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Problem exporting Windshield material

| thought this new version of the Blender exporter (v2.3.2) would allow us to model properly.... But |
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:

Textures

Base Color Texture (RGBA)

W]~ + New —
ReflecLicr [R] Roughness (G) Metallic (B)
E"“' HunterReflectionWindshiled.png
Normal Texture (RGB)

W]~ + New —
Secondary Details (RGBA)

W~ + E ]
Details 1 (R}, Icing Mask (G), Details 2 (B}
E"“' Hunter_glass_detailmapll_mask.png
Details Reflection (R} Roughness (G) Metallic (B)
W]~ + Mew —]

Icing Mormal (use UV Detail Tiling)

m w» Hurter_frost_detail_norm.png

Reflection Mask (LW2)

W~ + Mew
Wiper Mask (RGBA)

W]~ + New

Detail Mormal (use Detail UV Tiling)

E"“' Hunter cockpit_detailnormal_2.png
Scratches Normal

m w Hunter_microscratches_norm.png
Insects Albedo (RGBA)

E"" Insects Helico Windshield_albd.png
Insects Mask (A)

E"“' Insects Helico_Windshield_mask.png




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

"alphaMode™ : "BLEND",
"emissiveFactor":[

@,

@,

e

]}
"extensions™:{
"ASOBO_material_detail map™:{
"detailColorTexture™:{
"index”:183
}}
"detailNormalTexture":{
"index":164,
"scale":8.819999999552965164
}}
"UNScale":7,
"blendThreshold":@.00810000000474974513

}}

"ASOBO_material_windshield w3™:{
"detaillRough":8.085000000074505806,
"detail2Rough" :8.085000000074505806,
"detaillOpacity":0.5,
"detail20pacity™:0.5,
"microScratchesTiling”:1.1600008823841858,
"microScratchesStrength™:@.05000000074505806,
"detailNormalRefractScale”:0.056000000074505806,
"wiperlLines":false,
"wiperlLinesStrength™:1,
"wiperlinesTiling":1,

"wiperlState™:8,
"windshieldDetailNormalTexture"”:{
"index":1@5,
"scale":8.819999999552965164
}}
"scratchesNormalTexture™: {
"index":166,
"scale":8.819999999552965164
¥

»

windshieldInsectsTexture™:{
"index":107

¥

»
windshieldInsectsMaskTexture™:{
"index":108
¥

})

"ASOBO_material_rain_options™:{
"rainDropScale” :0.4000088059604645,
"rainDropSide”:false

¥

})

"extras":{},

"name”: "WindshieldInt™,

"occlusionTexture™:{
"index":189

¥

>
brMetallicRoughness™: {
"baseColorFactor™: [
8.36508008953674316,
8.36508008953674316,
6.36508000953674316,
6.089999999776482582

1
"baselolorTexture":{
"index":110
B
"metallicFactor”:@,
"metallicRoughnessTexture™:{
"index™:1689
})
"roughnessFactor™:8.0819999999552965164




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 | 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:

"alphaMode™ : "BLEND",
"emissiveFactor™:[

1,

"extensions":{
"ASOBO_material_detail map":{
"detailColorTexture™:{
"index":181
Ty
"detaillNormalTexture":{
"index":182,
"scale™:8.819999999552965164
¥s
"WNWScale":7,
"blendThreshold":@.8616000000474974513
Ts
"ASOBO _material windshield w3":{
"detaillRough™ :8.85600000074585806,
"detail2Rough™ :0.05000000074505806,
"detaillOpacity":@.5,
"detail20pacity™:0.5,
"microScratchesTiling™:2,
"microScratchesStrength™:8.829999999329447746,
"detaillormalRefractScale™:8.085000808074505886,
"wiperlines":false,
"wiperlinesStrength™:1,
"wiperlinesTiling™:1,
"wiperlState™:@,
"windshieldDetailNormalTexture":{
"index":183,
"scale™:8.819999999552965164
Ts
"scratchesNormalTexture”: {
"index":184,
"scale™:8.819999999552965164
T
"windshieldInsectsTexture™:{
"index":185
¥s
"windshieldInsectsMaskTexture™:{
"index":186
h

¥

"ASOBO material rain_options™:{
"rainDrop5cale”:0.408000000596084645,
"rainDrop5ide”:false

¥
by
“"extras":{},
"name” : "WindshieldInt",
"occlusionTexture™: {
"index™:107
¥y
"pbrMetallicRoughness™: {
"baseColorFactor™: [
8.366899788379%692,
8.3668997883,96692,
8.3668997%43796692,
0.809995,999776482582
I,
"metallicFactor™:8,
"metallicRoughnessTexture":{
"index" :187
}s
"roughnessFactor™:8.0819999999552965164




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



