Rai | road Tycoon 3 - Trai nmaster

- Service Facilities - Station Anenities - Railyard Structures -

To help to run your railroad efficiently and profitably, a nunber buil ding
are available to assist you in your task. They performdifferent functions.

Service facilities are necessary to run your trains. Steam engines require
a water tower, or else they nust scavenge the |ocal |andscape for water.
Mai nt enance facilities performroutine maintenance to reduce breakdowns.
Suppl yi ng the cargo demanded by these buildings will reduce your operating
costs.

Station Amenities provide services to the passengers travelling on the
railroads. Supplying these buildings will increase their profitability.

Rai | yard Structures provide a nmanner for you to control cargo and its
novenent. These are tenporary storage facilities. They work by demandi ng and
supplying very snmall anounts of cargo. This allows you to ship a cargo to it by
one train, and then ship it somewhere el se by another train. These can be
placed in cities near stations where some cargo can be sold off the train, or
out in specially constructed rail yards. Railyard Structures will cost your
conpany noney, they will not generate a profit.

The exception is the Railroad Ofice. This is your local administrative
facility. It has the capacity to handle gold and isotopes. This is al so where
all your paperwork goes. It will generate a small profit if served.

Service Facilities

Servi ce Tower ($30,000)
Provi des: water, fuel, and sand for steam | oconoti ves.

Demands:
0. 3 Coal
0.3 Sand
0. 3 Expl osi ves

Mai nt enance Facility ($100, 000)
Provides: repairs and routine mai ntenance on | oconotives and track.

Demands:
Parts (0.5 Machi nery)
Sand (0.3 Sand)
Lubri cants (0.5 Petrol eunm
Track (0.2 Iron until 1860 - 0.2 Steel from 1856)
(0.2 G1)
(0.2 Lunber)



Station Arenities

Rest aur ant ($65, 000)

Rest aurants generate inconme from passenger traffic. Profitability is increased
by supplying its demands. Taverns will conpete with restaurants for business as
travel ers deci de whether to drink or eat.

Demands:
0.5 Food
0.3 Meat
0.3 Produce
0.2 d ass

Tavern ($50, 000)

Taverns generate inconme from passenger traffic. Profitability is increased by

supplying its demands. Taverns will conpete with restaurants for business as
travel ers deci de whether to drink or eat.
Denmands:

1 Al coho

0.2 dass

Ganbling is permtted until 1910, where 0.3 Gold will produce 0.5 Gold
(the house takes a cut).

Hot el ($100, 000)

Hot el s generate revenue from passenger traffic, and also attract passengers as
tourists. Roomservice and clean linens will increase profitability.

2 Passengers per year.

0.5 Mail per year.

Denmands:
0.2 Food
0.2 Al cohol
0.2 Textiles
0.1 Furniture

Post O fice ($25,000)

A Post Ofice will double the length of time that mail will wait before finding
an alternate nmethod. It will also accept noney order requests, and if envel opes
(paper) are supplied, then mail will be generated.

0.1 Gold => 0.5 Mil
0.2 Paper => 0.2 Mil

Railroad O fice ($65,000)

The adm nistrative hub of your railroad operations. This is where the

Trai nnaster is enployed. The Railroad Ofice will increase the revenue of your
railroad when its demands are supplied, or it is perforning an adm nistrative
function or service.

Denmands:
2 Paper per year.

Services: A secure storage facility for Isotopes and Gold in transit.
0.1 Isotopes => 0.2 |Isotopes
0.2 Gold => 0.3 old
0.2 Goods => 0.5 Mail. - Parcel Post services.



Rai | yard Structures

Rai | yard Structures provide a manner for you to control cargo and its
nmovenent. These are tenporary storage facilities. They work by demandi ng
and supplying very small amounts of cargo. This allows you to ship a
cargo to it by one train, and then ship it sonewhere el se by anot her
train. These can be placed in cities near stations where sone cargo can
be sold off the train, or out in specially constructed rail yards.
Railyard Structures will cost your conpany noney, they will not generate
a profit.

| ce Platform ($30, 000)
1800 - 1910: Food/Produce/Meat/MIk 0.1 => 0.1
Demands: 2 Pul pwood for insulation. Supplying this will reduce | osses.

Col d Storage ($100, 000)
1890 -> Food/Produce/ Meat/ M I k/Medicine 0.1 => 0.1

Li quid Storage ($65, 000)
1860 -> GOl /Petroleum Chemicals/Gum 0.1 => 0.1
Demands: 1 Sand for spills. Supplying this will reduce | osses.

Hopper Yard ($100, 000)
1800 -> Coal /Bauxite/lron/ U aniunm Sand/ Fertilizer/Pulpwod 0.1 => 0.1

Silo ($65,000)
1800 -> Gain/Corn/Rice/Flour/Sugar 0.1 => 0.1

St orage Shed ($65, 000)
1800 -> Cotton/Wol/Lunber/Henp/ H des/ Expl osi ves/ Machinery 0.1 => 0.1

St or age Depot ($65, 000)

1800 ->
Food/ Al cohol / Goods/ Furni ture/ d ass/ El ectronics/ Textiles 0.1 => 0.1

Rai | Depot ($25, 000)
1800 -> Steel/Rubber/Plastic/Waste 0.1 => 0.1

Stock Yard ($100, 000)
1800 -> 0.2 Livestock => 0.1 livestock and 0.5 Ferti zer.

Dermands:
0.5 Corn and 0.5 Gain per year.
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