ASB TURNOUT TUTORIAL - RHM

(Issue 3.1)

ASB stands for Active Signal Box. The concept is a trackside object intended for
area specific train control. It is a visible object (rather than a rule), enabling an

indication of control statustobeshown. Thi s i s my secon&SBO6ASBO.

Crossoverois available on the Auran DLS. ASB Turnout goes a stage further than
Crossover, controlling junctions and providing secure protection at Double Track
Turnouts helping eliminate SPADS and train-thru-train effects.

ASB Turnout supports either Left Hand Main
running or Right Hand Main running.

This Tutorial concerns the RHM asset for layoy
where trains drive on the right, eldSA Routes.
For LHM routes, see LHM Tutorial.

Please ensure the correct Controller is used
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Setting Up the RHM Controller

This is the oObrai ité o
controls the signals and points,
(switches) after receiving instructions
from the Driver Commands and the
Triggers. After you?d
named the signhals and points, the
Turnout Controller is the first asset

you should set-up as it will
automatically choose a free Channel

for you. Each Turnout (or Junction)
must work on a different Channel.

The maximum number on any one

map is 99.

This Controller is used on Turnouts where trains drive on the right!

No train will be allowed through that does not have appropriate Driver Commands.

The illuminated lines indicate:-

Off: No train expected. Green: Path clear. Yellow/Red: Train expected but path denied.

Terminology:
Throughout this Tutorial 1 will talk about
deft§ &Right§ drontdband 6 &arb . Yo

should always view your Junction with
the &inglebend pointing towards you.
This | call the 'Front' of the Junction.

The &Rearbis the @oublebend. 6Lef
6 Ri gréeféerdo the diverging tracks as
seen from the Front.

Assigning Assets:

In order to work, ASB Turnout needs to take control of the two points, (switches) at your
Turnout, plus two of the three Signals. To do this you must assign them to the ASB.

The signals and the individual points MUST be named in Surveyor or they will not show
for assignment. You can either use the assets auto-name, (if present) or give them a
name of your choice. The assets at the Junction should be placed as shown below.

When you first open the Controller, clicdetthen the &6+56
next available Channel. Then click on the white plan to open a list of signals. Select the
signal you have designated to be 6Signal 16 for this

2 and then the 2 junction levers. Each asset will highlight in turn.

©
s2(®

The chart shows a 0Y o6thesttaekpready lgay csutr ab wpwtht wi th the o6t
the I eft or right. | t -uposetlsersédnte. mat t er . The set
See the set-up video at http://www.youtube.com/watch?v=WLz83qgZif_o

(Video shows an LHM Controller)



http://www.youtube.com/watch?v=WLz83qZif_o

Placing Triggers (LHM)

Once youbve set
in the Controller and assigned
t he 4 as sadoadtimet
place the needed Triggers on
the track.

Placed Triggers will
automatically jump to the
Channel you just set in the
Controller, speeding up the
process. Beware if you go
back to change a Trigger
later, you will need to set the
Channel manually by opening
the dialogue box.
(6?6 in Surveyo
The chart on the right shows
placings for the 7 essential
Triggers. Optional extra
triggers are discussed later.

The 7 Triggers are.....
Front Approach ¢
Front Approach 6
Rear Approach from Left

Rear Approach from Right
Front Clear to Left

Front Clear to Right

Rear Clear to Front

Front Approarmd BrOdnt ApprFRch 6106

The Front Approach Triggers are the most critical of all the Triggers. Not only do they

tell the Controller a train is coming but they

the Controller can correctly switch theifiutnitern eds t o
only one train around b u tthei Controlleewobks barded eThe Frant u p ,
Approach Triggers therefore work on a bl ock

Junction.

REAR CLEAR x

SET TO RADIUS =1
FRONT APPROACH 1

EAR APPROACH
LEFT

s

REAR
APPROACH
RIGHT

®

CLEAR RIGHT

FRONT APPROACH 0

@ SET TO RADIUS =1

'y

These are the seven
core Triggers needed
for ASB Turnout.

Note - The Approach
Triggers must have
their Radius set to "1’
in Surveyor.

See instructions in the
Trigger.

The 3 red Trackmarks are
optional ways you can navigate
your train to the Turnout

A basic set-up will have just one block but advanced users may have up to four. For

now, wedll just

worry

about

t he

one. Even so,

before it has permission to enter the block, it can result in the train taking a wrong

turning!

mu st

system,

K
t



When a train hits a Trigger in Driver, it will post a message to say the train has arrived,
(or departed). It& these messages that ASB Turnout uses to track the trains. However,
a Trigger is not a single point. Imagine an invisible circle around the Trigger. The
message is sent the moment the train hits that invisible circle, not when it hits the
that doesn6t matter.

Trigger itself. I n most cases

When you place a Trigger in Surveyor, they alwaysdef aul t t o a Rahhtwils of

cause problems in ASB Turnout...

020 ¢

Radius = 20
£z
a 1O AR )
5 o]
B I AD o —
O QO
Train 6A6 wants to turn right. It has been cleared t
Meanwhil e, Train 6B6 (who wants to turn Illetféts) has

stopped at the signal but has still activated the FAP1 Trigger, resulting in sending Train

6A6 the wrong way!

For that reason it is essential you change the Radius of these Front Approach Triggers to

616.

»

> @ Radius=1 4
O O

Now, Train O0Bd stops before

Settingthe Trigger to 0106 i g

Go into Tracks i Trackmarks and drop down
the 6Advancedd tab.

Change the default of 20.00 to 1.
Press the 6Set Trigger H
the right of the input box) and then click on

the Trigger in Surveyor.

Confiirmwi th 06Get Trigger R
left) if desired.

it

activates Trigger

set trigger radius

Track Marker

Track Marker

Trigger

Track Direction Marker
Track Priority Marker

@ Advanced

& n(OWE
Set trigger radius

SIGNE

should be close.

Trains need to O6enterdé and
quickly after the signal turns green so the Approach
Triggers need to be placed close behind the entry
signal to the block. To help with positioning an
arrow is attached to these Triggers, which always
points away from the signal. Make sure it points to
the Juncti

on! Positioning

m

arr

FAPI1



Rear Approach from Left

All the remaining ASB Triggers do not
need to have their Radius changed
and their positioning is less critical.

If you place them just after opening
their Controller they will default to
that channel, so you may never even
need to open them.

This Trigger should be positioned on
the left arm of the Turnout in the path
of approaching trains.

Rear Approach from Right

As above but this Trigger should be
positioned on the right arm of the
Turnout in the path of approaching
trains.

Both Rear Approach Triggers may be
placed as far from the Turnout as you
like but probably 2 or 3 signal blocks
will do for most. Put them further
away if your trains run fast

Special note on placing the above RAP triggers:

The worst case scenario is that another train claims the junction a split
second before your train hits one of these triggers. Always place the
triggers far enough away so that a train has time to stop if the signal at the
junction suddenly goes red. If you are running very fast trains this could be
as far as a mile away! SPADs may cause a derailment and ASB meltdown!

Front Clear to Left

The 6Clear 6 Triggers
Driver Schedule to go to the next
Command, and allow the Controller to
release the Junction/Turnout for the
next train.

This Trigger should be positioned on

the left arm of the Turnout, just after
the Junction in the path of departing

trains.




Front Clear to Right

As its name suggest, the Front Clear to
Ri ght Trigger, O6cl ear
approaching from the front, after it has
turned right.

This Trigger should be positioned on
the right arm of the Turnout, just after
the Junction in the path of departing
trains.

Rear Clear to Front

This Trigger clears trains that have
approached the rear of the Turnout on
either arm.

This Trigger should be positioned just
after the Junction on the left track as
you look at the front of the Turnout, in
the path of departing trains.

See the set-up video at http://www.youtube.com/watch?v=WLz83qZif_o
(Video shows an LHM Controller)
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http://www.youtube.com/watch?v=WLz83qZif_o

The Basic Driver Commands

Driver Commands are essential to the working of
‘] r ¥ ASB Turnout. Only trains with an appropriate
ASB ASB ASB Driver Command in their schedl._lle will be allowed
TURRGLT TURROUT TURRGUT through the Junction.

The 3 @ored6Dr i ver Commandoés functi on When appaoachingthe el f evi de
front of a Turnout they will tell the Controller which way the train wantstogo. A 6r ear
approachd Command i s alésrn@rsior a&dwe ds ubed for either arm.

Once a Driver Command is activated it puts the train into Autopilot to take it through the
Turnout/Junction. It will not pass to the next Command until it is clear of that Turnout.

Trains in Autopilot do not switch junctions as theydoi n Tr ai nz Al . That 6s fi ne
Turnout as the Controller is working the signals and switches. But it must have a clear

run to the Turnout once the ASB Driver Command is reached. For that reason if you

only use a few ASB Junctions it wi | | probably be necessary to add
Command to pre-route the train. Be sure the Commands and Triggers on the map react

in the correct order. Here is a typical example. (Some images from Auran)

First a Surveyor Layout: Correct for this situation. (A Track Mark is needed due
5 Station1
o0 | e
5 - __/TTM® @
SJ \
Station 2
The shown trainbés Driver Schedule may |l ook |like this.
TURROUT
The train visits Stnl, Ioadasndtb]de\/IbefNr&aotl‘gaamgeﬂseo past 6SJ

ASB Command and then hitting FAP1 Trigger on the map correctly.

Now an incorrect Surveyor Layout....

Station1

1|El" -
T __lL/ '|'p.‘,.|h @
Station 2

Here, the train will hit Trigger FAP1 before the ASB Driver Command is reached. As a
result the train will not be recognised and stop at the junction signal.

st

(@}
(2]

Even i change the Driver Command order, it

X

If this were used, the trainmay ma ke t he | un chappened tofbe seSAKS But
after the Turnoutitwoul d reverse to O6TMO!

'I"..IRNDL.'T

The trainods s chedonlteeraeuastDriver €ommand before it hits the
first Trigger ! (Except - see Advanced below).




The Extended Assets

®

Advanced
® Trigger Chart
RAR (optional)
CORRECTOR

RAL\:
CORRECTOR _

All Front Approach
triggers except the
Corrector MUST be
set to Radius "1" in
Surveyor.

FRONT APPROACH 3

FRONT APPROACH 4

Front Approach

Triggers,

!

FRONT APPROACH 0

' FA CORRECTOR

FRONT APPROACH 1

®

FRONT APPROACH 2

®§ 06306 & 0646

There are 6 optional extra
Triggers you can use to
enhance the system.

Three more Front Approach
Triggers to allow for earlier
activation of the Turnout.

Ideal if you run fast trains.

Plus 3 6Correctg
which attempt to solve the
problem of stuck trains on
start-up. ldeal if you save
the game a lot.

Note that the Front
Approach Triggers go just
after the approach block
signals. The Corrector
Triggers take up position
just before the pre- junction
approach signals.

Li ke the Appr oachoQTor,i gtgheersse 6tlrdéi gqger s shoul d be
relevant block entrance signal as shown. They
You dondt need to use them al/l but donét miss
The minimumuseis1 & 0. The Trigger Radius MUST be set to

Trigger.

pl aced
shoul c
any



Corrector Triggers

The ASB Turnout system works by hitting Triggers in the correct order. Therefore trains
should not start a Session in-between triggers or they will get stuck. Similarly if you
save a game, a train could start your next Session anywhere! The Corrector Triggers
will attempt to solve this problem. Placed just in front of the signal-before-the-Turnout,
they will try and clear a path for an unexpected train. That train will still need the
correct Driver Commands though, (which should be retained by your game-save).

The correct O0Correctord should be placed in the corre
Turnout!

FA = Front Approach
RAL = Rear Approach from Left
RAR = Rear Approach from Right.

I f youbre going to use Cor rptacettibem atl the sagne tinge,asyous best t
pl ace all the other Triggers. I f you add them | ater,
Channel manually. (6?26 in Surveyor)

R R R R R R R R R AR AR S S S e S e e e e e R R R AR AR R e o o o



Advanced _Assets and ___Gameplay

I initially planned ASB Turnout to work like ASB Crossover - as a way of protecting

isolated turnout junctions. However as it switches points too, it soon became obvious the

system could do more, providing an alternative method to navigate trains across an

entire Route. It will still only do éDouble Track TuU

Al so with the addition of the 06Go ManugdcdASBnd O6Go Aut
Turnout works the same either with autopilot or manually driven trains, it makes it easy
to drop in and out of self-drive.

|l 6ve said above that the trainds schedule must have r
before it hits that JunctTihoantdds nfoitr sntewderdi sgagreivléy e using t h
system as your main navigational method with multiple turnouts. Consider several

turnouts one after the other in close proximity.....

CH1 Turnout
Ch1 FAPO

®

Ch1 FAP1
Ch2 FAPO

CH2 Turnout

Approach Triggers
. are shown for clarity.

\® Only South to North
Ch1 FAP2
Ch2 FAP1

Ch1 FAP3

& Ch2 FAP2

® .E_..th FAP4

Ch2 FAP3
@W .

®
Ch3'RAL

®
CH3 Turnout

Ch1 FAP4
Ch2 FAP3

ClE‘FAFd

Not to scale.



With multiple Turnouts (above), the associated Triggers may be far in advance of the
actual junction, leap-frogging themselves as they approach.

Here, Trainl hits Turnout/Channel 36 skear Approach RightéTrigger, closely followed by
Turnout 26 gront Approach 4§ t hen TurdrantApprdatls36AND Tur nout 106s
dront Approach 44 And all this before its even reached the Turnout on Channel 3!

Train2 is in a similar situation. Note the shared Chl FAP4 & Ch2 FAP3 triggers on both

arms!

Herebs Tmhatos Driver Schedule might |l ook |ike.
ASB ASB ASB
TURROUT TURROUT TURNOUT

To TM2 Ch3 Ch2 Chi To TM1

Train 2 goes to the station so looks like this....

2D

A
TURROUT TURROUT TURROUT

To TM3 Ch3 Ch2 Chl To Stn

It looks complicated but ASB Turnout will sort out the mess. It will let one of the trains
through and hold the other, setting up the later junctions for the winner.
But how, if the Commands have not yet been reached?

Each ASB Turnout approach Driver Command looks ahead down the list of Commands to
s e e whamidgnext. It checks itself plus each of the next three Commands, ignoring
non-ASB Commands! It will then send that information to the relevant Controller.

In the example above, as soon as the Channel 3 Command is reached, that Command

will announce its presence to the Channel 3 Controller. It will also tell the Controllers on

Channel 2 and Channel 1 that ités coming, and which v
the Triggers on those channels will be active for that train. The Ch3 Command will look

at the 3" Command in line too and see that it is not an ASB Command, so will do

nothing with it.

5 Y B O v

TURMOUT TURROUT TURHOUT
LT 4 F
| | A "1 ™
i A A - & A
=i el S /L W =] 1
o e L pp—— R —— ;

Of course the other ASB Commands will look 3 Commands ahead too but not till they
reach their turn at the head of the Driver Command Schedule. (Info - see Blocker)

As you can see from the plan above, there will
be times when you will want to place several
Front Approach Triggers (set to different
Channels) behind the same signal. It can get a
bit cluttered but at the m

Placing does not need to be spot-on so | would
recommend staggering them slightly as shown,
to ensure the train sees them all!




Do experiment with Junctions and Triggers. The rul es
of visualising what is happening in relation to Triggers, Diver Commands and where your
train will be.

Due to this 63 Trigger | ook aheadbé, it is highly reco
remove Driver Commands while running in Driver. Doing so may result in unpredictable

results. The system was designed expecting Driver Command routes to be pre-

programmed in Surveyor!

And on the subject of DONTG6s, the system expects the
dondt move him to another train or confusion may r esuU

The Advanced Assets:
Currently these comprise 9 extra Driver Commands which are used for special occasions.

The four O6X06 SpecilMSTEADaf approach tegydre. dThey are effectively a
Driver Command and a Trigger all in one. They are designed to be used where you want
a train to stop immediately in front of a Turnout and wait before it requests permission
to cross the Junction. e.g. Where a station is just before the Turnout. Sothey should
be preceded by a O6o0NaMahudl, LoadadGommand

']FAP FAF‘r wMP RAF‘(
1 1 & R

ASB ASB ASB ASB

SPECIAL SPECIAL SPECIAL SPECIAL

They are similar to the basic red Commands but should be used INSTEAD of the red

ones in the above situation. The only difference is in the case of the Rear Approach

Commands. Here there is a different one for each leg. This is because it also contains

the Trigger information. Not e t hat these CommandéBhbskedBl bek ow.

If you do use these Commands instead of Triggers, you will need to tell the Controller
when it does its O0Trigger Revi ewd. Tick the appropri

. Please correct!

am using an advanced "Special Driver Command®

Special trigger Rules when using these Commands:

Front Ap proach:

You must still include the 606 FAP tFrAiPgder gger 61 deedeslifopti onal ,
you have trai ns tTheaextendbd FAB Triggers,@,8 & 4 must not be

used in this situation!

Rear Ap proach:
RAP Trigger optional. If you do place a RAP Trig geritcan only be i pafterl ock 0616
the signal. Treat it almost like a FAP1 Trigger, even reducing the Radius!

RAP Trigger here
anly [or not an ally




If you use the above Commands, the special Trigger Rules will have the effect of slowing

all trains through that track, so only use it when you want most trains to stop and wait.

DO NOT use these Commands on trains -stoppers shouhdd t

continue to use the normal red Commands. If all your trains stop and wait, the only
approach Tri gger youdl | ever need is the FAP 060606.

Go Manual: When an ASB Command is activated it normally runs the
= train in Autopilot. If you want to drive a train through the Turnouts
MANUAL your.self while othgr trains c9ntinue in Autopilot, add this Command.
ASB This and O6Autod are the only Commands
TURNOUT the move. Even then | would recommend adding it as the next but one
Command. Adding it at the front, just as the Commands move-on may
result in the schedule stopping.

See 61l n The Catipgd//Wwhwdyeuiuba.tcom/watch?v=7ZBHZXBdTKzI

GO Go Auto: As above but returns the train to Autopilot when finished.
AUTO Just drop it in the Schedule and Al will take over after the next

ASB junction. Note that these two Commands only work on ASB Assets.
TURROUT .
Auran Commands and others will behave as normal.
MANUAL .
Manual Load and Manual Unload : To be used for a manually driven
I—l train after a 6Go Manual 6 Command has
i Use the &édManual Loadé Command instead
O6Navi gastatenT®@ and O6Loadd Commands. Thi s
MANUAL the train into the station yourself without Trainz Al taking control.
For full implementation, see below.
UNLOAD

Using the Manual Load/Unload Commands

Reason:

A nor mal Al trainés Driver Schedule approaching

- 9O COO-

That 6s f i ne Abwilkgrab cantral af the train as soon as it leaves the previous
ASB Junction.

If you want to drive into the station yourself you could just omit the Trainz Station
Commands like this.....

Station

Again, this works, the train will unload and load. However, events like the door
animation may not work.

For everything to work correctly, this is how to enter a station in manual mode....

- 9000006

a

stop

st

a

(Youdl

a


http://www.youtube.com/watch?v=ZBHZXBdTKzI

Usage:

Note that the Manual Load and Unl oad Commands do not
do that! So when you set up a Manual Load Command you need only specify the Station
or Industry you are heading for. Track information is not required.

These commands were specifically designed for stati on
Loaddé Command i s r equnloackphssangerstba.s wi | |

You can also try these Commands with varying degrees of success for Loading and
Unloading at Industries. In which case the correct, (load or unload) Command should be
used.

The Driver Schedule will not move on to the next Command until you stop at the
nominated Station or Industry. When you stop, you must be at the correct place in the
Station or Industry or loading will fail. This is particularly important for multi industries
like Seaport. If you arrive with a train load of Crude Oil and stop at the Coal Delivery,
loading will fail.

1 Blocker: | 6ve said above that the ASB Dri\
Commands ahead. T h at 6 thera ara tirhes whe ou may
m‘ﬁﬁﬁ.:,%r want to block this feature. See below for the most likely usage.

Using the Blocker

Portals

New trains emitted from Portals or trains that are destroyed by a Portal are no problem
for ASB Turnout. However, you should be aware of one issue if you re-emit an existing
train and driver from a portal.

When any train is created in Trainz, the program allocates a unique ID number to it.

ASB Turnout uses this I D number, along with the Drive
calculations. Unfortunately, when a Portal re-emits an existing train, it allocates a

different ID number. Insomecasesdue t o the 63 Commanmhischtnook Ahead?d,
confuse ASB Turnout. Fortunately the blocker provides a solution.

an (B s X

Chl Ch20

In this example, after turning right a train will enter a Portal, which will teleport it to

another Portal just before the Turnout on Channel 20.
has just been reached so it will send info to the CH1 Controller. As normal, the Ch 1

command will also look ahead and see the Ch20 Command, sending the train ID info to

the Ch20 Controller as well. However, when the train eventually comes out of the Portal

it will actually be a different train with a different ID number!

In fact, because of the way ASB Turnout works, the Ch20 junction will still work as the
new ID number will also be sent. But, Ch20 will still be expecting the original, (now
destroyed) train to come too! This is not good!

So, to avoid any problems with this, if you are entering and re-emitting from a Portal,
(be it the same Portal or a different teleported-to one), use a Blocker as shown below.



rEARRr PR R
Chi Ch20

Now, the Chl Command will not see the Ch20 Command and will not send the wrong
information. The Ch20 Command will send its own, (new and correct) ID information
when the train emits from the Portal.

The only other thing to ensure is that the current ASB Turnout is complete before it
enters the Portal, (iet hat the train has | eft the appr

opriate Oc
put any approach Triggers on the 6wrongd side e

of th

Of course, if you have more than 3 non-ASB Commands on either side of the Portal, the
problem does not occur anyway.

Changing Trains or de - coupling:

A trainds I D number wi l tcoupleséto.. orlohoogrse ifiybu nyoveuthal e
driver to a different train. For that reason | have said that neither should be done when
using ASB Turnout. However, provided any ASB Turnout is completed and a Blocker is
used just before any changes take place, this should be possible.

There are too many variables to give specific instructions here but the above Portal
information should help with Command and Trigger placings should you want to do that.

Small Loops:

Sometimes if you have a small layout where the train loops back on itself it may cause a
Junction to be activated before it should. Coding in the Driver Commands and Controllers
has been written to prevent most loop situation problems... but some complex doubling-
back loops may, in very unusual circumstances need thought.

As a general rule, if you hgdeunexpectechDrivéer Cgnnsaady i ng A. . .
issued. . . 0 then you may need t o ushiswarniBd usoathyeshowse r e . I
if you add the wrong Command - eg. A Front Approach Command and then your train

arrives from the rear. I f youbre sure thatods not the
then insert this Command in the Driver Schedule to break the loop. It is rarely needed

for this, and unless you get that warning you probabl

I f you get that warning and youdve havhawdidssuegot a ¢ o mg
the correct Command!

The Final 4 Assets

These are the final 4 of the 30 assets in the kit. The two Feathers will attach to

supported signals and light automatically if you tick the box in the Controller. For
Osupported signal s6 see my6656&24010ii 24019 enrtleeD].S. KU | D:
The Script Library does some of the common calculations for ASB Turnout.

The ASB DTT Textures make-upbei @Bontespbheere 6bighproachi

These final two assets are background assets and need no user input.

KAEXEXEXAEXAEIXAEAAEAAEAAXAAAAAXAXAXAXAAXAAXAAXAAXAAXAAXAAXAAAXX*X



Signal Choice

ASB Turnout, in common with any script which attempts to control remote signal aspects
will not work with all Trainz signals.

This is because the local script in some signals interferes with the ASB script. There is
really nothing that can be done to remedy this, other than change to a different signal.
I f your signal wonét go red this may be the probl em.

Most Trainz signals should be OK but the few exceptions, (signals that do NOT work)
include some of the semaphore signals from TC3 onwards
excellent VSR range. There may be others!

As a replacement for Bloodnokés VSR range | have proo
style signals that will work with ASB. These are free on the DLS or see Sen City Signals.
(If you use one of these signals for ASB, do NOT enable ATLS on the same signall!)

Note that the script clash only happens wridath t he ASB
Turnout). Other signals placed in your map will not interfere with ASB or vice versa.

The Asset List

There are a total of 30 assets in this kit, (31 with both Controllers). However, you only
need interact with 11 of them to get a basic Turnout working.

The Core Assets

1) ASB Turnout Controller RHM eééeéeéééé. (kuid:76656:80101)
2)Front Approach 0606&¢é€éTééd &gééed. . (kuid:76656:80110)
3)Front Approach 6 1é¢ éTé& d &gégée& é . (kuid:76656:80111)
4) Rear Approach Left Trigger eéééeéeééé. . (kuid:76656:80115)
5) Rear Approach Right Trigger éééeéééeééé. (kuid:76656:80116)
6)Front OCl eard Lefé&é éTéddeeéed. . (kuid:76656:80117)
7YFront O6Cl ear d Ri géhaé éTéré gégéeér. (kuid:76656:80118)
8)Rear6 Cl ear 6 Triggeéeééeééeéééeé. . (kuid:76656:80119)
9) 6Turn Leftd Dr i véeéré éCenmédé é é é . (kuid:76656:80105)
10) 6 Turn Right 6 Driéééé &aidée é. . (kuid:76656:80106)
11) 6 Rear App. 6 Dri vée&é éConidé é é é . (kuid:76656:80107)

The Extended (optional) Assets

12) Front Approach o62ééd&ééedggeér . (kuid:76656:80112)
13) Front Approach 08é6é&éegdgér . (kuid:76656:80113)
14)Front Approach 04é6é&ééegdgér . (kuid:76656:80114)
15)Corrector TriggeéééEABEEE. . (kuid:76656:80120)
16)Corrector TriggeéééRAESHEE. . (kuid:76656:80121)
17) Corrector TriggeééédRAREEE. . (kuid:76656:80122)
The Advanced Assets

18) 6 FAP TnXoL eDrti ver éCnédé é é é é. . . (kuid:76656:80103)
1996 FAP TnX®RiDQhitver é€dma é e éé . (kuid:76656:80104)

2000 RAP XéefDriver Crdééééééée. . (kuid:76656:80108)
21) 6 RAP RAO6gDtri ver Céedééééééé. . (kuid:76656:80109)
22) 6Bl ocker d Driveré€mdéeéeéeéé. . (kuid:76656:80127)
23) 6 Go Manual 6 Drivéééee€dmdééeée. . (kuid:76656:80126)
246 Go Autod Driver é€mdééééeée. . (kuid:76656:80125)
25) 6 Manual Loado6 Driveeéeéeé€adéeéce. (kuid:76656:80005)
26) OManual Unl oad & él¥réiéveeéré éC mdkuid:76656:80006)
27) Feather left eééeééeééé. . (kuid:76656:24030)
28) Feather Right eééeééeéeéeé. . (kuid:76656:24031)
Background  Assets

29) ASB DTT Textures  iiiiiieieiieanens (kuid:76656:21003)
30) Script Library eééeééeéeé. . (kuid2:76656:80020:2)
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System Limitations & Tips

1) The maximum number of Channels/Junctions on any one map is 99.

2) Not all signals will work with it but if they worked in ASB Crossover, they'll work with
Turnout

3) Does not support 2-way running on the same track but does support left or right
hand drive layouts, (if both Controllers purchased).

4) 1t 6s n o tor recomimaendes do change Driver Commands on-the-fly in Driver.
They should be pre-set in Surveyor, (except for Go Manual/Auto).

5) Moving drivers into different trains or de-coupling trains during play is not
recommended as the system may get confused. (But see Changing Trains)

6) Its build 2.4 so will produce a ‘warning' in TS12 Content Manager. Should still work
though!

7) If a Controller is 'on’, only trains with ASB Driver Commands in their schedule will be
allowed through.

8) All settings you make save to a Session, not the Route. (Keep a Master Session)

9) Using the 6Stop Traind command in Driver is not
needed. As well as stopping the train it stops the schedule too. Even if you re-start the
schedule, events may go out of sync!

Licence

ASB Turnout and all its assets are Payware for personal use only.
Excluding a personal back-up copy they must not be copied or re-sold in any way
without the author's permission and a payment negotiated.

My software contains no intentional or known viruses or spyware. My system is kept up
to date with Norton Antivirus (Tm) and this has not indicated any problems.

The items are used at final user's own risk and on the understanding that the author will
not be held responsible for any damage to software or hardware, howsoever caused.

Route builders may reference ASB Turnout in their work and that work may be published
as freeware or payware without reference to me. However, the ASB assets themselves
must not be included in their work, which should include details of how and where to
obtain the ASB Turnout assets.

(c) Boat 2012

www.boatztrainz.co.uk
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