Row Crop System Map Setup:

Tools Required:
- Giants Editor
- Giants grleConverter

Disclaimer: If you are not familiar with Windows file structure, how to open and edit text
files, Giants Editor, or how to open/edit zip files, then I would highly recommend brushing up
on computer/modding basics before attempting to prep a map for the Row Crop System.

Note: When unzipping a map to edit, move the zip file away from the unzipped folder before doing anything
with Giants Editor. Leaving the zip folder in the same folder as your unzipped map will cause GE to use files
out of the zip file instead of your unzipped folder. This can cause problems creating gdm/grle files and/or GE
to crash when trying to open the map.

Step 1:

e Using grleConverter, convert the map densityMap_fruits.gdm to densityMap_fruits.png.

e Using grleConverter, convert the map densityMap_ground.gdm to densityMap_ground.png.

e Once both png files are created, delete both densityMap_fruits.gdm and densityMap_ground.gdm.

concreteShattered01_weight.png 2048 x 2048 5KB PNG File
concreteShattered02_weight.png 2048 x 2048 5KB PNG File
dem.png 2049 x 2049 2,694 KB PNG File
densityMap_fruits.png 16384 x 16384 3,4 PNG File
densityMap_ground.png 384 x 16: 766 KB PNG File
B densityMap groundFoliage.gdm 691 KB GDM File
B densityMap height.gdm 129 KB GDM File

B densityMap_stones.gdm 2,060 KB GDM File

B densityMap_weed.gdm 65 KB GDM File

forestGrass01_weight.png 2048 x 2048 88 KB PNG File




Step 2:
e Open densityMap_fruits.png in an image editor like Paint.net, Gimp, or Photoshop.
Resize densityMap_fruits.png to 16384 x 16384 pixels.
o If you are using the 1X low resolution option, resize instead to 8192 x 8192 pixels.
o If you have a resampling option, select nearest neighbor for this.
= |f you select a different resampling option, the resultant image will be blended which will
mess up the crop placement on that map. You want the pixels to be resized only, not
blended in any way.
o Image mode should be RGB 8 bits per channel.
e Save (not save as or save copy) the resized png file.
e Repeat the above process for densityMap_ground.png.

Image Size

Image Size: 768.0M

Dimensions: -~ 16384 px x 16384 px
Fit To:  Original Size
Width: 16384 Pixels

Height: 16384 Pixels

Resolution: 72 Pixels/Inch

Resample:  Nearest Neighbor (hard edges)




Step 3:
Open your map i3d with Notepad++
Search for .gdm
Change any fileld pointer ending with .gdm to .png

o For example, change densityMap.fruits.gdm to densityMap_fruits.png

Repeat for any other filename ending in .gdm

<File
<File
<File
<File
<File
<File
<File

ST 1~

Search for .grle

fileld="1l" filename="data/dem.png"/>

fileId="658" filename="data/densityMap fruits.png"/>
fileId="632" filename="data/densityMap ground.png"/>
fileId="657" filename="data/densityMap groundFoliage.png"/>
fileId="653" filename="data/densityMap height.png"/>
fileId="660" filename="data/densityMap stones.png"/>
fileId="659" filename="data/densityMap weed.png"/>
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Change any fileld pointer ending with .grle to .png

o For example, change infoLayer_limelLevel.grle to infoLayer_limeLevel.png

<File
<File
<File
<File
<File
<File
<File
<File
<File
<File

fileId="409"
fileId="588"
fileId="589"
fileId="597"
fileId="591"
fileId="592"
fileId="595"
fileId="596"
fileId="593"
fileId="594"

filename="data/gravelSmall02_weight.png"/>
filename="data/infoLayer_gnvironment.png"/ﬁ
filename="data/infoLayer farmlands.png"/>
filename="data/infoLayer fieldType.png"/>
filename="data/infoLayer indoorMask.png"/>
filename="data/infoLayer navigationCollision.png"/>
filename="data/infoLayer placementCollision.png"/>
filename="data/infoLayer placementCollisionGenerated.png"/>
filename="data/infoLayer tipCollision.png"/>
filename="data/infoLayer tipCollisionGenerated.png"/>



Step 4:

v

Select the prefab folder for the type of map you are converting (1X, 1XLowRes, or 4X).
o 1XMaps is for 1X maps with 16384 x 16384 gdm/grle files.
o 1XMapsLowRes is for 1X maps with 8192 x 8192 gdm/grle files (more blocky, better performance).
o 4XMaps is for 4X maps with 16384 x 16384 gdm/grle files.

‘ Bl 1XMaps 11/3/2025 8:36 PM File folder

‘ B 1XMapsLowRes 11/3/2025 9:38 PM File folder

File folder
icon.dds 8/9 : DDS File
Bi iconjpg 8 8: JPG File

prefabDesc.xml 3 9:43 XML Source File

Inside that folder, you will see a data folder. Copy its contents to your map’s data folder (or the location of
your map’s gdm/grle files), overwriting all files.
If your map has any grle file that has the same name as one of the png files copied over, delete those grle
files.
o For example, if your map’s data folder has an infoLayer_limeLevel.png and an
infoLayer_limeLevel.grle, delete infoLayer_limeLevel.grle.
Repeat this for any other grle that also has a same named png file.

% Start backup =+ 1XMaps > data Search data Q & T~ G % Startbackup > Search data Q

N Sort ~ = (1 Details @ New v (B Details

Name A Meris Name Dimensions
of

s infolayer limeLevel.png x 16. - Ps gravelSmall01_weight.png
P
A s infoLayer_plowLevel.png 6: x 16 Ps gravelSmall02_weight.png
L e v @ Todd - Personal
s infolayer_rollerLevel.png x 16 I infolayer_environment.grle
> M Attachments i
s infolayer_spraylevel.png B infolayer farmlands.grle

[ Business . -
s infolayer_stubbleShredLevel.png x16 B infolayer fieldType.grle

L Downloads
B Documents
& Pictures
© Music

¥ videos

I Documents I infolayer_indoorMask.grle

I Personal ?s infolayer limeLevel.png

X Pictures I infolayer navigationCollision.grle

M mods_workshop B Shared I infolayer_placementCollision.grle

. st

W infolayer_placementCollisionGenerated.grle
M Videos Vers 9

M FarmingSimulator2025 s infolayer_plowLevel.png

+ infolayer rollerlevel.png
I Games B Desktop

s infolayer sprayLevel.png
. Tools | e

Downloads )

= infolayer stubbleShredLevel.png
I Temp
B Documents B infolayer_tipCollision.grle

X Pictures I infolayer tipCollisionGenerated.grle
™ This
W This PC @ Music W infolayer weed.grle

> E= Windows-SSD (C) B Videos B mapSA_soilMap.grle



Step 5:

e Look for a foliage folder inside of your map. If it does not have one, create one.

e Inside of prefab folder you have selected, you will find a foliage folder. Inside of that folder, select the crop
folders you want to add to the Row Crop System. You can pick and choose; you do not need to copy them

all.

e Copy these folders to your map’s foliage folder, overwriting all files.

M foliage

< 0

® New X

> @ Todd - Personal

B Desktop

L Downloads

B pocuments

& Pictures

© Music

B Videos

B mods_workshop

I steamapps

B FarmingSimulator2025

I Games
M Tools

I Temp

v 8 This PC

> = Windows-SSD (C:)

> & Storage (D)

Step 6:

X o+

% Startbackup > = 1XMaps > foliage >

@&D W N Sort

Name

I barley
I cotton
M maize

I soybean
M sugarbeet
I sunflower
I wheat

B readme-foliage.txt

X
M foliage

Q « >

(@ Details ® New

B Desktop

' Downloads

B Documents

& Pictures

@ Music

¥ videos

B mods_workshop

M steamapps

B FarmingSimulator2025

I Games
I Tools

| Temp

v W This PC
> E= Windows-SSD (C)
> & Storage (D)

> B8 Network

% Startbackup > - foliage >

W N Sort v = View

Name

M aifalfa

I bales

M barley

B beetRoot
M canola

M carrot

M cotton

M grape

M grass

Bl greenBean
B maize

B meadow
I oat

M oilseedRadish
I olive

M parsnip
M pea

B poplar

I potato

Search foliage Q

(@ Details

e Open your map’s map xml file, look for a <fruitTypes line.
e Fruit types can be set up one of two ways (or omitted). Your map may use either format.

o If your fruitTypes line points to a filename, skip to Step 7a.
o If your fruitTypes line does not point to a filename, skip to Step 7b.

o If your fruitTypes line is missing or points to a Sdata location, skip to Step 7c.
o Choose only ONE of the three steps above, do NOT do all three!



Step 7a:
e If your fruitTypes section points to a filename, open the xml file listed (i.e. maps_fruitTypes.xml).
e Inside of that file, make sure all the RCS crops are listed. If any are not, make an entry for the missing
fruitTypes.
o Make sure the new entries are above any non-selectable crops in game. In other words, don’t put
cotton.xml after something like meadowUS.xml.

e Skip to Step 8
filename="config/maps_bales.xml"

filename="config/maps_fruitTypes.xml
filename="config/maps_fillTypes.xml"

filename="config/maps_density

xsi:noNamespaceSchemalLocatiol

e filename=
filenam
filenam

RAINHEADER">WHEAT BARLEY OAT CANOLA SOYBEAN SORGHUM RICELONGGRAIN
ZEHEADER">MAIZE SUNFLOWER p
">MAIZE WHEAT BARLEY OAT CANOLA SORGHUM SOYBEAN SUNFLOWER</fruitT:
">ALFALFA GRASS WHEAT BARLEY OAT CANOLA SORGHUM SOYBEAN SUNFLOWER pe
ALFALFA WHEAT BARLEY OAT CANOLA RICELONGGRAIN OILSEEDRADISH GRASS PEA SPINACH:
SUGARCANE p r
E SORGHUM SUNFLOWER SOYBEAN SUGARBEET COTTON GREENBEAN WHEAT BARLEY:
i ">CARROT PARSNIP BEETROOT SPINACH</fruitType go
" >OILSEEDRADISH GRASS</f tType e

STER">CARROT BEETROOT PARSNIP

">ALFALFA GRASS WHEAT BARLEY OAT CANOLA SOYBEAN MEADOW
ER">WHEAT BARLEY OAT CANOLA SOYBEAN</fruitT




Step 7b:

e If your fruitTypes section does not point to a filename, look inside of that section for file pointers to the
RCS crops you chose. Add entries for any missing fruit type. Be sure to list crops that are selectable in game
before non-selectable crops. In other words, do not put something like maize.xml after meadowUS.xml.

e The format is <fruitType filename="path/to/your/foliage/fruitName.xml!” />

e You can look at the other fruit types listed for examples.

e You can also look at the Riverbend RCS test map for examples.

e Skip to Step 8

filename="foliage/w

filename="

filename="foliage

filename="folia

filename="folia

filename="folia

filenam oliage/cotton
filename="$data/foliage/meado owUS/meadowUS . xm1"

name="PLANTER" >WHEAT BARLEY

name="MOWER" >MEADOW

Step 7c:

e If your fruitTypes section does not exist, or it points to a data location, you will have to add the fruit type
xml pointers manually. You can do this right inside of your map xml.

e For each crop, add a <fruitType filename="path/to/your/foliage/fruitName.xml”/> line.

e You can look at the Riverbend RCS test map for examples.

e Skip to Step 8

filename="
filename="
filename="foliage
filename="folia
filename="folia
filename="folia
filename="folia

filename=" W . xml"

name="PLANTER" >WHEAT BARLEY

name="MOWER" >MEADOW




Step 8:

Re-open your map i3d in Notepad++
Search for foliage/ This should take you to your i3d foliage file pointers.
For all RCS crops you added, change the path from Sdata to the location of the file in your map.
File pathing for i3d files start at the location of the i3d, not in the map root folder like xml files.
o For example, if your foliage folder is in the same folder as your map i3d, you would use
“foliage/maize/maize.xml” for the file path of corn.
o If your foliage folder is one level higher than the map i3d, you would use

|II

../foliage/maize/maize.xml” for the path of corn.

Repeat this process for each RCS enabled foliage.

Save your map i3d when finished and continue to step 9.
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<File fileId="613" filename="foliage/alfalfa/alfalfa.xml"/>
<File fileId="608" filename="foliage/barley/barley.xml"/>

<File fileId="618" filename="foliage/cotton/cotton.xml"/>

<File fileId="606" filename="foliage/maize/maize.xml"/>

<File fileId="601" filename="foliage/meadow/meadowlUS/meadowUS.xml"/>
<File fileld="619" filename="foliage/sorghum/sorghum.xml" />
<File fileTd="612" filename="foliage/soybean/soybean.xml"/>
<File fileTId="631" filename="foliage/stone/stone.xml"/>

<File fileld="610" filename="foliage/sugarbeet/sugarbeet.xml"/>
<File filelId="611" filename="foliage/sunflower/sunflower.xml" />
<File fileId="605" filename="foliage/wheat/wheat.xml"/>

. o a



Step 9:

e Open your map xml file and search for the <fieldGround line.

e Take note of the filename pointer.

o If the filename starts with Sdata, continue this step.

o If the filename does not start with Sdata, skip to Step 10.

e Change the filename to your map’s config location (i.e. maps/mapUS/config/maps_fieldGround.xml or

wherever it is in your map).

filename="map/sounds/sounds.x

filename="map/conf

nd-filename="map/config/fieldGround.xml"
ds filename="map/config/farmlands.xml"

filename="map/confi

cml”

1 filename="map/config/aiSystem.xml"

e Go to your game install location data/maps/ folder.

e Locate the maps_fieldGround.xml and copy that to the config folder of your map.

e If your map does not have a config folder, create one in the same folder as your map i3d file.

L T T R N R R T I . B

Name
M config
M data
M offects
I fillPlanes
M foliage
M [icensePlates
M pallets
M placeables
I sounds

icon.dds

B iconjpg

110n_e

B g

. map.i3 im

B ma shapes

I map.i3d.terrain.lod.type.cache
B ma terrain.nmap.cache
‘ mar terrain.occluders.cache
modDescxml

Ps overview.dds

Ps preview.dds

Date modified
10/18/2025 8:52
10/18/2025 8:52
10/18/2025 8:52
10/18/2025 8:5.

10/18/2025 8:52

9/30/2025 10:52 AM
11/4/2025 10:46 AM
11/4/2025 10:46 AM
11/4/2025 10:46 AM
11/4/2025 10:46 AM
11/4/2025 10:46 AM
11/4/2025 10:46 AM
10/18/2025 9:34 AM
6/18/2025 3:12 PM

6/15/2025 12:05 AM

@ Todd - Personal

B Desktop

J, Downloads

' Documents

: Pictures

e Music

[ Videos

B mods_workshop
I steamapps

I FarmingSimulator2025
Bl Games

M Tools

I Temp

W This PC
> = Windows-SSD (C)

> & Storage (D7)

20 items | 1item selected 228 KB |

L B R A . T T D T R TR

data > maps > Search maps Q

W Tl Sort (B Details

Name Date modified
M mapAS
M mapEU
M mapus

M proceduralPlacements

default_colorGradin

groundTypes.xml

| maps_fruitTypes.x

| maps_helpersxml

| maps_npcs.xml

| maps_sprayTypes.xml

| maps_stones.xml

| maps_treeMarkerTypes.xml

maps_treeType: |



Go back to your game install location data/maps/mapUS/con
Look for fieldGround.xml and open that file.

Games > Steam > steamapps » common > Farming Simulator25 > data > maps > mapUS > config Search config

® @ N sort v

A

Name Date modified Type
aiSystem.xml 8/24/2025 10:25 PM XML Source File
collectibles.xml 8/24/2025 10:25 PM XML Source File
colorGrading.xml 8/24/2025 10:25 PM XML Source File
colorGradingNightxml 8/24/2025 10:25 PM XML Source File
B environment.xml 8/24/2025 10:25 PM XML Source File

farmlands.xml 8/24/2025 10:25 PM XML Source File

‘ fieldGround.xml 8/24/2025 10:25 PM XML Source File

fields.xml 8/24/2025 10:25 PM XML Source File
BY footballField.xml 8/24/2025 10:25 PM XML Source File

BY items.xml 8/24/2025 10:25 PM XML Source File

Copy the following section to your map’s maps_fieldGround.xml file.

Change the file pointers for <sprayLevel, <limeLevel, <plowLevel, etc to the location of these files in your
map.

version="1.8" encoding="utf-8" standalone="no

filename="$data/maps/mapUS/data/infolayer_spraylevel.png" firstChannel="@" numChannels="2" maxValue="2"

21 filename="$data/maps/mapUS/data/infolLayer_limelevel.png" firstChannel="@" numChannels="2"
filename="$data/maps/mapUS/data/infolLayer_plowLevel.png" firstChannel="8" numChannels="1"
E el filename="$data/maps/mapUS/data/infolLayer_stubbleShredLevel.png" firstChannel="8" numChannels="1"
1 filename="$data/maps/mapUS/data/infolLayer_rollerLevel.png"” firstChannel="@" numChannels="1"
filename="$data/maps/mapUS/data/infolLayer_fieldType.png" firstChannel="8" numChannels="1"
Lt value="0"

ice value="1"

able firstValue="1" lastValue="6"
g firstValue="6" lastValue="9"

gle useDefaultTerrainDetail="true" firstChannel="4" numChannels="5"

useDefaultTerrainDetail="true" firstChannel="9" numChannels="3"
er value="1" tireTrackColor="0.8529 ©.8382 ©.8242 1"
e value="2" tireTrackColor="0.0865 ©.8630 ©.8356 1"
anure value="3" tireTrackColor="0.0844 ©.0648 ©.0272 1"
value="4" tireTrackColor="0.2582 ©.2270 ©.1683 1"
value="5" tireTrackColor="0.0865 ©.0630 ©.0356 1"
value="6" tireTrackColor="0.0865 ©.0630 ©.8356 1"

useDefaultTerrainDetail="true" firstChannel="12" numChannels:
ed value="1"

filename="data/infolLayer_spraylLevel.png" firstChannel="0" numChannels="2"
numChannels="
1 filename="data/infolayer_plowLevel.png" firstChannel="8" numChannels="1"
1 filename="data/infolayer_stubbleShredLevel.png" firstChannel="@" numChannels
Level filename="data/infolLayer_rollerLevel.png" firstChannel="0" numChannels="1"




Step 10:
e Open the map in Giants editor (10.0.0.10 at the time of this writing).
e Check the bottom grey console area for errors (red text, don’t worry so much about orange).

field41

field47 12.43 ha
4.42 ha

Foliage x
Height Texture Mesh Foliage Info  Proce”
“ Brush
Terrain terrain v
size 10

Presets .
5
Hardness ] field29 ~
Brush Type Round v 6.30ha feld31
LMB Add o 3.16 ha
Opacity LMB | I
MMB Smooth v
Opacity MMB | I
Console x
7 GaMes/ Steaity SLedimiapps/ COMITION Fai Mg SIMUIAOT £5/Uata/ 10116ge/SPINAct/SPINacLISa (45,09 11s)
Infos transform group ‘C:/U: a Gar mods_workshop/Ray_County_Extended/project/v1020/F525_Ray_County_Extended/d! _fruits.png’ has elements very far out from the cell edge (79.00% expansion)
Fe U Gam i 025/mods_workshop/Ray_County_Extended/project/v1020/FS25_Ray. County_Extended/data/densityMap_fruits.png may need space for up to 112226404 instances (33361 per cell x 3364 cells)
c ing Simulator 25/data/foliags i3d (176.29 ms)
Fe U G i 025/mods_workshop/Ray_County_Extended/project/v1020/FS25_Ray_ County_Extended/data/densityMap_weed.png’ may need space for up to 627200 instances (512 per cell x 1225 cells
(e a Ga mods_workshop/Ray_County_Extended/project/v1020/F525_Ray_County_Extendedfoliage/stone/stone.i3d (88.78 ms)
Fe CU i 025/mods p/Ray_County_Extended/project/v1020/F$25_Ray_County_Extended/data/densityMap_stones.png’ may need space for up to 1548800 instances (968 per cell x 1600 cells)
onfFileOpen
Virtual Texture initialized at 2097152 x 2097152 resolution
FTG 'C/U: ingSi ‘mods_workshop/Ray_County_Extended/project/v1020/FS25_Ray_County_Extended/data/densityMap_groundFoliage.png’ max needed CPU instances = 0.138580 MB / 10.269531 MB
FTG 'C/U: ingSi mods . p/Ray_County_Extended/project/v1020/FS25_Ray_County_Extended/data/densityMap_fruits.png’ max needed CPU instances = 10.556305 M8 / 1712.812500 MB
FTG 'C/U: ingSi mods . p/Ray_County_Extended/project/v1020/FS25_Ray_County_Extended/data/densityMap_stones.png’ max needed CPU instances = 0.020081 MB / 23.640625 MB |
1

e |[f there are no errors relating to the crops or ground, save the map to create new gdm files.
o This should re-create densityMap_fruits.gdm.
o This should re-create densityMap_ground.gdm.
e If there are errors, do not save! Close GE and contact the map author or myself for advice.
e Verify that the new gdm files are created and use grleConverter to check the sizes

D:\Tools\FS25\grleConverter\ X S 2

3 B grieConverter

Gdm file info (C:/Users/thund/Documents/My Games/FarmingSimulator2025/mods_wox
y 25_Ray_County_Extended/data/densityMap_fruits.gdm):

0 version & ™ =+ FS25 > grleConverter > Search grleCol  Q
16384x1638Upx

10 channels @ New X « @) 2 W N

2 maxBpp

32 chunk size
26722741 bytes
2 compression ranges: [0-4] [5-9] B Desktop B convert.cmd
5 type index channels

Name

L Downloads
Press any key to continue

B Documents
& Pictures

® Music

¥ videos

B readme.txt 10/9/2025

W sample.grle 1/2/2011 8:229 AM

I mods_workshop

M steamapps

B FarmingSimulator2025
I Games

I Tools

| Temp

B This PC

concreteShattered02_weight.png
Storage (D)
= dem.png 2049 x 2049
> B8 Network
B densityMap_fruits.gdm 26,097 K

B densityMap_ground.gdm K 6items | 1item selected 625KB |

B densityMap_groundFoliage.gdm 521KB  GDM File

B densityMap_height.gd 129KB  GDM File
p_heig




From here you should be able to zip up your map, place it in your mods folder and give it a try. Until you can
verify that your install was successful, you only run the map and RCS mod (and optionally EasyDev). Also,
keep an eye on your game log for any issues. If everything looks ok in-game, you can go ahead and start a
normal game with your normally installed mods.



