
Introduct�on

Hello,

We are pleased to present CropCraft PVE Tool, a convers�on tool
developed for Unreal Eng�ne. It �s des�gned to s�mpl�fy the workflow
between SpeedTree and the Procedural Vegetat�on Ed�tor (PVE), and to
make preset creat�on faster and more cons�stent.

CropCraft PVE Tool focuses on reduc�ng manual work and remov�ng str�ct
nam�ng requ�rements. By us�ng h�erarchy-based structure detect�on and
flex�ble fol�age �dent�f�cat�on, �t allows d�fferent SpeedTree setups to be
processed w�thout forc�ng a f�xed nam�ng system.

Th�s documentat�on expla�ns how the tool works, how to use �t correctly,
and what to expect from the convers�on process. The goal �s to help you
�ntegrate the tool �nto your workflow w�th as l�ttle fr�ct�on as poss�ble.

If you have any quest�ons, feedback, or requests, feel free to contact us.
We prov�de ongo�ng support and cont�nue to �mprove the tool based on
user needs.

We hope that CropCraft PVE Tool w�ll be a useful part of your vegetat�on
workflow.

Best regards,
CropCraft Team



Tool Overv�ew

CropCraft PVE Tool �s des�gned to convert SpeedTree Raw XML f�les �nto a
format compat�ble w�th the Procedural Vegetat�on Ed�tor (PVE) �ns�de
Unreal Eng�ne.

The tool analyzes the data com�ng from SpeedTree, reconstructs the tree
structure, and prepares �t for use �n the PVE system. Th�s s�gn�f�cantly
reduces the need for manual preset creat�on.

How It Works

The tool operates �n two ma�n stages:

Structure Detect�on

The trunk and branch structure of the tree �s detected us�ng parent-ch�ld
relat�onsh�ps found �n the XML data.

Th�s system:

● does not rely on nam�ng
● works w�th d�fferent SpeedTree setups
● supports complex mult�-level branch structures

Fol�age Detect�on

Fol�age placement �s determ�ned based on nam�ng.

Supported names:

Tw�g,Tw�gs,Fol�age,Leaf,Leafs,Frond,Fronds

Any node start�ng w�th one of these names �s treated as fol�age and
wr�tten �nto the preset accord�ngly.



Tool Workflow

The typ�cal workflow �s as follows:

1. Export your tree from SpeedTree as Raw XML
2. Open CropCraft PVE Tool �ns�de Unreal Eng�ne
3. Select the XML f�le
4. Set Preset Folder and Preset Name
5. Ass�gn fol�age meshes
6. Run the Convert process

After convers�on, the tool:

● generates the requ�red JSON data
● creates a PVE preset asset �ns�de Unreal Eng�ne

Interface Overv�ew

The tool �nterface �s d�v�ded �nto several sect�ons:

Project Setup

● Select the XML f�le
● Set the output d�rectory

Asset Paths

● Choose the fol�age mesh folder
● Ass�gn trunk mater�al

Fol�age Mode

Select how fol�age �s d�str�buted:

● S�ngle
● M�xed
● Layered

Ass�gnment

Def�ne wh�ch fol�age meshes are used �n each zone



Preset Path System

The preset path �s generated automat�cally:

/Game/<Preset Folder>/<Preset Name>

The user only needs to def�ne:

● Preset Folder
● Preset Name

The ∕Game∕ pref�x �s added automat�cally.

Important Notes

● The tool runs only �ns�de Unreal Ed�tor
● Runt�me usage �s not supported
● Fol�age detect�on depends on nam�ng
● Correct SpeedTree setup �s requ�red for best results

Recommended Usage

● Use supported nam�ng for fol�age nodes
● Keep your preset folder structure organ�zed
● Choose fol�age mode based on your scene needs



SpeedTree Setup

Th�s sect�on expla�ns how to prepare your SpeedTree asset correctly
before us�ng CropCraft PVE Tool.

Incorrect setup �n SpeedTree may result �n m�ss�ng fol�age, �ncorrect
scal�ng, or �ncomplete presets.

Requ�red Export Sett�ngs

When export�ng your tree from SpeedTree, use the follow�ng sett�ngs:

● F�le Type: SpeedTree Raw XML
● Group�ng: By H�erarchy
● H�erarchy Level: Branch generat�on count

Make sure the follow�ng opt�ons are enabled:

● Geometry
● Bones / Skeleton
● Leaf references
● Branch sp�nes
● Vertex blends

These sett�ngs are requ�red for the tool to correctly read structure and
fol�age data.

Fol�age Setup (Important)

Fol�age placement must follow spec�f�c rules �n order to be detected
correctly.

Do Not Use Embedded Leaf Cards

Leaf cards (plane-based meshes) that are d�rectly attached to branch
generators:

 may not prov�de val�d data �n XML    may not be detected as fol�age



Use Separate 3D Nodes

Fol�age must be created us�ng separate 3D nodes �n SpeedTree.

You can use:

● Tw�gs
● Small branches
● L�ttle branches
● Any s�m�lar 3D generator

The exact node type �s not �mportant.

What matters �s that fol�age �s placed as a separate node, not embedded
�nto branch geometry.

Nam�ng Rules

Fol�age nodes must follow supported nam�ng convent�ons.

Supported names:

● Tw�g
● Tw�gs
● Fol�age
● Leaf
● Leafs
● Frond
● Fronds

Any node start�ng w�th one of these names w�ll be detected as fol�age by
the tool.

Sp�ne Length and Fol�age Scale

The sp�ne length of a fol�age node d�rectly affects the s�ze of the fol�age �n
Unreal Eng�ne.

● Short sp�ne → smaller fol�age
● Long sp�ne → larger fol�age



No F�xed Value

Adjust the sp�ne length based on the fol�age mesh you plan to use �n
Unreal Eng�ne.

Th�s ensures:

● correct scale
● natural d�str�but�on
● better v�sual results

For any quest�ons, feedback, or support requests, please contact:

cropcraftstud�os@gma�l.com


