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

for the Port Ogden & Northern (PO&N) v. 11 route 

(built by Jim Ward)

                The PO&N Template is an Activity Generator template file. You will need to have Steve Davis’ Activity Generator’ Activity Creation Utility for MSTS installed to use this template to create your own activities. For more information on this utility for MSTS, please visit http://www.skylinecomputing.com.

Due to the very special nature of this route, I highly recommend you reading the routes files that comes with the route to understand more the mechanics of the route, including speed limits issues, train meets, signalling, etc... Here’s a quick summary of the route.

The PO&N template is a fictional freight route with mountain grades and branch lines, mining, logging, farming and oil industries and is a maze of twist and turning tracks. The PO&N route is actually 2 parallel routes: one for AI traffic and the other for the player activities. The route is more designed for peddler freight trains and have shorter consists than the typical route seen elsewhere. In the AI traffic and player consists which came with the route, the maximum cars seen were at 20. Longer consists may become a problem if you have to stop for AI trains and due that some sidings are very short. This is why it is recommended to limit to around 20 (including the engines) the maximum of cars in any consist when handling freight inside the PO&N route. 

The PO&N route template has 18 different paths and has over 230 serviceable sidings to work with. As mentioned earlier, the number of cars in any consists should not exceed 20. AI traffic is very present and will require vigilance from the player because the signal can change quickly with very little delay to stop. The main player will be two (2) PO&N SD40-2 units and with their 6000 hp combined it is recommended to keep both engines or unless you have very few cars to handle because of some heavy grades in the route. 

Other that the defaults cars used in the template, there will be only eight (8) additional downloads, including  many of the PO&N stock, including "F"units, GP38-2's and sd40-2's. That is why the timeframe for the template will be around the early 70's, when GP38's and sd40's came into service. Remember that MSTS Bin will be a definitive asset because of its ability to switch cabs when reversing or during other switching tasks.

Here the detail of the download files needed, available all at Train-sim.com

	297_300.zip
	bn_wchip.zip
	fskinpon.zip

	po&ncab.zip
	poncoal.zip
	ponfrght.zip

	ponsd402.zip
	ugpac1.zip
	


Just remember that you can change the rolling stock with Activity Master or ConBuilder to suit your requirement needs. Also you can add a caboose to your consist. AG provides such feature. Simply use the change engine feature and select the caboose file you want to use at the end of your consist. Here in the template, the PO&N caboose is used in the template.

During testing of the route, wheelslip problems have arisen with the F units (or maybe the other diesels). Even after applying sand the wheelslip light would remain on and the train would have trouble speeding up. There have been some topics in the TS forum which has tackled this gravity issue and a patch was issued for the route. Once installed, that will resolve the issue. Here's an address to get the patch:

http://hawkdawg.com/MSTS/rts/routes.htm


Also since most of the rolling stock is quite some years old, it may not have the most recent physics in term of coupling issues, such as coupler break, not coupling cars or locos or causing a derailment. If you experience such problems, you may have to change the coupler settings such as the Break, Stiffness, r0, Dampness, Automatic or not and add front couplers, etc… With Route Riter or EngMod, you can change the settings to resolve the problem. Even after solving the issue, you may end up with some of the cars not coupling or causing a derailment when trying to couple . If that happens, try to save the act and restart  or simply recreate again the same act in AG. In my case it has solved the problem. 

You may consider some of the coupler topics like the following to help with the problem:

http://forums.flightsim.com/vbts/showthread.php?t=219356&highlight=coupling
 To help in work selection, Maps of about 40 regions with their markers included will help in determining the tasks according to the path that will be used. Depending of the path, take note that not all cars in the same region may be reasonably serviced. This is why it is recommended to print the region maps and from there make your selection.

Paths starting from and ending to the Shea Coal mines:

If you are expected to work inside the area it is recommended to handle no more than 10 fully loaded coal cars because of the steep hills inside the complex. You can handle more with empties if the tonnage is lighter than the 10 loaded coal cars. Also take note that for some reversing tasks moving up and down around the fourth level, it is recommended to work with a maximum of five (5) cars at a time due to the short section of track available when entering or leaving the fourth level.

Path from Tokyo to Anderson:


Please take note that there are no sidings to work with along the extension from Tokyo to Sundermeyer. However, the path has been created to provide some eye candy (including Ai traffic and some loose consists) along the first part of the extension combined with some switching from Sundermeyer to Anderson. Along the Tokyo branch you may require to stop in your way to Sundermeyer to wait for a green or to takeover a waiting AI waiting for you to pass. 

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. The player consists for the PO&N route are two sd40-2’s for the PO&N Template 

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 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
