Generating activities with Activity Generator 4 (AG4)

(formerly Switchlist Generator or SLG)

for the Dogskill County route 

(route built by Wolfgang Fobbe and updated by Moe Smith)
The Dogskill 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 Dogskill County (DC) Railway is a fictional railroad which scenery would suggest an area in Northwestern United States. Originally created by Wolfgang Fobbe, Moe Smith has upgraded the route, with the author’s permission, to add markers to unnamed sidings from the original release. Thanks Moe! 

The update is part of the template package. Installing the ZIP file will install all the template files and also the update to the route.
The story behind the current template:
For a number of years now, the former Dogskill Co. Railway (DC) has been property of the Union Pacific Railroad (UPRR). Union Pacific SD40’s and GP35’s are the prime movers along the DC network and the only remnants of their former owner are presence of DC’s GP7’s and cabooses still being used by UP if needed. 
The SD40’s handle the mainline traffic (EB and WB Templates) while the GP35’s operate the local runs (LOCALS Template) to service remote locations .Five (5) recently purchased MP15’s from union RR (Not to be confused with UPRR), still in their purple colored livery, will handle yard operations and neighbouring industries (YARDS Templates) around the yards. Three diesel facilities in Kohlmein, Coldbud and Sillycone Dale have UP’s 44-tonners (LOCO Template), which handle engines brought in for maintenance or repairs inside the shops.

Since the main locations are not far from each other, no need for long consists! Recommended are two (2) or three (3) SD40’s with a load of 20-30 cars (with or without a caboose) which will make faster trains in the mainline and also to handle steep grades. Two (2) GP35’s will have generally about 10-20 cars for the local runs. 
Here are the sixteen (16) required downloads to use the templates, all from TRAINSIM.COM:
                                                             
4pack4.ZIP*                                           airsl11.ZIP                                      bn_flats.ZIP              

bn_wchip.ZIP                                         dc_cab.ZIP*                                   dc_gp7.ZIP*         

gv3420.ZIP                                            pfe_refr.ZIP                                     scmegapk.ZIP
up_emd_gp35_v1s1.ZIP                       up_emd_sd40_v1s1.ZIP                 up_emd_sd40_v1s4.ZIP
up24592.ZIP*



     upge44t.ZIP                                    uprr_bilevel.ZIP

urrmps.ZIP
*For the four (4) files (in bold and with a (*)), use the same folder names as the file names.

To work the LOCO Template, dead engines are provided with the template package among the available diesel stock. Created with Route Riter, they will be installed in their respective folders (the dead engines filenames start with a $ sign)

Note about the UP 44-tonner: It has been noted that the power of the engine has been set to 3267kw (4400HP), which is the same as for a dash 9 engine. The user will have to adjust to 300kw to have a more realistic power to handle the bigger engines to be serviced. It can be done with Conbuilder (See images below) or by editing the GE44-UP1399.eng file and changing the MaxPower line to 300kw
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              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 Dogskill Templates include five (5) templates (EB, WB, LOCALS, YARDS and LOCO ) servicing close to 150 sidings. 
About the templates:
The EB and WB templates will be mostly a straight trip between Zappa Plains and Coldbud. Since there is no yards in Zappa Plains, the user will be able to start the WB template with up to 25 cars behind his engines .It will simulate a train already in its run to Coldbud.  It will pick up or dropoff some cars at the Kohlmein, Hoddogg and Coldbud Yards. The construction site between Kohlmein and Zappa Plains and the Zappa Plains area will be the only areas the mainline freight will handle cars to and from both locations. Some AI traffic will be part of both templates.
The LOCALS template will be servicing areas away from Kohlmein, Coldbud, Sillycone Dale, Waitalot  and Nothing Gulch. Two (2) GP35’s will handle the freight to the remote locations and will allow return to their ponts of origin.  Since the paths have been made very short, it will be required to toggle the signalling to permissive mode. I believe it will make a difference in enjoyment and may avoid ending accidentally the activity by inadvertently crossing a red signal.
The YARDS template will handle freight in the yards and neighbouring industries in Kohlmein, Hoddogg, Coldbud, Sillycone Dale and the Waitalot locations. Toggling the signalling to permissive mode will be required as well for the same reasons as above with the LOCALS. One (1) Union RR MP15 will be the motive power to handle the freight in the yards and area.
The LOCO template will handle the engines to be maintained or repaired within the limits of the diesel shops in Kohlmein, Coldbud and Sillycone Dale facilities. Toggling the signalling to permissive mode will be required as well for the same reasons as above with the LOCALS. One (1) UP 44-tonner will be responsible in moving inside and out of the shops the engines. 
For the LOCALS, YARDS and LOCO Templates, it will be recommended to use in the “Set Railcar Fill” the following in order to add eye candy to the activity. If omitted, you may end up with no railfill at all, except for the cars to be worked with.

[image: image3.png]=lolx|
Consists  Urits | Edit Tests View Msc Optios

Help

o) T | [ c| [f6 o Proview GonBuilder
Edit eng/wag fle
Dogekill Con  Loose conghts TazzEw <] [socerr et A Carziage ﬂ
L Sl Sorans% 140 ar_m [n) corrivge
a0 22740

SUP_GP35_ 747 AL MU
2257k SUP_GP35_ 753 AT MU
15008p SUP_GP35_ 762 AT MU
15008p SUP_SD40_3000_AT_My
15008p SUP_SD40_3017_AT My
15008p SUP_SD40_3019 AT My
15005p SUP_SD40_3024_ AT My

SUP_SD40_3037_AT My

spa0-2

Union Railroad NP5 13
Union Railroad NP5 24
Union Railroad MPI5 25

[A7] Carriage
[A7] Carriage
[A7] Carriage
[A7] Carriage
[A7] Carriage
[A7] Carriage
[A7] Carriage
[A7] Carriage

Installed units 0 Mass

0 USTons
I e

0 meters
R| WeW 100 | Description [ 0 feet

0 wagons

UP GE44T 1399GE44-UP1399 eng — UP GE44T 1399





[image: image4.png]Modify Locomotive parameters

Name  [v¢ czssr 13599

Power  [500 kW

Couping [autematic  ~| Front
| res

NOTE: Whenthe engine anly has one type of
coupler you only needto change the rear one.

WARNING: this option will
modify the engine fle.

Cancel





Two cabooses are part of the package, from UP (WVCabUP) and DC (DCSteelCab). Simply select it using the change engines feature and then the “Last Car in Consist” section. 

They will also appear in the top of the list as shown in the illustration (see left) under the same name, preceeded with a “0_”, such as 0_DCSteelCab and 0_WVCabUP. Such disposition will allow the user to find and select quickly the selected cabooses instead of going through the whole list to find them.
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.
 A set of Maps, courtesy of Moe Smith is included with the package and will help in determining work and moving around selected areas. Thanks Moe!
Additional information and screenshots of the Dogskill templates can be seen in the topic for the templates in the Skyline Computing Forum: 
Simply click on the link below :
http://skylinecomputing.com/forums/index.php?showtopic=697
The following are general information about AG4 and its use and some features may not apply with the present template.

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. Don’t hesitate to contact me if necessary at photoman_57@hotmail.ca. 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 

