Generating Activities with Activity Generator 4

For

Allegheny Rail Route

OPERATIONS

The template for the Allegheny Rail Route can generate fun and realistic activities, similar to, though not by any means duplicating, the actual operations of a real railroad.  The user can do whatever he wants with the template and activities, of course.  Just remember that the overall purpose is to have fun!

The Allegheny B&O template uses many download rolling stock files from the several sources, plus one pay ware loco pack, in order to fit the region and era.  See the rolling stock list.

(1) In general, generate an activity which serves trailing point industries.  In reality you can work facing point spurs, but it will require planning and sometimes moves with a car on the front of the train.

(2) All trains should take a caboose.  You will find that this adds interest to the operation and is realistic for the early diesel era.  The player consist does not include a caboose.  Cabooses can be added using the “change engines” option when creating an activity.

(3) To generate the longest 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 is limited only by the siding lengths and the program randomizer.  AG4 randomizes the pick up and set out events, not just location but also numbers of cars, and so may not produce a full train or nice big blocks of cars to/from the sidings.  In this case, 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.

(4) To add even more interest, deselect simple mode.  If simple mode is turned off, a 25 car train can take quite a while to switch along the line!

(5) 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 selecting these options will increase the eye candy.

(6) AI traffic has been added to the activity moving in the opposite direction of the player train.  On the double track portions of the RR, this will be interesting but will not interfere much with operation.  Due to different work locations, amounts of work and different player rate of doing the switching, it is impossible for the template designer to set up AI traffic which will work perfectly each time.  Thus, on the single track portions it is possible that opposing AI traffic will end up in the famous MSTS standoff, ending the activity at that point.  If this becomes annoying, generate a new activity without traffic.

(7) In general, for trains over about 25 cars, additional locos may be needed.  The player consist is two FA2’s for the B&O and two SD7/9’s for the BLE.  Each of these is good for about 25 cars.  The grade is very steep in the undeveloped “outback” between Parker and Queens Junction/Butler, requiring a lot of run 8 operation going uphill.  Going downhill the big issue will not be horsepower, but rather brakes.  The B&O FA2’s and BLE SD7’s do not have dynamics, so you will have to manage the train air quite judiciously to prevent a runaway.  Or the BLE player can swap engines and use SD9’s, which do have dynamics.  You can use the change engines option to increase the number of locos in advance.  Or you can add a loco to the player consist with Conbuilder.  

(8) Some of the download rolling stock have bounding box issues.  The user must adjust the bounding box for these cars or else coupling issues will arise.

(9) As a reminder, AG4 has a provision for helping with signals and dispatcher operated track switches.  On a route with a lot of AI traffic, you should normally operate the activities with the signals and track switches in the default mode, as suggested in the AG4 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 AG4 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 AG4 and toggle the signals and track switches back to the default mode, as strongly suggested in the AG4 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.  Because this route has a lot of AI traffic, the user takes much risk if the signals are set to permissive and track switches set to manual and left that way.

(10) Watch your speed on this route.  Some sections of the RR have a 10 MPH speed restriction, and often these areas are the steepest grades and/or the tightest curves.

(11) Certain locations on the RR have passenger terminals, and these areas are in the freight paths in order to populate the tracks with cars (eye candy).  No tracks in these areas should be selected for work, or else you will end up with passenger cars in a freight train. 

In the documentation you will find a list of rolling stock, including the file names and location of all downloads.  Also included is a list of all tracks used in these templates.  Craig Kawahara’s map is highly recommended.

