Generating activities with Activity Generator 4 (AG4)

(Formerly Switchlist Generator or SLG)

for the Blue Comet route (Route built by Steve Dunham)
The Blue Comet 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
The Blue Comet route is a complex network of CNJ, PRR and LV lines which spans along the Ocean and inside the coast. The route covers from Jersey City going south to Atlantic City. The CNJ operated tracks cover from Jersey City to Bay Head, from Red Bank to Winslow Jct, from Matawan to East Long Branch and from Lakehurst to Barnegat. The PRR section of the route covers from Whitings to Bay Head via Seaside Park, from Farmingdale to Sea Girt, from Whitings to Tuckerton and from Winslow Jct to Atlantic City.
The timeframe for the templates is around 1955 and all rolling stock is no longer than 40 feet long. If you change some of the rolling stock, make sure the replacements are no longer than 40 feet long.

There are eight (8) templates and more than 425 serviceable sidings. They are two Mainline templates (CNJSB and CNJNB), covering between Jersey City, Elizabethport and Bay Head. There are two CNJ locals templates (CNJLOCALSSB and CNJLOCALSNB), each one going one direction only with no return paths, One CNJ locals template (CNJLOCALS) has different areas to run and has return paths for each run to their point of origin. The CNJ yards template (YARDS) depict yard work in the Bay Head and Elizabethport areas. The PRR locals’ template (PRRLOCALS) covers all PRR-owned tracks and is locals with return paths to their point of origin. It is the same with the LV locals (LVLOCALS) regarding to the LV section of the line near Perth Amboy. 
Downloads

The main download of the templates is the Central of New Jersey pack from Belanger Loco Works/ Zosatrains (BLW/ZT) available at the Valleypass site ( www.valleypass.com)
In addition the remaining downloads are all available at the trainsim site.

6pack29.zip (install in folder using the same name as the zip filename)
cnjcvdhp.zip

comcab.zip

erie.zip

llw40gon.zip

lvcabs.zip

lvnw2.zip

mkt.zip

ne16pk10.zip

prr-gp9x.zip

prr-gp9z.zip

prrn5tus.zip (install in folder using the same name as the zip filename)
prslas16.zip

spsflat1.zip

stock1.zip (install in folder using the same name as the zip filename)

ztprrhw.zip

Additional information and screenshots of the Blue Comet Templates can be seen in the topic for the templates in the Skyline Computing Forum at the following:
http://skylinecomputing.com/forums/index.php?showtopic=905
AI traffic is present in all templates. At Barber and Sewaren, AI traffic has been redirected into the southbound track and then back to the northbound once passed. During testing traffic was stalling at this location for unknown reasons. Don’t be surprised to have a red signal when approaching the area.

For each template and path, not all sidings are serviceable. Some of the sidings may be in facing point position for some paths while for some others, the same siding becomes serviceable.  It will be up to the player to check the Activity Editor (AE) or use the Blue Comet maps, provided by Craig Kawahara at TrainSim. It may be advisable to mark each siding’s marker orientation in the maps. That will make things easier when determining work to be done. Also some of the sidings may have a sharp curve and may need extra throttle to retrieve or leave your cars inside the siding.
Operating the different templates may require toggling the switching mode to manual and the signaling mode to permissive in some situations. Back and forth movements while working your cuts may trigger a distant AI train to move inside the circuit or bring a red signal to stay red. It is recommended to save your act before any oncoming work, toggle the signaling or switching mode and reload your last activity saved to resume work.
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Cabooses were the standard in the fifties and they are available for each railroad in the trainset file to select (See diagram lower right)
For the CNJ:  CNJ91507_cab, CNJ91510_cab and CNJ91516_cab
For the LV: LV95023 and LV95066
For the PRR: prr_n5_tuscan
Here are details for the templates included in the package:

The CNJNB and the CNJSB Templates
They are mainline templates which carries loads between the main yards between Elizabethport and Bay Head. There is also a departure point at Jersey City in which case the player can set up his starting load up to 30 cars. Between both points, the player will be allowed to leave or take some cars at Matawan, Red Bank, Ft Monmouth and Long Branch. All these locations are the source or destination tracks where the local trains will be working from and ending their run to.
For the NB template, to allow work for the northbound train in Long Branch, Ft Monmouth and Red Bank, traffic pattern has been converted to left hand between Long Branch and North of Red Bank. For the SB template, the same principle applies between Cliffwood and South of Matawan. 
For the NB template, if you have no work to do at Long Branch, you can remain on the mainline and ask the dispatcher to proceed on red. You should have no problems continuing through Long Branch up to your next load of work.

The LVLOCALS Template

The following template depicts some local work between the LV interchange yard and the local industries at Perth Amboy. Once the cars are picked up at the LV interchange yard, the player will have to move his load backwards up to the area to be worked to succeed in working the cuts of cars.

The PRRLOCALS Template
The PRRLOCALS templates cover all the PRR-operated lines, having return paths to their respective points of origin. They are from Farmingdale to Sea Girt, from Whitings to Mantoloking via Seaside Park, from Whitings to Tuckerton and from Winslow Jct to Atlantic City. Make sure to see the reverse points disappear before the return home. When making your runaround at Mantoloking, make sure your car & caboose consist is no longer than 12 cars to make sure you will be able to make the runaround for the return home.
Since all PRRLOCALS paths simulate runs already in progress, it is recommended to end the activity by selecting the “Reach 20 MPH” feature after the final pickup or setout.
[image: image3.jpg]CURRENT
PROJECT

SPEED





To ensure your return trip is having a green signal on your way to the starting point, the user will have to reach the opposite end of the paths (at Sea Girt, Mantoloking, Atlantic City or Tuckerton) do some work there to make sure the reverse point disappear and make the return trip home. 

The CNJLOCALSNB and CNJLOCALSSB Templates

The following templates depict local work with no return paths. For the SB template, the runs cover Southbound from Red Bank to Winslow Jct, from Matawan to East Long Branch and from Red Bank to Bay Head. The NB template follows the same paths but Northbound this time.
The CNJLOCALS Template

The following template depicts local work with return paths to their points of origin. The paths are from Elizabethport to Matawan, to the industrial area South of Elizabethport, to the Bayonne area, to the Eport industrial area and between Jersey City Car car float tracks and Bayonne. 
Also there are two paths between Ft Monmouth and respectively Ft Hancock and the Leonardo Navy pier area. Both runs use the Branchport line and have seven (7) reverse points to negotiate before completing the activities. Make sure to have all reverse points disappear before going the other way. A caboose is available behind the load to be picked up at the end of Monmouth Park yard 2. Once hooked up with your cars to be worked with, simply back up your load, hook up with your caboose and back up into the mainline to start your run.
To make sure you won’t have any additional cars to the ones you have to pickup and also to retrieve your caboose, make sure to deactivate the following feature in the railfill section of AG.
[image: image1.jpg][~ fdd cars o Yard tracks fhat WILL be worked|




For the paths from Elizabethport to the Bayonne area, to Chrome and in the Elizabethport industrial area, the path has been set very short inside the industrial areas. Once out of the mainline, it is recommended to save your act, toggle the switching to permissive and reload your act for the duration inside the area. Once you are ready to enter the mainline, save your act again just before exiting the industrial area, restore your signalling to its original state and reload your act to resume your run back to Elizabethport.  

During your movements inside the designated areas, if you see a STOP signal ahead, you can turn a switch back and forth to change the signal from STOP to STOP AND. If the signal still remains STOP, simply use the TAB button to ask permission to proceed ahead. That should be given with no problems. Before moving backwards to the Elizabethport yards, you will have one last STOP signal before entering the yards. Make sure to ask permission before entering the yards.

For the path to Matawan and return to Elizabethport, be prepared to press the TAB key when approaching Barber for the northbound train, between MP 21 and MP20. An unresolved signalling issue will require the player, after he gets an APPROACH signal and once the STOP signal appears to press the TAB key, thus asking permission to the dispatcher to proceed. You won’t have to reduce speed to proceed in this way (see pictures below)
            (APPROACH and RED signals-see RED circles)                          (RED signal-see RED circle)
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For the run between Jersey City and Bayonne with return trip, it will be highly recommended to toggle the signalling mode to permissive for the entire duration of the activity. The entrance to the Bayonne area is just past Milepost 5 (MP5). Make sure to turn the switch to enter the area. All switching is manual throughout the act, so check your tracks ahead to switch properly to the right track throughout your activity.
The YARDS Template

To operate the template with minimum inconvenience with signalling and switching, you are highly recommended to toggle the signalling mode to permissive and the switching mode to manual for the whole duration of your activity.

Just a reminder that if your have problems with coupling or bounding box issues, you may have to adjust manually the settings of your engines or rolling stock. Most issues can be looked at by the user. If not, tutorials or topics tackling specific problems are available inside many of the well-known MSTS forums or sites.
Sincere thanks to Ted Sloan (smokeytc) and Benny (bennycdn) for helping me for testing the whole route and recommendations to improve the package.

               I hope you will enjoy for hours this template. Don’t hesitate to contact me if necessary at photoman_57@hotmail.ca or directly in the Skyline forum (See topic link above). Registration will be necessary for new forum members. I’ll try to address your concerns to the best of my knowledge.

Denis Gionet
November 2012
The following are general information about AG4 and its use
(Details may not apply to the current template)
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. 

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. 

