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Working flight dynamics modifiers in the dyn files… (there may be a few others to add here, these are ones that should be active according to TG or ones that I know do something when the modifier is changed) 

current_flight_dynamics->main_rotor_induced_air.modifier;  (changes overall lift bigger number = more lift)

current_flight_dynamics->main_rotor_pitch_angle.modifier; (changes the base pitch forward and backwards that your main rotor / helo sits at. + is lean forward - is lean back 4.0 = 20 degrees forward lean as a base. No need to mess with )

current_flight_dynamics->main_rotor_rpm.modifier; (seems to effect the amount of torque the helo has. must try 0.0 with comanche to see if cross couple off leaves you with no torque problems ?? //good god no don't try that, bad stuff to mess with //)
current_flight_dynamics->main_rotor_roll_angle.modifier; (changes the speed that your helo rolls at, changes good to make to the comanche since it should have an advantage over the KA-52)

current_flight_dynamics->tail_rotor_induced_air.modifier; (increases thrust, or dereases thrust for the TR, again this does some bad stuff dependant on CC on or off)

current_flight_dynamics->heading_inertia.modifier; (lets the TR work at higher speeds, may or may not be useable if the TR drag could be removed by command line as it should be able to be, causes some very real problems when cross couple is off)

current_flight_dynamics->pitch_inertia.modifier; (slows forward backward pitch with + numbers and stops the helos from falling back to center.)

current_flight_dynamics->roll_inertia.modifier; (+numbers slow side to side roll and hold the helo from falling back to center)

current_flight_dynamics->pitch.modifier; (looks like it speeds up your roll rate again, not sure yet though what else it might effect)

current_flight_dynamics->main_blade_x_pitch.modifier; (can not find anything for these at all max and min both 0.0000 maybe the problem??)

current_flight_dynamics->main_blade_y_pitch.modifier; (can not find anything for these at all max and min both 0.0000 maybe the problem??)

current_flight_dynamics->velocity_z.modifier; (screws up the VNE, higher number means lower VNE no reason to use at all)

current_flight_dynamics->main_blade_pitch.modifier; (nose up effect from translational lift, Go too high and anytime you let go of the stick the helo will nose up until you fall under ETL. It will fall back to a centered postion after you are at  < 20 knts. 

current_flight_dynamics->translational_lift.modifier (bigger numbers means more ETL)

current_flight_dynamics->ground_effect.modifier; (bigger number means more lift from ground effect)

current_flight_dynamics->main_rotor_induced_vortex_air_flow.modifier (changes ease of getting into Vortex Ring)

current_flight_dynamics->weapon_mass.modifier (bigger numbers makes the effect that weapons weight has on the helos more noticeable)

current_flight_dynamics->fuel_weight.modifier ( bigger numbers means more wieght effect for the fuel) 
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