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Pictures on Bob Wirth’s Raton Pass route

First: You might want to print this document.

INTRODUCTION

    This file is an update of the original EMDcab.zip file. Includes updated graphic files and a repainters kit for the handrails, nose and sand hatch. Includes a few more front variations.

There are ten variations of this cab. This file does not require any other downloads. This file also assumes that you have a basic knowledge of editing the eng file. This is a necessary
NOTE: This cab was created on a gamma corrected LCD screen (1024x768 and 32 bit color). It is possible that it might display darker on a standard monitor.

CREDITS

    To George Elwood’s site http://www.rr-fallenflags.org for ideas from pictures and other valuable info.

    Especially to Ken Powers for the great help on creating a lot of graphic items, Brake Handles and other enhancements”
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INSTALLATION  (You must have knowledge of how to modify the eng file)

1. First and most important BACKUP and I do mean BACKUP the folder of the engine that you want to use this cab in. If you don’t do this first SHAME ON YOU and don’t blame me!!

2.    Unzip this file to the drive where MSTS is located (normally drive C:). This will create the directory

       x:\Program Files\Microsoft Games\Train Simulator\TRAINS\TRAINSET\Common.Cab\Generic Eng                     Cabs\EMD Upgrade

where x:\ is the drive where MSTS is located

3. In the sub-folder “Alias cvf” of this file are ten cvf files

GenEMD.cvf          
Standard lo nose cab

GenEMD-ndb.cvf
Standard lo nose cab with no dynamic brakes

GenEMD-dig.cvf
Standard lo nose cab with  Trainlink

GenEMD-dig-ndb.cvf
Standard lo nose cab with Trainlink and no dynamic brakes

GenEMD-L.cvf
Standard lo nose cab with L-shaped Engineer’s window (SP style)

GenEMD-L-dig.cvf
Standard lo nose cab with L-shaped Engineer’s window  and Trainlink

GenEMD-HN.cvf
Standard high nose cab

GenEMD-HN-dig.cvf
Standard high nose cab with Trainlink

GenEMD-HN-ndb.cvf
Standard high nose cab with no dynamic brakes

       GenEMD-HN-ndb-dig.cvf     Standard high nose cab with no dynamic brakes and Trainlink.

4. Choose one of the files in step 3 and copy it into the cabview folder of the engine you want to use this cabview in. If your engine does not have a Cabview folder then create one and then copy the file into this folder.

5. Open your eng file with a Unicode text editor (Context for example) and search for CabView:

      NumWheels ( 1 )


MaxTemperature ( 120 )


MaxOilPressure ( 90 )

 
CabView ( GP38.cvf )


MaxDieselLevel ( 3600gal )


DieselUsedPerHourAtMaxPower ( 60gal )


DieselUsedPerHourAtIdle ( 10gal )

       Replace the wording GP38.cvf with the name of the file you used in step 3. 

       For example:  CabView ( GenEMD-hn-ndb.cvf ) or ( GenEMD.cvf) etc.

6.    Look for the following lines: (Skip this step if you are using a Non-Dynamic Brake engine and proceed to step 7)

 Brake_Dynamic ( 0 1 0.025 0 

                NumNotches ( 1

                    Notch ( 0       1 Dummy )

                )

            )

            Combined_Control ( 0 1 0.5 0.5 throttle dynamic )



DirControl ( -1 0 1 1 )

            BellToggle( 0 1 0 )

            AWS ( 0 1 0 )

Add the line highlighted in BLUE

7. For Non-Dynamic Brakes

If you want to use the non-dynamic brake version you might want to try this:

Again open the *.eng file and look for the following lines and remove everything that I have highlighted in RED.

      DynamicBrakesMinUsableSpeed( 5 )


DynamicBrakesMaximumEffectiveSpeed( 25 )


DynamicBrakesMaximumForce( 20000 )


DynamicBrakesResistorCurrentLimit ( 5000 )


DynamicBrakesCutInSpeed( 8 )


DynamicBrakesMaxAirBrakePressure ( 15 )


DynamicBrakesFadingSpeed( 25 )


DynamicBrakesDelayTimeBeforeEngaging ( 10 )


DynamicBrakesMaximumSpeedForFadeOut ( 65 )


DynamicBrakesEffectAtMaximumFadeOut( 0 )


DynamicBrakesHigherSpeedCurveExponent( 1 )


DynamicBrakesLowerSpeedCurveExponent( 1 )


DynamicBrakesNumberOfControllerNotches( 10 )


BrakesEngineBrakeType( "Air_single_pipe"  )


BrakesTrainBrakeType( "Air_single_pipe" )

      BrakesEngineControllers( "Independent, Train, Dynamic" )

               Also look for these lines and remove everything in red.

      Brake_Dynamic ( 0 1 0.11 0 

                NumNotches ( 10 

                
Notch ( 0       0 Dummy )

                    
Notch ( 0.11    0 Dummy )

                  
Notch ( 0.22    0 Dummy )

                   
Notch ( 0.33    0 Dummy )

                   
Notch ( 0.44    0 Dummy )

                   
Notch ( 0.55    0 Dummy )

                   
Notch ( 0.66    0 Dummy )

                   
Notch ( 0.77    0 Dummy )

                   
Notch ( 0.88    0 Dummy )

                   
Notch ( 1       0 Dummy )

                )

            )

SAVE THIS FILE

8. You might want to run an “Engine Check” first before using. ConBuilder or RouteRiter are good choices.

9. Make a consist and try it out.

10. If you followed these steps then the engine should work with this new cab. If not you should delete the engine and restore it with the backup you hopefully did.

11.   Just remember to use the appropriate cvf file. WDB for engines with dynamic brakes and NDB for engines without dynamic brakes.

NOTES:

 If you do not like the side views you may want to change these to your choice in the appropriate cvf file. There are no guarantees that items like the bounding box dimensions might be exact to your specific engine. Not all items in the eng file are guaranteed to be perfect since there are so many variations of the engine out on the web. You might have to adjust these different items to suit your specific needs.

REPAINTER’S KIT

Included in the subfolder “Repaint” are three files in Adobe PhotoShop format (*.psd). These are GP38 nose.psd, GP38 handrails.psd and GP38 sand hatch.psd. With these three files you can repaint and add them in to the appropriate ace files. PaintShop Pro users – PSP will read the psd format also. A working knowledge of either PaintShop Pro or Adobe PhotoShop is a MUST as I will not give lessons on how to do this. A working knowlwdgw of an ACE conversion program is a  MUST too.

LEGALITIES

All ace files are either my own creations or modified ace files from MSTS/KUJU. I have spent many hours designing this cab and many hours of erasing and starting over thanks to some great suggestions. You do my permission to use this cab in any engine for yourself or for upload provided that credit is fully given to Ken and myself and a copy of this document is included with your file. BUT this cab file cannot be used for any commercial ventures for profit or distributed in any other form on CD or any web site without my express permission.  If you reference this file with an engine you upload please give credit in the diz file. 

This file has been and will only be uploaded to www.train-sim.com  
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