Manure Upgrade

Manual




! WARNING !

Installing this modification to your map will break map's Multiplayer compatibility (unless
you send modified map to other players). DO NOT try to install this modification to default
map!

At the begining | would like to apologize for my english skills. Also |
use polish version of Windows, but | think you will understand all my
actions on pictures. In this manual | will try to show you how to install
my modification to your map.

| will use red font to highlight informations connected with pictures.

To install this modification you will need packer to decompress *.zip
archives or Total Commander.



First of all open two tabs in ,My Computer”. In the first one open
your ,mods” directory, in the second one, directory where
,2UNPACK manure_upgrade.zip” is. Now in the first tab create new
directory (make sure it's name is the same as map's nhame) and unpack
map's *.zip file to this directory. In the second tab create new folder and
unpack ,UNPACK_ manure_upgrade.zip” archive to it.

el <DIR> 2011-04-21 13:37 L] <DIR> 2011-04-23 19:40 - :
il <DIR> _ 2011-04-21 13:38 — | g foliage_manure_windro.. dds 262 272 2011-04-21 17:00 -a—-
] [missions] <DIR> 20M10-TU-03 23726 ﬂj 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--
[Jlshaders] <DIR> 2010-10-03 23:26

[J[sounds] <DIR> 2010-10-03 23:27

[ [textures] <DIR> 2010-10-03 23:26 -—--

= ymapl1 i3d 40 211 320 2011-04-23 10:11 -a--

= default¥ehicles xml 1 653 2010-10-03 01:55 -a--

= modDesc xml 1810 2010-10-03 01:55 -a--

E{‘Sampleﬂudﬂ ap lua 1973 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--

Open previously created directories. Copy
,manure_windrow_density.grle” to ,map01” directory. Then put
Jfoliage_manure windrow_diffuse.dds” into ,foliage” (you can find it in
Jextures” directory, check picture on the next page)



@1 <DIR>
[T [map01] <DIR>
[ [mizzions] <DIR>
[T [models] <DIR>
[T [zhaders] <DIR>
[ [zounds] <DIR>
[textures] <DIH:;]
= ymap0l i13d 40 211 320
|2 defaultYehicles xml 1653
= modDesc xml 1810
|/ 5ampleModMap lua 1973
=1 sampleModM ap_briefin_. dds b5 664
=1 sampleModM ap_briefin_. dds b5 664
= sampleModM ap_briefin_. dds b5 664

2011-04-21 13:37
2011-04-21 13:38
2010-10-03 23:26
2010-10-03 23:26
2010-10-03 23:26
2010-10-03 23:27
2010-10-03 23:26
2011-04-23 10:11 -a--
2010-10-02 01:55 -a--
2010-10-03 01:55 -a--
2010-10-03 01:55 -a--
2010-10-03 01:55 -a--
2010-10-03 01:55 -a--
2010-10-03 01:55 -a--

Open ,map01.i3d” using Notepad (right-click on it, ,Use with...”
,Notepad”). You should see window similar to this below.

<7xml wersion="1.0" encoding="4i50-8859-1"7>

<130 name="map0l" wversion="1.6" xmlns:xsi="http: Awww.w3.0rg/ 2001 ~MLSchema-instance”

<ASSEL>
<Export program="GIANTS Editor”
</Asset>

version="4.1.7"/»

<Filess
<File filelid="24" filename="map0l /asphalt_weight.png" relativerath="trus"/ >
<File fileld="18" filename="map0l/beachsand_weight.png" relativepath="true"/ >
<File filerd="73" filename="map0l/bushes_density.png" relativerath="true" >
<File filerd="909" filename="mapll/manure_windrow_density.pn
<File filerd="77" filename="map0l/cultivator_density.png” relativerath="trus"/,>
<File fileId="27" filename="map0l/fruit_density.png relativerath="trua"/>

<File fileld="67" filename="map0l/grass_density.png” relativePath="true"/ >
<File f1i g" filenama="mapll/grass_weight.png" relativerath="trus"/ >
<File filerd="21" filenam ap0l/gravel_weight. pn? relativerath="true"/>
<File 1 " filename="map0l/mapol_dem. png ativerath="true"/ >
<File filerd="5" filename="map0l/map0l_sat.png" relativerath="true" >

<File filerd="140" filename="map0l /models/carscar03_diffuse.png”

<File filerd="220" filename="map0l/models /cars/car0s_diffuse.png” relativerath

relativerat
relativerath
re1at1vePath "true'

xs1 tnoNamespaceschemaLlocation="http: /13

" relativerath="true" />

relativerath=" true Vs

relativerath= true S
relativerath

<File filename="map0lmodels /cars/carcolorshader.xml” relativerath="true"/>
<File filename="map0l /modelscars/cubemap. dds" re1ativePath=“true'/>

<File filename="map0l /mode]s /grounds /groundconcretedl_diffuse. png"

<File filename="map0l models  grounds/groundConcretedl_normal. png

<File filename="map0l/modelsgrounds,/groundConcretetz_diffuse. png”

<File filename="map0l mode]s /grounds/groundConcreted?_normal. png

<File filename="map0l/models grounds /groundconcreted3_diffuse. pn?

<File filenama="map0l /models grounds /parkingline_diffusa.png” at

<File f11eId— 299 filename="map0lmodels grounds /portBorder_diffuse. pn
<File fileld="298" filename="map0l/models /grounds/portwalls_diffuse. png
<File filerd="253" filename="map0l models  groundsAriewrlatformCircle_diffuse. png”

Make new line under <Files>.

jverPath= true "
re1at1vePath— true Vs
re]at1vePath "true" >

relativerath="true"/>



<7xml wersion="1.0" encoding="4i50-8859-1"7>

<130 name="map0l" wversion="1.6" xmlns:xsi="http: Avww.w3.0rg/ 2001 ~MLSchema-instance” xsi:noNamespaceschemalocation="http:/ /=
<ASSEt>
<Export program="GIANTS Editor” version="4.1.7"/»
</fASsEt>

<Filess>

<File fileld="24" filename="map0l/asphalt_weight.png" relativerPath="true" >

<Fila £ilard="18" filenama="map0l/heachsand_weight.png" relativerath="true"/ >

<File fileld="73" filename="maptl/bushes_density.png" relativerath="trus"/>

<File filerd="909" filename="map0l/manure_windrow_ dens1t cpng” relativerath="true" >

<File £ilerd="77" filename="map0l/cultivator_ dens1t re ativePath=“true“/>

<File filerd="27" filename="map0l/ fruit_density. png at1vePath— true"/>

<Fila filald="67" filename="map0l/grass_density.png" re1at1vepath * .

<File fileId="%" filename="maptl/grass_weight.png" relativerath="true"/ >

<F1le filerd="21" filename="mapol/gravel_weight. pn? relativePath="true"/>

<File fileId="4" filename="map0l/mapol dem.png’ ativerath="true" />

<File fileId="5" filename="map0l/map0l_sat.png” relativePath="trus"/=

<File filerd="140" filename="map0lmodelscars/car03_diffuse. png relativerath="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" re1ativepath=“true“/>

<File fi]eId=”110“ filename="map0l/models ‘grounds /groundconcretedl_diffuse. png” re1at1vePath true Vs
<File filerd="111" filename="map0l/models Grounds/groundConcretedl normal.png” relativerath="trus"/ >
<File filerd="122" filename="map0l mode]ls  grounds/groundConcreted?_diffuse. png” relativerat
<File £ileld="123" filename="map0l/models /grounds/groundconcreted2 _normal.png” relativePath
<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" >

<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"/>

Paste this lines into empty space under <Files>.

<7xml wersion="1.0" encoding="1s0-8839-1"7>

<130 name="map0l" wersion="1.6" xmins:xsi="http:/ feww.w3.0rg/ 2000 MLSchema-instance” xsi:noNamespaceschemaLocation="http:/ /1=
<ASsel >
<Export program="GIANTS Editor" wversion="4.1.7"/>

</ Assets

<Filess>
<File £11erd="99%" filename="map0l/manure_windrow_density.png" relativerath="true"/ >
<File fileId="998" filename="textures/foliage/Foliage_manure_windrow_diffuse.dds” relativePath="true"/ >
<File filerd="0967" filenama="shaders /cuttedwheatFoliageshadar.xml"” re1at1vepath "true'

<F1le T1leld="24" T1lename="map0l/asphaTt_weTght.png" relativePath="trues" />
<File fileld="18" filename="map0l /beachsand_weight.png" relativerath="true"/ >
<File file1d="73" filename="map0l/bushes_density.png" re]at1vePath=“true"/>

<File £ileId="905" filename="map0l/manure windrow i dens1t relativerath="true"/ >
<File filerd="77" filename="map0l/cultivator_ dens1t at1vePath— true Vs
<File filerd="27" filename="map0l/Fruit_density. png at1vePath—'tru >

<File fileld="67" filename="map0l /grass_density.png" re1at1vePat true" />

<File fileld="9" filename="mapll/grass_weight.png" relativerath="true" >

<File filerd="21" filename="map0l/gravel_weight.png" relativerPath="trus"/,>

<File filerd="4" filename="map0l/mapll_dem.png" relativerath="trus"/ >

<File filerd="3" filename="map0l/map0l_sat.png" relativerath="true"/ >

<File filerd="140" filename="map0l/models cars/car03_diffuse.png” relativerath="true"/ >

<File filerd="220" filename="maptl/models/cars/car0d_diffuse.png” relativerath="trus"/ >

<File filerd="142" filename="map0l /modelscars/carcolorshader.xm1" relativerath="true"/ >

<File filelid="141" filename="map0l models/cars/cubemap.dds" relativerath="true" >

<File filerd="110" filename="map0lsmode]lsgrounds/groundConcretedl_diffuse.png” relativeprat true e
<Fila filerd="111" filename="map0l models grounds/groundconcretedl_normal.png” relativerath="trua"/ >
<File filerd="122" filename="maptl /models grounds/groundConcretedz_diffuse.png” relativerath="true"/ >
<File filerd="123" filename="map0l/models Grounds/groundConcreted_normal.png” relativerath="trus"/ >
<File filerd="219" filename="map0l models/grounds/groundConcretens_ d1ffuse pn? relativerath="true" /=
<File fileld="341" filename="mapllsmodels  grounds/parkingline_diffuse.png’ ativePath="true"/>




Now, press CTRL+F and search ,materials”.

Lnajdowanie

ZnajdZ: &aterials} | Zhajdé nastepny J
Fierunek, [ Anulu ]
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Notepad should move to ,<Materials>"

<File fileld="32" filename="textures foliage foliage_wheat_distances_diffuse.png” relativerath="trus"/> P
<File filerd="37" filename="textures/foliage,foliage_wheat_windrow_diffuse.png" relativerath="true"/ >

<File filerd="72" filename="textures foliage so0lidFoliageshader.xm1" relativePath="true"/>

<Fije filerd="86" il

<Fife filerd="26" fil¢ th="true"/>

<Fife ;i}elg=”25” ;iq e1aﬁivepath;"true“ﬁ>
<Fiffe filerd="20" i s [ - e Path="true"/>

<Fife filerd="19" fi1l Znaid?: | materials | | Znoidénastepry | [ relativerath="true" />
<Fifje fileld="11" i1 = 2 ="true" />

<Fife ;i}ug: 10" Fq et ﬁt‘ivepat?:"true"/>
<Fife filerd="23" fi = e ] ' ="true" />

<Fife Filerd="22" £i7{ []Uwagledni wigkos ite Oulghre O Tativerath="truz"/>
<Fife filerd="17" il "true" s>

<Fife filerd="16" il BRI ES, LB TS T T OCR O TS LT E T T Os e g rerat iverath="true" />
<Fife filerd="14" fi1ename=”textures/terrain/shortGrass_difFuse.png' relativerath="true"/ >

<Fiffe fileld="13" filename="textures terrainsshortGrass_distance_diffuse.png” relativerath="true" >
<Fife fileld="8" fi1ename=“textures/terrain/wheat_diffuse.png“ relativerath="true" >

<Fife filerd="7" filename="textures /terrainswheat_distance_diffuse.png" relativerath="true"/ >
<Fifle fileld="1" filename="textures water_normal.png" relativerath="trus"/ >

</Fi}'i>

<

<Material name="foliage_shortGrass_mat” materialld="11" ambientColor="1 1 1" customshaderId="6%">
<Texture filerd="68"/>
<Customparameter name="fadestartend" walue="25 30 0 0"/>

</Materials

<Material name="oilstain3_mat" materialrd="57" ambientcColor="1 1 1" cosPower="80" specularcolor="1 1 1" alphaBlending="trL
<Texture filerd="193"/
<Glossmap fileld="150"/>

</Materials

<Material name="lambert&" materialIid="59%" ambientColor="1 1 1">

Like previously, press ENTER after ,<Materials>” and paste
following lines.

<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

Press CTRL+F again and look for ,layers”.

Lnajdowanie
Znajdz: | Zhajdé nastepny I
Fierunek, Anulu ]
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You should see ,<Layers>" on your screen, skip to the first
,</FoliageMultiLayer>" you see.

<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 .,

< ’




Press 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">

Paste this lines into empty space.

<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,

»



Now save ,map01.i3d”
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Copy ,manurev2.zip” into your mods directory.
All manure spreaders will have installed this modification
automaticaly.

SET <DiR>2011-04-23 20005 . | |4 ] <DIR>  2011-04-23 13:40 ---
o=l foliage_manure_windro.. dds 262 272 2011-04-21 17:00 -a--
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Have fun
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