Work Camera

(Bargon Mods, Oscar_8599)

Introduction

There are two ways of adding cameras.
e In the vehicle / equipment xml: Allows you to add cameras to your own mods.
(Anyone with that mod will see these cameras)
e In the CustomWorkCameras.xml: Allows you to add private cameras to in-game
vehicles and mods without editing their xml files. (Only you can see these cameras,
even in multiplayer games)

XML structure

Required Parameters

itemXml: This parameter is only needed when adding private cameras to the
CustomWorkCameras.xml file. It is the path to the xml file for the vehicle / equipment you
would like to add cameras to. For in-game vehicles it starts from "data/", and for mods it
starts with the zip-name.

node: This is the index of the node where the camera will be added to. The camera will be
placed as a child of this node.

translation: This is the X, Y, Z translation values of the camera.
rotation: This is the X, Y, Z rotation values of the camera.

Configuration Parameters

selectedConfigs: The index (or comma separated indexes) for the configuration/s that has
to be selected for the camera to be available.



This parameter works together with useConfigName.

Use the index corresponding to the order in which the configurations were defined.
If this parameter is not provided, the camera will be applied to all configurations.
(see the example at the end of this section)

useConfigName: Refers to the configuration where the 'selectedConfigs' indexes are
checked.

You can specify configurations like ‘design’, ‘design1’, ‘design2’... fillUnit’, ‘discharge’ etc.
If no value is supplied, it will default to 'design’'.

(see the example at the end of this section)

Extra Parameters:

fov: With this parameter you could specify the fov for your camera. If this parameter is not
added, then the fov will be set to 80 by default.

farClip: With this parameter you could specify the farClip for your camera. If this parameter
is not added, then the farClip will be set to 100 by default.

nearClip: With this parameter you could specify the nearClip for your camera. If this
parameter is not added, then the nearClip will be set to 0.1 by default.

Min/max values:

e min fov=20
e max fov=120
e min clip=0.01

max clip = 1000



Example

translation="0
rotation="-50
node="0>0|6"

fov="60"

translation="0
rotation="128
node="0>0"

fov="60"

translation="0.504 2.069
rotation="-31.144 26.72
node="0>0"

fov="70"

farClip="150"
nearClip="0.1"

translation="0
rotation="140
node="0>0"

selectedConfigs="2,

useConfigName="frontloader"

fov="60"

The last camera in this example will only be shown if you choose frontloaderConfiguration
index 2 or 3 (with frontloader console) if you choose without, then the camera won't be
added.

How to add cameras

1. Install the Giants Editor Script

We created a GE Script to make the process a lot simpler so we recommend taking the time
to install it. If you don’t want to use the script, you can skip this step and manually write the
xml by following the structure explained above.

This step is only needed once. If you did it before, skip it.

1. Open Giants Editor



2. On the Script Editor
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3. In the Script Editor, right click the User folder and choose Explore Folder
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4. Open (in a new window) the GESCRIPT folder in C:\Users\USER\Documents\My
Games\FarmingSimulator2022\mods\FS22_WorkCamera then drag and drop the
workCamera folder into the scripts folder
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5. Restart Giants Editor

2. Open the 13D file of the vehicle / equipment

1. Add a camera and place it in the desired spot.
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2. If you want to see how the view looks, you can right click in the viewport and select
the camera you want.
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3. You can adjust the fov in the Attributes panel, under the camera tab.
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4. Drag (with the middle mouse button) the camera into the parent you want. This is
important if the camera needs to follow a moving part.
5. Repeat the previous steps to add more cameras if desired



3. Generate XML code

1. Select all the cameras you want to export in the desired order.
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Run the script (if you can’t find the Work Camera script, check the 1. Install the
Giants Editor Script section)
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3. Select the xml file of the vehicle / equipment
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4. Copy the code from the console

Scenegraph

= @ m151_main_component!

= % mi151_roat

% 1_attachable

2_wheels
3_lights
4_movingParts
= % amXRot

= 5 armXRotloint

% amXRot_lod

clawJoint1RefFrame
craneCameraRotRefFrame
localHose01_03
mainArm

%" mainArmHydraulicRef
)
armXRotPhysic
drawbars
localHose01_01
localHose01_02
localHose02Start
localHos e038tart
supportCrane
5_tensionBelts
6_winch
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<workCameras itemXml="F522_ftgMohedaM151/vehicles/m151/m151 xml">
015 1.631 -1.452" rotati 439 0.32 0" node="0>0" fov:
043 3.329 2.62" rotation="-42.231 -29.244 0" node="0>0" fov="
988 3.401 2.488" rotation="-55.065 28.281 0" node="0>0[6|1" f:
.257 -0.483 8.04" rotation="123.789 -4.216 180" node="0>0|3[0" fov="80" />

<workCamera translatior
<workCamera translatior
< /workCameras>

4.1 Add cameras to your own mod

Anyone with that mod will see these cameras

1. Open the vehicle / equipment xml
2. Paste the code copied from the Giants Editor console



3. Delete the itemXml="...”

< misixml @

" pri "
isibilityInact

translation=

translatiol otation=
translatio " rotation="
translation= = 4" rotation=

4.2 Add private cameras to in-game equipment and third party
mods

Only you can see these cameras (even in a multiplayer game)

1. Open the CustomWorkCameras.xml file found at C:\Users\USER\Documents\My
Games\FarmingSimulator2022\modSettings\FS22_WorkCamera (if you can'’t find the
file, start a game with the mod active and it will be created)

2. Paste the code copied from the Giants Editor console

< CustomWorkCameras.xm| @

version="1.8" encoding="utf

itemXml=

translation
translation
translation

translation 4" rotation node=

5. Close Giants Editor without saving



