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

for the CP Mactier Sub 1.5 Route 

(Original route created by Kenneth Shannon and upgraded to v1.5 by Ted Kocyla)  

                The CP Mactier (version 1.5) 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 CP Mactier Sub route, as with its corresponding CN’s Bala route, is CP’s main link between Toronto and Western Canada and beyond. The simulated version includes the complete Mactier Sub and its 125 miles of mostly single trackage with sidings to allow meets. It starts at Lambton Yard and goes north to a few miles north of Mactier into the Parry Sound Sub,  passing over near MP 38 the South Simcoe Railway, a steam-heritage railway which runs 4 miles from Tottenham to Beeton. Also included is the entire 30 miles of the Barrie-Collingwood Railway (BCRY) which covers the area between Collingwood and Barrie and crosses the CP line at Utopia, ON at Milepost 58, near Essa.
For more information and pictures of the Mactier Sub and templates, please use the following link in the Skyline Computing forum:
http://skylinecomputing.com/forums/index.php?showtopic=615&pid=3058&st=0&#entry3058
The template package includes 6 templates, these are the Southbound (SB), Northbound (NB), along the BCRY (BCRY), the YARDS, the LOCALSNORTH and the LOCALSSOUTH templates.  Use of the MSTS Bin will be a definitive asset in performing some reversing or switching tasks, because of the Bin’s ability to switch player engine cabs. AI Traffic is present on all templates. There are close to 100 serviceable sidings. Among the downloads required, the main download will be MLT’s Rogers Pass (RP) route pack as most of the stock included for the template will be used for the templates. A separate Word document named “Mactier 1.5 Template downloads” lists all the required downloads and is included in the zip file.
All possible care has been taken to bring as much realism as possible with the operations inside the Mactier Sub. However, for playability reasons and in regards to MSTS limitations, the templates were not conceived to reflect in every detail the reality along the Sub, but rather to add more enjoyment in switching tasks and also in regard to AI traffic. For example, AI traffic has been configured to take all possible sidings and meet with the player train. But to allow presence of AI traffic along the route, two options were considered. First, it would be for the player train to take every siding while the second option would be to have all AI traffic take all sidings instead. The second option was retained for the templates.  Remember during meets, you may have to stop your train before the red signal, reverse slightly and stop while reversing to ensure passage of the oncoming train, if not the AI train may end up waiting before his red signal. 
Here are some details for each of the 6 templates

Northbound Template (NB)
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The player train for the NB template is composed of two GE AC4400’s for which the main task will be to bring its load from Lambton to Mactier. Starting paths are also available from the Vaughan Intermodal terminal and also another from Ypres, the latter one simulates that you are already on your run to Mactier. Since two other templates deals with working local runs Between Lambton and the Spence Yards (LOCALSNORTH and LOCALSSOUTH), your mainline run should have limited pickups and setouts in this area. However, it is said that CP could ask any train to make pickups anywhere it wishes, in such a case it will be up to you to determine if you wish to have some work for this train whether inside the local network or further north in the few areas that can be serviced by the mainline trains. 

Since Mactier is only a crew change point and has no yard work there, only one siding will be used, that is the Mactier 1 siding. When setting your activity in the Activity Generator window, it will be necessary to set Mactier 1 as the final destination in order to stop, make the crew change and end the activity. (See red area inside window right)
For the path which starts at Ypres, you will start on the mainline waiting for an oncoming train, the waiting time will be about 3 minutes. Immediately after the meet and once departing, you will be expected to stop to allow the BCRY train to pass at the BCRY diamond at Utopia. Make sure to wait for your clearance, you should get your green less than a minute after its passing.
Southbound Template (SB)

Similar to its Northern counterpart, the SB template will have, as player engines, two (2) EMD SD9043MAC’s and will bring your mixed load (up to 70 cars) from Mactier to Lambton with the same instructions as for the NB template. Starting paths are also available from Essa and from the Vaughan intermodal terminal. If your path starts at Essa (same situation as the NB in Ypres) you will have to wait for one NB train before your can proceed ahead SB. 
For the NB and SB templates, users will be able to use all the available sidings at Utopia and Midhurst, the markers have been oriented accordingly to each template. The only exception will be Utopia 3 for the NB as it cannot be accessible for the NB-oriented train.

The Barrie-Collingwood Template (BCRY)

The only engine in the BCRY roster, the BCRY 1001 GP9, will allow you to service the areas of Collingwood, to the West and Barrie, to the East. Servicing the Collingwood area will require you to cross the diamond with CP at Utopia. If your work requires crossing the signal, you must ask for the dispatcher’s permission to proceed ahead on red (press ALT-TAB button). 

Since MSTS cannot handle signals from two different railroads in case here, an invisible loco has been assigned to create a red signal on the BCRY and will allow some traffic along CP while you wait at the signal. Once an oncoming CP train closes in the diamond, the presence of the invisible loco will generate the red signal at the BCRY and as long it is there (you will not see it) you will keep getting the message “permission denied” after you asked permission to cross. After the CP train has passed, the invisible loco will disappear shortly after and you should get your “permission granted” message not long after, about a minute or less. Don’t forget to ask your permission before proceeding ahead across the signal.
Four (4) CP AI trains are part of the traffic for the BCRY Template. Make sure to get close enough to the red signal and then ask permission to cross, allowing a reasonable distance from the signal in case you have to stop. I may recommend you to save your activity at this point, just in case… The reason: since the red signal is generated by the presence of the invisible loco between the red signals on both sides of the CP line, if your train is crossing the diamond, it can still possible that you end up in a collision if the invisible loco appears during your crossing. That occurrence will be rare but you never know, so save your act just before crossing the red signal at the diamond.
The player train starts inside the BCRY engine shed. You will have to back up your engine to start your work. Once the activity has started, a NB CP AI is expected to pass about 4 minutes later. A SB 137-car 10,000 feet intermodal AI will be waiting at Essa to let the NB pass and will be moving ahead SB. You are expected to wait for both trains to pass. During passage of the 10,000 feet intermodal, it is possible, because of its huge length that it disappears from the screen to reappear again 10 to 15 seconds after the absence from the screen. This has occurred with a dual-core PC, It may not happen with more powerful computers.
The YARDS Template

The YARDS template will allow the player engines, three (3) SD40-2’s to work exclusively inside two areas: inside the Vaughan intermodal terminal and also between the Honda plant and the Spence yard, just about a mile south of the plant.

Here’s the pattern of work for the Honda plant area. Four of the sidings (From Spence 5 to 8) will be used to bring empties (brought from Toronto by the LOCALSNORTH player train) to the prep sidings, which will be brought later to the Honda plant sidings to be filled with cars. The filled cars in the Honda plant sidings will be picked up to be brought directly to the other 4 Spence yards siding (1 to 4) where the LOCALSSOUTH player train will bring them back to Toronto (Lambton area).

The LOCALSNORTH and LOCALSSOUTH Template

The templates in reference depict local work (1) between Lambton and Bolton (mixed freight), (2) between Spence and Lambton (AUTORACKS only). The Vaughan Yard is not part of the present templates (already dealt with by the NB, SB and the YARDS templates). Because it was impossible to have reasonable AI traffic with return paths, it has been decided to split in two the local work; NORTH and SOUTH, thus the naming of the templates shown above. The player engines are three GP30’s which will allow some movements in some sidings where sharp curves won’t allow SD40-2’s to enter these areas. The known areas are the AFA forest (Bolton) and the Signet tools (Weston) areas. Make sure to keep all three Geeps together as the sharp curves will require some extra power to negotiate them.

Your Northbound run to Spence consists in bringing empty autoracks from Lambton to Spence to be handled later by the SD40-2’s on the YARDS Template. Only the Lambton 4 siding has been set to be only empty Autoracks to be picked up to Spence. When selecting your work, simply select the Lambton 4 siding as your work track, not as a source track and set any of the load to the Spence 5 to 8 tracks as final destination as they are ideally oriented for yard work with the Honda plant at Alliston.

The same applies Southbound, picking up loaded autoracks from Spence 1 to 4 to the Lambton Yards, always as work tracks not source tracks. Once on your way, you can then set as destination Lambton 1 to 3 sidings as your final destination. Depending of the weight and length of your loaded autoracks, you may decide to change your SLG-player consist from the default 3GP30’s to the three SD40-2’s used in the other templates. The change will bring you about an extra 2250 hp to your motive power, especially for some heavier autorack loads.
In both cases above, selecting your sidings as work tracks and generating your SLG activity may require more than one attempt to obtain the number of autoracks desired since the maximum of cars you have selected won’t be necessarily reached every time.

Additional details

In any template, before approaching an area where some work is expected, make sure to save your act before. Back and forth movements of your player train on the mainline or anywhere else may trigger a distant and waiting AI train to get into the circuit and end up in a collision later ahead.

At the Junction of the Galt and the Mactier Subs, coordinating traffic with the CN’s Weston sub will require as well the presence of the invisible loco, as seen in the BCRY/CP diamond at Essa. If you get a red when entering the Mactier sub, it may be an oncoming GO transit train through the crossing. Simply wait for your green before moving ahead. 
For the LOCALSSOUTH Template, if you see a SB GO train moving parallel to you and are approaching the diamond with the Galt sub, give it the priority, even if your signal may remain green. This is the only instance that is the invisible loco is not being used. That means that you should stop before the crossing with the CN line.

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.
              I hope you will enjoy for hours this template package. Sincere thanks to John (cnbala), Benny (bennycdn) and Ted (smokeytc) for testing the templates.  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. 

Denis Gionet
General information about the use of AG

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. 

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. You are welcome to register with us. 

