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

for the Raurimu Spiral route (by Trevor Burt) and route update (by Moe Smith).
The New Zealand’s Raurimu Spiral route 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 Raurimu Spiral route is located between Ohakune and Taumarunui in New Zealand’s North Island. The route is midway between Auckland (North) and Wellington (South), New Zealand’s Capital.
The package contains three templates. The Northbound (NB), Southbound (SB) mainline templates and the LOCALS templates, the latter one is one with return paths from both sides of the world-famous Raurimu spiral route.
The template package also includes the Raurimu Spiral route update by Moe Smith (dispatcher), done with authorisation from Trevor Burt to add names to sidings with missing names. Also is included in the package a set of maps drawn by Moe Smith to be used with the templates. Thanks again Moe!
The 12 basic route files can be downloaded from the following link:

http://tsnz.westek.co.nz/RAURIMU.html
Once the basic route files are installed, unzip the ROUTES and TRAINS folders in your Train Simutator folder to update the route.
If you are unable to run the route after installation, unzip the ENVFILES.zip file in the Raurimu Spiral route folder to correct the problem. 
Here are the required downloads (with respective links) for use of the route and templates

http://www.tsnz.co.nz/downloads/TZRDBRv2.zip
http://www.tsnz.co.nz/downloads/NZR_tanks.zip
http://www.tsnz.co.nz/downloads/nbwagpk.zip
http://www.tsnz.co.nz/downloads/NZR_Nseries3.zip
http://www.tsnz.co.nz/downloads/NZR_50ft_Van.zip
http://www.tsnz.co.nz/downloads/NZR_DIv3.zip
http://www.tsnz.co.nz/downloads/NZR_ClesSetv1.zip
If you have some missing sound file issues, the missing files are available from UKTrainsim.com or where available.
UKTS_2807_UKST_pt1_v1-12.zip (sound) and UKTS_3290_UKST_pt3_v1-0.exe (sound)
You can change the rolling stock with Activity Master (from SkylineComputing), Conbuilder or Convoi to suit your personal preferences.

The Raurimu Spiral route is a SUMMER only route.

Make sure to set your template ACTIVITY in SUMMER ONLY
Here are some details about the route templates.

Northbound (NB) and Southbound (SB) Templates
They are mainline templates mainly from point A to point B with limited pickups along the way.
It is recommended to save your act just before any work, in case of getting a RED signal after doing some moves from both sides of any red signal. In such case, toggle the signalling to permissive mode, reload your saved act, do your work, save again your act, restore your signalling mode to the original setting and reload your last saved act to resume your run.

LOCALS Template

This template depicts local runs with return paths from both ends of the route that is between Ohakune and National Park and between Taumarunui and Raurimu. All serviceable sidings are being used. 

Since there is no traffic included with the present template, It is recommended to toggle the signalling to permissive all throughout the activity to avoid surprises with any RED signal.
For the return path between Taumarunui and Manson’s siding, the player train will have to run to Raurimu to make a runaround and back towards Taumarunui.

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. For each template and path, not all sidings are serviceable. Some of the sidings may be in facing point position for some paths while for some others, the same siding becomes serviceable.  It will be up to the player to check the Activity Editor (AE) or use Moe Simth’s Raurimu Spiral maps. It may be advisable to mark each siding’s marker orientation in the maps. That will make things easier when determining work to be done. 

Operating the different templates may require toggling the switching mode to manual and the signaling mode to permissive in some situations. Back and forth movements while working your cuts may trigger a distant AI train (along single track mainlines) to move inside the circuit or bring a red signal to stay red. In such a situation, it would be recommended to save your act before any oncoming work, toggle the signaling or switching mode and reload your last activity saved to resume work.

Additional information and screenshots of the Raurimu Spiral Templates can be seen in the topic for the templates in the Skyline Computing Forum at the following:

http://skylinecomputing.com/forums/index.php?s=88cf4215851d6d87a4646052103ffaf7&showtopic=945
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.

The following is general information about the use of Activity Generator and all topics may not necessarily apply with the present template package.

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.  NOTE:  because the CN line is double track, operating in manual mode continuously is not much of a problem as long as the player does not cross over to the opposing main and risk a collision with an oncoming train.

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. Sincere thanks to Moe Smith (dispatcher) for his contribution in updating the route which made this template possible. 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 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 

