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Problem exporting Windshield material 
 

I thought this new version of the Blender exporter (v2.3.2) would allow us to model properly.... But I 
find that the exporter “invents” a non-existent texture, and the result is totally wrong! Here are the 
textures that make up my Windshield material, and it's clear that no Base Color Texture exists: 

 

  



But here's the result in the .gltf file with the new exporter: 

 

 

  



And here's the result in MSFS 2024 : 

 

 
 

 

 

Please note that I've deleted and recreated the material several times with exactly the same result. 
What's amazing is that I have another material, also Windshield, which has only one texture 
“Reflection(R) Rougness (G) Metallic (B)”, and in this other material, no invented textures have been 
created! 

  



By correcting the glft file, i.e. by simply deleting the “ghost” texture, and after rebuilding the package, 
the result is now correct: 
 

 



 

 

 

In advance, thank you to the Asobo team for taking this “bug” into consideration and correcting the 
exporter as soon as possible! 


