REAL PRODUCTION SCRIPT

INTRODUCTION

This is a script that changes the amount of production on any map. For works, just be installed in just a map. With this
script and the production calculator you can calibrate the output values for each culture map. A chart will show how many
tonnes of product per hectare will be generated.

HOW IT WORKS

The script EXTRAS you should put it on your map and make the call for it to work.

Important: You can only use a map with the script, if you use 2 or more maps with script, the factor will be multiplied
by the number of maps with the script. More than 2 maps with the script you can not produce anything! Simply put, you use
this script in just a map and it will be valid for all other maps you play. Even the original maps.

CALCULATOR — INTRODUCTION

The calculator is for you to find a value that suits your requirements. This spreadsheet has 3 tabs. The first is a
database that was generated from data obtained on official forum and other communities FS. They show the output values
for each type of fruit detail. Shown details of yields per hectare, using fertilize ror not and using the Extras script with fertilizer
or not.

The second tab is the calculator itself. You will see a small table where you should just put the values, preferably
smaller than one, why the value 1 represents the original value. That is, if you put 0.75, you are affirming that production will
be 25% smaller than the original production of the FS. If you place, templates 1.75, you are affirming a 75% larger than the
original production of the FS production.

| researched the internet to produce each fruit and the values that appear by default are the ones | use. Different
countries produce different amounts. You can find the correct value, if you know and then share these values with your
friends!

CALCULATOR - HOW TO USE

Product chaff sugarBeet potato | maize \rape ‘barley wheat

factor
*() 0,770/ 0,420

To use the calculator is very easy. Once you open the spreadsheet, you will see a small table, this photo and
immediately below it, 2 graphs. In Notary, you just need to change the values and graphics, through calculations based on the
data, show the values in tonnes per hectare.

The game works with L, so | based my script on a scale that converts liters of fruit for each kg.

To summarize then, you just need to put a value on FACTOR line to have a projection of production.

We generated graphs below, the green line shows the projection for production without the use of agrochemicals,
pesticide, fertilizer or limestone. The yellow line shows projected production with the use of agrochemicals, pesticide, fertilizer
or limestone. Gives all the same!



SCRIPT —HOW TO USE

After finding the desired values, simply open the Extras script and change the value for what you want. | recommend
using Notepad + + to make changes, instead of notepad.
See the picture below:
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SCRIPT - HOW TO INSTALL IN YOUR MAP

First, you should put the folder "script" on your map. Just where is the modDesc. XML files,
pda_map.dds, SampleModMap.lua. Just copy and paste or extract it to your map.
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Therefore, you should place a call to the script in the modDesc. XML file from your map.
The line should be placed just below the </ 110n>:
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10 <en>This is the Agrarfrost v8.2.</en> ~

11 <de>Dies ist die Agrarfrost vB.2.</de>

12 </description>

13 <iconFilename>map preview.png</iconFilename>

14 <multiplayer supported="true"/>

15 <110n>

16 <text namse="AgrarfrostBriefingTextl">

17 <en>This is the final wversion with all known bugs sclved and many improvements.

18 Besides the creation of original animal game, you can now create pigs, feed him cereal, straw, pasture and water. The cows and she

19 [ <de>This is the final wversion with all known bugs sclved and many improvements.

20 Besides the creation of original animal game, you can now create pigs, feed him cereal, straw, pasture and water. The cows and sheep you can f

ES </text>

22 <text name="AgrarfrostBriefingText2">

e <en>This is the final version of the map, with an upgrade to 8.2, with many new and improvements over version 8.1.</en>

24 <de>This is the final wversion of the map, with an upgrade te 8.2, with many new and improvements over version 8.1.</de>

. </text>

26 <text name="AgrarfrostBriefingText3">

27 <en>Good fun!</en>

28 <de>Good fun!</de>

. - </text>

30 E </110n>

31

22 <extraSourceFiles>

33 <sourceFile filename="Script/Extras.lua" />

34 P </extraSourceFiles>

35

36 [ <maps>

37 <map id="Agrarfrost" classNam=="Agrarfrost" filename="Agrarfrost.lua" defaultVehicles¥MLFilenane="defaultVehicles.xml">

38 <title> v
<l : ' >
eXtensible Markup Language file length: 2445 lines: 53 Ln:33 Col:53 Sel:0]|0 Dos\Windows ANSI as UTF-8 INS
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YOU MUST PUT DOWN THAT OF </ 110n, as in the image above:
<extraSourceFiles>
<sourceFile filename="script/Extras.lua" />
</extraSourceFiles>

Of course, if your map has other scripts, you just need to add the line:

<sourceFile filename="script/Extras.lua" />

CREDITS

This script has been removed from the map Kenstad / Monstopia by BigDaddy99.

| got in touch with the creator of the map to see who made this script but until today's date, he did not answer. Not

even replied to my request for permission to publish this tutorial.

This document was created by me to facilitate beginners to install on your map and can take advantage of this great

script.

DATABASE

http://forum.giants-software.com/viewtopic.php?f=802&t=57088&p=460439&hilit=extras+script#p460439

http://fs-uk.com/forum/index.php?topic=134123.msg895147#msg895147



http://forum.giants-software.com/viewtopic.php?f=802&t=57088&p=460439&hilit=extras+script#p460439
http://fs-uk.com/forum/index.php?topic=134123.msg895147#msg895147

REMEMBER

You should use this script in just a map. It will take effect on all maps that vove play. Even in the original.
Never place this sccript in more than a map.

Do not change the link.
Mentenha it original.

Contato: tiagopiloneto@gmail.com



