Generating activities with Activity Generator 4 (AG4)

(formerly Switchlist Generator or SLG)

for the Milwaukee Road’s Coast Division, 2nd Sub
Route building by Jerry H. Sullivan.
The MILW Coast Division 2nd Sub 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 Milwaukee Road (MILW) Coast Division, Second Sub. route includes the Milwaukee Road (MILW) (116 miles), the Northern Pacific (NP) Railroad (143 miles) and the Union Pacific (UP) Railroad (about 32 miles) between Black River Jct and the Argo yards, which includes also trackage rights on the MILW between Black River Jct and Tacoma.

The main Yards of the Milwaukee Road Coast 2 route are the following:

Milwaukee Road:  Cle Elum, Cedar Falls, Seattle (Van Asselt) and Tacoma Intermodal Yards
Northern Pacific: Cle Elum, Auburn, Seattle (Argo*) and Tacoma (West Yard) Yards

Union Pacific: Tacoma Jct and Seattle (Argo*) Yards

*Shared by NP and UP railroads 


Building the Template project has been a real challenge because of the complexity of the route. It has been built with Open Rails (OR) on mind. Traffic pattern has been very difficult to build and is not guaranteed to work at 100%. The user is highly recommended to use all possible features OR offers, including the Dispatcher feature (Ctrl-9 keys) and will require switching to manual (Ctrl-M keys) in many of the templates, using the Switch Monitor (F8). The route is hardware intensive. It has been tested with OR but not with MSTS. A lot of work has been done to add railfill in the main yards to add eye candy but with minimal inconvenience as possible to performance. Extensive use of low-poly string of cars has been used and is part of the required downloads. 
The route package includes 34 templates and around 420 serviceable sidings. The timeframe of the templates moves us to the late 60’s. It is still a few years ahead before de-electrification of the whole MILW line in the early 70’s but dieselization started to implement slowly into the MILW roster in the entire MILW electrified section. The player engine for the MILW main line templates is the EF-5 electric boxcab set. However, also available in a separate folder inside the route folder is a pair of Little Joes (EF-4). If you wish to substitute for the Little Joes, simply copy the files in the Little Joes player engine files and paste into the consist files to overwrite the EF-5 player consists. If you wish to return to the original EF-5 files, simply copy the files inside the EF-5 player engines and paste into the consist folder to overwrite the Little Joes files and return to the original files. Both locos folders are inside the CONSISTS folder. 
Pending a solution in creating a SLG-generated consist with the EF-5 boxcab set, here are the recommended procedures to follow. When selecting a caboose, do not use the “change engine” feature of AG, you will have to do it manually with a consist editor. Select your work and finally press the OK-Generate Activity button to generate a SLG-generated consist. Then open the SLG-generated consist with a consist Editor (Conbuilder or Convoi). Remove the first component of the engine set, which has been duplicated during creation of the SLG consist (you will see twice the same engine component, the 1st and 2nd), and once done, you can add then your caboose manually. Save your consist and then proceed with the activity. 
                                              For more precise details about this issue, you can go to the following link:                                                                            

                                              http://skylinecomputing.com/forums/index.php?showtopic=628
Additional details from the topic dealing with the template package and screenshots of the route can be found by clicking the following link in the Skylinecomputing Forum:

http://skylinecomputing.com/forums/index.php?showtopic=1028
To help in selecting your work, detailed maps for all templates by Moe Smith (aka dispatcher) are available in the Trainsim site to download. Thanks, Moe, for your help!
Here are the required downloads to use the MILW Coast Division 1st Sub route templates

From Belanger Locomotive Works (BLW)
The Northern Pacific Freight Pack (including all update and Bonus files)
The Milwaukee Road Freight Pack (including all update and Bonus files)

From Columbus Locomotive Works

CLW_SD7_UP.exe
From Train-sim.com  

	cydx1.zip – CYDX gravel hopper
	milwesnd.zip – Milwaukee Road locos common sound files

	efcomcab.zip – Milwaukee Road Boxcars Common cab files
	6pack47.zip – UP 40-feet boxcar set

	6mlwreef.zip-refrigerated MILW cars
	ncl.zip – North Coast Limited passenger trainset

	milw_e45.zip – MILW EF-5 electric Boxcab set
	airsl11.zip –Air slide hoppers

	milw_e50.zip – MILW Two Boxcab unit
	stock1.zip - MSTS Six 40' stock car set

	milw_es2.zip – MILW ES-2 electric switcher set
	tankcar_8k_gatc_t103.zip - 8,000-gallon GATC built Tank Car

	milwef4c.zip – Milwaukee Road Little Joe cab files
	wrx-np-55hopper.zip - NP USRA 55 Ton Hopper 3-Pack

	djr_75fttofc.zip-75-foot TTX flatcars with 32-foot trailer loads
	carstrings_rev2017.zip-FREIGHT CAR STRINGS-Revised 2017

	milwhvy1.zip – Milwaukee Road passenger car Heavyweights
	djjxgon.zip –DJJX GS1 Gondola with scrap load and empty load

	np_hvy_2.zip – Northern Pacific passenger car Heavyweights
	up_emd_gp35_v1s1.zip – UP GP35 set

	rrm_np_53-6_flats.zip – Northern Pacific flat cars
	up_emd_sd40_v1s1.zip – UP SD40 set

	up24592.zip –Union Pacific wide vision caboose
	upgp20v1.zip –UP GP20 High nose #540

	upgp20v2.zip – Union Pacific High Nose #527
	zt75tofc.zip- 75-foot TTX flats with 32 foot trailers
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Take note that during the 60's, use of cabooses was part of any consist at that time. In order to select a caboose for your selected railroad, in the AG main screen (in the Change Engine feature) simply click on the last car in consist section and select the appropriate caboose. 
(Exception: for the EF-5 player engines-see the SLG consist issue above to add a caboose)

Just remember that you can change the required rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal preferences, but at your own risk.
Here are some details for each of the thirty-four (34) templates:

MILWCOAST2EBTemplate
MILWCOAST2WBTemplate
They depict MILW mainline runs between Cle Elum and Seattle’s Van Asselt Yard. Between both destinations, there will be minimal pickups, which includes Cedar Falls (both directions) and Renton East and West Yards (EB only).
MILWCOAST2LOCALSEBTemplate
MILWCOAST2LOCALSWBTemplate
Both templates depict Eastbound and Westbound local runs between Seattle’s Van Asselt Yard and Cle Elum. Also available is a second path from Cedar Falls to both destinations for those who want a shorter local run.
MILWCOAST2LOCALSSBTemplate

MILWCOAST2LOCALSNBTemplate

The Southbound template runs local industries between the Van Asselt Yard and Tacoma Jct where, beside the Union Pacific Yard, the MILW will turn back to become the locals Northbound Template back to Seattle.
MILWCOAST2NPEBTemplate

MILWCOAST2NPWBTemplate
They depict NP’s mainline runs between Cle Elum and the Tacoma West Yard with pickups and setouts only at the Auburn Yard (for both directions). The EB template also includes a departure at the Auburn Yard for those wanting a shorter run.
MILWCOAST2NPLOCALSEBTemplate
MILWCOAST2NPLOCALSWBTemplate
They depict NP’s local runs between Cle Elum and the Auburn Yard.
MILWCOAST2NPLOCALSSBTemplate
MILWCOAST2NPLOCALSNBTemplate
They are local runs between the Argo Yard and the West Yard. The SB has also a shorter run between the Auburn and West yards.
MILWCOAST2UPSBTemplate
MILWCOAST2UPNBTemplate
They are mainline runs between the Argo and Tacoma Jct Yards. No pickups or setouts between the main yards.
MILWCOAST2LACONIATemplate
It is a fictional MILW diesel run, servicing local sidings, between Easton and Cedar Falls using the MILW Hi-line through Laconia. The Hi-line has been in service until opening of the Snoqualmie tunnel in 1914.
MILWCOAST2WESTONTemplate
It is a fictional NP run between Easton and Lester, using the Switchbacks and the Weston loop. Using two GP18 as player trains, the maximum of cars (plus caboose) that can run through the switchbacks is seven (7). In AG, simply set your initial train at 7 and add your caboose to start your run. The only work that can be done between both destinations are the Weston spur at Weston along the Weston loop. The Weston loop shut down when the High trestle above the Green River opened in 1915 and the switchbacks operated one year until the opening of the Stampede tunnel in 1888.
MILWCOAST2ROSLYNTemplate
It depicts a return trip from the NP Cle Elum to Roslyn, servicing the Roslyn Mines area. Before reaching the first set of mines, you will be required to toggle to manual mode, turning your switching manually
MILWCOAST2BARNESTONTemplate
It consists of exchanging cars with two (2) sidings at Bagley Jct and NP Barneston and returning the train back to Kanaskat.

It is a complex process but has been achieved in about two (2) hours. The sidings' configuration has been set to allow setting out cars on one side of each siding while the train can pick up cars on the other side of the siding. The sidings' capacity has been cut in half to allow such exchanges. Because of the switchback at Bagley Jct, it is recommended not to have more than 12 cars to make up the switchback and move through.

Because of the very short path, it will be required to toggle to manual mode to make manually your switches.

The steps are the following to succeed this activity:

1-pickup your cars at Kanaskat (or you can start your activity with a 12-car consist in your initial train)
2-setout cars on the Eastern side of the MILW setout siding at Bagley Jct, just before reaching the MILW mainline
3-use the switchback and proceed towards NP Barneston
4-Setout your cars at the Barneston siding on the Northern side
5-Pickup your cars at the Barneston siding on the South side
6-pickup your cars at the MILW setout siding on the Western side of the siding, at this point you have your final     train to be set in Kanaskat
7-Setting you train in Kanaskat.
MILWCOAST2KINGSTREETTemplate
MILWCOAST2UNIONSTATIONTemplate
They are switching templates of passenger cars in Seattle’s King Street (NP) and Union station (MILW)

As platforms, AG doesn’t normally recognize platforms in the database file. Probably during construction of the route before its official release, I believe these platforms were marked as sidings and later changed to platforms. That could not be confirmed but ended in the SWLTDB file, which made possible both templates. However, specific instructions must be carefully followed to succeed in running them.
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When creating your activity using the AG Activity creation screen,

make sure to select the ‘Reach 20mph’ feature as shown here >>>>>

and the maximum of cars to be handled is no more than seven (7):

Once your activity created, AG will create a workorder 

as shown below
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Once you have started the SLG-generated activity 






in OR, pressing the F1 key and selecting the work 






orders will show the following as below
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Before reaching the stations, you will be required
to toggle the switching to manual and use 
the consist numbers to make your work,

using the OR ‘F7’ key to show consists numbers

(see below)
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Once your work done, reaching 20mph will generate the end activity message.
You can look into posts 13,14 & 15 of the Skyline forum topic for additional details, see the link below.
http://skylinecomputing.com/forums/index.php?showtopic=1028
MILWCOAST2KNIGST_INDTemplate
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This template services the industries between the Argo Yard
and the King street station. Due to the very short path, toggle 
to manual switching and use the F8 feature (see right) 

to help you with switching. Return to the Argo yard to end the activity




MILWCOAST2GSATemplate
From the Black River Yard, the MILW services the GSA complex in Auburn and is a return trip back to the Black River Yard. When approaching the GSA complex, the path will reverse at the mid-point between MP 2176 & 2177 However,
you must toggle to manual switching to work your sidings in the complex. Once your work done and, on your way back, once you have reached your reverse point, simply toggle back to automatic to resume and complete your work.

MILWCOAST2NP_TAC_INDTemplate
The Northern Pacific services the industries located in the Tacoma 34-E section. Manual toggling is required due to the very short path. Your start and destination are inside the NP West Yard.
MILWCOAST2MILWYARDSTemplate
MILWCOAST2NPYARDSTemplate
MILWCOAST2UPYARDSTemplate
They are templates servicing some of the main yards for each Railroad. Manual switching is required.

MILWCOAST2NPSECTION33ATemplate
MILWCOAST2NPSECTION33BTemplate
MILWCOAST2SECTION33ATemplate
MILWCOAST2SECTION33BTemplate
MILWCOAST2SECTION33DTemplate
The following templates services sections in the Seattle area, whether the NP of the MILW. Manual switching required.
MILWCOAST2TAC_INDTemplate
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It services the MILW Tacoma industrial section 34C. There are no source tracks in this template. The user must add cars (up to 20) in the initial train as shown right:
MILWCOAST2TAC_PASSTemplate
It consists of assembling a Northern Pacific Commuter train inside the NP passenger yard and to leave the passenger cars on yard 4, beside another commuter train waiting to depart, already at the AMTRAK platform. At the front of yard 4 lies two NP engines ready to couple with the passenger cars.
However, do not couple with the two engines. Otherwise, the end activity won’t be generated. Simply leave the cars as closest as possible to the engines without coupling to them. Also, you can exchange cars with the office car track beside the platform.
The maximum of passenger cars for assembly in yard 4 is eight (8).

MILWCOAST2TAC_TOFCTemplate
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It consists of exchanging TOFC cars inside the Tacoma Intermodal Yards 34C and 34D area. You can select any siding as source tracks, others as work tracks and finally the remaining as final destination. Since there is only one region in the template, make sure to select in the AG screen the following below:
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 would like to say thanks to Benny (bennycdn) who had helped me with testing the whole template package.
               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 
