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Current Central Station 3 Version – 2.0.0 (1) 
Current Central Station 2 Version – 4.2.9 (0) 
Current Mobile Station 2 Version – 3.112 
 

 

The Holidays have come and gone with too much food and too much family, and now we’re left 
with cold winter days and huddling in the train room working on the layout. It’s a great time with 
friends and making minor achievements towards a larger goal. 
 
 
 
Our first article explains basic signal aspects for those who might need help reading signals and 
understanding where to place them on a layout. Our second article is on creating Central Station 
3/3+ events with macros: The Macro IF. 
 
Understanding Märklin Signals 
 
Back in the early 2000s, when the first generation of light signals were available, Märklin had a 
neat “Web-Training” feature on a few topics. This was just an online tutorial that one would read 
about the topic then take a test, not unlike the online traffic schools that we all take from time to 
time. 
 
Once the test is passed, a certificate was available to print and proudly displayed to prove that you 
were a Märklin nerd – Believe it or not, I have a couple of them still.  
 
One of the “Web-Training” topics was on Märklin signals. I’m glad to say that even to this day I can 
remember what I learned. I thought it would be good to write about what the signal aspects meant 
for those that might be a little afraid of placing the wrong signal in the wrong place. In this article I 
will cover just the H0 digital light signals. 
 
NOTE - In real life, a green “go” signal tells the train engineer to “proceed at the posted speed 
limit”, I will not be repeating this throughout the article. 
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Fig. 4 Entry Signal 

Basic Signals  
 
There are basically two light signals used on a layout, a “Home” signal and a “Distant” signal. The 
“Home” signal tells the engineer what to do when they see the signal. Fig. 1 below is an image of a 
“Home” signal.  
 
A “Distant” signal tells the engineer what to “Expect” to do. Fig. 2 is an image of a “Distant” signal. 
A Distant signal can be either a stand-alone signal or mounted on the mast of a “Home” signal 
(Fig.3). 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Types of Home Signals 
 
While all types of “Home” signals are called just that, “Home” signals, I will 
be calling them by easier names for a better understanding. 
 
The simplest “Block” signal is a “Simple Block” (Fig. 1 above). This has the 
aspect of Red or Green (stop or go). 
 
The next signal is an “Entry” signal (Fig 4). This signal has the red and green 
aspects but also has a yellow aspect. This is read as Red-stop, Green-go, or 
Green/Yellow-proceed slowly. This signal is used at the entrance of a station 
or a yard before the turnout from the main line. 
 
This brings us to an “Exit” signal (Fig. 5). This is the most complex signal but 
once it’s broken down it’s really very simple. This signal has red, green, 
yellow, and white lights. Reading the signal is just like the others signals but 
this signal has two red lights and two white lights. This signal will read like 

 
Fig. 1 Home Signal 

 
Fig. 2 Distant Signal 

 
Fig. 3 Home with 
Distant Signal 
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Fig. 5 Exit Signal 

 
Fig. 6 Yard signal on 
mast 

this, Red/Red-stop, Green-proceed, Green/Yellow-proceed slowly, Red/White/White-switching 
maneuvers permitted (within the yard/station). The switching aspect has its limitations which I will 
get into later with the “Yard” signal. 
 
 
Distant Signals 
 
As I mentioned before, a distant signal is either a stand-alone signal or it is 
mounted on the mast of a Home signal (Fig. 2/3). I like to use signals with 
distant signal on the mast unless the topography is such that the engineer 
can’t see the next Home signal. 
 
A distant signal has three aspects, Green/Green-prepare to proceed, 
Green/Yellow-prepare to proceed slowly, or Yellow/Yellow-prepare to stop. 
 
As with all the signals, adding a distant signal on the mast makes it look more 
complex and understandably people are more intimidated by them. 
 
One thing to note, a Distant signal on the mast or stand alone, will be off 
when the Home signal is Red. This way the engineer can’t mistake a 
green/green or green/yellow light for “go” when the Home signal is showing 
stop. 
 
 
Yard Signal 
 
A yard signal is just as it sounds, for a yard (Fig. 6). This lets the engineer know if it is safe to 
proceed with his duties in the yard or not. The two aspects are Red/Red-stop or White/White-
shunting allowed. A yard signal can either be on a mast or on a short base on the ground. 
 
Getting back to the “Exit” signal. The aspects of the yard signal are 
incorporated into the Exit signal in a station/yard. The reason for this is that if 
shunting maneuvers are needed, there is a contingency to allow them. 
Therefore, a yard signal is incorporated into the Exit signal.  
 
There is a certain logic that needs to be understood. If there is no room for 
shunting, then there is no reason for an Exit signal (that has shunting allowed) 
where an Entry signal will work. Basically, if you have a station on a spur, then 
there is no way to allow shunting without going on to the mainline (unless you 
have an Entry signal to stop a train before the yard entrance). Therefore, I 
believe an Entry signal will work fine as an Exit signal.  
 
Always remember rule #1 of shunting is “don’t foul the mainline.” 
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Fig. 7 Distant signal with 
additional light 

 
 
Signal Placement Logic 
 
Now with the explanations that I just gave, it should be straight-forward to place signals.  
 
Simple Block – to control entry from one block to the next on the mainline. 
 
Entry Signal – Entry to a yard or station. Also used when taking the curve over a turnout. 
 
Exit Signal – Exit from a yard or station to the Mainline. 
 
Yard Signal – To allow shunting maneuvers within the yard. 
 
Distant Signal – To let the engineer know what to expect at the next “Home” 
signal. 
 
 
Additional Distant Signal 
One note is that there is a second Distant signal (76481). This is only 
available as a stand-alone with its own mast. This signal has a white light 
also (Fig. 7). This light means that the distance between the Distant and 
Home signal are less than the regular braking distance. 
 
 
I hope this helps anyone that has had reservations about signaling, and as 
always please feel free to contact us with questions. 
 
 
Enjoy your hobbies! 
 
Rick Sinclair 
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Creating Central Station 3/3+ Events with Macros: The Macro IF 
 
One of the biggest features enabled for programmed routing or event scripting in the Central 
Station (2 or 3) has been the inclusion of conditional programming. Conditional Programming 
allows us to check ‘on track’ conditions so that the system can make decisions based on specific 
circumstances. For instance, if my route to destination ‘A’ is blocked’, then proceed to destination 
‘B’. In programmer lingo, this is known as an If>then conditional statement. 
 
For the CS2, conditions were set into a list that was accessed by the ‘Ext.’ button in the memory 
script edit window. In the CS3, conditions can be created in a couple of ways. Simple conditions can 
be written directly into the event steps. The other method can be created using event script Macro, 
which is the topic of this newsletter article. 
There are a variety of macros listed and 
are essentially placeholders designed to 
ease the creation of building conditional 
programs. I will discuss the Macro IF as 
well as guide you in how it can be 
implemented into your layout control. 
 
In order to work with any conditions, you’ll 
need to first turn on the advanced event’s 
settings. Fig. 1 shows the setting that is 
found in the “Systems>CS3/CS3-1>Track 
Menu”. Enable this by clicking and 
checking the box labeled: “Events- 
Extended Mode”. If you don’t see the setting within your CS3 systems menus, then it is possible 
you need to do a system update. The setting may have been relocated from prior system versions. 
 
 
The simplest way to use a track condition to affect 
an event script doesn’t require a macro, but it’s 
the basis on understanding the various macros to 
choose from. In Fig. 2, you can see the track 
diagram has two contact points surrounding the 
turnout (W 2L): Contact ‘K1’ is a trigger contact 
and ‘K2’ is an occupational contact.  
 
 
Fig. 3 shows the event script for trigger ‘K1’. The first step in the 
event stream looks for the condition of the contact ‘K2’ 
(indicated by the question mark in the icon). If the icon in the 
event script matches the set output of the controller (the icon 
setting in the layout or article list), then the steps that follow 
will be activated. In this case, it switches turnout ‘W 2L” to 
divert the train from the occupied track of ‘K2’. If the condition 

Fig. 1: Advanced "Events - Extended Mode" Setting & Location 

Fig. 2: Simple layout structure using two contacts for 
basic conditional operation 

 

Fig. 3: Event Script for example in Fig. 2 
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does NOT match the set output of the controller, then the script will just end without taking any 
action.  

 

The ‘IF’ Macro 
 

What you want to take note of is that the previous ‘conditional’ operation has only one option, it 
either completes the evaluated action or it cancels it altogether. Instead of canceling the action, 
you might want it to take an alternative action. For this type of operation, it can’t be programmed 
simply within the event step timeline. A macro has been created within the CS3 software to enable 
such actions. Macros are basically preset 
routines that contain placeholders for you to 
fill in. Therefore, the first macro that I will 
introduce is the ‘IF’ Macro (‘Macro IF’ in the 
options list). 

Adding the Macro 

To add a Macro, you’ll need to click the ‘Add’ 
button in the event editor. It will display a list 
of different Macros that you can choose from. 
(Fig. 4).  
 
When you select the Macro, it puts in a Macro step within the event 
step line (Fig. 5). If you click on this, you will get to the Macro 
Settings. HOWEVER, this is not the area to go to when setting up the 
macro. To find the macro setup, we must return to the Events list. 
 
Fig. 6 displays the Events list (I’ve simplified the list for clarity). The 
left event shows the event created where the macro was added in 
Fig.5. Think of this as the macro placeholder. The right event is the 
actual macro component which was added into the event. In short, 
adding a Macro to an event, creates an additional event (the macro 
event) in the events list. 
 
To work with the macro, you must locate, then click 
on the macro component to open the ‘Macro IF’ 
event which contains the step line. You can see 
what the event editor looks like in Fig. 7. You can 
see in the step line, there are 3 containers: 
Container IF, Container THEN, and Container ELSE. 
In programmer lingo there exists a logic statement 
known as the If/Then/Else conditional statement.  
 
 

Fig. 4: Where to find the Macros (aka presets) 

Fig. 5: Event with a Macro in the 
event line 

Fig. 6: Articles added when entering a Macro 
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Understanding If/Then/(ELSE) Logic 

To facilitate explaining the if/then/else conditional 
statement, it would be best to show how it works in a 
practical application. Therefore, I give you a section of 
my train layout (just to prove that I proved it works. 
See Fig. 8). In this example, I will always have a train 
waiting on either line ‘sbh1’ or line ‘sbh2’. The waiting train is marked by the ‘occupied’ contacts 
labeled ‘K3.0’. The next incoming train therefore must be able to enter the opposing unoccupied 
line marked by ‘vacant’ contact ‘K2.0’.  
 
Without thinking about coding concepts, I will 
assume that the common thought process would be 
something like, if ‘K3.0’ has a train on it, then I 
should switch my turnout (sbh t.26) to straight. If 
line ‘K2.0’ is occupied, then the turnout can switch 
to curved. If you examine the thought closely, if you 
look at which contact is occupied, then we switch 
the turnout to the other direction. 
 
Another way to look at it is, depending on the track 
occupancy of ‘K3.0’, I can switch the turnout to 
straight or curved. IF line ‘K3.0’ is occupied, THEN 
switch ‘sbh t.26’ straight, otherwise (ELSE) set ‘sbh t.26’ curved. You can see why they are called, ‘if, 
then, else’ statements. In this example (see Fig. 9), we are only looking at the one contact ‘K3.0’ to 
determine which way to switch the turnout. i.e. if ‘K3.0’ is vacant switch the turnout to curve to 
the vacant line. 
 
Both the examples accomplish the same 
thing, and they will each have their uses 
depending on how you need to evaluate 
and control the layout. The difference is 
that one only requires a single event script, 
contact and Macro. The other requires two 
event scripts and two contacts. We are focused on the single contact with Macro version. 
 
Returning to the event script image, I have placed the two components into the step containers 
that described in the previous paragraphs. These two components are the ‘Track condition’ and 
the ‘Controlled element’. You can see that the condition element has been placed in the ‘Container 
If’. The controlled element is placed in both the THEN and ELSE containers, being sure to properly 
set their alternative settings.  
 
To re-iterate what the ‘Macro IF’ does, it evaluates a condition on the track and then takes an 
action based on if the condition matches. Otherwise it takes an alternative action if the condition 
does NOT match. The macro reads the condition of ‘K3.0’. If it is occupied (aka determined by the 
icon in the container. i.e. yellow), then set the turnout to straight. Otherwise set it to curve. 

Fig. 7: Macro IF Step Line 

Fig. 8: The elements used in an IF/THEN/ELSE event 
script 

Fig. 9: The elements used in the IF, THEN and ELSE containers 
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More about the Containers ‘IF’ and ‘THEN’ 

The THEN and ELSE containers can only hold 
one item EACH, and in the example written, 
only one item was necessary. If you have 
options that require more than a single control 
item, then you can place the events needed for 
the THEN and ELSE containers in a separate 
event. An example of this would be where you 
need to switch a signal as well as a turnout. 
 
In Fig. 10, I have placed two random events 
into the containers. This is known as ‘nesting’. 
The Macro IF will activate either the event 
placed in the THEN, or the ELSE, containers. When nesting events, be careful about placing events 
in the container if they include their own internal conditions. It is like adding a hidden condition 
that can potentially cause conflicts that will lock up your system. You CAN do it, but you need to be 
aware of why you are doing it within your layout and so you can address any unexpected results. 
 
Understanding how conditions work is the basic building block for advanced automated event 
scripting. Using an IF/Then control in the first example differs from the IF/THEN/ELSE control (of 
the Macro IF) only by the number of results that you wish to control. Do you only need one 
outcome, or do you need an outcome with an alternative? Playing with these two options will 
hopefully give you an idea on how some track operations can be created and how certain track 
decisions are decided.  
 
There are many other macros included in the CS3, but they will take some exploration and there 
are many advanced situations that you can accomplish with just the Macro IF.  
 
As always, have fun! 
Curtis Jeung 
 

 
 

Upcoming appearances: 
 

Rocky Mountain Train Show  
March 7-8, 2020 
Denver Mart in Denver, Colorado  

 

 
To contact Rick and Curtis for help with your Digital, technical and product related questions: 
 
Phone:  650-569-1318   Hours: 6:00am – 9:00pm PT. Monday through Friday. 
  
E-mail:  digital@marklin.com 

 
Märklin Digital Club · 1406 Creek Trail Drive · Jefferson City, MO 65109 

Fig. 10: Nesting events
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