Generating activities with Activity Generator 4 (AG4)

(formerly Switchlist Generator or SLG)

for the Union Pacific Clinton Sub 

route built by Craig Hatlestad

The UP Clinton Sub 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 Clinton sub route is part of the Union Pacific system and covers the area between Clinton and Belle Plaine IA, including the City of Cedar Rapids IA and parts of the Cedar Rapids and Iowa Central (CRANDIC) railway system. It was a former Chicago & North Western (C&NW) route until acquisition by UP in 1995. The timeframe of the templates will be during the first years of UP’s ownership of the Clinton Sub (Upper 90’s)

               The main player engines are DieselWest’s Union Pacific SD40-2 snoot set #3337, #3435, #3305 & 3454   

(Available at http://www.dieselswest.com/UP_SD40-2.htm) and its bonus package, 2 UP SD40-2 engines (#3169 & 3197) 

(See http://www.dieselswest.com/SpecialAdditions.htm), available by request to DieselsWest. They will provide the link to download the bonus set. Also included are UP C44-9W’s and CRANDIC Geeps in the templates. Just remember that you can change the required rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal requirements. Here are the details about the required rolling stock, including the engines.

(1)  From Train-sim.com 
                                                             (2)  From DieselsWest

ACFX3-2.ZIP                                                                                      UP_SD402.zip (main set)

DTTXC2.ZIP                                                                                       UP_SD402-SA.zip (special addition set)

UGPAC1.ZIP

ACF-3BAY.ZIP

ALWPROX.ZIP

SCMEGAPK.ZIP

HR100TP1.ZIP

BN_WCHIP.ZIP

CIC_GP9.ZIP

UP_DASH9_PAK.ZIP

PNW_CB1.ZIP

(3)  From the Mophouse-MLT Downloads

                  (Including the file’s location inside the site)

MSTS 89' Autorack Pack Part 4 (Add-on pak)

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: Other Railroads Freight Equipment :: MSTS 89' Autorack Pack Part 4 (Add-on pak)

BEW Freight Animation Gondola Loads

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: Other Railroads Freight Equipment :: BEW Freight Animation Gondola Loads

              Just remember that you can change the required rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal preferences.

The template package for the UP Clinton Sub includes Eastbound (EB) and Westbound (WB) templates with multiple paths for each template. With 293 serviceable sidings inside the route, there will be lots of switching possibilities and challenging tasks. Use of MSTS Bin will be a definitive asset in performing some switching tasks, mostly because of the orientation of some sidings that may require switching player engine cabs. To help in selecting your work, 56 maps were created with the marker's orientation for each siding. Also included are some detailed maps of overall regions such as the Cedar Rapids Yards, The CRANDIC Regions 

and the Clinton Yards with the main industries and yards locations inside these higher density areas.

 AI traffic will be very present throughout the main line as well as inside the Cedar Rapids Area serviced by CRANDIC Geeps. About the traffic inside the CRANDIC South and North regions, the user will have to be watchful as there are 4 CRANDIC runs leaving from 4 separate locations. Knowing the time and point of their departure will help the user in working the area taking into account their presence throughout the Regions serviced by CRANDIC trains.

The four CRANDIC train runs are as followed (see diagram) for the WB Template

One leaving from the General Mills Receiving 3 siding leaving at 9h40

One leaving from the Artim Stone & Marble siding at 10h10

One leaving from the Kollasch Construcion siding at 10h40 

One leaving from the Beverly Yard fuel track leaving at 11h10

All trains are moving toward the Cedar Rapids Yards. 
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As for the EB Template, CRANDIC trains will originate from the Eastern side of the CRANDIC North region. Two of the short trains and bound for the Beverly Yards while the other two are going towards the CRANDIC South Yards. The timing for all four are the same as the ones for the WB Template (see above).  If close to these areas, it would be a good idea to save reglarly your activities, just in case...

Here are some specifics along the route:

(1) Take note that some sharp curves close to the CCP yards at Cedar Rapids and at Clinton entering the Riverside area may need to be negotiated with extra throttle in order to avoid stalling along these curves. Also in these areas, to ensure movement throughout these curves, only boxcars, tankers, hoppers and coal hoppers are being allowed to be picked up and set out inside the CR CCP yards and inside the Clinton Riverside. Use of the other, but longer, pieces of rolling stock may cause the train to stall when negotiating such curves. 

(2) For the WB paths (via the Cedar Rapids area) which have pickups inside the Cedar Rapids Yards, you will have to proceed inside the yard and ahead of your cars, make your pick up and back up your consist outside the yard limits. Depending of the number of cars with your engines, you may have to back up past the first or the second signal (just past the first rail crossing) to clear the signal. From there move ahead making sure your signal is clear to continue your run westward to the main line.  For EB paths which have to proceed inside the CR yards, you will have to clear the same signals and then back up into the yards to proceed with your work.

(3) For the EB path which starts in the Clinton Industrial region, it may be suggested to reduce your engines from two to one (although not necessary) to help in manoeuvering because of the triangular shaped track network. With less manoeuvering at the extremities, that may help, especially if you have many cars to handle inside the area. 

(4) One of the WB paths (Called the Cedar Rapids local ) has been created for doing local work inside the CRANDIC North and South Yards. Your starting point of your work will be inside the Anderson Mill and Cedar Rapids Brick & Tile sidings area. You may choose the final destination of your setouts: the CRANDIC South or/and the Beverly Yards. Configuration of the tracks inside the CRANDIC South region will allow you to turn your consist at the wye, which will allow you to move your train to the Beverly Yards. You may also wish to replace the default player engines with the CRANDIC Geeps which are already part of your rolling stck. 













Just remember to note the four AI trains moving inside the area ( see diagram above for details)..It may be suggested to keep the number of cars to a maximum of 15 if you have 2 CRANDIC Geeps as your motive power. Don't forget to save occasionally your activity just in case...  

















Among the maps created especially for the templates are two which give you an overall view of the CRANDIC Regions, location of its industries and yards inside the area. From there, you may decide to look at the marker's orientation of the selected sidings you want to work by checking the more detailed maps of the specific area to help selection of your work. If your selected final destination is in the Beverly Yards, once you will be ready to handle the final stretch through the South Side sidings to the Beverly yards, you may have to toggle to the Permissive mode signalling and to Manual switching to finish your work .





Because many of the sidings are signalled, it may be necessary to ask permission to dispatch (by pressing the TAB key) before crossing any signal. If not, you may have to change (with AG4) signalling to permissive in order to perform switching in such sidings. Also mentioned in the following paragraphs, toggling to manual switching may be necessary too, more information to come ahead in the following paragraphs.

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. 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.

Around the Clinton and Cedar Rapids yards, the Clinton sub will need a lot of muscle from your computer hardware. If your frame rates are getting low, it may be necessary to lower down the MSTS graphic sliders and you can configure with AG the railcars fill, like lowering the maximum of cars for each siding and the railcar fill sliders.

The following are general information about AG4 and its use.

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 C&NW 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 

