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

For the MKT Sub (using the A&O Sub route from Virtual Scale Creations (VSC)
(Route built by Andre Ming with MKT Freight pack from Gaétan Bélanger)
(Route modifications made by Denis Gionet with André’s permission)

The MKT Sub 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 MKT Templates takes you into the virtual MSTS world where the MKT Railroad has purchased the young A&M railroad and has renamed the former A&O Sub the MKT Sub. The route is 40 miles long and covers from Seligman going east to the cities of Urbanette and Berryville, both located a few miles apart at the Eastern end of the line. 

To accommodate the current template package and with permission from André Ming, the route’s creator, small route updates were done by stretching existing sidings and renaming some sidings. A big thanks André, much appreciated. Also thanks to Stéphane Benoit (Bennycdn) for testing the present template.
IMPORTANT: Template and Route installation

It will be highly recommended to install separately the A&O route as a mini route installation and install the template package and the required downloads inside the newly created Train Simulator folder. Please see the TrainSim Forum or other train Sim sites for information how about installing mini-routes.
It can still be possible to install the package in your current TRAIN SIMULATOR folder containing the original route and overwrite some of the fourteen (14) track database and world files. However, it will be not guaranteed the A&O default activities coming with the route will work properly. This is the reason behind the suggestion to have everything installed separately as a mini-route (as a second installation) if you wish to keep the original route and activities intact in your default Train Simulator folder.

For those interested to install in their current folder, the original route and world files modified to accommodate the current template will be available in the template package. If the user wishes to restore the route back to its original settings, he will simply unzip the fourteen (14) modified route and world files, overwriting the modified files and restoring the route as it was before the change. However, this will render the template package unusable if restoring the route. To reactivate the template package, simply reinstall the template package.

In addition to the route package, here are the required downloads to run the templates
From BLW/ZT: 

The MKT Freight Pack and bonus pack
From TrainSim.com:

6pack29.zip

cwrflat.zip

ne16pk10.zip

spschip1.zip
Selection of car length has been set not to exceed 15 meters to increase the number of cars to handle and car-capacity of sidings has been increased. This will accommodate longer consists.

Just remember that you can change the required locomotives or rolling stock with Activity Master from Skylinecomputing.com or ConBuilder to suit your personal requirements. Make sure your modified freight rolling stock doesn't exceed 15 meters in length.

The template package for the MKT Sub route includes Westbound (WB), Eastbound (EB), YARDS, LOCALS and the CITYXTRA templates. AI traffic is present to add eye candy and to allow some meets in the acts. Use of the MSTS Bin will be a definitive asset in performing some reversing or shunting tasks, because of the Bin’s ability to switch player engine cabs.
 Remember that not all sidings may be reasonably serviceable according to the direction of your train and from where your player train starts. The template package has up to 75 serviceable sidings.
To help with work selection, Moe Smith has created an updated map system and is included in the template package. Thanks again Moe!
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. By default the player engines do not include at start a caboose. However with AG4, you can easily add a caboose as shown here in the following screenshot. The cabooses available for the templates are the MKT_Caboose and MKT_CabooseA.
Since the era set for the game was seeing the gradual end of the mandatory caboose, you are not required to using one at all times although the AI trains have all cabooses 
Here are some details about the templates:

Mainline (EB) and (WB) templates

The following templates are mainly runs between Big City (West of Seligman) and Smalltown (East of Urbanette) with some work in selected sidings along the way. The templates depicts runs that are already in progress between both cities
For the WB Template, the user must select as final destination the To Big City siding. The player train is not required to slow down and/or stop to end the activity, as long as the whole train is within the siding limits to end successfully the activity.

For the EB Template, the procedure is the same as with the WB template. Simply reach the To Smalltown siding and MSTS should end the activity with success. At Seligman, you can hook up with a caboose, located at the end of the Seligman Pass trk siding. 
AI TRAFFIC on WB and EB templates
                        In the present template package The MKT Sub 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, a special map has been created with the scheduled passing of the AI trains at meet 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. Here’s an image of the document. Take note that the present traffic patterns is only for the WB and EB templates (See map below)
[image: image1.jpg]To Prepare your meet:

1) Take the siding where you are
expected to meet and stop
before the end of the siding.

(2) Reverse slightly and stop while on

. reverse...and enjoy the scenery
e\
P ender (Always save your activity before your
Selgman 107 scheduled meet, just in case...)
Westhound s nBLUE
{Forthe €8 Templte)
shis
L Crokan
Eastbound traffic in RED 4 ,\ ‘Superior
(For the WB Template) LR -~
- — Y shos’

Freeman®® o8
y .

Traffic Patterns .
for the MKT Sub J—"CY
EB & WB 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 for print.
Also to note when preparing your meet, do not cross the switch point at the end of the waiting siding. 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 switched the oncoming train into the siding and you may not be able to turn it back to allow the AI to pass on the main, 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.
Take note that to be able to meet a passing train at Beaver, your player train must have a maximum of 15 cars. If your load is longer, you may consider meeting your AI train at Walden or Elk Ranch. 
LOCALS Template
The template depicts some local runs between Urbanette and Superior, between Berryville and Freeman, between Eureka Springs and Junction and finally between Seligman and Walden. All have return trips to their point of origin
YARDS template
The template depicts work in Urbanette, Berryville, Eureka Springs, Walden and Seligman to handle cars inside and around the surrounding areas.

CITYXTRA Template

Exchange of goods between Urbanette and Berryville in peak periods requires extra runs other than the mainline and local runs. The current one is an occasional extra run between both cities on both directions when needed.
For the run beginning in Berryville, you are expected to wait at Freeman for the WB mainline train to clear the area to finish setting some cars at Freeman. The train is expected to leave at around 16h17.

From both locations, you can hook up with a caboose, located at the end of Urbanette’s North 2 and Berryville’s Yard 2 sidings.
Other details on all templates:
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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. In the TrainSim site, downloads like EngMod (engmod20.zip file for coupler setting adjustments) and Bounding Box Editor (bboxv1_2.zip file for Bounding Box issues) can help with such adjustments.  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. 
The following are general information regarding usage of different aspects of Activity Generator:
(Take note that some aspects may or may not apply with the present template) 

The following are general information regarding usage of different aspects of Activity Generator: 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.ca. 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 
