General Operational Notes, Cajon 4 Templates

1. Most player paths are set up for right hand running, which will result having some “facing point” moves.  Depending on your location, some areas will allow you to run around the train, or wye the train to facilitate switching them.  With MSTS Bin, switching with the front coupler can be done.  There are some paths running opposite main.  Those paths should be generated without AI Traffic.  Per Norm Beveridge, one could generate the activity with AI traffic for some extra fun.

2. Trains may take a caboose, or any other car if so desired.  Activity Generator has a provision to add a “last car” to the player consist (with the “change engines” option).  You may find that dealing with a caboose will interest to the operation, including the “5” view.  It will also add more realism when backing up the trains. (In my area, the Soo Line, CP Rail, still includes a caboose on some of the short locals.  The crews use them primarily for tailpipe control during reverse moves.)
3. The player consist starts with two GP38’s, which are good for about 25 cars upgrade.  They are set up coupled at the number 2 ends and the user may want to take advantage of the cab switching available with MSTS Bin.  If the user does want to operate long trains, then an extra locomotive or two should be added.  A single locomotive has successfully been used if the user does not have many setouts or pickups.  The UP portion, of the templates, uses two UP GP-35 locos.  The same applies to them as did the GP38’s

4. A special note using the car fill.  Maximizing car fill will add a lot of “eye candy” for added fun in your activity, but you might have to experiment with the car fill slider.  In the Hobart, Pico Rivera, La Mirada, Barstow areas along with the San Bernardino Yards, there are many sidings.  Some of these sidings are quite long and can hold many cars.  If you experience any diminishes in frame rates or crashes, adjust the car fill slider down to 1 or 2 for starters and move up from there to find what setting works best for your system.

5. A spreadsheet has been created for both Eastbound and Westbound templates to assist the user in creating activities.  It lists all sidings for the route, giving important information regarding which path they are accessible from. The files are WB_Paths and EB_Paths.  They are in both RTF and Excel file types.

6. As a reminder, AG 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 AG manual.  Because this route has many crossovers and junctions, always use the TAB key first to get dispatcher permission to pass a red signal.  Most of the switches in this route are manual. In case you cannot proceed with the activity because of a red signal, dispatcher denies request, or because of track switch alignment, save the activity, exit MSTS, start AG 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 AG and toggle the signals and track switches back to the default mode, as strongly suggested in the AG 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.  NOTE:  because this route primarily double track, operating in manual mode continuously is not much of a problem as long as the player does not cross over to the opposing main.

7. Important note concerning the two Industrial Parks in the La Mirada yard area.  It is not recommended to take long trains into these areas due to some of the curves being quite sharp and can stall the train.  If you have a large number of cars, it is suggested to do them in groups.  The activity won’t end until you complete your work.

8. Some notes for those that are familiar using the Activity Editor. Keep in mind, that although the paths and traffic patterns are set for this template, you can use them as a starting point for your own activity creation.  Wherever possible, the sidings have been left accessible for as many paths possible.  The only exceptions are the ones that have no way to run around cars in some locations.  See the path files.  The ones that are marked with an X are not accessible in the direction you are traveling.  Before modifying any paths, make sure that you either give them new names, or keep copies of the original paths that came with the template.

