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

for the Monon-2 version 17 route (route built by Rick Berg-route available at mononrr.com)
Small route update by Denis Gionet with permission from Rick Berg
 The Monon-2 v17 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 Monon-2 version 17 is the final version of this excellent route, being constantly improved over the many years Rick had worked on. Well done Rick, congratulations! It covers about 800 miles of track, from Chicago (Northwest) to Indianapolis (Southeast) and from Michigan City (Northeast) to Louisville (Southwest). From an aerial perspective, the Monon entire system looks like an “X”. Both sections criss-cross at Monon. The simulated route includes trackage from the Milwaukee Road between Latta and Bedford. In addition, the New York Central (NYC) railroad runs between Crawfordsville and Indianapolis. Finally included is the Pennsylvania Railroad (PRR) between Monticello and Reynolds.
With permission from Rick Berg, a small route update has been made to stretch the Hammond Yard 1 and 2 sidings to accommodate longer trains at start or upon reaching the Hammond yards as final destination. It is and will be available only in the template package. Big thanks for your permission Rick! Much appreciated. 

Please take note of this: This route update and template had been created to accommodate the 1965-era. 

For those who have not installed the route yet, here are the following steps to install the route and template.

1- Install the route in your Train Simulator Folder. 

2- Change the era (from the default 1950 era) to 1965, running the Era Swap to MONON 1965.bat file
3- Install the template package with update.

For those who have already installed the route, activities and rolling stock, it will be highly recommended to have a second installation as a mini route before proceeding as indicated above.

The timeframe for the route template is around 1965-66. It has twenty-nine (29) templates and around 600 serviceable sidings. Most of the templates are based on train numbers running during this period. Fast Freights are identified with numbers of 50 and higher while locals are identified between numbers 40 and 49. Southbound trains run with odd numbers while Northbound trains have even numbers. Also included is a 30th template (optional) for the GMO (see below for details) 
Other than the Numbered freights, there are templates depicting Yard work in some designated areas, coal runs, limestone runs, runs between yards in the Chicago area, run along the French Lick branch, switching diesels and passenger cars in Lafayette, runs along the NYC, MILW and PRR lines, exchange of goods between the Indy Monon and NYC yards.
A big thanks to Benny (bennycdn) for testing the different templates and also offering some suggestions and providing some details that made the template package reflect as possible the 1965 era in the Monon years.
Here are the required downloads to run the templates (including Five payware packs, all from BLW/ZT)
1-From the Belanger Locomotive Works/Zosatrains (BLW/ZT) (http://www.valleypass.com/Sales/Sales.htm)
The Monon Equipment pack I and all bonuses (payware)       

The Monon Equipment Pack II and all bonuses (payware)           
1970 Northeast Freight Car Pack (payware) 
The Monon BL2 pack (payware)
Tanker Car set and bonus (payware)
2-From the Mophouse-MLT Downloads web site (frankoburns.proboards.com)
C&IM RS1325s by Paul Fowler.  (Available in the Mophouse Library/Locomotives section)
3-From the Columbus Locomotive Works website (http://www.columbuslocomotiveworks.com)
   (Free Registration required) 
Milwaukee Road EMD SD7/9 Set  (click on link)
Nickel Plate Road EMD SD9 Heritage Set  (click on link)
4-From the Trainsim file library (www.trainsim.com) (twenty-three (22) zip file downloads)
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* install in folder bearing the same zip filename 
Additional information can be seen in the topic for the templates in the Skyline Forum( click the link below): 
http://skylinecomputing.com/forums/index.php?s=f653f80dd31666da28a4d9cb473cd57a&showtopic=955
To help with work to be done, Craig Kawahara has updated his map system of the route to v16. The maps can be downloaded from Trainsim.com. Excellent work again Craig and thanks again!

It is recommended to save your act regularly, especially before reaching any working area. Back and forth movements of the player train may trigger a distant AI train to move forward inside the signal circuit and create a collision or a stall, forcing an end to the activity. 
The crew change points between South Hammond (also Michigan City) and Louisville (also Indianapolis) are in Lafayette and Bloomington (McDoel Yard). 
The route does require good computers to run. If your computer freezes while running the templates, you may be required to lower down the graphic sliders and/or reduce the number of railfill cars from the default 500 to a lower number. The latter can also help improve performance.
Just a reminder that if you 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.

Here are some additional details for the different templates
Tr57, Tr71, Tr91 (SB) & Tr56, Tr70, Tr90 (NB) Mainline Templates

The templates depict fast freight trains between the main Yards with minimal pickups along the runs. The main yards are at South Hammond, Michigan City, Lafayette, Bloomington (McDoel) and Louisville. The paths were created to end at the next crew change point or final destination (see above). Trains 70 & 71 run between South Hammond and Louisville. Trains 56 & 57 run between Lafayette and Michigan City. Trains 90 & 91 run between Monon and Indianapolis.

As for the train 70 with the path ending in Lafayette, before exiting the Lafayette downtown area, make sure to switch manually the path to remain on the mainline and then manually switch to the left side toward the Lafayette #2 & 3 sidings as the final destination. On this one, the player path had been configured to switch on the right side of the yards to ensure a continuous path for the AI traffic trains. This is the reason behind the procedure.

Tr40, Tr41, Tr42, Tr43, Tr44 & Tr45 LOCALS templates
The templates are local runs between South Hammond and Lafayette (Trains #44 & 45), between Lafayette and McDoel (Trains #42 & 43) and finally between Bloomington and Louisville (Trains #40 & 41).  
Tr46, Tr47, Tr48, Tr49 LOCALS templates
The templates are local runs between Monon and Indianapolis (Trains #46 & 47) and between Monon and Michigan City (Trains #48 & 49). 

The CHIYARDS template

The template depicts runs between some of the yards present in the Chicago area. There are four paths which start 1- from South Hammond (Monon), 2- From the CB&Q yards (CB&Q), 3- From the ATSF Dearborn Yards (ATSF) and 4- From the IC yard (C&IM).
The YARDS template

The template depicts some yard work inside the designated yards. 
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Because of the very short length of some 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” (See picture) 
The LOCOPASS template

The template depicts some handling of diesel engines and passenger cars for maintenance inside the Lafayette yard facilities. The main player is the BLW/ZT Monon Bonus SW1 local switcher.
The COALLOCALS template

It depicts some local coal runs along some areas of the route. The runs are mostly between Wallace and Victoria. There is one run to pick up some coal cars from the Southern RR at French Lick and to bring them back to Orleans to be picked up on the mainline.
The LIMESTONELOCALS template

It depicts some local limestone runs along some areas of the route. The limestone runs are mostly between Gosport Jct and Bloomington. 
The FRENCHLICK template

It depicts a local run with return trip inside the 16-mile French Lick Branch of the Monon system. It is located between Orleans and French Lick.
The MILWSB and MILWNB templates
They depict local runs inside the Milwaukee line between Latta and Bedford.

The path west starting at Bedford simulates a run already in progress. Cars can be added to the initial consist before starting the activity. 
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For the East path starting at the Latta Yards, since there is no yard at Bedford (its final destination) simply select the Reach 20mph feature (see right) to end the activity:

The NYCSB and NYCNB templates

They depict local runs inside the areas operated by the New York Central Railroad. The areas are between Crawfordsville and Indianapolis (NB & SB), in the Greencastle and Michigan City areas (NB). The path starting at Crawfordsville simulates a run already in progress. You can add up to 25 cars in the initial consist. You will have to wait for a Monon passing train before moving ahead with your work
The path starting at the Greencastle area simulates a run already in progress. Cars can be added to the initial consist before starting the activity. To end the activity, simply select the Reach 20mph feature (see above right):

The PRR template

The template depicts short local runs inside the Pennsylvania line between (1) Reynolds and Monticello and also from (2) Beehunter to Bushrod and the Maumee Mines and back to Bushrod and past. The paths simulate runs already in progress. Cars can be added to the initial consist before starting the activity. To end the activity, simply select the Reach 20mph feature (see above right):
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For the run starting at Beehunter, make sure to ask permission to cross any RED signal before crossing. Make sure to stop your train before crossing the MILW line at Sponsler and let any MILW train if nearby. Any crossing MILW train will stop there for a few seconds making sure to proceed ahead after the crossing. Because of the very short path for the Beehunter-Maumee path, 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” (See picture) 
The INDY template

The template depicts some exchange of goods between the Indianapolis Monon and New York Central yards. It starts at the Monon yards bringing cars to the NYC Moorefield yards. Then it goes back to the Monon yards to end the activity. There is also some local work between both yards, servicing four areas along the run.

The NKP template

The template depicts some exchange of goods at Frankfort starting east, going west and working along the Monon-NKP interchange and two NKP yard sidings. Take note that in 1965, the NKP became part of the Norfolk & Western network. The user can use whether the NKP or the N&W SD9’s as the player engine.

The GMO template (Optional installation)

This template is available to those having Paul Fowler’s (MSTSGMO) Premier Loco Pack (payware). However, this template is not included in the default template package but is available separately in a ZIP file. Simply unzip the GMO Template the same way as done with the default template package. The Premier Loco pack (and patch) includes GP30’s, GP35’s, GP38’s (not GP38-2’s) and SD40’s (not SD40-2’s) and is available in Paul’s MSTSGMO site (mstsgmo.com).
The template depicts a run starting at the GMO Yard in Southwest Chicago with a return back to the yard. It covers 60 miles of track inside Chicago. It has been configured to maximize access to as much yards as possible. Ten yards are covered (two of them from both directions but at different times) and can take between two (2) and five (5) hours, depending of the workload. AI traffic is present and all precautions have been done to minimize as possible any collision since signalling is limited in the Chicago area. Although not impossible, probabilities are slim to encounter any collision with an AI train.

Because of the runarounds, twists and turns all throughout Chicago, here are the yards used in the template the user will encounter in the following sequence. That doesn’t mean the user will have work in all yards, simply to indicate the sequence of work for those included in the workload. Make sure the yards being worked are in that same sequence. Otherwise, you may have left the proposed path and may have trouble ending the activity.
1-GMO Yard (starting point)                            
2-ATSF Joliet Yard


3-ATSF Corwith Yard

4-EJ&E Joliet Yard-North


5-CB&Q Eola Yard-West

6-CNW Proviso Yard

7-CNW Wood Street Yard


8-PRR Yard North


9-Grand Central C&O

10-CB&Q Clyde Yard



11-CB&Q Eola Yard-East

12-EJ&E Storage

13-EJ&E Joliet Yard-South


14-GMO Yard (final destination)

With the optional installation is also included a repainted GMO caboose (see readme) the user can use with the consist.
  I hope you will enjoy for hours this template package. Don’t hesitate to contact me if necessary at photoman_57@hotmail.ca or go to the Skyline forum to address your issues. 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.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






