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

for the RF&P2 route (route built by Steve Dunham)

The RF&P2 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 RF&P2 route is a CSX-operated 55 mile route located Between the town of Fredericksburg and Washington.  It represents the route circa the summer of 2001. Notes were used, topographic maps, a Federal Railroad Administration capacity study of the line, photos, timetables, and an old Trains magazine with a trackage and altitude map. The grades, curves, switches and so on are approximately correct. Because of its details, you may have to lower down your graphic sliders to improve its performance.

The era for the template is in the 2001 era. The main player engines are SD40-2’s from the SLI CSX Engine pack from Streamlines web site. (www.streamlines.ca) which contains weathered GP38’s and SD40-2’s. In addition only seven downloads (from TS.com) will be needed to use the templates. Details of the rolling stock required are available on a document called Rollingstockrequired.doc included with the template package. Just remember that you can change the required rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal requirements.

The template package for the RF&P2 route includes Northbound (NB) and Southbound (SB) templates. The sidings used with each template were chosen considering those that were serviceable according to the direction of the player 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.

Please take note for the purpose of the RF&P templates, the auto train area will be used as a yard for multiple car type pickups and setouts. From a #2 view (and the scenery density at 10) it isn't that evident to the viewer that the area could be one yard for passenger engines and passenger cars because of the platform present in the area. This is why the vocation for the area has been changed for the AG4 template.  

SOUTHBOUND TEMPLATE: Configuration of some areas will make tasks quite complex to succeed in some challenging switching. Take note that in the area including the Cameron, Van Dorn, Vulcan and Lunt sidings, you will have to deal with some complex crossovers between MP 104 and MP 105 to reach the area. Here are included two screenshots to reach the North and South Main tracks . The North main is the only way possible to reach the Van Dorn st. Northside industry and the Vulcan Sand tracks while the south is the only way to reach the Lunt, Cameron and the Van Dorn st. Southside factory sidings. The North and South tracks have no crossovers to the other track in the area sidings. As to the south track access, make sure to press the TAB button to get clearance from the dispatcher. As you can see in the map, there are lots of red signals close to each other in distance. And to help you with the south main track crossover, you should see 2 empty centerbeams on your left and 2 hoppers on your right when making the proper crossover. Also you will have to change the switch settings to manual in AG4. More details later ahead in the readme file. 
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At Washington, when starting your SB template, if your initial train 5 car maximum load are autoracks, make sure you clear the switch behind the autoracks while waiting for an AI at the very beginning of your activity. You will have to come very close to the red signal to clear the switch, so be very vigilant while approaching the signal. If you have to work at the Pepco area, you will have to crossover at the SRO interlocking area (MP109) to the south main track, clear the signal, move back past the signal, crossover to the third line and proceed to the Pepco area. Don't forget to ask permission to dispatch during the procedures for clearance, also at MP106 before entering the Pepco area. Once your work finished you will have to crossover twice past MP 105 to get back to the main. The first AI train gets to the area 50 minutes after starting the activity. So you have approximately 30 minutes to do your operations and clear the area. 

Take note that in the Pepco area, you will need to move your engines from the back to the front before proceeding out the area towards the main. However you must know that in order to succeed, you must handle not more than 5 or 6 cars at a time as shown here in a screenshot of the red section that will allow you to move your train to the other end.
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NORTHBOUND TEMPLATE: In the auto-train area  check the following screenshot of the area. If you have to work more than five cars inside the area, you may have to repeat the operation because of the limitation as indicated here. In addition, the configuration of the two engine tracks will require to do the same procedure as in Pepco in terms of moving your engines to the other end. Don't forget that you must move your train backwards into the main, crossover to the other track and proceed Northward. Once you have made the crossover on the main, make sure the reverse arrow disappears before moving forward.
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 The next shot indicates the crossover paths in order to reach the following sidings (main player path in green)
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Once your have made your pickups and setouts in the Lunt and Van Dorn southside sidings, you will have to move backward into the Cameron siding, leave your cars inside,  move your engines to the other end and proceed with the engines at the front end to the Northbound main and finish your task.( see screen shot)

If you begin your activity at the Van Dorn North main track, just remember that you can still access the south[image: image7.jpg]


 track and the Lunt as well as the Van Dorn Southside sidings. The following screenshot will give you the exact location of the crossover.
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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 consist starts with two SLI CSX sd40-2’s, which are good for about 25-30 cars.

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.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. 

Denis Gionet 

