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This End User License Agreement (“License”) is an agreement between you and Electronic Arts Inc. (“EA”). This

License governs your use of this application and all related software, documentation, and updates and upgrades that

replace or supplement the application and are not distributed with a separate license (together, the “Application”).

By installing or using The APPLICATION, you consent to be bound by this LICENSE. If you do not agree to all of the
terms of this LICENSE, then do not install or use the APPLICATION. IF YOU INSTALL the Application, the terms and

CONDITIONS of this LICENSE ARE fully accepted by you.
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License Grant and Terms of Use. Grant. EA grants you a personal, non-exclusive license to install and use the
Application for your personal, noncommercial use solely as set forth in this License and any accompanying
documentation. Any commercial use is prohibited. You are expressly prohibited from sublicensing, renting, leasing
or otherwise distributing the Application or rights to use the Application. The term of your license shall commence
on the date that you start to download, install or otherwise use the Application, and shall end on the earlier of the
date that you dispose of the Application; or EA's termination of this License.

Copies. You may download the number of copies allowed by the Application’s digital rights management from
an authorized source. The number of copies that you can download during a consecutive period of days may
be limited. You may use only one copy of the Application at any given time. You may not make a copy of the Ap-
plication available on a network where it could be used by multiple users at the same time. You may not make
the Application available over a network where it could be downloaded by multiple users. For more information
concerning the digital rights management that applies to the Application, please review the terms accompany-
ing the distribution of the Application. Your license will terminate immediately if you attempt to circumvent
digital rights management or other terms and conditions that apply to the Application or the software delivered
through the Application.

License Validation. The Application is required to validate the license for certain products distributed by

EA. You acknowledge and agree that the Application will automatically validate license rights for some or all
EA products without separate notice to you. This means that in order to use the Application and certain EA
products, you must leave the Application installed on your computer and maintain a connection to the Internet.
You acknowledge and agree that the Application may use information regarding your computer and your use
of the Application to validate your license rights and to update the Application. We may use this information

to improve our products and services and may disclose this information to others for that purpose, but notin a
form that personally identifies you. You also agree that the Appllcatlon may automatically download and install
updates that EA deems y. You ack ledge that any obli EA may have to support the previous
version(s) may be ended upon the availability of the update.

Reservation of Rights and Restrictions. The Application is licensed, and not sold, to you for use only under

the terms of this License. Except as expressly licensed to you herein, EA reserves all right, title and interest in
the Application and all software delivered through the Application (including all characters, storyline, images,
photographs, animations, video, music, text), and all associated copyrights, trademarks, and other intellectual
property rights therein. The License is limited to the intellectual property rights of EA and its licensors in the
Application and does not include any rights to other patents or intellectual property. Except, and only to the
extent that may be permitted under applicable law, you may not decompile, disassemble, or reverse engineer
the Application by any means whatsoever, or alter, modify, enhance, or create a derivative work of the Applica-
tion. You may not remove, alter, or obscure any product identification, copyright, or other intellectual property
notices in the Application or software delivered through the Application.

2. Consent to Use of Data. You agree that EA may collect, use, store and transmit technical and related information

that identifies your computer (including the Internet Protocol Address), operating system and application software
and peripheral hardware, that may be gathered periodically to facilitate the provision of software updates,
dynamically served content, product support and other services to you, including online play. EA may also use this
information in the aggregate and, in a form which does not personally identify you, to improve our products and
services and we may share that data with our third party service providers. IFYOU DO NOT WANT EA TO COLLECT,
USE, STORE, TRANSMIT OR DISPLAY THE DATA DESCRIBED IN THIS SECTION, PLEASE DO NOT INSTALL OR USE
THE APPLICATION.

Consent to Public Display of Data. When you use the Application online, EA and its affiliates may also collect,
use, store, transmit and publicly display statistical data regarding game play when you use the Application online
(including scores, rankings and achievements), or to identify content that is created and shared by you with other
players. Data that personally identified you is collected, used, stored and transmitted in accordance with EA’s
Privacy Policy located at privacy.ea.com.

Termination. This License is effective until terminated. Your rights under this License will terminate immediately
and automatically without any notice from EA if (i) you fail to comply with any of the terms and conditions of this
License; or (ii) EA ceases to support the Application. Promptly upon termination, you must cease all use of the
Application and destroy all copies of the Application in your possession or control. EA’s termination will not limit
any of EA’s other rights or remedies at law or in equity. Sections 2-10 of this License shall survive termination or
expiration of this License for any reason.
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Disclaimer of Warranties. TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, THE
APPLICATION IS PROVIDED TO YOU “AS IS,” WITH ALL FAULTS, WITHOUT WARRANTY OF ANY KIND, AND
YOUR USE IS AT YOUR SOLE RISK. THE ENTIRE RISK OF SATISFACTORY QUALITY AND PERFORMANCE
RESIDES WITH YOU. EA AND EA’S LICENSORS (COLLECTIVELY EA FOR PURPOSES OF THIS SECTION AND
SECTION 6) DO NOT MAKE, AND HEREBY DISCLAIM, ANY AND ALL EXPRESS, IMPLIED OR STATUTORY
WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY, SATISFACTORY QUALITY, FITNESS
FOR A PARTICULAR PURPOSE, NONINFRINGEMENT OF THIRD PARTY RIGHTS, AND WARRANTIES (IF ANY)
ARISING FROM A COURSE OF DEALING, USAGE, OR TRADE PRACTICE. EA DOES NOT WARRANT AGAINST
INTERFERENCE WITH YOUR ENJOYMENT OF THE APPLICATION; THAT THE APPLICATION WILL MEET YOUR
REQUIREMENTS; THAT OPERATION OF THE APPLICATION WILL BE UNINTERRUPTED OR ERROR-FREE, OR
THAT THE APPLICATION WILL BE COMPATIBLE WITH THIRD PARTY SOFTWARE OR THAT ANY ERRORS IN THE
APPLICATION WILL BE CORRECTED. NO ORAL OR WRITTEN ADVICE PROVIDED BY EA OR ANY AUTHORIZED
REPRESENTATIVE SHALL CREATE A WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF
OR LIMITATIONS ON IMPLIED WARRANTIES OR THE LIMITATIONS ON THE APPLICABLE STATUTORY RIGHTS
OF A CONSUMER, SO SOME OR ALL OF THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.

Limitation of Liability. TO THE FULLEST EXTENT PERMISSIBLE BY APPLICABLE LAW, IN NO EVENT SHALL EA
BE LIABLE TO YOU FOR ANY PERSONAL INJURY, PROPERTY DAMAGE, LOST PROFITS, COST OF SUBSTITUTE
GOODS OR SERVICES, OR ANY FORM OF INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL OR PUNITIVE
DAMAGES FROM ANY CAUSES OF ACTION RELATED TO THIS LICENSE OR THE APPLICATION, WHETHER
ARISING IN TORT (INCLUDING NEGLIGENCE), CONTRACT, STRICT LIABILITY OR OTHERWISE, WHETHER OR
NOT EA HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGE. SOME JURISDICTIONS DO NOT ALLOW
THE LIMITATION OF LIABILITY FOR DEATH, PERSONAL INJURY, FRAUDULENT MISREPRESENTATIONS OR
CERTAIN INTENTIONAL OR NEGLIGENT ACTS, OR VIOLATION OF SPECIFIC STATUTES, OR THE LIMITATION
OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO SOME OR ALL OF THE ABOVE LIMITATIONS OF LIABILITY
MAY NOT APPLY TO YOU. In no event shall EA's total liability to you for all damages (except as may be required
under applicable law) exceed the amount actually paid by you for the Application.

Limitation of Liability is a Material Term of this License. You agree that the provisions in this License that
limit liability are essential terms of this License. The foregoing limitations of liability apply even if any remedies
described in this License fail in their essential purpose.

Severability and Survival. If any provision of this License is illegal or unenforceable under applicable law, the
remainder of the provision shall be amended to achieve as closely as possible the effect of the original term and
all other provisions shall continue in full force and effect.

U.S. Government Restricted Rights. If you are a government end user, then this provision applies to you. The
software provided in connection with this License has been developed entirely at private expense, as defined

in FAR section 2.101, DFARS section 252.227-7014(a)(1) and DFARS section 252.227-7015 (or any equivalent

or subsequent agency regulation thereof), “commercial items,” “commercial computer software” and/or

“commercial p software d ion.” C with DFARS section 227.7202 and FAR section
12.212, and to the extent required under U.S. federal law, the minimum restricted rights as set forth in FAR section
52.227-19 (or any equivalent or subseq agency regulation thereof), any use, modification, reproduction,

release, performance, display, disclosure or distribution thereof by or for the U.S. Government shall be governed
solely by this License and shall be prohibited except to the extent expressly permitted by this License.

. Injunctive Relief. You agree that a breach of this License may cause irreparable injury to EA for which monetary

damages would not be an adequate remedy and EA shall be entitled to seek equitable relief in addition to any
remedies it may have hereunder or at law.

. Governing Law. This License shall be governed by and construed (without regard to conflicts or choice of law

principles) under the laws of the State of California as applied to agreements entered into and to be performed
entirely in California between California residents. Unless expressly waived by EA in writing for the particular
instance or contrary to local law, the sole and exclusive jurisdiction and venue for actions related to the subject
matter hereof shall be the California state and federal courts having within their jurisdiction the location of EA’s
principal place of business. Both parties consent to the jurisdiction of such courts and agree that process may
be served in the manner provided herein for giving of notices or otherwise as allowed by California or federal
law. The parties agree that the UN Convention on Contracts for the International Sale of Goods (Vienna, 1980)
shall not apply to this License or to any dispute or transaction arising out of this License.

Export. You agree to abide by U.S. and other applicable export control laws and agree not to transfer the
Application to a foreign national, or national destination, which is prohibited by such laws, without first obtaining,
and then complying with, any requisite government authorization. You certify that you are not a person with
whom EA is prohibited from transacting business under applicable law.

. Third Party Notices. Adobe® Flash® Player. Copyright © 1996 — 2006 Adobe Systems Incorporated. All Rights

Reserved. Protected by U.S. Patent 6,879,327; Patents Pending in the United States and other countries. Adobe
and Flash are either trademarks or registered trademarks in the United States and/or other countries.

. Entire Agreement. This License constitutes the entire agreement between you and EA with respect to the

Application and supersedes all prior or contemporaneous understandings regarding such subject matter.

No amendment to or modification of this License will be binding unless made in writing and signed by EA. No
failure to exercise, and no delay in exercising, on the part of either party, any right or any power hereunder shall
operate as a waiver thereof, nor shall any single or partial exercise of any right or power hereunder preclude
further exercise of any other right hereunder. In the event of a conflict between this License and any applicable
purchase or other terms, the terms of this License shall govern.
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This product has been rated by the Entertainment Software Rating Board. For
information about the ESRB rating please visit www.esrb.org.

INSTAEENGHHEIGATE

Note: For system requirements, see www.railsimulator.com.

Note: If you'd like more information about purchasing direct downloads from EA,
visit www.eastore.ea.com and click MORE ABOUT DIRECT DOWNLOADS.

1. Install the EA Download Manager. The EA Download Manager is available for
download from the purchase confirmation email you received when purchasing
this game. Or download it directly here: http:/files.ea.com/downloads/eacore/
eadm-installer.exe

2. Login with the email address you used to purchase the game. All your purchased
games will be displayed in the EA Download Manager.

3. Selectyour game and click the start button to begin downloading the game.

Note: You can even download a game before it is released. A progress bar
shows you the estimated download time. For the fastest possible download,
close other programs that use bandwidth. You can install the game on its release
day to begin playing.

4. Once the download is complete and the game has been released, the file will
begin decrypting and extracting. After it is finished extracting, click the Install
button to launch the game installer.

5. Follow the on-screen instructions to complete the installation.

Note: If you've already purchased a title and would like to install it on another
PC, first download and install the EA Download Manager on the other PC. After
installing the EA Download Manager, launch the application and log in with your
EA account. The titles you have purchased are listed. Select the appropriate title
and click the start button to begin downloading the game.

SITARTINGETHEIGAE

To start Rail Simulator.

1. Close all open programs and background tasks, including virus scanners (see
Performance Tips on p. 14 for more info).

2. If you are running Windows XP, click the Start button from the Windows Taskbar
and select All Programs (or Programs) > RAIL SIMULATOR. If you are running
Windows Vista, launch using the Vista Games explorer, accessible via START >
GAMES.

INTRODUGTION

Welcome to the most realistic railway simulation ever created.
Take a journey through railway history along four routes in Europe and the USA,
driving some of the greatest electric, diesel, and steam locomotives ever built. Get
straight out on the track with simple controls, or putin a little extra time to master the
complex techniques used by real-life engineers. Go at your own pace along each line
or take on a challenging scenario, such as coping with terrible weather or sticking to
the timetable on a bustling commuter day.

Control the world outside the train with the World Editor, to build your own

environments and lay your own lines. If you dont re-create your favorite local route,

who will? When it's perfected, share it with friends or create unique engines and
scenarios for it.

& Visit www.railsimulator.com to find out about other available rolling-stock,
routes, and scenarios. To install add-on material, follow the instructions provided
with each additional pack.

@& Rail Simulatoris a huge and complex simulation and there's only so much
information we can squeeze in this manual—see More Information on p. 13 to
learn how to find out more.

Go to www.railsimulator.com for additional, up-to-date news and guides.




GE'ITING STARTED STRAIGHT AWAY

After installation, click RAIL SIMULATOR to run the simulation, then click PLAY
GAME.

Note: You do not need to click OPTIONS—the default settings have been chosen
to help the simulation run smoothly. For an explanation of what these options do
and when you might want to change them, see Start-Up Options on p. 3.
At the Main menu, select ROUTES, then pick one of the four options:
BATH GREEN PARK TO TEMPLECOMBE, BARSTOW TO SAN BERNARDINO,
PADDINGTON TO OXFORD, or HAGEN TO SIEGEN.
3. Choose FREE PLAY to go where you like or SCENARIO to choose from a set of
missions for each of the routes.
While you are becoming familiar with the simulation, turn on the information display
(also called the technical HUD) by pressing F5 to see important train data in an easy-
to-read format.
@ Tofind out more about the individual routes, scenarios, and locomotives, see
More Information on p. 13.
To get you started quickly, the simulation is set to the simple controls by default:

Switch between forward
and reverse

A Speedup D Slowdown

When you're ready to try the realistic driving controls, see Intermediate Driving
Techniques on p. 4.

EOMTROLS

When you are in cab view (press 1), you can use the mouse to move levers and
activate switches directly within the cab for a fantastic sense of realism. To move
levers, click and hold the left mouse button on the desired control and drag in the
direction you want to move it. For switches and buttons, click to activate them or
switch them on or off.
Note: Only the controls appropriate to the current control model are available—
see Control Models below.
You can also use the mouse to change the viewing angle. Click and hold the right
mouse button and drag the mouse in the direction required.

Alternatively, to have every control at your fingertips, use the keyboard controls listed
below.

CONTROL MODELS

Choose one of the three keyboard control settings from MAIN MENU > OPTIONS >
GAMEPLAY OPTIONS > CONTROL MODEL:

Simple Control only speed and direction and leave all of the complex
stuff to the computer (see Getting Started Straight Away
above).

Intermediate Be more involved, with more accurate throttle and braking
ability (see Intermediate Driving Techniques on p. 4).

Expert Take full control over the train for the most realistic

experience.

STARTSUBIOBTIONS

These options apply to all elements of the simulation and only appear when you start
(or restart) the simulation.

Screen Resolution Set the level of image detail.

Multi-sample Change how the simulator displays object edges.

Full Screen Run the simulator in full screen mode. (Otherwise, it runs in a
window.)

Enable EAX Turn on EAX (see below). This is on by default if your

hardware supports it.

Force Software Mixing Select this to use the CPU for sound processing, rather than
your sound card.

EAX® ADVANCED HD™ includes sophisticated reverberation and filtering
algorithms, simulating real-world acoustic effects. This helps to create a dynamic
audio world and a more immersive gaming experience. With Rail Simulator's
support of EAX® ADVANCED HD™ 4.0, you can experience enhanced 3D effects
including the renowned EAX® Environmental Reverberation with Sound Blaster®
X-Fi™. For more information on Sound Blaster® X-Fi™, please visit
http://soundblaster.com.

Tip: Play around with the start-up options and main options (in the Main menu)
to find a setup that suits your PC’s capabilities.

ONESERHEE MEUS
MAIN TOOLBAR

In all views except cab view, move the mouse to the lower edge of the screen to
display the main toolbar.

Return to the Main menu. Display the driver's guide Enter the World Editor (see
to learn more about the Introduction to the World
train you're driving. Editoron p. 8).

Display the assignment Switch to a 2D map of the

assistant for more current route. Right-click Click to lock the toolbar

information about the and drag to move around inplace.

selected scenario. the map and use the scroll

wheel to zoom in and out.




ASSIGNMENT ASSISTANT

This appears automatically at the start of any standard scenario.

Close

H Guide to keyboard controls.
List of sub-goals within the scenario.

c

| information about the current scenario.

DRIVER’S GUIDE

Press F3 to open this.

Operational parameters—The make-up of the train. Click the icons to
manually uncouple carriages or apply the brakes on each vehicle.

|

Gradient information—Profile of approaching track, including the current
gradient speed and maximum permitted speed.

information—Destination, estimated time of arrival, and waiting
time required.

Track information—Surrounding track layout, signals, and junctions.

INGERMEDIATEIDRIVINGRECHHIQUES

This is a basic explanation of the general driving controls. It applies to the Intermediate
and Expert control models only (see Contro/ Models on p. 2). Move on to this section
once you've mastered the basics in Getting Started Straight Away (see p. 2).

Note: If you load engines supplied as part of an expansion pack, they may operate
differently from those included with this product. See the documentation provided
with the specific expansion pack for more details.

When you first start driving steam
engines, switch on the Automatic
Fireman to automate some of the
more complex controls. Select MAIN
OPTIONS, then GAME OPTIONS from

in a similar way to gears in a car—
when setting off, use a high reverser
setting to give maximum power. This
uses a lot of steam, so slowly wind the
reverser down as you speed up.

the Main menu. & Press W to wind the reverser

steam Engine controls forwards and S to wind it

backwards.
As detailed below, there are three Train Brak
important controls for driving a steam ram brakes

engine. This applies the brakes on the

locomotive and any other attached

vehicles that have brakes.

& Press’to apply the brakes and ; to
release them.

Regulator

This allows steam to pass from the
boiler to the cylinders, which turns the
wheels and moves the locomotive.

2 Press A/D toincrease/decrease
the amount of steam passed.
Reverser

This can be switched between full
forward and full reverse and it is used

Startmg the Train

Release your brakes. Once they are fully released and the brake pipe pressure
becomes constant (shown in the F5 information display), apply the brakes slightly
until they are in the running position. (Leaving them in the release position would
waste steam.)

Wind the reverser fully forwards.

Open the regulator to about 50%. The train starts to move.

When you reach about 10mph, wind the reverser back to about 45%.

As you pick up speed, continue to wind the reverser back until it is about 15-20%.
If you then need to go faster, increase the regulator until you reach your desired
speed.

When going uphill, you may need to wind the reverser forwards and/or increase
your throttle to keep your speed up.

When going downhill, you can coast by closing the regulator completely and
setting the reverser to about 45%.

Keep an eye on the Steam Usage and Steam Generation figures in the information
display at all times. Adjust the regulator and reverser to keep the Steam
Generation figure higher than the Steam Usage figure; otherwise you lose boiler
pressure and, ultimately, power.

Stopping the Train

Always give yourself plenty of room to stop—a typical steam-hauled train takes % of a

mile to stop from 60mph.

Apply the train brake until it is in the Apply position in the F5 information display.

& If you leave the brake control in the Apply position, the brakes come on slowly until
they reach their maximum force.

¢ If you only want to make a partial brake application, after applying the brakes,
release them until the control is in the Self LAP position in the information display.
This holds the braking force at its current level.

2 2 2



There are five important controls
when driving a diesel engine.

Diesel Engine Controls
Throttle

Press A/D to increase/decrease speed.

Reverser

The reverser on a diesel locomotive

usually has only three positions:

forward, backward, and neutral.

2 To move forward, press W to put
the reverser into the forward
position. To reverse, press S to
move it to the reverse position.
When stationary, always move the
reverser to the neutral position.

Train Brakes

This applies the brakes on the
locomotive and any other vehicles
attached that have brakes.

2 Press’to apply the brakes and ; to
release them.

Locomotive Brakes

This applies the brakes on the

locomotive only. These brakes are

normally only used when driving

a locomotive on its own—a ‘Light

Engine’.

& Press]to apply the brakes and [ to
release them.

Start up/Shutdown

Press Z to start up or shut down your
locomotive.

Note: The BR294 and Class 166 have combined throttle and train brake controls.
When driving these locos, press D to apply the brakes.

There are six important controls when
driving an Electric Engine.

Electric Engine Controls
Throttle

Press A/D to increase/decrease speed.

Reverser

The reverser on an electric locomotive
usually has only three positions:
forward, backward, and neutral.

To move forward, press W to put the
reverser into the forward position.
Press S to move it to the reverse
position. When stationary, always move
the reverser to the neutral position.

Train Brakes

This applies the brakes on the

locomotive and any other vehicles

attached that have brakes.

@ Press’to apply the brakes and ; to
release them.

Startmg the Train

Raise the pantograph (if it isn't
already raised).

Locomotive Brakes

This applies the brakes on the

locomotive only. These brakes are

normally only used when driving

a locomotive on its own—a ‘Light

Engine’.

2 Press]to apply the brakes and [ to
release them.

Pantograph Up/Down
Press P to raise or lower the
pantograph, which collects electricity
from the overhead wires.

Start up/Shut down

Use Z to start up or shut down your
locomotive.

. . 2. Startup the locomotive.
Stal'tlllg the Tra“‘ 3. Move the reverser to the forward position.
1. Startupthe locomotive. 4. Release the train brakes and locomotive brakes, if applied.
2.  Move the reverser to the forward position. 5. Move the throttle to around 25%. Do not use full throttle from a standing start as
3. Release the train brakes and locomotive brakes, if applied. this can cause wheelslip or can overload the traction motors, causing the power to
4. Move the throttle to around 25%. Do not use full throttle from a standing start as trip out.
this can cause wheelslip or can overload the engine or traction motors, causing 6.  When you've reached around 10mph, you can normally then give the locomotive

full throttle. Be more careful in wet or snowy conditions.

Stopping the Train

Always give yourself plenty of room to stop—a typical electric-hauled train takes % of a
mile to stop from 90mph.

Apply the train brake control until it is in the Self LAP position (shown in the F5
information display). Increase or decrease the braking force by moving the train brake
control within the Self LAP position.

the power to trip out.

5. When you've reached around 10mph, give the locomotive full throttle. Be more
careful in wet or snowy conditions, however.

Stopping the Train

Always give yourself plenty of room to stop—a typical diesel-hauled train takes % of a
mile to stop from 90mph.

Apply the train brake until it is in the Self LAP position (shown in the F5 information
display). Increase or decrease the braking force by moving the train brake control
within the Self LAP position.



SAVINGINHDICOADING

To save your progress in a scenario or free play session, simply press F2 at any time

while playing.

& Toload your progress in a scenario or free play session, open the Scenario
menu, select the scenario you wish to continue, then click CONTINUE.

Note: You can only make one save per scenario or free play session. Any
subsequent saves overwrite the previous one.

IRTRODUETIONAOMHENOREDIEDITIOR

This is an overview of the basic features of the World Editor User Tools.
& UserTools are included in Rail Simulator. Use them to modify the environments
supplied and to create your own simulator world.

¢ The Professional Tools allow much more control over the creation of new
content, but they are designed for advanced users and developers. Download
these—and documentation about them—from www.railsimulator.com.

EDITOR MENUS

The editor tools appear in three dynamic menus on the left side of the screen.

Main Editor Menu
I

Object tools
Scenario tools (professional editor only)

||= Painting tools

inear object tools

Note: For more detail on the individual tools, see the Editor User Guide (see More
Information on p. 13).

Object Selection Menu

Commercial/industrial

buildings Stations
Domestic Foliage/ People/animals/
buildings water vehicles

/ Clutter Sounds

_ Track Bridges/viaducts/  Miscellaneous
infrastructure tunnels

Object Options Menu

I Tile boundaries

H H Display marker flags

of grid squares

Display grid lines

EDITING BASICS

Start creating your own rail world with these simple techniques. For more detailed
guidance, read the Editor User Guide (see More Information on p. 13).
. If you make a mistake when editing, you can press CTRL+Z to undo your
last action or select an object and press DEL to get rid of it.
. When you click an object, a set of arrows appears above it. Click and
hold one of these, then move the mouse to change the object’s position,
height, or direction.

Create Hills

1. Select the painting tools icon in the Main Editor menu to enter the painting tools
suite.

2. Selectthe heighticon (far left in the middle row).

3. Click and hold over the terrain. A grid appears, showing the area that will be
affected. Move the mouse forwards and backwards to change the terrain height.
The current height appears in the center of the status bar (at the bottom of the
screen).

Lay Track

1. Selectthe linear object tools icon in the Main Editor menu, then select a track
type from the Object Selection menu.

2.  Move the mouse into the simulation world. A yellow ball with an arrow attached
appears beneath the cursor, indicating the direction in which track will be laid.

3. Click where you want to start laying track or click and hold, then move the mouse
to change the direction in which track will be laid.

4. Release the left mouse button and move the mouse in the direction of the arrow
to see a track outline.

5. Click to place the track in the position of the outline.

6. Another outline appears at the end of the new section of track. Click to place this
extra track.

& Right-click to cancel continuous track placement or double right-click to cancel
track placement completely.
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Create a Cutting or Embankment

These terrain features are typically applied to track but can also be applied to roads

(usually to make bridge embankments).

1. Select the painting tools icon in the Main Editor menu to enter the painting tools
suite. Select the snap tool (the magneticon).

2. Click on areas of track that are above the terrain surface. The tool detects raised
lengths of track or road nearby and raises or lowers the terrain, applying your
settings to create the embankment or cutting.

& The snap tool only affects nearby areas beneath track or road. Options for the
snap tool—cutting angle, embankment angle, and base width—can be set in the
Object Options menu.

Place an Object
Select object tools in the Main Editor menu, then the domestic buildings icon in
the Object Selection menu.

2. Select an object from the list.

3. The object shape appears under the mouse pointer and hugs the surface of the
terrain:
& Clickto place an instance of the object in the current position.
¢ Click and hold, then move the mouse to rotate the object on the spot.

Release to place the object.

& Right-click to finish placing that type of object.

Place Track Markers

Track markers help trains navigate the railway network. For example, a platform

marker tells the train it has arrived at a station and needs to stop in order to use it.

1. Click the track infrastructure icon in the Object Selection menu. Select an object
and press M to jump to the markers in the browser list.

2. Select a marker and move the mouse into the simulation world. Note the orange
cube on top of a pale blue stalk attached to the marker. Move the marker object
over a length of track and it locks to the track length.

3. Click and hold, then move the cursor along the track to define the length of the
marker. Release to place the marker.

4. Select the marker, then click and hold the green arrow cubes to adjust its length.

& Right-click to finish using marker object placement.

Create a Platform

1. Choose MARKER — PLATFORM from the Object Selection menu.

2. Click a piece of track to place a platform marker. Click and hold, then move the
mouse to make the marker the length you wish the platform to be.

3. Choose the platform icon from the Linear Object Selection menu. Select an
object in the browser list below and press P to jump to the platforms.

4. Determine the visible platform length in the same way as track lengths (see Lay
Trackon p. 9).

5. Place the platform parallel to the track, next to the platform marker and following
the curve of the track. Ensure the correct side of the platform is facing the track.

& Right-click to finish placing that type of platform.

Place a Track-Linked Object

Track-linked objects are scenery items that interact with trains, including fuelling
points, freight loading facilities, and signals. Connect them to the track so that
passing trains can interact with them.

1. Click the track infrastructure icon in the Object Selection menu. Press the initial
letter of the track-linked object to jump to the appropriate point in the list.

2. Scroll down to find the specific object and select it.
3. Click and hold to place the object. When you release, a link to the object extends

under the mouse pointer. Move the cursor over a length of track to attach the link.

4. Click to lock the link to the track.
& Right-click to finish using track-linked object placement.

Place a Signal

Place signals in the same way as any track-linked object.

2 Depending on the signal, there may be more than one link to attach to the track.
When you've secured the first link, attach subsequent links in the appropriate
places.

¢ If you wish to use more sophisticated signal placement, try the Professional
Tools—see p. 8 for details of how to obtain these.

Create a Junction

Create junctions by adding a piece of track to the midpoint of an existing length of

track.

1. Selectthe same track type as the track your junction will diverge from (see Lay
Track on p. 9). Using another track type could mean your new junction doesn’t
work properly.

2. Move the gizmo (the yellow ball and arrow) along a piece of track to the point
where you want your junction. Note that the yellow arrow snaps to any nearby
track for ease of use.

3. Click to see an outline of your new track.

4.  Move the outline in a curve away from the original track and click to create the
junction.

@& Right-click to finish using continuous track placement and double right-click to
cancel track placement completely.

Texture Terrain

Terrain texturing works as if you are spraying the texture onto the terrain.

1. Select the painting tools icon in the Main Editor menu to enter the painting tools
suite. Select the paint terrain tool (the paint brush on the white square). The
browser list shows the textures available.

2. Select a texture and move the mouse over the terrain. The grid shows the area
the tool will affect.

3. Click and hold to spray the texture. Hold for longer to spray the pattern over a
wider area.

¢ Right-click to finish using the texture spray tool.

11



12

AEAEEEE
WARNING AND ERROR MESSAGES

When an error occurs in the simulation, one of the following messages appears.

Unrecoverable Errors

The following errors cause a free play session or scenario to terminate immediately.

Your train leaves the track. This is usually when
you travel around corners too fast or pass over a
closed junction.

Train derailment

Locomotive ran out of water Your steam locomotive runs out of water.
(steam trains only)

Fatal blowback (steam trains ~ Your steam locomotive enters a tunnel with the

only) firebox doors open. To avoid this, close the firebox
doors and turn the blower onto full when entering
tunnels.

Major Operational Errors

The following errors don't end a scenario or free play session because you can still
drive the train. However, you will be penalized heavily in the performance report at
the end of the scenario.

Moved train while doors were Your train moves at any point while the doors are
open open.

Moved train while loading/ You move before the freight/fuel loading bar
reaches 100%.

unloading was under way

Minor Operational Errors

The following errors don't end a scenario or free play session because you can still
drive the train.

You apply the emergency brakes or cause the
automatic warning systems to trigger them.

Used emergency brakes/
penalty brakes

Passenger/freight comfort Passengers experience unacceptable discomfort.
This usually happens when you exceed line speed,
especially when the train is traveling around
corners. It also happens if you apply brakes too

hard.

You don't stop at a station stop required in your
scenario instructions.

Failed to stop at a station
(passenger scenarios only)

Improper horn use (scenarios ~ You don't sound your horn when entering a station
only) or tunnel, or you sound the horn during hours of
darkness.

MORE INFORMATION

To find out more about Rail Simulator, go to \Program Files\Rail Simulator\Manuals
(unless you choose a different location to install the game).

Routes, Rolling Stock, Scenarios  Describes the routes, rolling stock, and scenarios
included with the simulation.

Provides a complete description of the World Editor
tool.

Editor User Guide

& Visit www.railsimulator.com for even more up-to-date information, hints, and tips.
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SYSTEM REQUIREMENTS

It is essential that your PC meets the game’s minimum system requirements, which
you can view at www.railsimulator.com. If you are experiencing poor performance,
check to make sure your system hardware supports the requirements.

BACKGROUND TASKS

In some cases programs that are running on your system can monopolize
resources that the game needs in order to install, load, and run properly. Not all of
these programs are immediately visible. There are a number of programs, called
“background tasks,” that are always running on your system.

Important Note: While shutting down background tasks will optimize your system
for running Rail Simulator, these background tasks’ features will be unavailable
once shut down. Be sure to re-enable background tasks after playing Rail
Simulator by restarting your computer.
If your system is running anti-virus or crash guard programs you will need to close
or disable them to run Rail Simulator. To do this, find the icon for the program on the
Windows Taskbar and then right-click the icon and select “close,” “disable,” or the
relevant option. Please note that these programs will be reactivated the next time you
restart your computer.
Once anti-virus and crash guard programs have been disabled, you should end all
unnecessary general background tasks.
To view and close background tasks (Windows XP):
1. Hold down [€ONTROL] gpq and then tap [ESCT. Select the Windows Task

Manager.

2. Click the Processes tab. This tab displays a list of all background tasks running
on your system.

3. Click the User Name column heading. This sorts all the processes together by
user name.

4. Select an item with a user name, but DO NOT select one from the SYSTEM,
LOCAL SERVICE, or NETWORK SERVICE groups. Also, DO NOT select the
explorer.exe or taskmgr.exe items.

5. Click END PROCESS. You may receive a warning message, if so click YES. The
selected item disappears from the list.

6. Repeat steps 4 and 5 until only explorer.exe and taskmgr.exe remain in the user
name group.

VIDEO AND SOUND DRIVERS

An outdated video or sound driver can lead to slow and choppy gameplay, or in some
cases can prevent the game from running at all. To ensure an enjoyable experience
with Rail Simulator, be sure that you have the most recent video and sound drivers
installed. These drivers are typically available for download from your system or
hardware manufacturer’s website. If you are not sure what type of video or sound
card you have, or you don’t know how to update the drivers on your system, please
refer to the documentation that came with your system or peripheral.

IECHNICAISSUREBOR]

If you have trouble with Rail Simulator, EA Technical Support can help. The EA Help
file provides solutions and answers to the most common difficulties and questions
about how to properly use this product.

To access the EA Help file (with Rail Simulator already installed):

Click the Start button from the Windows Taskbar and select All Programs (or

Programs) > RAIL SIMULATOR > Technical Support.

To access the EA Help file (without Rail Simulator installed):

1. Insertthe Rail Simulator disc into your DVD-ROM drive.

2. Double-click the My Computer icon on the Desktop. (For Windows XP, you may
need to click the Start button and then click the My Computer icon).

3. Right-click the DVD-ROM drive that has the Rail Simulator disc and then select

4.  Double-click the Support folder.
5. Double-click the EA Help folder.
6. Double-click the Electronic_Arts_Technical_Support.htm file in this folder.

If you are still experiencing difficulty after utilizing the information in the EA Help file
you can contact EA Technical Support.

EA Technical Support on the Internet

If you have Internet access, be sure to check our EA Technical Support website at:
http://support.ea.com

Here you will find a wealth of information on DirectX, game controllers, modems, and
networks, as well as information on regular system maintenance and performance.
Our website contains up-to-date information on the most common difficulties, game-
specific help, and frequently asked questions (FAQs). This is the same information

our support technicians use to troubleshoot your performance issues. We keep the
support website updated on a daily basis, so please check here first for no-wait
solutions.

If you are unable to find the information you need on our website, please feel free to
contact EA Technical Support via e-mail, phone, or letter.

If you need to talk to someone immediately, call us at US 1 (650) 628-1001. This number
is available Monday through Friday 8 AM —5 PM PST. No hints or codes are available
from Technical Support.

EA Technical Support Contact Info
Website: http://support.ea.com
Mailing Address: EA Technical Support

P.0. BOX 9025

Redwood City, CA 94063-9025
If you live outside of North America, you can contact one of our other offices.
In the United Kingdom, contact: In Australia, contact:
Electronic Arts Ltd. Electronic Arts Pty. Ltd.

P.0. Box 181 PO Box 432
Chertsey, KT16 OYL, UK Southport Qld 4215, Australia
Phone (0870) 2432435

http://eauk.custhelp.com

In Australia: For Technical Support and Game Hints & Tips, phone: 1 902 261 600 (95
cents per minute) CTS 7 days per week 10:00 AM — 8:00 PM. If you are under 18 years
of age, parental consent required.
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Notice

Electronic Arts reserves the right to make improvements in the product described in
this manual at anytime and without notice. This manual and the product described in
this manual are copyrighted. All rights reserved.

© 2008 FAG Development 4 LLP. All rights reserved. Developed by Kuju Entertainment
Limited in association with FAG Software plc. Portions copyright Kuju Entertainment
Limited 2008. Physics engine provided by Ageia Technologies Inc. The Rail Simulator
Logo is a registered trademark of F4G Development 4 LLP. The Rail Simulator
Developments logo is a trademark of F4G Software plc. The Union Pacific shield is a
trademark of Union Pacific Railroad Company. DB and the DB logo are trademarks of
Deutsche Bahn AG. First and the First Logo are trademarks of the First Group plc. The
Creative logo is a trademark of Creative Labs Inc. EA and the EA logo are trademarks
or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All
other trademarks are the property of their respective owners.

You Played the Game. Now Play the Music.

= EA Soundtracks and Ringtones
Available at www.ea.com/eatrax/
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Keyboard Controls

To set the control model to Simple, Intermediate, or Expert controls, select GAMEPLAY from the Options menu in the Main menu.

F8 F9 FI10 F11 F12

Cops Lock

st ]

on |

General

Pause

Take screenshot (in Windowed mode only)
Return to Main menu

Enter World Editor

[ soon l s @ On-Screen Information

Sy | ok

© Moving the Train
Page
i Stopping the Train

lete Page
s g ® Additional Cab Controls

Additional Commands

E} Steam Locometive Controls
@ Views
PAUSE BREAK
ALT+PRINT SCRN
CTRL+Q
CTRL+E

0On-Screen Information

Scenario tasks and keyboard controls F1
Save prompt F2
Driver’s Guide F3
Simple HUD F4
Technical HUD F5
Toggle labels F6
Toggle engine and wagon number labels F7
Views
Cab View 1
Zoom in/out i
Zoom in/out fast SHIFT+/1
Head out of Window View SHIFT+2
Look forward/backward i
Look out of left/right window «/>
External View 1 2
External View 2 3
Rotate left/right «/>
Rotate left/right fast SHIFT+¢/~>
Rotate up/down CTRL+4/1
Rotate up/down fast SHIFT+CTRL+4/1
Change focus to next vehicle on left/right CTRL+¢/->
Trackside View 4
Passenger View 5
Zoom in/out v
Coupler View 6
Zoom in/out i
Change view to next coupler towards the front of the train CTRL+1
Change view to next coupler towards the rear of the train CTRL+4
Left side/right side/top down view «/>/1
Bird's eye camera 7
Discount camera focus from the train 8

Driving

Speed up/slow down (Simple controls) A/D
Forward/reverse (Simple controls) S
Increase/decrease reverser (Intermediate controls) W/s
Increase/decrease throttle (Intermediate controls) A/D
Stopping the Train

Emergency brakes BACKSPACE
Increase/decrease train brake (Intermediate controls) “/;
Increase/decrease locomotive brake (Intermediate controls) 1/1
Increase/decrease dynamic brake (Expert controls) A,
Handbrake on/off (Expert controls) /
Additional Cab Controls

Warning system reset (Expert controls) Q

Start up/shut down engine (Intermediate controls) z

Horn SPACEBAR
Wipers Vv

Sander (Expert controls) X

Headlight states 1/2/3 H/SHIFT+H

Raise/lower power pickup (Expert controls)

P
Load freight or passengers (including open doors) (Intermediate controls) T

Additional Commands

Request permission to pass stop signal ahead/behind (Intermediate controls) TAB/SHIFT+TAB
9

Map view

Activate refuelling T

Change to rear/front cab CTRL+=/CTRL+-
Change switch ahead/behind G/SHIFT+G
Manual couple CTRL+SHIFT+C
Steam Locomotive Controls (Expert controls)

Open/close firehox F/SHIFT+F
Injector 1 steam on/off |
Increase/decrease injector 1 water K/SHIFT+K
Injector 2 steam on/off 0
Increase/decrease injector 2 water L/SHIFT+L
Dampers on/off M/SHIFT+M
Increase/decrease blower N/SHIFT+N
Increase/decrease coal shovelling rate R/SHIFT+R
Open/close cylinder cocks C

Raise/lower water scoop Y

Small ejector on/off J

© 2008 F4G Development 4 LLP. All Developed by Kuju Limited in association with F4G Software plc. Portions copyright Kuju Entertainment Limited 2008. Physics engine provided by Ageia
‘Technologies Inc. The Rail Simulator Logo s a registered trademark of F4G Development 4 LLP. The Rail Simulator Developments logo is a trademark of F4G Software plc. The Union Pacific shield is a trademark of Union Pacific
Railroad Company. DB and the DB logo are trademarks of Deutsche Bahn AG. First and the First Logo are trademarks of the First Group pic. The Creative logo is a trademark of Creative Labs Inc. EA and the EA logo are trademarks
or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All other trademarks are the property of their respective owners. 1592008



. -

n— - v-‘

Signaling and Signage

US Modern Signaling
These signals appear on the Barstow to San Bernardino route.
Multi-Aspect Color Light Signals

%
The line ahead is clear.

Stop at the next signal.
III
The line ahead is occupied.
Junction Signals

Prepare to pass next signal not exceeding 60mph
for diverging route.

I Prepare to pass next signal not exceeding 50mph
for diverging route.

Ii Prepare to pass next signal not exceeding 40mph
for diverging route.

'I Prepare to pass next signal at restricted speed for
diverging route.

III Proceed along diverging route at line speed.

Proceed along diverging route at line speed and
prepare for additional diverging route.

I Proceed along diverging route at line speed and
prepare to pass next signal not exceeding 35mph.

l Proceed along diverging route at line speed and
prepare to stop at next signal.

lIII Proceed at restricted speed not exceeding 15mph.

' Stop, then proceed at restricted speed not
= exceeding 15mph.

Trackside Signage

# Speed limit signs.

E Speed limit for direction indicated.
, Speed limit warning signs.
1 Speed limit warning for direction indicated.

' Resume speed limit indicated.

German Signaling
These signals appear on the Hagen to Siegen route.
Modern “HP” Signal

' The line ahead is clear.

Be prepared to stop at the next signal. If using a
junction, slow to a maximum speed of 40km/h.

The line ahead is occupied.

Modern “VR” (Distance) Signal
These signals appear before HP signals, and provide a warning
about what the HP signal is showing.

The HP signal is showing the line ahead is clear.

The HP signal is showing a warning.

VY

You should stop at the next HP signal.

Modern “VR” Repeater Signal
These signals are distinguished by a white marker on the side but
they are identical to the VR signals in every other way.

& &

Modern “SH” Shunt Signal

%

White lights indicate the junction ahead is active
and can be used.

Red lights indicate the junction ahead cannot
be used

UK Modern Signaling
These signals appear on the Oxford to Paddington route.
Multi-Aspect Color Light Signals

nil The line ahead is clear.

a Be prepared to stop after the next signal.

ul Stop at the next signal.
.ll The line ahead is occupied.

Junction Signals
An illuminated row of white lights indicates that the
route ahead will be diverging from the current line.

Ground Shunt Signals
.e Two illuminated white lights indicate the junction
ahead is active and can be used.

Signal Warning Systems

Note: These controls are only active in the Expert control model.

Automatic Warning System (AWS)
AWS is a signal warning system mounted in the

f middle of the track roughly 185m in front of every

stopping signal.
If the signal ahead is displaying GREEN, you will
receive a bell tone inside the cab, and you do not
need to react.
If the signal ahead is displaying YELLOW or RED,
you will receive a buzzer tone, and must react to
the feedback. Press Acknowledge (Q) within 2.7
seconds. If you don't, the emergency brakes will
be applied to stop the train.

Train Protection and Warning System (TPWS)
(Only present on Oxford to Paddington route)
Z TPWS is a signal and speed monitoring system,
@ mounted in the middle of the track. Similar to
AWS, TPWS checks the trains as they pass and
decides whether they can stop in time for the
signal it is protecting.
If the signal is GREEN or YELLOW, TPWS will only
stop a train if it is going faster than the speed limit.
If the Signal is RED, TPWS will stop
atrain if it is unlikely to stop before passing
the signal.

Trackside Signage (UK & German)

??? Speed limit signs.
@ 9 Speed limit for direction indicated.
(l= TT

70@
(I

70 Z‘@ - . S
i Speed limit warning for direction indicated.
Cmby o

Speed limit warning signs.

UK Historic (Semaphore) Signaling
These signals appear on the Bath to Templecombe route.
Home Signals

N The ling ahead is clear.

Eﬁ The line ahead is occupied.

Distant / Warning Signals
These signals come before the Home signals, and give a warning
about what the Home signal is displaying.

The Home signal is showing the line ahead
is clear.

You should be prepared to stop at the next
Home signal.

Combined Signals

These signals are used when there isn’t enough space to have
the Distant signal on its own post.

The line ahead is clear as well as beyond the next
signal.

The line ahead is clear, but be prepared to stop at
the next signal.

The line ahead is occupied.

4L

Junction Signals

The taller signal indicates the main route, with the lower signal
indicating a diverging route. There are also ‘warning’ versions
of these signals.

You should use the main route ahead and the line
ahead is clear.

You should use the diverging route ahead and
the line is clear.

The line ahead is occupied on
both routes.

v g

Ground Shunt Signals
These act like miniature semaphore signals. They indicate if a
junction can be used.

g /s Inthe diagonal position, the junction is clear and
/ == can be used. While in the horizontal position, the
junction is not safe to use.

Distance Marker Posts

B

These appear on one side of the line and indicate the distance
in miles (for UK routes) and kilometers (for Mainland Europe
routes) from a main station on the route.

Distance Marker Posts © 2008 F4G Development 4 LLP. Al rights reserved. Developed by Kuju Entertainment Limited in association with FAG Software plc. Portions copyright Kuju Entertainment Limited 2008. Physics engine provided by Ageia
Technologes Inc. The Rail Simulator Logo s a registered trademart of 4G Development 4 LLP. The Rail Simulator Developments logo is a rademark ofFAG Software pl. The Urion Pcfc sheld i a rademark of Uion
Pacic Raifoad Company. DB and the DB logo are rademarks of Deutsche Bahn AG. First an the First Logo are trademarks of the First Group pic. The Creative logo i a rademark of reative Labs Inc. EA and the EA logo are

trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All other trademarks are the property of their respective owners. 1592018

These appear on one side of the line and indicate the
distance in miles from a main station on the route.
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