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

for the Illinois Railway Museum Template (IRM)
Route Building by Eric Olesen (available at www.digitalrails.com)

Template creation by Denis Gionet




 The IRM route 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 Illinois Railway Museum (IRM) is the largest railroad museum in the United States. It is located in Union, Illinois, 55 miles (89 km) northwest of downtown Chicago. It is alongside connected to the Chicago & Northwestern Railroad (CNW).


The template package includes 3 templates and about 25 serviceable sidings. The timeframe of the templates is in the early 90’s, during the last years of the CNW before its takeover by the Union Pacific in 1995.
Attention:For those who had obtained the route before March 2021, the route itself has no marked sidings. Eric Olesen, its creator, gave me the go ahead with the marking of sidings and have sent him the modified TDB & WORLD files to update the route on his web site (digitailrails.com). Thanks Eric! Much appreciated.




If your route had been downloaded before March 2021, I have included the modified TDB and WORLD files to update your route and run the templates. Simply unzip the files to overwrite the original files. Maps of the route with its marked sidings can be found in the MAPS folder of the templates package.
Here are the required downloads for running the templates.
From the Trainsim site (all zip files)
baldwincenter-cabs

bblowup2

bcwmp



bost3331


cbqe5sp


cmstp_ef

cnj_f3



cnl_462


cnw_gp30_set

cnw_sd40-2_kd
cs6pack


csst1beta
dd40x_pack2


demoe8

dwk61



gn_psgr5


gn_u28b


irt_r22g

irt_r29



it_101



lo-v



lv_c420

milwe9



milwef4s


milwep2s


monf1940

mrym_ic_gp11_8733

nzephyr


p-motors


r-n


sf_rsd15


sp_4449_update2



str_20



t_pass


upch3708v2


updd35pk


vt1214



wabf7aba

znhelec


ztbttcombo


ztg1935


ztprrhw

From Belanger Locomotive Works (BLW/ZT)

BLW/ZT Buffalo Mega Pack (and updates)

BLW/ZT Conrail EMD set (and updates)

BLW CNW Equipment pack (and updates)

Here are some additional details for the templates

IRMTemplate

This is the main switching template to the entire museum itself. The Source tracks will be on the Yard 13 tracks, where all types of rolling stock are brought in from outside or be sent out from there. From there, you will switch cars for restauration, repairs or set directly to one of the exhibit areas. The final destination will be the Barn 10 sidings.

Switching to manual mode at the beginning of the activity will be required.

The main player engine for this activity is Illinois Central’s GP-11 8733. However, the player can swap for a steam engine, that is the CN&L 157. To swap engines, simply select your player engine in the CONSISTS/ IRMPlayer Trains folder and overwrite the IRMPlayer file. 
IRM2Template
A CNW dedicated train, a GP30 coming from outside, will be bringing rolling stock for the museum and retrieve other rolling stock for the outside. Work will be done at the IRM Interchange siding at the west end of the line. Switching to manual mode at the beginning of the activity will be required.

Before entering the IRM premises, there is a derail switch point you must remove before entering as shown below. 
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Using the Dispatcher feature, you will see the following path (in red) which stops at the derail switch point.
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On the X spot, direct the path to the side route as shown below
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Once done, you will see the following result as shown below. You can now proceed with your work.
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To end the activity, simply select the following feature in AG
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IRM3emplate
In this template, you will be required to move cars from Yard 13 to the interchange siding and be taken out of the IRM premises and retrieve cars that were brought in earlier and bring them to Yard 13. Switching to manual mode at the beginning of the activity will be required.

.
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 package. 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

