Generating activities with Activity Generator 4 (AG4)
(formerly Switchlist Generator or SLG)
for the Seaboard Air Line Florida Division v3 route (SALv3)
route built by Carey Stevens

The SALv3 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 Seaboard Air Line Florida Division route and template is set in the pre-SCL era around the mid-sixties and includes mostly trackage from the Seaboard Air Line (SAL) Railroad and some from the Atlantic Coast Line (ACL) Railroad. Both railroads merged in 1967 to create the Seaboard Coast Line.

For the SAL, trackage extends from Wildwood to Tampa, from Plant City to Bradenton via Durant and from Valrico towards Nichols and near Bradley Jct. For the ACL, it extends from the Tampa Uceta Yard (MP878) to Bradenton (MP917). This section is marked CSX but will be rolled back to ACL on an oncoming update of the route.

Since the last route update (v2) a few years ago, the ACL trackage and scenery between Tampa and Bradenton is now complete. Also, the ACL trackage between Tampa and Plant City has been linked. Despite the fact that the section between Plant City and the Tampa Canal needs to completed with scenery, I intend to put markers on the serviceable sidings and put traffic along to create a template covering this area.

Just remember that the template package has been done with Open Rails (OR) in mind and some instructions given in this package requires installation of OR.

Note: This route is hardware intensive. Lower-end computers may have trouble running the route, unless lowering down the graphic sliders. Despite the presence of the EZSTUFF2.BAT, STUFFIT2.BAT, WEEDS.BAT and BK-REM.EXE with the route files, they are not required to run the route. They were omitted to be removed during the assembly of the updated route files and should be removed after installation.

I would like to say thanks to Tyler Bundy, who has created phosphate cars of the era (available in Trainsim) for both the SAL and ACL to accommodate the present template. Also done from Tyler are some low-poly strings of these cars to add railfill inside the numerous phosphate and main yards inside the route. Well done Tyler and thanks for your time taken to create them!

Also, thanks to Benny for your help with testing the templates.


To run the templates, here are the required downloads:


From BLW/ZT(Belanger locomotive Works/ZosaTrains)

The SAL and ACL freight Packs


From Trainsim.com

6pack29.zip*		6pack38.zip*		aclchamp.zip		aclphoshop.zip		fgepack.zip*

airsl11.zip		cydx1.zip*		rccoil1.zip		rrm_np_53-6_flats.zip	sal_rack.zip*		

salphoshop.zip	     	tankcar_8k_gatc_t103.zip	xm50c1972-3ps1.zip	carstring_rev2017.zip	coal_sal.zip*

cs_phosphate.zip	djjxgon.zip		sbde7s.zip		sbdmetr.zip		zt75tofc.zip
	
* install in folder using the same filename






Here are some details on the templates

SALv3ACLEBLOCALS Template
SALv3ACLWBLOCALS Template

It depicts Eastbound and Westbound local runs along the ACL trackage between Tampa and Plant City. It includes EB and WB runs. Although there is no scenery between Plant City (MP864) and the Tampa Canal (MP876), there is work to be done inside this area as well as for the rest of this stretch of ACL trackage. Both activities end once reaching 20mph, simulating continuation EB & WB to their respective final location. Make sure to activate the following below:
[image: ]

SALv3ACLNBLOCALS Template
SALv3ACLSBLOCALS Template

[image: ]It depicts Northbound & Southbound local runs between the ACL Uceta Yards and Oneco. The Northbound run starts at Oneco and will end when reaching and setting out your cars at the Uceta/Rock Yards. For the Southbound run make sure to activate the following right, the activity will end after the last pickup and
reaching 20mph, simulating a continuation of the local run up to Sarasota, 8 miles away.

This stretch of track has little signaling. It is suggested to activate the dispatcher feature (CTRL + 9) to check on traffic along the run. Take note of the areas where trains can meet along this section of trackage.

Between MP880 & 881, …MP885 & 886, …MP888 & 890, …MP898 & 900, …MP905 & 906, …MP914 & 915 (max 12 cars) and …MP917 & Junction with the SAL at Bradenton.

It is suggested to save your activity inside these areas, just in case you are suddenly required to set your train aside to let traffic go through.

SALv3ACLPORTSUTTONLOCAL Template

This run services the Port Sutton area. From the Uceta Yards, you are required to bring your train inside the complex, service your industries and return to the Uceta Yards with your new load.

SALv3ACLPORTMANATEE Template
SALv3ACLMOSAIC Template
SALv3ACLYARDS Template

All three templates are switching templates inside their respective locations. They are the Port Manatee, Mosaic Fertilizer locations and the Uceta Yards area. Make sure to toggle the activity to manual mode to allow turning the switches manually when necessary.

Because of the short length 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”

SALv3ACLLOCO Template

It services locomotives in the diesel shops at the Uceta Yard area. Because of the short length of the player path, 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”

SALv3ACLPASS Template

Here is the scenario: Your 2 F-units are required to assemble your train (maximum of 8 passenger cars) at the Uceta coach tracks and bring it to the Tampa Union Station (TUS). 

Unfortunately, some of the TUS platforms are under track maintenance. That means you are required to set your train inside the REA unloading track 9 siding, a temporary setout track for the passenger train, until you are authorized to switch your passenger train to the first available platform. 

The activity ends once the train is set inside the REA unloading track 9 siding.
[bookmark: _Hlk18353983]SALv3NB & SALv3SB Templates

Both templates are mainline runs between Wildwood and Tampa with pickups and setouts only in Plant City between both cities.

SALv3NBLOCALS
SALv3SBLOCALS Templates

Both templates are local runs between Wildwood and Plant City and from Plant City to Tampa, in both directions, servicing all concerned industries.

SALv3COLEMANTURNTemplate

Inspired by a genuine run in the SAL timetable, it depicts a local run between Wildwood and Coleman and a few miles Southeast into the Miami Sub with a return trip to Wildwood.


SALv3DADECITYTURNSBTemplate
SALv3DADECITYTURNNBTemplate

Inspired by a genuine run in the SAL timetable, it depicts a local run between Wildwood and Dade City with a return trip back to Wildwood. It has been divided in two: SB for the first leg of the run and NB for the return trip.

For the SB template, when customizing the activity, select the “Last Pickup/Setout” feature to allow the activity to end after the last pickup or setout of the SB run.

For the NB, simply select the Wildwood yard as final destination to end the activity.

SALv3GARYSHOPS Template

It services locomotives in the Gary Yard shops in Tampa. Because of the short length of the player path, make sure to toggle to manual mode in order to turn switches.

SALv3TAMPAYARDSTemplate

Exchange of goods is being done between the Yeoman and Tampa Yards. Because of the very short length of the player path, 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”. 

With Open Rails, you will be required to toggle to manual mode at the start of your activity to be able to turn your switches manually. Your activity starts at the Yeoman Yard, bringing your load to the Tampa Yard. Once there, you proceed with your exchange of cars and return back to the Yeoman Yard to end the activity. 

SALv3PLANTCITYLOCALTemplate

It services the Plant City area West to Limona. It starts and ends at the Plant City Yard. 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”. Also, the player may be required to ask permission from the dispatcher (ALT-TAB) to cross any red signal if required. The path reverses just before the limits of the Yeoman Yard. Runaround tracks are located (1) between MP824 & MP825, (2) past Limona, between MP838 & MP839 (capacity of 15-20 cars) and (3) inside the Yeoman Switching Lead track. 

SALv3TAMPAWESTLOCALTemplate

From the Tampa Yard, it services the Shipyard area and the industries located in the Western section of Tampa. Because of the short length of the player path, switch to manual mode at the very start of the activity. 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”. Also the player may be required to ask permission from the dispatcher (ALT-TAB) to cross any red signal if required.
[bookmark: _GoBack]SALv3TAMPACENTERLOCALTemplate
SALv3TAMPAEASTLOCALTemplate

It exchanges goods between the Yeoman Yard and all the industries East and West of the Yeoman Yard. Because of the short length of the player path, switch to manual mode at the very start of the activity. 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”. Also, the player may be required to ask permission from the dispatcher (ALT-TAB) to cross any red signal if required.


SALv3PALMETTOTemplate

It services the Palmetto-Ellenton area. It transfers goods between the Palmetto railyard and the Industries in the Palmetto-Ellenton Area. It also exchanges cars between the Palmetto Yard and the Terra Ceia siding. Because of the short length of the player path, switch to manual mode at the very start of the activity. 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”.

Make sure to activate the dispatcher feature (Ctrl + 9) and check your traffic before crossing the ACL junction at Palmetto. At around 8h06 AM, an ACL Southbound Manifest, who has priority over your train, should pass over the junction. Once passed, you may proceed with your run.

SALv3PHOSPHATETemplate

[image: ]It depicts local runs between Plant City to the Central Phosphate Yard, between Durant and the ACCO, Marden and Polk/Nichols phosphate yards. Because of the short length of the player path, 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”. Also the player may be required to ask permission from the dispatcher (ALT-TAB) to cross any red signal if required. It is then recommended to toggle to manual mode at the very start of these activities.
 
For the run between Durant and the ACCO yards, it will be required to set a number of cars for the initial train (see right) as the Durant siding can only be used as a final destination.


SALv3SARASOTASUBLOCALTemplate

It serves the area between the Plant City Yard and the Edison area with a return trip back to Plant City. Because of the short length of the player path, 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”. Also, the player may be required to ask permission from the dispatcher (ALT-TAB) to cross any red signal if required. It is recommended to toggle to manual mode at the very start of the activity.


SALv3SARASOTASUBNBTemplate 
SALv3SARASOTASUBSBTemplate 

[image: ][image: ]It is a local run inside the Sarasota Sub from Sarasota to Durant with a return trip back to Sarasota, South of Oneco. The run has been divided in two: NB and SB. The SB run starts at Durant and the NB starts at Oneco.  For the SB template, when customizing the activity, select the “Reach 20 MPH” after the final pickup or setout to end the activity.

For the run between Oneco and Durant, it is recommended to set a number of cars for the initial train (see right).


Take note of the areas that will allow train meets between Ellenton and Durant: between MP860 & 861(35 car capacity), between MP848 & 849 (40 car cap.) & between MP844 & 845 (25 car cap.) Car capacity includes engines and caboose. It is recommended to activate the dispatcher feature (Ctrl +9) to monitor and/or control train operations inside this area.
SAL2VALRICOSUBEBTemplate
SAL2VALRICOSUBWBTemplate

From the Yeoman Yard, both templates are locals handling the Valrico Sub towards Bradley Jct, passing through the Marden Phosphate Yard.[image: ] For the EB template, when customizing the activity, select the “Reach 20 MPH” after the final pickup or setout to end the activity.

[image: ]For the WB Template to Tampa, it is recommended to set a number of cars for the initial train (see right).

Edison and Durant are the only areas trains can meet. You can activate the Dispatcher feature ( Ctrl + 9) to monitor/control the flow of trains between Bradley Jct and Valrico.

SALv3TROPICANATemplate

It depicts switching cars inside the Tropicana Plant complex in Bradenton. Because of the short length of the player path, 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”.

It is recommended to toggle to manual mode at the very start of the activity.

SAL2YARDSTemplate

It depicts switching inside the Wildwood and Yeoman yards. Because of the short length of the player path, 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”. If necessary, the player must ask permission (ALT-TAB) from the dispatcher to pass any red signal.

It is recommended to toggle to manual mode at the very start of the activity.


Just remember that you can change the required locomotives or rolling stock with Activity Master from Skylinecomputing.com or ConBuilder to suit your personal requirements but at your own risk.

Just a reminder that if your have problems with coupling or bounding box issues, you may have to adjust manually the settings of your engines or rolling stock. In the TrainSim site, downloads like EngMod (engmod20.zip file for coupler setting adjustments) and Bounding Box Editor (bboxv1_2.zip file for Bounding Box issues) can help with such adjustments.  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. 

You can view additional information and some screenshots of the route by clicking on the SAL Florida Division topic in the Skyline Computing web site forum (www.skylinecomputing.com/forums/index). Click on the following link:

http://skylinecomputing.com/forums/index.php?s=8544d6b233167f93e6378e6920380845&showtopic=1032

	















The following are general information regarding usage of different aspects of Activity Generator:
(Take note that some aspects may or may not apply with the present template)

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. 

Denis Gionet 
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