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ADDITIONAL REFERENCE INFORMATION

Please read this document alongside the Trainz Railroad Simulator 2004 User Activity Creation Guide which forms
part of the TRS2004 installation. This installed guide displays the config.txt and script source for all released TRS
industry compatible assets. It also contains theory and tutorials.

The default location for the guide: C:\Program Files\Auran\TRS2004\Scripts\docs\index.chm

The following additional information is available for download:

General assets
» Sample TRS in-game files including config files.
http://www.auran.com/trainz/creation/Trainz_custom.zip

» Sample 3D Studio Max and gmax files including textures.
http://www.auran.com/trainz/creation/source_files.zip

Rollingstock
» TRS asset PRR 40’Boxcar in-game files, source files and asset description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Box_Car.zip

» TRS asset GATX-Oilco Tank Car in-game files, source files and asset description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Tank_Car.zip

» TRS asset Coal Hopper in-game files, source files and asset description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Coal_Hopper.zip

» TRS asset Container Flat in-game files, source files and asset description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Container_Flat.zip

Interiors
» DD40x cabin interior in-game files, source files.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_dd40 _interior.zip

» PB15 Steam interior in-game files, source files.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_PB15_interior.zip

Steam sound
http.//www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Steam_Sound.zip

Twinkles Particle Effects Editor
http.//www.auran.com/TRS2004/downloads/contentcreation/Twinkles.zip

Other Descriptions
* New TRS Max 4 & 5 Plugin for Bumpmapping support and Bumpmapping description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS_Max4_Plugin_Bump.zip

* Level Of Detail Description (LOD)
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Level_of Detail.zip

» Load Texture Replacement
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Load_Texture_Replacement.zip

» Animation Event description.
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Animation_Events.zip

Trainz Railroad Simulator 2004 - The Content Creators Guide Version 1.03


http://www.auran.com/trainz/creation/Trainz_custom.zip
http://www.auran.com/trainz/creation/source_files.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Box_Car.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Tank_Car.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Coal_Hopper.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Container_Flat.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_dd40_interior.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_PB15_interior.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Steam_Sound.zip
http://www.auran.com/TRS2004/downloads/contentcreation/Twinkles.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS_Max4_Plugin_Bump.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Level_of_Detail.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Load_Texture_Replacement.zip
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Animation_Events.zip

Trainz Railroad Simulator 2004

CHAPTER 1

The Basics

INTRODUCTION

Welcome to the Trainz Railroad Simulator 2004 - The Content Creators Guide.

This document is designed to be read by persons intending to create 3 party content for Trainz Railroad Simulator
2004 (TRS) or those persons who are interested in a ‘behind the scenes’ view of how content is created.

The purpose of this document is to detail the way in which 3" party content should be designed and built to be
compatible with TRS and future versions of Trainz. We ask all content creators to make a concerted effort to follow the
procedures in this document as much as possible. Doing so will reduce the work needed in the future and will help us
make sure that future versions of Trainz have a much greater chance of working with your content.

Given the importance of creating content that is standardized we feel that the best way to accomplish this is for all
content to be created to a common set of criteria. We ask that all content creators adopt the procedures outlined
in this document without delay. For its part, Auran will make every effort to support content that is created to the
procedures outlined in this document in future versions of Trainz.

This document now contains a large section explaining the procedures Auran has used for the creation of their loco
cab interiors.

Please check the Trainz Railroad Simulator website www.Railroadsimulator.com for information on our forthcoming
passenger station and car configuration.
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OVERVIEW

Creating new content for Trainz is a generally a five-step
process.

1) Research

The research step involves finding out all the relevant
information that you can about the item you wish to
create. Research usually covers the accumulation of data
about the content in question. The information needed
may cover technical drawings of front, side and top,
performance specifications (for loco engines), photo’s

for texture reference etc. You'll generally find that much
of this information can be obtained by searching on the
internet.

2) Create a Mesh (.im file)

An .IM file is an Indexed Mesh. These files are created by
exporting from ‘3D Studio Max’ or ‘Gmax’ using an Auran
Jet Trainz plug in.

Note: Previous versions of Tranz used a ‘Progressive
Mesh’file (.pm ). Due to the new mesh reduction in TRS
(‘Level of Detail’ mesh reduction) using .im files only,
progressive mesh files are slowly becoming obsolete.

Gmax is a program created by Discreet as a game-
specific version of their very popular ‘3D Studio Max’
program. Gmax is available for free download from the
Discreet site. In order to use Gmax with Trainz you will
also need to download the Trainz ‘Content Creation Pack’
from the Auran website. This pack installs into Gmax and
will enable you to export content directly into the .IM file
formats that Trainz uses.

So what is Gmax? Gmax is a 3D modeling program that
enables you to make things such as locomotives, items

of rolling stock or scenery and trackside accessories. It

is quite a complex program, and you can expect quite

a steep learning curve should you decide to dive in and

learn it. However, on the plus side, the benefits are well
worth it, and if you take the time to learn it well, you will

certainly be able to create some masterpieces.

3) Create textures.

Creating textures for your creations is a very important
part of the content creation process. Making good
textures is one of the hardest things to do, but they can
be the difference between a good-looking model and a
great looking model.

Textures are created for Trainz using any 3™ party
program that supports the creation of 2D art, like
Adobe Photoshop or Jasc Software's Paint Shop Pro.
If you're on a budget I'd suggest Paint Shop Pro. The
latest version retails for just US$109 boxed and itis a
great program. Photoshop is arguably a more powerful
program, but it's equally more expensive.

4) Create a ‘Config.txt’ file (config.txt file)

Each and every item of content for Trainz has it's own
config.txt file. This file is a human-readable text file that
resides in the directory along with its corresponding item
of content. Depending on what the item of content is will
determine the necessary contents of the text file, but it
will always contain a description and a KUID, (a KUID

is an identification serial code defined a little later in this
document).

Items of content created for Trainz are always assigned
to a group of content called a KIND. AKIND is a type

of content that has particular properties that Trainz
recognizes. For example one type of KIND is a TRACK.
Trainz understands that items of content that belong to a
group of this KIND are able to be used to run locomotives
and rolling stock over it. Other KINDs are listed further

below in this document.

5) Upload your new content to the Auran

Download Station.

Auran has produced a program called ‘Content
Dispatcher’ (default location: C:\Program Files\Auran\
TRS2004). This is a stand-alone application that content
creators use to package their creations prior to uploading
them to Auran.

Content Dispatcher is a very useful application in that it
automatically performs error checking and simplifies the
preparing your content for upload.

Put simply, Content Dispatcher understands the way TRS
works and as such it is able to watch for a number of
common mistakes that you may make in preparing your
content for distribution. It can also spot certain types of
errors within the config.ixt file; and hence we strongly
recommend its use in preparing your content.

Since the Auran Download Station expects the uploads
that it receives to have been processed by the Content
Dispatcher, using any other utility may mean that the
contents of your upload pack may be incorrectly identified
and processed. The Content Dispatcher program embeds
information into the upload package that is required by
the Auran Download Station.

Not using Content Dispatcher will almost certainly cause
this process to fail and your content will not be easy

to locate or may be missing vital ‘parental’ information
expressed in the obsolete-table of an assets config.

For information on the obsolete-table, refer to Page 13.

Trainz Railroad Simulator 2004 - The Content Creators Guide
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WHAT IS A KUID?

A KUID is a serial number that is allocated to all content
created for Trainz and can be thought of much like a bar
code.

KUID2 FORMAT

The new KUID format in TRS now takes the form of three
numbers each separated by a colon. (This differs to the
previous UTC KUID system of only 2 numbers.)

The breakdown of the new KUID system is as follows:

<KUID2:User_ID:Content_ID:Version_ID>

User ID Number
The number on the left in KUID2 is the USER ID of the
content creator.

This is the same number you should have entered into
Trainz when you told it your USER ID and the same
number that you got from the Planet Auran ‘YOUR USER
ID’ selection.

Visit Planet Auran:
https://www.auran.com/planetauran/login_f.php

Every member of the Trainz community who is a member
of Planet Auran gets a USER ID. Now, you may be
wondering why you need a USER ID if you don’t intend
to create any content for Trainz (like a new locomotive for
example). Well, if you intend to make a layout at some
point in time and you’d like to share that layout with your
friends or other community members, then you are in fact
a content creator.

Content ID Number
The middle number in KUID2 is the CONTENT ID.

This is a number that the content creator assigns to each
of their creations to uniquely identify them. The only
circumstances where you would not assign a KUID to one
of your creations in the case of a saved layout.

In these circumstances, number allocation will be done
for you automatically with a number starting at 100,000
and going up from there. Numbers below 100,000
therefore are designed to be used by those members
of the community who make other items of content (not

made by Surveyor).

Content ID Ranges

Previous versions of Trainz used Content ID Ranges for
KUID creation. However, in TRS 2004, due to creator
feedback and suggestions we have abolished the
requirement for the Content ID to be within any
specific range.

Some creators may of course choose to continue to use
these ranges if they find them useful. A reference list of
Content ID Ranges at this web page:

http://www.auran.com/trainz/faqg_DLS_KUIDRange.php

Side note:

In case you’re wondering, two individual content creators can
use the same CONTENT ID for their creations and Trainz will
still be able to uniquely identify them through the USER ID.

In other words 1:1:1 is seen differently from 2:1:1 by TRS.

Version ID Number
The number on the right in KUID2 is the asset Version ID
number.

The default for all assets is 0 Eg. <KUID2:xxx:yyyyy:0>

Should this asset require revisions after release to the
Trainz Download Station, the Version ID would need to
be updated as follows:

First revision <KUID2:xxx:yyyyy:1>
Second revision <KUID2:xxx:yyyyy:2>
Third revision <KUID2:xxx:yyyyy:3> Etc.
Up to the maximum version number below.

After the maximum version limit is set a new Content ID needs
to be allocated for this asset, and the previous one needs to be
added to the obsolete-table.

For information on the obsolete-table, refer to Page 13.

Important Notes:

1) <KUID2:xxx:yyyyy:0> is exactly equal to <KUID:xxx:yyyyy>
in the old Kuid format. These will be read as duplicates should
they be used simultaneously.

2) Similarly, <KUID2:xxx:yyyyy:1> acts as a KUID2 format
obsoletion of <KUID:xxx:yyyyy>

3) KUID2 format Restrictions:

a) Use only your own user ID

b) Use a Content ID less than 2 billion (2 thousand million).
- Just remember that TRS generates from 100000

¢) Use a Version ID of less than or equal to 127.

d) Never use negative values

Trainz Railroad Simulator 2004 - The Content Creators Guide
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THE DO’S AND DON’TS OF CONTENT
CREATION

DO!

®* Make use of Auran Content Dispatcher (CD) to
package and upload your content to Auran’s Download
Station. The CD forms an integral part of future versions
of Trainz and bypassing it's use may render your content
unusable once Trainz is able to natively interrogate the
Download Station (DS).

®* Make sure that each and every version of your
content is packaged and uploaded to the DS. In other
words if you make refinements to your creation, send
each new version to the DS.

®* Make sure that you use a new KUID for each version
of your content. Even if you make minor refinements,
every time an item of content is uploaded to the DS you
must give it a new KUID.

DON'T!

* Extract data from Auran’s .JA files. This process is
totally unsupported and content that references extracted
files will almost certainly not work in future version of
Trainz.

* Create or use 3" party utilities that alter any content
files directly. If you are doing so in order to make a small
change to a file to fix a problem, your best approach is to
pack and upload a new version to the DS.

Trainz Railroad Simulator 2004 - The Content Creators Guide
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CATEGORY CLASS

The Category Class is listed in the config.txt file of each

item of content.

They represent a standardized system for referring to the
various types of Locos, Rollingstock, Scenery, Spline and
Industry assets. Future version of Trainz will also make

use of the codes so adding them to any locos and rolling

stock you create is advisable.

Categories listed in red are new to TRS 2004

The Category Classes are:

Class “A” Motive Power

Class “B” Buildings and Stuctures
Class “C” Cabeese

Class “D” Defence

Class “E” Environment

Class “F” Foliage

Class “G” Ground

Class “H” Mesh

Class “I” Product

Class “J” Texture

Class “L” Light Rail & Monorail
Class “M” Maintenance Of Way
Class “O” Organism

Class “P” Passenger & Mail Cars
Class “R” Railcars & Multiple Unit Sets
Class “S” Splines

Class “T” Track

Class “V” Vehicles

Class “W” Wayside

Class “X” Freight Cars

Class “Y” Maps and Scenarios
Class “Z” Train Parts

Trainz Railroad Simulator 2004

CHAPTER 2

Classes and Codes

Each Category Class may have many subcategories
as listed below. Please choose the most appropriate
Category Class for your item.

Selecting a correct Category Class is important since
future versions of Trainz will allow users to use the
Category Class as a sort and selection criteria inside

Railyard and in Drivers Consist selection screen.

A

AA
AC
AD
AE
AG
AH
AL
AM
AS
AT

B
BC
BI
BH
BR
BS
BT
BU
BIN

BPF

BPN
BB

MOTIVE POWER
Electric Multi-current
AC Electric

DC Electric
Experimental or Special
Gas Turbine

Diesel Hydraulic

Diesel & Diesel Electric
Mammal

Steam Loco & Tender
Steam Tank

BUILDINGS & STRUCTURES

Commercial (scenery non-functional)

Industrial (scenery non-functional)

Home & Residential (scenery non-functional)
Railway (scenery non-functional)

Special (l.e. military) (scenery non-functional)
Traffic & Streetscape (scenery non-functional)
Utility (incl. Civil buildings) (scenery non-functional)
Industry asset with product processing
functionality

Passenger Station with passenger processing
functionality

Passenger Station (non-functional)

Buildable (Kind Buildable)

Trainz Railroad Simulator 2004 - The Content Creators Guide
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CB
CcC

DA
DE
DP

DX

ES
EW

FC
FF
FO
FS
FT

GA
GL
GS

CABEESE
Brake van
Caboose

DEFENCE

Military motive power

Military experimental & special vehicles
Military equipment - lab & personnel
vehicles

Military equipment - freight

ENVIRONMENT
Sky
Water

FOLIAGE

Cactii

Flowers

Orchards & Crops
Shrub

Trees

GROUND
Arid

Lush
Seasonal

MESH
Mesh

PRODUCT
Container Category
Passenger Category
Bulkload Category
Liquid Category

TEXTURE

Corona

Icon

Particle Effect Texture
Other Texture

LIGHT RAIL & MONORAIL
Articulated train sets
Trolleys, trams & streetcars
Monorail vehicles

MAINTENANCE OF WAY

Camp vehicles

Ballast cars

Cranes/lifting

Diagnostic vehicles (e.g. dynamometer)
Instructional vehicles

Fire vehicles

Inspection vehicles

Track vehicles (e.g. tamper)

Snow ploughs

Section cars (e.g. fairmont)

Freight equipment (for MoW traffic)
Weed spray

OA
OH
OHD

P
PA
PB
PC
PD
PH
PL
PM
PO
PP
PR
PS
PU
PV
PX

R

RA
RC
RD
RH
RP
RS
S

SF
SR
SP
SS
SV

T
B
TR
T
TF

Vv

VA
VL
VS

w

WA
WS
WX

X

XA
XAA
XAB

XB
XBD
XBG
XBI

ORGANISM
Animal Kingdom
Human
Locomotive Driver

PASSENGER & MAIL CARS
Suburban/short haul (no W.C.)
Baggage cars

Coach/chair cars

Dome cars

Bar/cafeteria cars

Lounge cars

Mail cars

Observation cars

Power cars
Buffet/dining/restaurant cars
Sleeping cars

Special cars (e.g. Gaming Cars)
Private cars

Composite passenger cars

RAILCARS & MULTIPLE UNIT SETS
AC electric

DC electric

Diesel & diesel electric
Diesel hydraulic

Petrol

Steam

SPLINES

Fences

Roads

Platforms

Structure

Vegetation

TRACK
Bridge
Rails
Tunnel
Fixed Track

VEHICLES
Air

Land

Sea

WAYSIDE
Signalling
Trackside signage
Accessories

FREIGHT CARS

Auto transporter
Open sides
Auto box car

Box car/covered van
Dangerous goods
General service
Insulated

Trainz Railroad Simulator 2004 - The Content Creators Guide
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XF

XFA
XFC
XFD
XFH
XFM

XG

XGB
XGC
XGE
XGR
XGS
XGT

XH

XHB
XHC
XHE
XHR
XHS
XHT

XI
XIB
XIT

XL

XLA
XLC
XLH

XR
XRI
XRM

XS
XSN
XSuU

XT

XTA
XTS
XT™M

XV
XVG
XVP

YM
YS
YP
YR
YD
YH

Flat Z
Articulated /B
Intermodal ZE
Depressed center ZH
Heavy duty Zl
General service ZP
ZS

Gondola/open wagon

Bottom dumping

Combination bottom/end/side dumping
End dumping

Rotary dumping

Side dumping

Covered

Hopper

Bottom dumping

Combination bottom/end/side dumping
End dumping

Rotary dumping

Side dumping

Covered

Foundry
Bottle/torpedo cars
Tipper/slag cars

Livestock

Single deck

Multiple deck and convertible
Horse box

Refrigerated
Ice chilled
Mechanically chilled

Special
Novelty
Unclassified

Tanker
Domeless
Single dome
Multiple dome

Ventilated car/louvred van
General service
Produce service

MAPS & SCENARIOS
Map

Scenario
Profile/Session

Rule

Driver Command
Html-Asset

TRAIN PARTS
Bogie/Truck
Enginespec
Hornsound
Interior
Pantographs
Enginesound

Trainz Railroad Simulator 2004 - The Content Creators Guide
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REGION CODES

Region codes are a single or multiple line code that is
included in the config.ixt file. The codes added here

will be used in future versions of Trainz as a sort and
selection criteria. For content that exists in multiple areas,
list each area on a separate line.

For example, a locomotive that was available in the
United States and Canada would be specified as follows:

category-region-0 US
category-region-1 CA

The first region code specified must be category-region-
0. Subsequent entries increase this code by one for each
entry, so the next entry would be category-region-1 and
so on.

Note: Do not skip a code! For example specifying your
regions as category-region-0 US and then category-
region-2 CA would result in the second region code being
missed or unread!

The region codes that are recognized by Trainz are as
follows:

AD Andorra

AE  United Arab Emirates
AF  Afghanistan

AG Antigua and Barbuda
Al Anguilla

AL  Albania

AM  Armenia

AN  Netherland Antilles
AO Angola

AQ Antarctica

AR Argentina

AS American Samoa
AT  Austria

AU Australia

AW  Aruba

AZ Azerbaidjan

BA Bosnia-Herzegovina
BB Barbados

BD Bangladesh

BE Belgium

BF Burkina Faso

BG Bulgaria

BH Bahrain

Bl Burundi

BJ Benin

BM Bermuda

BN Brunei Darussalam
BO Bolivia

BR Brazil

BS Bahamas

BT Buthan

BV Bouvet Island

BW Botswana

BY Belarus

BZ
CA
cc
CF
CG
CH
Cl
CK
CcL
CM
CN
Cco
CR
cs
cu
cv
cY
Ccz
DE
DJ
DK
DM
DO
DZ
EC
EE
EG
EH
ES
ET
FI
FJ
FK
FM
FO
FR
GA
GB
GD
GE
GH
Gl
GL
GP
GQ
GF
GM
GN
GR
GT
GU
GW
GY
HK
HM
HN
HR
HT
HU
ID
IE
IL
IN

Belize

Canada

ocos (Keeling) Isl.
Central African Rep.
Congo
Switzerland
Ivory Coast
Cook Islands
Chile

Cameroon
China

Colombia

Costa Rica
Czechoslovakia
Cuba

Christmas Island
Cyprus

Czech Republic
Germany
Djibouti
Denmark
Dominica
Dominican Republic
Algeria

Ecuador

Estonia

Egypt

Western Sahara
Spain

Ethiopia

Finland

Fiji

Falkland Isl.(Malvinas)
Micronesia
Faroe Islands
France

Gabon

Great Britain
Grenada
Georgia

Ghana

Gibraltar
Greenland
Guadeloupe (Fr.)
Equatorial Guinea
Guyana (Fr.)
Gambia

Guinea

Greece
Guatemala
Guam (US)
Guinea Bissau
Guyana

Hong Kong
Heard & McDonald Isl.
Honduras
Croatia

Haiti

Hungary
Indonesia
Ireland

Israel

India
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1Q
IR
IS
IT
JM
JO
JP
KE
KG
KH
Ki
KM
KN
KP
KR
KW
KY
Kz
LA
LB
LC
LI
LK
LR
LS
LT
LU
LV
LY
MA
MC
MD
MG
MH
ML
MM
MN
MO
MR
MS
MT
MU
MV
MW
MX
MY
MZ
NA
NC
NE
NF
NG
NI
NL
NO
NP
NR
NT
NU
NZ
oM
PA

British Indian O. Terr.
Iraq

Iran

Iceland

Italy

Jamaica

Jordan

Japan

Kenya

Kirgistan Ex-USSR
Cambodia
Kiribati
Comoros
St.Kitts Nevis Anguilla
Korea (North)
Korea (South)
Kuwait

Cayman Islands
Kazachstan
Laos

Lebanon

Saint Lucia
Liechtenstein
Sri Lanka
Liberia

Lesotho
Lithuania
Luxembourg
Latvia

Libya

Morocco
Monaco
Moldavia Ex-USSR
Madagascar
Marshall Islands
Mali

Myanmar
Mongolia
Martinique (Fr.)
Mauritania
Montserrat
Malta

Mauritius
Maldives
Malawi

Mexico
Malaysia
Mozambique
Namibia

New Caledonia (Fr.)
Niger

Norfolk Island
Nigeria
Nicaragua
Netherlands
Norway

Nepal

Nauru

Neutral Zone
Niue

New Zealand
Oman

Panama

PE
PF
PG
PH
PK
PL
PM
PN
PT
PR
PW
PY
QA
RE
RO
RU
RW
SA
SB
sc
SD
SE
SG
SH
S|
SJ
SK
SL
SM
SN
SO
SR
ST
su
Y
sY
sz
TC
™
TF
TG
TH
TJ
TK
TL
™
N
TO
TR
T
TV
W
TZ
UA
UG
UK
UM
us
uy
uz
VA
Ve
VE

Peru

Polynesia (Fr.)

Papua New Guinea
Philippines

Pakistan

Poland

St. Pierre & Miquelon
Pitcairn

ortugal

Puerto Rico (US)
Palau

Paraguay

Qatar

Reunion (Fr.)
Romania

Russian Federation Ex-USSR
Rwanda

Saudi Arabia
Solomon Islands
Seychelles

Sudan

Sweden

Singapore

St. Helena

Slovenia

Svalbard & Jan Mayen Is
Slovak Republic
Sierra Leone

San Marino

Senegal

Somalia

Suriname

St. Tome and Principe
Soviet Union

El Salvador

Syria

Swaziland

Turks & Caicos Islands
Chad

French Southern Terr.
Togo

Thailand

Tadjikistan Ex-USSR
Tokelau

East Timor
Turkmenistan Ex-USSR
Tunisia

Tonga

Turkey

Trinidad & Tobago
Tuvalu

Taiwan

Tanzania

Ukraine

Uganda

United Kingdom

US Minor outlying Isl.
United States
Uruguay

Uzbekistan Ex-USSR
Vatican City State
St.Vincent & Grenadines
Venezuela
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VG  Virgin Islands (British)
VI Virgin Islands (US)

VN Vietnam

VU Vanuatu

WF Wallis & Futuna Islands
WS Samoa

YE Yemen

YU Yugoslavia
ZA  South Africa
ZM  Zambia

ZR Zaire

ZW Zimbabwe

ERA CODES

Era codes are a single or multiple line code that is
included in the config.txt file. The codes added here

will be used in future versions of Trainz as a sort and
selection criteria. For content that exists in multiple eras
list each era on a separate line.

For example, a locomotive that was available in the
1960s and 1970s would be specified as follows:

category-era-0 1960s
category-era-1 1970s

The first era code specified must be category-era-0.
Subsequent entries increase this code by one for each
entry, so the next entry would be category-era-1 and so
on.

Side note: Do not skip a code! For example specifying
your eras as category-era-0 1960s and then category-
era-2 1970s would result in the second era code being
missed or unread!

The era codes that are recognized by TRS are as follows:

1800s
1810s
1820s
1830s
1840s
1850s
1860s
1870s
1880s
1890s
1900s
1910s
1920s
1930s
1940s
1950s
1960s
1970s
1980s
1990s
2000s
2010s
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Trainz Railroad Simulator 2004

CHAPTER 3
Configs and Kinds
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CONFIG.TXT FILES

Each item of content that you create is required to have
a config.txt file. This file is a simple text file that is used to
describe the item of content to Trainz. TRS assets have
become far more flexible through the use of the new
mesh-table fields.

Because each different ‘KIND’ has a different config
requirement, please refer to the appropriate KIND
descriptions over the following pages.

General breakdown:

kuid

Unique ID of this asset. The KUID contains basic creator
information.

Blue text: Required tags Green text: Optional tags.

The New KUIDZ2 format in TRS gives greater version
control and flexibility over asset updates. It eliminates
the need to give a new Content ID every time you the
creator releases a new version of the same asset.
Refer KUIDZ2 information Page 3.

mesh-table

This is the new and preferred method of asset mesh
placement for most mesh asset types. It gives huge
control over mesh placement and animations.

There are some asset types that cannot use a mesh-
table. These include all Bridges, Tunnels, Rails,
Pantographs and other Spline Objects (eg. Fences or
Caternaries.

Important Note:

Any asset that uses a mesh-table will not be compatible
with pre-TRS 2004 versions of Trainz (l.e. Ultimate
Trainz Collection or UTC).

TRS will of course still read UTC assets.

Just remember that as with most major software
releases, backwards compatibility is usually achievable,
while forwards compatibility is often impossible.

default
Default is the ‘main’ mesh of the asset.

mesh
The ‘main’ mesh name. This may include a sub-path.
le: mesh nightwindows/nightwindows.im

Use .im files exported from Max or Gmax (as opposed to
.pm.) or reference an .Im files if you wish your asset to
have ‘Level of Detail’ mesh reduction.

For Level of detail information please download the
following:
http.//www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Level_of Detail.zip

kuid <KUID2:1234:5678:1> Note: This example
mesh-table refers to a .Im file
{ (LOD file). The mesh
default tag could also refer
{ to the mesh itself le.
mesh industry.lm &————— jndustry.im. If this
anim anim.Kin were the case the
asset would not have
LOD mesh reduction.

animation-loop-speed 1.0
auto-create 1

effects

{
1

—— e

texture-kuid <KUID:-3:10111>

default-night

mesh night

night-mesh-b
attachedanimation

mesh meshname/meshname.im

att-parent

animation-loop-speed 1.0

}
kuid-table
{
0 <KUID2:1234:6000:1>
1 <KUID2:1234:6001:3>
}
obsolete-table
{
0 <KUID:1234:5677>
}
preview-mesh-kuid <KUID:##:####>
username My Locomotive
description “Note that you can have multiple lines
but no double quote characters in here. Trainz
automatically wraps this text.”
region Australia
trainz-build 2.0
kind assetkind
category-class AD
category-region-0 US
category-region-1 UK
category-era-0 1960s

category-era-1 1970s

.com
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anim
The animation file (.kin) exported from 3d Studio Max or
Gmax. This may include a sub-path.

animation-loop-speed 1.0

This tag must be here if the asset is to animate when
placed. If this tag is not here when placed the animation
will not play by default, but may play if controlled by
script.

auto-create 1

Generated automatically when placed. In some instances
you don’t want the mesh visible (as this may be controlled
through script). If auto-create is 0 the mesh will not be
visible when placed.

default-night

‘Main’ night window mesh on scenery and industry and
traincar assets. Modeled to the same 3d space as the
default mesh and is inserted at the default mesh origin.

night-mesh-base default
This night mesh is linked to the default mesh and is
visible only when the ‘default’ mesh is visible.

att
The mesh (and animation if present) is inserted at a mesh
attachment point rather than the origin.

att-parent name
The insertion attachment point is located within the mesh
from the ‘name’ block in the config.txt.

kuid-table
A list of KUIDs required for this asset to function correctly.

A kuid-table must be included where the config
references additional KUIDs, such as a bogey, or a
pantograph. The Download Station performs a search,
and those found are added to the download pack.

obsolete-table
The obsolete-table describes the asset’s revision history.

This field was used extensively for pre-TRS 2004 assets,
as each version required a unique Content ID. However
in order to make the content creators life a little easier,
Auran has come up with the KUID2 format which adds
another number as a version number.

(For KUID2 information see Page 3)

TRS 2004 and the Trainz Download Station automatically
detects the most recent version of an asset whether it be
through the KUIDZ2 Version ID or through the obsolete-

table.

obsolete-table

If no obsoletes, display thus: | {
}

preview-mesh-kuid

Only add this to reference a different mesh for the Surv.
preview window. This is useful when an asset has a
large bounding box. le the Airport with it’s jet animation.

By using a different mesh it will fit better in the preview
window. It can also reduce the polycount on screen.

username
The human-readable English name of this asset.

description
The human-readable multi-line English description of this
asset.

region
The country region to which this asset belongs. This
should be one of the Auran-supplied region names

trainz-build
The Trainz build number for which this asset was created.

kind
The asset kind. Must be one of the Auran-supplied asset
kinds. l.e. kind industry

category-class
The class code for this asset. Refer to Page 5.

category-region-0

A list of REGION codes or REGION GROUP codes,
starting at category-region-0 and progressing category-
region-1, etc. with one code per tag.

category-era-0
A list of ERA codes, starting at category-era-0 and
progressing category-era-1, etc. with one code per tag.

EFFECTS (optional mesh-table variables)
EFFECT: KIND NAME

Some assets may have editable signs. When you set an
asset’s name in surveyor through the Edit Properties icon
(“?”icon) the signage can be set-up to automatically

Typical Kind Name table set-up

Note: Effects nesh-table
You do not have {
to use the 0,1,2... default
block naming {

convention. mesh industry.lm

auto-create 1

effects
For the name effects (

described right: 0
0 could easily {
be mainsign or
something.

kind name

fontsize 0.15
fontcolor 30,30,30
att a.name0

Setting unique name name

block names may
be useful for script 1

purposes. {

kind name

fontsize 0.3
fontcolor 30,30,30
att a.namel

name name
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update. The variables can be set for each sign.

Breakdown of KIND NAME:

kind name
The effect kind

fontsize
The size of the sign text

fontcolor
The colour of the sign text in r.g.b.

att
The sign text insertion point. (part of the mesh).
See below for correct orientation

¥

T‘E'Kt Oy

4l

X

t'ati{]n

name
The default text when placed. If not used it will default to
the config ‘block’ name and will not be editable.

When name name is specified, it uses the asset’s
changeable name. Changed through the Edit Properties
icon (the ‘?’icon) in Surveyor.

If name Graceland (or something) was used, the sign
would never be able to be changed even though the user
may have changed the asset’s name in Surveyor.

EFFECT: KIND CORONA

A corona is a ‘glow’ light effect. Not to be confused

with the beer equivalent. © It is a simple texture that is
inserted at an attachment point within the mesh. Corona’s
can be added to any asset that uses a mesh-table.

mesh-table Typical Corona
{ mesh-table set-up
default
{
mesh asset.lm
auto-create 1
effects
{
0
{
kind corona
att a.coronaOl
texture-kuid <KUID:-3:10110>
frequency 2
directional 0
}
1
{
kind corona
att a.coronal
}
}
}

}

Examples of coronas used in-game can be seen on the
Airport and Airport basic assets. The Jumbo Jet, the
Cessna and the Airport tower all use flashing corona'’s.

Breakdown of KIND CORONA:

kind corona (required)
The effect kind

att (required)
The corona insertion point and centre (part of the mesh).

texture-kuid (optional)

Add this tag only when you want to specify your own
texture for the corona. It specifies the KUID of a kind
texture asset. See KIND TEXTURE.

If the texture-kuid tag is not present the corona will use
the default yellow/orange texture in TRS.

frequency 2 (optional)

This variable specifies the frequency in Hz (or ‘flashes’
per second). Eg. 1 for once per second, 0.5 for once
every 2 seconds, 2 for twice in a second.

directional O (optional)

The default for coronas is to be aligned to the attachment
point to face the NEGATIVE Z direction. This is especially
useful for Traincars.

Adding this tag over-rides this to make the corona always
face the screen — useful for scenery objects.

object-size 0.75 (optional)
Size of the corona on the object when viewed up close
Defaults to 0.15 (ie . 0.15m)

TRS released corona textures:
* Yellow/orange corona
* Green corona
* Red corona
*  White corona

Default (if no texture-kuid)
<KUID:-3:10110>
<KUID:-3:10112>
<KUID:-3:10111>

EFFECT: KIND TEXTURE-REPLACEMENT

This effect was created for rollingstock items to swap the
visible texture of bulk loads (such as coal or woodchips).

If a coal car is set up to take any bulk load (which
includes woodchips) the ‘coal texture on the load
mesh will update to a ‘woodchips’ texture when it loads
woodchips.

Detailed information on the setup of rollingstock load
texture repacement can be obtained by downloading the

following:
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Load_Texture_Replacement.zip
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EFFECT: KIND ATTACHMENT

In TRS we now have the ability to attaching a mesh into
another mesh by referencing it's kuid through a mesh-
table. Prime examples are the TRS fixed-track assets.

Rather than having an arrow in each fixed-track asset
directory, we saved a lot of memory space by making it
reference a KUID of that mesh. Therefore it only needed
to be cached once. Use attached meshes should be only
of kind scenery or kind mesh.

Kind Attachment example (fixed-track)

username FT 10 Deg 700m Rad

kind fixedtrack

kuid <KUID:###4#: #####44>

region Fixed track

type Fixed track
preview-mesh-kuid <KUID:-3:10099>

mesh-table
{
default
{
mesh 10-700.1im
auto-create 1
effects
{
arrow(
{
kind attachment
att a.trackOa
default-mesh <KUID:-3:10092>
surveyor-only 1
}
arrowl
{
kind attachment
att a.trackOe
default-mesh <KUID:-3:10092>
surveyor-only 1
}
}
}
}

attached-track
{
track0
{
track <KUID:-1:15>
vertices
{
0 a.trackOa
1 a.trackOc
2 a.trackOe
}
}

WARNING: Never cross-reference a kind attachment kuid

with the assets own kuid. Unless of course you want to
show your friends what an instant fatal error looks like!

Arrow mesh config.txt (for reference)

kuid <KUID:-3:10092>
kind mesh
mesh-table
{
default
{
mesh arrow.im
auto-create 1
}
}

Breakdown of KIND ATTACHMENT:

kind attachment (required)
The effect kind

att (required)
The insertion point of the attached mesh. In the example
left, it is the insertion point of the ‘default’ mesh.

default-mesh <KUID:##HHE#HHEHHE> (required)
The KUID of the attached mesh.

surveyor-only 1 (optional)
Adding this means the attached mesh will only be visible
in Surveyor and not Driver.

For tracks, this is especially handy so you know when
it starts and ends, but it won’t be there when driving
around.
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EFFECT: KIND ANIMATION

This effect is used when a mesh has a variety of
animations. Usually the animations will be controlled by a
script related to the asset.

An example of the kind animation effect is the PB15
interior Coalman. The script for this ties in the animations
with the coal requirements of the steam locomotive.

coalman
{
mesh coalman/coalman.im
auto-create 1
att-parent default
att a.coalman
effects
{
shovel
{
kind animation
anim coalman/Coalman_shovel.kin
}
wave
{
kind animation
anim coalman/Coalman_wave.kin

Etc...

Breakdown of KIND ANIMATION:

kind animation (required)
The effect kind

anim (required)
Reference to the animation file (.kin)

looped 1 (optional)
Use only if the animation is looping.
Default 0 (l.e. not looped).

speed 1 (optional)
Speed factor of the animation.

Default 1
2 = Double speed

The PB15 interior config can be viewed on Page 54 .

The PB15 interior script can be viewed on Page 57.

KIND: HTML-ASSET

Html-assets can be refered to from the scripts and from
some of the Surveyor rules (ie. you select the html-asset
by name, then type in the name of the *.html file in a little
edit box)

A typical example of KIND: html-asset in use is are the in-
game tutorials.

The generall setup is very simple, you bundle your
config.txt along with one or a few .html pages. ;)
Config.txt

kind html-asset
username “my html page”
kuid <KUID:####:####4>

Cal bkl
=[] Tukaorial_1
..... [_| images
e [ Configubxt ———
-------- |5 tut_la.hkml
-------- lz but_1b.hEml
-------- l fuk_lc.hkml
tut_1a.html
<HTML>
<BODY>
<IMG SRC='images/tut_ la.jpg’>
</BODY>
</HTML>
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KIND: PRODUCT
KIND: PRODUCT-CATEGORY

OVERVIEW

Products are the commodities that TRS compatible
rollingstock and industry assets process. TRS released
products fall under one of four product-categories...
Liquid Load, Bulk load, Container or Passenger.

This document description is not only to give you the list
of products and product categories, but to also give you a
better understanding of how the products are used.

As product-categories are fundamentally different

to products, so too are they dealt with differently. A
rollingstock item may be able to pick up anything that falls
under a product-category or be limited to one or a few
products only.

For example, passenger cars can only take passengers,
where-as a gondola may be set up to take any bulk load
available.

IN-GAME VISUALISATION OF PRODUCTS.
In TRS, products can be displayed a few ways:

1) An animated load representation.

This technique is used for bulk-category loads such

as coal or woodchip products both in industry and
rollingstock assets and for liquid loads through indicators
adjacent to storage tanks. The animation is non-looping.
Say we have an industry bulk load animation with the
frames running from 0 to 30. Empty will be at frame 0 and
full will be at frame 30.

TRS RELEASED

Container Category Config.txt

Texture swapping is possible for some rollingstock bulk
loading assets. Details of how to texture swapping is set
up is available in the following downloadable file:
http:.//www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Load_Texture_Replacement.zip

2) Mesh attachment representation.

This technique is used for container-category loads such.
20ft and 40ft Containers, General Goods, Lumber and
Logs all use this technique. If a piece of rollingstock has
the potential to carry several product types (such as a
flat car), it is possible to set up the loads to be mutually
exclusive through it's config. That is if it has capacity of
one load, it cannot load any other product types.

3) ‘View details’ Driver information window display.
This (of course) can be used for all rollingstock items, but
specifically, it is the means to see the load of rollingstock
that cannot otherwise visually display it's load. le. Tank
Cars and enclosed Box Cars.

Box cars can be setup to take General Goods but without
load attachments.

Note: Tank cars and tenders may use a separate
animated ‘loader’ mesh to visualise the loading of liquids.
This is set up through the industry asset’s script and the
rollingstock item’s config. For script reference please
refer to index.chm found in \Trainz\scripts\docs directory.

Refer: KIND TRAINCAR for links to in-game examples,
descriptions and source files of the various types of
product compatible rollingstock.

Bulk Load Category Config.txt

PRODUCT-CATEGORY LIST
(kind product-category)

username

e Container <KUID:-3:10042>

kind product-category
kuid <KUID:-3:10042>
“Container”

kind product-category
kuid <KUID:-3:10040>

username “Bulk Load”

* Bulk Load <KUID:-3:10040>

Passenger Category Config.txt

Liquid Load Category Config.txt

+ Liquid Load <KUID:-3:10044>

<KUID:-3:10091>

kind product-category
kuid <KUID:-3:10091>
username “Passenger”

kind product-category
kuid <KUID:-3:10044>
username “Liquid Load”

» Passenger

TRS RELEASED PRODUCT LIST (kind product)

Product Category Container:

+ 20ft Container <KUID:-3:10014>
+ 40ft Container <KUID:-3:10041>
* General Goods <KUID:-3:10013>
* Log <KUID:-3:10001>
* Lumber <KUID:-3:10003>

Product Category Bulk Load:
* Coal <KUID:44179:60013>
» Woodchips <KUID:-3:10002>

Product Category Liquid Load:
* Aviation Fuel <KUID:-3:10045>

* Crude Ol <KUID:-3:10010>
* Diesel Fuel <KUID:-3:10011>
* Petrol Fuel <KUID:-3:10012>
« Water <KUID:-3:10004>

Product Category Passenger:
» Passenger <KUID:-3:10060>
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PRODUCT CONFIG.TXT FILES

Legend:
kind product = New kind in TRS
product-category = kuid of applicable category for this product
instance-type resource = Used when there is no mesh (or one only mesh) is referenced in the mesh table (le Liquids, Bulk loads etc.).
instance-type instance = Used when more than one mesh is in the mesh table le: Passengers, General Goods. 200 max. size’ per
Asset.
icon-texture = the in-game representation of the product when specifying the load type for a compatible rollingstock item (driver).
mass = The physical mass of the product (or is that ‘virtual’ mass?) ©

» For Containers and Passengers this is calculated in kilograms/unit

* For Liquid and Bulk loads this is calculated in kilograms/litre
product-texture = The texture to be used with load ‘texture-replacement’. le When a hopper loads woodchips instead of it's default
load of coal. Refer to Load_Texture_Replacement.pdf for details.
allows-mixing 1 = Products with this tag may be combined in a single queue along with other products of the same category.
Eg. Lumber and 20ft Container on a flatcar. By default, allows-mixing is set to 0. Therefore by default, a queue will only allow one
product-category at a time.
- To look at allows-mixing from another angle, liquid products should never have allows-mixing enabled. Otherwise you have the

potential to mix petrol with oil all within the same tanker, and | don’t think cars like 2-stoke fuel too much! ©

We have placed Products and Product-Category files in the ‘scenarios’ directory. (This location is not mandatory though).

AVIATION FUEL PRODUCT

Aviation Fuel Product Config.txt Aviation Fuel directory structure
kind product ] scenarios

kuid <KUID:-3:10045> -5 aviation Fuel
username “Aviation Fuel” : o

B fivGas
: HERC Al
product-category <KUID:-3:10044> - 9

instance-type resource Config.bxk

icon-texture “icon_ texture.texture” rigl icon bexture. bexbure, bxt

mass 0.800 : /

icon_texture.texture.txt
Tesh—table Primary=AvGas.tga
Alpha=AvGas.tga
J Tile=none AvGas.tga
64x64 32 bit

COAL PRODUCT
Coal Product Config.txt Coal directory structure

kind product 1 scenarias

kuid <KUID:44179:60013> {j roal asset
username “Coal” : =

£ | icon_kexture.bexture, bxk

instance-type resource
product-category <KUID:-3:10040>
icon-texture “icon_ texture.texture”

@ coal bexkure bxt
.:.;.al_icnn-tga

mass 0.860 2
. |:|:|E||.|I';|El

product-texture “coal.texture”

mesh-table

{ icon_texture.texture.txt
} Primary=Coal icon.tga
Alpha=Coal icon.tga
Tile=none Coal_icon.tga
64x64 32 bit
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GENERAL GOODS PRODUCT
General Goods Product Config.txt

kind product
kuid <KUID:-3:10013>
username “General Goods”

product-category <KUID:-3:10042>
instance-type instance
icon-texture “icon_ texture.texture”

mass 1400

mesh-table
{
default
{
mesh general goods.im
auto-create 1
}
crate?
{
mesh crate2.im
auto-create 1
}
crate3
{
mesh crate3.im
auto-create 1
}
crated
{
mesh crated.im
auto-create 1
}
crateb
{
mesh crateb5.im
auto-create 1
}
crate6
{
mesh crate6.im
auto-create 1
}
crate’
{
mesh crate7.im
auto-create 1

}

allows-mixing 1

icon_texture.texture.txt

Primary=GeneralGoods.tga
Alpha=GeneralGoods.tga
Tile=none

General Goods directory structure
11 scenarios

----- = general_goods

.:rate.tga

----- n:raI:E_EJI';lEl
n:ral:e_3-|2';|El
crate_4-t';|a
n:rate_E-'I';la

----- n:rate_E--t';la
n:rate_?-t';la

s GeneraIGDndS-tgﬂ
b ’% cratez.im

----- S| crake3.im

----- %l crates.im
o ':% cratet.im
- |S) craked.im
----- %l general_goods.im
(2] Canfig.bxt

GeneralGoods.tga
64x64 32 bit

General Goods Mesh Dimensions

Length 1.6m
Width 1.6m
Height 2.8m
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CRUDE OIL PRODUCT
Crude Oil Product Config.txt

kind product
kuid <KUID:-3:10010>
username “Crude 0il”

product-category <KUID:-3:10044>
instance-type resource
icon-texture “icon texture.texture”

Crude Qil directory structure
{_1 scenarios

mass 0.9
mesh-table
{
}
icon_texture.texture.txt
Primary=CrudeOil.tga
Alpha=CrudeOil.tga
Tile=none
CrudeOil.tga
64x64 32 bit
DIESEL FUEL PRODUCT

Diesel Fuel Product Config.txt

kind product
kuid <KUID:-3:10011>
username “Diesel Fuel”

product-category <KUID:-3:10044>
instance-type resource
icon-texture “icon_ texture.texture

”

mass 0.830

mesh-table

{
}

Diesel Fuel directory structure
1| scenarios

----- | diesel_Ffuel
----- iZonfig. bxk

------ Diesel.tga

e [% icon_texture, texture, bxk

icon_texture.texture.txt

Primary=Diesel.tga
Alpha=Diesel.tga
Tile=none

Diesel.tga
64x64 32 bit
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20 FT CONTAINER PRODUCT
20ft Container Product Config.txt

kind product
kuid <KUID:-3:10014>
username “20ft Container”

product-category <KUID:-3:10042>
instance-type instance
icon-texture “icon texture.texture

”

mass 11000

mesh-table
{

default

{
mesh 20ft container.im
auto-create 1

}

20ft Pil

{
mesh 20ft Pil.im
auto-create 1

1

20ft Capital

{
mesh 20ft Capital.im
auto-create 1

1

20ft matsui

{
mesh 20ft matsui.im
auto-create 1

1

20ft Genl

{
mesh 20ft Genl.im
auto-create 1

}

allows-mixing 1

icon_texture.texture.txt

Primary=Containers20ft.tga
Alpha=Containers20ft.tga
Tile=none

64x64 32 bit

2_Oft Container directory structure
':I SCenarios

----- ‘lj 20ft_conkainer

----- EDFI: _capital.kga
EIIIFI: _fliner.koa
EDFt_genl.tga

----- EIIIFI:_matsui.I:ga

- R 20t _pil.kga

----- CnntainersEDFt.tga

- [5] 20ft_Capital.im

----- 'f,jl 20Ft_conkainer.im

- [5] 20ft_Gen1.im

- [S5] 20ft_matsui.im

- [E] 20t _Pil.im

------ ﬁ 20Ft n:apltal kexbure bxt

20 FT CONTAINER Mesh

Dimensions

Length 6.10m
Width 2.44m
Height 3.05m

Containers20ft.tga
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40 FT CONTAINER PRODUCT
40ft Container Product Config.txt

kind product
kuid <KUID:-3:10041>
username “40ft Container”

product-category <KUID:-3:10042>
instance-type instance
icon-texture “icon texture.texture

mass 22000

mesh-table
{
default
{
mesh 40ft container.im
auto-create 1
}
pils
{
mesh 40ft pils.im
auto-create 1
}
matsui
{
mesh 40ft matsui.im
auto-create 1
}
capital
{
mesh 40ft capital.im
auto-create 1
}
blue
{
mesh 40ft blue.im
auto-create 1
}
}

allows-mixing 1

”

icon_texture.texture.txt

Primary=Containers40ft.tga
Alpha=Containers40ft.tga
Tile=none

40ft Container directory structure
1 scenarios

----- = 40Ft_container

; 4IIIFI:_I:|II_|E.I:|;|a

----- 4IIIFI:_|:-3|:|iI:aI.I:|;|a
- R 40ft_db.bga

- B 40t _mitsui.bga

i 0 40Ft_pil.tga
Cnntainers4DFt.tga
- [55] 40Ft_blue.im

- [] 40ft_capital.im

- % 40Ft_conkainer.im
- [Z] 40ft_matsui.im
- [E] 40ft_pils.im

e El 40Ft_blue, texkure, bxk

Bt @ 40ft_capital, bexkure, bxt

------ 2] 40ft_db.texture.txt

------ 40FE_pil. bescbure bxt

s iZonfig. txk

40 FT CONTAINER Mesh

Dimensions

Length 12.20m
Width 2.44m
Height 3.05m

Containers40ft.tga
64x64 32 bit
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LUMBER PRODUCT
Lumber Product Config.txt

kind product

kuid <KUID:-3:10003>

username “Lumber”
product-category <KUID:-3:10042>

instance-type resource
icon-texture “icon_ texture.texture”

Lumber directory structure
{_1 scenarios

----- ‘f:'] lurnberstack.
----- Config. kxk

i r% icon_texture, texture bxt
4 Lumber.tga

mass 8000

mesh-table

{
default

{

mesh lumberstack.im
auto-create 1

}

allows-mixing 1

% lurnberstack.im
Z| plank.texture. bxt

plank.tga

icon_texture.texture.txt

Primary=Lumber.tga
Alpha=Lumber. tga
Tile=none

Lumber.tga
64x64 32 bit

Log Mesh Dimensions

Length 6.0m
Diameter 1.2m
PETROL FUEL PRODUCT

Petrol Fuel Product Config.txt

kind product
kuid <KUID:-3:10012>
username “Petrol Fuel”

product-category <KUID:-3:10044>
instance-type resource
icon-texture “icon texture.texture”

mass 0.7

mesh-table
{
}

Lumber Mesh Dimensions

Length 6.1om
Width 213m
Height 1.52m

F_’etrol directory structure
11 scenarios

----- | petrol_Fuel
i Config. bxk

fhose r% icon_texture, texture, bxk

------ Petrol.tga

icon_texture.texture.txt

Primary=Petrol.tga
Alpha=Petrol.tga
Tile=none

Petrol.tga
64x64 32 bit
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WATER PRODUCT
Water Product Config.txt

kind product
kuid <KUID:-3:10004>
username “Water”

product-category <KUID:-3:10044>
instance-type resource
icon-texture “icon_ texture.texture”

Water directory structure
11 scenarios

"

----- Zonfig. Exk

----- Fgl icon_texture texture, bxk

mass 1.0

mesh-table

{
}

...... Waker.tga

icon_texture.texture.txt

Primary=Water.tga
Alpha=Water.tga
Tile=none

Water.tga

WOODCHIPS PRODUCT
Woodchips Product Config.txt

kind product
kuid <KUID:-3:10002>
username “Woodchips”

instance-type resource
product-category <KUID:-3:10040>
icon-texture “icon texture.texture

”

V_Voodchips directory structure
11 scenarios

----- | woodchips

mass 0.400

”

product-texture “woodchips.texture

mesh-table
{
}

25 wioodchips, bexture, bxt
woodchips. kga
WoodChips_icon.tga

icon_texture.texture.txt

Primary=WoodChips icon.tga
Alpha=WoodChips icon.tga
Tile=none

64x64 32 bit

64x64 32 bit

WoodChips_icon.tga
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PASSENGER PRODUCT

Passenger Product is unique as it is controlled

very differently than other products. All passenger
animations, meshes and texture files are located
within the passenger directory. There was simply too
many to list in this doc. ©

Passenger Product Config.txt - Extract

icon_texture.texture.txt

Primary=passengers.tga
Alpha=passengers.tga
Tile=none

passengers.tga
64x64 32 bit

kind product

kuid <KUID:-3:10060>

name “Passenger”

product-category <KUID:-3:10091>
instance-type instance

icon-texture “icon_ texture.texture”

mass 65

mesh-table
{
male-suit
{
mesh MaleSuit.im
effects
{
walk
{
kind animation
anim MaleSuit walk.kin
looped 1
}
pissedoff
{
kind animation
anim MaleSuit pissedoff.kin
}
lookatwatch
{
kind animation
anim MaleSuit lookatwatch.kin
}
lookdownline
{
kind animation
anim MaleSuit lookdownline.kin
}
shuffle
{
kind animation
anim MaleSuit shuffle.kin
}
sitdown
{
kind animation
anim MaleSuit sitdown.kin
}
sitdownloopl
{
kind animation
anim MaleSuit sitdownloopl.kin
}
sitdownloop?2

{

kind animation

anim MaleSuit sitdownloopZ2.kin
}
standup
{

kind animation
anim MaleSuit standup.kin
}
standloopl
{
kind animation
anim MaleSuit standloopl.kin
looped 1
}
standloop?
{
kind animation
anim MaleSuit standloopZ2.kin
looped 1

}

FemaleLongDress

{
mesh FemalelLongDress.im
effects

{
walk

kind animation
anim FemaleLongDress walk.kin
looped 1

lookatwatch
{

Etc. Etc....
}

}

Etc. Etc....
FemaleLongDressFat
FemalemumBaby
Female Pants
FemaleShortDress
FemaleSuit
KidFemale
KidMale
MaleFat
MaleShirt
MaleShorts

}
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KIND: ENGINE
An engine file specifies a traincar’s performance and physics parameters. TRS now supports steam physics and thus,
steam engine files have additional fields for this. The following examples are of the SD40-2 Diesel locomotive and the

PB-15 Steam locomotive.
WARNING: ALTERING ENGINE FIGURES MAY

ENGINE FILE (SD40-2 Diesel locomotive) RESULT IN UNDESIRED EFFECTS IN PERFORMNACE
Default location: C:\Program Files\Auran\TRS2004\Engines AND BEHAVIOR OF YOUR TRAINS. (MAKE BACK-UP
COPIES OF YOUR ENGINE CONFIG FILES!)

kuid <KUID:-1:42004221> trainbrakepipe start 0.00553261

kind engine epreservoirpipe start 0O

rem SD402 no3pipe start 0

flowsize nodpipe start 0

{ auxreservoir start 0.00553261
trainbrakepipe 170000 autobrakecylinder start 0.00560291
epreservoirpipe 0.1 vacuumbrakepipe start 0
no3pipe 0.1 vacuumbrakereservoir start 0
nod4pipe 0.1 vacuumbrakecylinder start O
auxreservoirvent 0.1 mainreservoir start 0.00946941
auxreservoir no3 0.1 equaliser start 0.00553261
auxreservoir trainbrakepipe 0.1 independantbrakecylinder start 0.00560291
autobrakecylindervent 0.1 }
auxreservoir autobrakecylinder 0.1 mass
equaliser mainreservoir 0.06 {
equaliservent 0.06 scale 1
equaliserventhandleoff 0.1 fuel 6.2156e+006
equaliserventemergency 0.1 }
no3pipevent 1.5 motor
no3pipe mainreservoir 0.1 {
compressor 10 resistance 1.7
trainbrakepipe reservoir 1 adhesion 7
trainbrakepipevent 0.06 maxvoltage 600
no3pipe autobrakecylinder 0.1 maxspeed 40
epreservoirpipe autobrakecylinder 0.1 brakeratio 55000
mainreservoir ep 0.1 max-accel 3500
vacuumbrakepipe 0.1 max-decel 9000
vacuumbrakepipereleasevent 0.1 axle-count 6
vacuumbrakepipevent 0.1 surface-area 80
vacuumbrakereservoir vacuumbrakepipe 0.1 moving-friction-coefficient .03
vacuumbrakecylinder vacuumbrakepipe 0.1 alir-drag-coefficient .00017

highspeedexhauster vacuumbrakepipe 0.1 }
}

volume

{ throttle-power
scale 1 {
trainbrakepipe 0.2 0 {
epreservoirpipe 0.2 0 0
no3pipe 0.2 }
no4pipe 0.2
auxreservoir 0.0384678 1 {
autobrakecylinder 0.00969387 0 107
vacuumbrakepipe 0 2.2 62
vacuumbrakereservoir 0 4.4 34
vacuumbrakecylinder O 6.6 31
mainreservoir 0.9 8.8 25
equaliser 0.5 13.3 18
independantbrakecylinder 0.0103239 22.2 11

} }

pressure

{ 2 {
scale 1 0 224
compressor 0.00946941 2.2 125
mainreservoir 0.00946941 4.4 68
highspeedexhauster 0 6.6 62
brakepipe 0.00736041 8.8 50
brakeinitial 0.00693861 13.3 36
brakefull 0.0044992 22.2 22

indbrakefull 0.005075 }
Continues next page...
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dynamic-brake
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ENGINE FILE (PB15 locomotive)
Default location - C:\Program Files\Auran\TRS2004\Engines

kuid <KUID:44179:51002>
kind steam-engine
rem PB15
epbrakes 1
flowsize
{
trainbrakepipe 170000
epreservoirpipe 0.1
no3pipe 0.1
nodpipe 0.1
auxreservoirvent 0.1
auxreservoir no3 0.1
auxreservoir trainbrakepipe 0.1
autobrakecylindervent 0.1
auxreservoir autobrakecylinder 0.1
equaliser mainreservoir 0.06
equaliservent 0.06
equaliserventhandleoff 0.1
equaliserventemergency 0.1
no3pipevent 1.5
no3pipe mainreservoir 0.1
compressor 5
trainbrakepipe reservoir 1
trainbrakepipevent 0.06
no3pipe autobrakecylinder 0.1
epreservoirpipe autobrakecylinder 0.1
mainreservoir ep 0.1
vacuumbrakepipe 0.1
vacuumbrakepipereleasevent 0.1
vacuumbrakepipevent 0.1
vacuumbrakereservoir vacuumbrakepipe 0.1
vacuumbrakecylinder vacuumbrakepipe 0.1
highspeedexhauster vacuumbrakepipe 0.1
}
volume
{
scale 1
trainbrakepipe 0.2
epreservoirpipe 0.2
no3pipe 0.2
nodpipe 0.2
auxreservoir 0.0384678
autobrakecylinder 0.00969387
vacuumbrakepipe 0
vacuumbrakereservoir 0
vacuumbrakecylinder 0O
mainreservoir 1.0
equaliser 0.5
independantbrakecylinder 0.0103239
}
pressure
{
scale 1
compressor 0.00946941
mainreservoir 0.00946941
highspeedexhauster 0
brakepipe 0.00595441
brakeinitial 0.00560291
brakefull 0.00398601
indbrakefull 0.00398601

trainbrakepipe start 0.00440781
epreservoirpipe start 0O

no3pipe start 0

nodpipe start 0

auxreservoir start 0.00504051
autobrakecylinder start 0.00489991
vacuumbrakepipe start 0
vacuumbrakereservoir start 0O
vacuumbrakecylinder start 0

mainreservoir start 0.00876641

equaliser start 0.00440781
independantbrakecylinder start 0.00489991

mass

scale 1
fuel 6.2156e+006

motor

resistance 1.3

adhesion 2.5

maxvoltage 600

maxspeed 21

brakeratio 55000

max-accel 1500

max-decel 5000
throttle-notches 32
axle-count 4

surface-area 150
moving-friction-coefficient 0.01
air-drag-coefficient 0.0001

}

throttle-power

{

0 {
0 0
}
1 {
0 35
5 28
10 18
12 0
}
2 A
0 85
5 70
10 60
15 30
30 0
}
3 A
0 140
5 93
10 70
15 62
30 0
}
4 {
2 187
5 109
10 93
15 87
30 0

}

Continues next page...
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}

dynamic-brake
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steam

5 {

1.333 0

5 90

9 70

12 25

15 0
}
6 {

1.333 0

5 150

9 80

13 70

17 0
}
7 A

1.333 0

5 200

10 100

16 60

19 0
}
8 {

1.33 0

5 200

10 150

18 50

21 0
}
; presure in kPa
; flow sizes in <?>
; volume in L
; mass in kg
firebox-volume 1000.0
firebox-to-boiler-heat-flow 0.055
firebox-efficiency 0.995
boiler-volume 3000.0
water-injector-rate 4.0
westinghouse-volume 100
main-reservoir-volume 50.0
cylinder-volume 50.0
piston-volume-min 1.48
piston-volume-max 68.7
piston-area 0.177
piston-angular-offset 0.1

piston-to-atmosphere-flow 0.0021

safety-valve-low-pressure 956.0

safety-valve-low-flow 0.011
safety-valve-high-pressure 1010.0
safety-valve-high-flow 0.2
max-fire-coal-mass 50.0
max-fire-temperature 1873.0
shovel-coal-mass 2.0
burn-rate 0.0001
fuel-energy 100.0
boiler-to-piston-flow 0.0017
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DIESEL ENGINE FILE BREAKDOWN

kind — asset type
rem — comment used to display engine name

flowsize
rate of flow through pipes, generally leave
these settings:

trainbrakepipe 170000

epreservoirpipe 0.1

no3pipe 0.1

no4pipe 0.1

auxreservoirvent 0.1

auxreservoir_no3 0.1
auxreservoir_trainbrakepipe 0.1
autobrakecylindervent 0.1
auxreservoir_autobrakecylinder 0.1
equaliser_mainreservoir 0.06
equaliservent 0.06

equaliserventhandleoff 0.1
equaliserventemergency 0.1

no3pipevent 1.5

no3pipe_mainreservoir 0.1

compressor 10

trainbrakepipe_reservoir 1
trainbrakepipevent 0.06
no3pipe_autobrakecylinder 0.1
epreservoirpipe_autobrakecylinder 0.1
mainreservoir_ep 0.1

vacuumbrakepipe 0.1
vacuumbrakepipereleasevent 0.1
vacuumbrakepipevent 0.1
vacuumbrakereservoir_vacuumbrakepipe 0.1
vacuumbrakecylinder_vacuumbrakepipe 0.1
highspeedexhauster_vacuumbrakepipe 0.1

volume — size of pipes and appliances

scale 1
multiplies volume by given value, generally
leave this setting.

trainbrakepip€.................c.cceennn. 0.2
brake pipe volume

€epPresServoirpipPe ..........ceuveereannan, 0.2
For electro pneumatic braking - not
currently in use, generally leave this setting

NO3PIPE......oviieeaiiiaiiiiiaaa, 0.2
Independent brake pipe

NOAPIPE ...t 0.2
Bail pipe - not currently in use, generally
leave this setting

AUXIeServoIr............c.ccoeueieaannn. 0.0384678
Auxiliary reservoir volume.

Autobrakecylinder........................ 0.00969387
Brake cylinder volume.

vacuumbrakepipe ......................... 0

vacuumbrakereservoir.................. 0
vacuumbrakecylinder.................... 0
For vacuum braking - not currently in use,
generally leave this setting

mainreServoIr ............cccueeevevevenn... 0.9
Main reservoir volume.

equaliser ............ccccveiiiiiiiiinninnn, 0.5
Equalising reservoir volume

independantbrakecylinder............... 0.0103239
Loco brake cylinder volume

pressure
Brake system pressures.

scale 1
Multiplies pressure by given value, generally
leave this setting.

CompPressor......c.ocvveeiiiiieiiiinianns 0.00946941
(120psi expressed in grams/m3)
Compressor maximum pressure.

mainreServoir..............c..ccccueveveun. 0.00946941
Main reservoir maximum pressure

highspeedexhauster ..................... 0
For vacuum braking - not currently in use,
generally leave this setting

brakepipe ..........ccccoiiiiiiiiiiiin 0.00736041
(80psi expressed in grams/m?)
Brake pipe pressure when fully charged

brakeinitial.................................. 0.00693861
(72psi expressed in grams/m?)
Brake pipe pressure after initial service
reduction (for self lapping brakes)

brakefull ................coovviiiiiiinin 0.0044992
(57psi expressed in grams/m?)
Brake pipe pressure after full service reduction
(for self lapping brakes)

indbrakefull ............................... 0.005075
Brake cylinder pressure for independant brake
service.

trainbrakepipe_start ..................... 0.00553261

Brake pipe pressure on loading the game.

epreservoirpipe_start .................... 0
For electro pneumatic braking - not currently in
use, generally leave this setting

no3pipe_start ...............cccviiiiinnnnn. 0
nodpipe_start .................c.ceivinnnn. 0
Generally leave these settings.
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auxreservoir_start......................... 0.00553261
Auxiliary reservoir pressure on loading the
game.

autobrakecylinder start ................. 0.00560291
Train brake cylinder pressure on loading the
game.

vacuumbrakepipe_start ................. 0

vacuumbrakereservoir_start ........... 0

vacuumbrakecylinder_start ............. 0

For vacuum braking - not currently in use,
generally leave this setting

mainreservoir_start ....................... 0.00946941
(100psi expressed in grams/m?)
Main Reservoir pressure on loading the game.

equaliser start ............................ 0.00553261
Equalising Reservoir pressure on loading the
game.

independantbrakecylinder_start ...... 0.00560291
Locomotive brake cylinder pressure on loading
the game.

mass

scale 1
Multiplies fuel mass by given value, not
currently in use, generally leave this setting.

fuel ..o 6.2156e+006
Fuel level, not currently in use, generally leave
this setting.

motor

resistancCe...........ccccvvveiiiiiiiiiiininn, 1.7

Power figure for DCC, higher resistance
value=less power

adhesion ........c.ccviiiiiiiiiiiiiiii, 2.5
Adhesion parameter, higher value=greater
adhesion

maxvoltage ...........c.ccoeeiiiiiiiiinn. 600

Generally leave this setting

maxspeed ..........cccoiiiiiiiiiiiiii 40
Maximum speed for DCC, expressed in
metres per second.

Brakeratio...........cccooviiiiiiiiiiin.n. 55000
Brake force for pressure reduction

max-accel...........ccccuviiiiiiiiiiiinn.n. 3500

max-decel..........cccceuiiiiiiiiiiiiiinn, 9000

Parameters for DCC acceleration &
deceleration.

axle-count..........c.cveuveeiiiiiiiiiin. 4
Resistance — axle count

surface-area ...............ccccvevvnn.. 80
Resistance — surface area

moving-friction-coefficient............... 0.03
Resistance — moving friction

air-drag-coefficient........................ 0.00017

Resistance — air drag

throttle-power
Acceleration variables in cabin mode

1 9 = notch number (1)
0 30
5 25 = At speed 5, acceleration =25
10 15
12 0

dynamic-brake
Deceleration variables while dynamic braking in

cabin mode
1 9 = notch number (1)
1.333 0
2 30
5 25 = At speed 5, deceleration = 25
10 15
12 0

}

Equalisation of PressuresThere is a point at which

no further brake pipe pressure reduction will result in
increased braking effort, this is known as full application
or equalisation of pressures.

Imagine you made a 26 psi reduction when operating a
loco with a 90psi brake pipe. 90psi in the train pipe minus
26psi reduction equals 64 psi in the pipe. Due to the 2.5:
1 ratio of auxiliary reservoir volume to brake cylinder
volume, the 26 psi reduction puts 64 psi into the brake
cylinder.

As the pressure in the reservoir and the pressure in the
cylinder is now equal, no more air will flow into the brake
cylinder; and making a further reduction in brake pipe
pressure will have no effect on braking.

Continues next page...
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Equalisation occurs at different pressures, depending on
the train pipe feed pressure.

100 psi pipe (e.g. the UK locos - 7 bar) equalisation at 71
psi.

90 psi pipe (e.g. the US locos) equalisation at 64 psi.

72 psi pipe (e.g. French & Queensland locos)
equalisation at 49 psi.

The easiest way to set your custom content to the desired
brake pipe feed pressure is to copy the entire pressure
section from the config of a loco that uses the pressure
you desire.

*Note: Converting PSI to Grams /m cubed...

e.g. 90psi...  (90+14.7).0000703

104.7 x .0000703=.00736041

STEAM ENGINE FILE BREAKDOWN
Generally identical to a diesel engine file with the addition
of the following:

Legend:
Pressure in kPa
Volume in Litres
Mass in kg
Flow sizes (nominal figure)

steam
firebox-volume.................. 1000.0
Physical volume of firebox in Litres.

firebox-to-boiler-heat-flow......0.055
Rate of heat flow from firebox to boiler and vise-
versa.

firebox-efficiency................. 0.995
Atmosphere leakage. 1.0 = No leakage.

boiler-volume...................... 3000.0
Physical volume of boiler in Litres.

water-injector-rate................ 4.0
Water injection rate into boiler in Litres/second

westinghouse-volume...........100
Westinghouse volume in Litres.

piston-volume-min............... 1.48
The volume of the space in the cylinder ahead of the
piston at the end of a full stroke.

piston-volume-max...............68.7
The volume of the space in the cylinder ahead of the
piston at the start of a full stroke.

piston-area......................... 0.177
The cross section of one piston in m?. It is assumed
there is one piston only on each side of the
locomotive.

piston-angular-offset............ 0.1
Leave this setting

piston-to-atmosphere-flow.....0.0021
Atmospheric leakage from piston. Nominal hole size.

safety-valve-low-pressure.....956.0
When boiler pressure hits this value in kPa the
safety-valve-low-flow release is initiated. (below)

safety-valve-low-flow............ 0.011
Lower pressure valve release. Nominal hole size.

safety-valve-high-pressure....1010.0
When boiler pressure hits this value in kPa the
safety-valve-high-flow release is initiated. (below)

safety-valve-high-flow.......... 0.2
Higher pressure valve release. Nominal hole size.
max-fire-coal-mass..............50.0
The maximum mass of coal the firebox can take in
kilograms.
max-fire-temperature............1873.0

Maximum heat obtainable in degrees K.
(Kelvin scale temperature)

shovel-coal-mass.................2.0
Amount of coal in one shovel load in kg

burn-rate................ccceeeen.. 0.0001
Coal consumption rate.

fuel-energy..............c.c.c..... 100.0
Relative energy in kilojoules per kilogram of coal

boiler-to-piston-flow..............0.0017
Relative energy
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KIND: BOGEY

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\bogeys

A ‘bogey’ is a term used for a locomotive or rollingstock
wheel mechanism. In some countries these are known as
‘Trucks’.

Referenced by the bogey tag in a traincar config.txt

Config.txt:

kuid <KUID2: ###:#####: 4>
kind bogey
animdist 2.1
mesh-table
{
default
{
mesh Car bogey.lm
anim anim.kin
animation-loop-speed 1.0
auto-create 1

BREAKDOWN OF CONFIG.TXT:

animdist
Leave this tag out if the bogey is not animated.

The distance traveled in meters by the bogeys in 1
second (30 frames) of animation. Bogey animations
(exported from Gmax or 3ds Max) are called “anim.kin”.

Refer to Chapter 4 - Bogeys for modeling guidelines

direct-drive
Steam Locomotive animated driving bogeys only.

Important:

When direct-drive is present, the bogey animation is
linked to the steam piston and physics system. If this
tag is not included the piston and steam sounds will

not work!

Refer Enginesound - Steam Page 38

Note: The example left shows a bogey with LOD mesh

}

shadow

{

mesh Car bogey shadow/Car bogeyshadow.im
}
}

obsolete-table

{

}

username mybogey
description “ %
trainz-build 2.0
category-class AC
category-region-0 AT
category-era-0 1980s

direct-drive 1

reduction. UTC setup (without a mesh-table) will of
course still work but we do recommend setting up the
config with a mesh-table.
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KIND: TRAINCAR

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\trains

A ‘traincar’ is a Locomotive or Rollingstock asset. One
of the main features of TRS is that traincars, (namely
rollingstock), can now have the ability to transport
commodities (products) and to interact with compatible
industry assets.

As there are a range of products and product

categories, each rollingstock type is set up differently to
accommodate the load type both visual representation
and through it’'s config. For this reason we have made
available individual downloads for the various rollingstock
types on Page 36

Refer:
KIND: PRODUCT & KIND: PRODUCT-CATEGORY

The following example is a config.txt file from a
locomotive. Note the mesh-table and animation setup.

kuid <KUID:####:####4>
category-class AC
category-region-0 AU
category-era-0 1970s
category-era-1 1980s
category-era-2 1990s
category-era-3 2000s

kuid-table

{

}
obsolete-table
{

}

mesh-table
{

default

{
mesh loco_body/loco_body.lm
auto-create 1

}

shadow

{
mesh loco_shadow/loco_shadow.im

}

fanl

{
mesh loco_body/fan/fan.im
anim loco body/fan/fan.kin
auto-create 1
att a.fan0
att-parent default
animation-loop-speed 1.0

}

fan2

{
mesh loco_body/fan/fan.im
anim loco body/fan/fan.kin
auto-create 1
att a.fan2
att-parent default
animation-loop-speed 1.0

default-night-forward
{
mesh loco body/night/night.im
auto-create 0
att a.bog0
att-parent default

}

bogey <KUID:####:####4>
bogey-1 <KUID:####:####4>
bogey—-2-r <KUID:####:#####>
pantograph <KUID: ###: #####>
interior <KUID:####:#####>
engine 1
name Electric Loco
mass 37000
company Queensland Rail
origin AU
kind traincar
fonts 2
running-numbers
{

rn-0 #104420

rn-1 #104427

rn-2 #104430

rn-3 #104452
}

enginespec <KUID:####:#####>
enginesound <KUID:####: ###F##>
hornsound <KUID:####: #####>

smoke shade 0.3
smoke random 2
smoke slowlife 1
smoke fastlife 6
smoke height 7
smoke fastspeed 4

smoke0
{
attachment a.exhaustO
mode speed
enabled 1
maxspeedkph 120
file “lospeed.tfx”

smokel
{
attachment a.exhaustl
mode speed
enabled 1
maxspeedkph 120
file “hispeed.tfx”

ASURERNY

description
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TRAINCAR CONFIG.TXT BREAKDOWN
origin
The Country Abbreviation

company
The Locomotive or car owner

mass
Mass in kilograms

bogey
The bogey kuid number (default for a.bog0 and a.bog1)

bogey-1
The bogey kuid number for a.bog1 (Used only if
different to a.bog0)

bogey-r and bogey-1-r

Used instead of ‘bogey’ and bogey-1. The bogey
will have reversed orientation. Note: This will
cause bogey animation to play in reverse.

pantograph
The pantograph kuid number inserted at a.pant0, a.pant1,
etc. Use this tag only when needed.

interior

Kuid number of the required interior. Inserted at
a.cabfront. Use this tag only when needed eg
locomotives.

engine
States type of traincar.

0 = Rollingstock
1 = Locomotive

fonts
Indicates how many types of numbering fonts used.
E.g.

0 = no fonts used

1 = one font

Digit textures (digit_1.tga to digit_6.tga) replaced
automatically with alphanumber textures
(alphanumber_0 to alphanumber_9) as numbers
are changed via the Surveyor Trains tab - ‘Edit
Properties’icon (the ‘?’icon).

2 = two fonts

Digit textures (digit_1a.tga to digit 6a.tga

and digit_1b.tga to digit_6b.tga) replaced
automatically with alphanumber textures
(alphanumber_0Oa to alphanumber_9a and
alphanumber_0b to alphanumber _9b) as
numbers are changed via the Surveyor Trains tab
- ‘Edit Properties’ icon (the ‘?’icon).

running-numbers

The default numbers viewed before being changed in
Surveyor. Generally Auran uses 4 variations of numbers
(up to 6 digits each). Note: This tag not required if fonts 0
is used.

enginespec

References the engine kuid number. This specifies the
driver physics boundaries for the traincar.
Refer KIND: ENGINE Page 26.

Default location
C:\Program Files\Auran\TRS2004\Engines\

enginesound
References the kuid number for the traincar’s sound.
Refer Chapter 3, KIND: ENGINESOUND Page 37.

Default location
C:\Program Files\Auran\TRS2004\World\Custom\
enginesound\

hornsound
References the kuid number for the traincar horn sound.
Refer Chapter 3, KIND: HORNSOUND Page 39.

Default location
C:\Program Files\Auran\TRS2004\World\Custom\
hornsound\.

smoke0
Sets boundaries for smoke, steam, vapor and similar
effects. Refer: Smoke Effects

description “ ¢
Description of model for ‘Railyard’ information

light_color
RGB headlight colour. Eg. 255,255,255

ditch_color
RGB ditch light colour. Eg. 255,255,255

Please download the examples and source files linked
from the next page...
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TRAINCAR EXAMPLES
Please download the following rollingstock descriptions
and examples for your reference.

COAL HOPPER

A Coal Hopper is a typical example of a rollingstock item
that uses an animated load representation. This asset
also has animated opening doors and particle effects,
each controlled by a script.

Download a zipped pack containing a PDF description,
in-game files and source Max 4 and Gmax files of the
TRS 2004 asset ‘Coal hopper’
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Coal_Hopper.zip

TANK CAR
A Tank Car is a typical example of a rollingstock item that
can take a liquid load.

Download a zipped pack containing a PDF description,
in-game files and source Max 4 and Gmax files of the
TRS 2004 asset ‘GATX Oilco Tank Car’
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Tank_Car.zip

CONTAINER FLATCAR
The Container Flat is a typical example of a rollingstock
item that can take a variety of loads by attachment.

Download a zipped pack containing a PDF description,
in-game files and source Max 4 and Gmax files of the
TRS 2004 asset ‘Container Flat’ Car
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Container_Flat.zip

BOX CAR

The Box Car is a typical example of a rollingstock item
that can take the General Goods Product without having
attachments.

Download a zipped pack containing a PDF description,
in-game files and source Max 4 and Gmax files of the
TRS 2004 asset ‘PRR 40ft Box Car’
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Box_Car.zip
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KIND: ENGINESOUND

Default location:

C:\Program Files\Auran\TRS2004\World\custom\enginesound\

This is the locomotive engine sound.

Referenced by the enginesound tag in a traincar config.txt

With the inclusion of Steam in TRS, we have added additional features for engine sound support.

For Diesel and Electric loco’s the sound is generally as-per the UTC release (described on this page).

Steam sound requirements are described on the following page.

ENGINESOUND - DIESEL AND ELECTRIC
Diesel enginesound Directory Structure

|| enginesound
E ..... I_I ah:':l

Note:

Diesel enginesound files (.wav) must be located in
the same subfolder as the config.txt. You must ensure
all custom sound files are named the same as those
described left.

Config,txt (Diesel enginesound)

kuid <KUID:##4#:####4>

s 3 config.bxk
o [B down 2 - 1away
e [ down 3 - 2oway
------ |5 down 4 - 3omav
o [B down S - 4.way
o [ down 6 - Soaway
------ |5 down 7 - Bowav
o [B down & - Toway
e [Bidle 1wy

------ I idle 2way

e [Bidle 3wy

e (B idle 4wy

------ 5 idle Soway

e [B idle Baway

e [Bidle 7wy

------ l5 idle &way

...... & stop.way

...... & upl-2away
e [Bup 2 - Faway
...... & up3-4away
...... [ up4-Sawav
e [B Up 5 - Baway
...... & up6- ey
< & up7-8aay

kind enginesound
obsolete-table

{

}

category-era-0
category-region-0
category-class
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ENGINESOUND - STEAM

Custom steam sounds can be created for TRS 2004. The following is a general break down of the required sounds
needed and a brief description of how the sounds are used by TRS. These sound files described can be downloaded
in zip format from this location: http.//www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Steam_Sound.zip

Steam sounds can be located in the default enginesound directory.

These file are the steam engine idling sounds played after the steam engine is stationary for 1, 2 and 3 minutes
¢ loco_stationary_fast.wav (after 1min)
¢ loco_stationary_med.wav (after 2mins)
¢ loco_stationary_slow.wav (after 3mins)

Piston stoke sounds, played every 180 degrees revolution of the piston wheel played in sequence and repeated up to
about 40 kph.

e piston_stroke1.wav

e piston_stroke2.wav

e piston_stroke3.wav

e piston_stroke4.wav

From 40 kph upwards, the following sound loop is cross-faded as the piston sounds die off. The loop is pitched shifted
(through code) relative to the locomotive’s velocity.
e steam_loop.wav.

The general hiss from the smoke stack:
* smoke_stack_hiss.wav

Steam enginesound Directory Structure Config.txt
| enginesound Kuid <KUID:#4#: $4#4e>
Ei ..... I_I Steam_suund kind enginesound

1 : obsolete-table

b |3y config.kxk {

loco_stationary_Fast.waw }

; category-era-0
loco_stationary _med,wav .

: category-region-0
loco_stationary _slow, waw category-class
piston_skrokel waw
piston_sktrokez, waw
piston_skroke3. waw
piston_skroked . waw
smoke_stack_hiss,wanw

steam_loop.way

IMPORTANT Note 1: PB_15_bogey2 Config.txt
You must ensure all custom sound files are named the kind bogey
same as those described above. kuid <KUID:44179:50003>
animdist 3.816
category-class AS
IMPORTANT Note 2: category-region-0 AU
The Steam loco driving bogey is connected to the piston category-era-0 1920s
and physics system by adding the following tag to the category-era-1 1930s
bogey’s config.txt: direct-drive 1 category-era-2 1940s
category-era-3 1950s
(See PB_15_bogey?2 Config.txt right) category-era-4 1960s
category-era-5 1970s
This tag MUST be included for piston and steam sounds category-era-6 1980s
to work. direct-drive 1

Trainz Railroad Simulator 2004 - The Content Creators Guide Version 1.03 38


http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Steam_Sound.zip

KIND: HORNSOUND

Default location:
C:\Program Files\Auran\TRS2004\World\custom\hornsound\

This is the traincar horn sound.

Referenced by the hornsound tag in a traincar config.txt

Hornsound Config.txt

kind hornsound

kuid <KUID:###:#####>
category-era-0
category-region-0
category-class
two-part 1

Hornsound Directory Structure

| hornsound

: hiorn

5 COMFIG, TAT
I hornoway
hiorn_loop, wav
horn_skart.way
idle 1, way

two-part 1

Indicated that the Railyard and Driver hornsounds are
different. The Driver hornsound is looping. If this tag is
not present, the hornsound defauts to UTC equivalent
non-looping format.

Sound files:
¢ horn.wav
‘Railyard’ hornsound (non-looping)

¢ horn_loop.wav
The looping hornsound used in ‘Driver’.

¢ horn_start.wav
The starting sound played before the looping hornsound
above.

e idle.wav
Generally used for the bell sound (bell keystroke = b)

Download DriverCharacter example

An in-game example of this character is available for
download through the following link...
htto://www.auran.com/TRS2004/downloads/
contentcreation/DriverCharacter.zif

We suggest you re-skin the mesh files provided in this
Zip in order to keep consistency.

KIND: DRIVERCHARACTER

Default location:
C:\Program Files\Auran\TRS2004\World\custom\textures\

This is the TRS locomotive driver character.

DriverCharacter Config.txt

dave64.tga

kind DriverCharacter
face-texture daveb64d.texture
kuid <KUID:-16:10129>

mesh <KUID:-3:10130>

DriverCharacter Directory Structure
= | textures

oo [ config.bst
e [ daveedbexture bxk

- |5 davedd.tga

face-texture
This is the driver icon used in TRS.

mesh

This refers to the kuid of the mesh asset inserted in to
the locomotive mesh at a.driverO (when in the Driver
Module).

DriverCharacter Mesh Directory Structure

| | Meshes
EI ----- [ | DriverDave
E| [ dave
....... & dave.im
------- |5 dave.kexture,bxt
o & dave.toga

EI | dave_lowres
------- |5 dave_lores kexture,bxt
------- |5 dave_lores.tga
: - 5 dave_lowres.im
B 5 config.bxk———

DriverCharacter Mesh Config.txt

kind mesh
kuid <KUID:-3:10130>
mesh-table
{
standing
{
mesh dave/dave.im
}
sitting
{
mesh dave lowres/dave lowres.im
}
}
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KIND: INTERIOR

Default location:
C:\Program Files\Auran\TRS2004\World\custom\interiors\

This is the traincar interior.
Referenced by the interior tag in a traincar config.ixt

In TRS, an interior config.txt file now has the ability to
be setup using a mesh-table. This gives greater control
over animations and gives the ground work for script
implementation.

In the following example, the generic UP DD40 interior
has scripted, animated wipers and a fan, both controlled
by switches. Also, when these switches are in the ‘on’

position, a mesh is rendered to represent the switch light

coming on.

Actually, the DD40 interior is a great example of what
can be done using standard levers alone. The sliding
windows, the retractable sun visors and the swivel chair
are all ‘levers’. Sure they contain no real function...

It adds a bit of fun if anything! ©

Dowload DDA40 Interior source and in-games files here:
http.//www.auran.com/TRS2004/downloads/contentcreation/

TRS2004_dd40 interior.zip

Remember: Interiors created using a mesh-table cannot
be used in pre-TRS versions of Trainz.

DD40 Interior Config.txt

kind interior

script “DD40Cabin”
class “DD40Cabin”

kuid <KUID:-3:10085>

cameralist

{
cameraO -0.564, 0.984, 0.987, 13.528, -0.137
cameral 0.707, -0.333, 1.023, -6.189, -0.049
camera?2 1.317, 0.949, 1.023, -13.501, -0.122
cameral3 -1.058, 0.522, 0.887, 0.1, -0.089
camerad4 -1.382, 0.78, 0.987, 6.592, -0.194
camera5 -1.361, 0.923, 1.137, 6.902, -0.503
camera6 -0.618, 0.715, 1.023, -0.983, -0.234

}

cameradefault 3

mesh-table
{
default
{
mesh gen dd40 int.im
auto-create 1

}

Fan Switch

{
kind lever
auto-create 1
mesh switch red.im
att a.switchO

DD40 Cab interior

limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, O
mousespeed -1
radius 0.05
att-parent default
}
switchlightO
{
kind light
mesh switchlight.pm
att a.switchO
auto-create 0
att-parent default
}
Wiper Switch
{
kind lever
auto-create 1
mesh switch red.im
att a.switchl
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, O
mousespeed -1
radius 0.05
att-parent default
}
switchlightl
{
kind light
mesh switchlight.pm
att a.switchl
auto-create 0
att-parent default
}
Switch 3
{
kind lever
auto-create 1
mesh switch.pm
att a.switch2
limits 0, 1
angles 0, -2
notches 0, 1

notchheight 0, O i
Continues next page...
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}

mousespeed -1
radius 0.05
att-parent default

switchlight2

{

}

kind light

mesh switchlight.pm
att a.switch?2
auto-create 0
att-parent default

Switch 4

{

}

kind lever
auto-create 1
mesh switch.pm
att a.switch3
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, O
mousespeed -1
radius 0.05
att-parent default

switchlight3

{

}

kind light

mesh switchlight.pm
att a.switch3
auto-create 0
att-parent default

Switch 5

{

}

kind lever
auto-create 1
mesh switch.pm
att a.switch4
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, O
mousespeed -1
radius 0.05
att-parent default

switchlight4

{

}

kind light

mesh switchlight.pm
att a.switch4
auto-create 0
att-parent default

Switch 6

{

kind lever
auto-create 1
mesh switch.pm
att a.switchb
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, O
mousespeed -1
radius 0.05
att-parent default

}
switchlight5
{
kind light
mesh switchlight.pm
att a.switchb
auto-create 0
att-parent default
}
Switch 7
{
kind lever
auto-create 1
mesh switch.pm
att a.switché
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, 0
mousespeed -1
radius 0.05
att-parent default
}
switchlight6
{
kind light
mesh switchlight.pm
att a.switché
auto-create 0
att-parent default
}
Switch 8
{
kind lever
auto-create 1
mesh switch.pm
att a.switch?
limits 0, 1
angles 0, -2
notches 0, 1
notchheight 0, 0
mousespeed -1
radius 0.05
att-parent default
}
switchlight?
{
kind light
mesh switchlight.pm
att a.switch?
auto-create 0
att-parent default
}
reverser lever
{
kind lever
auto-create 1
mesh reverser lever.pm
att a.reverser lever
limits 0, 2
angles 0.55, -0.55
notches 0, 0.5, 1
notchheight 1, 1, 1
att-parent default
}
independantbrake lever

{

kind lever

Continues next page...
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auto-create 1

mesh ind brake lever.pm

att a.ind brake lever

limits 0, 32

angles 0, -2.1

notches 0, 0.1, 0.2, 0.3, 0.4, 0.5, 0.6,
.7, 0.8, 0.9, 1

notchheight 1, 2, 2, 2, 2, 2, 2, 2, 2, 2, 1

radius 0.15
att-parent default
}
trainbrake lever
{
kind lever
auto-create 1
mesh train brake lever.pm
att a.train brake lever
limits 0, 4
angles 0, -2.4
notches 0, 0.25, 0.27, 0.29, 0.31, 0.33,
.35, 0.37, 0.39, 0.41, 0.43, 0.45, 0.47, 0.49,
.5, 0.75, 1
notchheight 1, 1, 2, 2, 2, 2, 2, 2, 2, 2,
2, 2, 2, 1, 1, 1
radius 0.15
att-parent default
}
throttle lever
{
kind lever
auto-create 1
mesh throttle lever.pm
att a.thottle lever
limits 0, 8
angles 1.2, O
notches 0, 0.125, 0.25, 0.375, 0.5, 0.625,
.75, 0.875, 1
notchheight 1, 2, 2, 2, 2, 2, 2, 2, 1
radius 0.35
att-parent default
}
dynamicbrake lever
{
kind lever
auto-create 1
mesh dynamic lever.pm
att a.dynamic brake
limits 0, 2
angles 0, -1.2
notches 0, 0.5, 1
notchheight 1, 1, 1
radius 0.35
att-parent default
}
light switch
{
kind lever
auto-create 1
att a.light switch
mesh dial.pm
limits 0, 1
angles 0, 4.5
notches 0, 0.5, 1
notchheight 0, 0, O
att-parent default
}
ampmeter needle
{
kind needle
auto-create 1

mesh ampmeter needle.pm
att a.ammeter
limits 0, 1500
angles 0, 1.9
att-parent default
}
bploco equaliser
{
kind needle
auto-create 1
mesh whitepress needle.pm
att a.equaliser pressure
limits 0, 1000
att-parent default
}
bplocomain needle
{
kind needle
auto-create 1
mesh redpress needle.pm
att a.main res pressure
limits 0, 1000
att-parent default
}
bptrainbrakecylinder needle
{
kind needle
auto-create 1
mesh redpress needle.pm
att a.brake cyl pressure
limits 0, 1000
att-parent default
}
bptrainbrakepipe needle
{
kind needle
auto-create 1
mesh whitepress needle.pm
att a.brake pipe pressure
limits 0, 1000
att-parent default
}
speedo needle
{
kind needle
auto-create 1
mesh whitepress needle.pm
att a.speedo
limits 0, 48
att-parent default
}
horn
{
kind lever
auto-create 1
mesh horn.pm
att a.horn
limits 0, 1
angles 0, -0.6
notches 0, 1
notchheight 3, 3
radius 0.16
mousespeed -2
att-parent default
}
wheelslip light
{
kind light
auto-create 0

mesh wheelslip.pm Continues next page...

Trainz Railroad Simulator 2004 - The Content Creators Guide

Version 1.03 42



swivel chair

{

kind lever
auto-create 1

mesh chair.im

att a.chairl
limits 0, 8

angles 6.8, -6.8
radius 0.5
mousespeed 0.2
att-parent default

dialO

{

}

kind lever
auto-create 1

att a.dialo0

mesh dial.pm
limits 0, 1

angles 0, 3.8
notches 0, 1
notchheight 0, O
att-parent default

diall

{

kind lever
auto-create 1

att a.diall

mesh dial.pm
limits 0, 1

angles 0, 3.8
notches 0, 1
notchheight 0, O
att-parent default

fan

}

mesh fan.im

anim fan.kin
auto-create 1

att a.fan
att-parent default

visor0

{

0.75,

}

mesh visor.im
auto-create 1

att a.visor0
att-parent default
kind lever
mousespeed -1
limits 0, 1

angles 0, 1.7
notches 0, 0.125,
0.875, 1
notchheight 0, 0, 0, 0, 0, 0, O, 0, O

0.25, 0.375, 0.5, 0.625,

visorl

{

mesh visor.im
auto-create 1

att a.visorl
att-parent default
kind lever
mousespeed -1
limits 0, 1

angles 0, 1.7

notches 0, 0.125,
0.75, 0.875, 1

notchheight 0, 0, 0, 0, 0, 0, 0, 0, O

0.25, 0.375, 0.5,

}

sl wind R Fr

{
mesh sliding wind R Fr.im
auto-create 1
att a.sliding wind R Fr
att-parent default
limits 0, 1.0
angles 0, 0.011
notches 0, 0.125,

0.75, 0.875, 1

notchheight 0, 0, 0, 0, 0, 0, 0, 0, O
kind lever

0.25, 0.375, 0.5,

}

sl wind R Bk

{
mesh sliding wind R Bk.im
auto-create 1
att a.sliding wind R Bk
att-parent default
limits 0, 1.0
angles 0, -0.011
notches 0, 0.125,

0.75, 0.875, 1

notchheight 0, 0, 0, 0, 0, 0, 0, 0, O
mousespeed -1
kind lever

0.25, 0.375, 0.5,

}

sl wind L Fr

{
mesh sliding wind L Fr.im
auto-create 1
att a.sliding wind L Fr
att-parent default
limits 0, 1.0
angles 0, -0.011
notches 0, 0.125,

0.75, 0.875, 1

notchheight 0, 0, 0, 0, 0, 0, 0, 0, O
kind lever

0.25, 0.375, 0.5,

}

sl wind L Bk.im

{
mesh sliding wind L Bk.im
auto-create 1
att a.sliding wind L Bk
att-parent default
limits 0, 1.0
angles 0, 0.011
notches 0, 0.125,

0.75, 0.875, 1

notchheight 0, 0, 0, 0, 0, 0, 0, 0, O
mousespeed -1
kind lever

}

wipers

{
mesh wipers.im
anim wipers.kin
auto-create 1
att a.wipers
att-parent default

End of DD40 interior config.txt
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DD4ocab|ngs cast<DD40CabinData>cd;

This is the DD40 interior script file.
This sets up the fan and wiper animations to be switch
controlled and controls the visiblity of switchlights.

include “defaultlocomotivecabin.gs”

class DD40CabinData isclass CabinData
{
public bool animatingFan;
public bool animatingWiper;
public bool switchOn3;
public bool switchOn4;
public bool switchOnb5;
public bool switchOné6;
public bool switchOn7;
public bool switchOn8;
}i

class DD40Cabin isclass
DefaultLocomotiveCabin

{
// Switches
CabinControl cabin fan switch;
CabinControl window wipers;
CabinControl switch3;
CabinControl switch4;
CabinControl switchb5;
CabinControl switcho6;
CabinControl switch7;
CabinControl switch8;

// Lights

CabinControl cabin fan light;
CabinControl window wipers light;
CabinControl light3;

CabinControl light4;

CabinControl light5;

CabinControl light6;

CabinControl light7;

CabinControl light8;

thread void SlowFanDown (void) ;
thread void SpeedFanUp (void) ;

void UpdateFan (void) ;
void UpdateWipers (void) ;
thread void RunAnimation (void) ;

float fanSpeed;
bool isFanSpeedingUp;
bool isFanSlowingDown;

//! Attach this cabin to a game object
(i.e. a locomotive).

//

// Param: obj Game object to attach this
cabin to (usually a Locomotive).

//

void Attach (GameObject ob7j)

{

inherited (obj);

// get cabin data

CabinData cd = loco.GetCabinData() ;

if (cd)

{
// reset the controls from saved values
DD40CabinData ddcd =

float value = 0.0;

// ANIMATING FAN

if (ddcd.animatingFan)

{
fanSpeed = 1.0;
SetMeshAnimationSpeed (“fan”, 1.0);
StartMeshAnimationLoop (“fan”) ;
value = 1.0;

}

else

value = 0.0;

cabin fan switch.SetValue (value);
cabin fan light.SetValue(value);

// ANIMATING WIPER
if (ddcd.animatingWiper)
{

value = 1.0;

SetMeshAnimationSpeed (“wipers”, 1.0);

StartMeshAnimationLoop (“wipers”) ;
}
else
value = 0.0;

window wipers.SetValue (value);
window wipers light.SetValue(value);

// SWITCH 3
if (ddcd.switchOn3)

value = 1.0;
else
value = 0.0;

switch3.SetValue (value) ;
light3.SetValue (value) ;

// SWITCH 4
if (ddcd.switchOn4)

value = 1.0;
else
value = 0.0;

switch4.SetValue (value) ;
light4.SetValue (value);

// SWITCH 5
if (ddcd.switchOnb5)

value = 1.0;
else
value = 0.0;

switch5.SetValue (value) ;
light5.SetValue (value) ;

// SWITCH 6
if (ddcd.switchOno6)

value = 1.0;
else
value = 0.0;

switch6.SetValue (value) ;
light6.SetValue (value) ;

// SWITCH 7
if (ddcd.switchOn7)

value = 1.0;
else
value = 0.0;

switch7.SetValue (value) ;
light7.SetValue (value) ;
Continues next page...
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// SWITCH 8 cabin fan light = GetNamedControl (“switch

if (ddcd.switchOn8) light0”);
value = 1.0; window wipers light = GetNamedControl (“sw
else itchlightl”);
value = 0.0; light3 = GetNamedControl (“switchlight2”);
switch8.SetValue (value) ; light4 = GetNamedControl (“switchlight3”);
light8.SetValue (value) ; light5 = GetNamedControl (“switchlight4”);
} light6 = GetNamedControl (“switchlight5”);
else light7 = GetNamedControl (“switchlight6”);
{ light8 = GetNamedControl (“switchlight7”);
DD40CabinData ddd = new
DD40CabinData () ; RunAnimation () ;
loco.SetCabinData (ddd) ;
} }
}
void UserPressKey(string s) void UserSetControl (CabinControl p control,
{ float p value)
if (s == “cabin-fans”) {
{ DD40CabinData cd = cast<DD40CabinData>loc
DD40CabinData cd = cast<DD40CabinData>1 o.GetCabinData () ;
oco.GetCabinData () ;
cd.animatingFan = !cd.animatingFan; if (p_control == cabin fan switch)
{
float value; bool wantFanAnimation = p value > 0.5;
if (cd.animatingFan) if (wantFanAnimation !=
value = 1.0; cd.animatingFan)
else {
value = 0.0; cd.animatingFan = wantFanAnimation;
UpdateFan () ;
cabin fan switch.SetValue (value); }
cabin fan light.SetValue(value);
if (wantFanAnimation)
UpdateFan () ; cabin fan light.SetValue(1.0);
} else
if (s == “wipers”) cabin fan light.SetValue(0.0);
{ }
DD40CabinData cd = cast<DD40CabinData>1
oco.GetCabinData () ; else if (p_control == window wipers)
cd.animatingWiper = !cd.animatingWiper; {
bool wantWiperAnimation = p value >
float value; 0.5;
if (cd.animatingWiper) if (wantWiperAnimation !=
value = 1.0; cd.animatingWiper)
else {
value = 0.0; cd.animatingWiper =
wantWiperAnimation;
window wipers.SetValue (value); UpdateWipers () ;
window wipers light.SetValue(value); }
UpdateWipers () ; if (wantWiperAnimation)
} window wipers light.SetValue(1.0);
} else

window wipers light.SetValue(0.0);
public void Init (void)
{ }

inherited () ;

switch7 = GetNamedControl
switch8 = GetNamedControl

“switch 77
“switch 8”

; }

’

else if (p_control == switch3)
cabin fan switch = GetNamedControl (“fan {
switch”) ; bool isOn = p value > 0.5;
window wipers = GetNamedControl (“wiper float value = 0.0;
switch”) ; if (isOn)
switch3 = GetNamedControl (“switch 3”); value = 1.0;
switch4 = GetNamedControl (“switch 4”);
switch5 = GetNamedControl (“switch 5”); light3.SetValue (value);
switché = GetNamedControl (“switch 6”); cd.switchOn3 = value;
( )
( )

Continues next page...
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else if (p_control == switchi4)
{
bool isOn = p value > 0.5;
float value = 0.0;
if (isOn)
value = 1.0;

light4.SetValue (value);
cd.switchOn4 = value;

else if (p_control == switchb)
{
bool isOn = p value > 0.5;
float value = 0.0;
if (isOn)
value = 1.0;

light5.SetValue (value) ;
cd.switchOn5 = value;

else if (p_control == switché)
{
bool isOn = p value > 0.5;
float value = 0.0;
if (isOn)
value = 1.0;

light6.SetValue (value) ;
cd.switchOn6 = value;

else if (p_control == switch?7)
{
bool isOn = p value > 0.5;
float value = 0.0;
if (isOn)
value = 1.0;

light7.SetValue (value) ;
cd.switchOn7 = value;

else if (p_control == switch8)
{
bool isOn = p value > 0.5;
float value = 0.0;
if (isOn)
value = 1.0;

light8.SetValue (value) ;
cd.switchOn8 = value;

else

inherited(p control, p value);

thread void SlowFanDown (void)

{

DD40CabinData cd = cast<DD40CabinData>loc

o.GetCabinData() ;

if (isFanSlowingDown)
return;

isFanSlowingDown = true;
isFanSpeedingUp = false;

// Slow it down...

while (fanSpeed > 0.1)

{
fanSpeed = fanSpeed - 0.1;
SetMeshAnimationSpeed (“fan”, fanSpeed);

Sleep (0.5);
if (!isFanSlowingDown)
return;

fanSpeed = 0.0;
StopMeshAnimation (“fan”);

thread void SpeedFanUp (void)
{
DD40CabinData cd = cast<DD40CabinData>loc
o.GetCabinData () ;

if (isFanSpeedingUp)
return;

isFanSpeedingUp = true;
isFanSlowingDown = false;

// Speed it up...

while (fanSpeed < 1.0)

{
fanSpeed = fanSpeed + 0.1;
SetMeshAnimationSpeed (“fan”, fanSpeed);
StartMeshAnimationLoop (“fan”) ;

Sleep (0.5);
if (!isFanSpeedingUp)
return;

fanSpeed = 1.0;
SetMeshAnimationSpeed (“fan”, fanSpeed);
//isFanSpeedingUp = false;

void UpdateFan (void)
{
DD40CabinData cd = cast<DD40CabinData>loc
o.GetCabinData() ;

if (cd.animatingFan)
SpeedFanUp () ;

else

SlowFanDown () ;

void UpdateWipers (void)
{
DD40CabinData cd = cast<DD40CabinData>loc
o.GetCabinData () ;

// Don’t need to worry about else, as it
will be handled when the loop is done.
if (cd.animatingWiper)
{
SetMeshAnimationSpeed (“wipers”, 1.0);
StartMeshAnimationLoop (“wipers”) ;

Continues next page...
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thread void RunAnimation (void)
{
DD40CabinData cd =
o.GetCabinData () ;

cast<DD40CabinData>loc

wait ()

{
on “Animation-Event”, “wiperstop”:
if (!cd.animatingWiper)
StopMeshAnimation (“wipers”) ;
continue;

b

INTERIOR CONFIG.TXT BREAKDOWN

script

class

This refers to the name of the script file and the class of
asset it is (the class must match that stated within the
script file).

cameralist
Muiltiple in-cab camera positions relative to a.cabfront.

0,0,0,0,0 =left/right, front/back, up/down, yaw, pitch

To determine these variables add -freeintcam to the
trainzoptions.txt. Pan around the interior using arrow keys
and mouse. Co-ordinates are displayed at bottom-left of
screen.

cameradefault
The in-cab camera view Trainz defaults to when entering
the cab.

INTERIOR ATTACHMENT TYPES
pantograph_lever

Pantograph lever/switch. For raising and lowering
pantographs on electric locos.

horn
Locomotive’s horn.

independantbrake_lever
Independent (Loco) brake lever

reverser_lever
Reverser lever (Forward/Neutral/Reverse)

throttle_lever
Throttle / power handle

trainbrake_lever
Train brake lever - self lapping

trainbrakelap_lever
Train brake lever with lap position.

dynamicbrake_lever
For selecting dynamic brake

bplocomain_needle
Main reservoir pressure needle

bploco_equalizer
Equalising reservoir pressure needle

bptrainbrakepipe_needle
Brake pipe pressure needle

bptrainbrakecylinder_needle
Brake cylinder pressure needle

speedo_needle
Speedometer needle

ampmeter_needle
Power meter needle

flow_needle
Flow gauge needle

windows

Textured mesh with low opacity (semi-transparent) to
give impression of reflection. This mesh has the same
3D origin point as the main .im mesh, therefore does not
require an attachment point

wheelslip_light

A warning light mesh that is only visible when the
locomotive loses traction. This mesh has the same 3D
origin point as the main .pm model, therefore does not
require an attachment point

switch0, switch1 etc
Switches

light_switch
Headlight switch

INTERIOR ATTACHMENT VARIABLES
Kinds: lever
Levers, switches, dials etc

animated-lever
Animated Levers etc Eg. in steam cabs

collision-proxy
Mouse collisions for animated levers

needle
Gauge needles (l.e. Speedo, brake pres.)

pulirope
Pull rope horn as in the F7

light
Wheelslip light

mesh
Mesh file to be inserted.

att

Attachment point where mesh is inserted. If no
attachment point is specified the mesh will be inserted at
a.cabfront (the same insertion point as main mesh)
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limits

Mathematical boundaries Trainz uses determine the
objects function. These values vary as different objects
use different mathematical units. Generally use the
default values used in the config files provided.

angles

Rotational boundaries in radians relative to its attachment

point. Refer to the radian/degree circle diagram below to
help you out.

notches

The position of notches within the angle boundaries.
These are represented as decimal points between and
including 0 and 1.

notchheight
The size of the notches specified.

radius
The notch position relative to the attachment point.

mousespeed
This controls the use of the mouse on screen. Use this
to control the mouse speed and push/pull direction for
levers and dials.
* mousespeed -1
* mousespeed 2

Inverts mouse direction.
Doubles mouse speed in default
direction.

Inverts mouse direction and
halves the speed.

* mousespeed -0.5

test-collisions 0
Mouse cannot be used for this mesh. Collision mesh
used instead. le animated-levers

opacity
Usually used for the window mesh to give transparency
(and the impression of reflection).

RADIAN / DEGREE CIRCLE (for angle reference)

{105, 7x/12} {90. ®/2} {75, 5x/12)

[120, 2=/3)
(135, 3x/4)
{150, Sx/6)

{165, 11x/12}

CREATING AN INTERIOR FOR TRS 2004
Overview

The creation of interiors is probably the most time-
consuming mesh asset you can make for Trainz. This
is no doubt the reason why there are very few custom
interiors around.

In fact it is quite common to spend 2 weeks of full 8

hour days on a single interior. Excluding research time,
tweaking and testing. Auran uses 3D Studio Max and
Photoshop for modeling and texture creation. One major
advantage of 3D Studio Max over it's simpler counterpart
Gmax is the ability to render images. As you will read
further on, rendering images has been a integral part of
the realtime texture creation of Auran’s released interiors.

As every interior is fundamentally different, each has had
it's own issues and requirements. le. Steam loco’s have
fire, and animated levers, Electric loco’s need pantograph
levers (while Diesel and Steam don’t), and Diesel

loco’s may have a Dynamic brake and other specific
requirements.

Modeling and Texture Passes

We'd like to give an outline of how we went about
creating the mesh, the textures and the implementation of
these combined to give you a better understanding of the
interior asset’s structure.

Phase 1 - Research

Phase 2 - Modeling

Phase 3 - Hi-res Textures and Placement

Phase 4 - Lighting Placement

Phase 5 - Rendering for Realtime

Phase 6 - Realtime Textures and Placement

Phase 7 - Realtime Model Spit-up and Attachments
Phase 8 - Exporting and Config setup.

Phase 1 - Research
Much of the information we have found has
come straight from the internet. | suppose
Auran has had the luxury of making
‘generic’ interiors where possible by
re-using the control mechanism in
other interior shells.

B, x/3}
{45, =/d}

[30,x/6}
The main focus for the generic
cabs has been to make
the window and side door
layout correct. The general
interior layout such as

{15, =/12}

{0, 0% &

{180, x}
1195, 13x/12)

{210, 7x/6}

-[255, 1:-':!.-"12]- {E?EL 31;2}{235.

beams, electrical boxes,
sound proofing hessian
and grills has really been
up to the artist to make look
convincing. This is certainly
the case if there isn’t a lot of
information available.

{360, 2%}

{345, 23x/12)

{330, 11x/6}

(315, T=/4)
{200, 5x/3}
19x/12)

You can often come across a
photo of the front and one side of an
interior, but rarely will you find a photo
of the back!
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One thing to bear in mind though is that you don’t have to
create a perfect prototypical representation. As an artist
you have a bit or ‘artistic-license’ and flexibility to place
and arrange things that simply add to the feel of the cab.
Take the animated fan in the DD40 cab for example.

Phase 2 - Modeling

We start the model under the premise that it will be
used for in-game purposes. We model it fairly low poly.
Sometimes we may add some specific detail i.e. pipes
if necessary, that will be removed after the rendering
phase.

Side note: Many game developers use very high polycount
models for rendering realtime textures, and then assign
these to low polycount models for realtime purposes.

The interior shell, the levers, accessories, windows and
piping should all be modeled at this stage.

The interior polycount limits are a little more flexible
in TRS due to the increased minimum spec machine
requirements. However don'’t go silly! ©

As an indication, here are the polycounts for a selection
of Auran’s realtime interior components:

QR PB15 Steam Cab Interior
» Cab shell, exterior, pipes, dial cylinders, valve bases and
firebox = 7941 polygons
* Blowdown lever = 86 polygons
* Boiler needle = 14 polygons
* Brake lever = 86 polygons
» Cylinder clean lever = 40 polygons
* Animated fire panel = 513 polygons
* Animated water injector lever = 122 polygons
* Animated regulator lever = 244 polygons
* Animated reverser lever = 132 polygons
* Animated seat = 132 polygons
» Sander lever = 28 polygons
«  Whistle lever = 68 polygons

SBB Krokodil Electric Cab Interior (available for download)
» Cab shell, dash board, seats, gauges, bonnet and fire

extinguisher = 3362 polygons

Brake wheel = 220 polygons

Horn lever = 46 polygons

Reverser lever = 124 polygons

Throttle wheel = 154 polygons

Hi-res diffuse map (800h x 887w) for the DD40 cab

SNCF TGV Electric Cab Interior
« Cab shell, dash board, seats and windows
= 1886 polygons
Brake lever = 54 polygons
Pantograph lever = 94 polygons
Throttle ring = 96 polygons
Reverser lever = 38 polygons

UP DD40 Diesel Cab Interior

» Cab shell, exterior, dash panel, windows, brake lever
bases, handrails, driver seat and fire extinguisher
= 2629 polygons

* Animated fan (including blades) = 354 polygons

» Swivel seat = 180 polygons

» Sun visor = 94 polygons

* Animated wipers = 96 polygons

« Train brake lever = 60 polygons

* Loco brake lever = 50 polygons

Phase 3 - Hi-res Textures and Placement
This is the first of three texture passes undertaken to
create realtime textures.

We map hi-res textures to every surface of the model
using the mapping commands from the ‘Modify’ panel of
3d Studio Max - ‘UVW map’ and ‘Unwrap UVW'.

Below are examples of hi-res textures assigned to the
first pass of the DD40 interior front. Generally match the
ratio of physical model dimensions to the texture. This
way we eliminate details being stretched when mapping.

It is fairly important to limit the highlight and shadow
variations to the hires diffuse textures as this will be
created by Max during the render phase. Adding dirt and
subtle surface texture is usually necessary (keep detail
and texture consistent over all hires textures).

In many cases we will also create and assign greyscale
bump maps to add additional surface variation and relief.

You can alter the material properties by altering the
‘specular’ and ‘glossiness’ settings before the next texture
pass of rendering.

Hi-res bump map (800h x 887w) for the DD40 cab
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Phase 4 - Lighting Placement

Once the first texture pass is finished it is now time to
strategically add lighting to the scene. 3D Studio Max
ships with a variety of light types.

The ones we generally use are the following:

Target Spotlight
k The main light source for the scene.

Acts as the ‘sun’.

~ Omni Light il .
[u Ambient lighting and additional highlights. " Iﬂaflgelt sl?‘f"'sght
- given a negative ‘multiplier’ value utiplyer: 1.

light t tuate shad Contrast: 0.0
removes light to accentuate shadows. Soften Dif. Edge: 100.0
l.e. Under benches.

Far attenuation: Start: 9.0m

End: 14.0m
You'll have to experiment with lighting Decay: none
and add variation to make it look right. Object shadows: On
- Shadow map
Omni light
Multiplyer: 0.6

Contrast: 100
Soften Dif. Edge: 100.0
Far attenuation: Start: 5.0m

— End: 10.0m
e Lt P Decay: none
Object shadows: On
- Shadow map
Omni light
Omni light : Omni light Multiplyer: 0.4
Multiplyer: 0.7 Multiplyer: 0.7 Contrast: 10
plyer: ». plyer. ©. Soften Dif. Edge: 100.0
Contrast: 50 Contrast: 70 Far attenuation: Start: 2.0m
Soften Dif. Edge: 100.0 Soften Dif. Edge: 100.0 ’ End'.3 'Om
Far attenuation: Start: 2.0m Far attenuation: Start: 2.0m Decav: none e
End: 3.0m End: 3.0m cay: _
. . Object shadows: On
Decay: none Decay: none - Shadow ma
Object shadows: On Object shadows: On P
- Shadow map - Shadow map

Phase 5 - Rendering for Realtime

The next step is to the second texture pass. This
involves rendering all details and surfaces (front,
back, sides, floor, ceiling, door recesses etc.).

There is a very handy 3D Studio Max material
plugin called “Cast Shadows Only” from Blur
Studios This material makes the object invisible,
but lets it cast shadows. Very handy when trying to
control what does and doesn’t render in a scene.

We create another cab shell with the window cut-
outs to completely surround the textured cab shell.
This casts the window shadows over the model.

Download the ‘Cast Shadows Only’ plugin
http://www.3dmaxer.dk/plugsdown4.asp?id=45

Realtime render of the

This plugin requires a utility called ‘blurlib’ available DDA40 interior front

for download:
http://www.3dmaxer.dk/plugsdown4.asp?id=43
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Phase 6 - Realtime Textures and Placement
This Phase takes all the rendered out textures
(from Phase 5) and manipulate them into a
format that TRS can read.

The following example is one of the realtime
textues from the DD40 interior. Note the front
render described before is now part of the
realtime texture. As are the two sides and the
rear render.

The front door however has been rotated 90
degrees and the floor render is in its place. This
is in order to economically utilise the texture
space.

Once the render manipulation is complete, you
will probably have to re-assign much of the new
textures back onto the model. In many cases
this should just consist of re-doing the Unwrap
UVW command.

Phase 7 - Realtime Model Split-up and
Attachments

After all your realtime textures have been
mapped, it is now time to split up the model into
logical divisions and add attachment points.

Doing this in the logical order described below will save a
lot of time and frustration.

Remember to save a non-split version for backup!

Any object in the scene that has to move (ie. levers and
dials), or animate, will need to be ‘detached’ from the
main model. To do this, select the polygons or elements
you want detached and through the Max modify panel,
press the detach button and name the new object.

To make life a heck of a lot easier later on, it pays to
move the pivot point of each new object to it’s logical
position. le. For needles and levers the pivot point should
be the centre of rotation (with the rotation around the Z
axis). Align lever shaft in the Positive Y direction.

To do this, access the Max Hierarchy panel, and press
Affect Pivot Only. From here you can centre and align the
pivot to the object and move it to the preferred location.

Realtime texture example of the DD40 interior.

Once the pivot points have been set for all your new
objects, now is the time to start adding attachment
points. Add these through the Max create panel (see
image below). Remember to use the a.name naming
convention. Attachment points are simply points in
3d space where another mesh can inserted (through
config.txt reference).

Since you have
already worked out
-« the pivot points of
all your objects, all you have
to do is align the attachment (s P B ol lj aE Wy
points to your object pivot
points. Press the icon [Standad =]
(above) and select the object LE Dbpct Type |

to align to.... Adeind. [
Dumery | God |
| Poa Taps |
Prolractsr | Compast |
 Crowd | Delsgate |

Attachment point creation

w| | 2@ T

Align position: X, Y & Z
Current and Target: Pivot Point
Align orientation: X, Y & Z

Note: Gmax users...

assigning them to the model.

truly add to the 3D feel of the interior.

awesome one.

worth it!

It is of course possible to skip Phase 3 to 6 and create the realtime textures
yourselves with a 2d editing program such as Photoshop of Paintshop Pro before

Study the cab interiors that Auran has included in TRS as correct lighting variations

Studying now light falls and reflects off differerent materials and adding this
knowledge to your textures could be the difference between a nice cab and an

3D Studio Max does remove a lot of the guesswork and has the ability to create
flowing, seemingly natural lit scenes. It might take a little extra time but the results are

[ Fewsdton ]

Ia brakosleve -

L= Pararnehess |
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These attachments are exported as part of the default
mesh (or the main mesh). Objects for attachment must
not be included in the export as they are each exported
from their own max files and attached to the default mesh
separately (through config.txt reference).

Save a backup of the max file!!

Select each object from the scene and save each one as
its own Max file, (command panel, file - save selected).
You may delete the object from the main mesh scene

after you save it.

-ﬂ%& you have just created (of the movable
objects), and move the object to 0,0,0

and make the rotational values 0,0,0 (press and right click

these max icons). This makes the object (and it’'s pivot)

aligned correctly to the origin of the scene.

The next step is to open each max file

Now is the time to export the object to a Trainz mesh file
(.im).

Note: When a lever is inserted into the default mesh
it is attached at the lever’s origin, regardless of the
geometry the lever has. Setting the pivot point of the
object earlier, and aligning the object to the origin in it’s
own scene, reduces the possibility of alignment errors.

The rotation is always through the attachment point’s
Z axis and the in-game notch display defaults from
the positive Y location (clockwise) around the Z axis.
Altering the angle settings in the config can adjust the
notch position.

Refer to the config.txt example earlier

Phase 8 - Exporting and Config setup.

Exporting the objects is very simple. You will need the
Trainz Exporter Plugin for 3D Studio Max (or the Gmax
Asset Creation Studio), both available for download from
the Trainz Content Creation page.
http.//www.auran.com/trainz/contentcreation.htm

Select the objects within the scene that you want
exported, from the command panel, press File, Export
Selected, select Trainz Format and remember to type in
the file extension in the File name dialogue box.

All mesh files should be within the same directory as
the config (or in a directory within the same path). The
config.txt may contain a sub-path to find the mesh.

l.e.
fan

{

mesh fan/fan.im

anim fan/fan.kin

auto-create 1

att a.fan

att-parent default
t

When exporting the default mesh, you must include
all attachment points. TRS may crash if the config.txt
references an attachment that is not there.

Config.txt file set-up
There are a few key things to remember.

1) Mesh-table:

An interior uses the same properties as any TRS mesh-
table, you need to add auto-create 1 or the mesh will
not show in the scene.

There may be occasions where you don’t want a mesh
visible by default. Take the switchlights for example.
These have auto-create 0 in the config as their visibility
is controlled by script when the switch is in the on
position.

2) Animations:

Note the animated fan and the wipers do not have the
animation-loop-speed tag added. This is because the
animations are controlled through the script. They are
visible by default, but the animation does not play by
default.

Should we have added animation-loop-speed 1 the
looping animation would have played by default (with or
without a script)

3) Levers:
The visors, swivel chair and sliding windows are all setup
as levers.

In these three cases the notchheights are 0 so they don’t
display.

In the case of the visor and sliding windows, they each
have a number of invisible notches. This is to give the
user the option to have them ‘slightly’ open or ‘partially’
closed. ©

The Sliding windows have a very large radius (30m), and
very small angles.

STEAM CAB INTERIORS

Overview

TRS steam cab interiors have been set-up in generally
the same way as diesel and electric cabs with a few
additional steam specific features.

Many of the levers and fireplates have several moving
objects and required mouse controlled animations. This
differed from the usual lever types with only one object,
set to rotate around an attachment point.

Not only did the levers need reviewing, but the cab
firebox itself had to produce fire and glow variations and
the coal shoveller needed to be controlled and linked to
the coal requirements also.

Dowload PB15 Interior source and in-games files here:
http.//www.auran.com/TRS2004/downloads/contentcreation/
TRS2004 _PB15_interior.zip

See PB15 interior Config.txt on the following page.
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PB15 Steam Interior Config.txt

kuid <KUID:-3:10191>
kind interior

script “pblb5cabin”
class “PB15Cabin”

camera -0.769, 0.566, 0.617

cameralist

{
camera0 0.817, 0.026, 0.654, 0.026,
cameral -0.808, 0.474, 0.694, 0.214,
camera?2 -1.429, 0.461, 0.617, 0.162,
camera3 -0.769, 0.566, 0.617,0.157,
camera4 0.703, 0.831, 0.694, -0.715,
camera5 1.344, 0.305, 0.617, -0.015,

}

cameradefault 3

obsolete-table

{
0 <KUID:44179:55003>

soundscript
{
coal on
{
trigger coal on
attachment a.coalman
ambient 1
nostartdelay 1
repeat-delay 0,0.001
distance 5,200
sound
{
sound/coal shovel2.wav
}
}
shovel againstmetal
{
trigger shovel againstmetal
attachment a.coalman
ambient 1
nostartdelay 1
repeat-delay 0,0.001
distance 5,200
sound
{
sound/shovel hit.wav
}
}
step metal
{
trigger step metal
attachment a.coalman
ambient 1
nostartdelay 1
repeat-delay 0,0.001
distance 5,200
sound
{
sound/metal footstep left.wav
}
}
coal off
{
trigger coal off
attachment a.coalman

-0.146
-0.773
-0.075

-0.125
-0.561
-0.049

ampbient 1
nostartdelay 1
repeat-delay 0,0.001
distance 5,200
sound
{
sound/coal into fireboxl.wav

}

mesh-table

{

default

{

mesh PB interior main.im
auto-create 1

trainbrake lever

{

mesh brake lever/brake lever.im
auto-create 1

att a.brake

limits 0, 4

angles -0.75, 0.35

notches 0, 0.5,1.0

notchheight 1, 1, 1

radius 0.16

att-parent default

kind lever

left window

{

mesh window sides.im
auto-create 1

limits 0, 1.0

angles 0, -1

notches 0, 1.0
notchheight 1,1

att a.window 1
att-parent default
kind lever

right window

{

mesh window sides.im
auto-create 1

att a.window r
att-parent default
limits 0, 1.0

angles 0, -1

notches 0, 1.0
notchheight 1,1

kind lever

left sliding window

{

mesh window sliding.im
auto-create 1

att a.windowsliding 1
att-parent default
limits 0, 1.0

angles 0, -0.009
notches 0, 1.0
notchheight 1,1

kind lever Continues next page...
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} seat0-collision-box

{

right sliding window mesh seat/selection box/selection box.im
{ att-parent seat0
mesh window sliding.im att a.selection box
auto-create 1 auto-create 1
att a.windowsliding r kind collision-proxy
att-parent default opacity 0
limits 0, 1 collision-parent seat0
angles 0, -0.009 }
notches 0, 1.0
notchheight 1,1 seatl
kind lever {
} mesh seat/seat.im
anim seat/seat.kin
cylinder drain auto-create 1
{ limits 0, 1.0
limits 0,4 notches 0, 1.0
angles 0,-0.3 notchheight 1, 1
mesh cylinder clean/cylinder clean.im att a.seatl
auto-create 1 att-parent default
limits 0, 1.0 kind animated-lever
notches 0, 1.0 test-collisions 0
notchheight 1, 1 }
att a.cylinderclean
att-parent default seatl-collision-box
kind lever {
} mesh seat/selection box/selection box.im
att-parent seatl
regulator att a.selection box
{ auto-create 1
mesh regulator/regulator.im kind collision-proxy
anim regulator/regulator.kin opacity O
auto-create 1 collision-parent seatl
att a.regulator }
limits 0, 1.0
x-notches 0, 0.25, 0.5, 0.75, 1.0 water injector 0
x-notchheight 1, 1, 1, 1, 1 {
att-parent default mesh injector/injector.im
kind animated-lever anim injector/injector.kin
test-collisions O auto-create 1
mousespeed -1.0 limits 0, 1.0
} notches 0, 1.0
notchheight 1, 1
regulator-collision-box att a.injector0
{ att-parent default
mesh regulator/selection box/selection kind animated-lever
box.im test-collisions O
att-parent regulator mousespeed -1.0
att a.selection box }
auto-create 1
kind collision-proxy water injector O-collision-box
opacity 0 {
collision-parent regulator mesh injector/selection box/selection
} box.im
att-parent water injector 0
seat0 att a.selection box
{ auto-create 1
mesh seat/seat.im kind collision-proxy
anim seat/seat.kin opacity O
auto-create 1 collision-parent water injector 0
limits 0, 1.0 }
notches 0, 1.0
notchheight 1, 1 water injector 1
att a.seatO {
att-parent default mesh injector/injector.im
kind animated-lever anim injector/injector.kin
test-collisions O auto-create 1
} limits 0, 1.0
notches 0, 1.0 Continues next page...
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notchheight 1, 1
att a.injectorl
att-parent default
kind animated-lever
test-collisions O
mousespeed -1.0

water injector l-collision-box
{
mesh injector/selection box/selection
box.im
att-parent water injector 1
att a.selection box
auto-create 1
kind collision-proxy
opacity 0
collision-parent water injector 1

fire plates

{
mesh fireplates/fireplates.im
anim fireplates/fireplates.kin
auto-create 1
kind animated-lever
test-collisions O
notches 0, 1.0
notchheight 1,1
limits 0, 1.0

fire plates-collision-box
{
mesh fireplates/selection box/selection
box.im
att-parent fire plates
att a.selection box
auto-create 1
kind collision-proxy
opacity 0
collision-parent fire plates

water valveO
{
mesh water valve/water valve.im
auto-create 1
att a.water valve0
att-parent default
kind lever

water valvel
{
mesh water valve/water valve.im
auto-create 1
att a.water valvel
att-parent default
kind lever

water valve2
{
mesh water valve/water valve.im
auto-create 1
att a.water valve2
att-parent default
kind lever

water valve3

{

mesh water valve/water valve.im
auto-create 1

att a.water valve3

att-parent default

kind lever

water valved

{

mesh water valve/water valve.im
auto-create 1

att a.water valved

att-parent default

kind lever

water valveb

{

mesh water valve/water valve.im
auto-create 1

att a.water valveb

att-parent default

kind lever

blowdown

{

kind lever

mesh blowdown/blowdown.im
auto-create 1

limits 0, 1.0

notches 0, 1.0
notchheight 1, 1

angles 0, 0.01

att a.blowdown

att-parent default
mousespeed -1.0

sanding lever

{

}

kind lever

mesh sanding lever/sanding lever.im
auto-create 1

limits 0, 1.0

notches 0, 1.0

notchheight 1, 1

angles 0, 0.2

att a.sanding lever

att-parent default

mousespeed -1.0

whistle lever

{

kind lever

mesh whistle lever/whistle lever.im
auto-create 1

limits 0, 1.0

notches 0, 1.0

notchheight 1, 1

angles 0, 0.3

att a.whistle

att-parent default

bplocomain needle

{

Continues next page...
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kind needle

mesh main res needle/main res needle.im

auto-create 1

att a.reservoir press red

att-parent default
limits 0, 3600

bptrainbrakepipe needle
{

kind needle

mesh trainline needle black/trainline
needle black.im

auto-create 1

att a.brake press black

att-parent default
limits 0, 3600

boiler needle
{

kind needle

mesh boiler needle/boiler needle.im

att a.boiler pressure
limits 0, 1570
auto-create 1

reverser

{

mesh reverser/reverser.pm
anim reverser/reverser.kin

auto-create 1

kind animated-lever
test-collisions O
limits -1.0, 1.0

reverser-collision-box

{

mesh reverser/selection box/selection
box.im

att-parent reverser

att a.selection box

auto-create 1

kind collision-proxy
opacity 0

collision-parent reverser

}
waterglass right

{

mesh waterglass right.im
anim waterglass_right.kin

auto-create 1
limits 0, 100
kind animated-dial
}
waterglass left

{

mesh waterglass left.im
anim waterglass_ left.kin

auto-create 1
limits 0, 100
kind animated-dial
}
firebox
{
mesh firebox.im
auto-create 1
kind firebox

light 0
test-collisions 0

}

fire

{
mesh fire.im
auto-create 1
light 0
test-collisions 0

}

coal

{
mesh coal.im
auto-create 1
light 0
test-collisions 0

}

fireglow

{
mesh fireglow.im
auto-create 1
light 0
test-collisions 0

}

coalman

{

mesh coalman/coalman.im

auto-create 1
att-parent default
att a.coalman
effects
{

shovel

{

kind animation

anim coalman/Coalman shovel.kin

}

wave

{

kind animation

anim coalman/Coalman wave.kin

}
idlel

{

kind animation

anim coalman/Coalman loopl.kin

}
idle2

{

kind animation

anim coalman/Coalman loop2.kin

}
loop2shovel

{

kind animation

anim coalman/Coalman loop2shovel.kin

}
shovel2loop

{

kind animation

anim coalman/Coalman_ shovel2loop.kin

}

wipebrow

{

kind animation

anim coalman/Coalman wipebrow.kin

}
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PB15Cabin.gs
This is the PB15 steam interior script file.

This script is responsible for mapping all the steam-specific controls to the physics system, and for handling PB-15
specific functions such as the coal shovelling dude.

include “train.gs”
include “locomotive.gs”
include “cabin.gs”

class PBl5CabinData isclass CabinData
{
public float fire plates val;
public float left window val;
public float right window val;
public float left sliding window val;
public float right sliding window val;
public float seatO val;
public float seatl val;
public float sanding lever val;
public float whistle lever val;
public float regulator lever val;
public float blowdown lever val;
public bool fireboxDoorOpen;

b

class PB15Cabin isclass Cabin

{

Locomotive loco;

CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl

speedometer;

main reservoir needle;
brake cylinder0 needle;
brake cylinderl needle;
no3 pipe needle;
brake pipe needle;
equaliser needle;

flow needle;

ampmeter needle0;
ampmeter needlel;

//CabinControl throttle lever;

CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl

CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl
CabinControl

CabinControl

reverser_lever;
train_brake_lever;
train_lapbrake_lever;
loco brake lever;
dynamic brake lever;
wheelslip light;
horn_rope;

pantograph lever;
light switch;

waterGlassLeft dial, waterGlassRight dial;

firebox;

boiler needle;
regulator lever;

fire plates;
left_window;
right_window;
left_sliding_window;
right sliding window;
seat0;

seatl;

sanding lever;
whistle_lever;
blowdown lever;

waterInjectorO, waterInjectorl;
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PB15CabinData cabinData;

bool shovellingCoal;
bool waving;

thread void RunAnimation (void) ;

public void Init (void)

{

speedometer = GetNamedControl (“speedo needle”);

main reservoir needle = GetNamedControl (“bplocomain needle”) ;

brake cylinder0O needle = GetNamedControl (“bptrainbrakecylinder needle”);
brake cylinderl needle = GetNamedControl (“no3pipe needle”);

no3 pipe needle = GetNamedControl (“bptrainbrakecylinder2 needle”);
brake pipe needle = GetNamedControl (“bptrainbrakepipe needle”);
equaliser needle = GetNamedControl (“bploco equaliser”);

flow needle = GetNamedControl (“flow needle”);

ampmeter needlel = GetNamedControl (“ampmeter needle”);

ampmeter needlel = GetNamedControl (“ampmeter2 needle”);

//throttle lever = GetNamedControl (“throttle lever”);

train brake lever = GetNamedControl (“trainbrake lever”);

train lapbrake lever = GetNamedControl (“trainbrakelap lever”);

loco brake lever = GetNamedControl (“independantbrake lever”);
dynamic_brake lever = GetNamedControl (“dynamicbrake lever”);
wheelslip light = GetNamedControl (“wheelslip light”);

horn rope = GetNamedControl (“horn”) ;

light switch = GetNamedControl (“light switch”);

waterGlassLeft dial = GetNamedControl (“waterglass left”);
waterGlassRight dial = GetNamedControl (“waterglass right”);

firebox = GetNamedControl (“Mirebox”) ;
boiler needle = GetNamedControl (“boiler needle”);
regulator lever = GetNamedControl (“regulator”);

reverser lever = GetNamedControl (“reverser”);
waterInjector0 = GetNamedControl (“water injector 07);
waterInjectorl = GetNamedControl (“water injector 17);

fire plates = GetNamedControl (“fire plates”);

left window = GetNamedControl (“left window”);

right window = GetNamedControl (“*right window”);

left sliding window = GetNamedControl (“left sliding window”);
right sliding window = GetNamedControl (“right sliding window”);
seat0 = GetNamedControl (“seat0”);

seatl = GetNamedControl (“seatl”);

sanding lever GetNamedControl (“sanding lever”);

whistle lever = GetNamedControl (“whistle lever”);

blowdown lever = GetNamedControl (“blowdown lever”);

RunAnimation () ;

//! Attach this cabin to a game object (i.e. a locomotive).

1/

// Param: obj Game object to attach this cabin to (usually a Locomotive) .
//
public void Attach (GameObject obj)

{

loco = cast<Locomotive> (obj) ;

// get cabin data

CabinData cd = loco.GetCabinData();

if (cd)

{
// reset the controls from saved values
PBl5CabinData pbcd = cast<PBl5CabinData>cd;
if (fire plates)
fire plates.SetValue (pbcd.fire plates val);
if (left window)
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left window.SetValue (pbcd.left window val);
if (right window)
right window.SetValue (pbcd.right window val);
if (left sliding window)
left sliding window.SetValue (pbcd.left sliding window val);
if (right sliding window)
right sliding window.SetValue (pbcd.right sliding window val);
if (seat0)
seat0.SetValue (pbcd.seat0 val);
if (seatl)
seatl.SetValue (pbcd.seatl val);
if (sanding lever)
sanding lever.SetValue (pbcd.sanding lever val);
if (whistle lever)
whistle lever.SetValue (pbcd.whistle lever val);
if (regulator lever)
regulator lever.SetValue (pbcd.regulator lever val);
if (blowdown lever)
blowdown lever.SetValue (pbcd.blowdown lever val);
}
else
{
PB15CabinData pbd = new PB15CabinData() ;
loco.SetCabinData (pbd) ;

// the default locomotive config uses kPa to describe pressure dial ranges
// this function converts from g/m"3 into kPa-above-atmospheric
public float GetPressureParam(string param)
{
float pressureMultiplier = 1.0 / (0.145 * 0.0000703);
float pressureBase = 14.7 * 0.0000703;

return pressureMultiplier * (loco.GetEngineParam(param) - pressureBase);

public void Update (void)
{

float value;

Train train = loco.GetMyTrain();
//

// Update Needles

//

if (speedometer)
speedometer.SetValue (train.GetVelocity());

if (main reservoir needle)
main reservoir needle.SetValue (GetPressureParam(“main-reservoir-pressure”));

value = GetPressureParam(“brake-cylinder-pressure”);
if (brake cylinderO needle)

brake cylinder0O needle.SetValue (value);

if (brake cylinderl needle)

brake cylinderl needle.SetValue (value);

if (no3 pipe needle)
no3 pipe needle.SetValue (GetPressureParam(“no3-pipe-pressure”));

if (brake pipe needle)
brake pipe needle.SetValue (GetPressureParam(“brake-pipe-pressure”));
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if (equaliser needle)
equaliser needle.SetValue (GetPressureParam(“equaliser-pressure”));

if (flow_needle)
flow needle.SetValue (GetPressureParam(“flow”)) ;

value = loco.GetEngineParam (“current-drawn”) ;
if (ampmeter needle0)

ampmeter needlel.SetValue (value);

if (ampmeter needlel)

ampmeter needlel.SetValue (value);

//

// Update Levers

//

// This is done in case the game logic has changed any of the settings from what
// the user selected.

1/

//if (throttle lever)
// throttle lever.SetValue (loco.GetEngineSetting (“throttle”));// * 8.0);

if (reverser lever)
reverser lever.SetValue (loco.GetEngineSetting(“reverser”));

if (train brake lever)
train brake lever.SetValue (loco.GetEngineSetting(“train-auto-brake”));

if (train lapbrake lever)
train lapbrake lever.SetValue(loco.GetEngineSetting(“train-lap-brake”));

if (loco_brake lever)
loco _brake lever.SetValue (loco.GetEngineSetting(“loco-auto-brake”));

if (dynamic brake lever)
dynamic brake lever.SetValue (loco.GetEngineSetting (“dynamic-brake”));

if (wheelslip light)
wheelslip light.SetValue (loco.GetEngineParam(“wheelslip”));

if (horn_ rope)
horn rope.SetValue (loco.GetEngineParam(“horn”)) ;

if (pantograph lever)
pantograph lever.SetValue (loco.GetEngineSetting (“pantograph”)) ;

if (light switch)
light switch.SetValue (loco.GetEngineSetting(“headlight”));

if (waterGlassLeft dial)
waterGlassLeft dial.SetValue (loco.GetEngineParam(“steam-boiler-liquid-percent”));

if (waterGlassRight dial)
waterGlassRight dial.SetValue (loco.GetEngineParam(“steam-boiler-liquid-percent”));

// update cabin data
PBl5CabinData cd = cast<PBl5CabinData>loco.GetCabinData () ;
if (left window)
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cd.left window val = left window.GetValue();

if (right window)

cd.right window val = right window.GetValue () ;

if (left sliding window)

cd.left sliding window val = left sliding window.GetValue();
if (right sliding window)

cd.right sliding window val = right sliding window.GetValue() ;

if (seat0)

cd.seat0 _val = seat0.GetValue();

if (seatl)

cd.seatl val = seatl.GetValue();

if (sanding lever)

cd.sanding lever val = sanding lever.GetValue();

if (whistle lever)

cd.whistle lever val = whistle lever.GetValue();

if (regulator lever)

cd.regulator lever val = regulator lever.GetValue();
if (fire plates)

cd.fire plates val = fire plates.GetValue();

if (blowdown lever)

cd.blowdown lever val = blowdown lever.GetValue();

cd.fireboxDoorOpen = fire plates.GetValue() > 0.9;

if (firebox)
{

firebox.SetNamedValue (“amount-burning-coal”, 0.5);

if (fire plates)
{

firebox.SetNamedValue (“door-open”, fire plates.GetValue());

}

firebox.SetNamedValue (“Mire-1ife”, loco.GetEngineParam (“ire-temperature”) / 1600.0);
firebox.SetNamedValue (“steam-piston-cycle”, loco.GetEngineParam(“steam-piston-cycle”));

if (boiler needle)

{

boiler needle.SetValue (GetPressureParam(“steam-boiler-pressure”));

}

if (waterInjector0)
waterInjector0.SetValue (loco.GetEngineSetting (“injectoxr”)) ;

if (waterInjectorl)
waterInjectorl.SetValue (loco.GetEngineSetting (“injectoxr”));

void UserSetControl (CabinControl p control, float p value)

{

Interface.Log(“control: “ + p control.GetName() + “ value: “ + p value);

if (p_control == reverser lever)
loco.SetEngineSetting (“reverser”, p value);

// else if (p control == throttle lever)
// loco.SetEngineSetting(“throttle”, p value);

else if (p control == train brake lever)
loco.SetEngineSetting (“train-auto-brake”, p value);

else if (p _control == train lapbrake lever)
loco.SetEngineSetting (“train-lap-brake”, p value);

else if (p control == loco brake lever)
loco.SetEngineSetting (“loco-auto-brake”, p value);

else if (p control == dynamic brake lever)
loco.SetEngineSetting (“dynamic-brake”, p value);
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else if (p_control == horn rope)
; // todo

else if (p _control == pantograph lever)
loco.SetEngineSetting (“pantograph”, p value);

else if (p_control == light switch)
loco.SetEngineSetting (“headlight”, p value);

else if (p_control == regulator lever)
loco.SetEngineSetting (“regulator”, p value);

else if (p _control == waterInjector0O or p control == waterInjectorl)

loco.SetEngineSetting (“injector”, p value);

void UserPressKey(string s)

{

if (s == “shovel-coal”)

{

PBl5CabinData cd = cast<PBl5CabinData>loco.GetCabinData () ;

// 1if (cd.fireboxDoorOpen)
{
if (FireAddCoal ())
{
if (!shovellingCoal)
{
if (!waving)
{
if (fire plates)
ﬁreiplgtes.SetValue(l.Of);

shovellingCoal = true;
SetFXAnimationState (“idlel”, false);
SetFXAnimationState (“idle2”, false);

AN

(
SetFXAnimationState (“loop2shovel”, false);
(“loop2shovel”, true);

SetFXAnimationState

else if (s == “wave”)
{
if (!shovellingCoal)
{
if (!waving)
{
waving = true;
SetFXAnimationState (“wave”, false);
SetFXAnimationState (“wave”, true);

thread void RunAnimation (void)

{
SetFXAnimationState (“idlel”, true);

wait ()

{
on “Animation-Event”, “Coalman loopl end”:
SetFXAnimationState (“idlel”, false);
SetFXAnimationState (“idle2”, true);
continue;

on “Animation-Event”, “Coalman loop2 end”:
SetFXAnimationState (“idle2”, false);
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SetFXAnimationState (“idlel”,
continue;

true);

on “Animation-Event”,
SetFXAnimationState (“loop2shovel”,
SetFXAnimationState (“shovel”,
continue;

true);

on “Animation-Event”,
SetFXAnimationState (“shovel”, false);
SetFXAnimationState (“wipebrow”, true);
continue;

on “Animation-Event”,
SetFXAnimationState (“wipebrow”, false);
SetFXAnimationState (“shovel2loop”,
continue;

on “Animation-Event”,

true) ;

“Coalman loop2shovel end”:

false);

“Coalman shovel end”:

“Coalman wipebrow end”:

“Coalman shovel2loop end”:

SetFXAnimationState (“shovel2loop”, false);
SetFXAnimationState (“idlel”, true);
shovellingCoal = false;

continue;

on “Animation-Event”,

SetFXAnimationState (“wave”, false);
SetFXAnimationState (“idlel”, true);
waving = false;

continue;

b

“Coalman wave end”:

Animated Levers

Animated levers are generally set up like all other
animations in TRS/Trainz. Bones (or dummies) need to
comply with the b.r.name naming convention.

As the new animated levers are mouse controlled, the
need arose to be able to ‘grab’ the lever handle only
and not the rest of the animated parts. Because of this,
animated levers require a collision mesh (kind: collision-

proxy)
Take the animated fire plates for example:

fire plates

{ b.r.firebase at origin (0,0,0)%

mesh fireplates/fireplates.im
anim fireplates/fireplates.kin
auto-create 1

kind animated-lever
test-collisions O

notches 0, 1.0

notchheight 1,1

limits 0, 1.0

and insertion point

fire plates-collision-box
{
mesh fireplates/selection box/selection box.im
att-parent fire plates
att a.selection box
auto-create 1
kind collision-proxy
opacity 0
collision-parent fire plates

}

a.r.handlearm/a.selection_box
} (linked to b.r.handlearm)

The fire_plates are kind animated-lever. The mouse
cannot select this mesh as it has the test-collisions 0
tag.

Note the fire_plates-collision-box has auto-create 1

but has an opacity 0. Also, the parent mesh it defaults
to is the fire_plates. That is, you have to mouse over the
fire_plates-collision-box in order to move the fire_plates.

The a.selection_box attachment is named
a.r.handlearm/a.selection_box in Max as it is ‘linked’ to
the animated bone called b.r.handlearm

%\ b.r.handlearm

e
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Steam Cab Fire and Coal Glow Effects

These effects are generated automatically by TRS when
it finds firebox, fire, coal, and fireglow in the config.txt.

firebox

{
mesh firebox.im
auto-create 1
kind firebox
light 0
test-collisions 0

}

fire

{
mesh fire.im
auto-create 1
light 0
test-collisions 0

}

coal

{
mesh coal.im
auto-create 1
light 0
test-collisions 0

}

fireglow

{
mesh fireglow.im
auto-create 1
light 0
test-collisions 0

}

firebox mesh

Note the tag: light 0. This is because the
mesh’s lighting is dealt with differently
through code to resemble the gradual
glowing of the coal and fire heating up.

coal mesh fire mesh

firebox
This is simply a textured box. TRS controls lighting
effects when the temperature rises

fire

This is simply a few polygons with simple plannar UVW
mapping with a texture called ‘flametest2.tga’. The UVW
mapping is altered automatically by TRS to play each
frame of the fire animation.

coal

This is a simple mesh with a simple plannar UVW
mapping with a texture called ‘coalfire.tga’. The
UVW mapping is altered automaticlly by TRS as the
temperature rises.

fireglow
This is a single polygon that acts as a visible glow around
the firebox opening. The visibility is controlled by TRS.

There is no set size for any of these meshes.
fireglow mesh

fireglow mesh

flametest2.tga

coalfire.tga

Trainz Railroad Simulator 2004 - The Content Creators Guide

Version 1.03 64



KIND: PANTOGRAPH

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\pants

These are the animated mechanisms on the roof of
electric locomotives that conduct to an electric caternary
(wires) above.

Referenced by the pantograph tag in a traincar config.txt

Config.txt:

kuid <KUID2:###:#####:0>
kind pantograph
obsolete-table

{

}

username

description “ %
trainz-build 2.0
category-class AL
category-region-0 US
category-era-0 1960s

KIND: ENVIRONMENT

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Environment\

Config.txt:

kuid <KUID2:###:#####:0>
kind environment

region Britain

normal mediumclouds
storm mediumClouds Storm
night mediumClouds Night
obsolete-table {

}

username

description “ ”
trainz-build 2.0
category-class ES
category-region-0 UK
category-era-0

Breakdown for Environment Config.txt:

region
Surveyor region.

normal
Name of image file for normal sky.
File should be 256 x 256 pixel 24bit tga.

storm
Name of image file for stormy sky.
File should be 256 x 256 pixel 24bit tga.

night
Name of image file for night sky.
File should be 256 x 256 pixel 24bit tga.
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KIND: WATER2

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Environment\

Note: New animated water in TRS (kind water2)
supercedes previous UTC water (kind water).

Therefore kind water is no longer supported by
TRS.

Where a UTC map refers to an old kind water asset
it will automatically be updated to one of the new
animated water assets.

Essentially the new water system comprises of

an animated, bump-mapped, transparent surface.

The animation variables are controlled through the
water.anim.txt. The tile size and material properties are
controlled though the water.config.txt file (following page).

The following example is of Calm Water.
Choppy, Glassy and Rough water are described on the
following pages.

Calm Water

config.txt Calm Water water2a.tga Typical Water2 Directory Structure

kuid <KUID2:###:#####:0>
kind water?2

username “Glassy water”
obsolete-table {

}
description
trainz-build 2.0
category-class EW
category-region-0 UK
category-era-0

(| Enwironment
e ] Calm_twater
------- |5 Config.kxt
------- |5 waber.anim, kxt
------- |5 waker.config,kxt
o [ water2a.tga
- |3 wakerOpacity, bexkure, bxt

w oo

256 x 256 pixel 32bit tga.

water.anim.txt Calm Water Note: // indicates start of creator notes only

version 1.00
// Water DetailAnim configuration file
// Is used from DefaultWater.config.txt
DetailAnim
{
animSampleRate = 10; // Sample rate (samples per sec)
animPeriod = 5; // Looping period in sec.
animSpeed = 2.0; // Speed of waves
animSize = 128,128; // Bump map dimentions
animWorldSize = 450.0; // “Size” of one tile
animMaxHeight = 0.4; // Max height of the wave
animScaleNormXY = 4.0; // scale X,Y coordinates of the normal map for better interpolation
FFT
{
animFFTWindvec = -15.0,5.0; // Direction and speed of the wind affecting length of the waves
animPhillipsA = 1.0e-3; // Phillips spectrum constant affecting heights of the waves
animFFTSeed = 0;
}
}
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water.config.txt Calm Water Note: // indicates start of creator notes only

version 1.00

// WaterManager config data
WaterManager (“WaterManagerGeneric”)

{

WaterMaterial

{
materialColor = (0.20, 0.45, 0.45, 0.8);
materialRI = 0.3;
opacityTex = WaterOpacity.texture;
opacityAmount = 0.5;

// This is now loaded manually by Trainz
// DetailAnimFile water.anim;

// WaterGeometry config data

// Compiled DetaillAnim or text ConfigData file ‘water.anim.txt’
so Trainz can cache the anim file in a separate folder.

WaterGeometry

{
UVScrollVelocity 0.0, 0.05;
TileUVScale =1.0, 1.0;
GridSpacing = 10.0; // “Size” of one cell of the grid (is used if MaxAmp > 0)
TileGridSize =2, 2; // Number of vertices in one tile (use more if MaxBAmp > 0)
WaveFreq =0.0; //0.15;
MaxAmp =0.0; //0.25;

// Mesh animation

// TileGridSize =3, 3; // Number of vertices in one tile (use more if MaxBAmp > 0)

// WaveFreq = 0.15;

//  MaxAmp = 0.25;

}

Choppy Water

Notation removed for clarity
config.txt Calm Water

water.anim.txt Choppy Water

water.config.txt Choppy Water

kuid <KUID2:###:####4:0> version 1.00
kind water?
username “Choppy water” DetailAnim
obsolete-table { {
} animSampleRate = 10;
description “ ” animPeriod = 5;
trainz-build 2.0 animSpeed = 5.0;
category-class EW animSize = 128,128;
category-region-0 UK animWorldSize = 450.0;
category-era-0 animMaxHeight = 1.0;
animScaleNormXY = 4.0;
FFT
{
animFFTWindVec = -15.0,5.0;
animPhillipsA = 1.0e-3;
animFFTSeed = 0;
}
}

version 1.00
WaterManager (“WaterManagerGeneric”)
{
WaterMaterial
{
materialColor = (0.20, 0.45, 0.45,
materialRI = 0.3;
opacityTex = WaterOpacity.texture;
opacityAmount = 0.5;
}
}
WaterGeometry
{
UVScrollvVelocity = 0.0, 0.05;
TileUVScale = 1.0, 1.0;
GridSpacing = 10.0;
TileGridSize = 2, 2;
WaveFreq = 0.0;
MaxAmp = 0.0;
}

0.8);
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Glassy Water

Notation removed for clarity
config.txt Glassy Water

kuid <KUID2:###:####4#:0>
kind water?2

username “Glassy water”
obsolete-table {

}
description
trainz-build 2.0
category-class EW
category-region-0 UK
category-era-0

w o

Rough Water

Notation removed for clarity
config.txt Rough Water

kuid <KUID2:###:####4#:0>
kind water?2

username “Rough water”
obsolete-table {

}
description
trainz-build 2.0
category-class EW
category-region-0 UK
category-era-0

w o

water.anim.txt Glassy Water

version 1.00

DetailAnim

{

animSampleRate = 1;
animPeriod = 1;
animSpeed = 1.0;
animSize = 128,128;
animWorldSize = 450.0;
animMaxHeight = 0.0;
animScaleNormXY 4.0;

FFT

{
animFFTWindvVec = 0.0,0.
animPhillipsA = 1.0e-3;
animFFTSeed = 0;

0;

water.anim.txt Rough Water

version 1.00

DetailAnim

{
animSampleRate = 10;
animPeriod = 5;
animSpeed = 5.0;
animSize = 128,128;
animWorldSize = 450.0;
animMaxHeight = 2.0;
animScaleNormXY 4.0;

FFT

{

animFFTWindvVec = -12.0,4.0;
animPhillipsA = 1.0e-3;
animFFTSeed = 0;

}

water.config.txt Glassy Water

version 1.00

WaterManager (“WaterManagerGeneric”)
{
WaterMaterial
{
materialColor = (0.20,
materialRI = 0.3;

0.45,

opacityTex = WaterOpacity.texture;

opacityAmount = 0.5;

WaterGeometry

{
UVScrollvVelocity = 0.0, 0.05;
TileUVScale = 1.0, 1.0
GridSpacing = 10.0;
TileGridSize 2, 2;
WaveFreq = 0.
MaxAmp = 0.0;

’

0;

water.config.txt Rough Water

version 1.00

WaterManager (“WaterManagerGeneric”)
{
WaterMaterial
{
materialColor = (0.20,
materialRI = 0.3;

0.45,

opacityTex = WaterOpacity.texture;

opacityAmount = 0.5;

WaterGeometry

{
UVScrollvVelocity = 0.0, 0.05;
TileUVScale = 1.0, 1.0
GridSpacing = 10.0;
TileGridSize 2, 2;
WaveFreq = 0.
MaxAmp = 0.0;

’

0;

0.45,

0.45,

0.8);

0.8);
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KIND: MAP

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\maps\

The config.ixt for maps are automatically generated by
TRS Surveyor.

You can add a soundscript to the config if desired such as
the example below. Refer Soundscripts.

Config.txt :

kind map
kuid <KUID2: ###:#####:0>
username Britain
workingscale 0
workingunits O
water <KUID:-1:8009>
region Britain
soundscript
{
morning
{
ambient 1
value-range 1, 0.1
volume 0.3
sound
{
ctry day 1l.wav
}
}
night
{
ambient 1
value-range 0, 0.9
volume 0.3
sound
{
night loop.wav
}
}

KIND: PROFILE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\profiles\

A Profile is otherwise known as a Session in TRS.

You can now create multiple Sessions in Surveyor for

a single route with different consists, starting points,
industry outputs etc. You may have different sets of trains
in each different session.

The config.txt and profile.dat files for Profiles are
automatically generated by TRS Surveyor and generally
shouldn’t be edited.

KIND: GROUNDTEXTURE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Ground\

These are the text.

Config.txt :

kuid <KUID2:###:#####:0>

kind groundtexture

region Britain

obsolete-table

{

}

clutter-mesh <KUID2:###:#####:0>

username
description
trainz-build 2.0
category-class GL
category-region-0 UK
category-era-0

w

Breakdown of Groundtexture Config.txt:

region
Surveyor region.

clutter-mesh
Not a requirement. Optional only. See below.

GROUNDTEXTURE CLUTTER MESH

Ground textures can now reference a mesh and insert
the mesh automatically as the ground is painted. Painting
over a clutter-mesh ground texture effectively deletes the

clutter meshes and texture.

The mesh it refers to is can be standard scenery object or
kind mesh.

Clutter-meshes must have only one Max material
assigned to it only. Polycounts must be very low.

Note: The draw distance is very short for clutter-mesh
assets. We suggest only scrubs or grasses be used like
the example below.

Ground Clutter Mesh
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KIND: SCENERY

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\scenery\

The example right shows how flexible the mesh table can
be. Note: This asset has 2 animations. One as part of he
default mesh, and another external mesh inserted into an
attachment point within the default mesh (the radar).

Note we no longer need the UTC tag autoanimation 1
as all animations are now referenced through the
mesh-table.

The night mesh (default-night) has also changed from
UTC. It too is now referenced through the mesh-table.

Breakdown of Scenery Config.txt:

region
Surveyor region.

type
Surveyor type.

light

Sets lighting to be used for object to be ambient or
directional. 0 sets ambient lighting and object is light
by general light value, 1 sets directional light which is
affected by the position of the sun.

nightmode
Only add this tag if you reference a default-night mesh in
the mesh-table.

Values: home, lamp or constant.

Home switches on night effect at dusk and off sometime
during the night. Lamp switches the night effect on from
dusk to dawn. Constant lights are on day and night.

attached-track (optional)
Auto-generated spline track. Generated through
attachment points located within the default mesh.

Attached-tracks update automatically to the spline track
connected to it. You may over-ride this auto-update
feature by adding useadjoiningtracktype 0

Note. Correct track end attachment orientation is
essential. The Y axis must point ‘out’ at the correct angle.
the Z axis must point ‘up’.

corona and name E.g.

effects (optional) attached-track
Refer Effects {
- Page 13 track0
{
track <KUID:-3:15>
useadjoiningtracktype 0
vertices
{
0 a.trackOa
1 a.trackOb

}

Typical Scenery Config.txt :

kuid <KUID2:###:#####:0>
kind scenery
region Britain
type Buildings
light 1
nightmode home
username
kuid-table(
}
obsolete-table {
}
mesh-table
{
default
{
mesh scenery asset.im
anim anim.kin
auto-create 1
animation-loop-speed 1
effects
{
0
{

kind name

fontsize 0.15
fontcolor 30,30,30
att a.name0

name name

kind corona
att a.coronawhite
frequency 1
directional 0
texture-kuid <KUID:-3:10111>
}
}
}
default-night
{
mesh night.im
night-mesh-base default
}
radar
{
mesh radar/radar.im
anim radar/radar.kin
att a.radar
att-parent default
animation-loop-speed 1.0
}
}

attached-track
{
track 0
{
track <KUID:-1:15>
vertices
{
.trackOa
.trackOb
.trackOc
.trackOd

w N = o
AUV

}
}

}
description
trainz-build 2.0
category-class FS
category-region-0 UK
category-era-0

w o
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SCENERY MOVEMENT VARIABLES

snapgrid n
Where n is a value in meters. This lets you specify the
size of the grid the object snaps to.

We recommend factors/fractions of 720 as this is the size
of a base board and the positioning may do funny things

across section borders. eg 1, 2, 5, 10, 20, 30, 40, 45, 60,

80, 90, 120, 180, 240, 360, 720.

The default snapgrid is 10. See snapmode (next page) on
how to enable grid snapping.

rotstep n

Where n is a value in degrees. This lets you specify the
step size of rotation angles for this object. Other example
values are 1, 10, 20, 90, 180 efc.

The default rotstep is 1.0

snapmode n
Where n is either O (default) , 1 or 2. Use snapmode to
enable snapping of a scenery object to the snap grid.

O will disable grid snapping (default)
1 will enable grid snapping
2 will enable an offset grid snapping.

Offset grid snapping will cause objects to be snapped to
the grid but will also offset the object’s position by ¥ the
grid size — essentially positioning the object in between
the normal grid lines.

See snapgrid (previous page) on how to set the snap grid
size from the default of 10 meters.

Note: In TRS, you can now hold down the control key
while moving object’s to snap them to the default grid of

10 meters.

rotate n

Where n is 0 or 1 (default). This lets you disable rotation
on a scenery object.

0 to disable

1 to enable (default).

rotate-yz-range min, max

eg: rotate-yz-range —90, 90

Where min and max are values in degrees. This tag lets
you set the roll / yz rotation range (normal object rotation
is an xy rotation). If you want your scenery object to
support rolling then use this tag to set the minimum and
maximum roll range. By default, objects have a min/max
roll range of 0 to 0.

rolistep n

Where n is a value in degrees. Used in conjunction with

rotate-yz-range, rollstep lets you specify the step size of
roll angles for this object. Other example values are 1, 5,
20 etc. The default rollstep is 1.0.

height-range min, max
eg: height-range —10, 100
Where min and max are values in meters.

This allows you to specify the minimum and maximum
height ranges for when adjusting the height of this object
with the new “Adjust Height” tool in Surveyor’s ‘Object
Tools’ panel. All scenery objects have a default min/max
height range of 0 and 0. le They do not (by default) allow
you to adjust the height.

Adding a height range is particularly useful for ships/
buoys (placed on water) and for Station accessories.

NOTE: ANIMATION EVENTS

Sounds events and generic events can be linked to an
animation key-frame to give great control over sound
and script timing for industry and scenery assets.

http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Animation_Events.zip
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KIND: INDUSTRY

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\scenery\

An industry is best described as a scenery asset with
product processing functionality. Industry assets interact
with compatible rollingstock assets through their script
file. *See note at bottom of page,

Tags that apply in a scenery asset may also apply in an
industry asset. See Kind Scenery|

We haven’t included any config or script files in this
section because all TRS released industry config.txt files
and script files (.gs) are available for reference in the
Trainz Railroad Simulator 2004 User Activity Creation
Guide, which forms part of the TRS2004 installation.

The default location for the guide:
C:\Program Files\Auran\TRS2004\Scripts\docs\index.chm
Refer: ‘Asset source’ within the guide.

Overview

All TRS industries have attached-tracks, attached-
triggers, queues and processes to input or output
products (or commodities).

Attached-track (required)
As per Scenery description. Attached tracks are setup in
an industries config.txt.

Attached-trigger (required)

A Trigger is a point along an attached track with a
specified radius. When a compatible rollingstock
item enters this radius it triggers a set of commands,
controlled through its script.

A trigger is setup setup in an industries config.txt.

Queues (required)

The queues field states which product or products the
industry can use. It contains the size of each product, the
initial count when placed, and can refer to it’s visual load
state whether through a load animation or attachment.
Any load animations are set-up within the mesh-table.

Processes (required)

The input and output settings of the industry.

You can specify the amount of input and output for each
queue referenced product as well as the duration (or rate)
in seconds for that process to take place.

All queues and processes are linked through the industry
asset’s script file.

Industry functionality

Perhaps the most simple examples of industry
functionality are the TRS released Coalmine and the
Powerstation assets.

When the coal hopper enters the trigger radius of the
coalmine loading bay, it's script interacts with the hoppers
own script. Particle effects (pfx) from the coalmine
visually display the coal entering the hopper and the
hopper animated load rises to show it’s full state. The
coalmine’s own animated load pile reduces as does it's
commodity level.

Similarly, when the full hopper enters the Powerstation
trigger radius, the hopper’s animated load lowers, the
side doors open and the pfx on the hopper itself initiate.
The animated load on the Powerstation increases and it’s
commodity level increases.

The hopper pfx, and the animated doors are both
controlled by the hopper.gs script file.

Refer: IN-GAME VISUALISATION OF PRODUCTS
Page 17.

NOTE: ANIMATION EVENTS

Sounds events and generic events can be linked to an
animation key-frame to give great control over sound
and script timing for industry and scenery assets.
http://www.auran.com/TRS2004/downloads/contentcreation/
TRS2004_Animation_Events.zip

NOTE: PREVIEW WINDOW ICONS

Auran released Industry assets (and industry
compatible assets) have an additional tag in their
config: icon0O <KUID:-3:10164>

The kuid is of a kind texture and the icon texture
itself is a 32x32 pixel - 32bit tga file and you may
have up to 4 (icon0, icon1, icon2 and icon3)

the forums.

* Note: The increasing use of scripts in TRS adds huge flexibility and control to assets and their functionality.

Adding scripts on a per asset basis is a logical progression in the development of Trainz. However, we do
understand that most 3D modelers do not know a great deal about scripts let alone how to write them. With the
release of TRS, we are really dawning on a new era in Trainz custom content creation.

Because of this, we recognise there will need to be far more collaboration and group efforts for custom industry
asset creation. There are several very good script writers in the Trainz content Creation community. Just ask around
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KIND: FIXEDTRACK

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Fixedtrack\

A fixedtrack in TRS could be likened to a model train
sectional track system. They snap into position when
moved onto another track in Surveyor.

Technically, all a fixedtrack comprises of is a mesh asset
with an attached track (or tracks) and surveyor only
rendered arrows so the user knows where the fixedtrack
starts and ends.

The model comprises simply of a few attachment points
(using the a.name naming convention) set-up accurately
in Max or Gmayx, and a single invisible polygon to allow
exporting, and for in-game asset selection.

Note. Correct track end attachment orientation is
essential. The Y axis must point ‘out’ at the correct angle.
The Z axis must point ‘up’. Mid points just need to be in
the correct spline path. See diagram below.

TRS released fixedtracks comprise of only curved and
straight sections. Crossings and junctions are easily
created using the attached-track set-up.

For crossings, just create two attached-track fields.
For junctions do the same but use one of the attachments
twice as shown below (where a.trackOa is used twice).

attached-track
{
track0
{
track <KUID:-1:15>
useadjoiningtracktype 0
vertices
{
0 a.trackOa
1 a.trackOb
2 a.trackOc

username FT 10 Deg 700m Rad

kind fixedtrack

kuid <KUID:####: #####44>

region Fixed track

type Fixed track
preview-mesh-kuid <KUID:-3:10099>

mesh-table
{
default
{
mesh 10-700.im
auto-create 1
effects
{
arrow0
{
kind attachment
att a.trackOa
default-mesh <KUID:-3:10092>
surveyor-only 1
}
arrowl
{
kind attachment
att a.trackOe
default-mesh <KUID:-3:10092>
surveyor-only 1

}

attached-track
{
track0
{
track <KUID:-1:15>
vertices
{
0 a.trackOa
1 a.trackOb
2 a.trackOc

When a spline track is attached to a fixedtrack the
fixedtrack will update to the attached track type. (unless
useadjoiningtracktype 0 is used as shown left)

The arrows are inserted at each end as a kind

} a.trackOc

}

y attachment - referenced by the arrow’s KUID:
<KUID:-3:10092>

trackl Ly

{ a.trackOb y X
track <KUID:-1:15> y Each fixedtrack asset needs a preview-mesh
vertices | X trackib a spline tracks will not render in the Preview
{ X window.

0 a.trackOa é,trackla

1 a.trackla
2 a.tracklb

X
} } a.track0a|
}

y

A preview-mesh can simply be setup as a
kind mesh. This way the preview-mesh will
never be selectable or seen in Surveyor.

Default fixedtrack preview mesh kuids:
+ STRAIGHT <KUID:-3:10154>
+ CURVE <KUID:-3:10099>
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KIND: TRACK - RAILS chunky_info

Default location: These values (in metres) define the shape of the
C:\Program Files\Auran\TRS2004\World\Custom\track\ mesh created for the track. See drawing below:

This is used for creating rails.

kuid <KUID:###:#####>
kind track
region Britain
type Rails 1 R M
rgb 255,200,0 ~% | t | Y
length 4 <¥ Nt w 0,0,0 (Origin)
istrack 1
width 4 C
chunky mesh mstand tex B
chunky info 0, 2, 1.2, 0.2, 0.85, 0.3, 0.7 [
kuid-table
{
0 <KUID: ###:#####>
1 <KUID:###:####4> chunky info 0, 2,1.2,0.2,0.85,0.3,0.7
} chunky info A, B, C, D, E, F G
obsolete-table -
{
}
username
description
trainz-build 2.0
category-class TR
category-region-0 UK
category-era-0

Config.txt : ‘,.L._

ASURERNY

Breakdown:

type
Surveyor type.

region
Surveyor region.

rgb
Colour used for display in mini map.

length
Length of track piece.

istrack
Sets whether the track is a rail for trains or not.

1 = This is a rail track

width
Width of track in meters.

chunky_mesh
Name of texture to apply to rail.
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KIND: TRACK - ROAD

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Track\

This is used for creating roads.

config.txt:

kuid <KUID:###: ##H##>
kind track

region Australia
length 5

grounded 0.4

istrack O

width 7.9

bendy 1

isroad 1

carrate 55

uncached alphas 1
obsolete-table

{

}

username
description
trainz-build 2.0
category-class SR
category-region-0 AU
category-era-0

ASURERNY

Breakdown:

length
Length of track segment in meters

grounded
Height in meters for the road to be offset from terrain

istrack
0 = This is not rail tracks

width
Width of track mesh in meters.

bendy

Switches how track is bent on corners, set as 1 allows
the mesh to be deformed as the spline is bend around
corners.

isroad
Specifies track is a road with cars, set to 1 for cars to
appear on road.

carrate
Defines traffic density on road (minimum seconds
between each car generated).

0 = No traffic.
Number must be greater than 3.

uncached_alphas

This is used in certain situations to improve alpha sorting.
This should only be set to 1 for tracks that use an alpha
texture and are always placed flat near the ground.
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KIND: BRIDGE - BRIDGE

Default location:

C:\Program Files\Auran\TRS2004\World\Custom\track\

or

C:\Program Files\Auran\TRS2004\World\Custom\splines\

This kind is used for creating road and rail bridge.

Config.txt :

kuid <KUID:###:#####>
kind bridge
type Bridges
region Britain
length 20
bridgetrack <KUID:-1:100395>
trackoffsets -2.5,2.5
height -8
rgb 200,100,0
casts shadows 1
istrack 1
initiator dark stone arch 2t start
terminator dark stone arch 2t end
endlength 40
kuid-table {

O <KUID:###:#####>

1 <KUID:###:####4>
}
obsolete-table {
}
username
description
trainz-build 2.0
category-class TB
category-region-0 UK
category-era-0

woor

Breakdown:

type
Surveyor type — eg. bridge, tunnel or rail.

region
Surveyor region.

length
Length in meters of each bridge piece.

bridgetrack

casts_shadows
Defines whether or not the shadows are cast.

0 = shadows off
1 = shadows on

If shadows are on there needs to be a bridge_shadow.im
model in a subfolder for the bridge and the initiator and
terminator segments (if they are used).

istrack
0 = This is a road bridge
1 = This is a rail bridge

Initiator
Name of model to use at start of bridge, placed in
subfolder with same name.

terminator
Name of model to use at end of bridge, placed in
subfolder with same name.

endlength
Length in meters of the initiator and terminator models.

Kuid for the type of rail or road used on bridge.

trackoffsets

Distance in meters the rail/s are attached to the center of
the bridge spline. Any number of tracks can be attached
to the spline, only splines with the same track offsets can
be connected together.

height
Height from the track level to the base of the bridge
supports, should be negative for bridges.

rgb
Colour used for display in mini map.
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KIND: BRIDGE — TUNNEL

Default location:

C:\Program Files\Auran\TRS2004\World\Custom\track\

or

C:\Program Files\Auran\TRS2004\World\Custom\splines\

This kind is used for creating road and rail tunnels.

Config.txt :

kuid <KUID:###:####4>

kind bridge

type Tunnels

region Australia

length 20

bridgetrack <KUID:###: #####>
trackoffsets -4.5, 4.5

Colour used for display in mini map.
istrack

0 = This is a road bridge

1 = This is a rail bridge

Initiator
Name of model to use at start of bridge, placed in
subfolder with same name.

terminator
Name of model to use at end of bridge, placed in
subfolder with same name.

endlength

Length in meters of the initiator and terminator models.

height 8
rgb 180, 180, 180
istrack 1
initiator oz tunnel start
terminator oz tunnel end
endlength 20
kuid-table
{

0 <KUID:###:####4>

1 <KUID: ###:#####>
}
obsolete-table
{
}
username
description
trainz-build 2.0
category-class TB
category-region-0 AU
category-era-0

ASURERNY

Breakdown:

type
Surveyor type — eg. bridge, tunnel or rail.

region
Surveyor region.

length
Length in meters of each bridge piece.

bridgetrack
Kuid for the type of rail or road used on bridge.

trackoffsets

Distance in meters the rail/s are attached to the center of
the bridge spline. Any number of tracks can be attached
to the spline, only splines with the same track offsets can
be connected together.

height

The height value for tunnels should be positive and
greater than the height of the ceiling of the tunnel, but
less than the height of the tunnel entrance structure.

rgb
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KIND: BRIDGE — DOUBLE TRACK

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\track\

This kind can also be configured to create splines that
can be used for placing two or more tracks using the
trackoffsets tag.

Config.txt :

kuid <KUID:###:####4>
kind bridge
type Rails
region Australia
length 20
bridgetrack <KUID:-1:100396>
trackoffsets -2.5,2.5
height 0O
rgb 255,200,0
istrack 1
kuid-table {
0 <KUID: ###:#####>
1 <KUID: ###:#####>

}

obsolete-table {
}

username
description
trainz-build 2.0
category-class TB
category-region-0 UK
category-era-0

w oo

Breakdown:

type
Surveyor type — eg. bridge, tunnel or rail.

region
Surveyor region.

length
Length in meters of each bridge piece

bridgetrack
Kuid for the type of rail used on bridge.

trackoffsets

Distance in meters the rail/s are attached to the center of
the bridge spline. Any number of tracks can be attached
to the spline, only splines with the same track offsets can

be connected together.

height
0 is used for double tracks.

rgb
Color used for display in mini map

istrack
0 = This is a road bridge
1 = This is a rail bridge

KIND: MOSPEEDBOARD

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\trackside\

This is a speed limit sign.

Config.txt;

kuid <KUID:###:#####>
kind mospeedboard
trackside -2.5
speedlimit 5.56
obsolete-table {

}

username
description
trainz-build 2.0
category-class WS
category-region-0 UK
category-era-0

w o

Breakdown:

trackside

This is a value that is the distance in meters the object is
placed relative to the center of the track. Negative values
will put the object on the left side of the track, and positive
values will appear on the right.

Speedlimit
This value is the maximum speed allowed in meters per
seconds.

Note:

To convert miles per hour to meters per second multiply by a
conversion factor of 0.447.

E.g. 10mph is 4.47 m/s.

To convert kilometers per hour to meters per second multiply
by a conversion factor of 0.278.
E.g. 10kph is 2.78m/s.
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KIND: MOSIGNAL

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\trackside\

The standard light signals in TRS.0

Config.ixt

kuid <KUID:###:#H###>
kind mosignal
mesh-table
{
default
{
mesh signalname.im
auto-create 1
effects
{
0
{
kind name
fontsize 0.15
fontcolor 30,30,30
att a.name0
name name
}
}
}
}
light 1
trackside -2.7
function TrackSignal
region Britain
obsolete-table
{
}
username
description
trainz-build 2.0
category-class WA
category-region-0 UK
category-era-0

ASURERNY

Breakdown:

region
Surveyor region.

light

Sets lighting to be used for object to be ambient or
directional. 0 sets ambient lighting and object is light
by general light value, 1 sets directional light which is
affected by the position of the sun.

trackside
Origin offset from track center expressed in metres.

function
Must be set to TrackSignal

Note: All editable signage must use the effect - name
set-up when a mesh-table is used. Refer Effects Page 13.

SIGNALS

The next section of the config explains which aspects
the signal is capable of displaying, and also which light
points are activated when each state is displayed. The
supported aspects are configured by reference number
as follows...

STOP

STOP THEN PROCEED
CAUTION AND LEFT DIVERGE
CAUTION AND RIGHT DIVERGE
CAUTION

PROCEED AND LEFT DIVERGE
PROCEED AND RIGHT DIVERGE
ADVANCED CAUTION
PROCEED

O~NOO AP, WN -0

The following two aspects are only used for scenarios....

9 SLOW
10 MEDIUM SPEED

The aspect section of the config.txt is arranged as
follows.....

signals

{
0

{
light 7
}

light 6,0,1,2,3,4

light 6
}
(don’t forget the ‘space’ between the number and bracket)

Looking at the example above, under the heading
‘signals’ we see the states the signal is capable of
displaying in the left column. From this extract we can
see that this signal is capable of displaying aspects 0, 2
& 4.

When aspect 0 (stop) is displayed, light point 7 is
activated.

When aspect 2 (caution left) is displayed, light points
6,0,1,2,3,4 are activated

When aspect 4 (caution) is displayed, light point 6 is
activated.
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LIGHTS

Each light point needs to have a corona associated with
it. Coronas are stored in each signal object’s directory
alongside it’s textures. Examples have been packaged
within the zip file this document was located.

lights

{

corona corona white.tga

corona corona white.tga

corona corona white.tga

corona corona white.tga

corona corona white.tga

corona corona_green. tga

corona corona_yellow.tga

corona corona_red.tga

corona corona white.tga

corona corona white.tga
}

(dont forget the ‘space’ between the
number and bracket)

Looking at the example above, under the heading ‘lights’
we see the light points that are attached to the 3D model.

This model has 10 of them, they are named a.light0 to
a.light9.

From the signals section we know that when aspect 0
(stop) is displayed, light point 7 is activated.

Looking at the extract left...
When light point 7 is activated, it displays corona red.

When aspect 2 (caution left) is displayed, light points
6,0,1,2,3,4 are activated

When light point 6 is activated, it displays corona_yellow.

When light points 0 — 4 are activated, each displays
corona_white.

Signal placement is very important for correct operation
of the system. There are some rules to consider while
signaling your map which if not observed may cause
problems with getting the correct aspects to display.

There are also various departures from prototypical
operation which should be considered when designing
new signaling, and also when installing it into a map.

Please refer to the Signaling document for further details.
Default location:

C:\Program Files\Auran\TRS2004\Docs\manuals_cd\
manuals\Signaling_Guide.pdf
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KIND: MOJUNCTION mode0

Default location: The model name, located in subfolder, of the initial

C:\Program Files\Auran\TRS2004\World\Custom\trackside\ Junction. Example refers to a file lever1\lever1.im
This is used for creating junction control levers. mode1

The model name, located in subfolder, of the switched
Config.txt : junction. Example refers to a file lever2\lever2.im

kuid <KUID:###:####4> i
kind mojunction soundscnpt
mesh-table Soundscripts for mojunction objects can be activated with
{ toggle trigger message as in example.
default
{
mesh signalname.im
auto-create 1
}
}
region Australia
trackside 2
light 1
mode(0 leverl
model lever?2
soundscript
{
toggle
{
trigger toggle
distance 5, 100
nostartdelay 1
repeat-delay 1
sound
{
points.wav
}
}
}
obsolete-table
{
}
username
description
trainz-build 2.0
category-class WX
category-region-0 AU
category-era-0

AU

Breakdown:

region
Surveyor region.

trackside

This is a value that is the distance in meters the object is
placed relative to the center of the track. Negative values
will put the object on the left side of the track, and positive
values will appear on the right.

light

Sets lighting to be used for object to be ambient or
directional. 0 sets ambient lighting and object is light
by general light value, 1 sets directional light which is
affected by the position of the sun.
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KIND: MOTURNTABLE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\scenery\

This is a turntable object.

Config.txt :

kuid <KUID:###:####4>
kind turntable
region Australia
type Trackside
mesh-table
{
default
{
mesh turntablebase/turntablebase.im
auto-create 1
}
turntable
{
mesh platform/platform.im
auto-create 1
}
}
light 1
mode0 oz turntable2
model oz turntable2 spinner
angle 0,165,180,345
track <KUID:-1:100966>
snapmode 2
dighole 3,3
kuid-table
{
0 <KUID: ###:####4#>
1 <KUID: ###:#####>
}
obsolete-table
{
}
username
description
trainz-build 2.0
category-class TR
category-region-0 AU
category-era-0
kuid-table {
0 <KUID: ###:#####>
1 <KUID:###:####4>

AU

}

obsolete-table {
}

username
description
trainz-build 2.0
category-class TR
category-region-0 AU
category-era-0

w o

Breakdown:

type
Surveyor type.

region
Surveyor region.

default (Previously modeO for pre-TRS releases)
The name of the main turntable object, now referenced
from the mesh-table.

turntable (Previously mode1 for pre-TRS releases)
Name of the rotating turntable part, now referenced from
the mesh-table.

light

Sets lighting to be used for object to be ambient or
directional. 0 sets ambient lighting and object is light
by general light value, 1 sets directional light which is
affected by the position of the sun.

angle

Specifies the angles at which the turntable stops.
NOT USED IF THE TURNTABLE IS SET UPAS AN
AMINATION SEE BELOW.

track
Kuid for track to be attached to turntable

shapmode

Specifies the alignment of the turntable to the surveyor
grid. 1 = origin snaps to grid (use for removing even
dighole values), 2 = origin snaps to the center of a grid
square (use for odd dighole values).

dighole

Specifies the number of grid segments (length, width) to
be removed from the surveyor grid to accommodate the
turntable pit.

ANIMATED TURNTABLES

Turntables can now be set up as an animation.
Keyframes can be specified as the stopping points much
like ‘angles’ above. Use attached-tracks at keyframe
points. See Test Asset example:http.//www.auran.com/
TRS2004/downloads/contentcreation/TransporterTestAsset.zip

keyframes
Specifies where on the animation the turntable is to
stop.

frame-rate
Generally make this 30 (frames per second)

kuid <KUID:44179:60004>
region Australia

light 1

kind turntable

type Trackside

username transporter
track 100966

snapmode 1

dighole 4,8

keyframes 0,100,201,300,400,601
looping O
frame-rate 30

nightmode home
interior <KUID:44179:55002>
mesh-table
{
default
{
mesh trans base/trans base.im
auto-create 1
}
turntable
{
mesh trans platform/trans platform.im
anim trans platform/anim.kin
}
}

Etc.
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KIND: MOCROSSING

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\scenery\

This is a level crossing. Note the track and road types are
specified in the attached-track and the mesh itself is with
in the mesh-table.

Config.ixt :

kuid <KUID:##4#:####4>
kind mocrossing
mesh-table

{

{
track
{
track <KUID:-1:15>
vertices
{
0 a.trackOa
1 a.trackOb
}
}
road
{
track <KUID:-1:100409>

}
<KUID:-1:100396>
road <KUID:-1:100409>
kuid-table
{
0 <KUID:###:####4>
1 <KUID: ###:#####>
}
obsolete-table
{
}
username
description
trainz-build 2.0
category-class TR
category-region-0 AU
category-era-0

w oo

Breakdown:

type
Surveyor type.

region
Surveyor region.

default
{ - Meshes kuid <KUID:-3:10092>
mesh crossingname.im =l [ | arrow kind mesh
auto-create 1 . La aFFOLim mesh-table
} , {
) e | config,kxk default
region Australia {
type Trackside | e | red.kexbure, bt nesh arrow. im
attached-track | b Ua red.tga auto-create 1

KIND: MESH

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\meshes\

These are meshes that are never referenced through
Surveyor panels but are referenced by kuid from another
asset.

It could be referenced through the preview-mesh-kuid tag
(like the airport does) or as a kind attachment effect like
that of fixed-tracks.

Typical mesh config.txt

KIND: TEXTURE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\textures\

You can now reference a simple texture as an asset.
These can be referenced by kuid for use as a custom
corona or preview window icon for example.

vertices
{ Typical mesh config.txt
0 a.roadla [ | textures
1 a.roadOb : kind texture
) = || redcorona kuid <KUID:-3:10112>
}

- [ config.txt——
e B redoorona.bexture. bkt
| redcorona.kga

KIND: TEXTURE-GROUP

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\textures\

A texture-group is basically a database of textures - a list
of textures, intended for doing texture substitution from
the scripts.

The ONLY use for this asset is for reference by the script
function “SetFXTextureReplacement”. If you are not a
script creator don’t worry about this kind ;)

A typical example of where this could be a digital readout
in a cabin.

kind texture-group
username “My texture group”
kuid <KUID: ##:######>
textures

{

0 “foo.texture”

1 “bah.texture”

2 “tay.texture”

}
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KIND: ACTIVITY

Default location:

C:\Program Files\Auran\TRS2004\World\Custom\scenarios\
An activity is a scripted scenario.

Config.txt :

kind activity
kuid <KUID:-14:160>
username Highland Valley (DCC)

scriptlibrary SP3S1DCC
scriptclass SP3S1DCC

driver-settings

{
autopilotmode 0
startingtime 0.4
timerate 1
deraillevel 0
showhelp 0
controlmethod 0
weather 3
changeability 1

}

kuid-table

{
highland valley <KUID:-12:132>

f7 sfred <KUID:-1:1>

atsf chair <KUID:-1:100160>

atsf pullman pine <KUID:-1:100163>

atsf baggage <KUID:-1:100159>

cflow fert <KUID:-1:100012>

prr_fm tuscan <KUID:-1:100017>

40ft boxcar <KUID:-1:100085>

pdhc_babyruth <KUID:-1:100066>

4bhopper il <KUID:-1:100929>

50ft boxcar <KUID:-1:100086>

gatx pennsalt <KUID:-1:100092>

60ft boxcar <KUID:-1:100087>

sd40 2 santafe <KUID:-1:100871>

4bhopper il coal full <KUID:-1:101224>

foundry car <KUID:-1:101220>
}
description “Take contol of the morning
passenger service to Highland Valley stopping
at all stations and return to Greenwood. Bad
weather is forecast so drive with care.

Service Highland Valley Passenger
Train No. : 7528
Consist F7A + 5 cars

Weight in Tow : 300t
Total Length 490" "

Breakdown:

username
Name of scenario displayed in TRS.

scriptlibrary
The name of the .gsl (compiled script) library on disk,
without the “.gsl” extension.

scriptclass
The name of the scenario class within the script file.

driver-settings{}

Specify the settings of this scenario, similar to Driver’s
‘settings’ screen. Allows you to set the weather, control
method (0 — dcc, 1 — cabin controlled) etc.

autopilotmode 0=of
1=on

startingtime 0..1 (0.5=midday)

timerate 1=real-time

0O=none
1=arcadE
2=realistic

deraillevel

0=ofF
1=on

showhelp

0=dcc
1=cabin

controlmethod

O=clear
1=cloudy
2=drizzle

3=rain

4=stormy
5=light snow
6=medium snow
7=heavy snow

weather

0=none
1=periodic
2=extreme

changeability

kuid-table{}
A list of named assets used in the scenario. Scripts refer
to assets (eg trains) by the names in this table.
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Trainz Railroad Simulator 2004

CHAPTER 4

Modeling Guidelines and
Directory Structure

The purpose of this chapter is to assist the production and installation of custom TRS assets. We are
assuming that third party developers have a sound knowledge of 3DS Max or Gmax and therefore only give
references to model requirements, rather than a modeling tutorial.

Trainz Railroad Simulator 2004 - The Content Creators Guide Version 1.03 85



TRAINS
3D STUDIO MAX AND GMAX
MODEL GUIDELINES:

Download Source files from the Trainz Website

POLYGON LIMITS:

Train body polygon recommendations (excluding bogies)
Diesel loco = 3500-9000 polygons.

Steam loco = Up to 12000 polygons.

As a general rule of thumb, less is always better! ©

The front end of the train body should be on the LHS
when displayed in the RIGHT viewport.

Train body shadow polygon recommendations = Less
than 1000 polygons modeled to the same basic shape
and 3D space as the body. No attachments are required
within the shadow file.

ATTACHMENT POINTS:
(MAX & GMAX: ‘Create’ tab, ‘Helpers’, ‘Point’)

To maintain correct alignment, attachment points should
be created in the TOP viewport.

These are ‘points’ in 3D space giving information on
various aspects of the train as follows:

a.limfront

» Marks the front of the train, used for coupling

Should be roughly the same distance from origin as
a.limback

» Bogeys can be further forward than a.limfront if desired
+ Determines the forward headlight position

+ Height above origin (or Z) = 0.89m (2’ 10.8”)

a.limback

» Marks the rear of the train, used for coupling
+ See a.limfront

+ Height above origin (or Z) = 0.89m (2’ 10.8”)

a.bog0

» Front bogey attachment

+ Used for positioning the train on the track

+ Positioned at absolute centre of front bogey

a.bog1

» Rear bogey attachment

» Used for positioning the train on the track

« Positioned at absolute centre of rear bogey

a.bog* (2, 3, etc)
» Any other bogey attachments

a.exhaust* (0, 1, efc..)
» Smoke generator attachments (where needed)

a.light* (0, 1, etc..)
« Light “corona” attachments

a.ditch* (0, 1, etc..)
Ditch light “corona” attachments

a.cabfront
« Attachment point for the front cabin of a loco
* Located at the centre of cabin

a.cabback

 Attachment point for the rear cabin of a loco. Use this
for dual cab locomotives.

 Located at the centre of cabin

» Front/back cab toggled using the ‘c’ key when using the
internal camera mode.

a.pant* (0, 1, etc..)
 Attachment point for pantographs (where needed. le
Electric locos)

a.driver® (0, 1, etc..)
Attachment point for driver mesh

a.outsideview* (0, 1, etc..)

» These are located external of the loco body mesh.

» The camera is positioned to face the negative Y
direction of the attachment.

Toggled using [ and ] using the internal camera mode
after default interior camera view(s).

On addition to these, you may add any other attachments
so long as they use the a.name naming convention.
These can be used as steam or smoke points, or as an
attachment position for another mesh or animated mesh.

All additional smoke and mesh attachment points are
referenced through the Loco’s config file. Smoke through
the smoke fields, the mesh attachments though the mesh
table field.

TRS has the ability to allow it’s rollingstock to pick-up and
deliver commodities (or products) to the various industry
assets. In the coal hopper for example, the load mesh is
a simple animated mesh, that is tied in through the config
to the product queue values.

Simple carriage cars require only a.limfront, a.limback,
a.bog0, and a.bog1.

Another idea for animated attachments is a diesel
locomotive roof fan  This would be set-up using the
same animated mesh inserted at each point. This can be
done easily through the mesh-table.

Refer to TRAINCAR EXAMPLES (Page 36) for links to
downloadable in-game files, documentation and source
files of the various types of TRS compatible traincar
assets.

Note: Keep an eye on the Trainz Railroad Simulator
website www.Railroadsimulator.com for information
on our forthcoming passenger station and car
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TRAIN TEXTURES

The materials are of Multi/Sub-Object type (one M/SO
only per model) and we have used UVW Map and
Unwrap UVW for texture allocation. Textures must be of
following pixel dimensions: 16, 32, 64, 128, 256, 512 and
1024 pixels. Maximum ratio = 1:8 e.g. 64x512

Diffuse Maps: In many cases a single 512x1024 24-
bit .tga file is sufficient to texture a locomotive. We
recommend not making them any larger than this.

Occasionally an extra texture (say 128x256) can be
added.

Reflection maps are supported (16 bit colour .bmp). We
generally set train body reflection amounts (in MAX) to 10
and windows to 25.

Opacity Maps (8 bit greyscale .bmp) are also supported
to the EXACT same pixel dimensions as the diffuse map.

Reflection and Opacity maps must not be used together
with-in the same texture. Reflection and Opacity maps
must not be used on digits.

Window opacity is derived from the material opacity
setting. See figure right.

LOCOMOTIVE NUMBERING

TRS supports dynamic locomotive numbering for custom
content (using alpha-numbers). Otherwise known as
‘running numbers’.

Digits are modeled as 6 individual rectangular polygons
offset from the face of the Loco body (about 5mm). Digit
polygons must be texture mapped using the correct
texture naming and alpha-number naming conventions as
follows:

If one font type used:

Digit textures (digit_1.tga to digit_6.tga) are replaced
automatically with alphanumber textures (alphanumber_0
to alphanumber_9).

If two or more font type used:

Digit textures (digit_1a.tga to digit_6a.tga and digit_1b.tga
to digit_6b.tga etc) are replaced automatically with
alphanumber textures (alphanumber_0a to alphanumber_
9a and alphanumber_0b to alphanumber_9b).

Locomotive numbering in TRS is edited in Surveyor:
Trains panel (Train mode) - Edit Properties (the “?’ icon).

Refer to Source files for configuration of Loco numbering
digit’s.

LG X @R oSS

(1 35 [vnaons =] T Staderd |
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I” Face=Map [ Faceled
- - Binn B auic Parameters E
5 ef lumination
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3D Studio MAX/Gmax window material

BUMP MAPPED AND
SPECULAR MATERIALS

TRS supports bump mapping and specular materials.
A nice example of a bump mapped loco with specular
values in use is the TRS asset: The SNCF TGV loco.

Bump mapping *

3d Studio Max 4 + users only (at time of writing).

A Gmax exporter update may soon be available pending
negotiations with the creator of Gmax - Discreet.

For those new to this term, Bump mapping is used to
add 3-dimensional detail to an image (using an applied
RGB ‘Normal’ map), without increasing the number of
polygons.

Bump mapped materials for TRS 2004 requires an new
3d Studio Max exporter.

Specular Materials *
3d Studio Max and Gmax Users

Adding Specular values to a material is best described
as adding ‘shininess’ to the material. Altering specular
values can give realistic material properties to metallic
and glassy surfaces.

You can specify specular values from 3D Studio Max

or Gmayx, but it is quite important for bump mapped
materials to have specular values in order to highlight the
bump mapping effect.

* Note:

Please download the following zip file for information
and set-up of bump mapped and specular materials
and the Max4 exporter: http://www.auran.com/TRS2004/
downloads/contentcreation/TRS_Max4_Plugin_Bump.zip
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TRAINCAR DIRECTORY STRUCTURE AND Typical Directory Structure

NAMING CONVENTIONS | trains
Default location: = [ | coal_hopper
C:\Program Files\Auran\TRS2004\World\Custom\trains [+ || coal_hopper_art

] coal_hopper_bod
The following example is of a typical Coal hopper. - L —Hopper_bady

This asset has an animated load (typical for bulk load E+—| | coal_hopper_shadow
rollingstock) and animated unload doors (specific to this e |53 coal_dumpl.way
:_llseset). These doors are controlled by the hopper.gs script ______ u3 coal_load1 wav
ile. :
b | Config.kxk
- La anperlgs
Expanded Directory Structure
[ | trains :
i Primary=coal hopper art 512.tga
= [ coal_hopper Alpha=coal hopper art 512.tga
[l || rcoal_hopper_art Tile=st
e B coal_hopper_art_S12.tewture bxt—— Hint=Dynamic

3 coal_hopper_art_S12.tga ——> (512x512 pixel 32-bit .tga file)
e |3 coal_hopper _art_icon,texture, bxk

|5 coal_hopper_ark_jcon.kga ———— (128x64 pixel 32-bit .tga file)
=l | coal_hopper_body

= ] load
....... 5 |load.kin ‘Load’ animation file. Referenced through the config
------- 53 load.im ‘Load’ mesh file. Referenced through the config
------- 3 load_map.texture.txt ———— Exporter generated txt file
------- 5 |load_map.tga Load texture. Download the following:
= 1 nced i i
------- 3 erz3d.texture,bxt Replacement.zip
------- 5 erz3d.kga
------- 53 unload_left.im &——— The grey area indicates optional files. The load files
------- |53 unload_left.kin are essential for visualisation of the TRS bulk load
=[] unload right product such as coal or woodchips.
------- 3 erzad.texture.bxt
....... B erz3dtoa
------- 53 unload_right.im
------- 53 unload_right.kin
& coal_hopper_body.im ———————> The hi-res mesh in level of detail mesh reduction
& coal_hopper_body.Im.txt —————> LOD file (.Im). Ref. through default-mesh in config.
|5y coal_hopper_body_low.im ——————— The low-res mesh in level of detail mesh reduction
|5 erz3d.texture,bxt
=g

erz3d.tga 24-bit .tga file
[<l- | coal_hopper_shadow
|5 black.kexture, bxt

|5 black.kga Default textures for shadows
5 coal_hopper_shadow.im ————— Shadow mesh.
Fee g coal_dumpl oway Wave sound files. Timing controlled through script.
o 5 coal_loadlway
o I Config.kxk Config.txt and Hopper.gs (script) files. Refer:
i La Hopper.gs C:\Program Files\Auran\TRS2004\Scripts\docs\index.chm
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ALIASING TRAINS

TRS Traincars can reference archived locomotive mesh
assets for use with custom textures. This process is done
by aliasing the KUID of the archived traincars.

A typical structure of an aliased loco could be as follows:

E_jWorId

i3 -':jcyStQm\
J trains\

B _|tra|n\
-Jtrain_alpha_numbers\
'Jtraln _art\

_»l Config.txt

x.tga
x.texture.txt
= y tga
_i»l y.texture.txt

The textures must have exactly the same names and
have exactly the same quantity and pixel dimensions that
the aliased mesh uses.

The shadow file of the aliased loco will also be read (if
present).

kuid <KUID:###:####4#>
alias <KUID:-10:183>
name train
company Auran
origin AU
bogey <KUID:###:#####>
engine 1
interior <KUID:###:####4>
fonts 1
mass 97600
kind traincar
running-numbers
{

rn-0 #0003

rn-1 #0004

rn-2 #0005

rn-3 #0006
}
smoke shade 0.18
smoke random 2.5
smoke slowlife 6
smoke fastlife 0.8
smoke height 1.7
smoke fastspeed 3.2
enginespec <KUID:-1:42004209>
enginesound <KUID:-12:2100>
hornsound <KUID:-1:42003103>
description “”
kuid-table
{

0 <KUID:###:####4>

1 <KUID:###:####4>

2 <KUID:###:####4>
}
obsolete-table
{
}
username My locomotive
trainz-build 2.0
category-class AC
category-region-0 AT
category-era-0 1980s

—The KUID of the
aliased mesh
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BOGEYS

3D STUDIO MAX AND GMAX
MODEL GUIDELINES

Download Source files from the Trainz Website
POLYGON LIMITS:

Steam Loco bogey polygon recommendations

< 5000 polygons per driving wheels (including all rods
and animated parts)

Diesel Loco bogey polygon recommendations

< 2000 polygons per truck.

Bogey shadow polygon recommendations
< 100 polygons per truck.

Carriage bogey polygon recommendations
< 300 polygons per truck.

Carriage bogey shadow polygon recommendations
< 100 polygons per truck.

As a general rule of thumb, less is always better! ©

The absolute centre of bogeys should be located at World
origin point (0,0,0). This is where they are inserted into
the a.bog0 etc attachment points in the loco body mesh,

ATTACHMENT POINTS:

a.ground* (0, 1, etc..)
« Slightly offset at the base of each wheel
» Determines the wheel spark position

BOGEY TEXTURES

The materials are of Multi/Sub-Object type (one M/SO
only per model) and we have used UVW Map and
Unwrap UVW for texture allocation.

Diffuse Maps: Generally a

single 128x128 16-bit .TGA file
is sufficient to texture a bogey.
Additional maps (e.g. for springs)
are also used.

b.r.base 0,0,0

Opacity Maps (8 bit greyscale
.bmp) are supported to the same
pixel dimensions as the diffuse
map. Used regularly for carriage
bogey sides. Reflection maps are
supported but generally not used
on bogey models.

Hierarchal Sub-tree:
b.r.base
b.r.wheel0
wheel_0
b.r.wheel1
wheel_1
bogey

360° over 32 frames.

Bump mapping and specular values are possible to give
greater detail and variation. (3D Studio Max 4 + users
only). See TRAINCAR Bump mapping notes Page 87

EXPORTING MODELS:

As per ‘Modeling Trains’ section. Remember naming
conventions and to type in the file extension under file
name (e.g. TRAIN_NAME_bogey.pm)

IMPORTANT NOTE: Steam Driving Bogeys

The Steam loco driving bogey is connected to the piston
and physics system by adding the following tag to the
bogey’s config.txt: direct-drive 1

(See PB_15_bogey2 Config.txt below)

This tag MUST be included for piston and steam sounds
to work.

PB_15_bogey2 Config.txt

kind bogey

kuid <KUID:44179:50003>
animdist 3.816
category-class AS
category-region-0 AU
category-era-0 1920s
category-era-1 1930s
category-era-2 1940s
category-era-3 1950s
category-era-4 1960s
category-era-5 1970s
category-era-6 1980s
direct-drive 1

Animated Bogey Example 1

b.rwheel_1

In this example, the bogey will be inserted into the Train model attachment point (e.g.
a.bog0) at b.r.base (or 0,0,0). b.r.wheelO, and b.r.wheel1 (bones) were animated to turn

Bones must have the b.r.* naming convention for Trainz to recognise them.
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Animated Bogey Example 2a - Objects

wheel_1 base wheel_2

drive1

middleshaft  INkO

smallwheel crank drive0

Animated Bogey Example 2b - Bones

b.r.drive1 b.rwheel 2
b.rwheel 1 b.r.drive0

b.r.crank

b.rwheel 3

b.r.output Hierarchal Sub-tree

i b.r.base 0,0,0 b.r.base
. b.r.crank
- b.r.I!nk1 crank
b.r.smallwhee b.r.link0 b.r.output
b.r.drive0
b.r.link0
. . . link
Animated Bogey Example 2c - Side view after a few frames drive0 0
b.r.drive1
b.r.link1
link1
drive1
middleshaft
b.r.smallwheel
smallwheel
b.rwheel_1
This example is much more complex than the previous example. Animation frames = 120 b Whheel‘l_;
.rwhee
Wheel_1, 2 & 3 circumfrence = 4.2m smallwheel circumfrence = 2.8m whe el_ 2
« Animated to turn 720° over 120 frames: « Animated to turn 1080° over 120 frames: b heel —3
Distance traveled: 4.2m x 2 revs = 8.4m Distance traveled: 2.8m x 3 revs = 8.4m W hee I_ 3
wheel
» Animdist: (worked out from distance travelled in 30 frames: 8.4 / 4 = 2.1) therefor animdist 2.1 base
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Typical TRS bogey config.txt (.im files with mesh-table)

|| bogeys

= || dd40ax_bogesy

B || dd40ax_bogey shadow

| |7 black.kexture,bxt

....... 5 black.kga

- | dd40ax_bogey _shadow.im
Config.kxk
dd40_bogeyw, bexkure, bxk
dd40_bogew.tga
dd40_bogey_bump, texbure, bxk
dd40_bogey_bump.tga
dd40ax_bogew.im

kuid <KUID:###: #####>
kind bogey
mesh-table
{
default
{
mesh dd40ax bogey.im
auto-create 1
}

shadow

{
mesh dd40ax bogey shadow/dd40ax bogey shadow.im

}
}

obsolete-table

{

}

username mybogey
description “ %
trainz-build 2.0
category-class AC
category-region-0 AT
category-era-0 1980s

Typical UTC bogey config.txt (.pm files)

| bogeys
=l ] PB_15_bogeyZ
= ] PB_15_bogevZ_shadow
: |5y black.kga
5 black-black,kexbure, bxk
|54 PB_15_bogeyz_shadow.pm
anirmn. kin

iZonfig. bxk
drivers.texture, bxk

drivers,kga

kind bogey

kuid <KUID:44179:50003>
animdist 3.816
category-class AS
category-region-0 AU
category-era-0 1920s
category-era-1 1930s
category-era-2 1940s
category-era-3 1950s
category-era-4 1960s
category-era-5 1970s
category-era-6 1980s
direct-drive 1

drivingwheel, texture, bxt
drivingwheel, tga
Enw_mekal.bmp
Erv_mekal bexture, bxk
PE_15_bogevZ.pm
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PANTOGRAPHS (pants)

Default location:

C:\Program Files\Auran\TRS2004\World\Custom\pants

Download Source files from the Trainz Website

Generally Pantograph animations should take place
over 16 frames only. Bones must have the b.r.* naming
convention for Trainz to recognise them.

Refer to the Source files from the Trainz Website for a
working example.

Pantographs are the animated mechanisms on the roof of

electric locomotives that conduct to an electric caternary

(wires) above.

Model configuration:

Note: Mesh tables do not apply to Pantogaphs.

Typical model configuration: (based on the bb15000

pantograph)

b.r.strut

pant_base —

e

pant_basestrut ~_ /,
S

et N

e

b.r.midbase

b.r.base (0,0,0)

b.r.strutbase
In this example, the Pantograph will be inserted into the Train model
attachment point (a.pant0) at b.r.base (or 0,0,0).

Typical Hierarchal Sub-tree

b.r.base
b.r.midbase
b.r.mid
b.r.top
pant_top
pant_mid
b.r.strutbase
b.r.strut
pant_basestrut
pant_base

Typical Pantograph Directory Structure

[ | pants

= || bb_pantograph
------ I anim.kin Animation exported from Max/Gmax
- [& bb_pantograph.pm —> Mesh incl. bones exported from Max/
- B Config.txt Gmax
e 3 pankol.bexture bxt
teeo [ pantol.bga
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GROUNDTEXTURE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Ground\

Typical directory structure for a custom ground texture
should be:

| fround
= ] oz_blotchy_grass
s [ Config.bxt

oo [& oz_blokchy _grass,bmp

w3 02_blokchy _grass.bexkure.bxk —> (128x128 pixel 24bit .bmp)

DISPLACEMENTS

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\

displacements\

Displacement maps are used to adjust the height and
shape of an area of terrain.

Typical directory structure for a custom ground texture
should be:

[ | cuskom
= [ | displacements

o [3 hill.bmp —— (256x256 pixel Greyscale 8bit .bmp)

Note: Displacement maps do not require a config.txt file.

ENVIRONMENT

The Environment folder accommodates the use of
different types of sky and water in TRS.

WATER2
New animated water in TRS (kind water2) supercedes
previous UTC water (kind water). refer to descriptions
on Page 66.

SKY

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Environment\

Sky is generated from three source images.
Typical directory structure for a custom sky should be:

L Enviranment
=l ] MediumClouds

------- |5 Config.kxt

kind environment

kuid <KUID:###:####4>
normal mediumclouds
storm mediumClouds_ Storm
night mediumClouds Night
region Britain

------- 3 mediumclouds texture, Ext
------- 5 mediurnclouds.kga

------- 5 mediurnclouds_Night, bexbure bxk
------- I3 mediumclouds_Night.Ega

------- 5 mediumclouds_Storm, bexture, bxk T

Primary=mediumClouds_Storm.tga
Tile=st

------- 5 mediurnclouds_Skarmn,bga
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SCENERY
Default location:
C:\Program Files\Auran\TRS2004\World\Custom\scenery\

Scenery objects can vary greatly in size and appearance. It is recommended to keep the models as simple as is
reasonable regarding texture and polygon usage.

NOTE: ANIMATION EVENTS

Sounds events and generic events can be linked to an animation key-frame to give great control over sound and script
timing for industry and scenery assets. Download information on animation events here:
http://www.auran.com/TRS2004/downloads/contentcreation/TRS2004_Animation_Events.zip

Typical directory structure for a custom scenery object should be:
_| Scenery\
"J Custom_Object\
=1 Config.txt

J Custom_Object.im  (Mesh exported from 3DSmax or Gmax)
—] x.tga
y.bmp

ii * texture.txt

SCENERY OBJECTS WITH LIGHTS AT NIGHT

Objects just as buildings or signs can be made to appear to be have lights on at night. A model that contains only the
lit areas of the object can be exported into a subdirectory.

Typical directory structure for adding night light effect to custom scenery should be:
_| Scenery\

J Custom_Object\
"J Custom_Object_Nightwindows

= Custom_Object_NIghtWIndOWS.Im (Mesh exported from 3DSmax or Gmax)

-.

— x.tga
y.bmp

* texture.txt

SCENERY OBJECTS WITH ANIMATION

Typical directory structure for adding animation to custom scenery should be:
_| Scenery\

J Custom_Object_animation\
= Custom _Object_animation.im (Mesh exported from 3DSmax or Gmax)

anim.kin (animation exported from 3DSmax or Gmax)

y.bmp

-:»
{1

* texture.txt
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SPECIAL SCENERY OBJECTS - TURNTABLES
Typical directory structure for Turntables should be:
J Scenery\
_|Custom _Turntable\

J Conf/g txt
"JCustom _Turntable_Pit\

;>| Custom_Turntable_Pit.im

=] x.tga

y.bmp
=] - texture.txt
: "ﬁCustom_Turntable_Spinner\
gl Custom_Turntable_Spinner.im

£ x.tga

@ y.bmp
£| * texture.txt

SPECIAL SCENERY OBJECTS - LEVEL CROSSINGS

Typlcal directory structure for creating a level crossing object should be:

J Scenery\
_| Custom_Level Crossing\

;>| Conf/g txt
J Custom_Level_Crossing\
; Custom_ Level_Crossing.im
51 anim.kin
x.tga
fﬁ y.bmp
i>| * texture.txt

SCENERY OBJECTS WITH SOUNDS

Typlcal directory structure for adding sounds to custom scenery should be:

J Scenery\
_|Custom - Object\
;>| Config.txt
-E>| Custom_Object.im

xtga

y.bmp
J sound_file.wav
£| * texture. txt
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SPLINES

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Splines\

Splines are a useful way of making things like fences and roads in Trainz.
Typlcal dlrectory structure for custom splines should be:

_| Spllnes\

"_| Custom_spline\
Conf/g txt
Custom_spline.im

y.bmp
_i)l * texture.txt
_| Custom_spline_object (Optional secondary object)
=] Custom_ spline_object.im

= x.tga

fﬁ y.bmp
_i)l * texture.txt
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TRACK

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Track\

Track folder is used for rails, bridges and tunnels.

Rails

Typical directory structure for custom track rails should be:
_| Tracks\
"J Custom_track\

Conf/g txt

Custom_track.im (Used for game object viewer)
x.tga

y.bmp

£| * texture. txt

Bridges

J Custom_track_tex (For in game track derived from chunky mesh)

=]/ Custom_track_tex.texture.txt
Custom_track_tex.tga (32-bit .tga file)

Typical directory structure for custom bridges should be:
_| Tracks\
"J Custom_bridge\

_)l Config.txt

Custom_bridge.im
x.tga
y.bmp

* texture.txt

: L1 custom_bridge_start (Optional initiator file)

= Custom_bridge_start.im
Tl H

x.tga
y.bmp

* texture.txt
J Custom_bridge_start_shadow (Optional shadow file)

] H Custom_bridge_end (Optional terminator file)

£ Custom_bridge_end.im
TzA

—1 x.tga
y.bmp
_i)l * texture txt
_| Custom_bridge shadow (Optional shadow file)
H Custom_bridge_shadow (Optional shadow file)
£ Custom _bridge_shadow.im
black tga
J black.texture.txt
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Tunnels
Typical directory structure for custom tunnel should be:

L Tracks\
E TI Custom_tunnel\
;1 Config.txt
E Custom_ tunnel.im
x.tga
fﬁ y.bmp
_i)l *.texture.txt
: ;| Custom_ tunnel_start
_i>| Custom_bridge_start.im
x.tga
fﬁ y.bmp
_i)l * texture.txt
: TI Custom_ tunnel_end
51 Custom_bridge_end.im
x.tga
fﬁ y.bmp
_i)l * texture.txt

TRACKSIDE

Default location:
C:\Program Files\Auran\TRS2004\World\Custom\Trackside\

Trackside is used for special scenery objects that can be placed on or near the track, such as signals and speed limit
signs.
Typical directory structure for a custom scenery object should be:
f ;| Trackside\
E H Custom_Trackside_Object\
_i)l Config.txt
El Custom_Trackside_Obiject.im
x.tga
fﬁ y.bmp
-i>| * texture.txt
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Trainz Railroad Simulator 2004

CHAPTER S
Particle Effects and Scripts

INTRODUCTION

TRS gives you the ability to add customizable smoke,
steam, vapor and similar effects to your custom trains
and scenery objects. For simplicity, this document will
refer to this set of effects as simply smoke effects.

There are two ways of setting up particle effects (pfx) for
TRS mesh assets.

1) As per UTC. Setup all the settings and variables ] Dl - Blmme e Codor
through the config.txt. Not recommended as future - :
versions may use twinkles exclusively.

Faramsst

or The recommemded/Preferred method...

2) Use a new pfx tool called Twinkles PFX to set pfx
parameters and reference it via the config.txt.

3DS Max insert point Gmax insert point
It is assumed the reader is already familiar with creating
and exporting models from either 3D Studio Max or The attachment point should also be rotated so that its Y
GMax. axis is pointing in the direction that smoke particles will be
emitted. (Ensure Axis Tripod is checked to see the point’s
Method orientation.) When finished, save and export the model

as per normal.
Smoke effects are added to custom trains and scenery P

objects in two steps:

1. Add attachment points to the original model.
2. Add smoke tags to the object’s config.txt file.

Adding Attachment Points

Attachment points are added to the original model using
3D Studio Max or GMax wherever a smoke effect is
desired. See figures 1 and 2 below to locate the Insert
Point tool. After a point is inserted, it must be given a
name with a prefix of ‘a.’ to identify it as an attachment
point, e.g. a.smoke, a.steam, a.safety, a.mist, etc.
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PFX FROM CONFIG.TXT
(NOT USING TWINKLES - NOT RECOMMENDED)

ADDING SMOKE TAGS . ) )
Smoke blocks are added to an object’s config.txt file to

describe each smoke effect that will be created on the
object. Smoke blocks are named smoke# (where # is
a number) and are sequentially numbered starting at 0.
See Example 2 for an example.

Smoke blocks have two sections: main and sequence
properties. Main properties describe the afttributes that
do not change based on the mode’s key. Sequence
properties describe a set of one or more phases/periods
in the smoke emission sequence.

A smoke block has the following format:

smoke#
{
mode time | speed | anim | timeofday
attachment  <name of attachment point>
color <red>, <green>, <blue>, <opacity>
accel <x>, <y>, <z>
loop <n>
start <n>[, <n>] ...
period <n>[, <n>] ...
rate <n>[, <n>] ...
velocity <n>[, <n>] ...
lifetime <n>[, <n>] ...
minsize <n>[, <n>] ...
maxsize <n>[, <n>] ...
}
Notation:
# Is a number, starting with 0
[] Means optional,

Indicates a variable number of parameters,
| Means or.
Breakdown:
<name of attachment point>
Is the name of an attachment point in the model. eg
a.smoke, a.steam, a.chimney etc

<red>, <green>, <blue>

Are numbers from 0 to 255 describing the intensity of that

color component.

<opacity>
Is a number from 0 to 255 describing the effect’s initial
opacity / transparency.

<x>, <y>, <z>
Are vector components pointing in the direction of the
sum of all forces affecting this smoke effect. Essentially,

<z> describes gravity, and <x>, <y> describe the force of

wind.

<n>
Is a decimal number.

MAIN PROPERTIES:

mode

Describes the mode or type of this smoke effect. This

affects how start and period are interpreted. Default is
time. In all modes, period can be set to -1 (default) to
imply the phase is active until the next phase begins.

If set to time, start is a set of time values in seconds after
the creation of this effect’s parent object when this phase
of the effect will start. period is the duration of time this
effect will remain active. Scenery objects currently only
support time mode.

If set to speed, startis a speed in meters per second (m/
s) and period is not used. (Note: 1 m/s = 3.6 km/hr.) All
other sequence attributes (rate, velocity, lifetime, minsize,
maxsize) are interpolated so there are smooth transitions
between phases. See smoke3 in Example 2 for an
example.

If set to anim, start is a value from 0.0 to 1.0 which
describes the start time into the object’s animation

cycle. period is a value from 0.0 to 1.0 that describes
the duration over which the effect is active. start + period
must not exceed 1.0.

If set to timeofday, start is a value from 0.0 to 1.0 which
describes the time of day when this effect will start.
Values range as follow:

0 - midnight, 0.25 - 6am, 0.5 - midday, 0.75 6pm, 1.0 -
midnight.

color

The color of the smoke effect. eg ‘150,150,150,255’

for dark smoke; ‘255,255, 255,150’ for steam;
‘150,150,255,255’ for water. Default is ‘255,255,255,255’.

accel

Acceleration. A vector pointing in the direction of the sum
of all forces affecting this smoke effect. Essentially, <z>
describes gravity, and <x>, <y> describe the force of
wind. Default is 0,0,0.

loop
Time in seconds to loop the smoke sequence. Only valid
if mode is set to time.
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SEQUENCE PROPERTIES:

The following properties can be set to a single value or
a set of values for multiple phases of the smoke effect.
Please note that phases must not overlap as only one
phase can be active at any one time. If a property has
a set of values, it must be the same length as start. If a
single value is given then it will be used for all phases
of the effect. See Example 1 for an example of using
multiple phases.

start, period
See mode.

rate

The rate of emission in particles per second for modes
time, speed, and timeofday, or the number of particles to
emit over the animation period for anim mode. Default is
4,

velocity
The initial speed of emitted smoke particles. Default is 1.

lifetime
Time in seconds that smoke particles exist for. Default is
3.

minsize
Start size of smoke particles. Default is 0.

maxsize
End size of smoke particles. Default is 3.

In general, it is better to use a low emission rate with
large particles (ie min/max size) than using a high
emission rate with small particles to reduce the impact on
frame rate. Smoke effects can be quite stunning but are
best used in moderation.

Try experimenting with the different values to get a feel of
how they affect the smoke effects. Many different types
of effects other than smoke are possible with only a little
imagination, e.g. waterfalls, mist, toxic green clouds, fire
by using a few effects at the same position to simulate
the smoke and flames etc.

EXAMPLE 1 - SMOKE FROM A FACTORY’S CHIMNEY
Using a model of a factory with a chimney, an attachment
point called ‘a.smoke’ is placed at the top of the chimney
with it's Y axis pointing up. The factory is then exported
as an indexed mesh (.im file type) to the Trainz\world\
custom\scenery\factory folder and the model’s art assets
are copied to the same location. The following config.txt
file will cause smoke to come out of the factory’s chimney
between 6am and midday and 3pm and 6pm. Please
note the given KUID is invalid and should not be used in
your own custom context.

Config.txt

kuid <KUID:###:###44>
region Britain

kind scenery

type Industrial

light 1

smoke0

{
attachment a.smoke
mode timeofday
color 150,150,150,250
accel 1,0.3,0
start 0.25, 0.5
period 0.25, 0.125
rate 8
velocity 3
lifetime 5
minsize 0.5
maxsize 2
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EXAMPLE 2 - STEAM TRAIN

An animated steam train model that requires four smoke
points may be set up as follow:

» Dark smoke from the main chimney stack that is
dependant on the trains velocity (a.smoke, Y pointing up),

» A constant steam trail from a small safety pipe on top
(a.steam.safety, Y pointing up),

+ 2 steam trails on each side of the train that alternately
expel steam keyed to the animation of the trains wheels
(a.steam.l, a.steam.r, Y pointing outwards).

The model is exported as a progressive mesh (.pm file
type) to ‘Trainz\world\custom\ trains\steam_train\steam_
train_body’ folder and the model’s art assets are copied
to the same location. Please see the custom content
creation guide for more information on creating your own
custom trains. The following config.txt file in the parent
folder will generate the desired smoke effects. Please
note the given KUID is also invalid and should not be
used in your own context.

For example purposes, the settings of an F7 train have
been used.

kuid <KUID:###:####4>

TWINKLES PFX
(RECOMMENDED)
Twinkles pfx is a particle effects editor.

Twinkles was designed to simplify the creation and
configuration of 3D effects for use in 3D games. Twinkles
is game independent and requires a Trainz Railroad
Simulator 2004 effects plugin to convert it's particle
emitters into TRS format.

Once installed, adding an effect in Twinkles allows you
to add and configure the Trainz Railroad Simulator 2004
particle emitter effect.

Full documentation is supplied with Twinkles PFX as is
the TrainzPFX plugin.

Examples of smoke block configuration for TRS assets
are available from the Twinkles PFX User Guide.doc
which forms part of the Twinkles install.

Download Twinkles from the following site:
http://www.auran.com/TRS2004/downloads/contentcreation/
Twinkles.zip

Config.txt

kind traincar
bogey 0

engine 1

name Steam Train
mass 100000

enginespec <KUID:###:#####>
enginesound <KUID:###:####4#>
hornsound <KUID: ##4#: #####>
interior <KUID:###:####4#>

smoke(

{

}

attachment a.steam.l
mode anim

color 255,255,255,150
start 0

period 0.4

rate 2

velocity 1

lifetime 2

minsize 0.05

maxsize 1

smokel

{

}

attachment a.steam.r
mode anim

color 255,255,255,150
start 0.5

period 0.4

rate 2

velocity 1

lifetime 2

minsize 0.05

maxsize 1

smoke?2

{

}

attachment a.steam.safety
mode time

color 255,255,255,150
rate 2

velocity 1

lifetime 2

minsize 0.05

maxsize 1

smoke3

{

attachment a.smokeO
mode speed

color 100,100,100,200
start 0,10,20,30

rate 3,5,7,9
velocity 3,4,5,5
lifetime 4,3,2.5,2
minsize 0.3

maxsize 2
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SOUND SCRIPTS

Soundscripts give ambient or directional sounds to
objects. They cannot be used on track, bridge or spline
objects. Wav files should be located within the same
directory as the config.txt file. Examples as follows:

MOJUNCTION
Config.txt

kuid <KUID:###:####4#>
kind mojunction
region Australia
trackside 2
light 1
mode0 leverl
model lever2
soundscript
{
toggle
{
trigger toggle
distance 5, 100
nostartdelay 1
repeat-delay 1
sound
{

points.wav

etc.

PEOPLE CROWD
Config.txt :

kind scenery

region Australia

kuid <KUID:###:####4>
type People

soundscript
{
daysingle
{
repeat-delay O
distance 3,150
sound

{

crowd 1l.wav

}

etc.

MAP
Config.ixt

kind map
kuid <KUID:###:#####>
soundscript
{
morning
{
ambient 1
value-range 1, 0.1
volume 0.3
sound
{
ctry day l.wav
}
}
night
{
ambient 1
value-range 0, 0.9
volume 0.3
sound
{
night loop.wav

}

}

username Britain
workingscale 0
workingunits 0

water <KUID:-1:8009>
region Britain

etc.

THUNDERBOX
Config.ixt

kuid <KUID:###:#####>
region Australia
light 1

kind scenery

type Residential

soundscript
{
dayloop
{
repeat-delay 15,50
distance 5, 50
sound
{

strain 1.wav

}

etc.
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Breakdown of Soundscripts:

dayloop, daysingle, morning, night, toggle
repeat-delay These have no function in Trainz and have only been put

1 or 2 numbers (min, max, in sec) time to delay between in for user reference.

the end of the sound playing, and playing it again

randomised between Note: Single word only. Do not use a space.

(min .. max)
default min = 0 default max = min

attachment
Attachment point on the object to attach the sound to.

Default: origin of parent object (not used for ambient
sound)

distance
2 numbers (meters)

1st number = the distance at which the sound is played at
100%

2nd number = The cut-off distance. Doesn’t affect the
volume of the sound default: 50m, 150m

sound
List of .wav files to play (randomly picked)

volume
Gain of the sound
Default 1.0 = 100%

ambient
0 or 1, default 0

Ambient sounds have no 3d “position” and may be stereo
non-ambient (positional) sounds are positioned on the
object and must be mono

value-range
2 numbers, currently used only for day/night sound
effects.

Midnight is 0.5, midday = 0.0 or 1.0

Where the numbers are not the same, this sets the start
and end times for the sound to play.

Default 0,0 (off)

trigger
Currently used only for levers. the sound doesn’t play
until the trigger message happens

nostartdelay

Oor 1, default 0

If not set, the sound will have a short delay before
playing, this stops flanging.

(flanging = really nasty sound caused when several
copies of the same sound are played at once)
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TRAINZSCRIPT TUTORIAL

Introduction
Welcome to the first TrainzScript tutorial.

TrainzScript is the scripting language developed for Auran
Trainz. This document will teach you how to create

a very simple scenario - it does not aim to teach you

how to program, or teach you programming concepts.
TrainzScript may be used from Version 1 Service Pack 3
onward to create scenario content.

If you do not understand programming concepts, you

may need to read further tutorials before trying to create
Scenarios for Trainz. We will be releasing a user-friendly
interface for compiling powerful scripts in a later version.

Please take the time to follow the steps of this document
from start to finish. The tutorial is presented in an
informal (non text book) manner. More help can be found
by visiting the Scenarios forum at http://www.auran.com/
trainz/forum/default.ntm

Where do | find TrainzScript?

TrainzScript is a scripting language used to drive

the scenarios. Each scenario will have one or more
TrainzScript files (.gs) located in its directory in the
World\Custom\Scenarios folder. The supporting
TrainzScript files are found in the \Scripts folder. The
script files in this folder give you all of the supported
functions required to control Trainz. Over time, you will
learn most of the functions provided in these files. The
TrainzScript compiler (gsc.exe) is located in the \Bin
folder.

Go to the bin folder in your dos prompt, and run the
compiler with the —d flag as follows.

gsc —d > reference.ixt

This will copy the TrainzScript documentation to the file
reference.txt. Consult this document as a reference
manual for the TrainzScript language.

Creating A Scenario

Lets create our very first scenario. This will teach you
how to use the TrainzScript compiler and guide you
through the process required to make a simple scenario
that just loads a map.

1. Launch Trainz, and create a new map in Surveyor.
Lay a small track loop, and place a track mark
named “START” somewhere on your track. Make
sure you name the track mark using UPPERCASE,
as all named object in TrainzScript are case-
sensitive. Place a lever somewhere on the track
so we have something for the camera to focus on.
Save your map and call it “Tutorial1”.

2. Before exiting out of Surveyor, select the “Export
Scenario TSO” from the Trainz Main Menu, and type
in “Tutorial1”.

3. Quit out of Trainz go to your Trainz\World folder.
Locate the config.txt file in the folder World\Custom\
Maps\Tutorial1.

4.  Open the config.txt file of your Tutorialimap. It
should look something like the following.

kuid <KUID:-2:2023211879>
kind map

username Tutoriall
workingscale 0
workingunits O

water <KUID:-1:110015>
region Australia

Note the KUID for your new layout. In this case, it is
-2:2023211879.

5.  Now go to the World\Custom\Scenarios\Tutorial1\
folder and open the config.txt file of your Tutorial1
Scenario. It should look something like the
following:

kind activity

username Tutoriall
scriptlibrary Tutoriall
scriptclass MyTutoriall

kuid <KUID:-2:2023211880>
kuid-table

{

tutoriall <KUID:-2:2023211879>
}

description “Tutoriall”

A few notes on this. The kuid-table is a name-KUID
translation table used by the scenario. All objects

loaded by the scenario must be entered in this table.

The scenario will reference the KUID by name, which is
case-sensitive. For example, when the script loads the
map, it will reference it by the name “Tutorial1”, which will
be looked up in the kuid-table, and found as KUID -2:
2023211879. Trains and rolling stock etc are referenced
in the same manner. You will also notice that the
scenario has its own unique KUID. The description text is
displayed in the scenario selection screen.

6. Next, we will begin editing the TrainzScript file. Open
the Tutorial1.gs file with your desired programming
editor. This file is created from the template.gst in
the scripts\ folder when you export the TSO. The
syntax of the following script is explained in the
compiler documentation, but if you have a read
through it, it is pretty self-explanatory. The file looks
like this.
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include “trainz.gs”

//
// class MyTutoriall
// brief This is the scenario class.
this class with
// your own gameplay.
//
game class MyTutoriall isclass Scenario
{
Train myConsist;
bool scenarioDone = false;

Modify

//
// Load will be called by Trainz to load the
scenario map, and when the user presses Ctrl-L
// param data is the save game data if
loading a saved game.
//
bool Load(string data)
{
if (data and data.size())
{

Interface.Load(data) ;

// load the map
if (!World.LoadMap (World.FindKUID (“Tutorial
17)))
{
Interface.Log (“Error loading scenario
map”) ;
return false;

return true;

//

// Save will be called by Trainz when the
user presses Ctrl-S.

// return the save game string, such that
load will be able to restor the save game

// from the last save check point.

//

string Save()

{

return Interface.Save();

//
// TrainDerailed will be called by Trainz
when a train derails
//
void TrainDerailed (int trainId)
{
if (!scenarioDone)
{
World.EndScenario (10) ;
scenarioDone = true;

//

// TrainCollided will be called by Trainz
when a train collides

//

void TrainCollided (int trainId)

if (!scenarioDone)

{
World.EndScenario (10);
scenarioDone = true;

//

// TrainSpeedingFine () is called by Trainz
every second your trains speed exceeds the
floating limit

//

void TrainSpeedingFine ()

{

//Interface.AdjustScore (-10);

//
// TrainBadCouple () is called by Trainz when
vehicles couple greater than 8KPH.
//
void TrainBadCouple (int vehicleId)
{
//Interface.AdjustScore (-200) ;

//

//

// main thread

// brief main is executed automatically after
Load () is called. edit

// main to contain your scenarios gameplay.

//

//

thread void main (void)
{
// Start the monitor thread to monitor
speeding, derailing etc.
Monitor () ;

//
// create consist specs

!/

//
// create consists

!/

//
// gameplay
//

scenarioDone = true;

7. The final step is to compile the scenario. Copy the
makescript.bat file from Scripts\Docs folder into
your World\Custom\Scenarios\Tutorial1 folder. Run
this batch file and make sure no errors are reported
(consult the forum for assistance). Notice that this
batch file uses the TrainzScript compiler (gsc) to
create the Tutorial1.gsl file.
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8.  You are now ready to launch your very first scenario.
The scenario should load your Tutorial1 map. You
will notice that the camera is focused on the junction
we placed on the map. Had we not placed that
junction, the map would not be visible, as Trainz has
nowhere to focus the camera.

You have now successfully created your very first
scenario. Study the Highland Valley scenarios and
the script .gs files for further TrainzScript information.
Scripting questions may also be asked on the forums.

Good luck, and we hope you will enjoy your scripting
efforts

STRING-TABLE

Every asset can have a string table. A string table is a list of text strings that are defined in the string-table section of
the asset’s config.txt file as follows:

string-table

{
stringnamel “Contents of stringnamel. This is the first string in the table.”
stringname2 “Contents of stringname2 go here!”

}

But on its own, these string tables are rather useless. It's only when you get into scripting that the string tables
come useful. As each asset has a string table that can be accessed in script/scriptlet code. This is done by using
Asset.GetStringTable(). You can obtain the asset by using GameObject.GetAsset(). Therefore if we have a game
object, we can get its string table like this :

StringTable locoStrings = locmotive.GetAsset () .GetStringTable() ;

Once you have a reference to an asset’s string table, you can extract strings from the string table by using their name
as the argument in the StringTable.GetString() method. Strings from the string table also support arguments. This
means that you can define places in the string that have something substituted in. For example:

string-table
{

locodriver “The locomotive %0 is being driven by driver %1.”
htmlhead “<b>Locomotive Info</b>"

}

The %0 in the locodriver string is the 1st argument. The %1 is the second argument. This means we can replace %0
and %1 from within the code. For example:

string aString = locoStrings.GetString2 (“loconame”, “Rust Bucket”, “Lazy”);
So a String will end up being: “The locomotive Rust Bucket is being driven by driver Lazy.”
The use of string tables means you can change the strings without having to edit your code. Unless you are a scripter,

it is unlikely you will need to bother with them much. See StringTable class description in API seciton of the Trainz
Railroad Simulator 2004 User Activity Creation Guide - C:\Program Files\Auran\TRS2004\Scripts\docs\index.chm

CLASS AND SCRIPT

The script keyword in a config.txt file refers to the file containing the scriplet of the asset - without the .gs suffix.
class refers to the main GameObject-derived class in the file specified by script and is the main scriplet class. It
must be derived from something in the GameObject hierarchy.
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CHAPTER 6 - PART 1
TRAINZ DOWNLOAD STATION

The Trainz Dowload Station has undertaken a complete
overhaul following the release of Trainz SP3. All content
upoaded to the download Station must first be packaged
using ‘Trainz Content Dispatcher’ available on the Trainz
Website www.Railroadsimulator.com.

UPLOAD CHECKS:

Below is the list of checks made during the approval of
Custom Content uploaded to the Upload Station via a
user’s Planet Auran Profile.

Step 1. Upload Process (By user)

To access the upload page, a user is required to be
registered with Planet Auran and be logged in. When
logged in, a user can access the upload page via the
‘Your Content’ option found on the left hand side menu.
On this page, the user will find an ‘Upload Content’
button. This button will take you to the Upload Mode
screen, where you will need to select the type of upload
mode you wish to use from the following:

1. Standard Upload
Once the file is uploaded the Download Station will
categories the content in an automated process.

2. Preview Area Upload

The file will be uploaded to a preview area, where you will
be able to see how the Download Station has categoried
the content. Here you will be able to Update/Approve and

Remove your content in the Preview Area.

After selecting a mode they will be at the upload screen,
here they will select the language of the description
associated with the content, the file for upload, check the

disclaimer and submit the form.

Trainz Railroad Simulator 2004

CHAPTER 6
Utilities and Kuids

Advance Feature: URL Content Link

Associating an URL Link with an upload will do the
following:

¢ The Content Link for the content on the Download
Station will send the user to the associated url link

*  When uploading a pack, the pack and all content in
that pack will have the url link associated with it.

Checks:

¢ Links are checked and the content will be decline if the
link is invalid

Checks:

+ Username
The user is required to be logged in to upload any
Custom Content. Once uploaded, the user’s User ID is
then associated with that upload.

* File extension
The uploaded file is checked for the ‘.cdp’ extention.

» File size
The maximum file size will be stated on the Download
Station upload page as this may be subject to revision.

Step 2. Extraction Process (Automated)
This process is run nightly. It extracts all new uploads,
that have been submitted for processing.

Checks:
« Valid Archive file
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Step 3. Process Content (Automated)
This process is run nightly after Step 2.

This process, individually examines each content item
that has been extracted in Step 2. If an error is found

in an item, an error report is created, sent to the user
and the file is removed. The whole pack is examined for
errors prior to the error report being sent, therefore, the
report will detail all errors in the pack.

Checks (If a user’s content fails any of these checks, the
content will be removed and the user notified)

» Checks file/s were extracted successfully

» Compares the number of files extracted in Step 2 to
the number processed in this step.

» Ensures that the User ID of the content belongs to the
user uploading the content

» If content was uploaded via a Group member, it
checks that the User ID belongs to that Group.

¢ Checks that the KUID is valid

» Checks name for: Minimum length of (3) and swear
words

* Checks Description for: swear words
» If updating content, it checks that the content being

updated is the latest version and not a previous
version.

Other Checks:
+ Checks the Region / Country codes are valid
* Checks the Eras are valid

* Checks Description for: Maximum length of (2048), if
over 2048, description is concatenated.

» Checks name for: Maximum length of (64), if over 64
name is concatenated.

Step 4. Preview Area. (If selected by user at Step 1)
This is a new feature of the Download Station.

It acts as a temporary ‘holding bay’ for previewing and
testing your content before it is submitted for approval.

The main features of the new Preview Area are as
follows:

a) You can approve your own content before the final
approval provess.

b) You can send a link to your content to others for testing

purposes (only you have initial access as the content
is not publicly available until you submit the content for
approval).

¢) You can re-check all the Download Station pack
information before final approval.
le. Pack contents, category, obsoletes, descriptions etc.

d) You may have multiple revision up-loads for assets of
the same KUID.

e) You may delete the content before it is made publicly
available.

Important note:

Preview Area content can only be held for 4 weeks
since last revision. All testing/revisions must be done
within this time.

If you have (say) 4 assets for upload - A locomotive, an
engine file, a bogey and a pantograph, and you only
update ONE of these assets, the other 3 are still on the
original 4 week period.

Step 5. Approval Process (By Auran staff)

This is a visual confirmation of the content. The user will
receive email to indicate if the content has been approved
or declined. If it is approved, the content will be available
approx. 8 hours after the email is sent.

Checks:

Failing these checks will not always fail the upload

* Name and Description: If it is appropriate, it will be
approved

* Image visually acceptable

» Category Selected
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TRAINZ DOWNLOAD HELPER

The Trainz Download Helper (TDH) is a Download
Station utility for 3rd Party Creators. At time of writing,
TDH forms part of the TRS 2004 install.

It activates when the following scheme is used:
trainz://install/<KU D :##H# #H#HH{H >

How does it work?

The ‘scheme’ identifies the ‘protocol’ (ie. HTTP).

So for the TDH, trainz would be the scheme which in
turn, identifies the protocol (or program in this case) to
be used.

The TDH is set-up to take 3rd party banners as free
advertising. Because of this, any assets linked from your
website using the above scheme will appear as if it were
from your own website.

The TDH searches for the KUID on the Download Station
and all dependencies and automatically intalls the content
into TRS. Because of this all content must be on the
Download Station.

The user sees no legals, no descriptions and all
download processes are hidden behind the scenes.

In the past, several creators have chosen to keep
their content on their own website and not on Aurans
Downoad Station.

As TDH appears to be from your own site, it uses
Auran’s own bandwidth, and the whole process is done
seemslessly and behind the scenes, it is hoped that all
creators will upload all their content to the D.S.

As you can see there are huge benefits to be made by
using the TDH.

Please check the FAQ on the TRS 2004 website for
further detail about TDH setup and banner requirements.
www.Railroadsimulator.com
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CHAPTER 6 - PART 2
RELEASED ASSET KUID LIST

TRAINCARS

VERSION 1
<KUID:-1:100752>

<KUID:-1:100754>
<KUID:-1:100085>
<KUID:-1:100929>
<KUID:-1:101224>
<KUID:-1:100086>
<KUID:-1:100087>
<KUID:-1:100023>
<KUID:-1:100024>
<KUID:-1:100143>
<KUID:-1:100144>
<KUID:-1:100145>
<KUID:-1:100150>
<KUID:-1:100153>
<KUID:-1:101242>
<KUID:-1:100159>
<KUID:-1:100160>
<KUID:-1:100161>
<KUID:-1:100162>
<KUID:-1:100163>
<KUID:-1:100019>
<KUID:-1:100004>
<KUID:-1:100878>
<KUID:-1:101246>
<KUID:-1:101425>
<KUID:-1:100012>
<KUID:-1:100090>
<KUID:-1:100039>
<KUID:-1:100029>
<KUID:-1:100030>
<KUID:-1:100042>
<KUID:-1:100048>
<KUID:-1:100043>
<KUID:-1:100046>
<KUID:-1:101253>
<KUID:-1:101248>
<KUID:-1:100861>
<KUID:-1:100825>
<KUID:-1:100778>
<KUID:-1:100820>
<KUID:-1:100812>
<KUID:-1:101032>

OBB 1044

QR 2100 Class

PRR 40’Boxcar

IC 4 Bay Hopper

IC 4 bay Hopper Loaded
PRR 50’Boxcar

PRR 60’Boxcar
SAR/SAS 6E1
SAR/SAS 6E1

ER FA1

LV FA1

Rock Island FA1

CN FPA4

CP FPA2

IP ARL

ATSF Baggage Car
ATSF Chair Car
ATSF Diner

ATSF Pleasure Dome
ATSF Pullman - Pine series
SNCF 15000 BB

NS 1600

SNCF Container Wagon
IP BRJ

SAR Centenary Car
CO-OP Bulk Hopper
BR Class 37 yellow
BR HST Class 43

BR Deltic blue

BR Deltic green

CN Cupola Caboose
NSWGR NQO Flatcar
B&O Cupola Caboose
NYC Cupola Caboose
DB DDm915

IP DF

NSW SRA 44 Class
DL500

SAR 930 Class

SAR 930 Class single
NSWGR 44 Class

DB Erz llid

<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1
<KUID:-1

:101254>
:100117>
:100118>
:100121>
:100122>
:100131>
:100132>
1>
:100135>
:100136>
:100137>
:101220>
:100049>
:100092>
:101292>
:100093>
:101204>
:101249>
:101251>
:100064>
:100072>
:100106>
:100107>
:100108>
100058
:100059>
:100060>
:100062>
:100770>
:100828>
:101222>
:101048>
:101047>
:101044>
:101051>
:101216>
:100814>
:100815>
:100816>
:100817>
:100066>
:100017>
:101153>
:101154>
:100094>
:100871>
:101060>
:100822>

DB Erz llld Loaded

B&O F7A

B&O F7B

CP FP7A

CPF7B

NYC F7A

NYC F7B

ATSF F7A

ATSF F7B

Southern F7A

Southern F7B

SS Foundry Car
Freightliner Container Flat
Penn Salt GATX Tanker
SAR Guard Van

SJ Hbbins881

SJ Habbins941

IP HGM

IP HM

IF Refrigerated Van

DB Sssy - 716

BR MK2 BFK

BR MK2 FK

BR MK2 TSO

BR HST MK3 TGS

BR HST MK3 TRBS

BR MK3 Sleeper

BR HST MK3 TS

NSWGR NLKY louvred van
NSWGR NOD

NSWGR NOD Loaded
OBB ABmz

OBB Wrmz

OBB Bmz

OBB Amz

SJ Os Flat Car

V & S.A.R Overland Club Car
V & S.A.R Overland First Class
V & S.A.R Overland Second Class
V & S.A.R Overland Sleeper Car
Baby Ruth Hi-Cube Boxcar
PRR FM flat car

QR QLX Bronco

QR QLX

SJ Rc4

ATSF SD40-2

SS Tipper Car

UC Silos
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<KUID:-1:100068>
<KUID:-1:100070>
<KUID:-1:100018>
<KUID:-1:100007>
<KUID:-1:100763>
<KUID:-1:101229>

DB V200 Ozeanblau

RENFE Class 340

VR S blue

V/Line S

BR ZHV Mineral Wagon

BR ZHV Mineral Wagon Loaded

VERSION 1.3 - SERVICE PACK 3 (SP3)

<KUID:47092:20>
<KUID:2512:1372>
<KUID:2512:1371>
<KUID:-1:100127>
<KUID:-1:100128>
<KUID:-12:460>
<KUID:-12:500>
<KUID:-12:501>
<KUID:-12:502>
<KUID:-12:503>
<KUID:-12:504>
<KUID:-12:505>
<KUID:-12:506>
<KUID:-12:3537>
<KUID:-12:3534>

Robe Alco 636

BR Class 37 Yellow-C
BR Class 37 Coal-C
MR F7A

MR F7B

AN Guard Van

QR MAS 1488

QR MAS 1491

QR MBC

QR MCC

QR MPC

QR PWA

QR PWA Loaded
BN SD40-2

CN SD40-2

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION

<KUID:-1:101457>
<KUID:-1:101458>
<KUID:-1:100089>
<KUID:-1:100737>
<KUID:-1:100734>
<KUID:-1:100725>
<KUID:-1:101393>
<KUID:-1:100841>
<KUID:-1:100013>
<KUID:-1:100167>
<KUID:-1:100176>
<KUID:-1:100182>
<KUID:-1:101412>
<KUID:-1:101416>
<KUID:-1:101417>
<KUID:-1:101420>

DB Class 218 Ozeanblau
DB Class 218 Rot & Beige
SAR/Spoornet Class 34 EMD
AN 830 Class

DL531 Silverton

NSWGR 48 Class

EF81

PRR GG1

AN GM Class

GP38-2 - Canadian National
GP38-2 - Milwaukee Road
GP38-2 - Seaboard System
SNCF TGV SE Unit 1

SNCF TGV SE Unit 2

SNCF TGV SE Unit 3

SNCF TGV SE Unit 4

UTC SCENARIO

<KUID:-10:223>
<KUID:-10:224>

drivertrain
inv_train
<KUID:3801:1001001>

Pilbara Ore Hopper

<KUID:3801:1001002> Pilbara Ore Hopper Loaded

<KUID:-18:1100>

SW7 Burlington

<KUID:523:101060> SS Tipper Car Loaded

TRAINZ RAILROAD SIMULATOR 2004

AURAN TRAINCARS
<KUID:-3:10062>
<KUID:-3:10065>
<KUID:-3:10067>
<KUID:-3:10068>
<KUID:-3:10069>
<KUID:-3:10074>
<KUID:44179:60006>
<KUID:-3:100878>
<KUID:-3:10035>
<KUID:-3:10028>
<KUID:-3:10102>
<KUID:-3:10106>
<KUID:-3:10107>
<KUID:-3:10104>
<KUID:-3:10024>
<KUID:-3:10029>
<KUID:-1:100051>
<KUID:-3:10063>

BR MK1 BCK

BR MK1 CK

BR MK1 FK

BR MK1 RBR

BR MK1 RMB

BR MK1 SK
Coal_Hopper
Container_Flat

GATX Qil Tanker

Log Wagon

Mat54 Hondekop Car 1
Mat54 Hondekop Car 2
Mat54 Hondekop Car 3
Mat54 Hondekop Car 4
QR PB 15

QR PB 15 Tender

UP DD40X
Woodchips_Gondola

TRAINZ RAILROAD SIMULATOR 2004

AURAN TRAINCARS
<KUID:-3:10062>
<KUID:-3:10065>
<KUID:-3:10067>
<KUID:-3:10068>
<KUID:-3:10069>
<KUID:-3:10074>
<KUID:44179:60006>
<KUID:-3:100878>
<KUID:-3:10035>
<KUID:-3:10028>
<KUID:-3:10102>
<KUID:-3:10106>
<KUID:-3:10107>
<KUID:-3:10104>
<KUID:-3:10024>
<KUID:-3:10029>
<KUID:-1:100051>
<KUID:-3:10063>

BR MK1 BCK

BR MK1 CK

BR MK1 FK

BR MK1 RBR

BR MK1 RMB

BR MK1 SK
Coal_Hopper
Container_Flat

GATX Qil Tanker

Log Wagon

Mat54 Hondekop Car 1
Mat54 Hondekop Car 2
Mat54 Hondekop Car 3
Mat54 Hondekop Car 4
QR PB 15

QR PB 15 Tender

UP DD40X
Woodchips_Gondola
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TRAINZ RAILROAD SIMULATOR 2004

THIRD PARTY TRAINCARS

Chris Cordes

<KUID:67598:17006>

Wd FlatCarB

<KUID:67598:17004>

Wd BoxCarY

<KUID:67598:17007>

Wd Caboose

<KUID:67598:17001>

Wd FlatCar

<KUID:67598:17002>

Wd BoxCar

<KUID:67598:17003>

Wd GondolaCar

<KUID:67598:17005>

Wd GondolaCarG

<KUID:67598:17022>

Wd PassngrCarG

<KUID:67598:17023>

Wd PassngrCarR

<KUID:67598:17025>

Wd TankCar

<KUID:67598:4>

WoodEngine

<KUID:67598:3>

WoodEngineRed

Fredrik Skog

<KUID:30387:00041>

Y1 (BK tag)

<KUID:30387:00040>

Y1 (Orange)

Greg Deryckere

<KUID:61109:10111>

Midland Mainline new Coach B

<KUID:61109:10110>

Midland Mainline new Coach A

<KUID:61109:10112>

Midland Mainline new Coach C

<KUID:61109:10113>

Midland Mainline new Coach D

<KUID:61109:10114>

Midland Mainline new Coach E

<KUID:61109:10116>

Midland Mainline new Coach G

<KUID:61109:10117>

Midland Mainline new Coach H

<KUID:61109:10115>

Midland Mainline new Coach F

<KUID:61109:10118>

Midland Mainline new engine

<KUID:61109:10101>

Midland Mainline Coach B

<KUID:61109:10100>

Midland Mainline Coach A

<KUID:61109:10102>

Midland Mainline Coach C

<KUID:61109:10103>

Midland Mainline Coach D

<KUID:61109:10104>

Midland Mainline Coach E

<KUID:61109:10105>

Midland Mainline Coach F

<KUID:61109:10106>

Midland Mainline Coach G

<KUID:61109:10107>

Midland Mainline Coach H

<KUID:61109:108>

Midland Mainline Engine HST

<KUID:61109:109>

Midland Mainline Engine HST weathered

Jean-Luc Bernard

<KUID:64577:15010>

SNCF wag GRANIT

<KUID:64577:15005>

SNCF wag tombSGW

<KUID:64577:15104>

SNCF wag AZUR

<KUID:64577:63>

SNCF Loc BB36000

<KUID:64577:93>

SNCF Loc 231K Noire

<KUID:64577:10205>

SNCF Loc 38TENDER Noir

Josef Pav

<KUID:46162:180>

DB 180 010-1
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Paul Hobbs <KUID:44090:15020> | LNER A3 Flying Scotsman Tender
<KUID:44090:15000> | RCH 7 Plank Maltby
<KUID:44090:15001> | RCH 7 Plank KOBO
<KUID:44090:15002> | RCH 7 Plank Charringtons
<KUID:44090:15003> | RCH 7 Plank TWB
<KUID:44090:15004> | RCH 7 Plank JD Firmston
<KUID:44090:15006> | RCH 7 Plank Modern Transport
<KUID:44090:15014> | RCH 7 Plank G Bishop
<KUID:44090:15013> | RCH 7 Plank J Brennan
<KUID:44090:15007> | RCH 7 Plank A Lacey
<KUID:44090:15008> | RCH 8 Plank Denaby
<KUID:44090:15009> | RCH 8 Plank Bagley
<KUID:44090:15010> | RCH 8 Plank Coal Salt
<KUID:44090:1015> Gresley A3 Flying Scotsman

Randall White <KUID:58422:15131> | CP gondola

<KUID:58422:10109>

Pullman 10s-1d-2c

<KUID:58422:10107>

Pullman 12s-1d-1smk

<KUID:58422:10108>

Pullman 14bed

<KUID:58422:0010>

Milwaukee EF1

<KUID:58422:0011>

Milwaukee EF1C

Roger Crouch/Ibertrainz

<KUID:87589:00600>

Renfe 303 350hp Hydraulic Shunter

<KUID:58377:15420>

Renfe Faoos TT1

<KUID:58377:15428>

Renfe Faoos TT2

<KUID:58377:00600>

Renfe 305 550hp Hydraulic Shunter

<KUID:58377:15421>

Renfe Tabbs TT3

<KUID:58377:15426>

Renfe Taems

<KUID:58377:15423>

Renfe Uagps TT8 old

<KUID:58377:15425>

Renfe Zaes

Todd Hohlenkamp

<KUID:43955:10150>

C-41 #1015

<KUID:43955:10151>

C-41 #1015 Tender

Gertjan van Harskamp

<KUID:49267:40>

SNCF BB67000

Mauro Maratta

<KUID:67873:15131>

FS GbhsUsurato

<KUID:67873:15211>

FS Fg2

<KUID:67873:6367>

FS E636 117

<KUID:67873:0940>

FS Gr940 030

<KUID:67873:0941>

FS Gr940 044

David Taylor <KUID:30204:17> NSW SRA 442 Class Candy
<KUID:30204:15> NSWGR 442 Class Tuscan

Rob Shaw <KUID:523:540> SAR 520 ARHS
<KUID:523:10077> SAR Centenary Car
<KUID:523:5401> SAR 520 ARHS Tender
<KUID:523:11100> MR Hiawatha Parlor
<KUID:523:11440> MR Hiawatha Coach
<KUID:523:11112> MR Hiawatha Diner
<KUID:523:11156> MR Hiawatha Express-Tap
<KUID:523:11454> MR Hiawatha Observation car
<KUID:523:11150> MR Hiawatha RPO

Claes Wikdahl <KUID:523:10070> UP Big Boy

<KUID:523:10114>

UP Big Boy Tender
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BOGEYS

VERSION 1

<kuid:-1:100749>
<kuid:-1:100750>
<kuid:-1:100073>
<kuid:-1:100074>
<kuid:-1:100075>
<kuid:-1:100022>
<kuid:-1:100138>
<kuid:-1:101241>
<kuid:-1:100139>
<kuid:-1:100005>
<kuid:-1:101424>
<kuid:-1:100008>
<kuid:-1:100866>
<kuid:-1:100078>
<kuid:-1:100033>
<kuid:-1:100028>
<kuid:-1:100047>
<kuid:-1:100041>
<kuid:-1:101252>
<kuid:-1:100777>
<kuid:-1:100811>
<kuid:-1:101394>
<kuid:-1:101392>
<kuid:-1:0>

<kuid:-1:101219>
<kuid:-1:100080>
<kuid:-1:101291>
<kuid:-1:100081>
<kuid:-1:101203>
<kuid:-1:100052>
<kuid:-1:100063>
<kuid:-1:100071>
<kuid:-1:100099>
<kuid:-1:100769>
<kuid:-1:100827>
<kuid:-1:101043>
<kuid:-1:101215>
<kuid:-1:100813>
<kuid:-1:100065>
<kuid:-1:100011>
<kuid:-1:100082>
<kuid:-1:100870>
<kuid:-1:101059>
<kuid:-1:100821>
<kuid:-1:100067>
<kuid:-1:100006>

1044 _obb_bogey
2100_bogey
40ft_Boxcar_bogey
50ft_Boxcar_bogey
60ft_Boxcar_bogey
6e1_bb_bogey
AlcoFA1_bogey
arl_bogey
atsf_car_bogey
bb_bogey
centenary_bogey
cflow_fert_bogey
class103_redbeige _bogey
Class37_bogey
Class43_bogey
class_55 bogey
Container_flat_bogey
cupola_caboose_bogey
DDm915_bogey
dI500_sar_bogey
dI500_tuscan_bogey
EF81_Red_bogey
EF81_Red_midbogey
f7_bogey
foundry_car_bogey
GATX_pennsalt_bogey
guard_van_bogey
Hbbins881_freightcar_bogey
Hbbins941_freightcar_bogey
hst_mk3_bogey
interfrigo_van_bogey
lwagon_bogey
mk2_bogey
nlky_bogey

nod_bogey
obb_eurofima_bogey
Os_freightcar_bogey
overland_bogey
pdhc_bogey
prr_fm_tuscan_bogey
c4_bogey

sd40_2 santafe_bogey
tipper_bogey
uc_silos_bogey
v200_bogey

vrs_bogey

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:2512:33371> class37_bogey

<kuid:-10:149>
<kuid:-12:153>
<kuid:-12:3535>
<kuid:-12:2536>

invisible_bogey

QR _car_bogey

sd40_2 santafe_dk_bogey
tuscan_bogey

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION

<kuid:-1:100076>
<kuid:-1:100077>
<kuid:-1:100691>
<kuid:-1:100724>
<kuid:-1:100839>
<kuid:-1:100840>
<kuid:-1:100009>
<kuid:-1:100141>
<kuid:-1:100142>
<kuid:-1:101414>
<kuid:-1:101418>
<kuid:-1:101410>
<kuid:-1:101415>

Class218_Bogey
Class34-200Red_bogey
dI531_SAR_bogey
dI531_tuscan_bogey
gg1_bogey
gg1_bogey big
gm_bogey
gp38_2_dark_bogey
gp38_2 light_bogey
invis_bogey

TGV _end_unit_bogey
TGV_SE_loco_bogey
TGV_unit_bogey

TRAINZ RAILROAD SIMULATOR 2004

AURAN BOGEYS

<KUID:44179:50002> PB_15_bogey0
<KUID:44179:50003> PB_15_bogey2

<KUID:-3:10030>
<KUID:-3:10061>
<KUID:-3:10064>

<KUID:-1:100050>

<KUID:-3:10100>
<KUID:-3:10101>

PB15_tender_bogey
mk1_bogey
woodchip_gondola_bogey
dd40ax_bogey
hondekop_eng_bog0
hondekop_eng_bog2
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TRAINZ RAILROAD SIMULATOR 2004

THIRD PARTY BOGEYS

Fredrik Skog <KUID:30387:50030> | Y1 Bogey
Jean-Luc Bernard <KUID:64577:50003> | fr1grey bogey
<KUID:64577:50004> | y25 bogey

<KUID:64577:50005>

diamondb bogey

<KUID:64577:50036>

231KS bogey

<KUID:64577:50037>

231KcS bogey

<KUID:64577:50051> | inv bogey
<KUID:64577:50052> | BB36 bogey
<KUID:64577:50060> | Nord231aS bogey
<KUID:64577:50063> | 038S bogey
Josef Pav <KUID:46162:50000> | SKODA bogey
Paul Hobbs <KUID:44090:50018> | Gresley Corridor Tender LNER bogey
<KUID:44090:50802> | RCH 9 bogey clean
<KUID:44090:50016> | Gresley A3 44090 50016 front bogey
<KUID:44090:50015> | Gresley A3 44090 50015 main bogey
<KUID:44090:50800> | RCH 9’ 16’6 hi poly bogey
<KUID:44090:50017> | Gresley A3 44090 50017 rear bogey
Randall White <KUID:58422:50118> | RB36
<KUID:58422:50114> | 6wheel
<KUID:58422:50115> |EF10
<KUID:58422:50116> | EF11
<kuid:58422:50117> EF12

Roger Crouch/lbertrainz

<KUID:87589:50060>

“Renfe 303 animated drivewheels and pushrods”

<KUID:87589:50001>

Renfe 303 animated bogey

<KUID:58377:50666>

indigonull

<KUID:58377:50060>

“Renfe 305 animated drivewheels and pushrods”

<KUID:58377:50062>

“Renfe Tabbs animated”

Todd Hohlenkamp

<KUID:43955:50049>

C-41 Pilot

<KUID:43955:50048>

C-41 Driver

<KUID:43955:50050>

C-41 Tender Truck

<KUID:43955:50017>

Dummy Truck

Gertjan van Harskamp

<KUID:49267:50019>

BB67000 Bogey

<Kuid:67873:50999>

E bogey

<KUID:67873:50943>

gr940 bogey3

<Kuid:67873:50001>

€636 bogey c

<KUID:67873:50941>

gr940 bogey1

<KUID:67873:50942>

gr940 bogey2

<Kuid:67873:50000>

E636 carrello

David Taylor

<KUID:30204:50007>

nswgr 442 bogie
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Rob Shaw <KUID:523:50544> 520 ARHS pony truck
<KUID:523:50541> 520 ARHS drivers
<KUID:523:50545> 523 TRS tender truck
<KUID:523:50546> 523 TRS trailing truck
<KUID:523:50920> centenary bogie TRS
<KUID:523:50609> Hiawatha car truck
<KUID:523:108291> guard van bogey 2

Claes Wikdahl <KUID:523:10071> UP Bigboy bogey0
<KUID:523:10072> UP Bigboy bogey
<KUID:523:10115> UP Bigboy tender bogey0
<KUID:523:10116> UP Bigboy tender bogey?2

Allan Rees <KUID:4468:50062> A4 LNER Red Bogey4
<KUID:4468:50064> A4 LNER Red Bogey2
<KUID:4468:50063> A4 LNER Red Bogey6
<KUID:4468:50065> A4 LNER Red Corridor Tender Bogey

PANTOGRAPHS HORNSOUND

AURAN PANTOGRAPHS

<kuid:-1:101255> 1044 panto

<kuid:-1:110002> 6e1_bb_pantograph
<kuid:-1:100860> bb_pantograph
<kuid:-1:101395> EF81_Red_pantograph
<kuid:-1:101177> Rc4_pantograph
<kuid:-1:100838> gg1_pantograph
<kuid:-1:101411> TGV_pantograph
<KUID:-3:10103> Mat54_4hondekop_pantograph

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY PANTOGRAPHS

Jean-Luc Bernard
<KUID:64577:57006> Astri pantograph

Mauro Maratta
<KUID:67873:57020> Tipo 52 FS52 pantograph

AURAN HORNSOUNDS

<KUID:-1:42003103> ALCo
<KUID:-1:42003102> br

<KUID:-1:42003101> default
<KUID:-1:42003101> redhen
<KUID:523:100433>  pb15
<KUID:-3:10066> UP BigBoy
<KUID:-3:10151> Airhorn 1
<KUID:523:54610> BigBoy
<kuid:-12:37> br2
<kuid:-12:38> br3

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY HORNSOUNDS

Chris Cordes
<KUID:67598:54003>

Greg Deryckere

HornSoundToyTrain

<KUID:61109:54009>
<KUID:61109:54010>

Jean-Luc Bernard
<KUID:64577:54501>
<KUID:64577:54504>

Todd Hohlenkamp
<KUID:43955:54003>

Mauro Maratta
<KUID:67873:54001>

class 43 Hornsound 1
class 43 Hornsound 2

vapeur
deuxtonslg

K-27 Whistle

fischio
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ENGINESOUND

AURAN ENGINESOUNDS

<KUID:-1:42003001>
<KUID:-1:42003002>
<KUID:-1:42003000>
<KUID:523:100432>
<KUID:-3:10105>
<kuid:-12:2100>

alco

electric

emD

redhen

PB 15 (Steam)
QR2100

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY ENGINESOUNDS

Chris Cordes
<KUID:67598:53003>

Jean-Luc Bernard
<KUID:64577:50070>

Todd Hohlenkamp
<KUID:43955:53003>
<KUID:43955:53004>

Mauro Maratta
<KUID:67873:53001>

EngineSoundToyTrain

Pacific sound

K-27 Steam
C-41 Steam

FS Gr Steam

INTERIORS

AURAN INTERIORS

<kuid:-1:100554>
<kuid:-1:100382>
<kuid:-1:101168>
<kuid:-1:100186>
<kuid:-1:101211>
<kuid:-1:101212>
<kuid:-1:101202>
<kuid:-10:172>
<kuid:-10:167>
<kuid:-10:168>
<kuid:-10:169>
<kuid:-1:101472>
<kuid:-10:170>
<kuid:-10:173>
<kuid:-1:101475>
<kuid:-10:166>
<kuid:-10:221>
<kuid:-1:101473>
<kuid:-1:101474>
<kuid:-10:216>
<kuid:-18:1101>
<KUID:-3:10191>
<KUID:523:55901>
<KUID:-3:10085>
<KUID:-3:10162>

bb15000
class37_int_cab
class43_interior
f7interior
f7interior_kph_lhd
f7interior_mph_lhd
f7interior_mph_rhd
Gen1960_op1
gen_1044

Gen_6e1

Gen_deltic
Gen_DL500
Gen_DL500_mph_rhd
Gen_RC4

Gen_sd

v200

Gen_218

Gen_dl

gen_gg

gen_tgv

sw

PB_interior
Bigsteam_Interior (Big Boy)
DDA40 Interior
Gen_renfe_305TRAINZ

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY INTERIORS

Chris Cordes
<KUID:67598:55000>

Mauro Maratta
<KUID:67873:55940>

Rob Shaw
<KUID:523:55540>
<KUID:523:55005>
<KUID:-3:10183>
<KUID:-3:10184>

Jean-Luc_Bernard
<KUID:64577:55000>

Josef Pav
<KUID:46162:55180>

Wd_interior

940 interior

520_TRS_interior
centenary_interior TRS
mallard_interior
flying_scotsman_interior

BB 68000

DB_180

Trainz Railroad Simulator 2004 - The Content Creators Guide

Version 1.03 119



ENGINESPEC

AURAN ENGINESPEC

<KUID:-1:42004211>
<KUID:-1:42004212>
<KUID:-12:51002>
<KUID:-1:42004210>
<KUID:-1:42004213>
<KUID:67873:51940>
<KUID:-1:42004207>
<KUID:-1:42004208>
<KUID:-1:42004209>
<KUID:64577:51003>
<KUID:523:51070>
<KUID:44090:51024>
<KUID:523:51468>
<KUID:-1:42004205>
<KUID:523:51469>
<KUID:43955:51009>
<KUID:-1:42004204>
<KUID:-1:42004206>
<KUID:-1:42004228>
<KUID:-1:42004203>
<KUID:-1:42004201>
<KUID:-1:42004215>
<KUID:-1:42004224>
<KUID:2512:337>
<KUID:-1:42004202>
<KUID:-1:42004250>
<KUID:-1:42004216>
<KUID:-1:42004217>
<KUID:-1:42004218>
<KUID:-12:51039>
<KUID:-1:42004219>
<KUID:-1:42004231>
<KUID:-3:10108>
<KUID:44179:51002>
<KUID:-1:42004220>
<KUID:523:402>
<KUID:-1:42004221>
<KUID:-1:42004229>
<KUID:-1:42004222>

44

6E1

218

340

930

940

1044

1600

2100

231K
520_engine
A3

A4

BB 15000
BigBoy
C-41_engine
Class 37
Class 43
DD40X
default_loco
default_wagon
Deltic

di531

EE Type 3
F7
F7_hotrod
FA1

FA2

FPA4

GG1

GM
GP38_2
Hondekop
PB15

RC4
RedHen
SD40 2
TGV

V200

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY ENGINESPEC

Chris Cordes
<KUID:67598:51003> EnginesToyTrain

Fredrik Skog
<KUID:30387:51006> Y1a
<KUID:30387:51008> Y1c

Josef Pav
<KUID:46162:51180> DB 180

Randall White
<KUID:58422:51200> EF1
<KUID:58422:51201> EF1C

Roger Crouch/Ibertrainz
<KUID:87589:51303> Renfe 303
<KUID:58377:51305> Renfe 305

Gertjan van Harskamp
<KUID:49267:51010> BB 67000

Mauro_Maratta
<KUID:67873:51000> E636

David Taylor
<KUID:30204:51000> NSWGR_442

MESH
AURAN MESHES

<KUID:-3:10099>
<KUID:-3:10154>
<KUID:-3:10051>
<KUID:-3:10054>
<KUID:-3:10121>
<KUID:-3:10125>
<KUID:-3:10146>
<KUID:-3:10128>

Fixedtrack-preview
Fixedtrack-preview-Str
Tanker loader

Tender Loader
Airport_Preview
Seaport_Preview
Airport_Preview_basic
DriverAlastair

<KUID:-3:10130> DriverDave
<KUID:-3:10134> DriverPhilippe
<KUID:-3:10048> DriverSean
<KUID:-3:10132> DriverGraham
<KUID:-3:10046> DriverKenny
<KUID:-3:10047> DriverGeoff
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SCENERY

VERSION 1

Austraila
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

100263>
100468>
100251>
100252>
100253>
100256>
100257>
100202>
100258>
100259>
100203>
100260>
100204>
100261>
100205>
100206>
100213>
100323>
100823>
100824>
100254>
100551>
100540>
100541>
100542>
100543>
100544>
100545>
100546>
100547>
100548>
100549>
100550>
100255>
100262>
100274>
100276>
101434>
100264>
100265>
100266>
100267>
100419>
101435>
100001>
100268>
100269>

Building_Corner_Shop
Misc_Hills_Hoist
Animal_Horse
Animal_Horse2
Animal_Horse3
Building_Tilnowle_Pub
House_1

House 1a

House 2

House 2b

House 2a

House 3

House_3a

House Hiset 1

House_ Hiset 2

House Hiset 2a
House_ Hiset 2b
House Hiset 1a
Tside_2t_Level_Crossing
Tside_1t_Level_Crossing
Building_Cane_Mill
People_Crowd
People_Group
People_Group2
People_Lineup
People_Lineup2
People_person1
People_person2
People_person3
People_person4
People_person5
People_person6
People_person7
Building_School_Hall
Building_Shearing_Shed
Animal_Sheep_Flock
Tree_Large_shrub
Sign_Station
Tside_Signal_Box1
Tside_Signal_Box2
Tside_Signal_Box3
Tside_Signal_Box4
Sign_Road_Giveway
Sign_Tall
Building_Grain_Silos
Building_Small_Shops
Tside_Small_Station

<kuid:-1:100384>
<kuid:-1:100270>
<kuid:-1:100271>
<kuid:-1:100272>
<kuid:-1:100273>
<kuid:-1:100388>
<kuid:-1:100389>
<kuid:-1:100390>
<kuid:-1:100218>
<kuid:-1:100219>
<kuid:-1:100391>
<kuid:-1:100275>
<kuid:-1:100461>
<kuid:-1:100277>
<kuid:-1:100278>
<kuid:-1:100279>
<kuid:-1:100280>
<kuid:-1:100281>
<kuid:-1:100282>
<kuid:-1:100283>
<kuid:-1:100407>
<kuid:-1:100408>
<kuid:-1:100392>
<kuid:-1:100393>
<kuid:-1:100394>
<kuid:-1:100284>
<kuid:-1:100285>
<kuid:-1:100286>
<kuid:-1:100287>
<kuid:-1:100385>
<kuid:-1:100506>
<kuid:-1:100288>
<kuid:-1:100415>
<kuid:-1:100289>
<kuid:-1:100290>
<kuid:-1:110018>
<kuid:-1:100386>
<kuid:-1:100387>

English Countryside
<kuid:-1:521>

<kuid:-1:568>
<kuid:-1:1012>
<kuid:-1:524>
<kuid:-1:525>
<kuid:-1:1021>
<kuid:-1:1008>
<kuid:-1:520>
<kuid:-1:573>
<kuid:-1:587>
<kuid:-1:591>

Tside_Station
House_Thunderbox_1
House_Thunderbox_1b
House_Thunderbox_2
House_Thunderbox_2b
Vehicle_Tracktor_Blue
Vehicle_Tracktor R
Vehicle_Tracktor
Sign_Road_Lights_1
Sign_Road_Lights_2
Tree_Bunya_Group
Tree_Gum_Group
Tree_Gum_Group_2
Tree_Bunya_Pine
Tree_Bunya_Pine_2
Tree_Bunya_Pine_3
Tree_Flame
Tree_Flame_|
Tree_Gum_1
Tree_Gum_2
Tree_Gum_3
Tree_Gum 4
Tree_Palm_1a
Tree_Palm_1b
Tree_Palm_2
Tree_Small
Tree_Stickish
Tree_Stickish_Group
Tree_Umbrella
Tside_Turntable
Tside_Turntable_2
Tside 2t Walkover
Building_watertank
Building_Wharf
Building_Wharf_Shed
Tside_Sign_Wistle
Misc_Windmill
Building_Workshed

Building_Brick_Shed
House_Brick_Unit
Building_Factory
Tside_Junction_Building
Tside_Junction_Building2
Building_Silo
Building_Tankshed
Building_Church
House_Cottage
Flower_Yellow2
Flower_Lavender
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<kuid:-1:588>
<kuid:-1:589>
<kuid:-1:590>
<kuid:-1:6>
<kuid:-1:16>
<kuid:-1:526>
<kuid:-1:31>
<kuid:-1:32>
<kuid:-1:33>
<kuid:-1:570>
<kuid:-1:571>
<kuid:-1:572>
<kuid:-1:569>
<kuid:-1:34>
<kuid:-1:35>
<kuid:-1:36>
<kuid:-1:37>
<kuid:-1:38>
<kuid:-1:1009>
<kuid:-1:3577>

<kuid:-1:100735>

<kuid:-1:1022>
<kuid:-1:574>
<kuid:-1:594>

<kuid:-1:101438>
<kuid:-1:101439>

<kuid:-1:586>

<kuid:-1:100220>
<kuid:-1:100221>

<kuid:-1:564>
<kuid:-1:565>
<kuid:-1:527>
<kuid:-1:528>
<kuid:-1:529>
<kuid:-1:593>
<kuid:-1:560>
<kuid:-1:561>
<kuid:-1:562>
<kuid:-1:563>
<kuid:-1:27>
<kuid:-1:1015>
<kuid:-1:1016>
<kuid:-1:566>
<kuid:-1:30>
<kuid:-1:28>
<kuid:-1:567>
<kuid:-1:581>
<kuid:-1:582>
<kuid:-1:41>
<kuid:-1:42>
<kuid:-1:530>

Flower_Yellow
Flower_Yellow_Spots
Flowers_Lavender2
Tree_Forrest9
Tree_Forrest VWF

Building_Church_Headstones

Vehicle_Hilux_Red
Vehicle_Hilux_Blue
Vehicle_Hilux_Grey
House Brick_Red
House_Small
House_Stone
House_Brick_White
Vehicle_Jag_Green
Vehicle_Jag_ Black
Vehicle_Jag_Red
Vehicle_Jetta_Blue
Vehicle _Jetta Green
Misc_Jetty
Tside_Crossing2
Tside_Crossing1
Building_PowerTower
Tside_Relaybox
Building_Shed
Tside_Sign_Station
Tside_Sign_Station_Tall
Tside_Station
Misc_Traffic_Light1
Misc_Traffic_Light2
Tree VNS
Tree_VWF

Treed

Tree9

Tree9 Large

Tree9 Side

Tree26

Tree28

Tree52

Tree52M
Tree_Group1
Tree_Group2
Tree_Group3
Tree10
Vehicle_Van_White
Vehicle_Van_ATeam
Tside_Walkover
Wall_Rock
Wall_Stone
Vehicle_X4_Brown
Vehicle_X4_Grey
Tree_Forest X9

<kuid:-1:5>
<kuid:-1:577>

USA

<kuid:-1:100599>
<kuid:-1:100558>
<kuid:-1:100600>
<kuid:-1:100559>
<kuid:-1:100585>
<kuid:-1:100635>
<kuid:-1:100638>
<kuid:-1:100915>
<kuid:-1:100932>
<kuid:-1:100916>
<kuid:-1:100917>
<kuid:-1:100918>
<kuid:-1:100496>
<kuid:-1:100872>
<kuid:-1:100431>
<kuid:-1:100561>
<kuid:-1:100622>
<kuid:-1:100432>
<kuid:-1:100592>
<kuid:-1:100533>
<kuid:-1:100562>
<kuid:-1:100497>
<kuid:-1:100498>
<kuid:-1:100499>
<kuid:-1:100500>
<kuid:-1:100501>
<kuid:-1:100507>
<kuid:-1:100508>
<kuid:-1:100509>
<kuid:-1:100510>
<kuid:-1:100563>
<kuid:-1:100564>
<kuid:-1:100601>
<kuid:-1:100565>
<kuid:-1:100566>
<kuid:-1:100602>
<kuid:-1:100593>
<kuid:-1:100567>
<kuid:-1:100958>
<kuid:-1:100959>
<kuid:-1:100960>
<kuid:-1:100961>
<kuid:-1:100594>
<kuid:-1:100502>
<kuid:-1:100503>
<kuid:-1:100433>
<kuid:-1:100504>

Tree_Forest XVNS
Tside_Sign_Xing

Vehicle_4x4 Green
Vehicle_4x4_Police
Vehicle_4x4 Red
Building_Bakery
Building_Shed_Big
Building_Blast_Furnace
Vehicle_Bug
Tree_Cactus_1
Tree_Cactus_1b
Tree_Cactus_2
Tree_Cactus_3
Tree_Cactus 4
Building_Cafe
Building_Coke_Oven
Sign_East_West
Building_Factory
Vehicle_Falcon
Building_Freight Depot
Building_Gas_Station
Building_Grain_Elevator
Vehicle_Hilux_Grey
House_1

House 2

House_3

House 4

House 5

House 6

House 7

House 8

House 9
Animal_Horse_1
Animal_Horse_2
Animal_Horse_3
House_10

House 11a

Building_Interlocking_Tower

Vehicle_Jag_Red
Vehicle_Jetta_Blue
Shrub_Lichen_1
Shrub_Lichen_2
Shrub_Lichen_3
Shrub_Lichen_4
House_Log_Cabin
Station_Metro
Station_Metro_Single
Building_Mining_Co
Building_Motel
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<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

100560>
100526>
100623>
100624>
100527>
100742>
100639>
100640>
100641>
100642>
100643>
100644>
100645>
100646>
100647>
100648>
100649>
100650>
100655>
100656>
100657>
100658>
100570>
100935>
100936>
100942>
101257>
100924>
100943>
100948>
100949>
100950>
100925>
100926>
100937>
100938>
100939>
100940>
100941>
100944>
100636>
100434>
100435>
100596>
100625>
100626>
100962>
100963>
100919>
100920>
100930>

Building_Music_Shop
Vehicle_Mustang_Blue

Vehicle_Mustang_Blue_FB
Vehicle_Mustang_Yellow_FB

Vehicle_Mustang_Red
Building_Open_Hearth
People_Crowd
People_Group_1
People_Group_2
People_Lineup_1
People_Lineup_2
People_1

People 2

People_3

People 4

People_5

People 6

People_7
People_Pink
People_Suit_1
People_Suit_2
People_White
Tree_Pine_High

People Platform_Group_1
People_Platform_Group_ 2
People_Platform_Group_3
People_Platform_Group 4

People_Platform_1
People_Platform_10
People_Platform_11
People_Platform_12
People_Platform_13
People_Platform_2
People_Platform_3
People_Platform_4
People_Platform_5
People_Platform_6
People_Platform_7
People_Platform_8
People_Platform_9
Building_Rolling_Mill
Sign_Route_66
Sign_RX
Building_School
Vehicle_Semi_Grey
Vehicle_Semi_Red
Shrub_Group_1
Shrub_Group 2
Shrub_1

Shrub_2

Shrub_3

<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1

:100931>
:101440>
:101441>
:100873>
:100436>
:100437>
:100438>
:100439>
:100440>
:100441>
:100733>
:100663>
:100571>
:100595>
:100442>
:100443>
:100444>
:100445>
:100446>
:100572>
:100573>
:100665>
:100666>
:100667>
:100574>
:100802>
:100505>
:100803>
:100740>
:100575>
:100804>
:100844>
:100805>
:100845>
:100576>
:100806>
:100603>
:100807>
:100604>
:100808>
:100577>
:100578>
:100605>
:100606>
:100581>
:100582>
:100583>
:100607>
:100579>
:100580>
:100568>

Shrub_4
Sign_Station
Sign_Station_Tall
Building_Sintering_Plant
Building_Stone_1
Building_Stone_2
Building_Stone_3
Building_Stone 4
Building_Stone_5
Building_Stone_6
Building_Stone_7
Misc_Street_Lamp
Building_Supermarket
Building_Surveyor
Building_Terminus
Building_Tower_1
Building_Tower_2
Building_Tower_3
Building_Tower_4
Building_Toy_Shop
Vehicle_Tractor

Misc_Traffic_Lights USA_1
Misc_Traffic_Lights USA 2
Misc_Traffic_Lights USA 3

Tree_Pine_Group
Tree_Autumn_9
Tree 1
Tree_Autumn_1
Tree 2

Tree 26
Tree_Autumn_2
Tree 3
Tree_Autumn_3
Tree 5

Tree 52
Tree_Autumn_5
Tree_Group_1
Tree_Autumn_Group_1
Tree_Group_2
Tree_Autumn_Group 2
Tree_Group_3
Tree_Gum_Group_1
Tree_Gum_Group_2
Tree_Gum_1
Tree_Gum_2
Tree_Gum 4
Tree_Palm_1a
Tree_Palm_1b
Tree_Pine_1

Tree Pine 2
Tside_Turntable
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<kuid:-1:100809>
<kuid:-1:100875>
<kuid:-1:100951>
<kuid:-1:101156>
<kuid:-1:101135>
<kuid:-1:101137>
<kuid:-1:100863>
<kuid:-1:100651>
<kuid:-1:100688>
<kuid:-1:100689>
<kuid:-1:100921>
<kuid:-1:100922>
<kuid:-1:100584>
<kuid:-1:100151>
<kuid:-1:100569>
<kuid:-1:100512>
<kuid:-1:100964>
<kuid:-1:100448>
<kuid:-1:101265>
<kuid:-1:101266>
<kuid:-1:100637>

Building_ USA Brick 1
Building_USA_Brick_2
Building_ USA Brick 3
Building_USA_Brick_4
Building USA Brick 5
Building_USA_Brick_6

Building_USA_Radio_Antenna

Building_USA_Silo_Complex
Station_USA_1
Station_USA_1_Platform
Tree_USA_1
Tree_USA 2
Tside_Walkover

Wall_1
Building_WaterTank
Sign_Whistle
Sign_Xing_Rural
Sign_Xing_USA
Sign_Xing_USA_1
Sign_Xing_USA_Boom
Building_Yard_Office

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:9:24006>
<kuid:-12:162>
<kuid:-12:404>
<kuid:-12:490>
<kuid:-12:403>
<kuid:9:24010>
<kuid:9:24009>
<kuid:44482:26008>
<kuid:44482:26009>
<kuid:-10:156>
<kuid:-10:157>
<kuid:-10:158>
<kuid:-10:159>
<kuid:-10:160>
<kuid:1942:26014>
<kuid:44797:28013>
<kuid:44797:28014>
<kuid:1942:25006>
<kuid:55712:26001>
<kuid:3801:27000>
<kuid:47092:50221>
<kuid:1942:28000>
<kuid:1942:27004>
<kuid:1942:27005>
<kuid:-10:154>
<kuid:-10:155>
<kuid:3801:20001>
<kuid:44797:28002>

10m_concrete_hid
Sign_Curve_20 R
Sign_Curve_20 L
Sign_Curve_60_R
Sign_Curve_60_L
6m_concrete_twin45 hps
6m_concrete_twin_hid
Misc_Bench_Platform
Misc_Bench
Animal_Buffalo_1
Animal_Buffalo_2
Animal_Buffalo_3
Animal_Buffalo_Herd
Animal_Buffalo_Herd_L
Building_Bank_Co-Op
Ind_Coal_Dock
Ind_Coal_Dock Powerhouse
House_Cottage
Building_Diner

dumper
Building_Warehouse_EDC
Building_Shed_Engine
Building_Factory 1
Building_Factory 5 1942
People_Flagman_Green
People_Flagman_Yellow
Bridge_Fort
Tside_Platform_Freight

<kuid:1942:27006>
<kuid:55712:25001>
<kuid:3801:80001>
<kuid:44482:26010>
<kuid:44482:26006>
<kuid:1942:34007>
<kuid:26001:23030>
<kuid:26001:23031>
<kuid:26001:23032>
<kuid:26001:23033>
<kuid:44797:28001>
<kuid:30204:23001>
<kuid:30204:23002>
<kuid:30204:23003>
<kuid:30204:23004>
<kuid:30204:23005>
<kuid:30204:23006>
<kuid:9:23007>
<kuid:2512:41>
<kuid:1942:34006>
<kuid:1942:34004>
<kuid:1942:34003>
<kuid:1942:26016>
<kuid:1942:26005>
<kuid:-12:795>
<kuid:46415:23510>
<kuid:46415:28060>
<kuid:46415:28070>
<kuid:46415:23530>
<kuid:46415:23520>
<kuid:46415:23525>
<kuid:46415:28000>
<kuid:46415:28005>
<kuid:46415:28200>
<kuid:46415:28050>
<kuid:46415:28055>
<kuid:-12:123453>
<kuid:-12:123452>
<kuid:-12:405>
<kuid:-12:402>
<kuid:-12:166>
<kuid:-12:791>
<kuid:-12:680>
<kuid:-12:681>
<kuid:-12:790>
<kuid:-12:123455>
<kuid:-12:123454>
<kuid:-12:796>
<kuid:-12:679>
<kuid:-12:792>
<kuid:3801:23037>

Misc_Gasometer
House 1
Animal_Kangaroo
Tside_Platform_Lamp
Building_Library
Misc_Memorial_1942
Tside_ MPM

Tside. MPW_Frac1
Tside_ MPW_Frac2
Tside_ MPW_Frac3
Tside_Watertower NYC
Sign_Station_0z_1a
Sign_Station_0Oz_1b
Sign_Station_0z_2a
Sign_Station_0Oz_2b
Sign_Station_0Oz_3a
Sign_Station_0Oz_3b
Misc_Phone
Station_SVR_Highley
Building_Police_Station
Misc_Postbox
Building_Post_Office
Building_Pub_Carvery
Building_Pub_White_Horse
Building_QFS_Depot
Tside_Cable_Marker QR
Tside_Cable Pit QR
Tside_JunctionBox_QR
Sign_QR_Keepout
Sign_QR_Ohead_Wires_1
Sign_ QR _Ohead_Wires 2
Tside_Phonebox QR
Tside_Phonebox_QR_Call
Tside_Relay_Hut QR
Tside_TC_Box_1_QR
Tside_ TC Box 2 QR
Fence_4Platform_QR_2
Fence_4Platform_QR
Tside_Light_ QR
Tside_Name1 QR
Tside_Overhead_QR
Tside_Payphone_QR
Tside_Rubbish_Bin_QR
Tside_Seat QR
Tside_Phone_Security QR
Tside_Shelter2_ QR
Tside_Shelter_QR
Station_QR2

Station_QR
Tside_Ticketmachine QR
Sign_RMines2
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<kuid:44797:28011>
<kuid:-12:123456>

<kuid:-12:798>
<kuid:-12:799>
<kuid:-12:800>

<kuid:50435:26001>

<kuid:-12:163>

<kuid:44482:26005>
<kuid:1942:28003>
<kuid:1942:28007>
<kuid:1942:28009>

<kuid:-12:650>
<kuid:-12:323>
<kuid:-12:324>
<kuid:9:23001>
<kuid:9:23002>
<kuid:9:23003>

<kuid:1942:28006>
<kuid:1942:28008>
<kuid:1942:25014>
<kuid:1942:26006>
<kuid:44797:28017>
<kuid:1942:34005>

<kuid:-12:44444>
<kuid:-10:150>
<kuid:-12:3545>
<kuid:-12:314>
<kuid:-12:427>
<kuid:-12:498>
<kuid:-12:499>
<kuid:-12:161>

<kuid:44482:26007>

<kuid:-12:164>

<kuid:3801:28000>

<kuid:44482:23084>
<kuid:44482:23085>
<kuid:44482:23086>
<kuid:44482:23087>

Building_Sandhouse
Building_Servo
Building_Shed_Big
Building_Shed_Goods
Building_Shed_Tan
Building_Cafe_Shore
Building_Shed_Small
Station_St_Anton
Station_1942_2
Station_1942_3
Station_1942 4
Station_1track
Station_2track
Station_3track
Station_CP_Medium
Station_CP_Medium_Lite
Station_CP_Medium_Old
Station_Forecourt_2
Station_Forecourt_3
House 5
Building_Shop
Tside_Switchtower LPC
Misc_Phone_Box
Sign_Australia_Zoo
People_Track_Gang
Tree_Gum
Station_Union
Misc_Water_Column
Misc_Wooden_Crates
Misc_Wooden_Crates 2
Building_Woombye
Misc_WTower_Euro
Sign_Xing_Rural_Oz
Building_Shed_Yellow
trackside Gantry_3Line
trackside Gantry_4Line
trackside Gantry_5Line
trackside Gantry_6Line

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION
Germany

<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

101191>
101192>
101333>
101334>
101319>
101320>
101084>
101286>
100732>
100690>

House_Alps

House Alps2
Vehicle_Truck_1
Vehicle_Truck 2
Misc_Balloon
Misc_Balloon2
Building_Barn
Misc_Bench
Building_Big
Building_Castle_big

<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1

:100738>
:100741>
:100743>
:101090>
:101314>
:101205>
:101315>
:101316>
:101217>
:100672>
:101287>
:100668>
:101300>
:101198>
:101230>
:101231>
:101061>
:101150>
:100869>
:101085>
:101171>
:101335>
:101181>
:101194>
:101195>
:100739>
:101295>
:101049>
:101331>
:101223>
:101088>
:101089>
:101268>
:101288>
:101301>
:101062>
:101106>
:101151>
:101250>
:101201>
:101172>
:101050>
:101226>
:101227>
:101262>
:101228>
:101318>
:101210>
:101234>
:101235>
:101285>

House_Block1
House_ Block2
House_Block3
Vehicle_Mini
Vehicle_Mini_red
Vehicle_Saloon
Vehicle_Saloon_black
Vehicle_Saloon_purple
Vehicle_Starsky
Building_Castle
Building_Chicken_coop
Building_Church
Building_Church2
Misc_Coaster
Misc_Coastercar_front
Misc_Coastercar_middle
Building_Pub_corner
Tside_Cover_station
Ind_Crane
Building_Dieseltanks
Tside 2t Walkover
Misc_Duckshoot
Building_Factory
House Farm1

House Farm2
Building_Farmsilo
Vehicle_Farmtruck
Misc_Ferris_Wheel
Building_Fueltanks
Building_Gas_Station
Building_Gateway
Building_Haybarn
Animal_Horse
Animal_Horses
Building_Lookout
House_Log_Cabin
Building_Lumber_Mill
Tside_Station_med
Misc_Merrygoround
Building_Mill
Building_Mine
Tside_Overhead
People_1

People_2

People_3

People_4
People_Group
Animal_Pig
Animal_Piggies
Animal_Pigs
Tside_Platform_seat
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<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

101018>
101099>
101100>
101144>
101175>
101188>
101189>
101190>
101104>
101232>
101263>
101302>
10132>

101101>
101187>
101197>
101112>
101113>
101114>
101102>
101083>
100843>
101258>
100768>
101208>
101209>
101086>
101087>
101073>
101074>
101075>
101076>
101077>
101078>
101091>
101092>
101093>
101094>
101095>
101096>
101097>
101098>
101108>
101109>
101110>
101111>
101079>
101080>
101081>
101082>
101239>

People_Platform_group
Tside_Pointstation
Building_Railshed
Sign_Road1
Sign_Road2
Sign_Road3
Sign_Road4
Sign_Road5
Sign_Road6
Sign_Road7
Sign_Road8
Misc_Rock_Fall
Building_Round_tower
Building_Shop1
Tree_Shrub1
Tree_Shrub2
Tree_Snow_Pine1
Tree_Snow_Pine2
Tree_Snow_Pine3
Building_Stables
Tside_Station
Building_Tower_Tall
Building_Townhall
Building_Town_Clock
Vehicle_Tracktor1
Vehicle_Tracktor2
Tree_Fruit
Tree_Fruit_lo
Tree_Large_hi
Tree_Large_lo
Tree_Medium1_hi
Tree_Medium2_hi
Tree_Medium1_lo
Tree_Medium2_lo
Tree_Pine_low1_hi
Tree Pine_low2_hi
Tree_Pine_low3_hi
Tree Pine_low4 _hi
Tree_Pine_low1_lo
Tree_Pine_low2_lo
Tree_Pine_low3_lo
Tree_Pine_low4_lo
Tree_Pine_tall1_hi
Tree_Pine_tall2_hi
Tree_Pine_tall1_lo
Tree Pine_tall2_lo
Tree_Small_hi
Tree_Small_lo
Tree_Tall2_hi
Tree_Tall2_lo
Tside_Turntable

<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1

Swiss

<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1
<kuid:-1

:101173>
:101103>
:101259>
:100830>
:101105>
:100659>
:101186>
:101336>

:101349>
:101405>
:101406>
:100653>
:100654>
:100716>
:101350>
:101407>
:101408>
:101409>
:101351>
:101388>
:101384>
:101390>
:101347>
:101398>
:101399>
:101400>
:101401>
:101385>
:101352>
:101433>
:101404>
:101353>
:101354>
:101355>
:101356>
:101357>
:101358>
:100670>
:100693>
:100694>
:100695>
:100696>
:100697>
:100698>
:100699>
:100722>
:100701>
:100702>
:100703>

Tside 1t Walkover
Building_Warehouse
Building_Warehouse2
Building_Water_Tower
Building_Water_Wheel
Building_Windmill
Tside_crossing_Sign
People_Yeti

Vehicle_4WD_1
Vehicle 4WD 2
Vehicle_ 4WD_3
Alps_cabin1
Alps_church1

cabin

Vehicle_Car_1
Vehicle_Car_2
Vehicle_Car_3
Vehicle_Car_4
Tside_Crossing_Sign
Tside_Freight_Depot
Tside_Rural_Depot
Tside_Engine_Shed
Building_Swiss_Hotel
House_1

House 2

House_3

House 4
Building_Lumber_Yard
Sign_No_Entry

Tside Relay Box
Building_Shop
Vehicle_Ski_Doo
People_Skier 1
People_Skier 2
People_Skier_3
People_Skier 4
People_Snowboarder
Tree_Snowpine_big2
Tree_Snowpine_big2_|
Tree_Snowpine2
Tree_Snowpine2_|
Tree_Snowpine2_sml
Tree_Snowpine2_sml_|
Tree_Snowpine3_big
Tree_Snowpine3_big_|
Tree_Snowpine3
Tree_Snowpine3d |
Tree_Snowpine3_sml
Tree_Snowpine3_sml_|
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<kuid:-1:100704>
<kuid:-1:100705>
<kuid:-1:100706>
<kuid:-1:100707>
<kuid:-1:100708>
<kuid:-1:100709>
<kuid:-1:100710>
<kuid:-1:100711>
<kuid:-1:100712>
<kuid:-1:100713>
<kuid:-1:100714>
<kuid:-1:100715>
<kuid:-1:100717>
<kuid:-1:100718>
<kuid:-1:100719>
<kuid:-1:100720>
<kuid:-1:100721>
<kuid:-1:101344>
<kuid:-1:101317>
<kuid:-1:101362>
<kuid:-1:101387>
<kuid:-1:101363>
<kuid:-1:101364>
<kuid:-1:101365>
<kuid:-1:100726>
<kuid:-1:100727>
<kuid:-1:100728>
<kuid:-1:101391>

Tree_Snowpine4_big
Tree_Snowpine4_big_|
Tree_Snowpine4
Tree_Snowpine4 |
Tree_Snowpine4_sml
Tree_Snowpine4_sml_|
Tree_Snowpine5_big
Tree_Snowpine5_big_|
Tree_Snowpine5
Tree_Snowpine5 |
Tree_Snowpine5_sml
Tree_Snowpine5 sml_|
Tree_Snowpine_big_|
Tree_Snowpine
Tree_Snowpine_|
Tree_Snowpine_sml
Tree_Snowpine_sml_|
Tside_Station_Metro
Tside_Station_Rural
Sign_Road_Stop
Building_Storage
People_Swiss_Skier_1
People_Swiss_Skier_2
People_Swiss_Skier_3
House_Townhouse_1
House Townhouse 2
House_Townhouse 3
House Townhouse 4

TRAINZ RAILROAD SIMULATOR 2004

AURAN SCENERY
<KUID:-3:10092>
<KUID:-3:10158>
<KUID:-3:5900>
<KUID:-3:590>
<KUID:44179:60018>
<KUID:-3:589>
<KUID:-3:10161>
<KUID:44179:60020>
<KUID:44179:60023>
<KUID:44179:60021>
<KUID:44179:60019>

arrow
Fire_Stack
grass_grn

grasses

Radio_tower

shrub
Tank_Concrete_large
Tree Pine 1 Fast
Tree Pine 2 Fast
Tree Pine High Fast
Trig_Station
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TRAINZ RAILROAD SIMULATOR 2004

THIRD PARTY SCENERY

Alan Thompson

<KUID:67906:28051>

Terminus Station

<KUID:67906:31001>

Airport Tractor

<KUID:67906:31002>

Airport Trailer

Brian Round

<KUID:66277:35001>

businessman1

<KUID:66277:35002>

businessman?2

<KUID:66277:35003>

businessman3

<KUID:66277:35004>

businessman4

<KUID:66277:35005>

businessman5

<KUID:66277:35006>

businessman6

<KUID:66277:35007>

businessman?7

<KUID:66277:35008>

businessman8

<KUID:66277:35009>

businesswoman1

<KUID:66277:35010>

businesswoman?2

<KUID:66277:35011>

businesswoman3

<KUID:66277:35012>

businesswoman4

<KUID:66277:35013>

businesswoman5

<KUID:66277:35014>

businesswoman6

<KUID:66277:35015>

businesswoman7

<KUID:66277:35016>

businesswoman8

<KUID:66277:35017> | casualman1
<KUID:66277:35018> | casualman2
<KUID:66277:35019> | casualman3
<KUID:66277:35020> | casualman4
<KUID:66277:35021> | casualman5
<KUID:66277:35022> | casualman6
<KUID:66277:35023> | casualman?
<KUID:66277:35024> | casualman8
<KUID:66277:35025> | casualwoman1
<KUID:66277:35026> | casualwoman2
<KUID:66277:35027> | casualwoman3
<KUID:66277:35028> | casualwoman4
<KUID:66277:35029> | casualwoman5
<KUID:66277:35030> | casualwoman6
<KUID:66277:35031> | casualwoman?
<KUID:66277:35032> | casualwoman8
<KUID:66277:26001> | Tugboat

Chris Cordes <KUID:67598:112015> | 2x2Block
<KUID:67598:112016> | 2x2BlockU
<KUID:67598:29001> | BlueCar
<KUID:67598:36001> | Brown Cow
<KUID:67598:36002> | Elephant
<KUID:67598:36003> | FuzzySheep
<KUID:67598:36004> | Giraffe
<KUID:67598:29002> | GreenCar

<KUID:67598:100033>

GreenPlatform

<KUID:67598:38056>

Oak Overpass

<KUID:67598:38057>

Oak Turnout Left
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Chris Cordes continued

<KUID:67598:38058>

Oak Turnout Right

<KUID:67598:38059>

Pine Track Crossing

<KUID:67598:38013>

Pine OverPass

<KUID:67598:38009>

Pine Turnout Left

<KUID:67598:38010>

Pine Turnout Right

<KUID:67598:100032> | RedPlatform
<KUID:67598:22016> | Toy Tree 1
<KUID:67598:22017> | Toy Tree 2
<KUID:67598:22018> | Toy Tree 3
Christian Steurer <KUID:38408:27001> | Wharf Concrete
<KUID:38408:27005> | Oil Rig

Frederick Horne

<KUID:55712:25003>

CO Frame House 1

<KUID:55712:25002>

CO Frame House 2

<KUID:55712:25004>

CO Frame House 3

Fredrik Skog <KUID:30387:23080> | Warning left 20 km/h
<KUID:30387:23081> | Warning left 30 km/h
<KUID:30387:23082> | Warning left 40 km/h
<KUID:30387:23083> | Warning left 50 km/h
<KUID:30387:23084> | Warning left 60 km/h
<KUID:30387:23085> | Warning left 70 km/h
<KUID:30387:23086> | Warning left 80 km/h
<KUID:30387:23087> | Warning left 90 km/h
<KUID:30387:23088> | Warning left 100 km/h
<KUID:30387:23089> | Warning left 120 km/h
<KUID:30387:23090> | Warning left 130 km/h
<KUID:30387:23091> | Warning left 160 km/h
<KUID:30387:23094> | Warning right 20 km/h
<KUID:30387:23095> | Warning right 30 km/h
<KUID:30387:23096> | Warning right 40 km/h
<KUID:30387:23097> | Warning right 50 km/h
<KUID:30387:23098> | Warning right 60 km/h
<KUID:30387:23099> | Warning right 70 km/h
<KUID:30387:23100> | Warning right 80 km/h
<KUID:30387:23101> | Warning right 90 km/h
<KUID:30387:23102> | Warning right 100 km/h
<KUID:30387:23103> | Warning right 120 km/h
<KUID:30387:23104> | Warning right 130 km/h
<KUID:30387:23105> | Warning right 160 km/h

Gary Parkin <KUID:50435:39010> | Airport Control Tower

lan Manion <KUID:60238:26143> | Weimer’s Mill

<KUID:60238:26144>

Cargo Ship Arabesque

<KUID:60238:26145>

Rail Yard Floodight

<KUID:60238:26146>

Rail Yard Floodlight 2

<KUID:60238:26147>

Rail Yard Floodlight 4

<KUID:60238:26149>

Oil Tanker Global Challenger

<KUID:60238:26150>

Container Ship Global Explorer

<KUID:60238:26151>

Container Crane 1

<KUID:60238:26152>

Container Crane 2

<KUID:60238:26153>

Container Crane 3 static

<KUID:60238:26154>

Container Ship Global Freedom

<KUID:60238:26155>

Nav Buoy Lateral Green
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lan Manion continued

<KUID:60238:26156>

Nav Buoy Lateral Red

<KUID:60238:26157>

Nav Buoy Cardinal North

<KUID:60238:26158>

Nav Buoy Cardinal South

<KUID:60238:26159>

Nav Buoy Cardinal East

<KUID:60238:26160>

Nav Buoy Cardinal West

<KUID:60238:26161>

Nav Buoy Isolated Danger

<KUID:60238:26162>

Nav Buoy Safe Water

<KUID:60238:26163>

Nav Buoy Special Mark

<KUID:60238:26164>

Container Forklift Crane

<KUID:60238:27162>

Container Straddle Crane YM

<KUID:60238:27163>

Pile Driver

John Camp

<KUID:63948:27000>

Shed

Jorgen Brandsborg

<KUID:32105:28309>

German signal box 2

<KUID:32105:28310>

German signal box 3

<KUID:32105:38910>

12m Wagenwende (turntable)

<KUID:32105:38911>

12m Wagenwende tief (turntable)

<KUID:32105:28312>

German signal box 5

Lars Ljungberg

Mats Strid

<KUID:32105:28314> | Sign 1
<KUID:30671:27901> | Warehouse large
<KUID:36713:40102> | Light mod1
<KUID:36713:40103> | Light mod2
<KUID:36713:40104> | Light highway
<KUID:36713:40100> | Light old1
<KUID:36713:40101> | Light old2
<KUID:36713:40105> | Light parking
<KUID:36713:23303> | Balis x2
<KUID:36713:23304> | Balis x3

<KUID:36713:23222>

Wire warning wide

<KUID:36713:23223>

Wire warning narrow

<KUID:36713:24502>

L Cross

<KUID:36713:24501>

L Cross Advance

<KUID:36713:24527>

R Cross

<KUID:36713:38859>

Road w doublegates 1t Crossing

<KUID:36713:38853>

Road w gates 1t Crossing

<KUID:36713:38857>

Road w halfgates 1t Crossing

<KUID:36713:38854>

Road open 1t Crossing

<KUID:36713:38855>

Station 1t Crossing

<KUID:36713:38860>

Road w doublegates 2t Crossing

<KUID:36713:38850>

Road w gates 2t Crossing

<KUID:36713:38858>

Road w halfgates 2t Crossing

<KUID:36713:38851>

Road open 2t Crossing

<KUID:36713:38852>

Station 2t Crossing

<KUID:36713:38856>

Road rural 1t Crossing

<KUID:36713:24526>

R Cross Advance
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Mauro Maratta

<KUID:57230:25020>

House 1

<KUID:57230:25021> | House 2
<KUID:57230:25050> | Tower
<KUID:69038:25315> | Maso 01

<KUID:69038:25316>

Hotel Miramonti

<KUID:69038:25317>

maso 03

<KUID:69038:25318>

Maso 02

<KUID:69038:25321>

Building Castle Rox

<KUID:69038:27111> | Play Gym1
<KUID:69038:27112> | Play Gym2
<KUID:69038:27113> | Play Gym3
<KUID:69038:27114> | Play Gym4
<KUID:69038:27115> | Swings

<KUID:69038:27116>

Rocking Chicken

<KUID:69038:27117>

Rocking Horse

<KUID:69038:27118>

MerryGoRound

<KUID:69038:27250>

Stazione Merano

<Kuid:75359:23002>

Signal Frame Double 1

<Kuid:75359:23003>

Signal Frame Single 2

<Kuid:75359:23004>

Signal Frame Double 2

<Kuid:75359:23005>

Traliccio Semaforica 3 Binari

<Kuid:75359:23016>

100km Speed Sign

<Kuid:75359:23017>

115km Speed Sign

<Kuid:75359:23018>

120km Speed Sign

<Kuid:75359:23019>

80km Speed Sign

<Kuid:75359:23020>

70km Speed Sign

<Kuid:75359:23021>

40km Speed Sign

<Kuid:75359:23022>

40km Speed Sign

<Kuid:75359:23023>

70km Speed Sign

<Kuid:75359:23024>

80km Speed Sign

<Kuid:75359:23025>

100km Speed Sign

<Kuid:75359:23026>

115km Speed Sign

<Kuid:75359:23027>

120km Speed Sign

Nathan Van Der Meulen

<KUID:61119:39000>

Rural Fire Station

<KUID:61119:39001>

Rural Fire Station 2

<KUID:61119:23077>

Catch Point

<KUID:61119:23090>

Temp Speed Caution 25

<KUID:61119:23088>

Temp Speed Caution 40

<KUID:61119:23084>

Temp Speed Caution 40-25

<KUID:61119:23087>

Temp Speed Caution 50

<KUID:61119:23082>

Temp Speed Caution 50-40

<KUID:61119:23080>

Temp Speed Caution 60-40

<KUID:61119:23056>

Dummy SignX20

<KUID:61119:23060>

Dummy SignX20R

<KUID:61119:23057>

Dummy SignX25

<KUID:61119:23061>

Dummy SignX25R

<KUID:61119:23058>

Dummy SignX40
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Nathan Van Der Meulen
Continued

<KUID:61119:23062>

Dummy SignX40R

<KUID:61119:23059>

Dummy SignX50

<KUID:61119:23063>

Dummy SignX50R

<KUID:61119:23076> Limit of Shunt
<KUID:61119:23119> Limit of ShuntR
<KUID:61119:23068> Location

<KUID:61119:28002>

NSW Platform Chair

<KUID:61119:28102>

NSW Platform Chair (Lit)

<KUID:61119:23065>

Protected Crossing

<KUID:61119:23066>

Protected CrossingR

<KUID:61119:27000> | Shed1
<KUID:61119:27004> | Shed1a
<KUID:61119:27001> | Shed2
<KUID:61119:27005> | Shed2a
<KUID:61119:27002> | Shed3
<KUID:61119:955599> | Sign2
<KUID:61119:23075> | Stop
<KUID:61119:23118> | StopR

<KUID:61119:23081>

Temp Speed Clearance

<KUID:61119:100990>

Roadsign Unprotected Crossing

<KUID:61119:230116>

Temp Speed Warning 25

<KUID:61119:23117>

Temp Speed Warning 40

<KUID:61119:23085>

Temp Speed Warning 40-25

<KUID:61119:23086>

Temp Speed Warning 50

<KUID:61119:23083>

Temp Speed Warning 50-40

<KUID:61119:23079>

Temp Speed Warning 60-40

<KUID:61119:23064>

Whistle

<KUID:61119:23067>

WhistleR

Rob Shaw

<KUID:523:23260>

roadsign hwy3

<KUID:523:23261>

roadsign railx2

<KUID:523:23262>

roadsign floodway

<KUID:523:23263>

roadsign railx

<KUID:523:23264>

roadsign winding

<KUID:523:23266>

roadsign kanga

<KUID:523:23267>

roadsign chevron2

<KUID:523:23268>

roadsign chevron1

<KUID:523:23269>

roadsign rx

<KUID:523:23270>

roadsign hwy2

<KUID:523:23271>

roadsign town

<KUID:523:23272>

roadsign stripes

<KUID:523:23273>

roadsign hwy1

<KUID:523:23274>

XING 1 US lights

<KUID:523:23275>

XING 2 US lights

<KUID:523:23284>

XING 4 US lights

<KUID:523:23296>

XING 1 lights

<KUID:523:23300>

XING 2 lights

<KUID:523:23276>

XING 1 US 315 boom

<KUID:523:23277>

XING 1 US 45 boom

<KUID:523:23278>

XING 2 US 315 boom
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Rob Shaw continued

<KUID:523:23279>

XING 2 US 45 boom

<KUID:523:23280>

XING 2 US boom

<KUID:523:23281>

XING 4 US boom

<KUID:523:23282> XING 1 US
<KUID:523:23283> XING 1 US 315
<KUID:523:23287> XING 1 US 45
<KUID:523:23288> XING 2 US
<KUID:523:23289> XING 2 US 315
<KUID:523:23290> XING 2 US 45
<KUID:523:23291> XING 4 US

<KUID:523:23292>

XING 1 US boom

<KUID:523:23293>

XING 1 315 boom

<KUID:523:23294>

XING 1 45 boom

<KUID:523:23295>

XING 1 boom

<KUID:523:23297>

XING 2 315 boom

<KUID:523:23298>

XING 2 45 boom

<KUID:523:23299> XING 2 boom
<KUID:523:23301> XING 4 boom
<KUID:523:23303> XING 1
<KUID:523:23304> XING 1 315
<KUID:523:23305> XING 1 45
<KUID:523:23306> XING 2
<KUID:523:23307> XING 2 315
<KUID:523:23308> XING 2 45
<KUID:523:23309> XING 4

<KUID:523:23310>

XING 1 315 boom blue

<KUID:523:23311>

XING 1 45 boom blue

<KUID:523:23312>

XING 1 boom blue

<KUID:523:23330>

XING 2 315 boom blue

<KUID:523:23314>

XING 2 boom blue

<KUID:523:23315>

XING 4 boom blue

<KUID:523:23313>

XING 2 45 boom blue

<KUID:523:23302>

XING 4 lights

<KUID:523:23316>

XING Chevrons
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Terry Franks

<KUID:1942:28090>

MS Bookstall (MS = Modular Station)

<KUID:1942:28088>

MS Boxes

<KUID:1942:28064>

MS Canopy

<KUID:1942:28100>

MS Canopy10

<KUID:1942:28113>

MS Canopy11

<KUID:1942:28077> MS Canopy?2
<KUID:1942:28080> MS Canopy3
<KUID:1942:28111> MS Canopy4
<KUID:1942:28078> MS Canopy5
<KUID:1942:28048> MS Canopy6
<KUID:1942:28049> MS Canopy7
<KUID:1942:28030> MS Canopy8
<KUID:1942:28031> MS Canopy8 Side
<KUID:1942:28083> MS Canopy9

<KUID:1942:28098>

MS Canopy9a

<KUID:1942:28102>

MS Fence Diag Slope

<KUID:1942:28093>

MS Fence Mesh Slope

<KUID:1942:28115>

MS Fence Slope

<KUID:1942:28071>

MS Fence3 Slope

<KUID:1942:28143>

MS Indicator

<KUID:1942:28121>

MS Info Board

<KUID:1942:28126>

MS Info Board Small

<KUID:1942:28065> MS Lamp
<KUID:1942:28020> MS Lamp 2
<KUID:1942:28094> MS Lamp 3
<KUID:1942:28081> MS Lamp 4
<KUID:1942:28110> MS Lamp 4 Dbl
<KUID:1942:28108> MS Lamp 5

<KUID:1942:28046>

MS Left Luggage

<KUID:1942:28118>

MS Left Luggage Roofed

<KUID:1942:26119>

MS Milk Churn

<KUID:1942:28145>

MS Platform End

<KUID:1942:28144>

MS Platform End Double

<KUID:1942:28146>

MS Platform End Wide

<KUID:1942:28070>

MS RefreshmentRoom

<KUID:1942:28120>

MS RefreshmentRoom Roofed

<KUID:1942:28066>

MS Seat

<KUID:1942:28141>

MS Seat2 Blue

<KUID:1942:28142>

MS Seat2 Green

<KUID:1942:28125>

MS Seat2 Red

<KUID:1942:28076> MS Shelter
<KUID:1942:28097> MS Shelter 2
<KUID:1942:28099> MS Shelter 3
<KUID:1942:28124> MS Shelter 4
<KUID:1942:28123> MS Shelter 5
<KUID:1942:28087> MS Sign
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Terry Franks continued

<KUID:1942:28021>

MS Sign 2

<KUID:1942:28109> MS Sign 3
<KUID:1942:28095> MS Signalbox
<KUID:1942:28130> MS Slope Double
<KUID:1942:28073> MS Slope Left

<KUID:1942:28139>

MS Slope Left Wide

<KUID:1942:28072>

MS Slope Right

<KUID:1942:28140>

MS Slope Right Wide

<KUID:1942:28089>

MS WaitingRoom

<KUID:1942:28114>

MS WaitingRoom 2

<KUID:1942:28117>

MS WaitingRoom Roofed

<KUID:1942:28112>

MS Walkover Concrete

<KUID:1942:28107>

MS Walkover Curved

<KUID:1942:28105>

MS Walkover Open

<KUID:1942:28106>

MS Walkover Semicovered

<KUID:1942:28092>

MS Wall C Slope

<KUID:1942:28074>

MS Wall Slope

<KUID:1942:28151>

Porter Trolley

<KUID:1942:28152>

Porter Trolley 2

<KUID:1942:28058>

Porter Trolley 3

<KUID:1942:28023>

Station Bldg 2

<KUID:1942:28075>

Station Bldg 4

<KUID:1942:28079>

Station Building Cheam

<KUID:1942:28127>

Station Building Moreton

<KUID:1942:28091>

Station Building Surbiton

<KUID:1942:28096>

Station Building West Bay

<KUID:1942:28042>

Station Building West Ewell

<KUID:1942:27010>

SubStation

<KUID:1942:27011>

SubStation Building

<KUID:1942:23013>

Substation Sign

Tomas Nordenadler

<KUID:41462:23115>

Speedboard right 5km/h

<KUID:41462:23070>

Monitor Departure

<KUID:41462:23071>

Monitor Arrival

<KUID:41462:23072>

Monitor commuter train

<KUID:41462:23073>

Monitor information

<KUID:41462:23074>

Monitor commuter train2

<KUID:41462:23080>

Information board large

<KUID:41462:23081>

Information board small

<KUID:41462:23082>

Station parking sign

<KUID:41462:23083>

Commuter train time board

<KUID:41462:23084>

Commuter train electronic sign

<KUID:41462:23140>

Supplemental sign ‘ATC restriction’

<KUID:41462:23141>

Supplemental sign ‘ATC exceeding’

<KUID:41462:23144>

Speedboard arrow up

<KUID:41462:23145>

Speedboard arrow down

<KUID:41462:23150>

Supplemental sign ‘ATC 80’

<KUID:41462:23151>

Supplemental sign ‘ATC begins’
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Tomas Nordenadler
Continued

<KUID:41462:23152>

Supplemental sign ‘ATC ends’

<KUID:41462:23153>

Supplemental sign ‘No ATC’

<KUID:41462:23154>

Supplemental sign ‘ATC presignalbalis’

<KUID:41462:23155>

Supplemental sign ‘ATC repeaterbalis’

<KUID:41462:23156>

Supplemental sign ‘A

<KUID:41462:23157>

Supplemental sign V'’

<KUID:41462:23161>

Supplemental sign ‘Locks moving bridge’

<KUID:41462:23162>

Supplemental sign ‘Locks switch’

<KUID:41462:23201>

Busstop SL

<KUID:41462:23202>

Busstop sign SL road

<KUID:41462:23204> | Short trains
<KUID:41462:23307> | ATC balis sign
<KUID:41462:23900> | Arctic circle sign
<KUID:41462:23903> | ATC balis sign

<KUID:41462:28000>

Sandbox blue

<KUID:41462:28002>

Sandbox green

<KUID:41462:39000>

Mailbox old yellow

<KUID:41462:39001>

Mailbox old blue

<KUID:41462:39002>

Mailbox modern yellow

<KUID:41462:39003>

Mailbox modern blue

<KUID:41462:39004>

Mailbox modern large yellow

<KUID:41462:23200>

Busstop SL renameable

<KUID:41462:23158>

Supplemental sign ‘Distance’

<KUID:41462:23159>

Supplemental sign ‘tplsign’

<KUID:41462:23160>

Supplemental sign ‘Restriction’

<KUID:41462:39005>

Mailbox modern large blue
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INDUSTRY

TRAINZ RAILROAD SIMULATOR 2004
AURAN INDUSTRY

<KUID:-3:10050>
<KUID:-3:10137>
<KUID:-3:10086>
<KUID:-3:10139>
<KUID:-3:10052>
<KUID:-3:10140>

<KUID:316:27007>

<KUID:-3:10027>
<KUID:-3:10141>
<KUID:-3:10123>
<KUID:-3:10165>
<KUID:-3:10055>
<KUID:-3:10142>
<KUID:-3:10031>
<KUID:-3:10143>
<KUID:-3:10026>
<KUID:-3:10144>
<KUID:-3:10053>

Coal Mine

Coal Mine Basic
Container Station
Container Station Basic
Forestry

Forestry Basic

Hyde Pulp Mill
Lumber Mill

Lumber Mill Basic
Multiple Industry
Multiple Industry basic
Oil Field

Oil Field Basic

Oil Refinery

Oil Refinery Basic
Powerstation
Powerstation Basic
Steam Filling Station

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY INDUSTRY

Brian Round

<KUID:66277:10099> Power_Station_2

lan Manion

<KUID:60238:26173> Coal Tipple TRS

Lars Ljungberg

<KUID:30671:27900> Warehouse_small

PASSENGER-STATION

TRAINZ RAILROAD SIMULATOR 2004
AURAN PASSENGER-STATION

<KUID:-3:10059> Seaport
<KUID:-3:10145>
<KUID:-3:10147> Brick Station large
<KUID:-3:10148> Brick Station medium
<KUID:44179:60010> Passenger Station
<KUID:-3:10075> Small Station

Seaport Basic

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY PASSENGER-STATION

Terry Franks

<KUID:1942:28158>  Station_Moreton_1
<KUID:1942:28160>  Station_Charlbury_1
<KUID:1942:28138> MS_Passengers 20m
<KUID:1942:28135> MS_Passengers_40m
<KUID:1942:28134> MS_Passengers_90m

Nathan Van Der Meulen
<KUID:61119:28100> Station_A4

<KUID:61119:28010> Station_A4_ Without_Platform

<KUID:61119:28112>  Station_A6

<KUID:61119:28014> Station_A6_Without_Platform
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TRACKS

VERSION 1

Australia
<kuid:-1:100395>

<kuid:-1:100396>
<kuid:-1:100736>
<kuid:-1:100966>
<kuid:-1:100292>
<kuid:-1:101159>
<kuid:-1:100293>
<kuid:-1:101160>
<kuid:-1:100294>
<kuid:-1:101161>
<kuid:-1:100398>
<kuid:-1:100399>
<kuid:-1:101163>
<kuid:-1:100295>
<kuid:-1:100397>
<kuid:-1:101162>

English Countryside

<kuid:-1:15>
<kuid:-1:13228>
<kuid:-1:1013>
<kuid:-1:1023>
<kuid:-1:110000>
<kuid:-1:1028>
<kuid:-1:1014>
<kuid:-1:101165>
<kuid:-1:101166>
<kuid:-1:1024>
<kuid:-1:1029>

USA
<kuid:-1:100608>

<kuid:-1:101038>
<kuid:-1:100609>
<kuid:-1:110017>
<kuid:-1:110016>
<kuid:-1:101218>
<kuid:-1:101213>
<kuid:-1:101214>
<kuid:-1:100611>
<kuid:-1:100516>
<kuid:-1:100610>

Track_1t_No_gravel
1_track_dusty

2 track dusty
4mstandard_solid
Bridge 1t Brick
Bridge_2t Brick
Bridge_ 1t Kuranda
Bridge_1t_Kuranda
Bridge_1t Log
Bridge_2t Log
Tunnel _2track
Tunnel_1track
Bridge_1t_Concrete
Bridge_2t Concrete
Bridge_1t_Steel
Bridge_2t Steel

1_track_wood

2 track_wood
Bridge_Brick_Steel 1t
Bridge_Brick Steel 2t
Bridge_Stone_1t
Bridge_Stone 2t
Track_Rock_Wall_1t
Track_Rock_Wall_2t
Bridge_Stone_Pole_1t
Bridge_Stone Pole 2t
Tunnel_Darkstone

1_track_wood_US
1_track_concrete
Track_No_Gravel
2_track _concrete
Track_USA_Single
Bridge_Steel 1t
Bridge_Steel_2t
Bridge_Stone_1t
Bridge_Stone_2t
Tunnel_Stone
Bridge_Steel USA

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:44482:22013>
<kuid:9:50001>
<kuid:9:50003>
<kuid:9:50002>
<kuid:9:50004>
<kuid:-10:135>
<kuid:-10:136>
<kuid:44482:22015>
<kuid:-10:137>
<kuid:-10:128>
<kuid:-10:139>
<kuid:44482:22014>
<kuid:44482:22012>
<kuid:44482:22011>
<kuid:-12:368>
<kuid:-12:367>
<kuid:47092:32001>
<kuid:47092:32004>
<kuid:47092:32003>
<kuid:47092:32005>
<kuid:-12:325>
<kuid:-12:369>
<kuid:44482:22010>
<kuid:11:32001>

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION

Germany
<kuid:-1:101179>

<kuid:-1:100673>
<kuid:-1:101115>
<kuid:-1:101116>
<kuid:-1:101117>
<kuid:-1:101206>
<kuid:-1:101119>

Swiss
<kuid:-1:101340>

<kuid:-1:100836>
<kuid:-1:100837>
<kuid:-1:101372>
<kuid:-1:101342>
<kuid:-1:101370>
<kuid:-1:101374>
<kuid:-1:101379>
<kuid:-1:101371>
<kuid:-1:101337>
<kuid:-1:101421>

1_track greasy
1_track_as49

1_track _as49 aggregate
2 track_as49

2 track as49 aggregate
Track_Barge Route
Track_Barge_ Tracks
2_track_greasy
Track_Invisable
Track_Platform
Road_Scripted
Bridge_Steel
Tunnel_Euro
Bridge_Steel_2
Tunnel_Stone Low_Cat
Tunnel_Stone Low
Bridge_Trestlepiet1_a
Bridge_Trestlepiet1_b
Bridge_Trestlepiet1 ¢
Bridge_Truss_Spline
Tunnel_QR_Cat
Tunnel_QR
Tunnel_Euro

1_track fabricated

2 track_wood_damp
1_track_wood_damp
Bridge 2t Steel Arch
Bridge_1t_Steel_Arch
Bridge_1t_Brick
Bridge_2t Brick
Misc_Roller_Coaster

1_track _snow_a
1_track_snow_b

2 track _snow
Bridge_1t_Stone_Low
Bridge_1t
Bridge_1t_Stone
Bridge 2t Stone
Tunnel_1t_Swiss
Bridge_1t Steel Arch
Bridge_2t Steel_Arch
Tunnel_Swiss_Narrow
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TRAINZ RAILROAD SIMULATOR 2004
AURAN TRACKS

<KUID:-3:10049> 4m standard bump

<KUID:-3:10122> 4m standard seaport
(rail only - no sleepers)

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY TRACKS

Chris Cordes <KUID:67598:38001>

inviso rail
<KUID:67598:38002> | Oak Track
<KUID:67598:38012> | Pine Track

Chris Cordes <KUID:67598:38051> | Wd BlockBridge

Jon Hull <KUID:316:38017> Austin Cable Arch Bridge
<KUID:316:38018> Austin Cable Arch Bridge small

Mats Strid <KUID:36713:37503> | Mod catenary bridge

<KUID:36713:37512>

Old catenary bridge

<KUID:36713:37513>

Catenary wire

<KUID:36713:38800>

Concrete 1t

<KUID:36713:38802>

Concrete new 1t

<KUID:36713:38804>

Gravel 1t

<KUID:36713:38806>

Snow 1t

<KUID:36713:38808>

Snow deep 1t

<KUID:36713:37300> | Road
<KUID:36713:37301> | Street
<KUID:36713:37302> | Highway
<KUID:36713:37303> | Gravel
<KUID:36713:37304> | Wheel tracks
<KUID:36713:38810> | Wood 1t
<KUID:36713:38812> | Old 1t
<KUID:36713:38814> | Yard 1t
<KUID:36713:37500> | Mod 1t pole
<KUID:36713:37501> | Old 1t pole
<KUID:36713:37502> | Mod 2t bridge
<KUID:36713:37504> | Mod 2t poles
<KUID:36713:37505> | Old 2t poles
<KUID:36713:37506> | Mod 3t bridge
<KUID:36713:37507> | Old 3t bridge
<KUID:36713:37508> | Mod 4t bridge
<KUID:36713:37509> | Old 4t bridge
<KUID:36713:37510> | Mod 5t bridge
<KUID:36713:37511> | Old 5t bridge

<KUID:36713:38801>

Concrete 2t

<KUID:36713:38803>

Concrete new 2t

<KUID:36713:38805> | Gravel 2t
<KUID:36713:38807> | Snow 2t
<KUID:36713:38809> | Snow deep 2t
<KUID:36713:38811> | Wood 2t
<KUID:36713:38813> | Old 2t
<KUID:36713:38815> | Yard 2t
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Tomas Nordenadler

<KUID:41462:38000>

Bridge track 1t

<KUID:41462:38002>

Bridge track 2t

<KUID:41462:38010>

Bridge track 1t new

<KUID:41462:38011>

Bridge track 2t new

<KUID:41462:38101>

Bridge street

<KUID:41462:38102>

Bridge road

<KUID:41462:38103>

Bridge highway

TRAINZ RAILROAD SIMULATOR 2004

AURAN FIXEDTRACK

(with a lot of help from Roger Crouch)

<KUID:58377:60002>
<KUID:58377:60001>
<KUID:58377:60004>
<KUID:58377:60003>
<KUID:58377:60006>
<KUID:58377:60005>
<KUID:58377:60007>
<KUID:58377:60008>
<KUID:58377:60009>
<KUID:58377:60011>
<KUID:58377:60012>
<KUID:58377:60013>
<KUID:58377:60014>
<KUID:58377:60015>
<KUID:58377:60016>
<KUID:58377:60017>
<KUID:58377:60018>
<KUID:58377:60020>
<KUID:58377:60021>
<KUID:58377:60023>
<KUID:58377:60024>
<KUID:58377:60025>
<KUID:58377:60026>
<KUID:58377:60027>
<KUID:58377:60028>
<KUID:58377:60029>
<KUID:58377:60031>
<KUID:58377:60030>
<KUID:58377:60032>
<KUID:-3:10094>

<KUID:-3:10095>

<KUID:58377:60034>
<KUID:58377:60047>
<KUID:-3:10096>

<KUID:58377:60042>
<KUID:58377:60041>
<KUID:58377:60044>
<KUID:58377:60043>

FT 10 Deg 1000m Rad
FT 10 Deg 100m Rad
FT 10 Deg 1250m Rad
FT 10 Deg 125m Rad
FT 10 Deg 1500m Rad
FT 10 Deg 150m Rad
FT 10 Deg 175m Rad
FT 10 Deg 200m Rad
FT 10 Deg 225m Rad
FT 10 Deg 250m Rad
FT 10 Deg 275m Rad
FT 10 Deg 300m Rad
FT 10 Deg 325m Rad
FT 10 Deg 350m Rad
FT 10 Deg 375m Rad
FT 10 Deg 400m Rad
FT 10 Deg 425m Rad
FT 10 Deg 450m Rad
FT 10 Deg 475m Rad
FT 10 Deg 500m Rad
FT 10 Deg 525m Rad
FT 10 Deg 550m Rad
FT 10 Deg 575m Rad
FT 10 Deg 600m Rad
FT 10 Deg 650m Rad
FT 10 Deg 700m Rad
FT 10 Deg 750m Rad
FT 10 Deg 75m Rad
FT 10 Deg 800m Rad
FT 10 Deg 850m Rad
FT 10 Deg 900m Rad
FT 10 Deg 950m Rad
FT 15 Deg 1000m Rad
FT 15 Deg 100m Rad
FT 15 Deg 1250m Rad
FT 15 Deg 125m Rad
FT 15 Deg 1500m Rad
FT 15 Deg 150m Rad

<KUID:-3:10098>
<KUID:58377:60045
<KUID:58377:60046>
<KUID:58377:60049>
<KUID:58377:60050>
<KUID:58377:60051>
<KUID:58377:60052>
<KUID:58377:60053>
<KUID:58377:60054>
<KUID:58377:60055>
<KUID:-3:10097>
<KUID:58377:60057>
<KUID:58377:60058>
<KUID:58377:60060>
<KUID:58377:60059>
<KUID:58377:60061>
<KUID:58377:60062>
<KUID:58377:60063>
<KUID:58377:60064>
<KUID:58377:60065>
<KUID:58377:60066>
<KUID:58377:60068>
<KUID:58377:60067>
<KUID:58377:60069>
<KUID:58377:60070>
<KUID:58377:60071>
<KUID:58377:60072>
<KUID:58377:60074>
<KUID:58377:60076>
<KUID:58377:60075>
<KUID:58377:60078>
<KUID:58377:60077>
<KUID:58377:60079>
<KUID:58377:60080>
<KUID:58377:60081>
<KUID:58377:60083>
<KUID:58377:60084>
<KUID:58377:60085>
<KUID:58377:60086>
<KUID:58377:60087>
<KUID:58377:60088>

FT 15 Deg 175m Rad
FT 15 Deg 200m Rad
FT 15 Deg 225m Rad
FT 15 Deg 250m Rad
FT 15 Deg 275m Rad
FT 15 Deg 300m Rad
FT 15 Deg 325m Rad
FT 15 Deg 350m Rad
FT 15 Deg 375m Rad
FT 15 Deg 400m Rad
FT 15 deg 425M Rad
FT 15 Deg 450m Rad
FT 15 Deg 475m Rad
FT 15 Deg 500m Rad
FT 15 Deg 50m Rad
FT 15 Deg 525m Rad
FT 15 Deg 550m Rad
FT 15 Deg 575m Rad
FT 15 Deg 600m Rad
FT 15 Deg 650m Rad
FT 15 Deg 700m Rad
FT 15 Deg 750m Rad
FT 15 Deg 75m Rad
FT 15 Deg 800m Rad
FT 15 Deg 850m Rad
FT 15 Deg 900m Rad
FT 15 Deg 950m Rad
FT 5 Deg 1000m Rad
FT 5 Deg 1250m Rad
FT 5 Deg 125m Rad
FT 5 Deg 1500m Rad
FT 5 Deg 150m Rad
FT 5 Deg 175m Rad
FT 5 Deg 200m Rad
FT 5 Deg 225m Rad
FT 5 Deg 250m Rad
FT 5 Deg 275m Rad
FT 5 Deg 300m Rad
FT 5 Deg 325m Rad
FT 5 Deg 350m Rad
FT 5 Deg 375m Rad
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<KUID:58377:60089>
<KUID:58377:60090>
<KUID:58377:60091>
<KUID:58377:60033>
<KUID:58377:60094>
<KUID:58377:60095>
<KUID:58377:60096>
<KUID:58377:60097>
<KUID:58377:60098>
<KUID:58377:60099>
<KUID:58377:60100>
<KUID:58377:60102>
<KUID:58377:60103>
<KUID:58377:60104>
<KUID:58377:60105>
<KUID:58377:60106>
<KUID:-3:10093>

<KUID:58377:60039>
<KUID:58377:60035>
<KUID:58377:60040>
<KUID:58377:60037>
<KUID:-3:10117>

<KUID:58377:60038>

SPLINES

VERSION 1

Austraila

<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

English Countryside
:100834>

<kuid:-1

100451>
100452>
100296>
100297>
100298>
100418>
100299>
100457>
100409>
100410>
100456>
100413>
100300>
100301>
100412>
100411>

FT 5 Deg 400m Rad
FT 5 Deg 425m Rad
FT 5 Deg 450m Rad
FT 5 Deg 475m Rad
FT 5 Deg 500m Rad
FT 5 Deg 525m Rad
FT 5 Deg 550m Rad
FT 5 Deg 575m Rad
FT 5 Deg 600m Rad
FT 5 Deg 650m Rad
FT 5 Deg 700m Rad
FT 5 Deg 750m Rad
FT 5 Deg 800m Rad
FT 5 Deg 850m Rad
FT 5 Deg 900m Rad
FT 5 Deg 950m Rad
FT straight 1000m
FT straight 100m

FT straight 10m

FT straight 250m

FT straight 25m

FT straight 500m

FT straight 50m

Fence_Armco
Misc_Crop
Fence_Arcmesh
Fence_Picket
Fen_Tall_Blue
Fence_Barbed Wire
Fence_Shearer_Yard
Power_Wire
Road_2I

Road_1I

Road_Dirt
road_oz_forbridge
Tside_2t Platform
Tside 2t Platform2
Bdge Road_2I
Misc_Crop_Sugar

Catenary_16m

<kuid:-1:110001>
<kuid:-1:110005>
<kuid:-1:110004>
<kuid:-1:1018>
<kuid:-1:1019>
<kuid:-1:17>
<kuid:-1:18>
<kuid:-1:25>
<kuid:-1:1025>
<kuid:-1:19>
<kuid:-1:20>
<kuid:-1:1017>
<kuid:-1:1058>
<kuid:-1:1026>
<kuid:-1:1027>

USA
<kuid:-12:304>
<kuid:-12:305>
<kuid:-12:306>
<kuid:-12:307>
<kuid:-12:308>
<kuid:-12:309>
<kuid:-12:320>
<kuid:-12:321>
<kuid:-12:311>
<kuid:-12:312>
<kuid:-12:313>
<kuid:-12:220>
<kuid:-1:100586>
<kuid:-1:100597>
<kuid:-1:100612>
<kuid:-1:100923>
<kuid:-1:100613>
<kuid:-1:100587>
<kuid:-1:100598>
<kuid:-1:100614>
<kuid:-1:100588>
<kuid:-1:100589>

Catenary_24m_2t
Catenary_Double
Catenary_Single
Fence BWire_3
Fence CMesh 6
Fence_Wood 4
Fence Hedge 4MR
Power_Wire
Power_Wire_Big
Road
Road_Bridge
Road_Narrow
Road_SteelBridge
Tree_Spline
Trees_Spline_980

Catenary_Double
Catenary_Double_3
Catenary_Double_3_40m
Catenary_Double_40m
Catenary_Double_Centre
Catenary_Double_Centre_40m
Catenary_Single_16m
Catenary_Single_40m
Catenary_Single_Wide
Catenary_Single_Wide_40m
Building_Union_Shelter
Misc_Wire

Fence BWire 3
Tree_Spline_Mix_High
Tree_Spline_Mix_Low
Road_No_Traffic
Powerline

Powerline_B

Road

Road_Bridge
Road_Narrow
Road_Steel_Bridge

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:50435:34001>
<kuid:50435:34003>
<kuid:50435:34002>
<kuid:44482:20000>
<kuid:44482:20001>
<kuid:3801:34001>
<kuid:3801:34002>
<kuid:44482:20002>
<kuid:9:53014>
<kuid:9:53011>

Path_Boardwalk_12
Path_Boardwalk_Nosides_12
Path_Boardwalk Sup 12
Catenary_Double_ RO
Catenary_Single_RO
Path_Concrete
Path_Dirt_Track
Tside_Platform_Euro
Catenary_PRR_Hard_2Level
Catenary_PRR_Soft_1Level

Trainz Railroad Simulator 2004 - The Content Creators Guide

Version 1.03 141



<kuid:9:53012>
<kuid:9:53013>

<kuid:44482:20003>
<kuid:3801:34003>

<kuid:-12:40>
<kuid:-12:401>
<kuid:-12:678>
<kuid:-12:59>

Catenary_PRR_Soft_2Level
Catenary_PRR_Wire
Tside_Platform_Euro
Path_Sidewalk
Fence QR 4Platform_2
Fence_QR_4Platform
Tside_Platform_QR
Tside_Platform_QR_Ramp

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION
Germany

<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

Swiss

<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:
<kuid:-1:

101183>
101184>
101196>
101207>
101120>
101121>
103122>
101123>
101145>
101124>
101146>
101125>
101129>
101130>
101126>
101131>
101132>
101133>
101164>
101127>
101299>
101147>
100511>
101148>
101134>
101136>
101280>
101284>
101185>
101128>

101380>
101381>
101383>
101376>
101382>
101377>
101378>

Fence Barbed Wire
Fence_Brickwall
Road_Carpark
Fence_Coaster
Fence_Crash_Barrier
Trees_Mixed
Trees_Mixed2
Fence_Fancy_wall
Road_Farm_Track
Fence_Farmyard
Road_Grass_Track
Fence_Hedge
Trees_Pines_low
Trees_Pines_low2
Trees_Pines
Trees_Pines1
Trees_Pines2
Trees_Pines3
Tside_Platform
Power_Wire
Bridge_Road
Road_Unmarked
Trees_Shrubs
Road_Small
Trees_Snowpines_low1
Trees_Snowpines_low2
Road_Snow_Track
Fence_Stone_wall
Fence_Tall_Wood
Fence_ Wire

Fence Barbed Wire
Fence_Wood_Panel
Power_Wire

Road

Fence_Ski
Road_Dirt_Track
Road_Grass_Track
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TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY SPLINES

AlanThompson <KUID:67906:37050> UK Custom Girder
<KUID:67906:37051> UK Custom Span
<KUID:67906:37052> UK Custom Signal Gantry
<KUID:67906:37550> UK 25m Wire
<KUID:67906:37551> UK 50m Wire
<KUID:67906:37553> UK Wire Tension
<KUID:67906:37554> UK Wire Anchor
<KUID:67906:37555> UK Wire End
<KUID:67906:38051> UK Concrete Single Line
<KUID:67906:38055> UK Wooden Single Line
<KUID:67906:37061> UK 25m Single Pylons
<KUID:67906:37062> UK 50m Single Pylons
<KUID:67906:37063> UK 25m Double Pylon
<KUID:67906:37064> UK 50m Double Pylon
<KUID:67906:37065> UK 25m Double Girder
<KUID:67906:37066> UK 50m Double Girder
<KUID:67906:37069> UK 25m Triple Span
<KUID:67906:37070> UK 50m Triple Span
<KUID:67906:37071> UK 25m Quad Span
<KUID:67906:37072> UK 50m Quad Span
<KUID:67906:37080> UK Dual Pylons
<KUID:67906:37081> UK Custom Span Arm
<KUID:67906:37082> UK Custom Girder Arm
<KUID:67906:37083> UK 25m Twinhead Pylons
<KUID:67906:37084> UK 50m Twinhead Pylons
<KUID:67906:38052> UK Concrete Double Line
<KUID:67906:38053> UK Concrete Triple Line
<KUID:67906:38054> UK Concrete Quad Line
<KUID:67906:38056> UK Wooden Double Line
<KUID:67906:38057> UK Wooden Triple Line
<KUID:67906:38058> UK Wooden Quad Line

lan Manion <KUID:60238:38131> Piles - Timber

Terry Franks <KUID:1942:37022> HV Pylon
<KUID:1942:37023> LV Pylon
<KUID:1942:37017> MS Fence
<KUID:1942:37024> MS Fence Diagonal
<KUID:1942:37021> MS Fence Mesh
<KUID:1942:37019> MS Fence3
<KUID:1942:37015> MS Platform
<KUID:1942:37027> MS Platform Double
<KUID:1942:37028> MS Platform Wide
<KUID:1942:37018> MS Wall
<KUID:1942:37020> MS Wall Concrete
<KUID:1942:37016> Substation Fence

Tomas Nordenadler <KUID:41462:37000> Wooden wall
<KUID:41462:37001> Concrete wall
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TRACKSIDE

VERSION 1

Austraila
<kuid:-1:110011>

<kuid:-1:100633>
<kuid:-1:101152>
<kuid:-1:100899>
<kuid:-1:100900>
<kuid:-1:100901>
<kuid:-1:100902>
<kuid:-1:100903>
<kuid:-1:100904>
<kuid:-1:100905>
<kuid:-1:100906>
<kuid:-1:100907>
<kuid:-1:101142>

English Countryside

<kuid:-1:100968>
<kuid:-1:100997>
<kuid:-1:100998>
<kuid:-1:100999>
<kuid:-1:101000>
<kuid:-1:101006>
<kuid:-1:101001>
<kuid:-1:101007>
<kuid:-1:101008>
<kuid:-1:101009>
<kuid:-1:101010>
<kuid:-1:101002>
<kuid:-1:101003>
<kuid:-1:101004>
<kuid:-1:101011>
<kuid:-1:101012>
<kuid:-1:101013>
<kuid:-1:100893>
<kuid:-1:101015>
<kuid:-1:101016>
<kuid:-1:101019>
<kuid:-1:100553>
<kuid:-1:110006>
<kuid:-1:101140>

USA
<kuid:-1:100874>

<kuid:-1:100882>
<kuid:-1:100883>
<kuid:-1:100881>
<kuid:-1:100884>
<kuid:-1:101026>
<kuid:-1:100885>

dwarf
lever
rail_end
speed_100
speed_20
speed_30
speed 40
speed_50
speed_60
speed_70
speed_80
speed_90
track_ends

Tside_Speed_10
Tside_Speed_100
Tside_Speed_ 110
Tside_Speed_120
Tside_Speed_130
Tside_Speed_140
Tside_Speed_15
Tside_Speed_150
Tside_Speed_160
Tside_Speed_170
Tside_Speed_180
Tside_Speed_20
Tside_Speed 25
Tside_Speed_35
Tside_Speed 40
Tside_Speed_45
Tside_Speed_50
Tside_Speed_60
Tside_Speed_ 65
Tside_Speed_70
Tside_Speed 90
lever
Tside_Rail_End

Tside_Sign_Track_Ends

Sign_Speed_10

Sign_Speed_100
Sign_Speed_110
Sign_Speed_120
Sign_Speed_130
Sign_Speed_140
Sign_Speed_150

<kuid:-1:101028>
<kuid:-1:101029>
<kuid:-1:101030>
<kuid:-1:100886>
<kuid:-1:100887>
<kuid:-1:100888>
<kuid:-1:100889>
<kuid:-1:100890>
<kuid:-1:100891>
<kuid:-1:100892>
<kuid:-1:101045>
<kuid:-1:100894>
<kuid:-1:100895>
<kuid:-1:100896>
<kuid:-1:100897>
<kuid:-1:101031>
<kuid:-1:100898>
<kuid:-1:100913>
<kuid:-1:100634>
<kuid:-1:110007>
<kuid:-1:101143>
<kuid:-1:100854>

Sign_Speed_160
Sign_Speed_170
Sign_Speed_180
Sign_Speed_20
Sign_Speed_25
Sign_Speed_30
Sign_Speed_35
Sign_Speed_40
Sign_Speed_45
Sign_Speed_50
Sign_Speed_55
Sign_Speed_60
Sign_Speed_65
Sign_Speed_70
Sign_Speed_79
Sign_Speed_80
Sign_Speed_90
Signal_Dwarf
Tside_Lever

Signal_Rail_End_USA

Signal_Track_Ends
Sign_Yard_Limit

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:3801:23001>
<kuid:3801:23019>
<kuid:3801:23020>
<kuid:3801:23021>
<kuid:3801:23022>
<kuid:3801:23023>
<kuid:3801:23024>
<kuid:3801:23025>
<kuid:3801:23027>
<kuid:3801:23002>
<kuid:3801:23003>
<kuid:3801:23007>
<kuid:3801:23008>
<kuid:3801:23000>
<kuid:3801:23009>
<kuid:3801:23010>
<kuid:3801:23011>
<kuid:3801:23012>
<kuid:3801:23014>
<kuid:3801:23015>
<kuid:3801:23016>
<kuid:3801:23017>

<kuid:3801:23018>
<kuid:-12:5601>

<kuid:-12:5801>
<kuid:-12:5603>
<kuid:-12:5803>

Sign_Bboard_10
Sign_Bboard_100
Sign_Bboard_105
Sign_Bboard_110
Sign_Bboard_115
Sign_Bboard_120
Sign_Bboard_125
Sign_Bboard_135
Sign_Bboard_138
Sign_Bboard_15
Sign_Bboard_35
Sign_Bboard_40
Sign_Bboard_45
Sign_Bboard 5
Sign_Bboard_50
Sign_Bboard_55
Sign_Bboard_60
Sign_Bboard_70
Sign_Bboard_75
Sign_Bboard_80
Sign_Bboard_85
Sign_Bboard_ 90
Sign_Bboard_95
Signal_BR _1
Signal BR_1RH
Signal_BR_2
Signal_ BR_2RH
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<kuid:-12:5656>
<kuid:-12:5856>
<kuid:-1:575>
<kuid:-1:100519>
<kuid:-12:5658>
<kuid:-12:5858>
<kuid:-12:5660>
<kuid:-12:5860>
<kuid:-12:15660>
<kuid:-12:15661>
<kuid:-12:300>
<kuid:-12:301>
<kuid:-12:292>
<kuid:-12:293>
<kuid:9:55001>
<kuid:9:55002>
<kuid:9:55003>
<kuid:9:55004>
<kuid:46415:28100>
<kuid:46415:28105>
<kuid:46415:23502>
<kuid:46415:23500>
<kuid:46415:28150>
<kuid:46415:28155>
<kuid:46415:23185>
<kuid:46415:23186>
<kuid:46415:23110>
<kuid:46415:23111>
<kuid:46415:23120>
<kuid:46415:23121>
<kuid:46415:23130>
<kuid:46415:23131>
<kuid:46415:23140>
<kuid:46415:23142>
<kuid:46415:23141>
<kuid:46415:23145>
<kuid:46415:23146>
<kuid:46415:23010>
<kuid:46415:23065>
<kuid:46415:23015>
<kuid:46415:23070>
<kuid:46415:23075>
<kuid:46415:23020>
<kuid:46415:23025>
<kuid:46415:23030>
<kuid:46415:23035>
<kuid:46415:23040>
<kuid:46415:23045>
<kuid:46415:23050>
<kuid:46415:23055>
<kuid:46415:23060>

Signal_BR_3

Signal_BR_3RH

Signal_BR_4

Signal_BR_4RH

Signal_BR_5

Signal_BR_5RH

Signal_BR_7

Signal_BR_7RH

Signal_BR_8

Signal_BR_8RH
Misc_Dwarf_LHS
Misc_Dwarf RHS

Gantry L

Gantry_R
Signal_PKP_Lightpost
Signal_PKP_Lightpost_Long
Signal_PKP_Lightpost_Side
Signal_PKP_Lightpost_S/L
Sign_Beacons_ATC_QR_2
Sign_Beacons_ATC_QR_3
Sign_KM_Post_ QR
Sign_Limit_Of _Shunt_QR
Tside_Points_Clip_QR
Tside_Point_Motor_ QR
Sign_Speed RHS 120 50L_QR
Sign_Speed_RHS_120_50R_QR
Sign_Speed RHS 50 25L_QR
Sign_Speed_RHS_50 25R_QR
Sign_Speed RHS 60 25L_QR
Sign_Speed_RHS_60 25R_QR
Sign_Speed RHS 70 25L_QR
Sign_Speed_RHS_70 25R_QR
Sign_Speed RHS 80 25L_QR
Sign_Speed_RHS_80 25LR_QR
Sign_Speed RHS 80 25R QR
Sign_Speed_RHS_80 50L_QR
Sign_Speed RHS 80 50R_QR
Sign_Speed_RHS_07k_QR
Sign_Speed RHS 100k_QR
Sign_Speed_RHS_10k_QR
Sign_Speed RHS 110k_QR
Sign_Speed_RHS_120k_QR
Sign_Speed RHS 15k QR
Sign_Speed_RHS_25k_QR
Sign_Speed RHS 30k_QR
Sign_Speed_RHS_40k_QR
Sign_Speed RHS 50k_QR
Sign_Speed_RHS_60k_QR
Sign_Speed RHS 70k_QR
Sign_Speed_RHS_80k_QR
Sign_Speed RHS 90k_QR

<kuid:46415:23504>
<kuid:-12:1201>
<kuid:-12:1401>
<kuid:-12:1303>
<kuid:-12:1403>
<kuid:-12:3456>
<kuid:-12:3457>
<kuid:-1:100630>
<kuid:-12:100630>
<kuid:-12:3458>
<kuid:-12:3459>
<kuid:-12:210>
<kuid:-12:209>
<kuid:-12:3460>
<kuid:-12:3461>
<kuid:-12:13461>
<kuid:-12:13460>
<kuid:46415:23385>
<kuid:46415:23386>
<kuid:46415:23310>
<kuid:46415:23311>
<kuid:46415:23320>
<kuid:46415:23321>
<kuid:46415:23330>
<kuid:46415:23331>
<kuid:46415:23340>
<kuid:46415:23342>
<kuid:46415:23341>
<kuid:46415:23345>
<kuid:46415:23346>
<kuid:46415:23210>
<kuid:46415:23365>
<kuid:46415:23315>
<kuid:46415:23370>
<kuid:46415:23375>
<kuid:46415:23220>
<kuid:46415:23225>
<kuid:46415:23230>
<kuid:46415:23235>
<kuid:46415:23240>
<kuid:46415:23245>
<kuid:46415:23250>
<kuid:46415:23255>
<kuid:46415:23260>
<kuid:-12:21821>
<kuid:-12:21802>
<kuid:-12:21803>
<kuid:-12:207>
<kuid:-12:208>
<kuid:-12:21861>
<kuid:-12:21862>

Tside_Whistle_Board QR
Signal_QR_01
Signal_QR_01RH
Signal_QR_02
Signal_QR_02RH
Signal_QR_03
Signal_QR_03RH
Signal_QR_04
Signal_QR_04RH
Signal_QR_05
Signal_QR_05RH
Signal_QR_06
Signal_QR_06b
Signal_QR_07
Signal_QR_07RH
Signal_QR_08
Signal_QR_08RH

Sign_Speed_LHS 120 50L_QR
Sign_Speed LHS 120 50R_QR
Sign_Speed_LHS 50 25L_QR
Sign_Speed LHS 50 25R QR
Sign_Speed_LHS 60_25L_QR
Sign_Speed LHS 60 25R QR
Sign_Speed_LHS 70 _25L_QR
Sign_Speed LHS 70 25R QR
ign_Speed_LHS 80 25L_QR
Sign_Speed LHS 80 25LR QR
Sign_Speed_LHS 80 25R_QR
Sign_Speed LHS 80 50L_QR
Sign_Speed_LHS 80 50R_QR

Sign_Speed LHS 07k_QR
Sign_Speed_LHS 100k_QR
Sign_Speed LHS 10k_QR
Sign_Speed_LHS 110k_QR
Sign_Speed LHS 120k QR
Sign_Speed_LHS 15k_QR
Sign_Speed LHS 25k QR
Sign_Speed_LHS 30k_QR
Sign_Speed LHS 40k_QR
Sign_Speed_LHS 50k_QR
Sign_Speed LHS 60k_QR
Sign_Speed_LHS 70k_QR
Sign_Speed LHS 80k_QR
Sign_Speed_LHS 90k _QR
Signal_2_001

Signal_2_002

Signal_2_ 003

Signal_2_004

Signal_2_005
Signal_2_L001

Signal_2 L002
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<kuid:-12:21863>
<kuid:-12:21701>
<kuid:-12:21702>
<kuid:-12:21703>
<kuid:-1:110012>
<kuid:-12:315>
<kuid:-12:291>
<kuid:-12:21201>
<kuid:-12:22702>
<kuid:-12:25703>
<kuid:44482:23006>
<kuid:44482:23004>
<kuid:44482:23005>
<kuid:44482:23061>
<kuid:44482:23008>
<kuid:44482:23062>
<kuid:44482:23009>
<kuid:44482:23083>
<kuid:44482:23010>
<kuid:44482:23082>
<kuid:44482:23011>
<kuid:44482:23081>
<kuid:44482:23012>
<kuid:44482:23080>
<kuid:44482:23013>
<kuid:44482:23079>
<kuid:44482:23014>
<kuid:44482:23078>
<kuid:44482:23015>
<kuid:44482:23077>
<kuid:44482:23016>
<kuid:44482:23076>
<kuid:44482:23017>
<kuid:44482:23075>
<kuid:44482:23074>
<kuid:44482:23018>
<kuid:44482:23073>
<kuid:44482:23019>
<kuid:44482:23020>
<kuid:44482:23072>
<kuid:44482:23021>
<kuid:44482:23071>
<kuid:44482:23022>
<kuid:44482:23070>
<kuid:44482:23069>
<kuid:44482:23024>
<kuid:44482:23068>
<kuid:44482:23025>
<kuid:44482:23067>
<kuid:44482:23026>
<kuid:44482:23066>

Signal_2_L 003

Signal_001

Signal_002

Signal_003

Signal_004

Signal_005

Signal_G_005

Signal_L001

Signal_L002

Signal_L003
Signal_3_Gantry
Signal_3_Rolft

Signal_3 Rorgt
Sign_Speed_100
Sign_Speed_100_Advance
Sign_Speed_105
Sign_Speed_105_Advance
Sign_Speed_110
Sign_Speed_110_Advance
Sign_Speed_115
Sign_Speed_115_Advance
Sign_Speed_120
Sign_Speed_120_Advance
Sign_Speed_125
Sign_Speed_125 Advance
Sign_Speed_130
Sign_Speed_130_Advance
Sign_Speed_135
Sign_Speed_135_Advance
Sign_Speed_140
Sign_Speed_140_Advance
Sign_Speed_145
Sign_Speed_145 Advance
Sign_Speed_15
Sign_Speed_150
Sign_Speed_150_Advance
Sign_Speed_155
Sign_Speed_155_Advance
Sign_Speed_15_Advance
Sign_Speed_160
Sign_Speed_160_Advance
Sign_Speed_165
Sign_Speed_165_Advance
Sign_Speed_170_Advance
Sign_Speed_175
Sign_Speed_175_Advance
Sign_Speed_180
Sign_Speed_180_Advance
Sign_Speed_185
Sign_Speed_185_Advance
Sign_Speed_190

<kuid:44482:23027>
<kuid:44482:23065>
<kuid:44482:23028>
<kuid:44482:23064>
<kuid:44482:23063>
<kuid:44482:23045>
<kuid:44482:23029>
<kuid:44482:23060>
<kuid:44482:23030>
<kuid:44482:23059>
<kuid:44482:23031>
<kuid:44482:23058>
<kuid:44482:23032>
<kuid:44482:23057>
<kuid:44482:23033>
<kuid:44482:23056>
<kuid:44482:23034>
<kuid:44482:23055>
<kuid:44482:23035>
<kuid:44482:23054>
<kuid:44482:23036>
<kuid:44482:23053>
<kuid:44482:23037>
<kuid:44482:23052>
<kuid:44482:23038>
<kuid:44482:23051>
<kuid:44482:23039>
<kuid:44482:23050>
<kuid:44482:23040>
<kuid:44482:23049>
<kuid:44482:23041>
<kuid:44482:23048>
<kuid:44482:23042>
<kuid:44482:23047>
<kuid:44482:23043>
<kuid:44482:23046>
<kuid:44482:23044>
<kuid:-12:22901>
<kuid:-12:22902>
<kuid:-12:22904>
<kuid:-12:303>
<kuid:-12:302>
<kuid:-12:22961>
<kuid:-12:22962>
<kuid:-12:22964>
<kuid:-12:21901>
<kuid:-12:21902>
<kuid:-12:21913>
<kuid:-1:100880>
<kuid:-12:214>
<kuid:-12:290>

Sign_Speed_190_Advance

Sign_Speed_195

Sign_Speed_195 Advance

Sign_Speed_20
Sign_Speed_200

Sign_Speed_200_Advance
Sign_Speed 20 _Advance

Sign_Speed_25

Sign_Speed_ 25 Advance

Sign_Speed_30

Sign_Speed_30_Advance

Sign_Speed_35

Sign_Speed_35_Advance

Sign_Speed_40

Sign_Speed 40 _Advance

Sign_Speed_45

Sign_Speed_ 45 Advance

Sign_Speed_50

Sign_Speed_50_Advance

Sign_Speed_55

Sign_Speed_55 Advance

Sign_Speed_60

Sign_Speed_60_Advance

Sign_Speed_65

Sign_Speed_65_Advance

Sign_Speed_70

Sign_Speed_70_Advance

Sign_Speed_75

Sign_Speed_75_ Advance

Sign_Speed_80

Sign_Speed_80_Advance

Sign_Speed_85

Sign_Speed_85_Advance

Sign_Speed_90

Sign_Speed 90 Advance

Sign_Speed_95

Sign_Speed 95 Advance

Signal_USA 2 01
Signal_USA_2_02
Signal_USA 2 03
Signal_USA_2 04
Signal_USA 2 05
Signal_USA 2 L01
Signal_USA 2 102
Signal_USA_2_L03
Signal_USA 01
Signal_USA 02
Signal_USA 03
Signal_USA 04
Signal_USA_05
Signal_USA_G_05
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<kuid:-12:21961>

<kuid:-12:11902>

<kuid:-12:21993>

<kuid:3801:23028>
<kuid:3801:23029>
<kuid:3801:23030>
<kuid:3801:23031>
<kuid:3801:23032>
<kuid:3801:23033>
<kuid:3801:23034>

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION

Germany
<kuid:-1:101182>

<kuid:-1:101240>

Swiss
<kuid:-1:101359>

<kuid:-1:101360>
<kuid:-1:101361>

UTC scenarios
<kuid:523:100883>
<kuid:523:100881>
<kuid:523:100884>
<kuid:523:101026>
<kuid:523:100885>
<kuid:523:101027>
<kuid:523:101028>
<kuid:523:100886>
<kuid:523:100887>
<kuid:523:100888>
<kuid:523:100889>
<kuid:523:100890>
<kuid:523:100891>
<kuid:523:100892>
<kuid:523:101045>
<kuid:523:100894>
<kuid:523:100895>
<kuid:523:100896>
<kuid:523:101031>
<kuid:523:100898>
<kuid:-12:100128>
<kuid:-12:100129>
<kuid:-12:100136>
<kuid:523:23027>
<kuid:523:23028>
<kuid:523:23029>
<kuid:523:23030>
<kuid:523:23031>
<kuid:523:100874>
<kuid:523:100882>

Signal_USA_L01

Signal_USA_L02

Signal_USA L03

Sign_Warning_20
Sign_Warning_30
Sign_Warning_40
Sign_Warning_50
Sign_Warning_60
Sign_Warning_70
Sign_Warning_80

Tside_Railend
lever

speed_100
speed_50
speed_60

speed_110
speed_120
speed_130
speed_140
speed_15
speed_150
speed_160
speed_20
speed_25
speed_30
speed_35
speed_40
speed 45
speed_ 50
speed_55
speed_60
speed_65
speed 70
speed_80
speed_90
09

09

09

Warn 10
Warn 15
Warn 25
Warn 35
Warn 45
speed_10
speed_100
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TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY TRACKSIDE

AlanThompson <KUID:67906:24051> | UK Ground Signal
<KUID:67906:24053> | UK 2 Aspect
<KUID:67906:24054> | UK 2 Aspect Approach
<KUID:67906:24055> | UK 3 Aspect
<KUID:67906:24056> | UK 3 Aspect Call-on
<KUID:67906:24057> | UK 4 Aspect
<KUID:67906:24058> | UK 4 Aspect Call-on
<KUID:67906:24060> | UK 3 Feather Pos3
<KUID:67906:24061> | UK 3 Feather Pos4
<KUID:67906:24062> | UK 3 Feather Pos34
<KUID:67906:24070> | UK 4 Feather Pos3
<KUID:67906:24071> | UK 4 Feather Pos4
<KUID:67906:24072> | UK 4 Feather Pos34
<KUID:67906:24101> | UK Gantry 4 Aspect
<KUID:67906:24103> | UK Gantry 4 Aspect Pos3
<KUID:67906:24104> | UK Gantry 4 Aspect Pos4
<KUID:67906:24105> | UK Gantry 4 Aspect Pos34
<KUID:67906:24106> | UK Gantry 3 Aspect
<KUID:67906:24108> | UK Gantry 3 Aspect Pos3
<KUID:67906:24109> | UK Gantry 3 Aspect Pos4
<KUID:67906:24110> | UK Gantry 3 Aspect Pos34
<KUID:67906:24111> | UK Gantry 2 Aspect
<KUID:67906:24112> | UK Gantry 2 Aspect Approach
<KUID:67906:24165> | UK Rail Buffer
<KUID:67906:24166> | UK Point Motor

Fredrik Skog <KUID:30387:23050> | Speedboards Left 20 km/h

<KUID:30387:23051>

Speedboards Left 30 km/h

<KUID:30387:23052>

Speedboards Left 40 km/h

<KUID:30387:23053>

Speedboards Left 50 km/h

<KUID:30387:23054>

Speedboards Left 60 km/h

<KUID:30387:23055>

Speedboards Left 70 km/h

<KUID:30387:23056>

Speedboards Left 80 km/h

<KUID:30387:23057>

Speedboards Left 90 km/h

<KUID:30387:23058>

Speedboards Left 100 km/h

<KUID:30387:23059>

Speedboards Left 120 km/h

<KUID:30387:23060>

Speedboards Left 130 km/h

<KUID:30387:23061>

Speedboards Left 160 km/h

<KUID:30387:23062>

Speedboards Left 200 km/h

<KUID:30387:23065>

Speedboards Right 20 km/h

<KUID:30387:23066>

Speedboards Right 30 km/h

<KUID:30387:23067>

Speedboards Right 40 km/h

<KUID:30387:23068>

Speedboards Right 50 km/h

<KUID:30387:23069>

Speedboards Right 60 km/h

<KUID:30387:23070>

Speedboards Right 70 km/h

<KUID:30387:23071>

Speedboards Right 80 km/h

<KUID:30387:23072>

Speedboards Right 90 km/h

<KUID:30387:23073>

Speedboards Right 100 km/h

<KUID:30387:23074>

Speedboards Right 120 km/h
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Fredrik Skog continued

<KUID:30387:23075>

Speedboards Right 130 km/h

<KUID:30387:23076>

Speedboards Right 160 km/h

<KUID:30387:23077>

Speedboards Right 200 km/h

Mats Strid

<KUID:36713:23300>

Lever auto

<KUID:36713:23301>

Lever manual left

<KUID:36713:23302>

Lever manual right

<KUID:36713:24505> | L Block 2
<KUID:36713:24506> | L Block 2 gant
<KUID:36713:24507> | L Block 3
<KUID:36713:24508> | L Block 3 gant
<KUID:36713:24513> | L Block 4
<KUID:36713:24514> | L Block 4 gant
<KUID:36713:24519> | L Block 5
<KUID:36713:24520> | L Block 5 gant
<KUID:36713:24500> | L Distant 3
<KUID:36713:24509> | L Interl 3 left

<KUID:36713:24510>

L Interl 3 left gant

<KUID:36713:24511>

L Interl 3 right

<KUID:36713:24512>

L Interl 3 right gant

<KUID:36713:24515>

L Interl 4 left

<KUID:36713:24516>

L Interl 4 left gant

<KUID:36713:24517>

L Interl 4 right

<KUID:36713:24518>

L Interl 4 right gant

<KUID:36713:24521>

L Interl 5 left

<KUID:36713:24522>

L Interl 5 left gant

<KUID:36713:24523>

L Interl 5 right

<KUID:36713:24524>

L Interl 5 right gant

<KUID:36713:24503> | L Dwarf 4
<KUID:36713:24504> | L Dwarf 7
<KUID:36713:24530> | R Block 2
<KUID:36713:24531> | R Block 2 gant
<KUID:36713:24532> | R Block 3
<KUID:36713:24533> | R Block 3 gant
<KUID:36713:24538> | R Block 4
<KUID:36713:24539> | R Block 4 gant
<KUID:36713:24544> | R Block 5
<KUID:36713:24545> | R Block 5 gant
<KUID:36713:24525> | R Distant 3
<KUID:36713:24534> | R Interl 3 left

<KUID:36713:24535>

R Interl 3 left gant

<KUID:36713:24536>

R Interl 3 right

<KUID:36713:24537>

R Interl 3 right gant

<KUID:36713:24540>

R Interl 4 left

<KUID:36713:24541>

R Interl 4 left gant

<KUID:36713:24542>

R Interl 4 right

<KUID:36713:24543>

R Interl 4 right gant

<KUID:36713:24546>

R Interl 5 left

<KUID:36713:24547>

R Interl 5 left gant

<KUID:36713:24548>

R Interl 5 right

<KUID:36713:24549>

R Interl 5 right gant
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Mats Strid continued

<KUID:36713:24528>

R Dwarf 4

<KUID:36713:24529>

R Dwarf 7

Mauro Maratta

<Kuid:75359:23009>

100km Speed Sign

<Kuid:75359:23010>

115km Speed Sign

<Kuid:75359:23011>

120km Speed Sign

<Kuid:75359:23012>

80km Speed Sign

<Kuid:75359:23013>

70km Speed Sign

<Kuid:75359:23014>

40km Speed Sign

Nathan Van Der Meulen

<KUID:61119:24000> | Landmark Signal
<KUID:61119:23073> Location Signal
<KUID:61119:23001> | Sign10
<KUID:61119:23019> | Sign100
<KUID:61119:23047> | Sign100R
<KUID:61119:23020> | Sign105
<KUID:61119:23048> | Sign105R
<KUID:61119:23029> | Sign10R
<KUID:61119:23021> | Sign110
<KUID:61119:23049> | Sign110R
<KUID:61119:23022> | Sign115
<KUID:61119:23050> | Sign115R
<KUID:61119:23023> | Sign120
<KUID:61119:23051> | Sign120R
<KUID:61119:23002> | Sign15
<KUID:61119:23030> | Sign15R
<KUID:61119:23003> | Sign20
<KUID:61119:23031> | Sign20R
<KUID:61119:23004> | Sign25
<KUID:61119:23032> | Sign25R
<KUID:61119:23005> | Sign30
<KUID:61119:23033> | Sign30R
<KUID:61119:23006> | Sign35
<KUID:61119:23034> | Sign35R
<KUID:61119:23007> | Sign40
<KUID:61119:23035> | Sign40R
<KUID:61119:23008> | Sign45
<KUID:61119:23036> | Sign45R
<KUID:61119:23009> | Sign50
<KUID:61119:23037> | Sign50R
<KUID:61119:23010> | Sign55
<KUID:61119:23038> | Sign55R
<KUID:61119:23011> | Sign60
<KUID:61119:23039> | Sign60R
<KUID:61119:23012> | Sign65
<KUID:61119:23040> | Sign65R
<KUID:61119:23013> | Sign70
<KUID:61119:23041> | Sign70R
<KUID:61119:23014> | Sign75
<KUID:61119:23042> | Sign75R
<KUID:61119:23015> | Sign80
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Nathan Van Der Meulen
continued

<KUID:61119:23043> | Sign80R
<KUID:61119:23016> | Sign85
<KUID:61119:23044> | Sign85R
<KUID:61119:23017> | Sign90
<KUID:61119:23045> | Sign90R
<KUID:61119:23018> | Sign95
<KUID:61119:23046> | Sign95R
<KUID:61119:23024> | SignX20
<KUID:61119:23052> | SignX20R
<KUID:61119:23025> | SignX25
<KUID:61119:23053> | SignX25R
<KUID:61119:23026> | SignX40
<KUID:61119:23054> | SignX40R
<KUID:61119:23027> | SignX50
<KUID:61119:23055> | SignX50R

<KUID:61119:24004>

Stop (Signal)

<KUID:61119:24003>

Stop (Signal)R

Tomas Nordenadler

<KUID:41462:23100>

Speedboard left 5km/h

<KUID:41462:23101>

Speedboard left 10km/h

<KUID:41462:23102>

Speedboard left 20km/h

<KUID:41462:23103>

Speedboard left 30km/h

<KUID:41462:23104>

Speedboard left 40km/h

<KUID:41462:23105>

Speedboard left 50km/h

<KUID:41462:23106>

Speedboard left 60km/h

<KUID:41462:23107>

Speedboard left 70km/h

<KUID:41462:23108>

Speedboard left 80km/h

<KUID:41462:23109>

Speedboard left 90km/h

<KUID:41462:23110>

Speedboard left 100km/h

<KUID:41462:23111>

Speedboard left 135km/h

<KUID:41462:23115>

Speedboard right 5km/h

<KUID:41462:23116>

Speedboard right 10km/h

<KUID:41462:23117>

Speedboard right 20km/h

<KUID:41462:23118>

Speedboard right 30km/h

<KUID:41462:23119>

Speedboard right 40km/h

<KUID:41462:23120>

Speedboard right 50km/h

<KUID:41462:23121>

Speedboard right 60km/h

<KUID:41462:23122>

Speedboard right 70km/h

<KUID:41462:23123>

Speedboard right 80km/h

<KUID:41462:23124>

Speedboard right 90km/h

<KUID:41462:23125>

Speedboard right 100km/h

<KUID:41462:23126>

Speedboard right 135km/h
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ENVIROMENT

VERSION 1

Australia
<kuid:-1:110014>

<kuid:-1:110015>

English Countryside

<kuid:-1:8000>
<kuid:-1:8002>
<kuid:-1:8001>
<kuid:-1:110013>
<kuid:-1:8008>
<kuid:-1:8009>

USA
<kuid:-1:101310>

<kuid:-1:101293>

noClouds
Water_muddy

MediumClouds
MoreClouds
VeryCloudy
VeryVeryCloudy
Water1

Water2

Clouds_USA
Water1 USA

VERSION 1.3 - SERVICE PACK 3 (SP3)

<kuid:-12:777>

VERSION 1.5 - ULTIMATE TRAINZ COLLECTION

<kuid:-1:100969>
<kuid:-1:100671>

TEXTURE

QLD_sky

ger_Clouds1
ger_Water1

TRAINZ RAILROAD SIMULATOR 2004

AURAN TEXTURE
<KUID:-3:10112>
<KUID:-3:10111>
<KUID:-3:10110>
<KUID:-3:10118>
<KUID:-3:10164>

Red corona
White corona
Green corona
Steam

Industry Object Icon

TRAINZ RAILROAD SIMULATOR 2004
THIRD PARTY TEXTURE

David Taylor

<KUID:30204:21001> Red Corona
<KUID:30204:21002> White corona

PRODUCT

TRAINZ RAILROAD SIMULATOR 2004

AURAN PRODUCT

<KUID:-3:10014> 20ft Container
<KUID:-3:10041> 40ft Container
<KUID:-3:10045> Aviation Fuel
<KUID:44179:60013> Coal
<KUID:-3:10010> Crude Oil
<KUID:-3:10011> Diesel Fuel
<KUID:-3:10013> General Goods
<KUID:-3:10001> Logs
<KUID:-3:10003> Lumber
<KUID:-3:10060> Passenger
<KUID:-3:10012> Petrol Fuel
<KUID:-3:10004> Water
<KUID:-3:10002> Woodchips
PRODUCT-CATEGORY

TRAINZ RAILROAD SIMULATOR 2004
AURAN PRODUCT-CATEGORY

<KUID:-3:10040>
<KUID:-3:10042>
<KUID:-3:10044>
<KUID:-3:10091>

Bulk Load
Container
Liquid Load
Passenger
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