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

For the Hungarian Balaton BETA version 3.15 route Template

Route built by Diesirae
The Balaton 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 Balaton route goes mostly along Balaton Lake in Western Hungary and is about 80 miles long. It starts North at Székesfehérvár and ends South at Keszthely. It is mostly single track with about 8 miles of double main trackage between Székesfehérvár and Szabadbattyán,  
Here are the required route file downloads (requires the latest versions of Xtracks and Newroads).

For version 3 (spanned files)
http://users.atw.hu/balatonpalya/Balaton_v30.exe
http://users.atw.hu/balatonpalya/Balaton_v30.D01
http://users.atw.hu/balatonpalya/Balaton_v30.D02
http://users.atw.hu/balatonpalya/Balaton_v30.D03
http://users.atw.hu/balatonpalya/Balaton_v30.D04
http://users.atw.hu/balatonpalya/Balaton_v30.D05
http://users.atw.hu/balatonpalya/Balaton_v30.D06
Route update to 3.1(spanned files)

http://users.atw.hu/balatonpalya/Balaton_v31.exe
http://users.atw.hu/balatonpalya/Balaton_v31.D01
http://users.atw.hu/balatonpalya/Balaton_v31.D02
Route patch to 3.15
http://users.atw.hu/balatonpalya/balaton_315.zip
The trainset package:

http://jadro.yofej.hu/downloads.php?cat_id=15&download_id=2
http://jadro.yofej.hu/downloads.php?cat_id=15&download_id=78
http://jadro.yofej.hu/downloads.php?cat_id=15&download_id=1
http://jadro.yofej.hu/downloads.php?cat_id=15&download_id=79
http://jadro.yofej.hu/files/downloads/acthu_szemely31_upd.zip
http://jadro.yofej.hu/downloads.php?cat_id=2&download_id=32
http://www.train-sim.hu/letolt.php?id=147
The Template package

The Balaton template set is composed of NB & SB templates, including AI traffic. The total number of serviceable sidings is 62. It is recommended to save regularly your activities, just in case, especially before your next assignment and during manoeuvring your freight cars. To help in selection of your work, a set of maps have been made. They are available inside the MAPS folder inside the Route's folder. Use of the Bin will be an asset to switch from the front cab to the rear cab of the engines selected as the player engines.

The main player engine for both the NB and SB templates is the V43 electric double cab locomotive. It has about 3000 hp of power which can pull reasonable about 25 cars. If you need to pull more, you may have to add additional power or change to a stronger engine, such as the V63 engine (4000 hp). 
There is one exception to the paragraph above: all sidings serviced in the Szfvar-Repülötér area and two sidings in Szabadbattyán are accessible only by diesel locomotives. That means if your work include these sidings, you will have to change your main player engine to a diesel loco, whether the M41 or the M62 engines, available among the required downloads.

For the SB Template there are two starting points at Székesfehérvár. They are named Székesfehérvár_1 and Székesfehérvár_2. Both are located respectively at the Northern and the Southern portions of the location. For those having slower computers, it may be suggested to use the Székesfehérvár_2 departure point for quick exit from the area and improve your FPS to reasonable levels.
It is suggested to have the templates run on SUMMER mode only. I had no problems while running the activities in SUMMER but some issues were encountered while running some activities generated in the AUTUMN mode due to missing textures. Since the route is still considered a Beta version, more updates are expected to come and I cannot guarantee its success under the other seasons and with the future updates. It is at the user’s risk.
Take note that in Kiscséripuszta, two sidings located on the same piece of track carry the same name of Kiscséripuszta 3. In the SWLTDB files indications were added for Northbound or Southbound to differentiate both sidings.

When driving along the track, make sure to look at the signals along the track and not only the track monitor. The reason is a yellow signal on the track may show green on the track monitor. It will show (on the track monitor) yellow during crossovers but will remain green on the mainline if you are expected an oncoming train for a meet. 

Since most sidings are signaled, when handling freight inside the sidings and asking permission to the dispatcher (ALT-TAB key), sometimes you will get an English reply to proceed, sometimes you won’t. In both cases, you will be able to go ahead through the red unless you hear the message “permission denied”. Save your activity, just in case.
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, coupling issues may arise during your work. Most issues can be looked at by the user. If not, freeware like the Bounding Box Editor, tutorials or topics tackling specific problems are available inside many of the well-known MSTS forums or sites.

The following are general information about AG4 and its use.
(Some aspects may not apply to the present route) 

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. It has been a great experience and enjoyment making the package. 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 or may I refer you to the Skyline Computing Forum. 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

