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Unzip the downloaded file Schweinemast.zip.
Move the folder to the pig Map folder as.

*HdRkR*F \map\models\buildings\Schweinemast

included files:

a texture folder with the sound files.
the SchweineMast.i3d

the RegAnimal.lua

and SchweineZucht.lua

in the modDesc.xml insert the following entries.

<I10n>

<text name="pig"> <en>Pig</en> <de>Schwein</de> </text>

<text name="pig_amount"> <en>Pigs</en> <de>Schweinebestand</de> </text>
<text name="grain_fruits"> <en>grain</en> <de>Getreide</de> </text>

<text name="earth_fruits"> <en>earth fruits</en> <de>Erd friichte</de> </text>

<text name="Silo_fruits"> <en>silage</en> <de>Silofutter</de> </text>
</110n>

<RegAnimal>
<Animal name="pig" price="100" Eco="true" hud="map/models/buildings/Schweinemast/Textures/pigHUD.dds"/>
</RegAnimal>

<extraSourceFiles>
<sourceFile filename="map/models/buildings/Schweinemast/RegAnimal.lua"/>
<sourceFile filename="map/models/buildings/Schweinemast/SchweineZucht.lua"/>
</extraSourceFiles>
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<iconFilename>map preview.dds</iconFilename>

<miltiplayer supported="true"/>
<110n>

<text name="sampleModMapBriefingTextl">
<en>Thizs iz the first paragraph. Here you can put a description of your map.</en>
<dexMusgelegt fiar Viehzucht</ de>

</text>

<text name="sampleModMapBriefingText2">

<en»This is the second paragraph.</en>
<derDies ist der zweite Textabschnitt.</de>

</text>

<text name="sampleModMapBriefingText3i">
<en»This iz the third paragraph.</en>

<de>Dies ist der dritte Textabschnitt.</de>

</text>

<text name="pig"> <en>pig</en> <de>Schwein</de> </ text>

"pig amount"> <enrpigs</en> <de>Schweinebestand</de> </ text>
"grain fruits"> <en>grain</en> <dexGetreide</de> </text>

"earth fruits"> <en>earth fruits</en> <de>Erd frichte</de> </text>
<text narr.e=“Silo_Emits"> <enrsilage</en> <de>Silofutter</de> <«/text>

<CEXL MNAame:

<CeXT name:

<CEXL MNAame:

</110n>

<Beghnimal>

<Animal name="pig" price="100" Eco="true" hud="map/models /buildings/Schweinemast/Textures /pigHUD.dds" />

</Reghnimal>

<extraSourceFiles>

<sourceFile filename="map/models/buildings/Schweinemast/Reghinimal.lua"/>
<gourceFile filename="map/models /buildings/Schweinenast/Schweinefucht.lua"/ >

</extraSourceFiles>

<mEpsr

<map id="AnimalMap" className="AnimalMap" filename="AnimalMap.lua" defzultVehiclesEMLFilename="defaultVehicles.xml">

<title>
<en>Animal Map</en>
<derAnimal Maw</dex

Each path (filename) must match the path where you have the source files and pig

hud.

Import into your map the SchweineMast.i3d. And place it

anywhere in your map.

Important!
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The object "pig trigger 01" "Filename
fillSound" attribute must have the

correct path.

map/models/buildings/ Schweinemast/Textures/Pig.wav



Scenegraph

- I
. hast

-5 FutterTrigger
. pigTriggerll
-5 Doors

. liguidManure ) . .
B8 Manure There are 2 available dunghills. In the stable and outside. Only

11 i) manureHeap one will function. Take your pick whether you want the one in
- il audio the barn or outside where it is collected, the other manure pile
-5 deko can be deleted.

- [F]--

User Attributes
Name

Mame Schweinemast
Attributes

DoorsIndex 3
PigFillTriggerindex 2
TipTriggerIndex 1
liguidManureSiloIndex 4
manureHeapIndex 5 It is important to ensure that the index to the manure heap

numPig 500 after removing the other one is still 5.

onCreate modOnCreate.Schw

These adjustments must be made to allow the mast to work, everything else are additional
settings.



Group Schweinemast

<Attribute name="numPig" type="integer" value="500"/>

numPig is the basis for calculation of consumption and production, the higher the number, the
more food is consumed but also more Manure the pigs will produce.

Group FutterTrigger

Contains 2 attributes.

Here, the additional fruits were introduced at the TipTriggern (Barley) Feed type to be assigned.

<Attribute name="FruitTyp" type="string" value="wheat barley rape maize potato sugarBeet"/>
FruitType Additional fruit. (Attach to the rear)

<Attribute name="FutterTyp" type="string" value="111122"/>

FutterTyp Enter additional fruit. (Attach to the rear)

1 = grain

2 =natural fruits
3 = Silo Food (other)

The remaining attributes in the individual triggers
are all standard attributes of

FeedingTroughTipTrigger
LiquidManureFill Trigger
manureHeap

SiloTrigger





