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

for the Dominion Atlantic route version 2 (DARv2) built by Paul Charland
small route update by Denis Gionet with Paul’s permission
 The DARv2 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 Dominion Atlantic Railway was a subsidiary of the Canadian Pacific running from Yarmouth in the south, along the western region of the province to Windsor, then east across the province to Windsor Junction and into Halifax over the Canadian National using trackage rights. The route covers about 110 kilometers of the Halifax and Kentville Subs, which is from Windsor Jct to Annapolis Royal, Nova Scotia.
Here are the required download files, all available in the TS web site.

alco251x.zip

amcpk01.zip

canlo7pk.zip

cn_rs18.zip

cndcpk04.zip
cndcpk05.zip

cndcpk06.zip

cndcpk07.zip

cndcpk08.zip

cndcpk09.zip

cndcpk10.zip

cndcpk11.zip

cnr_vans.zip

cpgypgon.zip

cpr_vans.zip

cpr-pc-rdc-1-1.zip
cprvansw.zip

cpsw10pk.zip

dar_s3s.zip

fg_ge45t.zip

The timeframe of the template is in the seventies (70’s).
During the seventies, cabooses were still in use and you can select the following as cabooses in the Change engine feature of AG.
CPR 436617 to CPR 437245

To help with work selection, a map of the route is included with the route package drawn by Paul himself. There are thirteen (13) templates available for the user with about 175 serviceable sidings. Most of them represent some of the trains that were in operation in the 70’s. It also includes a CN template, depicting a short run on the CN line which crosses the DAR in the Middleton area.
Additional information can be seen in the topic for the templates in the Skyline Forum.

Simply click on the link below:

http://skylinecomputing.com/forums/index.php?s=9782f63c49fb6689a4cfda2e80c43efe&showtopic=960
Since the DAR route is dark territory, most of the paths were made very short to allow some AI traffic. That will render all switching manual throughout the entire DAR system. 

In many of the templates, to allow a continuity of the run, some sidings on the route’s extremities were created. That means the following sidings ‘To Halifax’ ‘To Yarmouth’ ‘To Truro’ ‘To Bridgetown’ ‘To Bridgewater’ must be set as final destination for those templates that have one of the sidings as final destination. The player doesn’t have to stop inside the sidings. Simply run the train at the permitted speed into the siding’s limits. Once the train gets inside the siding, the activity will end successfully.
The previous sidings mentioned above were part of a small update with Paul’s permission to accommodate the present template. A big thanks Paul for your permission.

The original track and world files that were modified have been saved in a folder named ‘Original Darv2 Track and World files’ in case someone wishes to bring the track to its original route settings. Simply copy the files inside the folder to overwrite the files in their respective DARv2 and WORLD folders..
Like for many of the present templates, some of the sidings have been set to be used only as Source or Work tracks only. Please look at the configuration of each template and follow instructions to make the best of each template.

Here are some details, mostly provided by Paul of each of the trains and corresponding templates:

The DARv2M21_M22 Template

Train M22, the Mixed, carries about a dozen cars a day that are destined for south of Windsor, this is CN interchange traffic from the west and Newfoundland. The train also carried the odd car for Brooklyn and a few cars for Windsor. This train also is responsible for and local work performed in Windsor and any cars for across the causeway in Falmouth. The train returns to Truro as M21 in the mid afternoon.
The DARv2Tr24 and DARv2Extra8137Templates

Train 24 originated in Kentville, as a way freight, working it's way to Windsor. The train also carries all the cars for CN Truro that came down on M22 in the previous days. There is no return for Tr 24, it returns as "Extra 81something", the something being the engine number of course. It works it's way back to Kentville, servicing the customers as it can, some, like Hostess Foods do not get serviced as there is no run around in New Minas, so the cars heading for them will be taken to Kentville and spotted the next morning by Tr 24.
The DARv2Tr26 and the DARv2Tr50 Templates

Train 26 run along the Kentville Sub from Annapolis Royal to Kentville. From Kentville, Train 50 runs inside the Halifax Sub from Kentville to Halifax. As for train 50, make sure to select the ‘To Halifax’ siding as final destination to end the activity.
The DARv2Tr25(Hfx Sub) and DARv2Tr25(Kent Sub) Templates.

Train 25 cover from Halifax to Yarmouth. Here the train has been divided into two templates, one for each subdivision. The DARv2Tr25(Hfx Sub) starts at Windsor and ends in Kentville. The DARv2Tr25(Kent Sub) Template starts in Kentville and ends west of Annapolis Royal. For the one reaching Annapolis Royal, make sure to select the ‘To Yarmouth’ as final destination to end the activity.
The DARv2KENTVILLETemplate

the present template does ... well, Kentville and the surrounding sidings. One DAR S3 is the player train. 
The DARv2KINGSPORTTemplate
The template depicts a return trip from Kentville to the Kingsport spur area to service some sidings located in Stream Mills. Once done, it returns to Kentville. One DAR S3 is the player train for the run.

The DARv2FUNDYGYPSUMTemplate
The template depicts some exchange of empty and loaded gypsum cars between the Hantsport gypsum sidings and the ones located inside the Fundy Gypsum sidings. 

The DARv2LOCOTemplate
This one depict one S3 moving engines inside the shops for maintenance or back to storage once repaired or maintenance finished. Unpowered SW1200 and RDC units have been created (with Route Riter) for this template. Since no modification to the original engine files have been done, there are no copyright issues with this procedure.

The DARv2CNTemplate
There is a short CN section crossing the DAR line at Middleton and CN is also allowed to do some work in some parts of the DAR line inside Middleton, in addition to some along the CN line. Don’t forget to select the ‘To Bridgetown’ or ‘To Bridgewater’ sidings as final destination to end the activity. 
At the start of the activity, a CP train, currently ending some work near the junction, is blocking the DAR line and should leave the area in 3-4 minutes. Once cleared, you can slowly proceed on the DAR line to resume your activity.

The DARv2GYPSUMTemplate
The Gypsum train brings Gypsum cars from two mines East of Windsor, along the Truro Sub: the Miller Creek and Wentworth mines. Once retrieved, they are brought to the Fundy Gypsum plant in Hantsport to be processed and shipped by cargo ship.
The activity starts at Hantsport. Retrieve your empty Gypsum cars (as work track only), bring them to the mines, retrieve your loaded Gypsum cars and bring them back to the Hantsport loaded Gypsum siding (as final destination only) to end the activity. 
You may have to make more than one attempt to have a reasonable number of cars when creating your SLG activity. To increase your chances of a larger number of cars, simply activate the following below in AG’s main screen and set the maximum total cars to handle to 99 as well as the two (2) other car settings to the same number. Also select as below the following in AG’s main screen:
[image: image1.jpg]Force all Industry tracks selected for pickup, to pickup all cars on
track (subjectto user limits above)





In addition, a loose consist has been placed in the empty Gypsum 2 siding to help bringing more realism to the Gypsum run, which is usually around 23 cars pulled by two (2) sw1200’s and your caboose. 
During your activity creation by AG, if the number of cars AG selects is insufficient, you can decide to hook up with some cars of the loose consist to bring it up to 23 cars or around if desired. Once done, simply resume your run to destination. Your activity will be successful, even if you have such additional cars, as long as your designated cars gets within the limit of the siding selected as final destination.
AI TRAFFIC                        
In the present template package The DARv2 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, two (2) maps have been created with the scheduled passing of the AI train at meeting 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. 
Due to traffic issues with Westbound trains during its construction, only Eastbound AI traffic timetables are available for the Tr25(Hfx Sub), Tr24, M21_22, Xtra8137 and Tr25(Kent Sub) Templates.

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.

Also to note when preparing your meet, do not cross the switch point where the train is expected to cross the mainline. 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 turn the switch into the siding and you may not be able to turn it back to allow the AI to move along the mainline, 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.

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”

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. Despite the effort of rolling stock makers to create material with the least problems possible and since some of the rolling stock used for the template are a few years old, coupling issues may arise during your work. 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.

              I hope you will enjoy for hours this template package. Sincere thanks to Benny (bennycdn) for testing the templates. A special thanks to Paul Charland, the route’s creator for providing additional details of the train operations inside the DAR network. Don’t hesitate to contact me if necessary at photoman_57@hotmail.ca. I’ll try to address your concerns to the best of my knowledge. 

General information about the use of AG

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









