Aktualizacja Obornika

Poradnik




 UWAGA'!

Wgranie tej modyfikacji samemu do mapy uniemozliwi dalszg gre na niej w trybie
Multiplayer (chyba ze wys$lesz zmodyfikowang mape do innych graczy). Prosze pod
zadnym pozorem nie wgrywac tej modyfikacji do mapy w gtéwnym folderze z grg
(/data/maps/...), poniewaz spowoduje to automatyczne wytgczenie trybu multiplayer na
Twojej kopii gry.

W poradniku postaram sie w prosty sposob wyttumaczy¢ jak wgrac
modyfikacje obornika do dowolnej mapy.

Elementy nawigzujgce do rysunkow wyroznie czerwong czcionka,
natomiast wskazowki zielona.

Do zainstalowania modyfikacji bedzie potrzebny program do
rozpakowania archiwum *.zip (np. WinRAR, 7zip lub inny) lub Total
Commander (nie potrzeba wczesniej rozpakowywac plikdw, sam go
uzywam).



Na poczatku otworz dla wygody dwa okienka ,M6j Komputer”. W
jednym otworz folder z modami, w drugim folder, w ktérym znajduje sie
plik ,UNPACK manure upgrade.zip”. Nastepnie w pierwszym okienku
utworz folder o takiej samej nazwie co plik *.zip z mapg i wypakuj do
niego zawartos¢ archiwum 2z mapg. W drugim okienku utworz
tymczasowy folder o dowolnej nazwie, do niego wypakuj zawartosc
,2UNPACK_ manure_upgrade.zip”.

Wskazéwka! Uzywajgc program WInRAR klikajgc prawym przyciskiem na archiwum *.zip
z mapa i modyfikacjg uzy¢ opcji ,Wypakuj do |nazwa_folderu|”

el <DIR>  2011-04-21 13:37 - e L] <DIR> 2011-04-2319:40 -
il <DIR> _ 2011-04-21 13:38 — | g foliage_manure_windro.. dds 262 272 2011-04-21 17:00 -a—-
I [missions] <DIR> 20010-10-03 23776 M manure_windrow_dens.. glle] 65 816 2010-09-27 22:41 -a--
[T [models] <DIR> 2010-10-03 23:26 - - manurev2 zIp 121 289 2011-04-23 19:35 -a--
[JIshaders] <DIR>  2010-10-03 23:26 -
[J[sounds] <DIR> 2010-10-03 23:27 -
[T [textures] «DIR> 2010-10-03 23:26 -
= ymapl1 i3d 40 211 320 2011-04-23 10:11 -a--
2| default¥ehicles #ml 1 653 2010-10-02 01:55 -a--
= modDesc xml 1810 2010-10-03 01:55 -a--

SampleModM ap lua 14873 2010-10-03 01:55 -a--

=1/ sampleModM ap_briefin.. dds 65 664 2010-10-03 01:55 -a--
=|zampleModM ap_briefin.. dds 65 664 2010-10-03 01:55 -a--
=1|sampleModM ap_briefin.. dds 65 664 2010-10-03 01:55 -a--

Otwérz wczesniej utworzone foldery. Teraz skopiuj plik
,manure_windrow_density.grle” do folderu ,map01”. Nastepnie powtorz
ta operacje na pliku ,foliage manure windrow diffuse.dds”,  ktory
skopiuj do folderu ,foliage” (znajduje sie w folderze ,textures”, obrazek
na nastepnej stronie)



@l..1 «DIR> 2011-04-21 13:37

[_ 2 [map01] «DIR>  2011-04-21 13:38 ----
[_ 7 [migzions] «DIR>  2010-10-03 23:26 ----
[_ 7 [models] «DIR>  2010-10-03 23:26 ----
[_ T [=haders] «DIR>  2010-10-03 23:26 ----
[C 7 [zounds] «DIR> 2010-10-03 23:27 ----
ﬁ [textures] L4 DIH:;] 2010-10-03 23:26 -
= ymap0l i13d 40 211 320 2011-04-23 10:11 -a--
|2 defaultYehicles xml 1 653 2010-10-03 01:55 -a--
= modDesc xml 1810 2010-10-03 01:55 -a--
E SampleModMap lua 1973 2010-10-03 01:55 -a--

=1 sampleModM ap_briefin_. dds 65 664 2010-10-03 01:55 -a--
=1 sampleModM ap_briefin_. dds 65 664 2010-10-03 01:55 -a--
= sampleModM ap_briefin_. dds 65 664 2010-10-03 01:55 -a--

Teraz otworz plik ,map01.i3d” za pomocg notatnika (kliknij prawym
przyciskiem myszy, ,Otworz za pomoca...”, ,Notatnik”). Powinno ukazac
sie takie okienko.

<?xml wersion="1.0" encoding="1s50-8859-1"7> P

<130 name="map0l" wversion="1.6" xmlns:xsi="http:/ Avww. w3.org/ 2001 MLSchema-instance” xsi:noNamespaceschemalocation="http:/ /1=
<ASSEt>
<Export program="GIANTS Editor” version="4.1.7"/>
< /ASsety

<Files=

<File fileld="24" filename="map0l /asphalt_weight.png" relativerath="trus"/ >

<File filerd="18" filenam aptl sbeachsand_weight.png” relativerath="true"/ >

<File filerd="73" filename="map0l/bushes_density.pna" relativerath="true" >

<File fileld="90%" Fi1ename=“map01imanure_windrow_density.pn?“ relativerath="true" />

<File filerd="77" filename="map0il/cultivator_density.pn reTativePath="true"/ >

<File filerd="27" filename="map0l A ruit_density.png” relativerath="true"/>

<File fileld="67" filename="map0l/grass_density.png"” relativePath="true"/>

<File filerd="9" filename="map0l /grass_weight.png" relativerath="true" >

<File filerd="21" fi1ename=“map01igrave1_weight.pn?“ relativerath="true"/>

<File filerd="4" filename="map0l/map0l_dem.png" relativerath="true"/ >

<File filerd="5" filename="map0l/map0l_sat.png" relativerath="true" >

<File filerd="140" filename="maptl /models/cars/car03_diffuse.png” relativerath="trus"/ >

<File filerd="220" filename="map0l/models  cars/car08_diffuse.png” relativerath="trus"/ =

<File filerd="142" filename="maptlsmodels/cars/carcolorshader.xml" relativerath="true"/>

<File filerd="141" filename="mapolsmodels cars/cubemap.dds” relativerath="true" >

<File £ileId="110" filename="map0l/models /grounds/groundconcretetl diffuse.png” relativerath="trua" >

<File filerd="111" filename="map0l models/grounds/groundConcretedl_normal.png” relativepath=" U,

<File filerd="122" filename="map0l/models  grounds/groundconcreted2_diffuse.png” relativerath="true"/ >

<File filerd="123" filename="map0l /models/grounds/groundConcretedz_normal.png” relativerath="true"/ >

<File fileld="21%" fi1ename=“map01/m0de1s/grDunds/grDundConcreteOS_diffuse.pn?“ relativerath="true"/ >
<Fila filaId="341" filename="map0l /models/grounds/parkingline_diffuse.png” relativepath="trua" =
<File filerd="299" filename="maptl/models  grounds//portBorder_diffuse.png” relativerath
<File fileId="298" filename="mapCl/models/grounds /portwalls_diffuse.png” relativerath="true"/>
<File filerd="253" filename="map0l/models  groundsAriewklatformcircle_diffuse. png” relativerath="true"/ > 3

Ustaw kursor za <Files> i nacisnij ENTER.



<7xm] wersion="1.0" en

<ASSEL>
<Export program="G
</Asset>

<Filess>
<File fileld="24"
<File filerd="18"
<File filerd="73"
<File filerd="509"
<File filerd="77"
<File f11eId—”2?”
<File f1i
<File
<File
<File £
<File filerd="5" f

coding="i50-8859-1"7> ~
<130 name="map0l" wversion="1.6" xmlns:xsi="http: Avww.w3.0rg/ 2001 ~MLSchema-instance” xsi:noNamespaceschemalocation="http:/ /=
IANTS Editor" version="4.1.7"/»
filename="mapol/asphalt_weight.png" relativerath="true"/ >
filenama="map0l/heachsand_weight.png” relativepath="trua" >
filename="map0l/bushes_density. png” relativePath="true" >
Filename="map0l manure_windrow_i dens1t cpng” relativerath="true" >
filename="map0ll /cultivator_ dens1t relativerath="true" />
filename="map0lFruit_density. png at1vePath=“true“/>
mapol/grass_dansity. png” re1at1vepath=“true“f>
ap0l/grass_weight.png” relativerath="trua"/ >
mapol/gravel _weight. pn? relativePath="true"/>
ilename="map0l/map0l_dem. png atjverath="true"/ >
ilename="map0l/map0l_sat.png” relativerath="true"/>
<File filerd="140" filename="map0lsmodelscars/car03_diffuse.png” relativepath="true"/ >
<File filerd="220" filename="map0l/models/cars/car09_diffuse.png” relativerath="trus"/ >
<File fileld="142" filename="map0lsmodelscars/carColorshader.xml"” relativerath="true"/>
<File filerd="141" filename="map0l models cars/cubemap.dds" relativerath="true"/ >
<File filerd="110" filename="maptl /models  grounds/groundConcretedl_diffuse.png” relativerath="true"/ >
<File filerd="111" filename="map0l/mode]ls grounds/groundconcretedl_normal. png” relativerath="true"/ >
<File fileld="122" Fi1ename=“map01imode1sigroundsigrDundconcreteoz_diffuse.pn " relativerath="true" />
<File £ileld="123" filename="map0l/models /grounds/groundconcreted2_normal.png” relativePath="true"/-
<File filerd="219" filename="map0l mode]ls grounds/groundconcreteds_diffuse. pn? relativerath="trua", >
<File fileId="341" filename="map0l/models grounds/parkinglina_diffuse.png” ativerath="true"/ >
<File filerd="299" filename="mapolsmodelsgrounds/porteorder_diffuse.pn re1at1vePath— true "
<File filerd="298" filename="map0lmodels  groundsportwalls_diffuse.png” relativerath="true" > 3

<File fileld="999" filename="map01/manure_windrow_density.png" relativePath="true"/>
<File fileld="998" filename="textures/foliage/foliage_manure_windrow_diffuse.dds" relativePath="true"/>
<File fileld="997" filename="shaders/cuttedWheatFoliageShader.xml" relativePath="true"/>

Wklej powyzsze linijki w puste miejsce, powinienes otrzymac takie

4

COS

<7xm] wversfon="1.0" encoding="1is50-8839-1"7> ~
<130 name="map0l" wersion="1.6" xmins:xsi="http:/ feww.w3.0rg/2000MLSchema-instance” xsi:noNamespaceschemaLocation="http:/ /13
<Asset>
<Export program="GIANTS Editor" wversion="4.1.7"/>
</ ASSET>
<Filess>
<File £11erd="999" filename="map0l/manure_windrow_density.png" relativePath="true"/ >
<File fileld="998" filename="textures/Foliage/foliage_manure_windrow_diffuse.dds" re1at1vePath— trug" />
<File fileld="95%7" filename="shaders  cuttedwheatFoliageshader.xml" re1at1vepath "Ltrue' >
<File T1leld="24" T1lename="map0l /asphalt_welight.png" relativerath="trua /=
<File fileld="18" filename="map0l /beachsand_weight.png" relativerath="true"/ >
<File filerd="73" filename="map0l/bushes_density.png" re]at1vePath=”true"f>
<File £ileId="905" filename="map0ol/manure_windrow_i dens1t relativerath="true" />
<File filerd="77" filename="map0l/cultivator_ dens1t eTativerath="true" />
<File filerd="27" filename="map0l/Fruit_density. png at1vePath=“true“/>
<File fileId="67" filename="map0Ol/grass_density.png" re1at1vePath=“true“/>
<F1le fileld="9" filename="map0l/grass_weight.png" relativerath="true"/ >
<File fileId="21" filename="mapol/gravel weight. pn? relativerath="true" />
<File filerd="4" filename="map0l/map0l_dem.png atiwepath="trus"/ >
<File filerd="5" filename="map0l/map0l_sat.png" relativerath="true"/>
<File filerd="140" filename="maptl/models /cars/car03_diffuse.png” relativerath="trus"/ >
<File filerd="220" filename="map0lsmodelscars/car0s_diffuse.pgng” relativePath="true"/ >
<File filerd="142" filename="map0l models  cars/carcolorshader.xml"” relativerath="true"/>
<File fileld="141" filename="map0l /models/cars/cubemap.dds" relativerath="true" >
<File filerd="110" filename="map0lsmodels  grounds groundconcretedl_diffuse.png” relativerath="true"/ >
<File filerd="111" filename="map0l /mode]ls grounds/groundconcretedl_normal. png” relativerath="true" />
<File fileld="122" Fi1ename=“map01imode1sigrDundsﬁgrDundconcreteoz_diffuse.png“ relativerath="true" /=
<File filerd="123" filename="map0l models Grounds/groundConcreted2_normal.png” relativePath="trua"/ >
<File filerd="219" filename="map0l models/grounds/groundConcretens_ d1ffuse pn? relativerath="true" />
<File fileld="341" filename="map0lsmodels Qroundsparkingline_diffuse.png’ ativePath="true"/> -



Teraz naciskajgc CTRL+F otwérz okienko wyszukiwania, wpisz
,materials” i kliknij ,Znajdz nastepne”.

Lnajdowanie
ZnajdZ: &aterials} | Zhajdé nastepny J
Fierunek, [ Anulu ]

F ] Uezgladni islkosé liter Owigire  ©wddt

Powinno Cie przenies¢ do poczatku sekcji ,<Materials>

<File filerd="32" filename="textures Soliage/foliage_wheat_distances_diffuse.png” relativepath="true"/ > ~
<File filerd="37" filename="textures A oliageFfoliage_wheat_windrow_diffuse.png” relativerath="trua"/>

<File filerd="72" filename="textures Foliages/solidFoliageshader.xm1" relativePath="trus"/,>

<Fife filerd="856" filam

<Fife Tilerd="26" 1] @OEILNVEIIEE | th="true" />

<Fije ;i}elg=”25” ;iq e1aﬁivepath="true“/>
<Fife filerd="20" fi s : ] s Path="true"/ >

rile v Fi Znajd#: Imatenals | Znajdz nastepny e a‘t"lveF‘a{h="tr‘ue"/'>
<Fifle : : ="true" />

<Fife Kierunek ativePath="true"/>
il W Dok wetoss i~ OWsoe Owet e ivapsthetrue"/>
<Fife "true" />

<Fife B TER LT B LR T a7 T OCk O T LT e T T s e g reratfverath="trua" >
<Fife " filename="textures /terrain/shartGrass_diffuse.png” relativerath="true"/>

<Fiffe " filename="textures  terrainsshortarass_distance_diffuse.png” relativerath="true"/ >
<Fife filerd="8" filename="textures /terrainswheat_diffuse.png” relativerath="true"/>

<Fife filerd="7" filename="texturess/terrainswheat_distance_diffuse.png” relativerath="true"/ >
<Fife filerd="1" filename="textures water_normal.png" relativerath="true" >

<,/F"|'F>

-

<Materia name:“FD1iage_shortGrass_mat“ materialid="11" ambientcolor="1 1 1" customshaderId="69">
<Texture filerd="68"/>
<CustomParameter name="fadestartend" walue="25 30 0 0"/ >

</Materials

<Material name="oi1stain3_mat" materialId="57" ambientColor="1 1 1" cosPower="80" specularColor="1 1 1" alphaBlending="tr.
<Texture filerd="193"/>
<zlossmap filerd="150"/>

</Materials

<mMaterial name="Tlambertd" materialIid="59" ambientcolor="1 1 1"» 3

Tak jak poprzednio za ,<Materials>" nacisnij ENTER i wklej
nastepujace linijki

<Material name="manureWindrowMaterial" materialld="999" ambientColor="1 1 1" customShaderld="997">
<Texture fileld="998"/>
<CustomParameter name="fadeStartEnd" value="25 30 0 0"/>

</Material>



<File fileld="25" fi1ename=“texturesiterrainiaspha1t_distance_diffuse.qng“ relativerath="true"/ > ~
<File filerd="20" filename="textures/terrains/beachsand_diffuse.png” relativerath="true"/>
<File filerd="19" filename="textures terrainsbeachsand_distance_diffuse.png" relativerath="true"/ >
<File fileld="11" filename="texturessterrainsgrass_diffuse.png” relativerath="true"/ >
<File filerd="10" fi1ename:“texturesfterrainfgrass_distance_d1ffuse.png” relativerath="true" >
<File fileld="23" filename="textures/terrain/gravel_diffuse.png” relativerath="true" />
<File filerd="22" filename="textures /terrainsgravel_distance_diffuse.png" relativerath="trus"/>
<File fileld="17" fi1ename=“textures/terrain/rock_diffuse.png” relativePath="true" >
<File fileld="16" fi1ename=“texturesiterrainIrock_distance_d1ffuse.png“ relativerath="true" />
<File fileld="14" fi1ename=“textures/terrain/shortGrass_diffuse.png' relativePath="true"/ >
<File filerd="13" filename="textures terrainsshortcrass_distance_diffuse.png" relativerath="true", >
<File filerd="8" filename="textures/terrains/wheat_diffuse.png” relativerath="true"/ >
<File filerd="7" filename="textures terrain/wheat_distance_diffuse.png" relativerath="true" />
X<Eq1e filerd="1" filename="textures water_normal.png" relativerath="true" />
</Files>

<Materjalss
<Material name="manurewindrowMaterial” materialId="9939" ambientColor="1 1 1" customShaderId:“QQ?">}

<Texture filerd="993",">
<CustomParameter name="alphaglendstartend” value="70 75 0 0"/ />
</Materialz
<Material name=“f01iage_shortGrass_mat“ materialld="11" ambientColor="1 1 1" customShaderId="8%">
<Texture filerd="68"/>
<CustomParameter name="fadestartend" walue="25 30 0 0"/
</Materials
<Material name="oilstain3_mat" materialrd="57" ambientcolor="1 1 1" cosPower="80" specularcolor="1 1 1" alphaBlending="trcL
<Texture fileId="193"/>
<slossmap filerd="150"/>
< /Materials
<material name="Tlambertd" materialIid="3%" ambientcColor="1 1 1"»
<Texture fileld="340",> 3

Teraz znowu wcisnij CTRL+F i szukaj ,layers”.

Lnajdowanie
Znajdz: | Zhajdé nastepny I
Fierunek, Anulu ]

F ] Uezgladni islkosé liter Owigire  ©wddt

Notatnik powinien podswietlic ,<Layers>", przeskocz do
pierwszego ,</FoliageMultiLayer>".

<Tecrai ansformGroup name="terrain" static="true" collisionmask="1048575" nodeId="1318" heightmapId="4" globalLayerMaplc

name="wheat" detailMapId="8" unitsize="16" weightMapId= distancemapId="7" distancemapunitsize="128",>
name="grass" detailmapId="11" unitsize="8" weightMapId="9" distancemapId="10" distanceMapunitsize="128"/>

name="shortarass" detailMapId="14" unitsize="18" weightMapId="12" distanceMapIld="13" distanceMapuUnitsize="128",

<Lager name="rock" detailMapIid="17" unitsize="16" weightMapId="15" distancemMapId="16" distanceMapunitsize="128"/>

<Lay name="heachsand" detailMapId="20" unitsize="16" weightmapId="18" distancemapId="19" distancemapunitsize="128"/:
<La name="gravel" detailMapId="23" unitsize="16" waightMapId="21" distancemaprd="22" distanceMapUnitsize="128"/»>
<Layr name="asphalt” detailMapId="26" unitsSize="16" weightMapId="24" distancemapId="25" distancemapunitsize="128"/>

agemultiLayer densitymapId="27" numchannels="12" numTypeIndexChannels="4" usevertexbufferrool="trug">

<F§liagesubLayer name="whaat" densityMapTypelIndex="1" densitymapchanneloffset="4" numbensitymapChannels="3" material
<FdliagesubLayer name="wheat_cut_short" densityMapTypelndex="1" densitymMapchanneloffset="7" numbensitymapChannals="
<Foll fagesubLayer name="wheat_windrow" densityMmapTypeIndex="1" densityMapChanneloffset="10" numbensityMapChannels="2"
<FofiagesubLayer name="grass" densityMapTypelndex="2" densityMapChanneloffset="4" numbensitymapchannels="3" material
<FofiagesubLayer name="grass_cut_Tlong" densityMapTypelndex="2" densityMapChanneloffset="8" numbensityMapChannels="2"
<FolagesubLayer name="grass_windrow” densityMapTypeIndex="2" densityMmapChanneloffset="10" numbensitiymapChannels="2"

-l

<Fol§iagesubLayer name="rape" densityMapTypelndex="3" densityMapchanneloffset="4" numbensitymapChannals="3" materiall
<FolfagesubLayer name="rape_cut_short" densityMapTypelndex="3" densityMapChanneloffset="7"" numbensityMapcChannels="1
<FoljagesubLayer name="harley" densityMapTypelndex="4" densityMapChanneloffset="4" numbensityMapChannels="3" materiz
<FoliRgesubLayer name="harley_cut_short" densitymapTypelndex="4" densitymapChanneloffset="7" numbensitymapChannels=

<FolifgesubLayer name=
<FolifgesublLayer name=
<FolidgesubLayer name=

bharley_windrow" densitymapTypelndex="4" densityMapChanneloffser="10" numDensit{Mapchanne1s
maize” densitymapTypelndex="5" densitymapChanneloffset="4" numbensityMapChannels="3" material
maize_cut_short" densitymapTypelndex="5" densitymapchanneloffset="7" numbensitymapchannels="1
<Foli8esubLayer name="dryGrass" densityMapTypelndex="6" densitymapChanneloffset="4" numbensityMapchannels="3" mater
<FoliafesubLayer name="dryGrass_cut_Tong" densityMapTypelndex="§" densityMapchanneloffset="8" humbensityMapChannals=

1 e="drysrass_windrow" densityMapTypelndex="6" densityMapChanneloffset="10" numbensityMapChannels=

</FoliagemultiLayers
FOHragemottitayer—dens ityMapId="67" numchannels="1" numTypeIndexChannels="0">
<FoliagesubLayer name="shortarass" numbensitymapChannels="1" materialid="11" cellsize="8" viewbhistance="30" terrainc
</FoliagemultiLayers
<FoliagemultiLayer densitymapId="70" numChannels="1" numTypelndexchannels="0">
<FoliagesubLayer name="stones" numbensityMapChannels="1" materialld="37" cellsize="8" viewbistance="30" terrainoffse .,

< ’




Nacisnij ENTER.

<TerrainTransformsroup name="terrain" static="true" collisionmask="1048575" nodeId="1318" heightMapId="4" globalLayermaplc

<Layers:>
<Layer name="wheat
<lLayer name="grass
<Layer

name="rock"
name=
name=

<Layer
<Layer
<Layer
<Layer
<FoliagemultiLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer

" detailmapid="8" unitsize="16" weightMapId="6" distancemapId="7" distancemapunitsize="128"/>
" detailmapid="11" unitsize=
name="shortGrass" detailMapId="14" unitsize="16" weightMapId="12" distancemapId="13" distanceMapunitsize="128",

8" weightMapId="9" distancemapId="10" distancemapunitsize="128",%

detailMapid="17" unitsize="16" weightMapId="15" distanceMapId="16" distanceMapunitsize="128"/>

beachsand" detailmapId="20" unitsize="16" weightmapId="18" distancemapId="19" distancemapunitsize="128"/:
gravel” detailMapId="23" unitsSize="16" weightMapId="21" distancemapId="22" distancemMapunitsize="128"/>
name="asphalt" detailmMapId="26" unitsize="16" welghtMapId="24" distancemapId="25" distancemMapunitsize="128"/>

densityMapId="27" numChannels="12" numTypeIndexChannels="4" usevertexgufferrool="true">
name="wheat" densityMapTypeIndex="1" densityMapChanneloffset="4" numbensityMapchannels="3" material
names="wheat_cut_short" densityMapTypelndex="1" densitymapcChanneloffset="7"" numbensityMapchannels="1

name="wheat_windrow" densityMapTypelIndex="1" densitymapchanneloffset="10" numbensityMapChannels="2"
name="grass" densitymapTypelndex="2" densitymapChanneloffset="4"

numpensitymMapChannels="3" material
name="grass_cut_long" densityMapTypelndex="2" densityMapChanneloffset="8" numbensitymapChannels="2"
name="grass_windrow” densitymapmypelndex="2" densitymapchanneloffser="10" numDensﬁt¥MapChanne1s= 2
name="rape” densityMapTypelndex="3" densitymapChanneloffset="4" numbensitymapChannals="3" materiall
name="rape_cut_short” densityMapTypelndex="3" densitymapChanneloffset="7" numbensitymapchannals="1
name="harley" densityMapTypelndex="4" densityMapChanneloffset="4" numbensityMapChannels="3" materi:
name="harley_cut_short" densityMapTypelndex="4" densitymapChanneloffset="7"" numbensitymapChannels=
name="harley_windrow" densityMapTypelndex="4" densityMapChanneloffset="10" numbensityMapChannels=":
name="maize" densitymapTypelndex="5" densitymapcChanneloffset="4" numbensityMapchannels="3" material
name="maize_cut_short" densityMapTypelndex="5" densitymMapcChanneloffset="7" numbensitymMapchannals="1
name="dryarass" densityMapTypeIndex="6" densityMmapchanneloffset="4" numbensityMapchannels="3" mater
name="dryarass_cut_long" densityMapTypelndex="8" densityMapchanneloffset="8" numbDensityMapchannels=
name="dryGrass_windrow” densityMapTypelndex="6" densitymapChanneloffset="10" numbensitymapchannals=

</FoliageMultiLayer>

<FolfagemultiLayer
<FoliagesubLayer

densitymapid="67" numchannels="1"

numTypeIndexchannels="0">
name="shortarass" numbensitymapChannels="1"

materialid="11" cellsize="8" wviewDistance="30" terrainc

</FoliagemultiLayers

<FoliagemultiLayer

densityMapId="70" numchannels="1" numTypeIndexchannels="0">

W puste miejsce wklej

<FoliageMultiLayer densityMapld="999" numChannels="1" numTypelndexChannels="0">

<FoliageSubLayer name="manure2_windrow" numDensityMapChannels="1" materialld="999" cellSize="8" viewDistance="75"

terrainOffset="-0.05" objectMask="65520" atlasSize="1" plantThreshold="0.5" numBlocksPerUnit="0.9" width="0.45" height="0.45"

widthVariance="0.25" heightVariance="0.15" horizontalPositionVariance="2.5" blockShapeld="3" useShapeNormals="true"/>
</FoliageMultiLayer>

<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer
<FoliagesubLayer

names="wheat_windrow" densitymapTypeIndex="1" densitymapchanne]offset="10" numbensitymapChannals="2' A
name="grass" densityMapTypelndex="2" densitymapChanneloffset="4" numbensitymapchannals="3" material
grass_cut_long" densityMapTypelndex ' densityMapchanneloffset="8" humbensitymapchannels="2"
grass_windrow” densityMapTypelndex="2" densityMapChanneloffset="10" numbensitymapchannels="2"

rape” densityMapTypelndex="3" densityMapChannaloffset="4" numbensityMapChannals="3" materiall

name="rape_cut_short" densityMapTypelndex="3" densityMapchanneloffset="7" numbensityMapchannels="1
name="harley" dansityMapTypeIndex="4" densitymapChannaloffser="4" numbensitymapChannels="3" materis
name="harley_cut_short" densityMapTypelndex="4" densityMapchanneloffset="7"" numbensityMapChannels=
names="harley_windrow" densityMapTypeIndex="4" densitymapChanneloffser="10" numDensit*Mapchanne1s="2
name="majze" densityMapTypelndex="5" densitymapChanneloffset="4" numbensitymapchannels="3" material
name="maize_cut_short" densitymMapTypelndex="5" densitymMapcChanneloffset="7"" numbensityMapChannals="1

dryGrass" densityMapTypeIndex="6" densitymapchanneloffset="4" numbensityMapcChannels="3" mater
name="driycrass_cut_long" densitymapTypelndex="§" densityMapchanneloffser="8" humbDensitymapchannels=
name="drycrass_windrow" densityMapTypelndex="6" densityMapChanneloffset="10" numbensityMapchannels=

</FoliagemultiLayers

e

<FoliageMultiLayer
<FoliagesubLayer

densityMapId="99%" numchannels="1"

numTypeIndexchannels="0">
name="manure2_windrow" numbensityMapchannels="1"

materialid="999" cellsize="8" wviewDistance="75" te

</FoliagamultilLayer:>

<Fol7agemultilayer
<FoTliagesubLayer

densityMapId="8a numChanne [s="T

numTypeIndexChannels="0">
name="shortGrass" numbensityMapChannels="1"

materialid="11" cellsize="8" wviewDistance="30" terrainc

</FoliageMultiLayers>

<FoliagemultiLayer
<FoTliagesubLayer

densityMapId="70" numcChannels="1" numTypeIndexChannals="0">

name="stones" numbensityMapChannels="1" materialid="37" cellsize="8" wiewhistance="30" terrainoffse

</FoliageMultiLayer>

<FoliagemultiLayer
<FoliagesubLayer

Idl="7'3" "

densitha numChannals="1" numTypelndexChannels="0">
name="hushes

' numbensityMapchannels="1" materialid="393" cellsize="8" viewDistance="30" Terrainoff:

</FoliageMultiLayers

<FoTiagemultiLayer
<FoliagesubLayer

densitymMapId="909" numchannels="1"

numTypeIndexChannels="0">
name="manure2_windrow" numbensityMapchannels="1" materialid="900" cellsize="8" wviewDistance="75" te

</FoliagemultiLayers

<FoliagemultiLayer
<FoliagesubLayer

densityMapId="75" numZhannels="1" numTypelndexchannels="0">
name="normalarass" numbensityMapChannels="1" materialid="258" cellsize="8" viewDistance="30" terrai,

»



Teraz zapisz plik ,map01.i3d”

Moty Chrl+M

Cbwdrz. .. CEFH+D
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Zapisz jako...

Ustawienia skrony, ..

Drrubi, .. Ckrl+P

Zakoncz

Teraz wystarczy skopiowac plik ,manurev2.zip” do Twojego folderu
z modyfikacjami.

Wszystkie rozrzutniki bedg automatycznie przystosowane do
obstugi tej modyfikaciji.
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