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

for the Czech Republic’s DVOUKOLEJKA (version 2.2) route Templates

Route built by Jirik
The Dvoukolejka 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 Dvoukolejka route is a non-electrified fictional route. It has 95km of doubletrack mainline with about 72km of single trackage The fictional line suggests the area would be located somewhere in South Moravia. It covers from Dvorec to Pocatky (East-West axis-95km). Branch lines cover from Krizany to Kacov (16km), from Kemenny Ujezd to Netomice (24km) and from  Zadov to Lopovice (32km). A 28km section of the route between Lopovice and Huhrice is a 760mm narrow gauge track.

Here are the required download files and updates are available by clicking on the following links:

The route itself: 

dvoukolejka_2.0.rar

http://www.simtrains.eu/trate/dvoukolejka_csd/trate/dvoukolejka_2.0.rar
dvoukoledja_2.1.rar

http://www.simtrains.eu/trate/dvoukolejka_csd/trate/dvoukolejka_2.1.rar
dvoukoledja_2.2.rar

http://www.simtrains.eu/trate/dvoukolejka_csd/trate/dvoukolejka_2.2.rar
The trainset package:

STANDARD GAUGE REQUIRED ROLLING STOCK

cd754 Diesel engine:   http://msts.sinus.cz/sosni.php?id=255
sound for cd754:         http://msts.sinus.cz/sosni.php?id=348
cab for cd754:             http://msts.sinus.cz/sosni.php?id=394
cd 809 diesel autocar: http://msts.sinus.cz/sosni.php?id=310
sound for cd809:         http://msts.sinus.cz/sosni.php?id=27 

Freight cars:

http://msts.sinus.cz/sosni.php?id=189
http://msts.sinus.cz/sosni.php?id=322
http://msts.sinus.cz/sosni.php?id=192
http://msts.sinus.cz/sosni.php?id=387
http://msts.sinus.cz/sosni.php?id=233
http://msts.sinus.cz/sosni.php?id=249
http://msts.sinus.cz/sosni.php?id=321
http://msts.sinus.cz/sosni.php?id=7
http://msts.sinus.cz/sosni.php?id=94
Freight sounds     

http://msts.sinus.cz/sosni.php?id=351
NARROW GAUGE REQUIRED ROLLING STOCK

TU47 diesel engine:     http://pikku.msts.cz/files/CSD_TU47.rar
sound for TU47:           http://pikku.msts.cz/files/Common.snd.705.rar
Diesel JHMD psg.car:  http://ondraj.tyk0kso.sk/files/jhmd_balmu.zip
Freight cars:                 http://pikku.msts.cz/files/CSDvag760mm.zip
The Template package

The Dvoukolejka template set is composed of 4 different templates (WB, EB UZKWB and UZKEB). UZK is a short abbreviation for narrow-gauge.  The total number of serviceable sidings is around 130 (102 for the Standard gauge and 26 for the narrow gauge). It is recommended to save regularly your activities, just in case. 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.

For the UZKxx templates, no AI traffic have been set inside the narrow gauge but some animated traffic is expected at some junctions with the standard gauge line, at Huhrice, Pikkov and Lopovice. It is suggested to keep the maximum number of cars in a consist at 10 or below and permissive signalling is required to run along the narrow gauge and to use the UZK templates.
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. 

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

