RAGE: Transportation
SDK - How-To

How to activate the SDK functions
1. Load the mod by running command: LoadPlugin RAGE_Transportation.dll
Start SDK module by running command: sdkstart
Press one of the displayed key combination to run a creation tool.
Run command: sdkstop to stop the SDK module.
Use the main menu of the mod to turn it on and test your additions.
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How to create a new type of load
1. Type a file name where your new load will be saved. You can type the name of an
existing *.xml file with previously created loads so the current load will be added to
them.

2. Choose a name for your load.

3. Add vehicles which can transport your load. You have to add a name of a vehicle
which does not need a trailer or a name of a trailer, eg. MULE, POUNDER,
TRAILERS but not PACKER, PHANTOM - they are used to pull a trailer but does not
transport any load inside them.

Choose freight rate per 1 driven kilometer.

Type max damage. When damage > max damage a player will not get paid.
Set load fragileness, default == 1.

Press “Save” to save your new load to file.
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IMPORTANT: Your load needs at least one producer and one acceptor!

Picture: defining a new type of load

File name
[SDK-test |
Load name:

[Fresh fish (local) |

|

Vehicle:
[MuLE

Add this vehicle | N. ofvehs: 0

Rate for KM: format: 1,01
b \
Max damage; format: 100
[100 |

Fragileness; format: 1,01
b \




How to create a new business

1. Type a file name where your new business will be saved. You can type the name of
an existing *.xml file with previously created businesses so the current one will be
added to them.

2. Choose a name for your new business.

3. Set a trailer/vehicle location for loading/unloading spot. In case your current vehicle
has a trailer attached to it, the position will be set on basis of the trailer position,
otherwise the script will get a postion of your current vehicle.

4. Exit your vehicle and place yourself in a spot where an entrance/checkpoint of an
office could be placed. | suggest to find a closest door (the feature of a business
office is planned for the future versions).

5. Add products and demanded articles.

6. Set an icon of your new business (to be used in the next versions).

Picture: defining a producer for our new load
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File name

[SDK-test |
Business name

|Walker & Sons Warehousing (local) |

Trailer location: X-126,2989 Y-2199,342 Z-
Set trailer/truck location "

Office location: X:126,2989 Y:-2199,342 Z:

Set office location

Product:
resh fish (local)r | 1

I

Add product

Demand:
Prefabricates = | 0

Add demand

con:

Garage
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Picture: defining a purchaser for our new load

File name

[SDK-test |

Business name:

|Random store |

Trailer location: X:179,0726 Y:303,649 Z.1C
Set trailer/truck location

Office location: X:179,0726 Y:303,649 Z:10

Set office location

Product:
Prefabricates ]

I

Add product

Demand

LShift + F5: Load, + F6: BUsiness, + F7: Repair Shop RAGE Plug 5414077 PUBLICALPHA

Picture: our new load is available to transport
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Current truck: MULE
Current trailer:  none

Load
[Fresh fish (iocal)

Loading spot
[Walker & Sons Warehousing (lacal)~ |

D
‘ Random store = |

Summary:
Distance to loading point: 2,89
Distance of delivery: 3,23

Income: $3
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How to create a new repair shop
1. Type a file name where your new repair shop will be saved. You can type the name
of an existing *.xml file with previously created shops so the current one will be
added to them.
2. Choose a name for your new repair shop.
Save a position where an activation point will be located.
4. Set prices of repairs.
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Picture: setting up a new repair shop
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File name:
[SDK-test | o
Repair shop name:

‘AUTO Repairs ‘

Position: X:462,5064 Y:-1896,962 Z:2563¢

$/1% - health:

[10 \
$/1% - enqine health:

[15 \
$/1% - fuel tank health:
[z

5079 PUBLICALPHA
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Truck Prices:

Health: 99% $10M1%
Enagine health:  100% $181% Repair truck
Fuel tank health: 99% $7N%

Total cost:  $17 k
Trailer
Health: - = Repair trailer

Total cost: -

To repair your rig press LShift + B H 5079 PUBLICALPHA



A word about files organization

You can place your *.xml files in subfolders inside the \Businesses, \Loads, \RepairShops,
eg. you can distribute your creations to install in \Businesses\MyNickName\Pack1.xml to
avoid mess on your and your users GTA installations.

Editing the existing entries of resource files

At this moment the SDK pack does not let you to edit the entries, you can use any text editor
to do it. The file structure is very simple and does not need any advanced knowledge to
understand it.
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