RailWorks 3: Train Simulator 2012
Class 158 Headlight Mod
How to install to your own Class 158s

How do I update my own Class 158’s? 
NOTE – This process involves editing .bin files which are essential for everything in RW to function and work. Therefore, I only recommend this process to people already familiar with editing .bin files. 
If you are familiar, you probably already know how to open up a .bin file. I won’t go through how – but as long as you have the .bin or .xml file open, ready for editing, it’s a start. 
Firstly, use the “Find” function in RW Tools (or Search function in other programs) and search for “Horn Sound”. 
Close the find/search box and scroll down past that gobbledy-gook of numbers and text. 
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Where the above red arrow is, hit Enter on your keyboard and enter the following script: 
[bookmark: _GoBack]						<cEntityContainerBlueprint-sChild d:id="58289968">
							<ChildName d:type="cDeltaString">Fwd_Headlight_03</ChildName>
							<BlueprintID>
								<iBlueprintLibrary-cAbsoluteBlueprintID>
									<BlueprintSetID>
										<iBlueprintLibrary-cBlueprintSetID>
											<Provider d:type="cDeltaString">S9BL</Provider>
											<Product d:type="cDeltaString">Class158Pack</Product>
										</iBlueprintLibrary-cBlueprintSetID>
									</BlueprintSetID>
									<BlueprintID d:type="cDeltaString">RailVehicles\Diesel\Class158\Default\Lights\Cl47_Main_Headlight.xml</BlueprintID>
								</iBlueprintLibrary-cAbsoluteBlueprintID>
							</BlueprintID>
							<Matrix>
								<cHcRMatrix4x4>
									<Element>
										<e d:type="sFloat32" d:alt_encoding="0000006004FFEF3F" d:precision="string">0.99988</e>
										<e d:type="sFloat32" d:alt_encoding="000000E07F9D8B3F" d:precision="string">0.013484</e>
										<e d:type="sFloat32" d:alt_encoding="000000E072117F3F" d:precision="string">0.007585</e>
										<e d:type="sFloat32" d:alt_encoding="0000000000000000" d:precision="string">0</e>
										<e d:type="sFloat32" d:alt_encoding="000000C03A8E8FBF" d:precision="string">-0.015408</e>
										<e d:type="sFloat32" d:alt_encoding="000000C0E732ED3F" d:precision="string">0.912464</e>
										<e d:type="sFloat32" d:alt_encoding="00000040DC2ADA3F" d:precision="string">0.408866</e>
										<e d:type="sFloat32" d:alt_encoding="0000000000000000" d:precision="string">0</e>
										<e d:type="sFloat32" d:alt_encoding="000000C0D4EB56BF" d:precision="string">-0.001399</e>
										<e d:type="sFloat32" d:alt_encoding="00000080772BDABF" d:precision="string">-0.408903</e>
										<e d:type="sFloat32" d:alt_encoding="000000A0D433ED3F" d:precision="string">0.912577</e>
										<e d:type="sFloat32" d:alt_encoding="0000000000000000" d:precision="string">0</e>
										<e d:type="sFloat32" d:alt_encoding="0000004003EAC7BF" d:precision="string">-0.186829</e>
										<e d:type="sFloat32" d:alt_encoding="000000000000F83F" d:precision="string">1.5</e>
										<e d:type="sFloat32" d:alt_encoding="0000000000002740" d:precision="string">11.5</e>
										<e d:type="sFloat32" d:alt_encoding="000000000000F03F" d:precision="string">1</e>
									</Element>
								</cHcRMatrix4x4>
							</Matrix>
							<ParentNodeName d:type="cDeltaString"></ParentNodeName>
						</cEntityContainerBlueprint-sChild>


Then, save and do the exact same to the “no-driver” version (if it has one). 
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