Generating Activities with Activity Generator 3.0
For

Lehigh Valley Route
OPERATIONS

The template for Werner Mueller’s freeware Lehigh Valley 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.  
(1) This route actually includes eight railroads – Central of New Jersey (CNJ), Chestnut Ridge (CNR), Delaware, Lackawanna and Western (DLW), Lehigh & New England (LNE), Lehigh Valley (LV), Northampton & Bath (NB), Philadelphia, Bethlehem and New England (PBNE), and Reading (RDG) – which are made clear in Craig Kawahara’s map of the route.  Seven of these RR’s are included in this template.  A template for the eighth RR (LNE) was created by Don Klaebel, and is also available at www.skylinecomputing.com.  Each RR is represented by its own template.
(2) These templates are for freight activities only.

(3) Regarding Craig’s map, the alignment of tracks vs. RR is a best guess by Don and myself.  No attempt was made to depict trackage rights, etc.  Please use it for what it is, simply the best map available for this route!

(4) In general, generate an activity which serves trailing point industries.  CNJ is a double track line.  LV and RDG are double track over much of their lines.  The others are either single track (DLW and NB) or industrial (CNR and PBNE).  For double track lines, some planning may be required to access industry tracks “on the other side”.  Player paths are set up for right hand running, so an industry on the left hand track will not be directly accessible.  
(5) No matter what path is chosen, some industry tracks end up being “facing point”.  Note that a runaround track may not always be conveniently located to the industry track, and some planning may be required, including movements of several miles with rail cars on the front of the locos.  But no longer is facing point work strictly for die-hard train fanatics.  The advent of the MSTSbin patch has reduced the difficulty of using the front coupler on locos so much that facing point work is now a joy.  I heartily recommend that MSTS bin be used on this and all MSTS routes.
(6) AI traffic will run in both directions on the player RR in all templates except PBNE, which has no AI traffic, and the NB and CNR, both of which have traffic on the main lines of other RR’s but not on the home road.  For double track lines, the AI traffic will follow right hand running.  Where appropriate, AI traffic on other RR’s is included for “eye candy”, although sometimes it will be on the same line (as with RDG on the CNJ near Catasauqua).
(7) More eye candy is provided by using car strings in tracks which are not a portion of the given template.  Car strings are low-poly versions of rail cars, often representing more than one car (up to 15) in one file.  Visually these cars are pretty good, especially since few of them will be observed from a close distance.  These are not intended to operate in a train.
(8) All trains may take a caboose.  AG has a provision to add a “last car” to the player consist (with the “change engines” option).  You will find that dealing with a caboose adds interest to the operation, including the “5” view.  

(9) 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 track lengths and the program randomizer.  AG 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 industry or yard tracks.  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.

(10) If the user does want to operate long trains, then an extra locomotive or two should be added using the “change engines” option.  The player consist generally starts with two locos (CNJ, LV, RDG, DLW), which easily handle about 25 cars upgrade.  Yes, although they are usually short, there are grades on this route!  Remember that when heading downgrade, train line air must be managed judiciously to control the train since these locos don’t have dynamics.  The player consist for CNR, NB, and PBNE includes only one loco, so plan accordingly.
(11) 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 in a yard and switch along the line!

(12) 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.  Probably the default limit of 30 cars added per track should remain for the CNJ, LV, and RDG, or else the large yards will soak up all the cars, leaving nothing for the rest of the route.  For the shorter templates (CNR, DLW, NB and PBNE) this number can be increased significantly.
(13) As a reminder, AG 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 AG 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 AG 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 AG and toggle the signals and track switches back to the default mode, as strongly suggested in the AG 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.  Many of the track switches along the main lines are AI controlled, and so without the use of AG to convert them to manual, the player cannot get into many tracks.  Most of the industry tracks which are not on the main are already manual, but once in a while you still may need help from AG.
NOTE:  Care should be taken to realign tracks, if possible, on the mainline, especially when using crossovers to reach the other side of double track mains.  If the tracks are not returned to their normal positions, two things can happen.  First AI trains can get bottlenecked if a trailing track switch is closed against the AI path.  Second, and worse, AI trains heading into a misaligned facing track switch may unexpectedly show up on a track which will cause trouble, not the least of which is a collision, ending the activity.

(14) This template uses many downloads for rolling stock and locos.  Most of the downloads are files which are required for the many activities already in the t-s file library.  Consequently, a user who has previously worked with the LV route will probably have most of this stock already on hand.  Included with this template is a list of rolling stock, including the file names for all downloaded stock.  These downloads provide a rich mis of road names and car types which could not be achieved with the default MSTS rolling stock.  In order to spice up the activities, you could add additional rolling stock and locos appropriate to the eastern seaboard.  Note that while eastern stock may dominate, most road names will show up since this is a major traffic line.  Rolling stock can be added to your AG activities using ConBuilder, or you could use Activity Master to make it really easy.
(15) A CNJ local, whether EB or WB, can spend all day working the CNJ yard at the NJ Zinc plant in Palmerton.  Although the line is double track, AI traffic moves both ways, so watch your back!
(16) The CNR template is free form.  I.e. the player path only sets the starting point and train direction, and the player is free to move anywhere.  East Plant Yard is set up to receive incoming cars from West Palmerton Yard which were dropped by CNJ/LV.  Thus the path starting at Palmerton headed west is set up with only West Palmerton Yard and East Plant Yard.  Trains starting in East Plant Yard should either (1) start at East Plant Yard and work the plant, ending at East Plant Yard, or (2) leave East Plant Yard empty and build the train at NJZ 2-5, then work the plant and end in CHR Yard, or (3) should transfer a cut to West Palmerton Yard from East Plant Yard and/or CHR Yard.  CHR Yard is set up to receive cars which will leave the plant via CNJ/LV.  Note the stiff grade on the cinder dump track.  AI traffic moves on the CNJ main, but it shouldn’t interfere because the CNR has no reason to go there.

(17) The DLW is very short, but has a lot of interesting work.  An LNE AI train starts adjacent to the DLW starting point.  If the player is heading all the way to Cement Jct., then the player train can easily get across the crossing ahead of the LNE train.  If, on the other hand, the player is working Lone Star first, then consider letting the LNE train get out of the way first.  It will move slowly, for whatever reason (after all, this is MSTS!), but it will get out of the way after a few minutes.  At Cement Jct., AI LNE trains will come onto the LNE tracks, but not interfere with the DLW, unless you go somewhere you shouldn’t.

(18) The LV is mostly double track except for a 15 mile portion from Lizard Creek to Cementon.  At Allentown, one of the three tracks can be followed a little south to Allentown, but rejoins the double track main shortly thereafter.  For each EB starting point, the player can choose to pass through Allentown or not (designated x-Allentown).  The LV has AI traffic headed in both directions.
(19) Trains on the NB originate at Northampton and can operate as turns, but can run one way if desired.  While NB is short, it has a lot of interesting interchange work headed south to Hokendauqua, and a lot of switching and interchange at the cement plants north towards Cement Jct.    Watch out for the grades.  The little NB switcher is powerful, but the grades are steep, especially just north of the yard.  A lot of unnamed tracks just NW of the yard are not used in the template except for car strings (eye candy).  See Craig’s map.  While no AI traffic is present on the NB rails, you might spot some trains on CNJ, LNE, and LV.
(20) PBNE is included as an experiment.  Within AG it is not possible to set up all the special movements with special cars around the furnaces and into the slag, ingot and hot metal tracks.  Or at least I have not managed to come up with a scheme to do it.  This would probably require a separate template anyway.  But what is included in the PBNE template is movement of all the other cars in the plant – coal, ore, cinder, steel, coil, etc.  No AI traffic in this one.  Hey, the plant is a dangerous place, and you need to pay attention to what you’re doing, instead of watching trains go by!  As stated before, PBNE has free form paths – check Craig’s map, select you starting point and tracks for work, and have at it!  PBNE is a bull ring, kind of like NASCAR at Bristol!
(21) The RDG paths are interesting because they use LV, LNE and CNJ tracks in some places.  From what Don tells me, RDG held a lot of CNJ stock anyway.  Watch out for AI traffic, especially when using trackage rights.  You never know what you might see.
You will find a spreadsheet with this template to aid in activity creation.  It lists all sidings for this route, divided up by RR (including Don’s LNE), giving pertinent information.  Also, I highly recommend Craig Kawahara’s map of the route as an aid for activity creation.
