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Before we start...

Who is this tutorial for, what will I learn?

This tutorial is for Fs scenery developers that would like to include high resolution 
aerial images in Gmax and for developers that would like to add the “rough edged 
taxiway” to there scenery.

What you should know.

We were unable to explain every single small detail or every click you must do in 
order to perform an action. We did our best, but only users with some experience in 
Gmax and Gimp/Photoshop should try this tutorial only to avoid getting confused.

What do I need?

You will need Gmax, Gimp (Free) or Phtotshop (Payware) for image editing, an 
aerial image, coordinates of a landmark of your airport (we used the runway end), 
and a ground/asphalt texture.

Recommended Reading

We recommend reading the tutorial by Bill Womack on how to export taxiways and 
converting textures. 

Link here: http://www.simpilotnet.com/index.php?

http://www.simpilotnet.com/index.php?option=com_content&task=view&id=206&Itemid=32
http://www.simpilotnet.com/index.php?option=com_content&task=view&id=206&Itemid=32


Cutting the image

In order to the the images into FS, 
you will need to cut them down to 
size. Many aerial images come in 
amazing pixel sizes, way beyond 
FSs desired size (1024x1024px) 

1) Click on the tiny triangle 
right below “File” click on 
image, then click on guides, 
then New Guides (by percent)

2) A new dialogue opens, make 
sure it is horizontal and 50% 
is in the box, click OK.

3) Repeat step one but this time 
on step two select vertical 
and keep it at 50%. Your 
image should have two lines 
that intersect on it, these are 
called guides. 

4) Repeat step one but this time 
enter 75% in the box, repeat 
for horizontal and vertical 
guid

5) Repeat step one but enter 
25% and repeat for horizontal 
and vertical guides.

You should end up with a 4x4 
row image.

TIP
Make sure your picture is a 
perfect square. If not make it into 
a perfect square 



Cutting the image

6) Now you must cut each 
individual square and paste it  
into a 1024x1024 new image 
so FS can use the image. 

7) Select the select tool and 
click and drag so you select 
the area of the square. When 
you get close to the guides, 
the select tool will snap into 
and align with the guide 
lines.

8) Copy the selected area and 
create a new 1024x1024 image.

9) Paste the copied selected 
square into the new 1024x1024 
image. You may need to scale or 
enlarge it depending on the size of 
the aerial image, make sure you 
scale/enlarge it to 1024x1024 so 
no gaps appear. 



Cutting the image

10) Save the new image. Call it 
tile1.bmp and make sure you 
save it as a 24bit image. Open 
it in windows preview to check 

11) Repeat steps 6 through 10 for 
every square that is separated by 
the guides. Make sure to save 
them progressively, tile1.bmp, 
tile2.bmp, tile3.bmp, etc...



Getting it in Gmax

After you cut the image to a format 
that FS can handle, you must make it 
appear within Gmax.

12) Make a plane and give it the 
dimensions on a runway at your 
airport, we will align the aerial 
image to it later on. Position the 
end of the runway to the center of 
the board, to coordinates to 
position the image were taken 
from the end of the runway. For 
this example the runway was 
2,133.6m by 45.72m and 
coordinates were taken from the 
end of runway 3.

13) Draw another 
plane that is a perfect 
square, lets say 
3,500x3,500m for now, 
we will scale it later. 
Change the length and 
with segments to 4 so 
each image you cut 
out has an individual 
face on the plane.



Getting it in Gmax

14) Convert it to editable mesh. 
(right click on object, Convert, 
Convert to Editable Mesh)

15) Click on the Face select button 
and select the upper left face.

16) Create a new UV Map by 
clicking on the UV map button, a 
new window opens, click New, UV 
map click ok, select your texture 
(you can select night textures if 
made made some), and click on 
apply to apply it to the face you 
selected.

17) Click on the drop down menu 
in the edit object panel, apply a UV 
map, select box and do not 
change any other settings, right 
click on the space below the drop 
down menu, collapse all. 

18) Repeat steps 15 through 17 for 
every face on the plane, make sure 
you apply the correct image in the 
correct order, you wouldnʼt want 
part of a runway on the other side 
of the airport would you?



Getting it in Gmax

The finished plane.

19) But wait, its way too small the 
runway over laps it??? Well we 
still have to scale it to the correct 
proportions. Select the scale tool 
from the tool bar and scale it until 
the runway matches to the runway 
you created in step 12. You may 
have to reposition it in order to 
scale it more precisely.

The finally scaled and textured plane. Save your work and export it to FS 
(place that layer in the .asm to 8)

!!!!WARNING!!!!

DO NOT CHANGE ANY OF THE 
TEXTURES TO MIP MAPS, 
THEY LEAVE A HUGE WHITE 
LINE IN BETWEEN TEXTURES.



Mapping Time

Time to draw the taxiways and add 
the taxiway edges.

20) Open your taxiway texture and 
copy a small edge of it to a new 
transparent document. Use the 
eraser tool to make some jagged 
edges. Then switch brushes and 
choose the smooth brush and 
make a straight line so it can 
easily integrate with the taxiway.

21) Copy the layer, fill the texture 
(not transparent parts) with black 
then go to Effects, Blur, Gaussian 
Blur and enter twenty in both 
values. Move the layer below the 
top textured layer and you should 
get something similar to the 
picture on the left. Add a white 
layer and send it to the back. Save 
it first as a 24bit .bmp then delete 
the white layer and save it as a 
32bit .bmp (Gmax can only import 
24bit, the 32bit is for FS and for 
the transparencies)



Mapping Time

22) Open Gmax and open your 
base airport base. Find a taxiway 
you would like to make.

23) Select the line tool and trace 
the taxiway. To make rounded 
corners, click and hold then drag. 
The line starts to bend. Play 
around with it till you are satisfied. 
Once done close the lines by 
clicking where you started from, a 
window will appear, click yes to 
close the lines.

24) Convert your object to Editable 
mesh, right click - convert to - 
Convert to Editable Mesh.

25) Apply you ground texture and 
add a UV Map, select Box and 
type in 15 for the with and Height.



Mapping Time

26) Now that you have a crude 
taxiway, lets add the edge. Create 
a rectangle, the with of the 
rectangle will determine the with 
of the taxi way edge. Convert it to 
Editable Spleen. Delete the 
bottom, the left side, and the right 
side, only leave the top. Call it 
“ataxiwayedge” 

Use this tool to select 
the sides to delete.

27) Trace the taxiway edge with 
the Line tool, do not close the line!



Mapping Time

28) Now lets loft the line and make 
it into a taxiway edge. Remember 
the rectangle, well lets put it to 
use. Select the line you drew. Then 
select Compound Objects on the 
side panel.

29) Click on Loft and then click on 
Get Shape. Select the rectangle by 
clicking on the selection list 
button on the tool bar.

30) Click on the rectangle, 
remember how we named it 
“ataxiwayedge” well the letter “a” 
makes it appear at the top of the 
list, good for when you make lots 
of taxiway edges and the list 
becomes more populated. Click 
OK



Mapping Time

31) You may have noticed that the 
line turned into a shape. This is 
just what we need to get the job 
done. But unfortunately it is a bit 
over elevated, simply lower it back 
don into place.

32) Apply the 
taxiway edge texture 
(24bit) to the shape. 
The add an unwrap 
UV only, do not add 
a UV map! 

33) Click on edit and select the 
whole grid on the unwrap up 
editor. Narrow it down so it is 
partially full of the taxiway edge 
texture. Then make it longer so the 
taxiway edge texture looks very 
similar to the taxiway textures 
size.



Mapping Time

35) Export to FS and set the .asm 
layer to any layer above the layer 
of the taxiway. So if the taxiway 
was 8 then the taxiway edge could 
be layer 12.

34)You may want to change the 
taxiway edge texture opacity to 
50% to check if it is centered with 
the taxiway, remember to change it 
back.

!!!!WARNING!!!!

DO NOT CHANGE ANY OF THE 
TEXTURES TO MIP MAPS, YOU 
WILL LOSE DETAIL.



Conclusion 

If everything went well you should 
end up with a simply yet very 
advance looking taxiway. People 
would have no clue how you did it 
and yet you know all the secrets.



About

We hope you enjoyed this simple 
tutorial and hope you found it 
interesting. Several hours were spent 
making this tutorial and yet we were 
unable to include several other 
aspects of taxiway designs. We may 
make another tutorial with the rest 
included.  

If you are having any problems feel 
free to contact us on our site.

On that note we say good luck and 
may this tutorial be use to you,
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