CarboLime

Integration into your Farming Simulator 25 Mod Map
Prefab Guide | Version 1.0

Preface

This prefab enables the complete integration of CarboLime as a dedicated FillType in any Farming
Simulator 25 mod map. Compared to the vanilla map approach, your own mod map benefits from:

e Custom ground texture after spreading (via DensityMap value 7)

Custom fill plane texture in the spreader tank

» Correct spreading effect with custom particle color

 Realistic spread width 12m / 18m

e Custom pricing (cheaper than lime as an industrial by-product)

Note

This guide assumes you already have your own FS25 mod map
and are familiar with the Giants Editor. All paths refer to

the root folder of your map, e.g.: FS25_MyMap/maps/



1. Required Files and Folder Structure

Copy the following files from the prefab package into your map:

maps/

+-- config/

| +- fillTypes.xm ~ CARBOLIME Fill Type Eintrag

| +-- sprayTypes.xm ~ CARBOLI ME SprayType Eintrag

| “-- densityMapHei ght Types.xm < Fill Pl ane-Textur Registrierung

+
[

- effects/

| +- fertilizerEffects.xm ~ Streueffekt-Definition
| “-- fertilizer/

| +- fertilizer.i3d ~ Effekt-Mesh (mt CARBOLI ME-Sl ot)
| +- fertilizer.i3d.shapes ~ Effekt-Geonetrie

| “-- fill Types/

| “-- carboline/

| “-- carboline8x4_diffuse.dds ~ Partikel - Textur

+-- fill Pl anes/

| “-- carboLine/

| +-- carboLine_diffuse.png « Tank-Fill Pl ane Textur

| +-- carboLi ne_normal . png

| +-- carboLi ne_hei ght. png

| +-- carboLi ne_di spl acenent . png

| “-- distance/

| “-- carboLi neDi stance_di ffuse. png

+-- textures/terrain/ground/

| +-- spray_carbolinme_diffuse.dds — Bodentextur nach dem Streuen
| +-- spray_carbolinme_normal.dds

| +-- spray_carbolinme_hei ght.dds

| +-- spray_carbolinme_displ acenent. dds

| -- distance/

| “-- carboline_distance_diffuse.dds

+-- textures/huds/fill Types/

| “-- hud_fill _carboLine.png ~ HUDIcon

+-- scripts/

| “-- CarbolLine.lua — Lua-Script

“-- vehicles/bredal / k105/



k105.xm — Bredal K105 mit CARBOLI ME- SprayTypes



2. Modifying mapEU.i3d

The mapEU.i3d must be extended with the CARBOLIME spray OverlayLayer. Open the file in Giants
Editor or as text and add the following entries:

2.1 File Entries (in the <Files> block)
Find the last file entry for lime textures and add after it:

<File fileld="XXXX" filenane="textures/terrain/ground/spray_carboline_diffuse.dds"/>
<File fileld="XXXX" filenane="textures/terrain/ground/ spray_carboline_normal.dds"/>

<File fileld="XXXX" filenane="textures/terrain/ground/ spray_carboline_hei ght.dds"/>

<File fileld="XXXX" filenane="textures/terrain/ground/spray_carboline_di spl acenent. dds"/>

<File fileld="XXXX"
fil enanme="textures/terrain/ground/di stance/carbolinme_di stance_diffuse.dds"/>

Important: fileld
Replace XXXX with the next available fileld numbers in your i3d.
Find the highest existing fileld and count up from there.

Example: Highest ID = 951 -> new IDs = 952, 953, 954, 955, 956

2.2 OverlayLayer (after the last spray OverlayLayer)

<Overl ayLayer type="spray" nane="carboLi ne"

det ai | Mapl d=" XXXX" nor mal Mapl d="XXXX" hei ght Mapl d="XXXX" di spl acenent Mapl d=" XXXX"
uni t Si ze="2.5" di spl acenent MaxHei ght =" 0. 25" bl endCont rast="0. 2"

noi seScal e="0.5" porosityAt Zer oRoughness="0.9" porosityAtFul | Roughness="1"

firmess="0.79" viscosity="0.71" firmessWt="0.79"/>

2.3 CombinedOverlayLayer (after the lime entry)

<Conbi nedOver | ayLayer nane="carboLi ne" type="spray" |ayers="carboLine"/>

2.4 Option in the Spraytype Group (value 7)
Suche die Gruppe name="Spraytype" (firstChannel="10") und fige nach Wert 6 ein:

<Option val ue="7" nane="Car boLi ne"/>

2.5 DistanceTexture
Find the last DistanceTexture entry for spray types and add after it:

<Di stanceTexture match="*;*; 7" fileld="XXXX"/>

Tip: Giants Editor

In Giants Editor you can conveniently add OverlayLayer and CombinedOverlayLayer



via Terrain > Fill/Spray Layers without manually editing the i3d.



3. XML Configuration Files

3.1 maps/config/fieldGround.xml
Add CARBOLIME as value 7 in the <sprayTypes> section:

<sprayTypes useDefaul t Terrai nDetail ="true" firstChannel ="10" nuntChannel s="5">
<fertilizer value="1" tireTrackCol or="0.123 0.074 0.044 1"/>

<manure val ue="2" tireTrackCol or="0.123 0.074 0.044 1"/>

<li qui dvanure val ue="3" tireTrackCol or="0.123 0.074 0.044 1"/>

<lime value="4" tireTrackCol or="0.123 0.074 0.044 1"/>

<straw val ue="5" tireTrackCol or="0.123 0.074 0.044 1"/>

<mai ze val ue="6" tireTrackCol or="0.123 0.074 0.044 1"/>

<carbol i ne val ue="7" tireTrackCol or="0.123 0.074 0.044 1"/> <!-- NEU -->

</ sprayTypes>

3.2 maps/config/sprayTypes.xml
Register CARBOLIME as SprayType with sprayGroundType="LIME":

<sprayType name="CARBOLI ME"
|'itersPer Second="0.1500"
type="LI ME"

sprayG oundType="LI ME"/ >
Important: sprayGroundType
Must be "LIME", not "CARBOLIME".
FieldSprayType only knows: FERTILIZER, LIME, MANURE, LIQUID_MANURE.

Using "LIME" correctly removes the lime requirement.

3.3 maps/config/densityMapHeightTypes.xml

Create a new file (or extend existing one). Add CARBOLIME so the FillPlane texture works correctly:
<?xm version="1.0" encodi ng="utf-8" standal one="no" ?>
<map>

<densi t yMapHei ght Types first Channel ="0" nuntChannel s="8">
<I'-- Deine anderen densityMapHei ght Types hier ... -->
<I-- CARBOLIME: Fill Pl ane-Textur Registrierung -->

<densi t yMapHei ght Type fill TypeNane="CARBOLI MVE"

maxSur f aceAngl e=" 40"



fill ToG oundScal e="1.0"
al | owsSnoot hi ng="f al se" >
<col li sion scal e="1.0" baseC fset="0.05" m nOfset="0.0" maxOf fset="0.05"/>

</ densi t yMapHei ght Type>

</ densi t yMapHei ght Types>

</ map>

3.4 maps/config/fillTypes.xml
CARBOLIME FillType with all texture paths and pricing:

<fill Type nane="CARBOLI ME" titl e="Carbokal k" category="LI ME"
showOnPri ceTabl e="true" isBul kType="true"

uni t Short="$l 10n_uni t _l i t er Short" >

<physi cs massPerLiter="1.20" naxPhysi cal SurfaceAngl e="15"/>
<econony pricePerlLiter="0.1350"/>

<i mage hud="nmaps/textures/ huds/fill Types/hud_fill _carboLi ne. png"/>
<textures

di f fuse="maps/fill Pl anes/ carboLi nme/ carboLi me_di f f use. png"

nor mel =" maps/ fill Pl anes/ car boLi ne/ car boLi ne_nor nal . png"

hei ght =" maps/ fil | Pl anes/ car boLi ne/ car boLi ne_hei ght . png"

di spl acenent =" maps/ fil | Pl anes/ car boLi ne/ car boLi me_di spl acenent . png"
di stance="maps/fill Pl anes/ carbolLi nme/ di st ance/ car boLi neDi st ance_di f f use. png"
uni t Si ze="1" bl endContrast="0.2" noi seScal e="0. 5"

por osi t yAt Zer oRoughness="0. 9" por osityAt Ful | Roughness="1"
firmess="0.3" viscosity="0.5"/>

<effects prioritizedEffectType="Shader Pl aneEf fect">

<al phadip val ue="0.3"/>

</ effects>

</fill Type>



4. Modifying mapEU.xml

Three references must be set in mapEU.xml:

<l-- Load Fill Types and SprayTypes from map config -->
<fill Types filenane="maps/config/fill Types.xm "/>

<sprayTypes fil ename="maps/confi g/ sprayTypes. xm "/>

<l-- Effects for line spreader (incl. CARBOLIME) -->

<noti onPat hEf fects fil enane="nmaps/effects/fertilizerEffects.xm"/>
<!-- densityMapHei ght Types for FillPlane texture -->

<densi t yMapHei ght Types fil enane="maps/ confi g/ densi t yMapHei ght Types. xm ">

</ densi t yMapHei ght Types>

5. Including the Lua Script

5.1 Register script in modDesc.xml

<extraSourceFi | es>
<sourceFile fil ename="maps/scripts/CarboLine.|ua"/>

</ ext raSour ceFi | es>

5.2 Configure allowed spreaders
Open maps/scripts/CarboLime.lua and adjust the ALLOWED_SPREADERS block:

| ocal ALLOWED SPREADERS = {
-- Bredal K105 (map nod, 12m/ 18m

"maps/ vehi cl es/ bredal / k105/ k105. xm ",

-- Add further spreaders here:
-- "maps/ vehi cl es/ mySpr eader/ mySpreader. xm ",
}

How does path matching work?

The entered string must be a substring of the full file path (lowercase).

"maps/vehicles/bredal/k105/k105.xml" -> map Bredal only
"data/vehicles/bredal/k105" -> vanilla Bredal only

"k105" -> all k105 from all mods



6. Including the Vehicle (Bredal K105)

The included Bredal K105 has native CARBOLIME support. It must be registered as a Storeltem.

6.1 Place the file
maps/ vehi cl es/ br edal / k105/ k105. xml

6.2 Register in storeltems.xml
<storeltem xm Fi | enane="rmaps/ vehi cl es/ bredal / k105/ k105. xm "/ >

Note on the vehicle
The map Bredal uses the vanilla k105.i3d from the game data directory ($data).
No 3D model files need to be copied.

Only the k105.xml with the CARBOLIME entries needs to go into the map.



7. Realistic Pricing

CarboLime is a by-product of sugar production and in reality significantly cheaper than standard lime
(market prices 2024):

pricePerLiter 0.2250
BigBag 2000L $ 450
massPerLiter 0.85 kg/L
litersPerSecond 0.0700
Real price approx. ~$471

8. Objects: BigBags and Pallets

0.1350

$ 270
1.20 kg/L
0.1500

~$15-25/t

BigBags and pallets are required to purchase CarboLime in the shop. Each object consists of multiple files
that all need to be copied into the map.

8.1 Required Files

maps/ obj ect s/

+- -

| +-- bigBagPal |l et _carboLine.xm « Pallet (E nzel kauf)

bi gBagPal | et/

| +-- bigBagPallet_carboLine.i3d ~ 3D Mdell

| +-- bigBagPal |l et _carboLine.i3d. shapes ~ Geonetrie

| +-- carboLi ne_base.xm ~ Basis-Konfiguration

| +-- multiPurchaseBi gBagPal | et _carboLi ne. xm  Mehrfachkauf

- textures/

| +-- bigBagPal |l etcarbolLinme_diffuse. dds

- store_bi gBagPal | et _carboLi me. dds ~ Shop-Bild
bi gBag/

bi gBag_car boLi ne. xm ~ Bi gBag (Ei nzel kauf)

bi gBag_car boLi nme.i 3d ~ 3D Mddel |

bi gBag_car boLi ne. i 3d. shapes ~ GCeonetrie

car boLi ne_base. xml ~ Basi s-Konfiguration

nmul ti Pur chaseBi gBag_car boLi ne. xml ~ Mehrfachkauf
t extures/

bi gBagCar boLi me_di f f use. dds

st ore_bi gBag_car boLi ne. dds ~ Shop-Bild

8.2 Register in storeltems.xml



Add all four objects to maps/config/storeltems.xml:

<l-- Carbokal k BigBag Pallet -->
<storeltem xm Fi | enane="nmaps/ obj ect s/ bi gBagPal | et/ bi gBagPal | et _car boLi ne. xm "/ >

<storeltem
xm Fi | ename="maps/ obj ect s/ bi gBagPal | et/ mul ti Pur chaseBi gBagPal | et _car boLi me. xm "/ >

<!-- Carbokal k BigBag -->
<storeltem xm Fi | ename="nmaps/ obj ect s/ bi gBag/ bi gBag_car boLi nme. xm "/ >

<storeltem xm Fi | enane="nmaps/ obj ect s/ bi gBag/ nul ti Pur chaseBi gBag_car boLi ne. xm "/ >

8.3 Adjust Prices
In all four XML files the price must be adjusted to the realistic CarboLime value. Find the price entry in
each and replace 450 with 270:

bi gBagPal | et _car boLi nme. xm :

<set pat h="vehicle.storeData.price" val ue="270"/>

bi gBag_car boLi me. xm :

<set pat h="vehicle.storeData.price" val ue="270"/>

nmul ti Pur chaseBi gBagPal | et _car boLi me. xm und nul ti Pur chaseBi gBag_car boLi ne. xm :

<price>270</price>

<mul ti pl el t enPur chaseAnount Confi gurati on name="1" price="0"/>
<mul ti pl el t enPur chaseAnount Confi gurati on nane="2" price="270"/>
<mul ti pl el t enPur chaseAnount Confi gurati on nane="3" price="540"/>
<mul tipl el t enPur chaseAnount Confi gurati on nane="4" price="810"/>
<mul ti pl el t enPur chaseAnount Confi gurati on nane="5" price="1080"/>
<mul ti pl el t enPur chaseAnpunt Confi gurati on nane="6" price="1350"/>
<mul ti pl el t enPur chaseAnount Confi gurati on nane="7" price="1620"/>
<mul ti pl el t enPur chaseAnount Confi gurati on nane="8" price="1890"/>

Preislogik
price = 270 -> price for the 2nd BigBag in multi-purchase (1st is the purchase price).
The first BigBag is bought individually via bigBagPallet_carboLime.xml with price=270.

Multi-purchase: pay price (1x=0 already paid, 2x=270, 3x=540, ...).

8.4 Check paths in XML files



The object XMLs reference textures and 3D models. Adjust paths to match your map folder name if
needed. Look for these entries:

<l-- In bigBagPallet_carboLinme.xm: -->

<set path="vehicl e. storebData.i nage"
val ue="obj ect s/ bi gBagPal | et /t ext ures/ st ore_bi gBagPal | et _car boLi ne. dds"/ >

<l-- |In nul tiPurchaseBi gBagPal | et _carboLi ne. xm : -->
<i nage>obj ect s/ bi gBagPal | et / t ext ur es/ st or e_bi gBagPal | et _car boLi ne. dds</i mage>

<fil enane>obj ect s/ bi gBagPal | et/ bi gBagPal | et _car boLi nme. xm </ fil ename>

Important: Relative paths

All paths in the object XMLs are relative to the maps/ folder of the map.
Example: maps/objects/bigBagPallet/bigBagPallet_carboLime.xml

-> in the XML it reads: objects/bigBagPallet/bigBagPallet_carboLime.xml

9. Localization (I110n) -- Language Entries

Shop texts for CarboLime, BigBag and Pallet are loaded from 110n files. Without these files only
placeholder codes like $110n_fillType_ CARBOLIME appear in the shop.

9.1 Create files
Create two new files in your map:

maps/ |1 10n/110n_de. xm <- Deutsch

maps/ |1 10n/110n_en. xm <- Englisch

9.2 Content of |10n_de.xml

<?xm version="1.0" encoding="utf-8" standal one="no"?>
<l 10n>

<t ext s>

<l-- FillType Nane -->

<text nanme="fill Type CARBOLI ME" text="Carbokal k"/>

<l-- Shop-Eintraege -->
<t ext nane="shopltem carbokal kPal |l et" text="Carbokal k Palette (2000 L)"/>

<t ext nanme="shopltem carbokal kBag" text="Carbokal k Bi gBag (2000 L)"/>

<l-- Vehicle function -->

<text name="function_bi gBagCarboLi ne" text="Fill |ine spreader with CarboLine"/>



</texts>

</110n>

9.3 Content of 110n_en.xml

<?xm version="1.0" encoding="utf-8" standal one="no"?>
<l 10n>

<t ext s>

<l-- FillType Nane -->

<text nanme="fill Type CARBOLI ME" text="CarboLinme"/>

<l-- Shop items -->
<t ext nane="shopltem carbokal kPal | et" text="CarbolLinme Pallet (2000 L)"/>

<t ext nanme="shopltem carbokal kBag" text="CarboLi ne BigBag (2000 L)"/>

<l-- Vehicle function -->

<text name="function_bi gBagCarboLi ne" text="Fill |ine spreader with CarboLine"/>
</texts>

</110n>

9.4 Reference in map modDesc.xml
For the game to load the 110n files, the path must be added to modDesc.xml:

<l 10n fil enanePrefi x="maps/|10n/110n"/>
All 110n keys at a glance
fillType_ CARBOLIME -> Name in HUD and shop
shopltem_carbokalkPallet -> Shop label for the pallet
shopltem_carbokalkBag -> Shop label for the BigBag

function_bigBagCarboLime -> Description in vehicle function

Tip: fillTypes.xml can keep title="CarboLime" (hardcoded)
or be changed to title="$I10n_fillType  CARBOLIME"

if multilingual support is desired.

10. Common Errors and Solutions




fertilizer.i3d not found

FillPlane shows wrong
texture

Spread width too wide

CARBOLIME not loadable

Lime requirement not

removed

HUD icon missing

Ground texture invisible

I110n keys missing in shop

File missing in map
densityMapHeightTypes.xml
missing or not referenced

Vanilla Bredal instead of map
Bredal

fillTypes.xml not referenced in
mapEU.xml

sprayGroundType="CARBOLIM
E" instead of "LIME"

PNG file not present

CarboLime.lua not loaded

120n files missing or not
referenced

Copy fertilizer.i3d + .shapes to
maps/effects/fertilizer/

mapEU.xml: check filename attribute in
densityMapHeightTypes

Sell old Bredal, buy map Bredal from shop

Add fillTypes filename=... to mapEU.xml

Change to "LIME" in sprayTypes.xml

Copy hud_fill_carboLime.png to
maps/textures/huds/fillTypes/

Check extraSourceFiles in modDesc.xml

Create maps/I10n/I10n_de.xml and set
filenamePrefix in modDesc.xml



11. Step-by-Step Checklist
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mapEU.i3d: Add OverlayLayer, CombinedOverlayLayer, Option value=7, DistanceTexture
maps/config/fieldGround.xml: Add <carbolime value="7"/> to sprayTypes
maps/config/sprayTypes.xml: Add CARBOLIME SprayType with sprayGroundType="LIME"
maps/config/densityMapHeightTypes.xml: Register CARBOLIME as densityMapHeightType
maps/config/fillTypes.xml: Add CARBOLIME FillType with textures and pricing

mapEU.xml: Reference fillTypes, sprayTypes, motionPathEffects, densityMapHeightTypes
maps/effects/: Copy fertilizerEffects.xml, fertilizer.i3d, .shapes

Copy all texture files to their respective folders

Create maps/I10n/I10n_de.xml and 110n_en.xml, set filenamePrefix in modDesc.xml

. Add maps/scripts/CarboLime.lua and register in modDesc.xml as extraSourceFile
. Copy maps/vehicles/bredal/k105/k105.xml and register in storeltems.xml

. Copy all BigBag/Pallet files to maps/objects/ and register in storeltems.xml

. Adjust prices in BigBag/Pallet XMLs from 450 to 270

. Launch game, buy CarboLime in shop, load and test

IMPORTANT NOTICE — Terms of Use

CarboLime.lua may NOT be modified or republished without

my explicit prior agreement.

For questions, collaborations or permission requests:

GitHub: github.com/Lahmi/FS25_Carbolime_Mod

Result after successful integration

[0 CarboLime as a dedicated FillType with custom HUD icon

[0 Bredal K105 natively loads CarboLime (12m / 18m spread width)

[0 Custom spreading effect (beige/earthy instead of white)

[0 Custom fill plane texture in the spreader tank

[0 Custom ground texture after spreading

O Lime requirement correctly removed

[0 Realistic pricing: ~$300 / 2000L BigBag (40% cheaper than lime)



