
Installing the ExtendedExhaust specialization: 
 
The first thing you need to do is copy the contents of this mod into the root folder of your existing mod. 
 

 

 
  



Next, you need to open your modDesc.xml file. Here you will be adding the specialization to the game and 
either creating a new vehicle type or adding it to an existing vehicle type. Some vehicles already have these 
entries in their modDesc files, more on this below. 
 
If your vehicle already has a <specializations> section inside of it, simply add the highlighted line to the existing 
section. 
 

 
 
After that, you want to create/add a new vehicle type. This is also done one of two ways, depending on 
whether or not your vehicle already has a <vehicleTypes> section or not. 
 
If your vehicle does NOT have a <vehicleTypes> section in the modDesc.xml, you will first want to open your 
vehicle xml file and take note of its vehicle type. This can be found at the top of that file. 
 

 
 
  



Now, copy the <vehicleTypes> section from modDescEntries.xml found in the _sdk folder to your modDesc 
xml file. Change OLD_VEHICLE_TYPE to the vehicle type you noted above. Change NEW_VEHICLE_TYPE to 
whatever name you want. Just remember the name you chose. I used “tractorXT” for this example. 
 

 
 

If your vehicle already has a <vehicleTypes> section inside of modDesc.xml, you simply add the highlighted line 
to the existing vehicle type. You can also SKIP the next section. 
  



The next step is to change the vehicle type of your vehicle to the name you created above. Remember this 
step is NOT necessary if your vehicle already has a custom type specified in your modDesc.xml. 
 
Back inside of your vehicle xml file, again at the top, change the vehicle type. Since I used “tractorXT” in the 
above example, this is what I change this value to. 
 

 
 

Some vehicles have a <vehicleTypeConfigurations> section inside of their vehicle xml file. If it does, you need 
to change the vehicleType entries there to the same name you just set above. This is ONLY for vehicles that 
have this section. 
 

 
 
  



Now you need to, again in your vehicle xml file, find the <motorized> section. At the bottom of that section, 
you will usually find your <exhaustEffect> entries. 
 

 
 
Copy the <extendedExhaust> section from vehicleEntries.xml found in the _sdk folder under the 
<exhaustEffects> section shown above. 
 

 
 
Note in the above example, the original exhaustEffect node=”exhaustParticle1”. At present you CAN NOT use 
the string name of a node for extended particles. For whatever reason, the vanilla particle loading code does 
not recognize them. To find the actual node, scroll down to the <i3dMappings> section of your vehicle xml and 
find “exhaustParticle1”. You could also search for this with Notepad++ or something similar. 
 

 
 

In the above image, the actual node for “exhaustParticle1” is “1>0|8”. This is the value you want to use for the 
node entry of your new particleSystem (shown above). 
  



Some vehicles have multiple exhaust effects by default. To add more particle systems, copy the 
<particleSystem> lines from the first <particleSystem> section as many times as you like. Change each node to 
the entry of the corresponding <exhaustEffect>. 
 
The following is an example of a vehicle with multiple exhaust nodes: 
 

  
 
If you want to remove the default exhaust effects from the vehicle, you can simply comment out the original 
<exhaustEffects> section as follows: 
 

 
 

The extended exhaust xml settings can be found inside of the vehicleEntries.xml file. 
  



Adjusting the particle i3d for your vehicle: 
 
To adjust the smoke effect, open the exhaust.i3d file located in the exhaust folder of your mod. Inside of GE, 
select “smokeEmitter” and open the particle editor. 
 

 
  



 
This will open the particle editing window. You can also hit the play button to view your smoke effect real 
time. 
 

 
 
  



The main values in this window are Scale X, Scale Y, Scale X Gain, Scale Y Gain, Gravity, Emit Rate, Speed, 
Tangent Speed, and Blend Factor. 
 
* Scale X and Scale Y are the size of the particle at the base or start. 
 
* Scale X Gain and Scale Y Gain are the amount the particle spreads out as it travels or how wide it becomes. 
 
* Gravity is how “light” the smoke is. The higher the number, the quicker the smoke will lift. Setting this to 
zero basically creates a straight line effect. 
 
* Emit Rate is how “thick” the smoke appears. This can be adjusted inside of the vehicle xml based on motor 
load and vehicle rpm. This is explained in vehicleEntries.xml in the _sdk folder. You generally want to set the 
idle emit rate in the i3d. 
 
* Speed is how fast the smoke travels. This can also be adjusted inside of the vehicle xml based on the rpm of 
the motor. Again, you generally set the idle speed in the i3d. 
 
* Tangent Speed is how much the smoke “dissipates” as it moves. Unlike Scale X Gain and Scale Y gain, this is 
more of a random effect. 
 
* Blend Factor is the value most people will want to set. This determines how “opaque” or black the smoke is. 
I could not find a way to adjust this via lua, so you’ll have to set the base darkness of your smoke effect inside 
of the i3d. 
 
Two other values of note are Max Particles and Lifespan. These are used mostly for performance tweaking and 
determining how long the smoke lingers. 
 
* Max Particles is simply the number of particles that can be emitted in one cycle. If you notice the smoke 
breaking up and seeming to “reset”, you do not have enough particles for the amount of smoke you are trying 
to show. Increasing this could degrade performance, so keep an eye on this one. 
 
* Lifespan is how long the smoke lingers in milliseconds. Higher numbers will require a higher value for Max 
Particles, especially at higher emit rates. Again, increasing this value could degrade performance. Make a note 
of that. 
 
When you are done, save your i3d and you should be all set! You can delete the _sdk folder if you want, or you 
can leave it there for future reference if you like as well. Should not hurt anything by being there. For further 
xml editing instructions, again, see vehicleEntries.xml in the _sdk folder. 
 
  



 


