Generating Activities with Activity Generator 4

For

Yard 2 Switching Route

OPERATIONS

The template for Max Brisben’s Yard 2 Switching route can generate fun and realistic activities, similar to, though not by any means duplicating, the actual operations in a real railroad yard.  The user can do whatever he wants with the template and activities, of course.  Just remember that the overall purpose is to have fun!

(1) The initial position of the player loco precludes starting with rail cars in tow.  I.e. do not begin with cars in the train. 

(2) To generate the most switching work, deselect simple mode with a large number of cars to pick up and set out per track (40 or more).  With this set up, the train is limited only by the siding lengths and the program randomizer.  AG4 randomizes the pick up and set out events, not just location but also numbers of cars, and so may not produce a full train or nice big blocks of cars to/from the sidings.  In this case, 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.

(3) Train handling on the Yard 2 route is not complicated by rough track as with the Yard 1 route.  Even so, the maximum recommended speed is 10 MPH, as all operations are within Yard Limits rules.  The player loco has been selected for good slow speed performance.  This loco has 4% power in notch 1, permitting precise slow speed control.  Easy does it!

(4) Unless your PC has marginal performance, be sure to select maximum values for car fill.    Operation on this and any route is spoiled by sparsely populated rail spurs, and selecting these options will increase the eye candy.  

(5) No AI traffic has been added to the activity template.  You can guess why!!!

(6) Use of the bin patch is highly recommended since it will ease (if not eliminate) the  front coupler issues present in MSTS.

