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Introduction

This route is a model of the east half of the BNSF Hi-Line Subdivion, which runs straight across Montana's high plains 
from Shelby to Havre. Its western terminus, Shelby, connects to the Marias Pass route DLC from Dovetail Games, thus 
completing the entire Hi-Line Subdivision from Whitefish to Havre in Train Simulator.

History

The Hi-Line subdivision is part of BNSF's busy northern transcontinental mainline (Chicago-Seattle). It was originally built 
in the late 19th century by James J. Hill's Great Northern Railway (GN) and is the northernmost of the transcontinental 
railroads in the United States. The building of the Great Northern mainline brought a settlement boom to the plains of 
Montana, many of the small towns and villages along what is today called the Hi-Line subdivision where established 
during or shortly after the construction of the railroad.

Havre and Shelby, the two end points of this route, were important junction points on the Great Northern. At Havre, a 
secondary mainline, routed through the beautiful upper Missouri canyon, branched off towards Great Falls, MT, an 
important traffic hub in the GN network. That line no longer exists today, only two short branch lines from Havre to Big 
Sandy in the north and from Great Falls to Fort Benton in the south remain in (very infrequent) service. At Shelby, the Hi-
Line subdivision connects to the Sweet Grass subdivision which leads to Sweet Grass at the Canadian border, and to the 
Great Falls Subdivision to Great Falls and other points in the south. Those lines are still in service today, especially the 
Great Falls Sub sees frequent traffic linking the Pacific Northwest to points inland (Billings and further south).

Through the Hill Lines merger in 1970 the Hi-Line became property of the Burlington Northern railroad (BN) and finally 
through the merger of the BN with the Santa Fe (ATSF) in 1995, it became part of the Burlington Northern Santa Fe 
(BNSF) railroad.

Operations

The Hi-Line is a partially double tracked mainline with a high volume of traffic, particularly intermodal and grain traffic. 
Amtrak's Empire Builder passenger train also runs on this line and stops in Havre and Shelby.

High line speeds of 79/60 mph, the heavy traffic, and a sawtooth gradient profile with frequent climbs and drops of up 
to 1% make this route a challenge for the engineer. The route's end points at Shelby and Havre offer yards with many 
switching opportunities. A large and very detailed engine maintenance and shops complex can be found in Havre. 
Lineside grain elevators at nearly every station along the way provide numerous possibilities for fans of local/wayfreight 
operations.

Locomotives and Rolling Stock

The Hi-Line route includes three  types of locomotives and a variety of rolling stock, all of which are representative of 
what you would see on the actual railroad. 

Each locomotive is also available in a driverless ("nd") version. These are to be used when a locomotive is placed 
anywhere other than at the head end of a consist.

For general driving instructions in Train Simulator, please refer to the Train Simulator User Guide  (TS User Guide.pdf in 
the Manuals folder).
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First the locomotives:

GE ES44DC

EMD GP38-2, Heritage I

EMD SW1500, Heritage I

EMD SW1500, ex-BN
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ES44DC Controls and Keyboard Shortcuts

Throttle A / D
Reverser W / S

Train Brake Apply ‘ (apostrophe) Release ; (semicolon)
Independent / Locomotive Brake Apply [ (left bracket) Release ] (right bracket)

Dynamic Brake Apply . (period) Release , (comma)
Headlights Toggle H

Bell B
Sander X

Windshield Wipers V
Horn Space Bar

Cab Lights Click switch in cab view
Step Lights Click switch in cab view

ES44DC Operating Display

©Copyright 2019 VNHRR and Dovetail Games, all rights reserved Rev 4,   2019

Page 4



GP38-2 Controls and Keyboard Shortcuts

Train Brake ( 1) Apply ‘ (apostrophe) Release ; (semicolon)
Locomotive Brake ( 2) Apply [ (left bracket) Release ] (right bracket)

Horn ( 3) Space Bar
Sander (4) X

Bell ( 5) B
Dynamic Brake ( 6) Apply . (period) Release , (comma)

Throttle ( 7) A / D
Reverser ( 8) W / S

Step Lights ( 9) Click switch in cab view
Wipers (10) V

Headlights (11) Toggle H
Cab Light (12) Click switch in cab view

Engine Start and Stop (13) Toggle Z
Beacon Light (14) C
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SW1500 Controls and Keyboard Shortcut
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Rolling Stock

   

Autorack Boxcar   

   

Caboose Standard Flatcar

   

Centerbeam Flatcar Bulkhead Flatcar

   

Stack Car Trailer Flatcar

   

Coal Gondola Woodchop Gondola
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Mill Gondola Covered Gondola

   

4-bay Covered Hopper Cement Hopper

   

Trinity Covered Hopper 3-bay Covered Hopper

   

Refrigerator Car Tank Car

Fuselage Flatcar with Idler Flatcar
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Articulated Flatcar Set (yellow, loaded)

Articulated Flatcar Set (brown, empty)

Consist Setup for the Articulated Flatcars:

(1) Select the cars from the Rolling Stock menu one at a time and set them on the track. Start with the A unit. 
Position it so the coupler end, the one with the truck, will be at one end of what eventually will be your 5-car 
articulated consist.

(2) Select the E unit and couple it just behind the A unit.

(3) Select and install the remaining consist items in this order: D, C, B. The truck end of the B unit should point to 
the opposite end of your consist from the A unit. If the B unit is pointing the wrong way, select it and use the big 
orange arrow to flip it to the correct orientation.

(4) Look at the left side of the A unit. See the two pipes running along the bottom of the body? Now look at the D 
and E units. They should also have the same two pipes showing on the same side as the A unit. If not, select 
them individually then click on the big orange arrow to flip them around.

(5) Look at the C unit. It has only one pipe and it should be on the right side, opposite to the pipes of the D, E and A 
units. Flip it if necessary. The B unit's pipes should already be on the right side -- if not, flip it.

(6) For a more prototypical consist, each string of five articulated cars should have the same livery. 
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Scenarios

Career Scenarios

Introduction: Havre-Inverness
You're a new engineer on the Hi-Line subdivision. Today, your duty is to take a train of empty grain cars to Chester. 
Along the way, your brakeman will tell you some interesting facts about your new work place. (Besides the introductory 
comments, this is a fully functional Career scenario with work order and AI traffic.)

Duration – 75 minutes Locomotive – EMD GP38-2

Introduction: Shelby-Chester
You're a new engineer on the Hi-Line subdivision. Take control of your train from Shelby to Chester. Along the way, your 
brakeman will tell you some interesting facts about your new work place. (Besides the introductory comments, this is a 
fully functional Career scenario with work order and AI traffic.)

Duration – 65 minutes Locomotive – EMD GP38-2

Eastbound Intermodal (Part 1)
You are in charge of eastbound train S-SEACHC, a standard priority intermodal train from Seattle to Chicago. You have 
just relieved the previous at Shelby, your task is to take the train to Havre.

Duration – 50 minutes Locomotive – GE ES44DC

Eastbound Intermodal (Part 2)
You are in charge of eastbound train S-SEACHC, a standard priority intermodal train from Seattle to Chicago. The 
dispatcher sent you into the hole at Lothair for a meet. Proceed with your run to Havre.

Duration – 70 minutes Locomotive – GE ES44DC

Eastbound Intermodal (Part 3)
You are in charge of eastbound train S-SEACHC, a standard priority intermodal train from Seattle to Chicago. You have 
had to wait for a meet at the end of the double track section. Proceed with your run to Havre.

Duration – 40 minutes Locomotive – GE ES44DC

Havre Yard Switcher
You are in charge of the Havre yard engine today. Your first task is to move a cut of empty grain cars to the storage 
tracks, then spot loaded tank cars at the fuel spur, then move a couple of cars to the car shops for maintenance, and 
finally spot a car at the Shops' Material Dept.

Duration – 40 minutes Locomotive – EMD SW1500
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Shelby Switcher
Pick up cars from the Fertilizer Spur and the grain storage sidings and deliver them to the yard for pickup by a later train.

Duration – 30 minutes Locomotive – EMD SW1500

Westbound Manifest (Part 1)
Your train H-DILPAS1-09 has just ended a brief layover at Havre Yard to set out some cars. It is now time to proceed to 
Shelby, where the next crew will take over. Due to a blockage on the MRL mmainline,  your train is carrying detoured 
Boeing fuselages today. They are on their way from Boeing's plant in Whichita, KS, to Renton, WA.

Duration – 80 minutes Locomotive – GE ES44DC

Westbound Manifest (Part 2)
The eastbound train has just entered the passing siding, train Q-CHCPTL1-09 ahead of you is getting on its way again. 
Follow it to Shelby as soon as the signals permit.

Duration – 60 minutes Locomotive – GE ES44DC

Quick Drive (Eastbound and Westbound)

This route has been fully set up for Quick Drive scenarios in east- and westbound directions. A variety of entry an 
destination points exist in both direction.

Expect to witness a busy mainline even during Quick Drive. AI-controlled trains may be coming your way at numerous 
locations along the route, expect to meet some of them even on the single-track portions of the route (so watch those 
signals). The spawning of the AI trains has been largely randomized, so what type of AI train you encounter and where 
on the route that happens can vary greatly from one Quick Drive to the next.

Gameplay Hints and Suggestions

For best results, plan on allocating the full duration of time listed with each scenario to your operating session. 
Resuming a scenario after a Save may yield unexpected results. 

To speed up game play during QuickDrive or Standard/FreeRoam scenarios, add " EnableAsyncKeys" (with a space, 
without the quotes) to the Target Field in the Properties dialog of the game's Desktop icon, as in "C:\Program Files 
x86)\Steam\steamapps\common\railworks\RailWorks.exe" EnableAsyncKeys  Then, while running the scenario, use 
Ctrl+Shift+1 through Ctrl+Shift+5 to adjust the "time warp" rate.

Not interested in recording a score in a Career Scenario? In the Main Menu, click Settings, then click Gameplay and turn 
the Score Career Scenarios item Off.  
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Signals and Infrastructure
The chart below gives you an overview of the signal aspects you can encounter on the route. The signal aspects display 
in accordance with the following BNSF rules.  

Rule Aspects Name Indication
9.1.3

         

CLEAR Proceed.

9.1.4

     

APPROACH
LIMITED

Proceed prepared to pass next signal not exceeding 60 MPH and 
be prepared to enter diverging route at prescribed speed.

9.1.5

     

ADVANCE
APPROACH

Proceed prepared to pass next signal not exceeding 50 MPH and 
be prepared to enter diverging route at prescribed speed.

9.1.6

         

APPROACH
MEDIUM

Proceed prepared to pass next signal not exceeding 40 MPH and 
be prepared to enter diverging route at prescribed speed.

9.1.8

         

APPROACH
Proceed prepared to stop at next signal, trains exceeding 30 MPH 
immediately reduce to that speed. (Note: Speed is 40 MPH for 
Amtrak and Commuter trains.)

9.1.9

     

DIVERGING
CLEAR

Proceed on diverging route not exceeding prescribed speed 
through turnout.

9.1.11

     

DIVERGING
APPROACH
MEDIUM

Proceed on diverging route not exceeding prescribed speed 
through turnout prepared to pass next signal not exceeding 35 
MPH.

9.1.12

     

DIVERGING
APPROACH

Proceed on diverging route not exceeding prescribed speed 
through turnout; approach next signal preparing to stop, if , 
exceeding 30 MPH immediately reduce to that speed. (Note: 
Speed is 40 MPH for Amtrak and Commuter trains.)

9.1.13

         

RESTRICTING Proceed at restricted speed.

9.1.15

         

STOP Stop.

Notes:

Restricted speed is 15 MPH.

Permissive signals are equipped with milepost number plates (stop at red and proceed at restricted speed).  Train 
Simulator does not currently support proceed-at-restricted-speed operation, so red always means Stop!
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Speed Limit Signs

Left to Right:  Speed Limit starting at this location (P = Passenger, F = Freight);  Reduced Speed, beginning 2 miles ahead

BNSF rules specify a speed limit of 15 mph in industrial and MOW spurs and sidings, whether signed or not. Speed in 
yards is 15 mph unless signed otherwise. 

For scenario authors, temporary speed signs (“flags”) have been included in the route's assets. In the asset browser, you 
can find a green, a yellow, a red/yellow, and a red flag as well as a Stop sign.

Other Signs and Infrastructure

Left to Right: 

Milepost.

Whistle Post. These are typically placed 1/4 mile (400 m) ahead of grade crossings. 

Trackside warning detectors (TWD). They provide the engineer with information about defects or other safety issues. 
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Route Maps
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Credits and Acknowledgements

Route by  Rick Grout and Michael Stephan. Additional contributions and assistance by Gary Dolzall.

Locomotives and rolling stock were provided by Dovetail Games, except Trinity covered hopper, double-stacks, 
articulated well cars  and aircraft specialty cars. Modifications were made to the GP38-2, centerbeam flatcar, and 
caboose.

Selected assets were provided by Dovetail Games and are used as is or as modified by us. Some textures were 
outsourced and are used in whole, in part, or in combination with original artwork by the authors in accordance with 
terms and conditions specified by the suppliers, who are as follows: photoshoptextures.com, backtoessentials.com, 
arsgrafik.com, mayang.com, textures.com, absolutetextures.com.

Special Thanks go to everybody at Dovetail Games and the members of the DTG Beta Forum who kindly assisted with 
the testing and release of this route.
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