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Requirements:

For this mod to work, you will need the Avitab plugin of course.
It is a freeware plugin featuring a 2D EFB like screen and offers
modders and developers the possibility to implement it into a 3D
cockpit.

Get it here :

https://forums.x-plane.org/index.php?/files/file/44825-avitab-vr-
compatible-tablet-with-pdf-viewer-moving-maps-and-more/

Second you will need is ,KITBASH Lua“ and LUA 5.1:

https://qgithub.com/JemmaStudios/kitbash xpl1

https://qgithub.com/rjpcomputing/luaforwindows/releases

Those are needed to merge the display.obj file later with the actual
3D Cockpit of the MD-11

NEXT IS NOT NEEDED BUT OPTIONAL IN CASE YOU DO NOT
WANT LUA INSTALLED!

As alternative, you can merge them later on for yourself according
this description:

https://forums.x-plane.org/index.php?/forums/topic/155643-aircraft-
with-avitab-integration/&page=2#comment-1494989



https://forums.x-plane.org/index.php?/files/file/44825-avitab-vr-compatible-tablet-with-pdf-viewer-moving-maps-and-more/
https://forums.x-plane.org/index.php?/files/file/44825-avitab-vr-compatible-tablet-with-pdf-viewer-moving-maps-and-more/
https://github.com/JemmaStudios/kitbash_xp11
https://github.com/rjpcomputing/luaforwindows/releases
https://forums.x-plane.org/index.php?/forums/topic/155643-aircraft-with-avitab-integration/&page=2#comment-1494989
https://forums.x-plane.org/index.php?/forums/topic/155643-aircraft-with-avitab-integration/&page=2#comment-1494989

Installation:

Step 1

BACKUP YOUR Rotate-MD-11.acf FILE AND THE

MD-11-COCKPIT-00.0bj

If you do not back them up, you might have to reinstall the MD-11

In case something messes up!

Step 2

Copy the AviTab.json file tot he MD-11 Folder like this

#-Plane11 » Aircraft *+ My » Rotate-MD-11

Fat

2 Mame

airfoils
EU
cockpit_3d
EFE
frnod
licenses-3rd-party
liveries
ranual
nav-data
MD
objects
plugins
user-data
Q{r AviTab,json
D Licensetxt
&) MD-11-cockpit-00.0bj
D Privacy-Policy bt
| | Rotate-MD-11.acf
| | Rotate-MD-11.acf~
@ Rotate-MD-11_icon11.png
@ Rotate-MD-11 iconl] thumb.png
D Rotate-MD-11_prefs.txt
D Rotate-MD-11_vrconfig bt

v O

Anderungsdatum

NE N 2077 050
L O A0S S0 3
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o0, 0L

[
[
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Typ

Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
Dateicrdner
JSOM-Datei
Textdokument
3D Object
Textdokument
ACF-Datei
ACF~-Datei
PMG-Datei
PMG-Datei
Textdokument

Textdokument

It basically tells Avitab where to render on the panel.png

"Rotate-MD-11" durchsuchen

Grofe

1 KB

9 KB
2.816 KB
9 KB
1.626 KB
1.574 KB
142 KB
11 KB

2 KB

11 KB



Step 3

Copy the EFB.obj and the efb.png to the MD-11’s objects folder

like this

Aircraft »+ My » Rotate-MD-11 3 objects

o

E Mame

librain

EFB.chj

efb.png
MD-11-cockpit-00.obj
MD-11-cockpit-01.chj
MD-11-cockpit-01.png
MD-11-cockpit-01_MRM.png
MD-11-cockpit-02.obj
MDO-11-cockpit-02.png
MD-11-cockpit-02_MRM.png
MD-11-cockpit-03.obj

|&| MD-11-cockpit-03.png

&) =) =) [6) =) [ [6) &) =] [6)

Daturn

10.04.2022 10:44
11.04.2022 09:25
11.04.2022 00:40

"objects" durchsuchen

Typ

Dateiordner
30 Object
PMG-Datei
30 Object
3D Object
PMG-Datei
PMG-Datei
3D Object
PMG-Datei
PMG-Datei
30 Object
PMG-Datei

The EFB.obj is only the case around the display and needs to be

added in planemaker in the next step!

Step 4

Now we need to add the EFB.obj file to the aircratft itself.

Open planemaker.exe in the X_Plane installation folder

|j METAR. nwx 10.04,2022 22:48
|j METAR. trnp 22.03.2022 10:57
f Plane Maker.exe 02.07.2021 19:44
=] stack_tracext 10.04.2022 22:47
|j ufrne_cenfig.ufme 09.04.2022 22:39

=| unsl_logxt 14.12.20

= WehFMC-lnatet A0.N3.2N22 1728

RWx-Datei
TMP-Datei
Anwendung
Textdekurmnent
UFMC-Datei
Textdokurment

Textdokument



After starting planemaker load the MD-11 .acf file

[ X-System
About File Standard Expert Background Special
T/ —

[Ctrl-s]

Press file and Open

B airfoils 06.04.2022 20:59 Dateiordner

|]| BU 10.04.2022 19:39 Dateiordner

|]| cockpit_3d 06.04.2022 20:59 Dateiordner

|]| EFB 11.04.2022 0%:46 Dateiordner

|]| fmod 06.04.2022 20:39 Dateiordner

B licenses-3rd-party 06.04.2022 20:59 Dateiordner

|]| liveries 10.04.2022 10:48 Dateiordner

|]| manual 06.04.2022 20:59 Dateiordner

|]| nav-data 25.03.2022 20:28 Dateiordner

|]| ND 06.04.2022 20:39 Dateiordner

B objects 11.04.2022 09:25 Dateiordner

|]| plugins 08.04.2022 16:49 Dateiordner

|]| user-data 06.04.2022 21:08 Dateiordner

[ AviTab.json 10.04.2022 14:39 J50M-Datei 1KB
License.txt 25.07.2021 18:39 Textdokument GKB
@ MD-11-cockpit-00.0bj 19.03.2022 14:35 3D Object 2816 KB
Privacy-Policy.txt 27.07.2021 2113 Textdokument GKB
|D Rotate-MD-11.acf 11.04.2022 08:58 ACF-Datei 1.626 KB
| Rotate-MD-11.acf~ 22.03.2022 23:06 ACF~-Datei 1574 KB
[&] Rotate-MD-11_icon1.png 24,09.2021 22:33 PNG-Datei 142 KB
@ Rotate-MD-11_icon11_thumb.png 24.09.2021 22:33 PNG-Datei 11 KB
Rotate-MD-11_prefs.txt 11.04.2022 09:25 Textdokument 2KB
Rotate-MD-11_vrconfig.tet 05.02.2022 01:25 Textdokument 11 KB

Select the Rotate-MD-11.acf



Navigate to Standard and ,Misc Objects®

7 H-System

About File 3 Expert Background Special

In the next step we will add the EFB.obj file

[P ™Mb 11-exterior-15.0b]

tighting [CTS =] [ hi-res [ wreckage [ use LOD

Kill Dataref [ Rotate/ground/fx/kill gnd service objs shadow mode B dim LT

@ int Cockpit @ Ext Cockpit

a- 000.00] 000.00] 000.00 HEOACETT® .07 000. 5 [P Wb-11-exterior-16.0b) 1
YUUPY DUULDY UDUUOY

lighting [N =] [ hires [ wreckage [ use LOD

Kill Dataref | Rotate/ground/fx/kill and service objs shadow mode B dim UT
e

No Prefill . g3 e Int Cockpit e Ext Cockpit
PG aircraft reference & X . 4 BI MD-11-exterior-19.obj ]

lighting [N =1 () hires [ wreckage [ use LOD
Kill Dataref [ shadow mode [N B dim LT
@ int Cockpit @ Ext Cockpit

a- 000.00] 000.00] 000.00 Pl EICCEIT= 00o0. ] ; Vb 11-exterior-12.0b) 1
PPy UUUOD UOUUY

lighting [EEEREMSEEE=] [ hires [ wreckage [ use LOD

Kill Dataref | M dim uT
@ int Cockpit @ Ext Cockpit

a- 000.00] 000.00] 000.00 PIEOERCETNTT g 5 X [P ™Mb 11-cockpit-16.0bj 1
UUUUY TUUDT TOUUD

tighting [T =] [ hires [ wreckage [ use LOD
Kill Dataref | < < | shadow mode [N =] B dim LT
First click Add Second click this box @ int Cockpit @ Ext Cackpt

e- 000.00] 000.00] 000.00 EleCianaye ; 1
UUUPY DUUDY UUULY ovoe -

lighting [N =] [ hires [ wreckage [ use LOD
shadow mode ITITNNE=] B dim LT
@ Int Cockpit @ Ext Cockpit

After clicking the empty box, select the EFB.obj file you have
previously moved tot he objects folder!



wer PC » MSFS (1) » X-Plane11 # Aircraft » My » Rotate-MD-11 » objects

Ordner
Mame B Daturn Typ Grofbe Markierungen
librain 10.04.2022 10:44 Dateicrdner
EFE.obj 11.04.2022 09:25 3D Object 20 KB
@ efb.png 11.04.2022 00:40 PMG-Datei 47 KB
@ MD-11-cockpit-00....  06.04.2022 20059 3D Object 2.854 KB
@ MD-11-cockpit-01.... 14032022 21:12 3D Object 3.346 KB
@ MD-11-cockpit-01....  13.12.2027 10:30 PMG-Datei 15,034 KB
@ MD-11-cockpit-01_...  13.12.2021 10:30 PMG-Datei 15.226 KB
@ MD-11-cockpit-02....  21.02.2022 19:26 3D Object 8.304 KB
@ MD-11-cockpit-02....  03.12.2021 20:03 PMG-Date 15.946 KB
@ MD-11-cockpit-02_...  03.12.2021 20:03 PMG-Datei 12,189 KB
@ MD-11-cockpit-03....  06.01.2022 1801 3D Object 6.219 KB
[&] KA 11 cmclownie 0D 12 01 NI I GINTCR N 15 NJE WD

Then it should look like this:

Misc Objects

longitudinal, lateral, and vertical object attach arm heading, pitch, and roll offsets (deg) a
g &R [ooo000] 000.00] 000.00 ElCICTIIEE= X . X I VbI1-exterior-15 obj ]
UOPUe UOOUD OoUoe ooy DU DUUe

lighting B hi-res B wreckagea use LOD

Kill Dataref | Rotate/ground/fx/kill gnd service objs | chadow mode IOET = B dim LT

[N =] @ int Cockpit ) Ext Cockpit

™MD 11-exterior-16.0bj |
lighting [ CI=] M hi-res B wreckage B use LOD
Kill Dataref | Rotate/ground/fx/kill gnd service objs | shadow mode IR S E B dim LT

[P =] @ int Cockpit (@ Ext Cockpit

[FEEER [ooooo0] oo0.00] 000.00 BECHiCTnETE ) i )
UUUOU UOUUT  UUUDD TUUY UUOY UUOD

P11 exterior 19.0b) |

lighting a hi-res 8 wreckagea use LOD
Kill Dataref | | shadow moda a dim LIT
No Prefill _—‘ 8 Int Cockpit Ext Cockpit

g &8 [ ooo.00] 000.00] 000.00 HECCEETT= X X X
PUTeY TUUPD TUDeD oU0Y 99y OUow

PEEE™ [ooo000] 000.00] 000.00 EECIICICHET=

X . . [P ™b-11-exterior-12.obj ]
OUOUY OUUTY TouoY DUV TPV Toue

lighting [EECREMERISE =] M hi-res B wreckage [ use LOD
Kill Dataref | | B dim LT

@ Int Cockpit @) Ext Cockpit
EE 000.00] 000.00 AT

[ Mb-11-cockpit-16.0bj |

lighting 8 hi-res [ wreckage [ use LOD

Kill Dataref | | shadow mode None =] M dim LT
Prefill Only E 8 Int Cockpit 8 Ext Cockpit
é [etear] 00.00] 000.00 ClEEACET FIErE ok |
GSBB BBBGB oooow 7
lighting MR =] [ hi-res B wreckage B use LOD
Kill Dataref | | shadow mode None =] B dim LT

[EEE=] @ int Cockpit () Ext Cockpit




Now we need to move the EFB.obj file within planemaker a bit
around...

Misc Objects

longitudinal, lateral, and vertical object attach arm heading, pitch, and roll offsets (deg) a
s @8 000.00] 0 00.00 JBCICIGEN aircraft reference .07 [P ™Mo T1-exterior-15.06)
UUUUY D99 9OUDY U999 YOUY

tighting SIS [ hi-res [ wreckage [ use LOD
Kill Dataref [Rotate/ground/x/Kill and Service objs 1 shadow mode IEETTTEN] B dim LT

[CEISI=] @ int Cockpit @ Ext Cockpit

s M [ 000.00] 000.00] 000.00 EIEEIICTICHEF=" 000.0] 0000 0] I Wb-11-exterior-16.0b)
TUPPT OUUUD UUUPY P99 OUPY U9 _
tighting [T P=] B hires [ wreckage [ use LOD

Kill Dataref [Rotate/ground/fx/kill gnd service objs T chadow mode IYRTEEINF®] B dim UT

[EEII=] @ int Cockpit @ Ext Cockpit
e 8 000.00] 000.00] 000.00 | EIEENREIINTF= 000.0] 000.0] 000.0] FIMb-11-exterior-19.0b;
UUPPT DUUPD TUUUY UUPY TOUY YUY

nghtng hi-res [ wreckage [ use LOD
shadow mode [T INN=] B dim uT
[P @ int Cockpit @ Ext Cockpit

Kill Dataref 1

s 000007 000007 000.00 PIEETTETRTY= 00007 000.0] 0] P Wb T1exterior-12.0bj
U900 ©OUU0 ©OUD0 0999 L
lighting [EEENCEMEEEY®] [ hires B wreckage B use LOD
Kill Dataref | B dim UT

@ int Cockpit @ Ext Cockpit

a 000.00] 000.00] uooon PRy ®" 000.0] 000.0] 000.0] P ™Mo TTcockpit-16.0bj
' U9UPY PUUUY oooe oooe
||gnnng-m5 hi-res [ wreckage [ use LOD
Kll:Batares 1 shadow mode IETTTNNNT=) B dim uT
move up arrow @ int Cockpit @ Ext Cockpit

0000

000.007 000.007]000.00 EIEEITIENITY 00.0] nuoow [ ]
- 5555 UOUY OUUY
tighting ICTTEEENMII ) ni-res B wreckage [ use LOD
Kill:Datarer | I shadow mode [T B dim uT

ETEEI® @ int Cockpit @ Ext Cockpit

Click the move up arrow and the .obj will move one step up.
Then repeat this process with the moved EFB.obj untill it looks like
this:

Misc Objects
longitudinal, lateral, and vertical object attach arm heading, pitch, and roll offsets (deq) a
I UOvesy OO e -
U099 UOUUY ©UUDY U999 YUY UUOU
lighting =] B hi-res [ wreckage B use LOD
Kill Dataref | L R Y [ Exterior Only. k] B dim LT

[PEC=] @ int Cockpit @ Ext Cockpit

[P MD-11-cockpit-19.0bj

ighting i-res wreckage [ use
light hi ki LoD

shadow mode None [=] B dim uT
No Prefill. &3 ockpit @ Ext Cockpit

e 8 000007 000.00] 000.00 FEEGOEHT
U009 DUUOD UUUD9

Kill Dataref [ |

=

00 0] 000.00] 000.00 ElSEUNEEE

T T P Mb-11-cockpit-00.0b)
UOUPY OOUUY UUPY UUUY UUOD

onting [T = B hi-res
Kill Dataref | [T Al Views
EFB.obj needs to be below the

eummm

9 wreckage @ use LOD
B dim uT
Int Cockpit @ Ext Cockpit

wo_Prefill

B dim uT
ockpit @) Ext Cockpit

Set shadow mode
Lo

lighting Inside. = hi-res [ wreckage [ use LOD
Kill Dataref | 1 shadow mode RTINS B dim uT
ST @ int Cockpit @ Ext Cockpit
s 000.00] 000.00] 000.00 | EEurIr [P ™MD T1-cockpit-17.0bj
U009 DUUOD OOUoY
lighting [EEENEETIM®] [ hires [ wreckage [ use LOD

Kill Dataref | | A dim uT

@ int Cockpit @ Ext Cockpit

B e 00000 00000 00008

nonnnl-nonnnl-nnnnn aft referen nnonnl-nnonl-nnnn PTG vtarior 01 ahi

p—




Now close the Misc Objects panel and save the aircraft via File->
Save

B X-System
About File Standard Expert Background Special
L

Step 4

Now that the MD-11 has a physical object attached to it, which is
the housing fort he display itself, we need to make the display
work!

For this the display.obj needs to be merged with the
MD-11-cockpit-00.0bj

This can be done either with the lua script and the installed lua
engine or manually!



Here | show to do it with the Lua engine installed and the script
from KITBASH.

Move the display.obj the kitbash.lua and the MD-11-cockpit-00.0bj
to one folder. (i called it combine)

3-11\EFB\combine — O X
ircraft + My » Rotate-MD-11 » EFBE * combine v | 0 combine” durchsuchen
|
. |
Mame Anderungsdaturmn Typ Graofie
E display.ohbj 11.04.2022 09:23 3D Object 1 KB
" kithash.lua 31.05.2020 00:28 Lua Script File 26 KB r
E MD-11-cockpit-00.0bj 11.04.2022 09:24 3D Object 2.854 KB

Run you cmd console in windows and move to the created folder
where all three files are located.

Then run the script as follows:

Y to continue, anythin|

You have to press ,y“ to make it run and it should look like this.



Finally you can move the new MD-11-cockpit-00.0bj back tot
he objects folder of the MD-11.

Now you can load up the aircraft and enjoy an EFB &)




Limitations:

As | am not the developer oft he MD-11, there are some
limitations...

It does not move with the window if you open it

It dows not go black even with aircraft switched off

it is not tested in VR and Vulkan! However it might work
there...who knows

once Rotate updates the MD-11, you might have to do the same
process again....Sorry for that but yeah this it how it works as long
as they do not implement it form the get go

Once Rotate has implemented an EFB, you will not need this
anymore



