Generating Activities with Activity Generator 4

For

Lehigh & Hudson River v. 3

OPERATIONS

The template for Richard Shirey’s Lehigh & Hudson River route can generate fun and realistic activities, similar to, though not by any means duplicating, the actual operations on this portion of the 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!

This version of the LHR template uses many download rolling stock files from the t-s file library, 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.  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 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 template traveling in the opposing direction to the player train.  Also, AI traffic has been added on several of the intersecting lines.  Because of the many variables to choose from when generating activities, and because some players work faster than others, it is possible that AI traffic will interfere with an activity to the point of not being able to complete it.  If this occurs regularly, simply generate the activity over again with the option of no AI traffic.  As an aid in completing activities, please heed the suggestion regarding saving the activity before leaving a passing track (item 8 below).  This way, if the player leaves a passing siding and experiences an unexpected event, then the activity can be restarted from the saved file.  Wait for the AI train to pass, save again, I repeat, save again, and then leave the passing track.  To help with AI traffic, a “schedule” is included in the documentation which shows possible arrival times of the AI traffic at the various passing tracks.  Note that the scheduled times are the earliest that you will expect the AI train.  Depending on player train actions, the AI trains may well be delayed to later arrival times at any given location.

(7) In general, for trains over about 25 cars, additional locos may be needed.  The player consist of two RS3’s is good for about 25 cars, but may not be able to maintain track speed on certain grades.  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.  Optionally, if you want an additional challenge, you could use the old railroad practice of doubling the hills, i.e. taking only part of the train and then returning for the rest.  Remember also that you may need the helpers for brakes!  This applies particularly to the line to Port Morris, which has several serious grades.

(8) The signals on the LHR are prototypical APB and work differently from those of many other routes, particularly at the ends of passing sidings.  [Be sure to read all of the documentation on signals provided with the route, especially the instructions about the end of siding marker – a yellow triangle.]  The signals are placed on the single track just outside the passing siding, with no signals at all on the two passing tracks.  A green light on these signals, when exiting the passing siding (either track), may not be a green indication for the exiting train!  Be sure to watch the position of the track switch in front of the train.  Often, if the switch is opposed to the player train, this is an indication that an AI train is approaching, even if the signal is green.  Because it is impossible to plan out meets with AI trains when creating a template, it is recommended that the player should save the activity prior to exiting a passing siding regardless of the signal or switch position.  This is particularly important when eastbound out of the Girade passing track, headed for Maybrook.

(9) Regarding paths, as you move back and forth dropping and picking up cars, some of the track switches may realign to a different path.  This is because of the paths required by AI traffic.  Be sure to verify your route vs. track switch alignment.  Otherwise, you may encounter an unexpected event!

(10) As a reminder, AG4 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 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.  Be sure to pay attention to the position of track switches along the main line as you progress down the RR, since changing the track switches might cause certain track switches to be left in the wrong position, and can even cause the dreaded AI traffic stalemate.

(11) When work is scheduled for Greycourt, the player must manually throw the track switch at West Hudson Jct. in order to reach those tracks; the path does not go there directly.  Suggestion:  only take the portion of the train needed for work at Greycourt, and leave the rest of the train on the main at the junction, as a “place holder”.  Otherwise, when the player train returns, the user may experience an unexpected visit from an AI train!

(12) Several areas along the main are designated as “yard limits”.  The main impact of this is in reduced speeds.  Because the speed reduction is very abrupt, the player should be aware and plan accordingly.

You will find a spreadsheet with this template to aid in activity creation.  It lists all sidings for this route, giving pertinent information.  There is also a list of rolling stock, including the file names.  In addition, a schematic map is provided which includes the updated route information.

