er Interface
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FILE M ENU
. New  Pack age  - Create s  a new  Folder and *.w ed file in th e  custom  scenery folder.
. O pen Pack age  - O pens  an existing *.w ed file ins ide  th e  custom  scenery folder.
. Ch ange X-System  Folder - Us ed to s elect your x-plane root folder.
. Close  - Close s  th e  *.w ed file
. Save - Saves  th e  *.w ed file
. Revert to Saved - Reverts  back  to th e  last saved state of th e  w ed file .
. Validate - Ch eck s  th e  W ED file for 
. Im port apt.dat - Im ports  any vers ion of apt.dat file
. Export apt.dat - Exports  data in *.w ed file to apt.dat 8.50 form at

EDIT M ENU
. Undo - Undoe s  last action.  NOTE:  Som e actions  cannot be  undone .
. Redo - O ppos ite  of "undo"
. Cut - Delete s  s elected item s .  Us ed for text
. Copy - Copie s  s elected item s  to m em ory.  Us ed for text
. Paste  - Paste s  text from  th e  clipboard.
. Clear - Clears  an item  from  th e  h e irarch y. 'Th ink  CUT'
. Duplicate - Duplicate s  entitie s  in th e  h e irarch y.  'Th ink  CUT and PASTE'
. Group - Groups  entitie s  togeth e r for m oving / rotating, etc.
. Ungroup - Ungroups  entitie s .
. Split - Splits  a s egm ent (Adds  a bezie r point betw e en tw o s elected bezie r points)
. Revers e  - Revers e s  th e  direction of a curve or s h ape .
. Crop Uns elected - Delete s  anyth ing th at is  not s elected.
. M ove First - M oves  s elected item  to th e  "top" of th e  h e irarch y
. M ove UP - M oves  s elected item  "UP" one level in th e  h e irarch y
. M ove Dow n - M oves  s elected item  "DOW N" one level in th e  h e irarch y
. M ove Last - M oves  s elected item  to th e  "bottom " of th e  h e irarch y

VIEW  M ENU

. Z oom  World - Z oom s  th e  graph ic w indow  to encom pas s  th e  w h ole w orld

. Z oom  Pack age  - Z oom s  th e  graph ic w indow  to encom pas s  all "entite s" in th e  *.w ed file ..or "pack age"

. Z oom  Selected - Z oom s  th e  graph ic w indow  to encom pas s  th e  s elected item

. Feet - Sets  th e  units  to be  in fe et.

. M eters  - Sets  th e  units  to be  in m eters .

. Sh ow  Line M ark ings  - Toggles  th e  actual m ark ings  of a linear feature  on/off as  oppos ed to only s h ow ing a line

. Pavem ent Transparency - Sets  th e  transparency of th e  pavem ent so you can s e e  th e  boundarie s  of overlapping entitie s

. Pick  Overlay Im age - Allow s  you to s elect a bitm ap file to be  us ed as  an overlay

. Toggle World M ap - Toggles  th e  World M ap bitm ap on/off

. Toggle TerraServer - Toggles  th e  terras e rver im age  on/off.  Im age s  are  dow nloaded autom atically w ith  th is  on.

SELECT M ENU

. Select All - Selects  all entite s  in th e  *.w ed file

. Select None - De s elects  all s elected objects

. Select Parent - Selects  an objects  "parent" bas ed on th e  h e irarch y m enu (one  level up)

. Select Ch ildren - Selects  an object's  "ch ildren" bas ed on th e  h e irarch y in th e  object w indow  (one  level dow n)

. Select Polygon - Selects  th e  parent polygon of a s elected verticie .

. Select Verticie s  - Selects  individual verticie s  of a s elected parent polygon.

AIRPORT M ENU

. Create  Airport - Create s  a new  airport in w h ich  to add object to

. Create  ATC Freq uency - Create s  th e  prim ary fre q uency for an airport

. Edit Airport - Us ed to s et th e  "Current Airport" to be  edited.

W INDOW  M ENU

. M inim ize  - C'M on now

. Z oom  - C'M on Now

. Cycle Th rough  W indow s  - C'M on Now

. Bring All to Front - C'M on Now

H ELP M ENU

. X-Plane Scenery H om epage - You s h ould be  slapped if you don't k now  th is

USER INTERFACE

M ENU SUM M ARY



USER INTERFACE

TOOL SUM M ARY

VERTICIE TOOL - Us ed to s elect and m anipulate vertice s  or any type  of "point".  

RUNWAY TOOL - Us ed to graph ically add runw ays , blastpads  and displaced th re s h olds

SEALANES TOOL - Us ed to graph ically create  s ealane s  w ith  buoys

H ELIPAD TOOL - Us ed to graph ically create  H elipads

TAXIWAYS TOOL - Us ed to graph ically create/edit taxiw ays  via closed Bezie r Path s

H OLE TOOL - Us ed to create/edit  "h oles" in bezie r taxiw ays

TAXLINE TOOL - Us ed to graph ically create  / edit taxiline  path s

TAXISIGN TOOL - Us ed to graph ically place/edit taxis igns

LIGH T FIXTURE TOOL - Us ed to place ligh t fixure s  such  as  PAPI/VASI or w ig-w ags

RAM P START TOOL - Us ed to locate/place starting points  for aircraft

TOW ER VIEW PO INT TOOL - Us ed to locate / place Control Tow er "view points"

AIRPORT BEACON TOOL - Us ed to locate/place Rotating Airport Beacons

W INDSOCK TOOL - Us ed to graph ically add w indsock  locations

BOUNDARY TOOL - Us ed to graph ically add "fencing" via bezie r polygon

M ARQUEE TOOL - Us ed to drag a rectangle to s elect an entity O R click  on an entity to s elect it. Re sult is  a bounding box



3.  ED ITING AIRPORTS

W h en you launch  W ED for th e  
first tim e , you'll s e e  th e  splas h  
scre en s h ow n in Figure  2 at 
righ t; h ow ever, th e re  w ill be  no 
custom  scenery pack age s  
listed.  You m ust s elect "ch oos e  
x-system  folder" and navigate 
to your root level x-plane 
folder.  W ED w ill th en look  in 
your custom  scenery folder and 
list all th e  custom  scenery 
pack age s  th at you h ave 
available.  Th is  is  a one -tim e  
step unles s  you m ove your x-
plane folder, in w h ich  cas e  
you'll h ave to relocate it.  

W ith  th e  root folder located, 
You'll now  h ave th e  option to 
e ith e r s elect and open an 
existing scenery pack age  or 
create  a new  one .  If you opt to 
s elect an existing scenery 
pack age  and open it, W ED w ill create  a new , em pty *.w ed file ins ide  th at scenery pack age  and open it for editing.  If you opt to 
create  a new  scenery pack age , th en you w ill as s ign a nam e to th e  scenery pack age  and W ED w ill create  th at custom  scenery 
folder for you and th en add it to th e  list of scenery pack age s .  You th en s elect th at new  pack age  and s elect "open scenery 
pack age" at w h ich  point W ED create s  a new , em pty *.w ed file and opens  it for editing.  Rem eber th at for now , W ED only edits  
airport data, so even th ough  you h ave a new  w ed file in your custom  scenery folder, th e re  w on't be  anyth ing in it until you create  
som eth ing or im port som eth ing. (M ore  on th at later).

CREATING AIRPORTS &  CURRENT AIRPORT CONCEPT

W h enever W ED create s  a scenery pack age  for th e  first tim e , th e re  w ill be  no airports  in th e  *.w ed file .  You can confirm  th is  by 
look ing in th e  h ie rarch y pane and s e e ing no entitie s  in th is  list (See  Figure  1. as  an exam ple).  As  such , none of th e  entity 
creation tools w ill w ork  until an airport is  created as  W ED m ust as sociate  every new ly created entity w ith  an airport.  Airports  
are  created in W ED by tw o m eth ods .  1.)  Creating a new  airport from  scratch  us ing th e  "Create  Airport" m enu com m and or 2.) 
 Im porting an existing apt.dat file .  Ke ep in m ind th at an apt.dat file can also contain m ultiple airports , so th at if you im port such  
a file, m ultiple airports  w ill be  created in th e  *.w ed file . WARNING:  If you attem pt to im port X-Plane s  default apt.dat file, you 
w ill be  attem pting to im port th ousands  and th ousands  of airports , w h ich  w ill probably end in a "force  q uit" s ituation.  O nce an 
airport exists  in W ED, th e  airport tools can be  us ed. 

An im portant concept in W ED is  th at of th e  "current airport".  Th e  current airport is  clearly listed in th e  upper left corner of th e  
m ap pane (s e e  figure  3).  If th e re  are  no airports , th is  w ill say "no current airport".  Any new  entitie s  created w ill be  added to th is  
current airport, so if you im port m ultiple airports  into th e  *.w ed file for editing, you w ant to ensure  th at th e  airport you're  adding 
new  entitie s  to is  th e  current airport.  It is  pos s ible to be  draw ing a taxiw ay or runw ay on w h at appears  to be  one  airport, but 
actually h ave th at taxiw ay or runw ay be  as sociated w ith  anoth er airport. 

IM PORTANT:  It is  th e  h ie rarch y; h ow ever, (s e e  below ), th at ultim ately e stablis h e s  w h at entity belongs  to w h at airport...so if 
you h appen to create  an entity in th e  w rong airport, you can drag th at entity to th e  proper airport in th e  h ie rarch y w indow .

If you're  creating an airport from  scratch , th e  act of executing th e  "Create  Airport" m enu com m and w ill caus e  th at new ly created 
airport to becom e th e  current airport. It w ill be  called "unnam ed entity" and you s h ould s elect it in th e  h ie rarch y w indow  and 
renam e it.  W h en you im port an existing apt.dat file into an em pty *.w ed file, it w ill autom atically be  s et as  th e  current airport. 
 If you im port an apt.dat file w ith  m ultiple airports  in it, th e  first airport in th e  apt.dat file w ill be  th e  current airport.   To s et an 
airport to be  th e  current airport, you s elect th e  airport in th e  h ie rarch y w indow  and execute th e  m enu com m and "edit airport" 

Figure  2.  O pening Splas h  Scre en



H IERARCH Y

Th e  h ie rarch y pane contains  a com pre h ens ive list of every entity w ith in th e  *.w ed file and every entity belongs  to a given airport. 
 In figure  3. below , note th at th e  only airport in th e  w ed file is  "San Antonio Intl".  All th e  entitie s  listed underneath  th is  belong to 
San Antonio Intl.  All entitie s  can be  renam ed by click ing on th e  nam e in th e  h ie rarch y w indow .  Regarding th e  order of item s  in 
th e  h ie rarch y, W ED w ill alw ays  export in a specific type  order at a m inim um  to k e ep th ings  w ork ing righ t, i.e .  th e  runw ay type  
w ill be  exported first, ATC fre q uency type  last, etc; h ow ever, w ith in each  type , th e  order th ings  are  listed in th e  h ie rarch y w ill be  
th e  order of th e  export.  For exam ple, w ith in th e  runw ay type , if you h ave m ultiple runw ays , you can s et th e  order of th e  runw ays  
such  th at one  runw ay w ill be  on top of anoth er.  Th is  also pays  dividends  w h en you ne ed for one  taxiw ay to be  on top of anoth er. 
 You can grab an item  in th e  h ie rarch y w indow  and drag it to a new  pos ition or you can s elect an item  in th e  m ap w indow  and 
execute th e  m enu com m ands  to m ove entitie s  up or dow n. W h en you us e  th e  m enu com m ands  to m ove item s  up/dow n, th is  w ill be  
reflected in th e  h ie rarch y pane .  Th e  eas ie st m eth od th ough  is  to drag item s  in th e  h ie rarch y w indow .  You can also drag an entity 
from  one  airport to anoth er in th e  h ie rarch y w indow ...w h ich  is  very h elpful if you accidentally create  an entity at th e  w rong airport. 
You m ay s elect any entity by click ing on it's  nam e  in th e  h e irarcy w indow .

ED ITING AIRPORTS

(CTRL+ SH IFT+ E).  Th e  nam e of th e  airport w ill th en appear in th e  upper lefth and corner of th e  m ap pane .  As  a s h ort cut, you 
can also click  on th e  "airport" tab of th e  attribute s  pane to q uick ly display all th e  airports  in th e  file .  Th e s e  tabs  are  e s s entially 
q uick  filters .

Figure  3.  W ED after im porting existing apt.dat file
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USING TERRASERVER (U.S.A. O nly)

Us ing Terras e rver im age s  for reference  couldn't be  eas ie r.  Just execute 
th e  m enu com m and " Toggle Terras e rver" and th e  im age s  w ill be  
autom atically dow nloaded and displayed in th e  back ground a la Google 
Earth .  You ne ed to be  reasonably zoom ed in to display th e  im age s , so 
don't zoom  out to encom pas s  th e  w h ole USA and expect to s e e  th e  
terras e rver im age s .  As  you zoom  in th ough , th ey'll load and display 
autom atically.  If you h ave a slow  internet connection or stone  age  
com puter, you'll h ave to be  patient.

OVERLAY IM AGES
Overlay im age s  are  im age s  you can im port into W ED and th en trace  over th em .  Acceptable im age form ats  are  TIFF, JPG, PNG 
and DDS.  A typical overlay im age m igh t be  an im age from  Google Earth , a diagram  or aerial ph otograph .  Th e  k ey to 
succe s sfully us ing an overlay im age is  to pos s e s s  an im age of sufficient re solution and s econdly, to accurately identify th e  
e q uivalent latitude  and longitude s  of th e  corners  of your reference  im age .  In th e  figure  below  is  s h ow n an im age captured from  
google earth .  Th e  four corners  of th e  im age  (h igh ligh ted in red) each  h ave a latitude  and longitude  value for th at corner as  s h ow n. 
 It is  up to you to determ ine  th e s e  coordinate s .  For purpos e s  of th is  exam ple, th e  coordinate s  for each  of th e s e  points  w ere  
e stim ated from  th e  im age  and are  given below .

P1 = 30.0100N,   -9 5.3635W
P2 = 30.0100N,   -9 5.3269 W
P3 = 30.0002N,   -9 5.3269 W
P4 = 30.0002N,   -9 5.3635W

O nce w e  h ave th e s e  coordinate s , w e  can im port th e  im age  into W ED us ing th e  m enu com m and "Pick  Overlay Im age", w h ich  is  
found under th e  view  m enu.  W h en you im port th e  im age , it w ill be  scaled to fit into th e  m ap view .  You m ay scale th e  im age  
graph ically by s electing a corner and dragging th e  im age  or if you h old th e  SH IFT k ey w ill dragging a corner (w ith  th e  vertex 
tool), th e  im age  w ill scale proportionately.  A better m eth od of s izing th e  im age  properly is  to s elect one  corner of th e  im age  
us ing th e  vertex tool (s e e  Tool s ection furth er in th e  m anual) and th en you can enter th e  latitude  / longitude  coordinate s  of th at 
corner m anually in th e  attribute s  pane .  As  you enter th e  infrom ation for each  corner, th at corner w ill m ove, distorting th e  im age  
accodingly until all four points  are  properly located.   Figure  XX on th e  follow ing page s h ow s  th e  re sults  of m anually entering 
th e  coordinate s  given above. In th is  exam ple, th e  terras e rver im agery is  turned on, but th is  is  not nece s sary to us e  th e  overlay 
im age feature .

Figure  4.  TerraServer Underlay
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IM PORTANT:  After im porting your im age , it w ill be  found in th e  h e irarch y pane near th e  very top of th e  h e irarch y.  Th is  m eans  
th at anyth ing you draw  w h en tracing th e  im age  w ill be  UNDER th e  im age  and unable to be  view ed.  You m ust drag th e  im age  to 
th e  bottom  of th e  h e irarch y in th e  h e irarch y pane O R s electing th e  im age  and us ing th e  "M ove Last" com m and, found under th e  
EDIT m enu item .



Becaus e  m ost of th e  rem aining W ED tools can be  clas s ified as  one  of th re e  type s  as  outlined below , w e  w ill pre s ent tool us e  bas ed 
on type  rath er th an giving a tool by tool explanation.  Th e  m eth odology us ed by one  type  of tool can also be  applied to oth er tools 
of th e  sam e  type .  Th e  th re e  type s  of tools are :

1.) PO INT TOOLS
2.) LINEAR TOOLS
3.) BEZ IER PATH  TOOLS

Before  w e  begin, som e  cons istent term inology ne eds  to be  clarified:

Single Click  - A s ingle click  in th e  m ap view , th e  m ous e  doe s  not m ove during th e  click
Click -Drag - Pus h ing th e  left m ous e  button dow n and th en m oving th e  m ous e  w h ile th e  left button is  h eld dow n.
Double Click  - C'm on now !

4.  W ED  TOOLS

SELECTION TOOLS

1.)  SELECTION TOOLS

W h en w ork ing w ith  W ED, you w ill be  doing lots  of s electing.  Th ere  are  tw o tools us ed for s electing entite s .  Th e  "Vertex Tool" 
and th e  "M arq ue e" Tool.  Both  of th e s e  tools can s elect entitie s  by tw o m eans .  1.)  By s ingle -click ing on an entity and 2.)  By 
click -dragging a rectangle around an entity.  Selecting th ings  w ith  th e  m arq ue e  tool w ill re sult in a bounding box onscre en w h ich  
can th en be  m anipulated, th at is  scaled, m oved and rotated us ing m odifer k eys  in com bination w ith  cursor m ovem ents .  Try 
h olding dow n th e  option k ey w ith  som e  item s  s elected w ith  th e  m arq ue e  tool.  (m ore  to follow ).  Selecting th ings  w ith  th e  vertex 
tool w ill allow  you to edit entitie s  on a point level, th at is  you can m ove vertice s  and bezie r h andles , or m aybe  one  end of a 
runw ay.   Th ere  is  som e  overlap in th e s e  tools depending on w h at you are  s electing and w h at you w ant to do.  For instance, you 
can us e  th e  vertex tool to s elect one  end of a runw ay and m ove it...but you m ay also s elect th at sam e  end of a runw ay us ing th e  
m arq ue e  tool.  In a s im ilar m anner, you can s elect a s ingle vertex of a taxiw ay w ith  th e  m arq ue e  tool and m ove it, but not edit it's  
s h ape  via bezie r h andles ...for th at, you'd us e  th e  vertex tool.   A good rule of th um b is  th at you us e  th e  m arq ue e  tool to m ove, 
rotate and scale s elected item s , and you us e  th e  vertex tool to m anipulate individual points  and entite s .

ENTITY CREATION TOOLS



A directional point tool, w h en us ed, w ill allow  you to place an entity and s et it's  direction by click -dragging w h en placing 
th e  entity.  If a s ingle click  w ith  no dragging is  us ed to place a directional entity, th e  entitiy w ill be  placed w ith  a h eading of 
0.00 degre e s .  Th e  h eading can be  ch anged by e ith e r 1.)  Selecting th e  entity and typing a num erical h eading in th e  attribute s  
pane or 2.)  Us ing th e  m arq ue e  O R vertex tool to s elect and graph ically rotate th e  entity by h olding dow n th e  option k ey and 
click -dragging on one  of th e  corners  of th e  bounding box.  Non directional entite s  are  s im ply placed by click ing in th e  m ap 
w indow  w h e re  you w ant th e  entity to be .  Each  type  of entity h as  it's  ow n s et of uniq ue  attribute s  view able and editable in 
th e  attribute s  pane .  NOTE:  Th e  orange entitie s  s h ow n indicate s  th at th e  entity is  currently s elected and can be  edited in th e  
ATTRIBUTES pane .  Th e  h elicopter pad isn't q uite  a point entity in th at it can be  re s ized and stretch ed.  Stretch ing to 
anoth ing oth er th an a s q uare  s h ape  is  not recom m ended as  it w ould re sult in a distorted texture .
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2.)  LINEAR TOOLS

A linear tool is  defined by tw o points .  Th e  tw o linear tools are  runw ays  and s ealane s .  Placem ent of linear entite s  can be  
accom plis h ed w ith  e ith e r 1.) tw o s ingle m ous e  click s , one  for each  end of th e  entity, or 2.) a s ingle m ous e  click  to e stablis h  one  
end and th en click -dragging th e  s econd end graph ically.  If you click -drag for th e  first point of a linear entitiy, a little cros s  h air 
cursor w ill appear w h ich  can th en m ove around for exact placem ent of th e  first point.  Releas ing th e  m ous e  button w ill th en 
allow  you to click  for th e  s econd point or click -drag w ith  a rubberband line .  

RUNWAYS:  

W h ile all runw ay attribute s  can be  s et num erically in th e  attribute s  w indow , th e re  is  a graph ical m eth od to s et th e  blastpad length  
and/or a displaced th re s h old.  W h en th e  runw ay is  s elected AND th e  verticie  tool is  s elected, th e re  w ill be  tw o sm all triangles  at 
th e  end of each  runw ay.  (Se e  scre ens h ot above)   Sim ply click -drag th e s e  triangles  to s et th e  length  of th e  blastpad/displaced 
th re s h old attribute s .  Since  th e  blastpad and displaced th re s h old distance s  are  usually very specific num bers , it w ould probably be  
better to type  th e  value into th e  proper field in th e  ATTRIBUTES w indow .

RUNWAY NUM BERING

Th e runw ay num bers  displayed in x-plane are  
tak en from  th e  "NAM E" field of th e  runw ay in 
th e  attribute s  pane See  h igh ligh ted field at 
righ t.  W h en runw ays  are  created, th e  runw ays  
w ill autom atically be  as s igned a nam e (and 
th e refore  a num ber) bas ed on th e  direction th ey 
w ere  draw n, you w ill s e e  th is  in th e  attribute s  
pane after creating a runw ay; h ow ever, th ey 
w ill retain th e s e  initial num bers  if th e  runw ay 
is  adjusted or m oved.  So if a runw ay is  draw n 
and rotated any s ignificant am ount, th en you 
s h ould renam e th e  runw ay appropriately in th e  
'NAM E' field to display th e  proper num bers  in x-plane . It is  recom m ended th at you draw  runw ays  beginning at th e  low  end.  If 
you do renam e th e  runw ays , be  sure  to enter th e  low er num erical value first, i.e . for runw ays  09  and 27, th is  w ould be  entered 
09 /27 and for runw ays  30 and 12, th is  w ould be  entered as  12/30.  For runw ays  th at are  parallel, s im ply add th e  appropriate  left 
or righ t suffix to th e  num ber, i.e . 03L/21R.

RUNWAY TOOL

SEA LANE TOOL

LINEAR TOOLS



Th e bezie r toolset of W ED are  us ed to create  fre eform  s h ape s .  Th e s e  s h ape s  are  
com m only called bezie r curve s  or bezie r path s , but all th e  nam e s  are  acceptable 
and refer to th e  sam e  th ing.  Draw ing bezie r s h ape s  for th e  unitiated m ay s e em  a 
bit fore ign, but you'll get th e  h ang of it w ith  som e  practice .  Th ere  are  som e  
im portant concepts  to k now  in order to succe s sfully w ork  w ith  bezie r s h ape s .  Th e  
first is  th at a bezie r s h ape  m ay be  opened or closed.  Figure  5. below  s h ow s  an 
exam ple of open and closed bezie r path s .  In W ED, th e  clos ed bezie r path  is  us ed 
for th e   taxiw ay tool and th e  h ole tool.  Th e  open bezie r path  is  us ed for th e  
taxiline s  and airport boundarie s .  A closed bezie r path  is  also called a "ring".  Th is  
term  w ill m ak e  m ore  s ens e  w h en you us e  th e  TAXIWAY tool for th e  first tim e . 
 Anoth er im portant concept is  th at a closed bezie r path  m ay not cros s  over on 
its elf.  Figure  6. s h ow s  tw o closed bezie r path s .  You'll notice  th at th e  path  th at 

cros s e s  over its elf h as  no fill (is  not solid), so m ak e  sure  your bezie r path s  do not cros s  over th em s elves .  Now  in order to 
learn and w ork  w ith  bezie r path s , you ne ed to k now  th e  piece s  th at m ak e  a bezie r path . Figure  7. s h ow s  th e  prim ary parts  of 
a bezie r path .  Th e  m ost fundam ental part of th e  path  is  th e  NODE.  In W ED, th e s e  are  repre s ented by th e  round 'dots '. 

 Attach ed to th e s e  node s  are  CONTROL H ANDLES.  A node  can h ave 0, 1, 
or 2 control h andles .  Th e  control h andles  h ave triangles  on th e  end of th em . 
 Th e  path  betw e en th e  node s  are  called SEGM ENTS.  Th e  location of th e  
control h andles  determ ine s  th e  s h ape  of th e  s egm ent betw e en th e  node s .  For 
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exam ple, tw o node s  w ith  no control h andles  w ould 
h ave a straigh t s egm ent betw e en th em .  All th e  
s egm ents  togeth e r m ak e  up th e  bezie r path .

A NODE can h ave four pos s ible configurations  w ith  
regards  to control h andles .  Figure  8. on th e  follow ing 
page s h ow s  th e  pos s ible configurations .

PLAIN NODE:

A plain node  h as  no control h ande s  and is  prim arily 
us ed for s h arp corners . It is  repre s ented by an ups ide  
dow n triangle.

SINGLE H ANDLE  NODE:

Figure  5.  O pen &  Closed Bezie r Path s

Figure  7.  Parts  of a Bezie r Path

Figure  6.  Cros s ing Path s

TAXIWAY TOOL

H OLE TOOL

BEZ IER TOOLS

TAXILINE TOOL

BOUNDARY TOOL



A s ingle h andle node  h as  a control 
h andle on only one s ide  of a node . It 
is  generally us ed at a node  w h e re  
th e  s egm ent on one  s ide  of th e  node  
is  straigh t and th e  s egm ent on th e  
oth er s ide  is  curved.  

NO RM AL NODE:

A norm al node  h as  tw o control 
h andles  w h ich  are  exactly oppos ite  
one  anoth er.  M oving one  control 
h andle caus e s  th e  oth er to m ove 
also.  Th e  length s  of th e  control 
h andles  w ill alw ays  be  th e  sam e  
length  also.  Th is  is  a com m on node  
to us e  in th e  m iddle of a curve .

SPLIT NODE:

A split node  is  also called a "brok en" node .  A split node  h as  tw o control h andles  but each  h andle can be  m oved independently 
of th e  oth er.  M oving one  h andles  doe s  not caus e  th e  oth er to m ove.  Th e  control h andles  m ay also be  different length s .  If you 
h ave a s ituation w h e re  you ne ed th e  control h andles  to be  exactly oppos ite  of one  anoth er but you ne ed one  h andle to be  longer 
th an th e  oth er, th en a split node  is  th e  solution.

CREATING SH APES:

W ith  th e  k now ledge of th e  four node  type s , th e  next step is  th en to string togeth e r th os e  node s  and control h andles  in such  a 
w ay as  to create  th e  s h ape s  you w ant.  A bezie r path  is  created by s electing a bezie r tool, e ith e r th e  taxiw ay or taxiline  and 
adding a node  for each  click  or click -drag operation.  A bezie r path  m ay h ave as  m any node s  as  ne eded to create  th e  s h ape . 
 Th ere  are  tw o w ays  to "com plete" or finis h  th e  s h ape .  1.)  Double click  to create  th e  very last node  or 2). Ch ange to anoth er 
tool, in w h ich  cas e  th e  last node  you added w ill be  th e  last point.  O nce th e  s h ape  h as  be en com pleted, you can edit it w ith  th e  
verticie  tool.

It is  very com m on w h en draw ing w ith  bezie r path s  to w ork  w ith  
all th e  node  type s .  Th ere  is  no one  particular w ay to draw  a 
path .  Figure  9 . at left s h ow s  tw o s im ilar s h ape s  draw n w ith  
different com binations  of node s .  W ith  a little practice , you'll 
soon get th e  fe el for h ow  you w ant to create  your s h ape s .  

IM PORTANT:  W h en draw ing curve s , it is  extrem ely com m on 
to convert betw e en node  type s  w h ile in th e  m iddle of draw ing a 
 path .  W h en in th e  proce s s  of draw ing a path , you m ay only 
create  plain node s  (by s ingle click ing) or norm al node s  (by click -
dragging).   You m ust place e ith e r of th e s e  tw o type s  of node s  
first and th en you m ay CONVERT th em  to plain or split node s  
and th en continue  on draw ing th e  path .  Note th at you cannot 
convert a node  to a s ingle h andle node  w h ile in th e  act of 
creating a path . O nce a path  h as  be en com pleted, you can 
convert betw e en all th e  type s .  You convert from  one  type  of 
node  to anoth er by us ing th e  m odifie r k eys , th at is  th e  SH IFT, 
CTRL and ALT k eys  in com bination w ith  s ingle click s  or click -
drags .  Th e  table below  s h ow s  th e  k eystrok e  com binations  to 
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Figure  8.  Four Pos s ible Node Configurations

Figure  9 .  Sam e Sh ape  Us ing Different Configurations

BEZ IER TOOLS



convert betw e en th e  various  node  type s .  It just tak e s  a bit of practice  to get com fortable w ith  th e  proce s s .

ADDING NODES

O nce a closed path  / s h ape  h as  be en draw n, you m ay w ant to add som e  additional node s .  To do th is , us e  th e  vertex tool and s elect 
th e  tw o node s  on e ith e r s ide  of th e  point w h e re  you w ould lik e  to add a node .  W ith  th e  tw o node s  s elected, execute th e  com m and 
"Split" found in th e  edit m enu item  O R just h it CTRL-E.  A new  node  w ill be  created in th e  m iddle of th e  s elected node s .
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TABLE 1.  Keystrok e s  and M ous e  Actions  for Converting betw e en Node Type s
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H OLES:

Th e  h ole tool is  a bezie r type  tool and is  us ed to create  h oles  ins ide  of existing bezie r s h ape s .  Th e  m ost im portant th ing to k now  
about th e  h ole tool is  th at th e  bezie r s h ape  m ust be  entirely contained w ith in its  parent s h ape .  Figure  10. below  s h ow s  an exam ple 
of th is  w h e re  m oving th e  h ole outs ide  of it's  parent entity w ill caus e  th e  s h ape s  to los e  th e ir fill.  A h ole m ust be  as sociated w ith  
anoth er s h ape  and th is  is  done  by s electing th e  parent s h ape  before  us ing th e  h ole tool. You m ay s elect a s h ape   us ing e ith e r th e  
vertex tool or m arq ue e  tool.  W h en th e  s h ape  is  outlined in orange, you m ay us e  th e  h ole tool.

Since  th e  h ole is  attach ed to a parent s h ape , m oving th e  parent s h ape  w ill m ove th e  h ole also; h ow ever, you m ay s elect th e  h ole 
w ith  th e  m arq ue e  tool and m ove it w ith in it's  parent s h ape  to relocate it, or s elect it w ith  th e  vertex tool to re s h ape  th e  h ole .

TRANSFORM ATIONS &  ROTATIONS

O nce s h ape s  are  created us ing node s , th e  overall s h ape  can be  m anipulated, th at is  it can be  stretch ed, scaled and rotated.  To do 
so, us e  th e  m arq ue e  tool and click  on th e  entity.  Figure  xx below  left s h ow s  th e  bounding box th at appears  around an entity w h en 
s elected w ith  th e  m arq ue e  tool.  you can grab any of th e  e igh t bounding box node s  to stretch  th e  s h ape .  H olding dow n th e  ALT 
k ey w ill caus e  th e  bounding box node s  to ch ange to rotation node s  (Figure  xx low er righ t) and you can click -drag on any of th e  
bounding box node s  to rotate th e  s h ape .

SPECIAL NOTE:  W h en you h old dow n th e  ALT k ey and th e  bounding box node s  ch ange to rotation node s , you can click -drag in 
th e  texture  region of th e  s h ape  and a copy of th at s h ape  w ill be  created as  you drag.  O nly by click ing directly on th e  rotation 

node s  th em s elves  w ill th e  s h ape  
rotate .

Proportional scaling of a s h ape  is  
not available as  it is  w h en scaling 
overlay im age s .  Proportional 
scaling of s h ape s  is  not generally 
nece s sary  to ach ieve succe s s .

Figure  10.  Re sults  of H ole Placm ent
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TROUBLESH O OTING:

In som e  instance s , you m ay h ave w h at appears  to look  lik e  a closed s h ape  th at doe s  not cros s  its elf, yet th e  s h ape  h as  no fill.  Th e  
m ost com m on caus e  of th is  are  tw o node s  w h ich  are  very close  togeth e r and appear as  one  node .  W h en node s  are  very close  
togeth e r, th ey're  h andles  are  too sm all to notice  yet th e  s h ape  w ill cros s  its elf and not contain a fill pattern.  Th e  solution is  to us e  
th e  vertex tool and m ove each  node  individually to identify node s  w h ich  are  clos e  togeth e r or on top of one  anoth er.  A trick  h e re  
is  to m ove a vertex and if th at vertex doe s  not h ave anoth er vertex on top of it, h it CTRL-Z  to undo th e  operation and th e  node  
w ill m ove back  to w h e re  it w as .  Th en you can do th e  sam e  for each  node  until th e  offending node  is  found.

Also, w h en re s izing a s h ape  us ing th e  m arq ue e  tool, th e  s h ape  m ay appear to spontaneously los e  its  fill.  Th is  usually occurs  w h en 
th e  s h ape  h as  som e h ow  becom e revers ed num erically.  Th e  solution is  to execute th e  "REVERSE" com m and under th e  EDIT 
m enu item .  Th e  fill s h ould return w h en th is  is  done . 

Th e  tw o previous  scenarios  w ill account for over 9 9 % of unfilled s h ape s .

TEXTURES AND TEXTURE  DIRECTION

O nce a s h ape  is  created, you'll need to specify w h at k ind of 
surface th e  s h ape  is .  A surface h as  tw o propertie s , type  and 
direction.  Th e  type  of texture  is  specified in th e  attribute s  
pane us ing th e  pull dow n m enu for th e  "Surface" field. 
 Typical surface s  are  asph alt, gras s , dirt, w ater, etc.  Us e  th e  
pull-dow n m enu to s e e  th e  com plete list.  Th e  next field in 
th e  attribute s  pane is  th e  texture/surface h eading.  Texture  
and surface s  are  com m on term s  interch angeable in th is  
cas e .  You can s et th e  surface direction m anually by typing 
in th e  'h eading' of th e  texture  or  you can adjust th e  texture  
h eading graph ically in th e  m ap pane .

To adjust th e  texture/surface h eading graph ically, s elect th e  s h ape  us ing th e  vertex tool and once th e  s h ape  is  s elected, h old dow n 
th e  SH IFT k ey and th en click -drag w ith in th e  texture/surface .  As  you drag th e  m ous e  around, th e  texture  w ill update in real tim e  
and you can visually align th e  texture  h ow  you lik e .



O nce you h ave your s h ape s  created for taxiw ays , taxiline s , h old s h orts  and th e  lik e , you'll need to add m ark ings  to th em . 
 M ark ings  com e in tw o varietie s .  1.)  Perim eter m ark ings  around th e  outline  of taxiw ays  and 2.)  Overlay m ark ings , lik e  
taxiline s , ILS and h old s h ort m ark ings .  Note th at w h enever you s elect a tool th at supports  m ark ings  i.e . th e  taxiw ay and taxiline  
tools, you'll notice  som e  options  appear at th e  top of th e  M AP pane .  O ne  of th e s e  options  are  m ark ings .  W h en you s elect a 
m ark ing in th is  pull-dow n m enu, th at m ark ing w ill be  applied to th at tool until you ch ange it.  So if you w ere  going to draw  
taxiline s , you'd s elect th e  taxiline  tool, th en s et th e  M ark ings  to Double Solid Yellow  (Black ) and begin draw ing th e  s h ape .  You 
can; h ow ever, draw  th e  s h ape  first and add th e  m ark ings  later.  Th is  is  eas ily accom plis h ed by s electing th e  entity, w ith  e ith e r th e  
verticie  tool O R th e  m arq ue e  tool, th en going to th e  ATTRIBUTES pane and s etting th e  line  attribute s  or ligh t attribute s  or both  
to th e  entity.  W h en you do th is , th e  m ark ings  w ill be  applied to th e  entire  s h ape .  Th is  is  generally not w h at is  de s ired th ough  
and you'll need to rem ove th e  m ark ings  from  som e  of th e  s egm ents  for taxiw ay inters ections  and th e  lik e .

In th e  previous  s ection w e  stated th at a s egm ent is  a line  or curve betw e en tw o node s  and th at a path  is  com pos ed of as  little as  
one  s egm ent or as  m any as  you care  to add.  M ark ings  and ligh ting in W ED are  applied to th e  s h ape s  and curve s  on a "per 
s egm ent" bas is .   W h en you apply m ark ings  to a w h ole s h ape  as   de scribed above, W ED is  actually applying th e  m ark ings  to all 
th e  individual s egm ents  at once .  So if a taxiw ay s h ape  is  m ade  of 50 s egm ents , th en th e  m ark ings  are  applied to all 50 s egm ents  
in order to h ave a continuous  m ark ing around th e  s h ape .  Th e  im plication of th is  is  th at you can s elect individual s egm ents  and 
rem ove th e  m ark ings  from  th os e  s egm ents , or convere s ely, add new  or different m ark ings .  Since  you cannot s elect a s egm ent 
directly but only s elect verticie s , a bas ic understanding of s egm ents  is  ne eded to create  exactly w h at you w ant.

W h en a bezie r s h ape  is  created, W ED k e eps  track  of th e  order th e  node s  are  added and each  node  is  given a num ber.  Figure  4 
below  s h ow s  th e  node s  and th e ir corre sponding num ber.  NOTE:  W ED doe s  NOT display th e  num bers  of th e  node s  in th e  m ap 
view , you m ust s elect a node  to s e e  it's  ID num ber in th e  attribute s  w indow .  Th e  w h ite  num bers  w ere  placed on th e  draw ing for 
illustration only.

To apply/rem ove a m ark ing to/from  a s egm ent, you s elect th e  node  at th e  beginning of th e  s em ent.  For exam ple, if you w ant to 
h ave a solid yellow  line  (or any m ark ing) on th e  s egm ent betw e en node s  2 and 3, you w ould s elect th e  beginning node , node  2. 
 O nce th e  node  is  s elected, it w ill appear in th e  attribute s  palette and you can apply a m ark ing or ligh ts  us ing th e  pull-dow n m enu 
in th e  "ATTRIBUTES" row  and th at m ark ing w ill be  applied to th at s egm ent.  Figure  05 on th e  follow ing page s h ow s  th e  pull 
dow n m enu of m ark ings  and you can also find a graph ic guide  to m ark ings  in th e  reference  s ection.  Note th at you can not only 

5.  M ARK INGS &  LIGH TING

FIGURE XX.  Node ID Num bers



M ARK INGS &  LIGH TING

In th e  path  s h ow n above, Node #2 w as  s elected and th en th e  "SOLID YELLOW " m ark ing 
w as  applied.  Also applied w as  th e  blue taxiline  ligh ts  (not vis ible in th e  pull dow n m enu). 
 Th e  oth er s egm ents  h ad various  m ark ings  applied to th em  also.

In th e  figure  at left, Th e  "SOLID YELLOW " 
m ark ing w as  applied to all th e  s egm ent as  w as  
th e  "BLUE TAXILIGH TS".  Th en th e  
s egm ents  underneath  th e  runw ay h ad th e  
m ark ings  and ligh ting rem oved so th ey w ould 
not s h ow  on top of th e  runw ay.  It is  h elpful to 
place node s  at locations  w h e re  m ark ings  and 
ligh ting w ill end.  Th e  particular taxiw ay 
s h ow n h e re  is  a draw n sloppy and w ould s h ow  
m ark ings  and ligh ting partially on th e  runw ay. 
 Th e  node s  s h ould just be  against th e  edge  of 
th e  runw ay..or very sligh tly overlap to avoid 
"crack s" in X-Plane .

apply a different m ark ing to every s egm ent, but th at you can put m ark ings  on top of one  anoth er.  W h en you us e  th e  pull-dow n 
m enu of m ark ings , you'll s e e  ch eck  m ark s  th at indicate w h ich  m ark ings  are  applied to th at s egm ent.  Th is  is  a toggle s etting so 
you s elect an item  to apply a m ark ing and th en you s elect it again, to rem ove it.  Th ere  are  s everal tips  and trick s  to be  us ed w h en 
s etting m ark ings .  Se e  th e  tips  and trick s  s ection.



TAXI SIGNS

After laying out a series of taxiways and aprons and providing them with markings, 
an airport layout can be completed by providing taxi signs which identify the different 
taxiways and runways and provide directions and warnings to pilots. Creating a taxi 
sign in WED generally involves two stages. First is the physical placement of the sign 
and, secondly, defining what the sign actual says. You can also have some say in the 
size of the sign but, generally speaking, X-Plane takes care of all the 3D and visual 
depiction of the sign so you just decide what it says and where it says and X-Plane 
knows how to  display this  in  the sim so that  it  conforms  to  real  world taxi  sign 
standards.  The  sign specification  used by X-Plane is  that  of  the  FAA and this  is 
largely in line with all aviation authorities worldwide.

As stated earlier, a taxi sign is simply a directional point entity and is placed and then 
rotated in the same manner as other such entities. To place a new sign, select the Taxi 
Sign tool on the toolbar (click on    or press the ‘G’ key), then click on the map 
pane  where  you  want  the  sign  to  be  located.  The  new  sign  is  represented  by  a 
rectangular icon with an arrow emerging from one side indicating its heading (   ). 
The  front  side  of  the  sign  which  will  display  the  content  is  that  with  the  arrow 
emerging from it so you need to rotate the sign so that it is facing the direction from 
which pilots approaching the sign will be able to read it. You can rotate the sign as 
you  create  it  by continuing  to hold down the mouse  button and dragging out  the 
heading to the desired direction. Or, to change the heading after the sign is created, 
change to the Vertex tool (click on  or press the ‘V’ key), click on the sign’s icon 
in the map pane to select  it  and then click and drag the green curved arrows that 
appear at the tip of its heading indicator. You can also type a new entry in the heading 
field in the attributes pane. 

Having placed a sign at the desired location and direction, the next step is to define 
what it says. This is done using a single line of text that is put in the name field of the 
attribute pane for each sign. The text uses a simple language to indicate the colour of 
the lettering and background for each component of the sign and to insert special 
symbols,  particularly  arrows.  This  language  has  been  developed  for  use  in  two 
separate flight simulators, X-Plane and Flightgear, and is defined in full on its own 
website:

http://wiki.flightgear.org/flightgear_wiki/index.php?title=Sign_Specification_Proposal

Rather  than  repeat  the  extensive  information  on  the  webpage linked  above,  there 
follows a series of typical sample signs of increasing complexity that will illustrate 
how to create taxiway signs for most requirements.

Name attribute / description WED map X-Plane rendering

{@L}A

Taxiway identification sign
“You are entering taxiway A”

http://wiki.flightgear.org/flightgear_wiki/index.php?title=Sign_Specification_Proposal
http://ntl.bts.gov/lib/000/400/462/5345-44f.pdf


Name attribute / description WED map X-Plane rendering

{@Y}{^l}C

Taxiway direction sign
“Turn left ahead for taxiway C”

{@Y}17-35{^r}

Runway direction sign
“Turn right to get to Rwy 17-35”

{@B}1

Runway distance remaining sign
“1000 metres left until the end of the runway”

{@R}11-29

Runway hold mandatory sign
“Runway 11-29 ahead. Hold here for  
clearance to enter/cross”

{@L}B7{@R}10CAT{r2}/{r3}

Combined taxiway id and runway ILS hold 
mandatory sign
“You are on taxiway B7. Runway 10 ahead.  
Hold here for clearance to enter during ILS 
Category II or III operations”

{@Y}{^lu}B{@L}C{@Y}C{^u}|F{^r}

CombinedTaxiway id and direction sign for 
complex junction 
“You are on taxiway C. Turn slight left ahead 
for taxiway B, straight ahead for taxiway C or 
turn right for taxiway F”



Name attribute / description WED map X-Plane rendering

{@Y}WEST_APRON{^r}

Verbose direction sign
“Turn right ahead for the West Apron”

{@L}P2{@R}16-34CAT{r1}{@Y}{@@}
{^lu}P2{@L}P2
Combined taxiway id and runway hold 
mandatory sign with taxiway id and 
direction sign on reverse side
Front: “You are on taxiway P2. Runway 16-34 
ahead. Hold here for clearance to enter/cross”
Rear:  “You are on taxiway P2. Turn left for 
taxiway P2 ahead”

Front:

Rear:

Notes:
• There is a bug in X-Plane v8 that may cause the colour from the front of a sign 

to ‘bleed’ onto the start of the reverse of a two sided sign if the reverse side is 
using a different sign type. To avoid this, enter the command for the reverse 
side’s sign type immediately before the command to change sides. The last 
example above does this correctly. The colour-bleeding will occur if you used 
the following name:  {@L}P2{@R}16-34CAT{r1}{@@}{@Y}{^lu}P2{@L}P2 . This bug does 
not affect X-Plane v9 – both examples of the name will display the sign 
correctly.

• WED  provides  you  with  five  standard  sign  heights.  The  first  three  are 
appropriate for location, direction and mandatory signs and the default setting 
is for the middle of these three sizes which should suit most purposes. The 
only time you’ll usually want to change sign size is when you create a runway 
distance remaining sign which should be assigned one of the two largest sizes 
(they need to be legible from further away). You can select a different sign 
size in the attributes pane.

• When making a runway hold sign that includes a CAT I, II or III portion, 
always use the  {r1},  {r2} or  {r3} commands to produce the Roman numerals as 
these are distinct in appearance from the capital I letter in the sign standards. 
The numerals have serifs (bars at top and bottom) while the letter does not.

• In fact, you will notice that, in the real world, using the letters I, O and X is 
avoided for naming taxiways as they can be confused with numbers or other 
symbols.

• Tip: Even a moderately sized airport can have dozens of signs. If you intend to 
populate  an  airport  with  all  of  its  signage,  work  methodically  from  one 
extremity of the layout to the opposite side, completing all the signs for each 
junction as you go. If you use a random approach and start plonking down 
signs here and there, it can become very hard to spot where you have omitted 
any as you near completion.

• At large airports, place signs far enough away from the taxiway centreline, 
usually away from the edge, so that they are not an obstacle to the outboard 
engines of four-engined aircraft.



• After you have created a new set of taxisigns for an airport, check for errors. 
Load  the  airport  up  in  X-Plane  and  taxi  around  all  the  taxiways  in  each 
direction to check the visual effect is what you want and that all signs are 
visible from the pilot’s viewpoint. After you exit X-Plane, check the log.txt 
file in it’s root folder as this will list an error line near the end for each loaded 
sign in which if found a syntax error. Even if you become very adept at using 
WED, it is all too easy to mis-type the contents for one or two signs.




