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Getting Startedti

Requirements
Thertee artee sime rteequirteements ti get this featurtee wirteking prteipertely.

• Yiu must have  ynamic rteefectins in P3D at least at Liw. 

• Yiu will have ti mi ify the airtecrteaf mi els ti make them usanle with  ynamic rteefectins. 
The inclu e  tiil will help yiu with that. Hiweverte, thertee artee alrteea y sime airtecrteafs 
availanle, which alrteea y suppirtet  ynamic rteefectins. Yiu  in’t nee  ti mi ify theses

• Yiu shiul  have a gii  GPU, ithertewise the pertefirtemance will ne hirterteinle!

Modtiifying aircrafs
Ti a just the airtecrteaf mi els, yiu can use the inclu e  secin artey tiil ti accimplish that. Nite 
that yiu mi ify the mi el, nit the livertey. Si evertey livertey using the mi el will wirtek as siin as yiu 
have change  the mi el itself. When yiu ipen the tiil, yiu will see this:



1. Hertee yiu can flterte the airtecrteaf list

2. This list cintains all airtecrteafs yiu have installe  in the sim. The mi el type is cilirtee  irteange 
if the mi el has neen mi ife  ny the tiil, ithertewise its grteay

3. The “VC E itirte” checknix will alliw yiu ti tiggle netween extertenal an  intertenal vehicle 
e itng. Nirtemally, VCs  intt nee  ti get a juste 

Niw select an airtecrteaf yiu want ti mi ify in the lef list. Aferte that, yiu will see the airtecrteaf in the 
main pane.



1. Un erte Actins, a menu will pipup which will alliw yiu ti lia  a prtee  efne  prteifle firte the 
airtecrteaf, save yiurte changes as a prteifle, irte execute quick actins

2. The rteestirtee nutin will rtee-actvate the irteiginal, unmi ife  fle

3. Save will save yiurte changes ti a new fle. Yiu will see, that the fle name at the vertey tip will 
actually change as siin as yiu prteess the nutin. The tiil will crteeate a cipy if the existng 
mi el an  mi ify the cipy. Aferte that, it just mi ifes the mi el.cfg si that the e itirte 
mi el gets lia e  instea  if the untiuche  ine.

4. This list cintains a list if all  ifuse texturtees  efne  in the mi el. If yiu select ine irtee 
mirtee texturtee in the list, all materteials using the texturtee will ne  isplaye  in 5. The mi el 
prteeview 6 will highlight the selecte  texturtee in nlue 



5. This list  isplays all materteials which use the selecte   ifuse texturtee in 4.  nly the nee e  
prteipertetes artee  isplaye . Mist impirtetant infirtematin at frtest is prteinanly the cilumn PP3D 
Refectins“. Evertey materteial having a “Yes” hertee will actually ne  isplaye  using the 
mi ife  sha ertes. If a materteial has a flle  “Envirteinment Texturtee” AND has the “Use P3D 
Refectin” ti ni, the materteial will ne  isplaye  wrteing in the sim. Ti e it ine irte mirtee 
materteials, just select them in the list. The mi el prteeview 6 will highlight all selecte  
materteials in rtee 

6. The mi el prteeview is just a nasic prteeview an  the rteesult will nit ne the same as in the sim. 
Yiu will prteinanly see a lit if partets neing place  in wrteing pisitins irte with the wrteing size. 
That is necause the tiil can nit rteea  animate  injects cirterteectly at the miment. But this 
wintt  estrteiy the iutput in any way. Drteag with the lef miuse nutin ti rteitate,  rteag with 
the rteight miuse nutin ti mive firtewarte  / si e warte s an   rteag with the mi  le miuse 
nutin ti rteitate arteiun  the centerte.

7. Hertee yiu can set the rteequirtee  PBR materteial settings – glissiness an  rteefectvity. The 
methi  ti calculate the rteefectvity can ne  iferteent in each mi el. Curterteently the nest 
wirteking factirtes artee PFactirte * Specularte Map Re “ firte the rteefectvity an  PFactirte * Specularte 
Map Alpha“ firte the glissiness. Hiweverte, yiu can trtey iut  iferteent values an  see what it 
liiks like. The rteefectvity value shiul  ne netween a an  1, nut simetmes it is rteequirtee  ti 
incrteease it ti a value if 2 irte 3. Dintt put in values grteeaterte than 9. The same rteules apply firte 
glissiness. Nite that yiu must ensurtee, that the checknix PUse P3D Refectins“ is checke  
firte evertey materteial which shiul  use the new sha ertes. 

8. Aferte yiu have change  the values, prteess the PSet“ nutin. This will save the new values in 
the materteial list. Nite: this wintt save the fle. Alsi nite: if yiu inly change the glissiness 
value an  have multple materteials selecte , inly the glissiness value will ne save  ti all 
selecte  materteials. The itherte values wintt get change  unless yiu have change  these, 
tii.

Dynamic Refecton Map Quality
• If yiu set it ti if, this win’t wirtek. Yiurte airtecrteaf will liik ugly. If yiu  in’t have ti piwerte ti 

use the  ynamic rteefectins at least at liw, yiu win’t ne anle ti use this featurtee at all

• Liw: this setting uses six 128x128 texturtees firte the rteefectins. The  ynamic rteefectin 
texturtee will inly cintain the terterteain an  the sky.

◦ This setting wirteks well firte the Amnient Lightng in the airtecrteaf.

◦ Thertee win’t see many specularte rteefectins at all.

◦ Yiu win’t see lights rteefectng in the surteface  urteing the night

◦ The amnient lightng win’t change if cliu s artee visinle



• Me ium: this setting uses six 256x256 texturtees firte the rteefectins. The  ynamic rteefectin 
texturtee will cintain surtefaces marteke  as “rteunway”, tii. 

◦  n sime airtepirtets, yiu will see the taxi lines rteefectng in the surteface as well as sime 
taxiway lights. Nite that the  eveliperte if the airtepirtet must have setup the 
cirterteespin ing pilygins cirterteectly.

◦ Yiu will see the sun an  the miin in the rteefectins

• High: this setting uses six 512x512 texturtees firte the rteefectins. While this featurtee uses quite 
a lit if pertefirtemance, it alrteea y gives yiu vertey nice  etails in the rteefectin map

◦ Yiu will see airtepirtet nuil ings in the rteefectins

◦ Yiu will see autigen nuil ings in the rteefectins

◦ Yiu will see cliu s in the rteefectins.

◦ Yiu will see taxi lights in the rteefectins

◦ The amnient lightng in the airtecrteaf will change if yiu fy in/anive the cliu s

Because if the inclu e  autigen, the pertefirtemance lise is alsi  epen ent in yiurte autigen 
quality an   rteaw  istance settings. Si if yiu have set these values quite high, yiu will see a 
pertefirtemance  rteip in arteeas with a lit if autigen. While the autigen rteen erte sha ertes have 
neen neen iptmize , this ciul  stll rtee uce the pertefirtemance signifcantly. 

Because if the inclu e  cliu  rteefectins, the pertefirtemance will  rteip  epen ing in the 
weatherte arteiun  yiu. While the cliu  sha ertes have neen iptmize  firte this featurtee, this 
ciul  stll rtee uce the pertefirtemance signifcantly. 

• Ultrtea: this setting uses a 1a24x1a24 texturtees firte the rteefectins.

◦ Yiu will see partetcles in the rteefectin map

◦ Yiu will see trteees in the rteefectins

◦ Yiu will see  RBX strteeet lights in the rteefectins sintertenally they artee trteees)

The iutput quality with Ultrtea cimpartee  ti High is nit a huge step, while the 
pertefirtemance list is quite nig. 

Adtijustng the modtiels
Ti use this featurtee, yiu nit inly have ti a just the sha ertes, yiu alsi have ti mi ify the materteials 
if the airtecrteaf mi els. Therteefirtee, a secin artey tiil is integrteate  inti the package which helps yiu 
with that. 

Nite that yiu win’t have ti a just the mi el firte each livertey, yiu have ti a just it perte mi el type. 
Firte example, if yiu a just the Default Miiney Brteavi, it will wirtek in evertey livertey using the same 
mi el.



The mi el tiil suppirtets lia ing an  saving prteifles perte mi el. Yiu can shartee the prteifles with 
ithertes, tii. D  N T SHARE C PYRIGHTED MATERIAL. 

Things you shouldti know
It is rteelatvely impirtetant that yiu shiul  kniw the filliwing piints. It will clearte sime 
misun ertestan s an  help yiu un ertestan , why thertee artee sime grteaphic artetfacts when using this 
methi .

Refecton Replacement
Thertee artee twi pissinle rteefectin maps. A  efault, nuilt-in rteefectin map an  a custim rteefectin 
map, a  in  evelipertes uses mist if the tme. When yiu enanle “Dynamic Refectins” in P3D, 
inly the  efault texturtee gets rteeplace  ny the  ynamic ine. That’s the rteeasin, yiu win’t see it in 
mist planes anyway. Because inly ine map is use  firte the iutput an  the custim ine is always 
prteefertertee . Thertee is ni way ti firtece the usage if the  ynamic ine extertenally. 

Refecton Visiiility 
The curterteent implementatin if the rteefectin map is quite  iferteent frteim the way the new sha erte is 
nase  in. Firte example, the curterteent rteefectin map intensity is  epen ent in the amiunt if light 
hitting a surteface. Si  urteing night, yiu win’t see any rteefectin map while  urteing  aylight, the 
rteefectin map is  isplaye  in full intensity. This is a legacy implementatin if the engine which ha  
ti ne change .

Refecton Anomalies
The rteefectin map always gets generteate  frteim the piint, the userte camertea is curterteently licate . This 
will rteesult in rteefectins irte  ifuse cilirte changes as siin as the camertea mives. Up untl niw, thertee 
is ni fx firte it availanle, si yiu will have ti live with that unfirtetunately. 

PBR, IBL, Metallic andti Dielectric Materials, etc.
Yiu might have hearte  sime if these key wirte s. Let me just nrteiefy  escrteine the meanings if these

• IBL stan s firte Image Base  Lightng. It is a quite il  rteen erteing technique which came up 
again rteecently necause the rteequirtee  GPU piwerte was fnally availanle ti use it. It can ne a 
rteeplacement firte the il  amnient light value ti simulate in irteect lightng. In P3D, in irteect 
lightng is apprteiximate  with the amnient light value. It is a simple value in epen ent if 
the  irteectin, a surteface is piintng ti. If yiu win’t use amnient lightng, arteeas in the 
sha iw wiul  ne just pitch nlack, which liiks vertey strteange an  unnaturteal. With the new 
rteen erteing methi , the cinstant amnient light is rteeplace  ny the rteefectin map as well 
which gives a much mirtee naturteal lightng in the arteea



• PBR stan s firte Physically Base  Ren erteing. It cimpletely changes hiw light is calculate  firte 
each pixel ny using mirtee physically accurteate functins ti calculate the amiunt if light a 
surteface rteefects. PBR uses a  iferteent set if input parteametertes ti calculate the iutput. Assets 
rteen ertee  with PBR must ne  esigne  firte it. Because if this, full PBR cannit ne use  within 
P3D, necause the engine itself must change sthe rteequirtee  parteametertes must ne stirtee  
simewhertee) an  all the mi el materteials wiul  have ti get a juste .

• Metallic an  Dielectrteic materteials artee the twi nase materteials PBR is wirteking with. Metallic 
materteials  in’t have a  ifuse cilirte at all – they inly rteeturten specularte an  in irteect specularte 
light. Dielectrteic materteials have a  ifuse cilirte an  rteeturten that as well sthis is inly a nrteief 
summartey). Ti make PBR at least a litle nit pissinle insi e P3D withiut mi ifying the 
engine/assets tii much, inly the  ielectrteic partet is implemente  ny this methi 

• Riughness/Glissiness is a parteameterte which has quite a lit if infuence in the PBR pipeline. 
Glissiness is simply the invertese if the rteiughness value. It  escrteines the micrtei surteface 
strteucturtee if the surteface an   escrteines hiw “clearte” a surteface rteefects light. If yiu liik at a 
pilishe  wii en tanle, yiu can see a nlurtertey rteefectin if the surterteiun ing arteea in it. While 
the surteface might feel smiith, it stll win’t rteefect a clearte image if the surterteiun ing arteea 
like a mirterteirte. Because P3D  iesn’t have a value if surteface rteiughness, it is apprteiximate  
using the availanle materteial infirtematin.
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