Add a RIP track for running repairs

Realistic switching problems for your yardmaster
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The daytime RIP switch job is spotting cars for repair. The paved work areas allow forklift trucks to deliver parts wherever they're needed. Note the good housekeeping that makes it easy to find and keep track of common parts. (Photos by the author) 
Cars in need of repair make a quick exit from any operating layout. It's no fun trying to operate cars with defective couplers, trucks, or other physical ailments. Modelers usually put these defective, or bad order, cars aside on the workbench for repair.

Prototype cars have similar problems, too. When they go bad, however, they're moved to a nearby shop railroaders call the "RIP track." This term stands for "repair in place" or "repair, inspect, and paint." Whatever the acronym stands for, the term refers to car shops that do light repairs. 

Prototype car inspections 
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The supplies on hand indicate that a lot of the RIP track work involves fixing air brakes, couplers, and wheelsets. Due to the weight of the components, nearly everything is arranged for easy access by forklifts that take parts to the work sites. 
Trained car inspectors, or carmen, have the responsibility of inspecting every train that originates or terminates in their yard. They also check through trains that have traveled far enough (usually 500 to 1,000 miles) to require a federally mandated inspection en route.

Car inspectors develop an uncanny ability to spot defects. Standing next to the arrival lead, the inspector's sharp eyesight, hearing, and sense of smell all come into play to catch problems among the slow-moving cars. Departing trains are checked by carmen who either walk or drive an inspection cart from one end to the other on both sides.

Any defect is marked on a bright-colored bad-order tag that's applied to the offending car's tack board. The defect is also entered into a computer to route the offending car to the RIP track and even order repair parts. Any bad-order car must be switched out before a train can depart, since it's against the law to operate defective equipment. 

Prototype RIP track operations
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Joe Kasper's BN Kaw Valley Division uses ten of these personalized carmen cards. Seven cards give his train crews a highball from the car department (inspectors) so they can proceed. 
Let's take a look at how the Burlington Northern Santa Fe's RIP tracks function at Argentine Yard just west of Kansas City, Kan. Until the late 1990s, this huge shop kept three switch jobs busy every day. These yard crews gathered the bad-order cars from various locations around the terminal, spotted them on the inbound side of the RIP tracks, and pulled repaired cars from the outbound side. These cars were immediately returned to the hump yard to get them moving toward their destinations.

Like our hobby workbenches, the RIP track is outfitted with the tools and spare parts to handle minor repairs to items like couplers, trucks, and air brake systems and get the car moving again. Numerous jacks and other lifting devices are included as very few jobs in these "light" repair shops can be handled by a single workman.

A foreman is in charge of the RIP track, so the switch crew follows his instructions to spot cars for specific repairs or to unload repair parts. Sometimes an unfinished car may have to be moved to get other repaired cars out from behind it. At other times loaded bad-order cars are brought in first as they always have top priority.

Blue lights or blue flags, and derails protect both ends of the work area. These signals and derails are safety devices to protect people working on, under, and around the equipment. Before anything can be moved, the switch crew must request the removal of any blue signals and derails. By rule, these safety devices can be removed only by the person who applied them.
After sorting the loads and empties, the switch crew spots the cars as requested. Loaded cars are more important, so they get switched right to the shop's front door. In larger shops, individual cars may be moved through the repair building using a cable between the rails to pull or push them along.

Most RIP tracks work on eight-hour shifts with switching timed around the shift changes. High-priority loads can be done quickly, but some repairs may take longer or have to wait for a part.

The work area is often paved to provide a smoother ride for heavily-laden forklifts and other vehicles. Cars of wheelsets and other parts may be spotted near the places where they're going to be used. Palletized racks hold parts, making it safer for the forklifts to move these heavy items. For safety reasons, trash goes into bins, and the entire area is kept clean and orderly. 

Modeling a rip track 

[image: image4.jpg]


(Illustration by Rick Johnson) 
You can designate just about any track as a RIP track as long as it's accessible from at least one side by the carmen, their vehicles, forklifts, and other car repair equipment. The size of your RIP track can range from a single open-air stub track to a small yard with covered tracks.

The blue lights and blue flags are important details that must be included. These safety devices can be modeled easily by installing blue light-emitting diodes (LEDs) between the rails in the RIP track lead(s). Wire them to a nearby toggle so they can be switched on and off. Details West sells a no. 451 blue flag safety sign kit in HO scale.

If you want a modern shop building in HO or N scales, use one of the steel structure kits made by Pikestuff. Almost any simple wooden shed or a concrete block and steel building will work to simulate an older car shop. 

Simulating car inspections
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A bright red bad-order tag has been placed in the pocket of the car card to indicate that this freight car must be set out and switched into the RIP track for repairs. 
A simple card system provides traffic through the RIP track on my friend Joe Kasper's BN Kaw Valley Division. I used a computer printer to make a batch of 10 "Carmen cards" as shown above. I used blank sheets of business cards and printed the railroad name on one side of all the cards. Every train doesn't need to have a problem, so on the back of seven cards, I printed the statement:

YOU HAVE A HIGHBALL FROM THE CAR DEPARTMENT. HAVE A SAFE TRIP.

On the remainder, I added three different bad order statements: 

· THE TENTH OR LAST CAR OF YOUR TRAIN IS BAD ORDER. CONTACT THE YARDMASTER TO SET IT OUT.

· THE FIFTH CAR OF YOUR TRAIN IS BAD ORDER. CONTACT THE YARDMASTER TO SET IT OUT.

· THE EIGHTH CAR OF YOUR TRAIN IS BAD ORDER. CONTACT THE YARDMASTER TO SET IT OUT.



Every road train crew that's passing through, originating, or terminating at the main yard must draw a card, read it, and return it to the stack. A highball card means all clear, but if the crew pulls a bad-order card, the appropriate car card gets a bright red bad-order tag, and the car must be set out. My bad-order tags are pieces of fluorescent red cardstock cut to fit into Joe's car card pockets.

Perhaps the best part of all is it'll take only a couple of hours to add this interesting prototype "wrinkle" to your operating sessions. 

Dan Munson is a professional railroader who enjoys model railroad construction and operations. This article was originally published in the February 2006 issue of Model Railroader. 

 

