Instructions for installing a Alo frontlader console to
any tractor

Prefaces

With this guide, you can install the Al6 frontlader console, easily
explained, to any tractor. For this tutorial, you should bring some
knowledge for the computer with you. If it doesn't work with the
instructions, | don't give any support!

What you need

e WINRAR (http://www.winrar.de/downld.php)

e Giants Editor 5.0.3 (http://gdn.giants-software.com/downl oads.php)

e Notepad++ (http://notepad-plus-plus.org/downl oad/v6.4.3.html)

All programs are completely free! (Only the trial version of WinRAR, but that is enough.)

e Zip file of the mod, to which you want to install the console.
Examplemods

www.stefanmaurus.de/mods/DeutzFahrTTV430.zip
www.stefanmaurus.de/mods/DeutzFahrTTV6190.zip
www.stefanmaurus.de/mods/DeutzFahrTTV7250.zip
www.stefanmaurus.de/mods/HuerlimannXL130.zip
www.stefanmaurus.de/mods/CaseCVX175.zip
www.stefanmaurus.de/mods/NewHollandT7550.zip

Important informations

e The "Scenegraph” and "Attributes" can be opened at the top bar
when you click on "Window".


http://www.winrar.de/downld.php
http://gdn.giants-software.com/downloads.php
http://notepad-plus-plus.org/download/v6.4.3.html
www.stefanmaurus.de/mods/DeutzFahrTTV430.zip
www.stefanmaurus.de/mods/DeutzFahrTTV6190.zip
www.stefanmaurus.de/mods/DeutzFahrTTV7250.zip
www.stefanmaurus.de/mods/HuerlimannXL130.zip
http://www.stefanmaurus.de/mods/CaseCVX175.zip
http://www.stefanmaurus.de/mods/NewHollandT7550.zip

Step 1
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First, drag the ZIP file of your mod, to
which you want to install the console, on
the desktop.
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DeutzFahrT TV430.zip

Step 2

RN =

Offnen

Next, right-click on the ZIP file and
click "Extract to MODNAME\".

E Dateien entpacken...

E Hier entpacken

g Entpacken nach DeutzFahrTTV430%
[&f  Edit with Notepad++

Offnen mit »

Step 3

Now you can delete the ZIP file and
go into the newly created folder which
has the name of your mod.

Step 4

Now go into your mods folder and open the file "AloeFrontloader.zip"
with WinRAR. There you can see the folder "AloeConsole". Drag this
folder to the folder you created in step 2.

B Aloefrontload: - WinRAR (Nicht I Testversion =B e = | @ |
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Name Anderungsdatum  Typ Groge

E B AloeFrontloaderzip - 7IP Archiv, ungepackte GroBe 42.660 747 Bytes —
AloeConsole 0607.2013 23:28 Dateiordner
Name GraBe Gepackt Typ Gedndert am CRC32 || vehicleShaderxml 21032013 22:25 XML-Datei 2KB
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Step 5

Next you need to open the i3d file of your mod with the Giants Editor.
The name of the i3d file should normally be the name of the mod. But

this may vary.

deutzTTV430.i3d Anderungsdatum: 06.08.2013 18:34
P Bl 20 File Format GroBe: 19,3 KB

Erstelldatum: 06.08.2013 19:34

Step 6
File Edit | Create | View Window Help
. . . D B2 TransformGroup
If you opened the i3d file, you first need to r—— Light -_
create a new camera. To do this, go to B@ e Camen

"Create" and then to "Camera".

AudioSource

Spline

Mavigation Mesh

Step 7

File Edit CreateWmduw Help

Then you have to switch to the view of 22 45E
the new camera. To do this, go to "View" @ @wm
->"Camera" and then the last camera

named "Camera".
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Wireframe
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Debug
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Blend Weight: rJ

Step 8

Next, you have to import the Al console. To do
this, go to "File" and then "Import".
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Mew

Open...
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Save As...

Import...

Preferences...
Recent Files

Exit

Reload And Optimize

Export All with Files
Export Selection...

View Window Help
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Ctrl-5




Step 8.1

=1 deutzTTV430.i3d

Now navigate to the "AloeConsole" folder,
which you created in step 4. :

=S I 3

steiname: - | 3D files (.i3d) -
Abbrechen

St e p 8 . 2 =1 AloeConsole.i3d 06.07.2013 23:28
Select the "AloeConsole.i3d" file and click
on "Open". =2
ateiname: AloeConsoleidd ~ [E0filscizg o

|

Step 9 File Create  View Window Help
i Unde
If the console is in the i3d, you have to move the  5== b
. . . e . +' Clear History
console into the main collision. To do this, select e
the newly imported "AloeConsole" in the scene o e e
graph and go to "Edit" and "Cut". Copy
Paste
Delete
Duplicate Ctrl-D
Move to Camera Ctrl-F
Interactive Placement Ctrl-B
Step 9'1 File Create  View Window Help
P Undo
If you done this, click on the main collision, B Redo
which is located at the highest point in the g ety
Scenegraph, and go to "Edit" and "Paste". E:' curw
Copy

Paste




Step 10

Next, you need to position the console. To
do this, click in the scenegraph on
"AloeConsole" which is in the main
collision. Now you can move the console
with the three arrows to the correct
position.

Step 11

If you have positioned the console correctly, you have to position the
control joystick sitting point. To do this, click in the Scene Graph on

“loaderControlSystem_node" and position this also.

W AloeConsole_vis

% attacherloint
%" loaderControlSystem_nox
@ protection_vis
22 camera

Terrain Editing
Brush
Radus 4
Opadty 1
Hardness 0.5
value 0.1
Brush Type |Round
w8 (add.
MMB | Smooth
RMS | Sub

1]

Replace 0

4\114

Replace Limit | None J
Replace piding: CRTLR
Painting

Terran -

Slope Limit Start 0

Siope LimitEnd 90
Chunk Vis [
Churk Vis Dist 300

Texture Layer -

Step 11.1

Now you need to delete the "DELETE_AFTER_INSTALL"
in the scene graph. Click on it and go to "Edit" and
"Delete".

If necessary, you can also delete "protection_vis".

File [Edit] Create View Window Help

HET

Scene

Unde
Redo
Clear History

Replace...
Cut
Copy
Paste
Delete
Duplicate

Move to Camera
Interactive Placement
..... W window
B deutzTTV430 vis
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g wheelLeftFront_coll

..... &) wheelRightBack_coll
= i
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Step 12

[View] Window Hel
Now you have to delete the camera -

; Camera [ outdoorCamera
that you created in step 6. First, go to EE— S —
"View" ->"Camera" and on the top {0 R © camera
camera. In this case, "outdoor camera."

Step 12 1 File |Edit | Create View Window Help
' P Undo
S_CE Redo
Now marker in the Scenegraph the "camera”, | ClearHisory
which is there at the last point and go to "Edit" and i Reploce.. Ce-W
n n b Cut
Delete". cony
Paste
Delete
Duplicate Ctrl-D
Mowe to Camera Ctrl-F
Interactive Placement Ctrl-B

) deutzTTVA30_vis
[ Q wheelLeftFront_col

e ‘ wheelRightBack_col

o ) wheslLeftFront_coll

i) wheelRightBack_coll
=il AloeConsole_vis
o attacherloint

o loaderControlSystem_ng

m

...... W) protection_vis

----- camera

Step 13

File Edit Create View Window Help

Next, you have to save the i3d file. Todo this, g0 v ® 2 @ HE & ©
up on the disk icon. Scenegraph | Savei3Dfile | X |[2

Let the i3d file opened.



Step 14

Now you need to register the console in the xml file. To do this, first open
the xml file of the tractor with Notepad++. This usually has the same
name as the i3d and is located in the folder from step 3 (Not to be
confused with the modDesc.xml!)

L] EIMTHELYED NI U UEnATTH LU ANLE LS AVIL-L/dLEl 1nD
- Bibliotheken | deutzTTV430.xml 06.08.2013 18:45 XML-Datei 8 KB
le=| Bilder || deutzTTV430.i3d.shapes 06.08.2013 19:42 SHAPES-Datei 1858 KB
deutzTTV430.xml Anderungsdatum: 06.08.2013 18:45 Erstelldatum: 06.08.2013 19:34
ML-Date SroBe: 7,99 KB
Step 15

Now you go into the xml file and search "</ vehicle>". Go above this line
and paste this "<loaderControlSystem node="XX"/>",

<schemaOverlay file="§data/vehicles/schemas/vehicleSchema.png" fileSslscted="$data/vehicles/schemas/vehicleSchemaSelscted.png” width="0.5" height

<attactk

<attacherJoir
<attacherJoint p
</schemaCverlay>

<loaderControlSystem node="XX"/>
</vehicle>

Step 15.1

To complete the entry, you have to replace the "XX". To do ¢
this, go in the i3d file of the tractor, click in the Scenegraph

Id 200

to "loaderControlSystem_node" and go in the "Attributes” | e

Translate X -0.42799

window to "Index Path". The index is inside this gray box. o J—

Translate 7 -1.44216

Copy the index and insert it in the place of "XX" in the xml

Rotate ¥ -3.26169

flle- Rotate Z 0

SealeX 1
ScaleY 1
SealeZ 1
Visibilty [
Clip Distance 1000000
Min Clip Distance 0

<loaderControlSystem node="0>44|1" />

Object Mask FFF

LoD
Rinirl Rarv




Step 16

Now search in the xml file for the <attacherJoints> entries.

<attacherJoints>
<attacherJoint index="0>11|0|0" rotationNode="0>11" minRot="30 0 0" minRot2="-22 0 0" maxRot="2 0 0" rotationNode2="0>11]|0" maxRot2="-2 0 0"
<bottomArm rotationNode="0>12" translationNode="0>12]|0" referenceNode="0>12|0|0" zS5cale="-1" />
<topArm baselNnde="0>13" filename="§data/vehicles/steerable/upperLinkMedium.i3d" zScale="-1" />
<fattacherJoint>
<attacherJoint index="0>16|0|0" rotationNode="0>16" minRot="-30 0 0" minRot2="22 0 0" maxRot="2 0 0" rotationNode2="16|0" maxRot2="-2 0 0" ma
<bottomArm rotationNode="0>17" translationNode="17|0" referenceNode="17|0|0" zScale="1" />
<topArm baselNode="0>18" filename="§data/vehicles/steerable/upperLinkSmall.i3d" z3cale="1" />
<fartacherJoint>
</attacherJoints>

Step 16.1

Under the second <attacherJoint/> entry you add this line:
"<attacherJoint jointType="aloeFrontloader" index="XX"
allowsJointLimitMovement="false" allowsLowering="false" />"
It should look like this:

<attacherJoints>
<attacherJoint index="0>11|0|0" rotationNode="0>11" minRot="30 0 0" minR "-22 0 D" maxRot="2 0 0" rotationNode2="0>11|0" maxRot2="-2 0 0" :
1 <bottomArm rotationNode="0>12" t lationNode="0>12|0" referenceNode="0>12|0]0" zScal "l
<topArm baseNode="0>13" filename="$data/vehicles/steerable/upperLinkMedium.i3d" zScale="-1" />
</attacherJoint>
<attacherJoint index="0>16|0|0" rotationNode="0>16" minRot="-30 0 O" nRot2="22 0 0" maxRot="2 0 0" rotationNode2="16|0" maxRot2="-2 0 0" ma
2 <bottomArm rotationNode="0>17" t lationNode="17|0" referenceNode="17]|0|0" z3cal
<topArm baseNode="0>18" filename="$data/vehicles/steerable/upperLinkSmall.i3d" zScale="1" />
</attacherJoint>
——’—} <attacherdoint jointType="aloeFrontloader" index="XX" allowsJointLimitMovement="false" allowsLowering="false" />
</attacherJoints>

Step 17

Now go back to the i3d file of the tractor and do the same thing as in step
15.1 with the "attacherJoint", which is above the
"loaderControlSystem_node" in the Scenegraph.

1tes x
iform
Name attacheroint & SLUDAIN DaSSNUNE— UALOY LiLleHame—" Ul VELLULES ) S LSS FanLe, UPPSILINKSNALL . 130 S3UALE— 1Y §

ittacherJoint>

Id 199

Index Path TEZEI]

:tacherJoint jointType="aloeFron

pndex="0>44|0" allowsJointlimitMovement="false" allowsLowering="false" />

Step 18

Now you need to register the new attacherJoint in the schemaOverlays.
To do this, first locate these entries in the xml of the tractor.

<schemaCverlay file="§data/wvehicles/schemas/vehicleSchema.png" fileSelected="§data/vehicles/schemas/vehicleSchemaSelected.png” width="0.5" height
<attacherJoint position="1 0" rotation="0" i rt¥="false" />
<attacherJoint positio rt¥="troe" />
<attacherJoint positi rt¥="false" />
<attacherJoint posit rt¥="false" />
</schemaCverlay>

n="1 0" rotation="0" i



Step 18.1

Under the second entry, you add this line:

<attacherJoint position="1 0" rotation="0" invertX="false" />

This should look like in the picture below.

<schemaCverlay file="§data/vehicles/schemas/vehicleSchema.png" fileSelected="§data/vehicles/schemas/vehicleSchemaSelected.png” width="0.5" height
1 <attacherJoint position="1 0" invert¥="false" />
2 <attacherJoint r on "true" />
——————Pp <atracherJoint position="1 0" r erck="false" /»
<attacherJoint position="1 0" r ert¥="false" />
invertX="false" />

ert

<attacherJoint position="1 0" r
</schemaCverlay>

Step 19

Datei Bearbeiten Suchen

Now you have to save the xml file. o BHEB = e

B TimaPlus4 Speichern i Tri

Step 20

Now go to the folder from step 3 and select all files in the folder, make a
left click and go to "Add to archive...".

R R [ o -
Mame Anderungsdatum Typ ‘ GroBe
AloeCansale 06.08.2013 19:50 Dateiordner

| vehicleShader.xml 21.03.2013 22:25 XML-Datei 2KB
| modDescam| 06.08.2013 19:49 XML-Datei 3KB
| emissiveBillboardShader.xml 16.09.201219:25 XML-Datei 1KB
| deutzTTV4300aml 06.08.2013 19:47 XML-Datei 9KB
|| deutzTTV430.i3d.shapes 06.08.2013 19:42 SHAPES-Datei 1858 KB
=1 deutzTTV430.i3d 06.08.2013 19:42 i3D File Format 21 KB
%) window_diffuse.dds 03.06.201212:23 DDS-Datei 1KB
% farmer_specular.dds 2511.2011 11:31 DDS-Datei 171 KB
% farmer_normal.dds 05.03.2012 18:49 DDS-Datei 2731 KB
% farmer_diffuse. [&  Edit with Notepad++ 731 KB
%] deutzTTV430W Freigeben far v | 43KB
= RO Ausgewshlte Dateien mit Avira Gberprifen e
B CEFATVEE Y Zum Archiv hinzufiigen... BESEE
¥ ceut T ) Zu "DeutzFahrTTV430.rar" hinzufigen Jil K:E
(4] deutzTTV430Ini E Packen und als E-Mail versenden... EE3 kB
* | deutzTTV430Ini J2L KB
= B  Zu "DeutzFahrTTV430.rar" hinzufiigen und als E-Mail versenden —
%] deutzTTV430De 171 KB
%) deutzTTV430D¢ Senden an » 366 KB
) deutzTTV430_s| P 342 KB
%] deutzTTV430_n e TJ31 KB
%] deutzTTV430_d J2L KB
% cubemap.dds Verkniipfung erstellen 193 KB
%] corona_orange| Laschen 6 KB
% car_corona_wh Umbenennen 5 KB
%/ car_corona_red| Eigenschaften 6 KB

% car_beam_diffuses : 5KB



Step 21

In the menu that will open, select on the left side the file-type "zip" and
press "OK".

Step 22

Now a ZIP file has been generated in the folder. This file can easily
dragged into the mods folder. If you have done everything right, you can
buy the mod in the game and attach a Al6 frontloader to it.

Have fun with it!



