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Getting Startedti

Requirements
Thertee artee some rteequirteements to get this featurtee worteking prteopertely.

• You must have  ynamic rteefections in P3D at least at Low. 

• You will have to mo ify the airtecrteaf mo els to make them usable with  ynamic rteefections. 
The inclu e  tool will help you with that. Howeverte, thertee artee alrteea y some airtecrteaf 
available, which alrteea y supportet  ynamic rteefections. You  on’t nee  to mo ify theses

• You shoul  have a goo  GPU, othertewise the pertefortemance will be horterteible!

Compatible Presets
You can use the rteefections with any prteeset you want. The implementation is not boun  to the 
inclu e  prteesets.

If you want to use the exten e  rteefection rteen erteing with yourte pertesonal prteeset, make surtee these 
options artee all enable  



Some of these options will rteequirtee you to have otherte options enable  as well. The application will 
tell you if you have to enable otherte tweaks as well.

Disabling the Refeetions
If you  on’t want to use the rteefections anymortee, but still want to use the application, just  isable 
the option “Exten e  Refection Ren erteing” an  apply yourte prteeset again 



Enabling Dynamie Refeetions
In P3D, you MUST have  ynamic rteefections enable . Any value between “Low” an  “Ultrtea” will 
wortek. The pertefortemance impact will  epen  on the value you choose hertee. So play arteoun  with the 
value an  see what worteks best forte you. 

Modtiifying Aireraf
To a just the airtecrteaf mo els, you can use the inclu e  secon artey tool to accomplish that. Note 
that you mo ify the mo el, not the livertey. So evertey livertey using the mo el will wortek as soon as you 
have change  the mo el itself. When you open the tool, you will see this 



1. Hertee you can flterte the airtecrteaf list

2. This list contains all airtecrteaf you have installe  in the sim. The mo el type is colortee  orteange 
if the mo el has been mo ife  by the tool, othertewise its grteay

3. The “VC E itorte” checkbox will allow you to toggle between extertenal an  intertenal vehicle 
e iting. Nortemally, VCs  oesn’t nee  to get a juste 

Now select an airtecrteaf you want to mo ify in the lef list. Aferte that, you will see the airtecrteaf in the 
main pane.



1. Un erte Actions, a menu will popup which will allow you to loa  a prtee  efne  prteofle forte the 
airtecrteaf, save yourte changes as a prteofle, orte execute quick actions

2. The rteestortee buton will rtee-activate the orteiginal, unmo ife  fle

3. Save will save yourte changes to a new fle. You will see, that the fle name at the vertey top will 
actually change as soon as you prteess the buton. The tool will crteeate a copy of the existing 
mo el an  mo ify the copy. Aferte that, it just mo ifes the mo el.cfg so that the e itorte 
mo el gets loa e  instea  of the untouche  one.

4. This list contains a list of all  ifuse texturtees  efne  in the mo el. If you select one ortee 
mortee texturtee in the list, all materteials using the texturtee will be  isplaye  in 5. The mo el 
prteeview 6 will highlight the selecte  texturtee in blue 



5. This list  isplays all materteials which use the selecte   ifuse texturtee in 4.  nly the nee e  
prteoperteties artee  isplaye . Most importetant infortemation at frtest is prteobably the column PP3D 
Refections“. Evertey materteial having a “Yes” hertee will actually be  isplaye  using the 
mo ife  sha ertes. If a materteial has a flle  “Envirteonment Texturtee” AND has the “Use P3D 
Refection” to no, the materteial will be  isplaye  wrteong in the sim. To e it one orte mortee 
materteials, just select them in the list. The mo el prteeview 6 will highlight all selecte  
materteials in rtee 

6. The mo el prteeview is just a basic prteeview an  the rteesult will not be the same as in the sim. 
You will prteobably see a lot of partets being place  in wrteong positions orte with the wrteong size. 
That is because the tool can not rteea  animate  objects corterteectly at the moment. But this 
will not  estrteoy the output in any way. Drteag with the lef mouse buton to rteotate,  rteag with 
the rteight mouse buton to move fortewarte  / si e warte s an   rteag with the mi  le mouse 
buton to rteotate arteoun  the centerte.

7. Hertee you can set the rteequirtee  PBR materteial settings – glossiness an  rteefectivity. The 
metho  to calculate the rteefectivity can be  iferteent on each mo el. Curterteently the best 
worteking factortes artee “Factorte * Specularte Map Re ” forte the rteefectivity an  “Factorte * Specularte 
Map Alpha” forte the glossiness. Howeverte, you can trtey out  iferteent values an  see what it 
looks like. The rteefectivity value shoul  be between a an  1, but sometimes it is rteequirtee  to 
incrteease it to a value of 2 orte 3. Don’t put in values grteeaterte than 9. The same rteules apply forte 
glossiness. Note that you must ensurtee, that the checkbox PUse P3D Refections“ is checke  
forte evertey materteial which shoul  use the new sha ertes. 

8. Aferte you have change  the values, prteess the PSet“ buton. This will save the new values in 
the materteial list. Note  this won‘t save the fle. Also note  if you only change the glossiness 
value an  have multiple materteials selecte , only the glossiness value will be save  to all 
selecte  materteials. The otherte values won‘t get change  unless you have change  these, 
too.

Dynamie Refeetion Map Quality
• If you set it to of, this won’t wortek. Yourte airtecrteaf will look ugly. If you  on’t have to powerte to 

use the  ynamic rteefections at least at low, you won’t be able to use this featurtee at all

• Low  this setting uses six 128x128 texturtees forte the rteefections. The  ynamic rteefection 
texturtee will only contain the terterteain an  the sky.

◦ This setting worteks well forte the Ambient Lighting on the airtecrteaf.

◦ Thertee won’t see many specularte rteefections at all.

◦ You won’t see lights rteefecting on the surteface  urteing the night

◦ The ambient lighting won’t change if clou s artee visible



• Me ium  this setting uses six 256x256 texturtees forte the rteefections. The  ynamic rteefection 
texturtee will contain surtefaces marteke  as “rteunway”, too. 

◦  n some airteportets, you will see the taxi lines rteefecting on the surteface as well as some 
taxiway lights. Note that the  eveloperte of the airteportet must have setup the 
corterteespon ing polygons corterteectly.

◦ You will see the sun an  the moon on the rteefections

• High  this setting uses six 512x512 texturtees forte the rteefections. While this featurtee uses quite 
a lot of pertefortemance, it alrteea y gives you vertey nice  etails on the rteefection map

◦ You will see airteportet buil ings on the rteefections

◦ You will see autogen buil ings on the rteefections

◦ You will see clou s on the rteefections.

◦ You will see taxi lights on the rteefections

◦ The ambient lighting on the airtecrteaf will change if you fy in/above the clou s

Because of the inclu e  autogen, the pertefortemance lose is also  epen ent on yourte autogen 
quality an   rteaw  istance settings. So if you have set these values quite high, you will see a 
pertefortemance  rteop in arteeas with a lot of autogen. While the autogen rteen erte sha ertes have 
been been optimize , this coul  still rtee uce the pertefortemance signifcantly. 

Because of the inclu e  clou  rteefections, the pertefortemance will  rteop  epen ing on the 
weatherte arteoun  you. While the clou  sha ertes have been optimize  forte this featurtee, this 
coul  still rtee uce the pertefortemance signifcantly. 

• Ultrtea  this setting uses a 1a24x1a24 texturtees forte the rteefections.

◦ You will see parteticles on the rteefection map

◦ You will see trteees in the rteefections

◦ You will see  RBX strteeet lights in the rteefections sintertenally they artee trteees)

The output quality with Ultrtea compartee  to High is not a huge step, while the 
pertefortemance lost is quite big. 

Adtijusting the Modtiels
To use this featurtee, you not only have to a just the sha ertes, you also have to mo ify the materteials 
of the airtecrteaf mo els. Therteefortee, a secon artey tool is integrteate  into the package which helps you 
with that. 

Note that you won’t have to a just the mo el forte each livertey, you have to a just it perte mo el type. 
Forte example, if you a just the Default Mooney Brteavo, it will wortek on evertey livertey using the same 
mo el.



The mo el tool supportets loa ing an  saving prteofles perte mo el. You can shartee the prteofles with 
othertes, too. D  N T SHARE C PYRIGHTED MATERIAL. 

Things you shouldti know
It is rteelatively importetant that you shoul  know the following points. It will clearte some 
misun ertestan s an  help you un ertestan , why thertee artee some grteaphic artetifacts when using this 
metho .

Refeetion Replaeement
Thertee artee two possible rteefection maps. A  efault, built-in rteefection map an  a custom rteefection 
map, a  on  evelopertes uses most of the time. When you enable “Dynamic Refections” in P3D, 
only the  efault texturtee gets rteeplace  by the  ynamic one. That’s the rteeason, you won’t see it on 
most planes anyway. Because only one map is use  forte the output an  the custom one is always 
prteefertertee . Thertee is no way to fortece the usage of the  ynamic one extertenally. 

Refeetion Visibility 
The curterteent implementation of the rteefection map is quite  iferteent frteom the way the new sha erte is 
base  on. Forte example, the curterteent rteefection map intensity is  epen ent on the amount of light 
hitting a surteface. So  urteing night, you won’t see any rteefection map while  urteing  aylight, the 
rteefection map is  isplaye  in full intensity. This is a legacy implementation of the engine which ha  
to be change .

Refeetion Anomalies
The rteefection map always gets generteate  frteom the point, the userte camertea is curterteently locate . This 
will rteesult in rteefections orte  ifuse colorte changes as soon as the camertea moves. Up until now, thertee 
is no fx forte it available, so you will have to live with that unfortetunately. 

PBR, IBL, Metallie andti Dieleetrie Materials, ete.
You might have hearte  some of these key worte s. Let me just brteiefy  escrteibe the meanings of these

• IBL stan s forte Image Base  Lighting. It is a quite ol  rteen erteing technique which came up 
again rteecently because the rteequirtee  GPU powerte was fnally available to use it. It can be a 
rteeplacement forte the ol  ambient light value to simulate in irteect lighting. In P3D, in irteect 
lighting is apprteoximate  with the ambient light value. It is a simple value in epen ent of 
the  irteection, a surteface is pointing to. If you won’t use ambient lighting, arteeas in the 
sha ow woul  be just pitch black, which looks vertey strteange an  unnaturteal. With the new 
rteen erteing metho , the constant ambient light is rteeplace  by the rteefection map as well 
which gives a much mortee naturteal lighting on the arteea



• PBR stan s forte Physically Base  Ren erteing. It completely changes how light is calculate  forte 
each pixel by using mortee physically accurteate functions to calculate the amount of light a 
surteface rteefects. PBR uses a  iferteent set of input parteametertes to calculate the output. Assets 
rteen ertee  with PBR must be  esigne  forte it. Because of this, full PBR cannot be use  within 
P3D, because the engine itself must change sthe rteequirtee  parteametertes must be stortee  
somewhertee) an  all the mo el materteials woul  have to get a juste .

• Metallic an  Dielectrteic materteials artee the two base materteials PBR is worteking with. Metallic 
materteials  on’t have a  ifuse colorte at all – they only rteeturten specularte an  in irteect specularte 
light. Dielectrteic materteials have a  ifuse colorte an  rteeturten that as well sthis is only a brteief 
summartey). To make PBR at least a litle bit possible insi e P3D without mo ifying the 
engine/assets too much, only the  ielectrteic partet is implemente  by this metho 

• Roughness/Glossiness is a parteameterte which has quite a lot of infuence in the PBR pipeline. 
Glossiness is simply the invertese of the rteoughness value. It  escrteibes the micrteo surteface 
strteucturtee of the surteface an   escrteibes how “clearte” a surteface rteefects light. If you look at a 
polishe  woo en table, you can see a blurtertey rteefection of the surterteoun ing arteea on it. While 
the surteface might feel smooth, it still won’t rteefect a clearte image of the surterteoun ing arteea 
like a mirterteorte. Because P3D  oesn’t have a value of surteface rteoughness, it is apprteoximate  
using the available materteial infortemation.
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