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

for the Mountain Electric route template (built by Lukas A Lusser)

The Mountain Electric 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 Mountain Electric route is a fictional route run on electric motive power, an American-style reproduction of the MSTS Innsbruck-St.Anton route and combines with other features found in some other routes. Two lines are part of the package: The Mountain Electric line (MtE) and the Valley Transit line (ValleyT).

The main Mountain Electric line starts east at Bridgeport, a densely populated area and goes about 65 Miles West to the town of Stanton. It is double track for 30 miles (Bridgeport to Cassandra) and turns single track with passing sidings toward Stanton. There is also a branch that leaves the main line at Lands Bend (MP 46) and climbs a few miles up to the town of Watt. Terrain is mostly flat from Bridgeport (MP1), starts to climb around Lands Bend (MP 46) and becomes mostly mountain grade towards Stanton. 

The second line is the Valley Transit route. It is 27 miles long and is mostly a commuter route with some freight service along the line. From Bridgeport, it has many streets with double tracks and sharp curves, leads outside the city westward and becomes single track with some very short passing sidings towards the towns of Priestville and Alexville. The commuter service is composed of electric railcars. Because of the short passing sidings and sharp curves inside the line, only 40 feet long rolling stock will be used, otherwise using the default MSTS equipment may cause stalls at some areas inside the route. Railcars used in the route are capable to negotiate those curves.

The main player engines for the Mountain Electric route are two P-motor electric boxcars delivering a combined power of 2680hp (a SD40-2 is about 3000hp).  The main player engines for the ValleyT route is by two small B1 electric boxcars, with a combined power of around 1150 hp. 

In addition to the route files, here are the required files to use the templates: 

From the Train-sim.com library (11 files):

mtemot.zip                                40ffgent.zip                                     bn_wchip.zip

box_cbq.zip                               box_sps2.zip                                   covhops1.zip

crr2coal.zip                                llw40gon.zip                                   scmgpk2a.zip

scmgpk2b.zip                            ugpac1.zip

From the Mophouse-MLT downloads library (1 file-including the file’s location inside the site)

BEW_Gondola_Loads.zip

(The Mophouse-MLTDownloads // MLT DOWNLOADS // MLT Downloads File Library // Other Railroads Freight Equipment // BEW Freight Animation Gondola Loads)

You can change the rolling stock with Activity Master (from SkylineComputing) to suit your personal preferences. Take note of the following: make sure that replacement of freight cars must not exceed 25 meters in length for the main route and 13 meters (or 40 feet) for the ValleyT route.

The complete route package has about 130 serviceable sidings, 120 for the main route and 11 for the ValleyT. There are three templates for the Mountain Electric route: two (WB and EB) for the main route and one for the ValleyT route. All templates come with AI traffic, passenger and/or freight. A map for the route (By Craig Kawahara) is available for download. Also to help in selecting your work, screenshot of the sidings with the marker's orientation is available in the ROUTES folder: one set of maps for the MountE line and the other for the ValleyT line.

Remember that not all sidings may be reasonably serviceable according to the direction of your train. Use of MSTS Bin will be a definitive asset in performing some reversing or switching tasks, because of the Bin’s ability to switch player engine cabs. Maps of all regions with their markers’ orientation are included in the Route’s AG4 MAPS folder, to help you in determining your tasks. 

Here are some additional details to each of the lines templates

The Mountain Electric line:

To ensure passage of AI traffic along the entire route, make sure the number of cars in any player consists does not exceed fifteen (15) at all times, due to the presence of some short sidings along the line. Going over the limit may cause the AI traffic to collide with the last car of your train. 

The ValleyT line:

The ValleyT line is mostly a commuter line but have some sidings for freight service. There are only 11 sidings to be serviced but has AI traffic inside the route. Due to the limited number of sidings, to their short length, to very short passing sidings in meeting AI trains, the maximum of cars in any consist must not exceed five (5) at all times. Also for the same reasons just mentioned earlier, only 40-feet cars were selected to increase in numbers the sidings car capacity and to allow negotiating some sharp curves present in the ValleyT line. To allow maximum activity creation possibilities inside the line, only 40-feet boxcars and gondolas will be used, three (3) of the required twelve (12) downloads are used exclusively for the ValleyT template.

Paths between Bridgeport and Alexville will cross through Priestville. In such instance, players will have to use the Priestville wye,  back your consist inside the wye, switch to the other direction and continuetheir way to their selected destination. Make sure the reverse arrows disappear before reversing. Note that to make successfully your turnaround, only your two (2) player locos with two (2) cars maximum will be able to negotiate the wye at Priestville. Also take note that despite the low numbers of cars to be handled, presence of some steep grades along the ValleyT line will require sanding and full throttle from your two 575hp B1 Boxcars electric engines to climb up the grades.

Here some basic details about the general use of AG:

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.

If the user does want to operate longer trains, then an extra locomotive or two should be added.  AG 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.  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 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.com. I’ll try to address your concerns to the best of my knowledge. For questions about AG itself, you can address them to Steve Davis, its designer at stevedavis@skylinecomputing.com or via their forum at the same site. 

Denis Gionet 

