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

for the South Africa’s Western Province route

(Route built by Joppie Saayman)

                The SA_WesternProvinceTemplates are Activity Generator template files. You will need to have Steve Davis’ Activity Generator’ Activity Creation Utility for MSTS installed to use the templates to create your own activities. For more information on this utility for MSTS, please visit http://www.skylinecomputing.com.
Here are the required downloads, which includes cab and sound files for the engines and the rolling stock, all from the http://www.train-sim.com/ site or available also at http://www.spoornet.de/
For the electric motive power 

	sar_6e-1.zip
	6e1-cabx.zip

	6e1-sndx.zip
	5m2admu.zip


For the rolling stock
	sarsnd.zip
	fslj-2.zip

	sa_bad1x.zip
	sa_dzj7x.zip

	SA_FB-dX.zip
	SA_FBMdX.zip

	sa_fgljx.zip
	sa_fpj1x.zip

	sa_gz-9x.zip
	sa_la-3x.zip

	sa_s-17x.zip
	sa_xp15x.zip

	sar_bl2x.zip
	sa_stmlx.zip

	sa_shljx.zip
	sa_xb-4x.zip

	AU_vicPassSoundSet_MSTS1_Setup.exe (available from the Steam4me site)

http://steam4me.railpage.org.au/trainsim/files/sounds/AU_vicPassSoundSet_MSTS1_Setup.exe


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. Make sure your modified freight rolling stock doesn't exceed 22 meters in length.

              The South African Western Province Route starts at Bellville, 10 miles east of Capetown and ends at Worcester, 110 miles further East. This route is part of the 1000-mile Capetown-Pretoria line, home of the world-famous Blue train, considered the most luxuriant train in the world, a five-star hotel on rail.  More on this train at  http://www.bluetrain.co.za/default.htm.

The SA_WesternProvinceTemplate package has 94 serviceable sidings, 9 small yards and will be an interesting route to work with. It has both EB and WB templates and includes 16 paths and uses exclusively electric motive power, as seen in the download requirements. Maps of the 21 regions have been included indicating the marker’s orientation, which will help the user in determining the work to be done The main player engines are two (2) Spoornet 6e-1 electric engines. They combine 8000 hp of power and will be sufficient for pulling about 40-50 cars. However, take note of the maximum of cars to be used, in the next paragraph. Use of MSTS Bin will be a definitive asset in performing some reversing or shunting tasks, because of the Bin’s ability to switch player engine cabs.

There are around 25 AI trains inside both templates, both passenger and freight, including the lavish Blue Train. Perhaps you will be able to have a rare occurrence with the Blue Train during one of your runs!  Also take note that to meet successfully AI trains on the single-track stretch, it is recommended to set the maximum of cars to handle at twenty-five (25) because of the limited length of some of the sidings used to meet oncoming traffic. Handling more may result in collision at the rear of your player train by the oncoming AI train. 

In order to work in some of the yards, you may have to change the route’s signalling system to Permissive in order to enter the yards.  More of this feature later in the General information about AG4. On the WB Template starting at Daljosafat, you will have to reverse your train in order to reach the yard and onto the mail line. Make sure you see the reverse arrows disappear before changing direction.

GENERAL INFORMATION ABOUT AG4

The following are general information regarding usage of different aspects of Activity Generator: 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 for the Western Province route starts with two (2) 6e-1engines which would be good for about 40-50 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. You are welcome to register with us. 

Denis Gionet 

