Tutorial

Da ich selbst noch kein Perfektes Foliage Baume TUT gefunden habe, habe ich mich mal dran gesetzt
und ein geschrieben:

Vorerst: Foliage-Bdume sind keine echten Badume (.i3ds) zum Einfligen mit dem GE, sondern sind so
zu sagen zu "saen" auf der Map. So wie z.B. die Stones zum Map dekorieren.
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Benotigte Programme:

Giants Editor 5.0.3 http://gdn.giants-software.com/downloads.php
Notepad++ http://www.chip.de/downloads/Notepad 12996935.html
Paint.net http://www.chip.de/downloads/Paint.NET 13015268.html|

Benotigte Mods:

Flexensteiner Bdume http://www.modhoster.de/mods/flexensteiner-baeume-auf-eigene-map




Diese sind von LS11, jedoch muss man die .dds Dateien lediglich mit paint.net Offnen und mit DXT1,
DXT3 oder DXT5 abspeichern, und evtl. die GroRe einrichten [AxA und nicht AxB] (paint.net Shortcut:
Strg+R) dann hat man auch keine Textur Warnings:
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Die heruntergeladenen Bild Dateien kommen, wie beschrieben, in die Ordner map01 und
textures/foliage.

Danach 6ffnet man die Map .i3d mit Notepad++ ...
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...und sucht sich die "Files" Eintrage [Ganz oben]

Emap01izd &3

<hsset>
<Export program="GIANTS Editor 64bit" version="5.0.3"/>

<Files>
<File fileld'121" filenane sebaeude, 1e01_diff: ruen/>
<File fileIaq'122" filename: /s . nStable0l : 1 ruen/>
<File fileIdq123" filename: e 1e01_specular.png” relativePath="true”/>
<File fileIdq'110" filename="Mods/Natux/stream/stream diffuse.png" relativePath="true"/>
<File fileTaq'111" filename="Mods/Nagur/stream/stream normal.png” relativePath="ctruen/>
<File fileId'135" filename="Mods/Qbiekte/K 33 leig-dda" rel />
<File fileId'136" filename="Mods/Qbiekve/Komplersaleis/sracndez. dds” relativePach="true"/>
<File fileIaf'133" filename="Mods/Obiekte/eqa/egg_diffuse.ppg" relativePath="true"/>
TITE TIIETA 119" filenam /Obiekte/ feedingTrough/ feedingTrough _diff: " rel, ruen/>
<File filename="Mods/Obiekre/ feedingTrough/grass_diffuse.png" relativePath="true"/>
<File " filename /Opigkse/ -_diffuse.png” relavivePach "/>

2 <File filename="Hods/QbiekT ,_diffuse.png” relativePath="true"/>
<File £ilename="Mods/Obiekve/manureTank/1iquiddanure_diffuse.png” relativePath="true"/>
<File /9piekte/manureT; ank_diffuse.png” relativePath="true"/>
<File 1e="Mods/Qbiskss k_normal.pag" I />
<File e="Hods/Obigkye/milkRobot/milkRobotr_diffuse.png" relativePath="true"/>
<File kre/triggers/triggericon_diffuse.png” rel />

26 <File en/straw/strawAlpha_diffuse.png” relativePath=rtrue"/>

2 <File f£ileId="130" filepame="Mods/Texturen/straw/straw diffuse.png” relativePath="true"/>

<File file filename="Mods/Welt/Distance/008.dds" relativePach

<File file "Mods/Welt/Stzassen/ConcreteBare_diffuse.
<File "Mods/Welt/Stzassen/FloorsRegular_diffuse.dds” relativePach:
<File £ilepame="Mods/Welt/Strassen/Td: dds" rel: />

32 <File " f£ilename="Mods/Welt/Strassen/XJ dds" rel ruen/>
<File filename="Mods/Welt/Sgrassen/entry_traffic circle.dds" relativePach=
<File e="Mods/Welt/Strassen/lane_TJunct gam rel
<File /Welt/ Sz lane_XJunction.dds" rel
<File /Welt/ss lane_diffuse.dds" rel. h />
<File "Mods/Welt/Stzassen/lane_end.dds" relativePath="true"/>
<File "Mods/Welt/Stragssen/portuguese_tiles.dds” relativePath="true"/>
<File " filename="Mods/Welt/Sprassen/road.dds" relativePath=rtrue"/>
<File filename="Mods/Welt/Sprassen/road2_traffic_circle.dds" relativePath="crue"/>
<File £ilename="Mods/Welt/Strassen/road lane.dds” relativePath="crue"/>
<File £i 3 /Welt/ss road_lane_TJunction.dds"” rel />
<File filenane /Welt/Stzassen/road_lane XJunction.dds” re />
<File filename="Mods/Welt/Strassen/road lane short.dds" relativePach:
<File " filename="Mods/Welt/Strassen/road lane_short2.dds" relativePat!
<File filename="Mods/Welt/Sprasssn/road_traffic_circle.dds” relativePath=rtruen/>
<File filepame="Mods/Welt/Strassen/verge.dds” relativePath="crue"/>
<File filename="Mods/Welt/Sirassen/verge lane end.dds" relativePath=
<File £ilsname="Mods/Welt/Strassen/verge_lane field.dds
<File filename="Mods/Welt/S5rassen/v

<File filename bal.dds" rel. />

Und fligt unter der letzten Zeile das hier ein:

<File fileld="1001" filename="map01/treesLaub2_density.png" relativePath="true"/>
<File fileld="1002" filename="map01/treesNadell_density.png" relativePath="true"/>
<File fileld="1003" filename="map01/treesNadel2_density.png" relativePath="true"/>

<File fileld="2000" filename="textures/foliage/foliage_treesLaubl_diffuse.png" relativePath="true"/>
<File fileld="2001" filename="textures/foliage/foliage_treesLaub2_diffuse.png" relativePath="true"/>
<File fileld="2002" filename="textures/foliage/foliage_treesNadell_diffuse.png" relativePath="true"/>
<File fileld="2003" filename="textures/foliage/foliage_treesNadel2_diffuse.png" relativePath="true"/>

Aussehen sollte das ganze danach so:




[EHmap01i3d B

149 <File
1 <File
51 <File

ame="map01/stones_density.png” relativePath=rtrue”/>
"89" £ilename="map0l/creeslaubl_density.png" relativePath="true"/>
"90" £ilename="map0l/treeslaub2_density.png” relativePath="true"/>

15 <File "92" £3ilename="map0l/treesNadell density.ppg” relativePath="true"/>
15 <File "94" £ilename="map0l/treesNadel2 density.ppg" relativePath="true"/>
<File fileId="108" filename 1 particl />
<File Id="107" £ilepame="p 1 />

<File 9" fileneme="shadexrs/frui
1 <File fileId="103" filepame="shaders,

5 <File "116" £1le
<File "2" filename="shaders

1 <File fileId="88" filename hadexs/solidFol

1 <File 1d="113" filename="shaders/

162 <File "118" filename="shaders
<File fileId="41" filename="shaders. =
<File £11eId="1000" £ilepame="map0l/treeslaubl density.png" relativePath=rcrue"/>

<File fileId="1001" filename="map0l/treesLaub2_density.ppg" relacivePath="crue"/>
<File fileId="1002" filename="map0l/treesNadell density.png" relativePath="crue"/>
<File fileId="1003" filename="map0l, 12_density.png” rel ruen/>
<File £ileId="2000" filename="textures/foliage/foliage_treesLaubl_diffuse.png" relativePath="true"/>

1 <File filename="textures/foliage/foliage Laub2_diffs PRg" rel />

171 <File filename="textures/foliage/foliage 11_difs " rel />

<File filename="textures/foliage/foliage 12_aifs ng" rel />
</Files>

<Material name="lambertl" materialld="18" diffuseColor="0.494118 0.494118 0.494118 1" ambientColor="i 1 17>

</Material>
<Material name="water_mat" materialld=r21" lor=r1 1 17 specularColor="1 1 17
18 <Normalmap fileId=nin/>
Refl "planar® lution="si2® 1.037 b le=mo.17 />
1e="0.03"/>
18 <DepthBlendmap ap: ="1.5 0 O" ob 1474836477/
le" value="3 2 0.008 07/>
name="d value="0.92941 0.96862 1 0.0004"/>
c = value="0.5 0 0 07/>
lor" value="0.1921 0.2627 0.3411 0"/>
</Material>

<Material name="strawAlpha mat” materialld="23" ambientColor="i 1 1">
19 <Texture fileId="131"/>

</Material>

192 Material name="fol mat" materialld=ri0" amb. i./4la% Td="39">
<Texture filel:

value="70 75 0 0"/>
5 </Material>
156 Material ream mat” materialld="12" ambientCol

1an 2 lor="2 2 2" alphaBl x Td="113">

Als nachste sucht man sich die "Material" Eintrage ...

Emap01iad B3

Material ngue="road_lane_short" materialld="66" ambientColor=r1 1 17>
<Texture fhleld="154"/>

</Material>
371 <Material nghe="verge_lane_short" materialld="67" ambientColor="1 1 1">
2 <Texture fleId="152"/>
</Material>

<Material n: hil1008" materialld="68" ambientColor="1 1 1">
<Texture fhleId="134"/>

</Material>

<Material nahe="06 - Default” materialld="69" ambientColor="0.588235 0.588235 0.588235">
<Texture fhleId="136"/>

</Material>

<Material nahe="default” materialld="70" ambientColor
<Texture ffleId="135"/>

</Material>

<Material ng

0.588 0.588 0.588">

road_lane_short2" materialld="71" ambientColor="1 1 17>
<Texture fleId="153"/>
</Material>
<Material ng

verge_lane_end” materialld="72" ambientColor="1 1 1">
"156m/>

<Texture
</Material>
<Material n:

=n1liquidManure_mat" materialld="17" amb: 111" specularColor="0.341466 0.297139 0.217288">

<Texture
</Material>
Material | lane" materialld="73" lor=ri 1 1%>
353 <Texture fleId="151"/>
< </Material>

<Material nge="verge lane field" materialld="74" ambientColor="1 1 1">
<Texture fhleId="157"/>

38 </Material>
39 <Material nge=vroad_diffuse" materialld="75" ambientColor="i 1 1">
<Texture ffleTd="138"/>

4 </Material>
<Material ndte=vlane diffuse” materialld="76" ambientColor=ri 1 17>
402 <Texture fleId="133"/>

403 </Material>
404 <Material nghe="road2 traffic_circle" materiall
1487/>

="77" ambientColor="1 1 17>

<Texture flel:
406 </Material>
<Material nghe="road_traffic_circle" materialld="78" ambientColor="1 1 17>
">

<Texture ffleld="

a1 <Material nahe="floorregular diffuse” materialld="79" ambientColor="1 1 1">
<Texture ffleId="150"/>

[</Materials>

und flgt folgendes vor dem letzten Wort "Material" ein:




[ Das "XX" muss mit der growthShader ID ersetzt werden die lhr hier findet:
[Suchen Strg+F: fruitGrowthFoliageShader]

[Diese kann von Map zu Map variieren]

124 <File fileId="7" filename="TEXLWzsn/ _diffy " rel >
125 <File fileId="6" filename ._distance diffy " rel >
126 <File fileId="10" m—-m y_diffy "~

127 <File fileId="9" filenanme: i ;_distance diffy " >
128 <File fileId="13" f£ilename: i L_aiffy - i >

128 <File fileId="18" filename: _distance_diff: J i

130 <File fi filenane: g 1_difs 3

131 <File fi ‘terrain/: ;_diffuse.png" xela':xve?a:h—":me'/)
132 <File fileId="27" filepame=" terrain/: _distance diffi >
133 <File £i Zilename: c_diffy # >

138 <File fi £ilename= _distance diff: = >
135 <File fileId="1" filename= :_normal.ppg"

136 <File £11eId="20" £i)enans="nap0l/asphals | weanc m' £elativePathery men/>

137 <File fileId=r14" 1y >

138 <File fi £ilename="map0l . weight.png” rel />

138 <File fi £ilename="map0l :_density.png" relativePath="true"/>

140 <File fileld="S" filenaje="map0l/dirc_weight.png" relativePath="crue"/>

141 <File fileId="30" filepame="map0l/fruit_densit: "

142 <File fileId="8" filename="map0l/grass_weight.ppg" relativePath="true"/>

143 <File fileId=r17" m—-mpm/gnvel weignt:ppgr relativabatic umei/s:

144 <File fileId="29" filename="map(

135 <File fileId="26" m—'mapﬂll y_weight.ppg"

146 <File fileId="3" filename=" 01_dem.pag" 5

147 <File fileId="4" filename=" /map0l_sat.ppg” 5

148 <File fileId="11" filepame="map0l/rock_weight.ppg" relativePath="true"/>

149 <File f£ileId="86" filepame="map0l/stones_density.ppg" relativePath="crue"/>

150 <File fileId="89" filepame="map0l/treeslaubl _density.ppg" relativePath="true"/>

151 <File f£ileId="90" filepame="map0l/treeslaub2_density.ppg" relativePath="true"/>

152 <File fileId="92" filename="map0l/treesNadell density.png" relativePath="true"/>

153 <File zuem--ssw £ilename="map0l/treesNadel2 density.png" relativePath="true"/>

154 d="108" £3, i i

155 " relativePath="true”/>
156 relativePath="true”/>

157 11] n="crue"/>

158 <File fuexa--us- 11ename: >

159 <File fileId="2" filename="shaders/oceanShader.sml" :ehcxve?ach—'c:ue'/)

160 <File Zilename="ghadexrs/ >

161 <File f£ileId="113" filename="shaders/streamShader.gml" ulntlve?ar,h-'cm"/)

162 <File fileId="118" filename="shaders/uvOffsetShader.zml" relativePath="crue"/>

163 <File :uu@-u- £denane="shadexa/ >

164 <File :_diffuse.png” relativePath="true"/>

165 <File fuexas-'mno- M-"mpﬂllcxeamubl density.pag" relativePath="true"/>

166 <File £ileId="1001" filename="map0l/creeslaub2 density.ppg" relativePath="true"/>

167 <File fileId="1002" filename="map0l/creesNadell density.ppg" relativePath="true"/>

168 <File fileId="1003" filename="map0l/treesNadel2 density.ppg" ml-:xvg?n:h—":mz"/)

169 <File fi filename: _diffy i

170 <File fileId="2001" m—'tucms/telllqe/tnlxuue aifs ™

am <File fileld="2002" £ilepame="rexcures/foliage/foliage | cxeeswueen diffuse.ppg" relativePath="crue"/>

Aussehen hatt das Ganze dan so:



erwnmd ]

<Material name=vroad_lane" materialld="73" ambientColor="1 1 17>
<Texture fileId="151"/>

</Material>

<Material name="verge lane_field" materialld="74" ambientColor="1 1 1>
<Texture fileId="157"/>

</Material>

<Material name="road diffuse” materialld="75" ambientColor="1 1 17>
<Texture fileId="138"/>

</Material>

<Material name="lane_diffuse” materialld="76" ambientColor="1 1 1">

<Texture £ileId="139"/>
</Material>
<Material name="road2 traffic_circle" materialld="77" ambientColor=ri 1 17>

<Texture fileId="148"/>

</Material>

<Material name="road_traffic_circle" materialld="78" ambientColor="i 1 17>
<Texture fileId="147"/>

</Material>

Material name="fl

lar_diffuse” materialId="79" amb: ="1 1 1>

</Material>
[T AT e T TR
<Texture fileId="2000"/>

="1.5 1.5 1.5" 004">

b1_macr

value="225 300 0 0"/>

</Material>

<Material name="foliage treeslaub2 mat" materialld="3001"
<Texture fileId="2001"/>

1:5.1.5 1.5%

value="225 300 0 0"/>
</Material>
<Material name="foliage i

<Texture fileId="2002"/>
=

= 1.5 1.5 1.57

1 _macr

value="225 300 0 0"/>

</Material>

<Material name="foliage :
<Texture £ileId="2003"/>

a1

12_mat" mat 1.5 1.5 1.5" 2004">

value="225 300 0 0"/>
</Material>
/Materials>

<Shapes externalShapesFile="map0l.i3d.shapes">

</Shapes>
<Dynamics>
Particl tem name=" 11 _emitteriRef” "11" type=rspr rate="0.05" 1lifespan="1750" maxCount="100" speed="0.015" on 1 d="1" spr
<Gravity force="0 -1.5 0"/>
</ParticleSystem> J
Dan sucht man nach dem Abschnitt "Layers"
[Emap01i3d E3
] <Light name="Sun" translation="0 400 0" rotation="-35.3926 51.396 20.8053" nodeld="476" type="d: 13 1" diff lor="1 1 1" tD3 ="grue” larColor="1 1 1" T lar="true" castShad
lat: ="0 78 -820" nodeId="477" T 1Ids="21" ;L />
<Layers>
<Layer name="Drfck" detailMapId="7" unitSize="1g" L a: 128"/>
<Layer name="Grls" detailMapId="10" unitSize="10" a a: 1287/>
<Layer name="Gelrein" detailMapId="13" unitSize="16" 117 g 127 g ="128"/>
<Layer name="Kilks" detailMapId="19" unitSize: 17" d. 18" d: ="128"/>
<Layer name="Asphalt"” detailMapId=". d 1" o tSize="128"/> =
<Layer name="Bffaster” detailMapId: d="23" d a s ="128"/>
<Layer name="Ref fenspur" detailMapI Id="26" di; 27" . ="128"/>
namef": " fileId="29" "gn/>
Fol bL mDens: 0" cellSize="g" d
<FoliageSubLafer name="Heu Schwad" d tyMapTypeInds a " 22" cellSize: 3
<FoliageSubLafer name="Kartoffeln" densityMapTypelInde: d "29" cellSize: "80" terrainOffset="0.03" objectMask
L name="K 1] 7. 1Id="53" cellSize="8" viewDistance="80" terrainOffset="0.07" cbjec
<Fol bL . ype =ngn D 1Id="26" cellSize="a" WD .03" ob;
<FoliageSubLafer name="Rueben Halme" d tyMapT: n iterialld="19" cellSize="8" viewDistance="80" terrainOffset="0.07" objectMa
</FoliageMultilgyer>
</FoliageMultiljyer>
</FoliageMultilfver>
Fol MultiLafer 1s="2" numType ="0">
Fol bL mDe: s="2" materialld="46" cellSize="g" wDi 19" 1 .15 5
</FoliageMultilRyer>
="1" numT 13="0">
<FoliageSubLafer name="Tannel" D¢ 1s="1" T 1Id="47" cellSize="8" viewDi. 19" ob: Tl =" B +2" width="18.5"
</FoliageMultilRyer>
</FoliageMultillyer>
</Layers>

Und fligt das hier ein:




</FoliageMultiLayer>

<FoliageMultiLayer densityMapld="1001" numChannels="2" numTypelndexChannels="0">

<FoliageSublLayer name="treesLaub2" numDensityMapChannels="2" materialld="3001" cellSize="8" viewDistance="219"
terrainOffset="0" objectMask="65520" atlasSize="2" plantThreshold="0.5" numBlocksPerUnit="0.15" width="39.5"
height="16.5" widthVariance="0.3" heightVariance="1" horizontalPositionVariance="4"/>

</FoliageMultiLayer>

<FoliageMultiLayer densityMapld="1002" humChannels="1" humTypelndexChannels="0">

<FoliageSubLayer name="treesTannel" numDensityMapChannels="1" materialld="3002" cellSize="8" viewDistance="219"
terrainOffset="0" objectMask="65520" atlasSize="2" plantThreshold="0.5" numBlocksPerUnit="0.2" width="18.5" height="18.5"
widthVariance="0.1" heightVariance="5" horizontalPositionVariance="5"/>

</FoliageMultiLayer>

<FoliageMultiLayer densityMapld="1003" humChannels="1" humTypelndexChannels="0">

<FoliageSubLayer name="treesTanne2" numDensityMapChannels="1" materialld="3003" cellSize="8" viewDistance="219"
terrainOffset="0" objectMask="65520" atlasSize="2" plantThreshold="0.5" numBlocksPerUnit="0.25" width="13.5"
height="14.5" widthVariance="0.1" heightVariance="5" horizontalPositionVariance="5"/>

Aussehen sollte das Ganze dann so:

[=map01i3d B3
5 <Layer name="Reifenspus" detailMapId="28" unitSize="g" a Ta="27" di =n128"/>
=
§ D yMapChannels= terras ="0.1" objectk 52

<FoliageSubLayer name="Weizen Schwad (X numDensityl: nnels="4" materialld=n1 "g" viewDistance="80" terrainOffset="0" objectMask
<FoliageSubLayer n: tyMapTypeIndex="2" densityMepChannelOffsec=" 1s="4" materialld="10" cellSize= terray ="0" objectMa:
<FoliageSubLayer name as_Schwad" density! MapT densityM =m0
<FoliageSubLayer name="Raps" densityMapTypelndex="3" densityMapChannel =n & .17 objectia:
<FoliageSubLayer name="Gerste" densityMapTypeIndex="4" densityMapChann: nce="g .17 ob3 =n655
<Fo1 ubLayer name= n_Schwad" ypeIndex="4" d ance="80" terrainOffset="0" objectMas
<FoliageSubLayer name="Mais" densicyMapTypeIndex="5" dens: 1 = - 4aD: 1" ob 2
<FoliageSubLayer n Heu" densi pelndex="6" d =ngn yMapC 15="4" materialld="10" cellSize="g" viewDistance: ob; a
<FoliageSublLayer n u_Schwad" densityMapT den D x 1s=né" materialld="22" cellSize="g" viewDistance="80" terrair v
<Fol bLayer name 1p" densityMapT 7" d D 1s="4" materialld="29" cellSize="g" viewDistance="g80" TerrainOffsec=r0.03" cbjectMask
<Fol bLayer name="Kar: 1_Halme" d ypeIndex="7" den 1 =ngn : 1s="1" materialld="53" cellSize="8" viewDistance="80" terrainOffsec="0.07" cbjec
<FoliageSubL ="Ruebep" densityMapTypeIndex="g" densi =ngn 15="4" materialld="26" cellSize="g" .03" ob:
<Fol bL _Halme" ypeln 8 x numDen 1s5=m1n 1Ta="19" cellSize="8" viewDistance="80" terrainOffset="0.07" objectMa

</FoliageMultiL

F Mulcil ="86" numCh 1% nunTypeIndexChannels="0">

<FoliageSublayer name="stones” numDensityMapChannels="1" materialld="35" cellSize="8" viewDistance="30"

c1 =non t="1" widch="1" heigh
ToITageNuItiTayer
<FoliageMultilayer densit ="89" numC} 1e= ypeIndexChannels="0">
<FoliageSublayer name="Buschl" numDensityMapCha: "1 materialld="45" cellSize="8" viewD: 19v tlasSize="2" numb: £="0.12" width="35.5
</FoliageMultiLayer>
<FoliageMultil ="90" numCh 1s=nom>
<FoliageSubLayer name="Busch2" numDensity: 1Id="46" cellSize="8" viewD: 197 tlassize=v2n ©="0.15" widcth="39.5
15=0m>
<FoliageSubL: 1Id="47" cellSize="8" viewDistan 197 ob3 s £l =n2n ©="0.2" width="18.5"
</FoliageMultil
<FoliageMultilayer o 15="1" nunT: 1s=0m>
<FoliageSubLayer name="Tanne2" ="1" materialld="4a" cellSize="g" viewDistance="219" obj t1 ="2" nums; 25" width="13.5
</FoliageMultilayer>
<Detaillayer name= 1" den DensityMapChannels="7" materialld="37" den lendMap;blendMap2” combinedV: 1s="0 1 0;1 1 0 0:3 1 0:4 s
</Layers>
Zerzainlza
<Light name="tempLight" rotation="-129.982 29.192 -0.253753" visibility="false" nodeId="1012" type="directional” diffuseColor="0.6 0.6 0.6" emitDiffuse="true" 1 lor= lar=ncr
s 1

n ="50 132.5 65.5" rotation="0 220 1.83602e-006" nodel; 3"/>
<TransformGroup name="stream" nodeId="1014">

<Dynamic name=rwaterfallPar  emitteri” tr 10n="700 194 291.5" clipDistance="200" nodeId="1016" materiallds="25" dynamicId="11" emitterShapeNodeId="1017">
<Shape name= 11Parci n="0 -0 90" scale="2 2 2" nodeId="1017" materiallds="18" shapeld="12" nonRenderable="ctrue"/>
</Dynamic>
T nam: WaterTriggers” nodeId="1018">
<shape = 5 x 10 ="-90 0 O" static="true" trigger=rtrue” collisionMask="8388608" n shapeTa="13" u
<Shape nam: i 02" n=r-90 0 0" stat " trigg colls
<Shape name="streamiaterTrigger03" rotation="-90 0 0" stat ue" trigger=rtrue” colli
<Shape name="streamWaterTrigger04" rotation="-90 0 0" static="true" trigger="crue" colli
<Shape name="streaniiaterTrigger0S" rotation="-90 0 0" static="True" Trigg rue” colli

Fertig! Jetzt konnt ihr im Editor auch Baume ,sdaen”
Sollten noch Fragen dazu sein, konnt ihr mich hier erreichen:

http://www.modding-welt.com/index.php?page=User&userlD=2020




Credits:

TUT by Claas_Evolution
Darf unter Angabe meines Namens und nach vorheriger Riicksprache mit mir verbreitet werden.

Nattirlich mit Original Link von uploaded.net
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