Generating activities with Activity Generator 4 (AG4) (formerly Switchlist Generator or SLG)

For the A&O Sub route from Virtual Scale Creations (VSC)
(Route built by Andre Ming with rolling stock from Gaétan Bélanger)
                The A&O Sub Templates are Activity Generator template files. You will need to have Steve Davis’ Activity Generator’ Activity Creation Utility for MSTS installed to use these templates to create your own activities. For more information on this utility for MSTS, please visit http://www.skylinecomputing.com
            VSC’s A&O Sub takes us into a world where the former Arkansas & Ozarks Raildoad (abandoned in 1960) became later (…in MSTS) the Arkansas & Missouri Railroad. The timeframe is in 1988 and the A&M Railrioad is still powered exclusively with Alco engines. The route is 40 miles long and covers from Seligman going east to the cities of Urbanette and Berryville, both located a few miles apart at the Eastern end of the line. 
In addition to the route package, two other downloads will be required, both from the VSC’s forum
A&M Bonus Scenic Train set

http://www.vscalecreations.com/files/AOsub/AMScenic.zip
A&M Bonus Caboose

http://www.vscalecreations.com/files/AOsub/A&M_Cab.zip
Just remember that you can change the required locomotives or rolling stock with Activity Master from Skylinecomputing.com or ConBuilder to suit your personal requirements. Make sure your modified freight rolling stock doesn't exceed 22 meters in length.

The template package for the A&O Sub route includes Westbound (WB), Eastbound (EB) and YARDS templates. AI traffic is present to add eye candy and to allow some meets in the acts. Use of the MSTS Bin will be a definitive asset in performing some reversing or shunting tasks, because of the Bin’s ability to switch player engine cabs.
The player trains for the WB and EB templates are a pair of Alco C420 engines; some are available in the new A&M red livery while some others still carry the old D&H light and dark liveries, waiting to be painted to their new colors. For the YARDS Template, the player engine is one T6 switcher in it’s A&M livery.
 Remember that not all sidings may be reasonably serviceable according to the direction of your train and from where your player train starts. Maps are included in the package. They can be found in the MAPS sub-folder which is located in the routes folder. The template package has up to 69 serviceable sidings.
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 Please take note that in Seligman, markers were changed for the WB Template compared to the EB and YARDS to maximize the sidings’ potential in receiving cars from the East. Both scenarios are visible in the Seligman area map. 

. 
By default the player engines do not include at start a caboose. However with AG4, you can easily add a caboose as shown here in the following screenshot. The caboose available for the A&O Sub route is the GB_AM Caboose.
Since the era set for the game was seeing the gradual end of the mandatory caboose, you are not required to using one at all times although the AI trains have all cabooses 
AI TRAFFIC
                        In the present template package The A&O Sub route is including the presence of AI traffic despite the fact the route is considered a dark territory which has no signalling to control traffic flow. To allow the presence of some traffic, a special map has been created with the scheduled passing of the AI trains at meet locations. It will be to the player to determine the best area to wait and meet the oncoming AI. The player train is considered a low priority train and will have to wait for the other trains to pass. Here’s an image of the document. Take note that the present traffic patterns is only for the WB and EB templates
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(Available in the MAPS folder)
Of course, if the player finds it too complicated, he can always use the No AI traffic feature of AG. The traffic patterns map is included with the other area maps of the templates for print.
Also to note when preparing your meet, do not cross the switch point at the end of the waiting siding. You can proceed only once the train has passed. To allow the presence of AI traffic, paths have been made very short so the AI paths do not even cross with the player paths and to avoid stalls. All the switches are manual. If you cross them and reverse, you may have accidentally switched the oncoming train into the siding and you may not be able to turn it back to allow the AI to pass on the main, in this case you may end up with a collision or stall and end the activity. If you have some work to do at the area of your meet, wait for the train to pass before and then proceed with your work.
Take note that to be able to meet a passing train at Beaver, your player train must have a maximum of 12 cars. If your load is longer, you may consider meeting your AI train at Walden or Elk Ranch. 
YARDS Template
The YARDS templates have been created to have you T6 loco work inside 4 areas. The locations are in the Seligman, Eureka Springs, Berryville and the Urbanette areas. 
The Eureka Springs and Berryville locations will allow you to have some of the cars delivered respectively at the Junction and Freeman sidings and left there to be coupled with some passing mainline trains. The paths are called EurekaSp_pickup to Jct and Berryville_pickup to Freeman. 
On the other way, at both locations, the T6 will be able to recover some cars left over by some passing mainline trains to be carried inside the working area, also taking some of the cars from the same area to assemble for the following day’s pickup to the mainline. For these, the paths are called EurekaSp_pickup from Jct and Berryville_pickup from Freeman.
In regard to the latter paths, here’s an example for the EurekaSp_pickup from Jct to help out how the player should set his work in AG’s work screen to (1) pickup on the mainline at Junction, (2) set cars inside the Eureka Springs-DOWN area (3) pickup other cars in the same area to be assembled and (4) set the final destination for the assembled cars in Eureka Springs-UP for the next day. The final destination for the assembled cars should be the Old Team Trk in Eureka Springs.
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As you can see, there are two different Regions for Eureka Springs (ES) (also in Berryville), each one have different sidings to allow return trips. In ES, they are followed by the suffix UP and DOWN while at Berryville, the suffixes are called OUT and IN.
Once the above screen generated, here is one given result (below)
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Note that all cars picked up at Junction were set out inside Eureka and all cars picked up inside Eureka (in yellow) have been assembled to be left at the Old Team Trk for the following day. This is the typical scenario in both ES and Berryville.
NOTE: You may have to generate the same scenario more than once to get such result. It will not work every time since in some cases some of the cars picked up at Junction finally ended at the Old team trk rather than inside the industrial sidings.

In some areas there are some passing AI trains and you will be required to let them pass if you are expected to meet them. 

Here are the expected passing times in the following regions:

At Seligman North-South mainline freight 9h20 (NB)
At the Junction mainline: Two meeting AI freight trains-EB at 9h10 waiting for a WB at 9h20
At the Freeman mainline: 9h16 and 9h31 (both WB)
In Seligman, Berryville and Urbanette, you are expected to see some starter trains to add eye candy to the starting activity and after take note of the above schedule for AI trains.

Other details on all templates:
Because of the very short length of the player paths, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”

For the EB Template, from Berryville to Urbanette, you are expected to meet a WB train at Freeman (about 9h23), make sure to stop before the end of the wye before the switch. Going over the switch (track node) may result in a surge of speed which will lead you past the second switch on the mainline, change the switch and will cause the AI train to collide with your train or stall just in front of it.
Two additional paths will allow you to start the template with up to 25 cars at Walden (for EB) and Freeman (for WB) to simulate a freight train already in its run and preparing to resume the trip after having a train meet a few minutes before. For specific reasons, it is not possible to have a long train at start at Seligman (because of the GVW) and Urbanette (no passing track). Even at Freeman, you can still have some work done at Berryville, return to your remaining cut and resume the run.
The following are general information regarding usage of different aspects of Activity Generator:
(Take note that some aspects may or may not apply with the present template) 

The following are general information regarding usage of different aspects of Activity Generator: SLG has a provision for helping with signals and dispatcher operated track switches.  Because of the presence of AI traffic, you should normally operate these activities with the signals and track switches in the default mode, as suggested in the SLG manual.  Then in case you cannot proceed with the activity because of a red signal or because of track switch alignment, save the activity, exit MSTS, start SLG and toggle the signals and track switches to permissive and manual, respectively.  Next adjust the track switch and/or proceed past the signal at restricted speed (dispatcher will not give permission).  Once past the track switch and/or signal, you should once again save the activity, exit MSTS, start SLG and toggle the signals and track switches back to the default mode, as strongly suggested in the SLG manual.  Again, as stated above, because of the presence of AI traffic, you should normally operate these activities with the signals and track switches in the default mode.  The player should note, however, that while switching back and forth between modes is both bothersome and time consuming, you are free to operate continuously with manual track switches and permissive signals at your own risk

If the user does want to operate longer trains, then an extra locomotive or two should be added. SLG provides the possibility to add or even change the player lead locomotives. 

To generate the biggest trains, select simple mode with a large number of cars in the train (say, 99) plus a large number of cars to pick up and set out per track (40 or more).  With this set up, the train length is limited mainly by the siding lengths and the program randomizer.  SLG randomizes the pick up and set out events, not just location but numbers of cars, and so may not produce a full train or nice big blocks of cars to/from the sidings.  In case the train generated does not have enough cars for your satisfaction, simply generate another train until you find one that is satisfactory.  Also, be reminded that handling a long train, while not as dramatic as the prototype, requires a lot more skill than a short train, even in MSTS. To add more interest, deselect simple mode.  On any route, with simple mode turned off, a 25 car train can take quite a while to build and switch along the line. In both lines, good knowledge of the tracks will help better planning your pickups and setouts. 

Unless your PC has marginal performance, be sure to select maximum values for car fill (both the slider and the count per track) and also select the option for placing cars in regions not worked.  Operation on this and any route is spoiled by sparsely populated rail spurs and yards.  Maximizing car fill will add a lot of “eye candy” for added fun in your activity. 

              I hope you will enjoy for hours this template. Don’t hesitate to contact me if necessary at photoman_57@hotmail.com. I’ll try to address your concerns to the best of my knowledge. For questions about SLG itself, you can address them to Steve Davis, its designer at stevedavis@skylinecomputing.com or via their forum at the same site. You are welcome to register with us. 

Denis Gionet 
