UTC Scenario Hintsand Walkthroughs

I ntroduction

Thefollowmg gopliesto dl UTC scenarios:
A derallment will terminate the scenario.
A collison will terminete the scenario.
Speeding is dways pendized. Some scenarios pendize speeding more heavily
than others under certain specid circumstances.
At the sart of each scenario, you will be provided with a pop-up screen to select
ether DCC or Cabin Contral. If you press Esc and dose the window without
choosing a control mode, the scenario will default to DCC mode,
To digplay the ingruction dipboard you are provided with & the sart of the eech
scenario, Imply pressthe ‘k’ key. Press Esc or dlick onthered dot in thetop
right hand corner of the dipboard window to doseit.

In the top left hand carner of the screen, there is the Objective Window. Thiswindow
displays hdpful hint iconsto guide you through scenario aswell asinformative and

warning text messages. The icons used in the UTC Scenarios are listed in the table below:

Icon | Description

Pause — Warning to either prepare to stop or to wait until the line ahead is dlear.

Sop — Indicates you should gop the train very soon. Thisicon will be displayed
when you are going dow and can stop in time. Also used when you are stopped
a agation and shouldn't proceed.

Go Ahead/Proceed — Generic Go Ahead/Proceed icon. Despite this, keep an eye
on the sgnds as they may not be green, despite thisicon.

Go Back — Indicates to dowly back the train. Rardly used.
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Couple/Decouple — Indicates you are to perform a coupling or decoupling
operation.

Objective/Scenario Complete — Digplayed when amgor objective is completed
or the scenario has been finished successfully.

Danger/Alert - If thisicon gopears, you probably have done something bad.
Usudly displayed when you pass ared sgnd, speed under certain

circumstances or couple too fadt.

I nfo — Digplayed when an informative message'hint is being presented in the
Objective Window.

Turn — Turn the loco around. Only diplayed in certain circumstances when a
loco has been sopped on aturntable.

Temporary Speed Restriction — Used to indicate atemporary speed limit thet is
to be observed.

Lunch Break — Lunch bresk in progress. Y ou can relax when thisicon isbeing

displayed.
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Generdly spesking, the icon descriptions provided above are correct, however if anicon
is used for another gpecific purpose, thiswill be explicitly mentioned in the walkthrough
sections below as required.

Scenario #1 — Banks Heath
Bank’ s Heath isthe easest of the UTC scenarios asit is a Smple passenger commuter

run. All the user needs to do is drive through the route obeying sgnds and sopping & al
gations. The script handles dl junctions automaticaly and no shunting is required.

Hints, Secial Ingructions and Warnings
Passng ared sgnd is unacceptable and doing so will cause the scenario to be
terminated. Asthis scenario is based in the UK, 9gnds are on the left hand side of
the track.
Traveling backwards down the route will dso cause the scenario to be terminated.
As you go through each gation, the area behind the gation will become a
restricted area that you cannot reverse into.
When going through the cycle of a ation stop, the Obj ective Window displays
severd iconsto guide you through the process. Aswell asthat, you have the
guard’ swhigle and bell to et you know what is going on. The gation sop
seguenceisasfollows

0 Before you reach the station, the Pause icon will be displayed warning
you to dow down and prepareto stop at the next station aheed.

0 Stopthetrainjust beforethe Sgnd at the end of the platform. If the Sgnd
is beyond the end of the platform, take your loco beyond the end of the
platform and stop just beforeit.

0 Once stopped, the Pauseicon is redaced with the Sop icon while the
passengers board or exit the train. Do not move the train when the Stop
icon is being displayed as doing so is dangerous for passenger safety and
will be pendized hardhly.

o Shortly, the guard blows hiswhigle to give afind warning to passengers
and the Pauseicon is displayed. Not long after thet, the guard rings the
bdl to indicate it is now safe to move the train again and Go-
Ahead/Proceed icon is digolayed.

0 However, thesignad may not be clear, so even though the train is reedy,
you may have to wait until the Sgnd turns green before you can proceed.

When stopping a agation, you have amargin of error (40-60 feet), but you can't
go past the Sgnd. If the Sgnd is beyond the end of the platform, you should stop
just beforeit, even if this means the loco and firgt carriage aren't accessible from
the platform.

Clearance from the guard and clearance from the sgnd are two different things.
The guard’s clearance (indicated by abell sound after the whistle) indicates dl
passengers have safely boarded/left the train. The sgnds are synchronized to the
timetable and indicate the gate of the track section aheed. It isthe guard’'sjob to
ensure passenger safety, not ensure the line ahead is clear.



Points & Scoring

The scoring in this scenario is mostly based on how well you tick to the timetable. Each
dation stop results in an addition/deduction to the score, depending on whether you are
late, early or on-time. In addition to that, points are added for each successul passng
with other trains. The only pendties are for Speeding and late arrival a a Sation.

Scoring for this scenario is ligted in the table below:

Reason Points

Sating score: +1000
Onttime arriva a intermediate Sation: +200
Ontime arrivd a find sation: +300
Frgt HST passng: +200
Second HST passing: +100
Late gation arivd: -seconds late
Speading: -1 (for each second speeding)

Moved train while stopped a dation: -400
Overrun gaion: -300

Note that:
- Station ariva is considered to be on timeif the train is within 30 seconds of the

scheduled arriva time. That is, if thetrain is either 30 seconds early or 30 seconds

late, it is conddered to be on time.

If thetrain is early, the on-time arriva points (200 or 300, depending on the

dation) will be added and the user will have to wait for the timetabled sgnd to

clear before they can proceed.

If thetrain islate, no points for the sation arrival will be awarded a dl. Ingteed, a

deduction thet equals the amount of seconds lateis gpplied.

For every second the train is over the floating speed limit, 1 point is deducted.

The floating speed limit for this scenario is 6mph more than the current speed

limit, S0 you can sefey travel severd mph over the speed limit.

Moving the train while stopped a a station is very dangerous to passenger safety,

30 you are harshly pendized for doing so.

Itisunlikely thet you will overrun agation as you will mogt likely passthered

sgnd and terminate the scenario before an overrun can actudly occur.

Y ou can speed to arive early at agtaion, but as you are pendized for speeding,

have to wait for the sgnd and there is no bonus for early arrivd, thereislittle

point in doing .

Walkthrough

The scenario starts out with an externdl view of Banks Hegth station where your train (a
British Rail Class 37 and four MK |1 carriages) iswaiting for departure while an Intercity
125 HST (High Speed Train) isralling into the other platform. Before anything Sarts,
you must sdect either Cabin or DCC mode from the pop-up window. If you press Esc to
close the window without sdlecting, the scenario defaults to DCC mode. The scenario
wakthrough is as follows




Oncethe HST arrives, you are placed in the cab of your train and the indruction
dipboard with the timetable dong with basic ingructionsis displayed.

After that, the guard will wait for al passengersto be safely aboard and give you
clearance viathe cabin bdl. However, the Sgnd may not be green yet, so you will
have to wait. (Remember, the guard looks out for the passengers, not theline
ahead')

Oncethe 9gnd hasturned green (you might have to wait aminute or two), you
can now safely take the train out of the station. Now that you are started, be aware
of the peed limits.

The firg sop is Sutton Bridge, which is just &fter the first sone viaduct you will
encounter shortly after leaving Banks Hesth. As you come closer to the viaduct,
the pause icon will be displayed warning you to sart dowing down and prepare to
stop. See the Hints, Special Instructions and Warnings section above for afull
dation sop wakthrough.

Stop the train just before the Signd & the end of the platform.

Once the guard's clearance is given through the cabin bell and the Sgnd has
changed to green, take the train on through to the next station. However, be avare
that the line gets buser from here on, o keep an eye on the Sgnds.

Drive out of the gation and follow the track through the cutting in the hill. After
that, the track tartsto split up into atriple track mainline where your train will be
going down the center track.

Be careful now as you will soon encounter ayelow sgnd (remember that UK
sgnds are on the left hand side of the track), however it is il safeto go on, just
be prepared to Sop Soon S0 an expresstrain can passyou (i.e. haf the speed
limit). Expect adow freight train to pass on the track to your right sometime
00N,

Stop the train before the red sgnd thet is near the end of thistriple track section.
Y ou will be warned through the Sop icon. Keep in mind that because of the
yelow sgnd before, you shouldn’t be going too fagt.

Here, you will wait for afew minutes for the HST to pass by. Once the HST has
passed, you will dill have to wat awhile for the sgnal to turn to yelow and clear
you for the line ahead.

When the Sgnd isfindly ydlow, you can proceed on to Hammond sation which
isonly ashort distance ahead. Don't worry about this passing affecting your
timetable asit is part of the scenario and is factored into the arrival times.

Stop at Hammond station and as before, wait for the guard' s clearance and the
sgnd to turn green. When dlear, take the train on to the next station stop, Tin
Oeats.

Stop a Tinoats station and as before, wait for the guard' s clearance and the signd
to turn green. When clear, take the train on to the next stop, Bright Water Sation.
Bright Water sation islocated just after the stone viaduct. On the way to Bright
Water, along passenger train will pass you on the track to your right.

Stop at Bright Water gation, wait for guard' s dearance and the Sgnd to turn
green. When clegar, take the train on to the next Sation stop, Warradae, which is
located down the straight section of track after the sharp curve you go through to
exit Bright Water gation.



When stopping a Warradde, the plaform is short and alevd crossing is next to
the rear end of it, so Sop your train near the Signd that is located a carriage length
or S0 beyond the platform. This meansthe loco and the first carriage won't be on
the platform, but thisis ok as we want the train to be dlear of the leve crossng.
Stop a Warradde station and as before, wait for the guard' s clearance and the
sgnd to turn green. When clear, take the train on to the next and find gation
sop, Teneriffe.

Shortly after leaving Warradde, the sngle track sartsto fork. Thisisthe
approach to Teneriffe where you will have to stop and wait for another train to
pass through.

Asyou enter the junctions, you will be divertedto the left most track and
encounter ayellow sgnd. Asared sgnd is not to far off, sart dowing down the
moment you see the ydlow signd. The Stop icon will be displayed asawarning.
Thered sgnd will sop you just before ajunction. Once stopped, aHST will
quickly pass by and the sgna will turn to green so you can proceed.

Follow the track across the junctionsinto the right-mogt platform at Teneriffe,
sopping the train towards the end of the terminus.

Once stopped, the scenario will be ended as you have successfully completed dll
dations stops and objectives.

Scenario#2 — East Coast Sunlander

Like Banks Hegth, Eagt Coast Sunlander isdso arather easy scenario asit involvesa
smple end-to-end passenger run. However, this scenario is further complicated by the
use of the Automatic Train Protection System (ATPS). The script handles dl junctions
automaticaly and no shunting is required.

Hlnts, Special Ingructions and Warnings
Passang ared sgnd is unacceptable and doing so will cause the scenario to be
terminated. Asthis scenario is based in Audrdia, Sgnds are on the left hand Sde
of the track.
The ATPS continuoudy monitors the speed of your loco and gppliesthe
emergency brakesif needed. If you exceed the speed limit by 10kph, the ATPS
will sound an darm and display amessage in the Objective Window to warn you
of your speeding. If you exceed the speed limit by 16kph, an darm is sounded and
the ATPS seizes contral of the train and applies the emergency brakes then
returrs control of the train back to you once it has come to a stop.
The ATPS dso informs you through a buzzer sound when the train enters anew
gpead limit section of track and updates the digitd speed limit diplay in the
Objective Window. Thereare atotal of 14 speed zones you will go through.
If the speed limit is fagter than the previous one, the ATPS informs you as the last
cariage reaches the new speed zone entry point. However, if the new speed limit
is dower, you are informed the moment your loco reaches the new zone, o the
ATPS speed limit can differ dight to the usud regular Trainz speed limit display
when trangtioning between spead limit zones.



There are only two gation sops. Thefirg sop isa Warnertown and to stop there,
go through the usud dow down, stop and start process as used in the Banks Heath
scenario described above. The find stop at Paidey has precise carriage location
requirements and is discussed in the wakthrough below.

Points & Scoring

The scoring in this scenario is ot only based on how you keep to atimetable, but you are
given points for each new speed zone you enter (tota of 14) and the ATPS pendizes you
heavily for gpeading violaions.

Scoring for this scenario is ligted in the table below:

Reason Points

Starting score: +1000
Entered a new monitored speed zone: +100
Ontime arriva & Warnertown: +200
Freight train passing: +200
Stopped train correctly a Padey: +200
Ontime ariva & Paidey: +300
Late ation arivd: -saconds late
Missed platform a Paidey: -50
Speeding: -1 (for each second speeding)

Exceaded speed limit by 10kph: -50
Exceeded speed limit by 16kph: -300
Moved train while stopped a Sation: -400
Overrun gation: -30

Note that:
- Sdion arivd isconddered to be on timeif the train iswithin 30 seconds of the

scheduled arriva time. That is, if thetrain is either 30 seconds early or 30 seconds

late, than it is congdered to be on time.

If thetrainis early, the on-time ariva points (200 or 300, depending on which

station) will be added.

If thetrain islate, no points for the gation arrival will be awarded a dl. Ingteed, a

deduction that equas the amount of seconds lateis goplied. This gppliesto both

dation stops.

Each speed zone you enter under ATPS monitoring gives you 100 points (there

areatotd of 14).

When stopping at Paidey, the train is to be stopped such that the front two

cariages are beyond the platform. Every time you stop the train a Paidey and the

carriages are not lined up with the platform correctly, the guard will inform you

by radio and 50 points will be deducted.

If the train exceeds the gpeed limit by 10kph and the ATPS sounds awarning, 50

points will be deducted for each time this happens. When exceeding the speed

limit by 16kph and theemergency brakes are gpplied, you will be pendized even

more harshly with a 300 point deduction.



For every second the train is over the floating soeed limit, 1 point is deducted.
Thefloating gpeed limit for this scenario is 10kph more than the current speed
limit, SO you can safdly travel severd kph over the gpeed limit. This pendty is
goplied in addition to the ATPS speed darm pendlties.

Moving the train while Sopped a a gation is very dangerous to passenger sifety,
90 you are harshly pendized for doing so.

Walkthrough

The scenario garts out with aview looking down a plaform with adriver (your player
character) sanding nearby waiting for the train to arrive and take over. Before this can
dart however, you must seect DCC or Cabin Control mode from the pop-up window.
After around one minute, the train will start gpproaching the sation. The scenario
wakthrough is

Wait for train to comeinto the station and stop near where your character is.
Once stopped, you will be transferred over to the cab, however you are not ready
to take control yet as the Pause icon is dill being digplayed.

As s00n asyou are in the cab, the driver you took over from will wish you will
and than the ingtruction dipboard will be displayed. Once the dipboard is dosed,
the Go Ahead/Proceed icon will be displayed and you can now gart driving the
train.

Sart thetrain, kegping a careful watch on your peed. Y ou won't need to change
any junctions as the entire route is managed for you. Just keep following the
route.

The firg station you will passis Bremer. Y ou do not need to stop there, just pass
through. Ancther passenger train will pass you around here. Drive through
Bremer and follow the route over the bridge.

When warned with Pause icon, gart to dow down and prepare to sop thetrain
near the end of the platform a Warnertown. Once stopped, wait for the guard's
clearance to proceed when the Go-Ahead/Proceed icon is displayed.

Even though you have the guard' s clearance to proceed, you can't redly dart
moving on asthe signd just up ahead isred. So ether move up to the sgnd and
wait or wait where you are.

In afew minutes, along freight train will come out of the tunnel aheed and pass
by. Wait for it to pass through and the Sgndl to turn green.

Go on through the tunndl and across the bridge. Be careful on gpproach to the
next sation near the big mill as dthough you don't have to stop there, the speed
limits do drop.

Pass through the gtation and follow the track up through the steep curved gradient,
obsening speed limits as you gpproach Paidey.

Y ou will be warned with the Pause icon as you go through the curve towards
Paidey and asthe train enters the station, the Stop icon is displayed, however
don't stop the train the moment thisicon is displayed

Sop thetrain a Paidey such that the front two carriages (baggage and power —
they are not passenger carriages) are beyond the end of the platform and the front
of the third carriage isinline with the end of the platform.



If you miss the stop, the guard will tdl you to move the train and 50 points will be
deducted each time this happens.
Once stopped at theright location, the scenario is over.

Scenario #3 — Robe River [ron

Robe River Iron is afreight scenario that involves what gppears to be along and smple
return trip to amine. However things are trickier than they may initialy gopear asa
switching sequence and a track maintenance zone must be dedlt with as part of the mine
trip. All junctions are handled automaticaly.

Hlnts Special Ingtructions & Warnings
Although this scenario is basad in Audrdia, the private iron ore ralroads of
Western Audrdiafollow North American practice, so Sgnas are on the right side
of the track and gpeed is measured in mph.
The switching sequence a the mine can be tricky, so it is documented in extra
detal here. Be sureto follow ingtructions carefully.
Themineisalong way off, S0 don't be surprised when you are driving through
the desart for 10 minutes or more. But don't despair, the mineis a the end o the
line and you will have adequate warning.
Thereturn trip may take alittle longer as you are going up agradient with afully
loaded train.

Points & Scoring

The scoring in this scenario is mainly based completion of objectives. Asthis scenariois
not timetable dependent like the previous two are, there are no late pendties. The only
way to lose points is to goeed or couple-up roughly.

Scoring for this scenario is listed in the table below:

Reason Points

Sarting score: +1000
Initid passing: +200
Arrivd a Mesamine +500
Firdt track maintenance zone pass-through: +300
Run-around and lunch breek: +300
Second track maintenance zone pass-through: +300
Arriva back at passng loop: +500
Coupled a goeed greater than Smph: -50
Speeding in track maintenance zone: -50
Speding: -1 (for each second speeding)

Note that:
Coupling up a gpead resuitsin a 50 point pendty, but thereis only one couple-up
involved in this scenario.




If the train exceeds the speed limit a al during the track maintenance zone, 50
points are deducted for each time this happens.

For every second the train is over the floating speed limit, 1 point is deducted.
The floating speed limit for this scenario is 6mph more than the current peed
limit, so you can safely travel severd mph over the speed limit. This deduction
doesn't gpply when the train isin the maintenance zone.

Walkthrough

The scenario garts out with you in the cab of an ore train waiting in a passing loop.
Before anything can happen however, you must sdect DCC or Cabin Control mode from
the pop-up window. Once selected, the ingtruction sheet pops up and once you have
closed it, the scenario can begin:

Wait in the Sding where your train isfor severd minutes. Soon, aloaded oretrain
will gpproach and as the train goproaches the junction, the driver will blagt his
horn and a brief friendly chat over the radio occurs.

The train coming through has 40 fully loaded or cars and is going up a gradient,
0 it will take severd minutes to dear the junction. Once it eventualy does, the
junction is changed and the Sgnd in front of your loco turns to green, so you can
dart your trip down to the mine. The Objective Window icon will change from
Pauseto Go-Ahead/Proceed when this hgppens.

Follow thetrack dl the way to the Mesa mine. This should take 10-15 minutes.
When your train eventudly reaches asmal concrete bridge over acreek, this
means the mine is't too far off.

Soon after the creek, you will pass through ajunction. If you haven't dowed
down yet, you should do o now.

Not far after the junction, aradio message from the supervisor of the track crew
ahead will inform you of track maintenance thet isin progress and ingruct you to
keep to the specid temporary speed limit.

The Objective Window will dsplay the Temporary Speed Restrictionicon
indicating the new temporary speed limit and you are to stick to this gpeed limit
until your train is dear of the maintenance zone.

Note that speeding in this zone will get an angry response from the supervisor and
aspeading pendty of 50 points.

Asyour trainislong, it will take awhile before your train has fully exited the
maintenance zone. When this eventually happens, your locos will nearly be a the
mine and the supervisor will radio you when you are dear and the Go-
Ahead/Proceed icon replaces the Temporary Speed Restriction icon.

Train Run-around Sequence:

Now that you out of the maintenance zone, you can keep to the usud speed limits.
Drive through the mine and dowly glide into the Sding after the mine,



Asyou enter the Sding, the Pause icon will be digolayed to warn you to sop
prepare to stop.

When the Siop icon gppears, dow down and top the train right near the Sign a
the end of the Sding.



Once you have stopped, the Couple/Decouple icon is displayed, so decouple the
I from the ore cars.

Once decoupled, the Go-Ahead/Proceed icon is displayed tdling you to go on.



Sowly take the locos through the junctions until the Sop icon isdisplayed and
stop the locos once they are clear o the junction.
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When the locos have been sopped after the junction, the Pause icon will be
digolayed while you are shifted over to the cab of the rear loco and have a brief
conversation with afelow work mate. Note that at this Sage, the logicd direction
of thetrain is reversed. In addition to that, the controls are locked, o you can't
drive the locos away when the conversation isin progress.
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Once the conversation is over, the Go-Ahead/Proceed icon s asthejunction
has since been changed for you to go on.
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Take the locos back down the Sding pardld to the one where you just dropped
off the ore cars (forward in the loco consist - remember, you switched cabs and
the rear loco is not the front loco!).

Kegp going up the sding until you passthe junction a the other end (near the
mine). Don't stop exactly when Stop icon appears, keep going until you have fully
passed the junction and then stop.



Again, this stop triggers the junction to change, so wait until the Go Back iconis
isplayed (should be as soon as you stop and the junction is changed)

Asyou back the locosinto the Sding, the Pause icon will be displayed warning
you to dow down for the couple-up.



Asyou get closer to the ore cars, the Couple/Decouple icon will be displayed.
emember you shouldn’t couple at a speed greater than Smph

r
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Once coupled up with the ore cars, the Go-Ahead/Proceed icon will be displayed,
20 take the train forward onto the lunch stop (buildings near the mine - marked
with asgn).
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As you gpproachthe lunch stop, the Sop icon is displayed. Once stopped, the
script displaysthe Lunch Break icon takes over for the lunch bresk where you will
have afriendly conversation with the replacement crew before handing the locos
over to them.

The scenario will now switch you ever to an externd devated view of the mine
where you will watch the train dowly go up to the mine and then ore will dart
getting dumped into the cars. The scenario isin control here, so please be patient.
Shortly after thefirgt two cars sart getting ore dumped in them, the screen fades
out for the rest of your lunch bresk.

Very quickly, the screen fades back in with you in the cab of whet isnow afully
loaded ore train reedy to take back up to the passng loop where you sarted fram.
After abrief conversation with aworkmete, you can sart thetrain. Asit isnow
fully loaded and going up a gradient, it will take awnhilefor it to start moving.
Like on the way down, you mugt pass through the track maintenance zone again.
As before, the supervisor radios you as you enter the zone and asyou leaveit. The
same pendties for gpeeding here goply and give you the same angry response.
Once dear of the maintenance zone, drive the train dl the way back to the passing
loop where you firdg started at.

When gpproaching the passing loop, kegp on going past the waiting train and
shortly, the scenario will end as you take the train through the Sding.

Scenario#4 - Biriburra Yards

In the Biriburra Y ards scenario, you are to drop off several wagons a different locations
around the yard and than pickup some other wagons for a short journey. Relatively
precise placement of wagonsin the yards is required and changing junctions will be up to
you for the shunting portion of the scenario.



Hlnts Special Ingructions & Warnings
Sgnds don't have much of arolein this scenario and Sgnd violations are not
enforced. In the yard, you will notice that the dwarf Sgnals may be red, even
though you have to go down asding to pick some wagons up.
The yard is doped, so decoupled wagons may rall, depending on whether you are
in DCC or Cabin Control mode.

o If youarein DCC mode, the hand brakes are automatically gpplied on dl
wagons not in the loco congst. This meansthey will roll alittle once
uncoupled, but will stop within severd meters when the brakes take effect.

0 Cabin Control modeisn't asforgiving asthere is not automatic braking un
uncoupled wagons. Insteed, you must firg goply the airbrakes lightly and
then st them to lapping mode. Next, decouple the wagons from thetrain
and drive the loco away with its brakes il gpplied dightly. Now the
wagons won't drive away as their bresks are on.

Changing the junctions in the yard is lft to you and athough there are no bonuses
for minimizing jurction changes in this scenario, try to avoid the temptation to
amply drive over ajunction thet isn't set correctly.

Some junctions around the yard may be locked. They have been specificaly
locked s0 you don't drive off out of the yard when you are supposed to be
shunting, o don't try and move over them as you may find yoursdf stuck and
unable to finish the scenario.

Points & Scoring
The scoring in this scenario is objective based and the only pendties are for speeding and
fast couple-ups.

Scoring for this scenario islisted in the table below:

Reason Points

Sarting score: +1000
Completed initid shunting task: +600
Turned loco around on turntable: +200
Picked up haul-away wagons +200
Arrived withtrain a Tilnowle +400
Coupled at speed greater than 8kph: -50
Speading: -1 (for each second speeding)

Note that:

Thereisthe posshility for quite afew coupling operations to take place, so the
pendties for coupling too fast can add up if you meke a habit of rough shunting.
Y ou will be givenprogress messages in the bottom left hand corner of the screen
when shunting so you will know when you have actudly finished the shunting
section.

For every second the train is over the floating speed limit, 1 point is deducted.
Thefloaing spead limit for this scenario is 10kph more than the current speed
limit, 0 you can safdly trave severd kph over the speed limit.



Walkthrough
The scenario tarts out with an externd view of the freight train you are to shunt. Before
anything can happen however, you must select DCC or Cabin Control mode from the pop
window. Once sdected, the ingtruction sheet pops up and once you have closed it, you
et the go-ahead from the digpatcher and the scenario can begin:
Uncouple the two gondolas and your loco from the rear four wagons and drive
forward through to the concrete bridge and stop once the rear gondola passed the
junction just before the bridge.
Change the junction just before the concrete bridge and back your train onto the
other line and through to the private sding. The junction into the private 9ding is
dready set and you don't need to worry about it.
Back the train down through the private Sding and stop at the firgt blue shed.
Once stopped, uncouple the two gondolas and haul the loco away from them. This
will be your firgt drop off and as the gondolas are in place, you can leave them
there and continue on with your shunting.
Return back to the sding where you started from via the junction near the
concrete bridge and couple your loco up with the remaining 4 wagons.
Pull out of the sding so you can access the Sdings leading to the large shed to the
left of the train.
Back the train into the large shed such that the two large vans a the rear of your
train are indde the shed. Once stopped, decouple them from your train and heul
out of the shed Sding.
The next and find drop-off isin the Sding thet terminates at the large shed, o
back the flat wagons into the sding and uncouple them. Be carefully not to go too
fast and hit the buffer stop asthis can cause a deraillment.
Oncethe flat wagons are in place and decoupled, drive the loco out of the Siding.
By now, you will be informed thet al drop-offs are complete and it istime to
move onto the next part of the scenario.
Find your way to the turntable and turn the locomoative around. Y ou need to do
this so the loco is facing the right way for the train you will haul away later.
Y ou can get to the turntable through any un-occupied siding in the entire yard, as
long as you don't interfere with the wagons you dropped off previoudly.
As you gpproach the turntable, the Pause icon will gppear to warn you to dow
down. Once stopped on the turntable, the Turn icon will be diplayed, so turn it
around afull 180 degrees.
Once turned around, drive the loco out of the turntable back on the sding you
entered the turntable on, heading towards the yard. Asyou leave the turntable, a
Go-Ahead/Proceed icon will be digolayed.
Drive the loco through the yard, following the junctions as set and couple up with
the long haul-away consst. As you gpproach the wagons the Pause icon will be
displayed to warn you to dow down, followed be the Couple/Decoupleicon as
you get closer to the wagons.
Once coupled up, the Go-Ahead/Proceed icon will be displayed asthe lineis clear
and the junctions have been st for your journey to Tilnowle gation. All junctions



have been s, so Sart out by driving the train out of the dding, exiting the yard

and into the tunndl.

After you exit the tunndl, keep following the track. It will take gppr oximatey 5
minutes to get to Tilnowle, but you will be warned in advanced by the Pauseicon
90 you will know when to gart dowing down.

Asyou comeinto Tilnowle, you will see the Indian Pecific waiting there. Stop the
train just before the crossovers asthe Sop icon gppears. The scenario isnow over,

0 it time to head off to the Tilnowle pub for abrew or two.

Scenario #5 - Blue Sky Stedl

For the Blue Sky Sted scenaio, you are to attend to severd switching duties around the
sed mill as ordered by the digpatcher. Thisincludes two return trips to from the blast
furnace to the dagheap and back and the delivery of foundry and boxcarsto their

respective destinations.

Hmts Special Ingructionsand Warnings

The sdingsin the blagt furnace are very short with just enough room for three
cars each. So when dropping off or picking up dag tipper cars from the blast
furnace ddings, be very careful not to go too fast asit isvery easy to derall a the

end of the sdings because you can't gop in time.

Asyour switching is within the confines of the mill, you won't need to worry

about Sgnals.

The only time you need to be careful with regard to other trainsand Sgndsis
when the cod train passes through atrack you will need to cross over to deliver
the foundry cars. Just patiently wait for the cod train to pass through and

junctions to change.

Severd junctions are changed automaticdly for you. When and where this will

happen is mentioned in the walkthrough below.

Points & Scoring

Thescoringin this scenario is objective based with no timetable and the only pendties

are for speeding and fast couple-ups

Scoring for this scenario is ligted in the table below:
Reason Points
Sarting score: +1000
Completed 1t dag hegp trip: +300
Foundry cars drop-off: +200
Completed 2nd dag hegp trip: +300
Box cars dropped off for pickup: +200
Coupled a speed greeter than 8kph: -50
Speading: -1 (for each second speeding)

Note that:




Quite afew coupling operations to take place, so the pendty for coupling too fast
can add up if you make a habit of rough shunting.

For every second the train is over the floating speed limit, 1 point is deducted.
The floating speed limit for this scenario is 6mph more than the current peed
limit, S0 you can safely travel severd mph over the speed limit.

Walkthrough

The scenario Sarts out with an externd view of the switching loco you will be usng for
your switching duties. Before anything can hgppen however, you must sdect DCC or
Cabin Control mode from the pop window. Once selected, the ingtruction sheet pops up
and once you have closad it, the scenario can begin:

Await your firgt orders from dispatcher and then you are reedy to go. Until you
have recaived the orders fully, the Pause icon will be digilayed and you wan't be
able to move the loco until the digpatcher has finished.

Once the digpatcher has given you your orders, the Go-Ahead/Proceed icon will
digolayed and you are now ready to sart your firg job which isareturn trip to the
dag hesp.

Back theloco dowly and very carefully into the blast furnace and pickup the three
loaded dag tipper cars. Remember to be very careful in the blagt furnace sdings,
asitisvery essy to go too fast and end up deralling over the end of the Sding.
Once coupled up with the three dag cars, pull out of the Sding and reverse into
the adjacent blast furnace sding to pick the other three dag cars. Asyou now
have afully assembled train of Six dag cars, you can head off the to the dagheap.
Drivethetrain forward out of the blast furnace sding under the bridge and on
through to the dagheap.

When gpproaching the daghegp, dow down and prepare to sop when warned by
the Pause icon. Idedly you should stop so thet the loco as a the end of the
daghegp, which is defined by the blackened area emitting smoke thet islong
enough to handle dl dag cars

The stop zone a the daghegp is fairly generous and gives you severd car lengths
asamargin of error. Y ou will know if you stopped in the correct place when the
screen starts fading out to black.

Once stopped in the right location, the scene will fade out and for afew seconds
and fade back in with your train, which now has 6 empty dag tipper cars Stting
beside an extra seamy dagheap.

Takethetrain back to themill and drop three dag cars off in each sding of the
blast furnace where you initidly picked them up from.

Note that it doesn’'t matter which three dag cars go into which blast furnace
sding. Remember to be careful no to go too fast in the blast furnace sdings as
you won't be able to stop in time and will derall over the end.

Asyou drive away from the find empty dag cars you drop off in place a the blast
furnace, the digpatcher will give you your next order, which isto ddiver the
foundry cars to the foundry mill.

Take your switcher to the Sding where the foundry cars are located (they look
like bottles and there are three of them). Y ou will haveto go dl the way to the
bridge overpass to change over to the correct sding.



Once coupled up with the foundry cars, pull out of the siding back to the junction
near the bridge. Start heading to towards the foundry mill (see the map on the
clipboard by pressing ‘k’). Make sure the blast furnace junction is changed so you
don't end up back in the blagt furnace sdings

Sometime around now, you will notice thet acod train is making its way through
the mill. Asthistrain obgructs your peth to the foundry mill, you will haveto

wait until it isclear.

When the cod train is dear, the junctions to get to the foundry mill will be
changed for you and amessage will be displayed informing you it is now ssfe to
Crossove.

Crossover the line that the cod train passed through on, heading towards the
foundry mill. Stop the train when al three cars are indgde the foundry mill

building and decouple them from your switcher.

Asyou pull out of the foundry mill sding after dropping off the foundry cars, the
digpatcher will tll you to go back to the blast furnace and pickup the dag car
tippers which have been refilled and need to be taken to the dag hegp for
dumping agan.

Asbefore, pick up dl loaded dag cars from both blast furnace sdings and when
you have them dl in asingle conss, head off to the dagheap and stop.

Again, the screen will fade out and when it fades back in, your train now has six
empty dag tipper cars.

Take the emptied dag cars back to the blast furnace and drop them off in the
sdings with three per Sding, as before on the firgt return trip.

After pulling out of the blast furnace Sding where dl the empty dag cars have
been dropped off, the dispatcher will then order you to pickup the box carsand
ddivery them for pickup.

Return back to the gding that leads to the foundry mill, but this time heed for the
large shed where the boxcars are Note that the junction to the large shed has been
changed for you.

Once the boxcars have been coupled up with, back dl the way out of the sding
with your train. Change the junction that leads to the factory and foundry sdings
S0 that it now is st to go through the stedl mill to the drop off zone,

Push the boxcars towards the drop zone. Once stopped, decouple your locomotive
from them so the waiting locos can haul them away. The drop zoneisvery
generous S precigon ig't too important here, but don' t exit the mill area ether.
A brief conversation with driver of the waiting locos takes place as you pull awvay
from the boxcars and the scenario ends.

Scenario #6 - Alcopulse Railroad

Thisis one of the Smpler scenarios where you take on both freight and passenger duties
with apair of multi-purpose Alco FA1 units. The freight duty isaboxcar ddivery to a
marshaling yard while the passenger duty is an express through to a destination sation.



Hlnts, Special Ingruction and Warnings

Thereis not much other traffic in this scenario, S0 you won't be waiting at Sgnds
for other trains or have to worry about collisons with them ether.

No junction changes are required asit is al handled automaticaly.

When switching over to the passenger role, your train islogicaly reverse and you
move over to the cab of what was the rear loco which is now the front loco.

Points & Scoring
The scoring in this scenario is objective basad with no timetable and the only pendties

are for speeding and fast couple-ups

The scoring for this scenario is listed in the table below:
Reason Points
Starting score: +1000
Blue Sky pass-through +200
Decouple in marshdling yard +300
Couple up with passenger cars +300
Cleared to depart Centrd Sation: +100
Stopped a Blue Sky: +300
Coupled at speed greater than Smph: -50
Speading: -1 (for each second speeding)

Note that:

Not many coupling operations take place, S0 the pendty for coupling too fast
shouldn’'t have amgor impact on the totd score.

For every second the train is over the floating speed limit, 1 point is deducted.
Thefloating speed limit for this scenario is 6mph more than the current speed
limit, S0 you can sefely travel severd mph over the speed limit.

Walkthrough
The scenario arts out with you in the cab of the front loco. Before anything can happen

however, you mugt sdect DCC or Cabin Control mode from the pop window. Once
selected, the ingtruction sheet pops up and once you have closed it, the scenario can

begin:

Drive through out of the Siding and fdlow thetrack over the samdl bridge and into
Blue Sky gation. Y ou will notice acod train goproaching from amine, but it
doesn't interfere with your route, so you can safdy ignoreit and go on.

Keep on going through past the Sation and follow the route through the canyon
until you reech the entrance to the marshdling yard.

As you gpproach the yard, the Pause icon will be displayed warning you to dow
down. Start dowing down and prepare to Sop at the end of the ding when the
Sop icon is digplayed

Once stopped, the * decoupl€ icon is displayed, so uncouple the locos from the
freight cars and start moving them forward out of the Sding.




Next, drive the locos on forward and follow the junctions through to Centra
dation.

When the gtation terminus gation isin sight, start to dow down. Proceed carefully
and couple up with the passenger cars on the far left platform.

Once coupled, your train will switch directions so you are now in wha was the
rear loco.

Wait for the guard' s clearance and a green sgnd, then take the train out of the
dation, obsarving al speed limits and follow the line dl the way through to Blue
Sky dation. Don't stop at any other station encountered on the way.

When stopping at Blue Sky, stop just before the red signd towards the end of the
sding. Once stopped, the scenario is finished.

Scenario#7 — Highland Valley Coal

Thisisthe hardest of the scenarios asit involves|lots of switching movesto perform
various drop-offs and pick-ups. What makes this scenario particularly tricky isthat you
can complete the switching tasks any way you like, asthere is no specific required way to
do them. However we do have our own recommended solution, which is described in the
wakthrough section below.

HII’]'[S, Special Ingtructions and Warnings
How efficiently you do the switching tasks affects your find score. The less
switching operaions you perform during an objective, the more points you will
get for that objective. An operation is defined as being either ajunction change,
couple-up or decoupling.
Likethe Biriburra Yards scenario, you will be switching on tracks thet are doped,
30 you mugt be careful when in Cabin Control mode to ensure brakes are set on
dropped off cars. Seethe Biriburra Yards section for details on how to ensure
bresks are gpplied on decoupled cars. In DCC mode, you need not worry about
brakes on cars as the scenario handles them automaticaly.
Sgndsdon’t play alargerole in this scenario. Red signds a the mines can be
safely ignored. The only sgna you need to worry about is at the Stormont
passing section.
Y ou will be required to do just aout dl of the junction changes yoursdf unless
otherwise specified in the walkthrough.

Points & Scoring

The scoring in this scenario is nat only dependent on completed objectives, but how
many operations you perform to achieve the objective is dso congdered. The more
operations performed, the less points you will get so the ideais to complete the scenario
with the minimum amount of operations performed to maximize your score. No time
limits are gpplied, S0 you can take your time to figure things out.

The scoring for this scenario is listed in the table below:

Reason Points

Sarting score:

+1000




Greenwood yard switching: +400
Robbins pickup: +300
Stormont passing: +200
Odlum Mine drop-off: +500
Afton Mine drop-off: +500
Highland Vdley drop-off: +200
Afton Mine pickup: +400
Odlum Mine pickup: +400
Arriva a Greenwood cod dump: +300
Decouple operation: 5
Couple operation: 5
Junction change: -5
Caupled a speed greeter than Smph: -50
Speading: -1 (for each second speeding)

Note that:

An operdtion is defined as @ther ajunction change, couple-up or decoupling.
Each operation performed will result in 5 points being deducted from the totd
scorefor the objective being attempted.

Asthis scenario involves lots of switching, the pendty for coupling too fast can
be substantial as 50 pointsis deducted each time.

For every second thetrain is over the floating speed limit, 1 point is deducted.
The floating speed limit for this scenario is 6mph more than the current speed
limit, 0 you can safdly trave severd mph over the speed limit.

A detalled score card is digplayed when you complete the scenario providing
detailed information on how and why you scored points for each objective.
Objectives that don't involve performing operations will be scored for the full
vaue liged in the table. These objectives are Stormont Passing and Greenwood
Cod Dump.

Walkthrough

The scenario garts out with you having a conversation with the dispatcher overlooking
the roundhouse where your locomative is. After the conversation is completed, you are
placed in the locomative cab in the roundhouse with your ingruction dipboard and are
ready to go. Note that there are severa ways to complete this scenario and the way
described below is the ided recommended solution, athough there could very well be

another more efficient way we haven't discovered.

The wakthrough for this scenario, divided into sections by objective is.

Greenwood Yard switching:

Oncein the loco cab in the roundhouse and clipboard is dosed, you are reedy to
do the first objective, which isto collect al of the cod hoppersand the sngle
boxcar from the yard and assemble them into asingle train.

Move to an externd view and shift the turntable around o it islined up with the
roundhouse gal your locomativeisin.



Ease the locomoative out of shed and gop it on the turntable. Then shift the
turntable left so thet it lines up with the left-mogt exit Sding in front of the loco
(the one that heads towards the Sding where the boxcar is).

Move forward and couple the front of your locomoative up with the boxcar. Just
ahead of the boxcar, make sure the junctions are set S0 you can keep going
forward and connect with the four cod hoppers near the silos.
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Keep moving forward and couple the boxcar up with the four cod hoppers. Once

coupled up, uncouple your locomoative, leaving the boxcar and hoppers where

they are.

Greenwood Yard

'4“; o
& = —=——— ==

—
il
— e

—
L
KEY mmLoco - - -.. -

= Coal Hopper

E

Reverse back out of the sding far enough so you can transfer over to the pardld
gding to your immediae right. Drive down that 9ding and up to the yard entrance
S0 you can reverse back into the Sx remaining cod hoppers.

Change the junction so you can reverse and pickup the Six remaining cod
hoppers.
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When coupled up with the hoppers (the rear of your loco thistime), haul them out
of the yard. Now change junctions again and reverse the train back into the four
cod hoppers and boxcar to complete thetrain.

Greenwood Yard Sq"'_m F
cosloce I

E

- e ——
—
bt EE .y ==

= Coal Hopper

Oncedl cars are coupled up with your locomoative, you have completed the first
objective and can now proceed on.



Asthe route up to Highland Vdley has been s, you can smply teke the train
forward without needing to change any junctions, so go forward and follow the
branch line pagt the sted mill, up over the mainline and into the overpass loop.
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Robins pickup:

- When gpproaching the overpass loop just after the you pass under the bridge, the
digpatcher will tell you to pickup two cod cars and aboxcars & Robinswhichis
the next gation ahead just after this overpass loop.

Sowly go through to Robins gtation until the rear of your train has passed the
junction that leads to the Sding where the boxcar and two cod hoppers are
located.

Change the junction and dowly reverse your train. Once you have coupled up
with the firg boxcar, kegp going backwards dowly so you can pick up the two
cod hoppers aswdll.

Once these two boxcars have been picked up and connected to your train, you
have finished the Robins Pickup objective and can proceed on. The Robins repair
crew will thank you asyou leave.

Stormont passing:
Keep follow the line up and around and after you go around the smdl dam, you
will soon gpproach ajunction. Thisis Stormont sation where you will need to
gop and wait for a passenger train to pass through before you can go to Odlum
mine for your firg drop-off.
Go into theright gtation siding (the junction is st for you) and stop just before red
sgnd a the end of the siding. Y ou will be warned with the Pause icon and then
the Stop icon as you gpproach the red Sgnd.
Very soon, apassenger train will pass and as soon asit’s clear of the line ahead,
the Go-Ahead/Proceed icon is displayed, the sgnd will change to green and the
junction will be changed S0 you can goon.

Odlum Mine drop-off:

- Not long after leaving Stormont, you will encounter awye junction thet isthe

entrance to Odlum mine. The firg junction in the wye you will encounter has
been st to take you into the mine, so follow the track through.
When going into the mine, your train will be diverted into the right-most Sding.
Drive up that sding dl the way such that the rear most car isjust clear of the
junction to the left Sding (it is ok for it to overlgp on the junction for the center
gding).



Odlum Mine
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Uncouple the loco and the two front coa hoppers from the train and take them
forward so you can switch over to the center track.

Reverse the train into the center Sding and stop when the two cod hoppers are
undernegth the mine. Uncouple the locomotive and haul away from the hoppers.

Thiswill bethefirg two of six hoppers successfully dropped off.
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Drive the loco forward past the junction so you can transfers across to the left
sding. Then go down the left hand Siding, past the rear of your initid trainand
into the wye to turn you loco around.

Once turned around, reverse your loco and couple up with the rear of the main
train (the end with two cod hoppers followed by two box cars and the remaining



eght cod hoppers).

Odlum Mine

KEY m® Loco
Il Boxcar
B Coal Hopper

Uncouple the two rear cod hoppers from the rest of the cars and pull out of the
gding S0 you can get to the junction and switch across to the left track.
Reverse up the left track until the two coa hoppers are under the mine.
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Uncouple the loco from the two coa hoppers and leave the Sding, returning back
to the main condst and couple the loco up with the boxcar.
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Sowly move the train forward until the two cod hoppers a the end of thetrain
are under the mine and decouple them from the rest of your train.
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Move forward thr ough the wye (remember to make sure the junction is set to left
S0 you can go off in the right direction) and back onto the mainline to continue
our trip.
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Afton Mine drop-off:

After leaving Odlum mine, follow the route up around the amdl dam and through
the next junction over the sted bridge into Afton mine.

Drive the train into the mine sding and stop it when the first two coa hoppers are
under the mine building.

Decouple the boxcars and loco from the cod hoppers.
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Ease forward out of the right mine sding where you |eft the cod hoppers so you
can change over to the other 9ding. Be careful, going too fast will mean along

fdl at the end of the Siding.

Reverse the boxcars down the left mine sding and keegp going dl the way past the
cod hoppers until you past the junction & the other end of the Sding near the
bridge s0 you can change over to the right mine sding and approach the hoppers
from the rear.

Drive thetrain up to the right-hand siding again and couple the nose of your loco
to the rear cod hopper.
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Decouple the two cod hoppers under the mine building thet are a what is now the
end of the train and haul the four remaining cod hoppers atached to the front of



our loco out of the Siding padt the junction.
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Once backed out to the bridge pagt the junction, change the junction and go up to
the left-hand sding until the two cod hoppers a the end of your condst are under
the mine building.
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Uncouple the rear two cod hoppers that are under the mine building and pull out
of the sding until your train is past the junction that provides access to the
terminated minesding.

Change the junctions and push the remaining two cod hoppers under the mine
building. Be careful here asthis Sding isterminated and barely has room for two
cars. Going too fast and deralling is a potentid trap here (remember thet a
derallment will terminate the scenario!).
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Decouple the cod hoppers and back out of the sding. Keep driving your consst
(which only has two boxcars left by now) back over the bridge and stop just after
the junction.
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Change the junction S0 you can continue on to your find degtination, Highland
Vdley. Follow the track through up to Highland Vdley.

Highland Valley drop-off:

When you gpproach Highland Vdley, the firg junction you come across leaeds
you to the right hand track. Sow down and stop the train just before the next
junction (the one thet leads to the terminated Sdings).
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Uncouple the locomoative from the boxcars and take it through to the turntable.



Turn the locomative around afull 180 degrees. Although thisis not essentid,
driving an F unit backwards for your return journey is not advisable, asyou can't
see where are going from the cab.
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Oncefully turned, drive the locomotive out of the turntable, but change the
junction ahead and go down the sding to theright.

Follow thissding dl the way to the junction a the entrance of Highland VValey.
Change the entrance junction and reverse the locomotive into the boxcars and
couple up with them.
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Push the boxcars into the left-mogt terminated sding where they need to be

dropped off.
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Uncouple from the boxcars and drive out of the Sding. Asyou leavethe Sding, a
friendly thank you from the mechanics will be given.
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Afton Mine pickup:
After leaving Highland Valey (just your loco), heed back to the Afton mineto
pickup the loaded cod hoppers



Stop past the junction to access Afton and reverse across the bridge into the mine,
Here, you will seethe six cod cars you dropped off earlier have been loaded
Back the locomoative into each sding and pickup the cod cars. Thereis no tricky
shunting or optima order here, Smply back into each sding for the pickups.
Oncedl 9x cod carsarein your consg, drive back over the bridge, heading
towards your next sop, Odlum mine.

Odlum Mine pickup:

- Asyou gpproach Odlum mine, don't go left on the wye junction you figt
encounter, instead, go through the wye entirely so you can reverse your train up
into the mine sdings
Ensuring dl junctions are s, reverse back up the wye and back into each siding,
pickup the coa hoppersin pairs as you back in each dding.

Once dl cars are picked up, leave the mine, heading down the line back towards
Greenwood.

Arrival at Greenwood coal dump:

- All switching has now been complete and the lineis dear, so you can follow the
line through Stormont and Robins without having to stop. Just be careful asyou
are now going downhill and have 12 fully loaded cod hoppers behind you.
Asyour train crosses over the double-track mainline, sart dowing down asyou
are now approaching the cod dump (junction has been changed autometically for
you).

Carefully gpproach the cod dump, but don’'t dow down too much asthereisa
steep hump to get over.

Asyou gpproach the cod dump, the autopilot will take over and switch you to an
externd view. Thetrain will dowly make its way to the dumping point, sop and
dart releasing cod from the hoppers.

The scenario is now finished and a detailed scorecard will be displayed. Close the
scorecard pop-up window to end the scenario.

Note that it is possble to improve on it by not turning the loco around or driving over
junctions that are not st properly. Although they are things you shouldn’t redlly do, the
scenario can't enforce that. If you want to improve your score, try to figure out anew
way to do the drop-offs. There is possibly a better and more efficient way than our
sample solution described here.



