
HOW TO START STEP BY STEP 
 
 

STEP 1 
 
 
 

PIC 1 PIC 1-1 

 
  
 
 
 

 

STEP 2 
 
 
 
  
 

PIC 2 PIC 2-1 

 

 

 
  
  
  
 
 
 
 
 
 

 

PUSH 

CHOOSE 
CORRECT 
OPTIONS 

PUSH 

PUSH 
FILL ALL FIELDS MARKED WITH AN 

ASTERISC (AT LEAST). 

OPTIONAL 

PUSH 

PUSH TO ENTER A NEW 
LCOMOTIVE 

PUSH TO 
MODIFY THE 

LOCOMOTIVE 



STEP 3 
 
 
 
 

PIC 3 PIC 3-1 

 
 
 
 
 

PIC 3-2  

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

PUSH 

PUSH 
PUSH 

PUSH 

PUSH TO CLOSE  
LOCOMOTIVE'S 

TOOLBAR 

PUSH 



STEP 4 
 
 
 
 

PIC 4  PIC 4-1 

 

 

 
 

 
 
 
 

PIC 4-2 PIC 4-3 

  
 

PIC 4-4 PIC 4-5 

 
  

PUSH 

PUSH 
PUSH 

CHOOSE ONE 
OF THE TWO 

OPTIONS

PUSH 

PUSH AND 
ENTER THE 

ADDRESS 

PUSH 

PUSH 

PUSH 

PUSH 

Push the cell to 
put the selected 

track, or to delete 
the previous 
drawn track, 

pushingX

ENTER THE 
ELEMENT 
NUMBER 



STEP 5 
 
 
 
 

PIC 5  

 

 

 
 

 

STEP 6 
ENTER THE POSITION OF FEEDBACK SENSORS IF PROGRAMMING IS DESIRED 

 
 
 

PIC 6 PIC 6-1 

  
 
 

 

PIC 6-2 PIC 6-3 

 

 

  
  

PUSH (Changes must 
appear on the screen as 
long as on the model 
railroad 

PUSH PUSH 

PUSH S88 Address (if it's 
the first, second, ... 

connected) 

Enter where in the S88 our 
feedback sensor is 

connected. 

PUSH 



 
 

PIC 6-4 PIC 6-5 

 

 

  
  

STEP 7 
MODEL RAILROAD PROGRAMATION 

 
PIC 7

 

  

 
  

In our diagram appears our feedback 
number. If we want to simulate a longer 
feedback sensor, we can repeat the last 
step as many times as wanted. 

Push to get back to 
main screen 

PUSH 

PUSH 



PIC 7-1 PIC 7-2 
  

 
  
  

PIC 7-3 PIC 7-4 

  
  

PIC 7-5 

 
  
  

 
 
 

Enter program 
name 

(mandatory) 

Enter program 
description 

PUSH 

PUSH 

Push to choose 
locomotive PUSH 

To choose our desired route, push 
left mouse button and maintain it 
pushed while choosing the route. 
(In the image, form sensor 3 to 
sensor 5)   

Marking system: 
If our route goes from contact 
three to contact five, we can mark 
it in three different ways, all of 
them equally efective. Pushing the 
left mouse button with the cursor 
over contact 3 and again on 
contact 5, or all route can be 
marked with the mouse (that's 
more visual) holding the left 
mouse button all the route. 
Finally, you also can mark 
individually all cells that form 
part of the route, from cell 3 to 
cell 5. 
 



 
 
 
 

PIC 7-6 PIC 7-7 

 
 

  
  
  
  
  

PIC 7-8 PIC 7-9 

 
 

  
PIC 7-10 PIC 7-11 

 

 

  
  
  
  
  
  
  
  
  

Exit time: Time ellapsed until our 
line can start. We push and enter the 
fraction of time we desire. 

Exit when the line ends: In the first line this 
value must always be zero. In the next lines, 
if wished, you can put starting conditions 
between lines, for instance, that line 3 will 
not start until line 2 has completely ended. 

PUSH 

PUSH. the locomotive will 
start the line when the 
feedback contacts entered are 
in the designed position (free, 
occuppied, or not used). 

Push to add 
feedback contacts 
that are not part 
of our route. 

PUSH 



PIC 7-12 PIC 7-13 

  
  

PIC 7-14 PIC 7-15 

  
 
 
 

PIC 7-16  

 
  
  
  
  
  
  

PUSH 

Push to choose the 
contact number and 
the element number 

Push the image of the 
element to change the 
position of the turnout 

(see figure 7-14) 

When we push 
we see that the 

element position 
has changed. 

PUSH 
PUSH 

Push to entere 
the velocity 
data, 
acceleration and 
desacceleration. 

PUSH 

Informative table, that shows all 
operations that we have entered. 

BE CAREFUL! Before 
changing any function, o r 
speed, you must choose in 
which contact these 
changes are going to 
happen! 

Push the functions you desire, 
also you can stop, reverse, use 
lights or play any sound. 
For the different digital 
locomotive functions, simply 
click on the button 
representing the function you 
want to activate. 



STEP 8 
BEFORE STARTING OUR PROGRAM, WE RECOMMEND TO PUT ALL OUR SIGNALS AND 
TURNOUTS IN THEIR STARTING POSITIONS. THIS IS AUTOMATICALLY DONE WHEN WE PUSH 

THIS BUTTON   
  

STEP 9 

RUN THE PROGRAM PUSHING THE ICON   
 

 

  
  

STEP 10 

TO STOP OUR PROGRAM EXECUTION WE MUST PUSH THIS BUTTON   
 

WE CAN CONTINUE THE EXECUTION PUSHING THIS ONE  
  
  

STEP 11 
TO DEFINITELLY INTERRUPT THE PROGRAM THAT IS RUNNING THIS BUTTON MUST BE PUSHED 

 
  
  
 

PUSH 

PUSH 

PUSH 

Push here to add an available 
program to the selected 
programs box. We can add as 
many programs we want. They 
will be executed in rigorous 
order. 


