Maps2bgl is a creative freeware program designed by Gunnar Dähling that allows Flight Simulator enthusiasts to create photo-real scenery for anywhere in there FS virtual world. Just as the name implies, Maps2bgl lets the user take aerial photography from online map services and convert the images to a .bgl file recognized by Flight Simulator. Not only can you “transport” these images to Flight Simulator scenery, but you can also edit the images to your liking prior to creating the .bgl files. 
In this guide I am going to show you how to get started using Maps2bgl by walking you through the basic procedures. In the near future I will release an additional guide that gives tips for editing the images. In this example we will be creating photo-real scenery for northern Aruba around Queen Beatrix International Airport (TNCA) in Oranjestad. Let’s get started.

Step 1: Getting the images from online maps
Maps2bgl is designed to permit the end user there choice of online map services. You can set up the .ini file included with Maps2bgl as prescribed in the readme file included in the download. For legal purposes only hints are given as to how to set up the .ini file properly, but it should be fairly self-explanatory. For those of you who are unsure how to set up the .ini file correctly, consult the AVSIM forums for further guidance. In this example I will be using Google Earth.

After locating Aruba on the map I will need to outline the area that I want to use for my photo-real scenery. It is important to note that both Flight Simulator scenery and the online maps are divided into tiles, which means that the scenery you create may cover more area than you have intended. Since this is only a starter’s guide I will not go into much detail on how to limit the scenery you select, but it will be discussed in my next guide.
In order to select the scenery from Google Earth you will need create a polygon. To do this, select “add” from the toolbar menu followed by “polygon” from the dropdown menu. Now your curser will be changed to a square, which you can use to outline the area you wish. Simply hold the left mouse button down and outline a rectangular area.

Note: The larger area you select, the longer it will take to download the applicable tiles, and the longer it will take to compile the scenery. It is advised that you begin with a small section, such as 30 X 30 miles until you get the hang of the program. You can, however, select a much larger area if you have the patience. In theory, an area the size of the entire island of Aruba would be a good size. 

Once you have outlined the scenery, you must now save your selection by clicking “file” on the toolbar menu, followed by “save” and “save place as” from the dropdown menus. This is where  you can name your file and choose where to save it. For this example I will name my project “Aruba” and put it in “My Documents” On the bottom of the save menu you MUST choose to save as a .kml file. Now you can close the map program.

Step 2: Downloading and Preparing the Images

Now it is time to open the Maps2bgl program. On the screen you will see a button that says “Select KML”. Click this button and locate the file you saved from the online map. Now click on the button “Download Tiles”. This will download JPEG images from the map service to a temporary folder withing your Maps2bgl main folder. You can monitor the progress by looking at the number of tiles left on the right side of your screen. At this point the images are ready to be combined to form larger images for use in Flight Simulator. Click on “Create TGA + Batch” to create an batch file, which will be used to create the final scenery folder. 
At this point each of the 256 X 256 JPEG images have been combined to form larger tiles for use in Flight Simulator. You may choose to edit these images at this time using the included image tool. Editing the images is necessary for creating true-to-life scenery because the online maps show clouds, shadows, and other impediments that can greatly reduce the image quality and authenticity in Flight Simulator. I will be working on a guide to help you edit the images in the near future. But for now, let’s continue with what we have.

Step 3: Creating and Installing the Scenery

Click on the MS-DOS Batch file that was created by Maps2bgl. This will bring up a DOS window showing the progress of the scenery compilation. The time this will take depends on how large of an area you are trying to cover. When complete, the DOS window will close and you will have one more folder in your Maps2bgl folder, which should be titled the same as the title of your map polygon. This folder contains two subfolders, one with the new scenery.bgl files, and the other with the original 256 X 256 JPEG images. They are titled “scenery” and “texture”

This folder can be placed in Flight Simulator in a number of ways, but for this example I will use the easiest to revert. Simply place the folder in your Flight Simulator “addon scenery” folder. Open Flight Simulator, click on the “settings” tab, choose to add an area, and then locate your new scenery and click on the main folder, which in this case is titled “Aruba”. Close Flight Simulator, restart and allow it to generate your new scenery database. You are now ready to go check out your new photo-real scenery.

This guide should be more than sufficient to get you on your way to building photo-real scenery. However, if  you have any questions you can post them in the AVSIM forums, or e-mail the author of Maps2bgl. In the next guide I will show you how to utilize other online maps services, including those with real 3D close-up photography. I will also show you how to edit  your images to create very life-like photo-real scenery.
