Generating activities with Activity Generator 4 (AG4)

(formerly Switchlist Generator or SLG)

for the Milwaukee's Rocky Mountain Division, 4th Sub. (RMD4)

route built by Jerry H. Sullivan

The Milwaukee Rocky Mountain 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 Milwaukee Road (MILW) Rocky Mountain Division, 4th Sub. Route covers the Milwaukee's electrified line from Alberton MT to Avery ID. It also includes Northern Pacific (NP) lines between Haugan and Wallace and from Paradise to Lothrop. Avery ID is the Western end of a continuous electric line which has started at Harlowton MT. Here's some information from Wikipedia as to the reason behind MILW’s electrification:

"The Milwaukee soon found that operation of steam locomotives over the mountain passes was difficult, with winter temperatures that reached -40°F. Electrification seemed to be the answer, especially with abundant hydro-electric power in the mountains and a ready source of copper on-line at Anaconda, Montana. In 1914, electrification began between Harlowton, Montana and Avery, Idaho. The first electric train ran in 1915 between Three Forks, Montana and Deer Lodge, Montana. The system used was 3,000 volt DC overhead line." 

The RMD4 is mostly a mountain route with some very rugged terrain in some areas inside both MILW and NP lines. The NP Wallace branch starts at Haugan and goes west to Wallace. The branch line is a mix of very twisting tracks and steep grades. The summit of the route is at Lookout. On the MILW line from Alberton going West to St.Regis as well as on the NP line between Lothrop and Paradise, terrain is moderately mountainous along the Clark Fork River with low grades. West of St.Regis, the MILW line will start to encounter many curves along the twisting Regis River up to Haugan. West of Haugan, the line starts to climb steep grades to finally reach summit at St-Paul Pass and its 1.6 mile tunnel. From there the line starts to drop gradually from Roland down to Avery, mainly along the North Fork St.Joe River. The railway area between Avery and Roland is considered among the finest feats of railway engineering in the United States as despite the rugged terrain, engineers were able to keep grades reasonable (about 1.7%) and keep line curvature at 10 degrees. There are lots of tunnels and trestles inside the MILW line, mostly between Haugan and Avery.

The timeframe of the templates moves us back in the mid-sixties, a few years before de-electrification of the whole MILW line in the early 70’s. The player engines for the MILW line is a single MILW Little Joe electric locomotive. However, also available in a separate folder in[image: image1.jpg]Customize Your Activity-- New Style Template; Regions appear in order for each patl
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side the route folder are E47 boxcab electric engines player consist files (in set of threes). Just simply copy the two files in the E47 player engine files and paste into the consist files to overwrite the Little Joe player consists. If you wish to return to the original Little Joe files, simply copy the files inside the little Joe player engines and paste into the consist folder to overwrite the E47 files and return to the original files. Both locos folders are inside the MILW_ Electric Player consists folder.The player engines for the Northern Pacific (NP) lines are three (3) Northern Pacific GP9's.

Take note that during the 60's, use of cabooses was part of the consists 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. For the templates cabooses available, the MILW ribside cabooses are numbered 992075 or 992087 while the NP's wood cabooses #1233 and #1738 are their numbers (See the following diagram-lower right section) 

Here is the detail about the required rolling stock (14 downloads) including the engines from Train-sim and the Mophouse sites.

From Train-sim.com (11 downloads)  

	2mlwcabs.zip - Milwaukee Road cabooses
	milwef4s.zip – Milwaukee Road Little Joe electric locos

	efcomcab.zip – Milwaukee Road Boxcars Common cab files
	milwesnd.zip – Milwaukee Road locos common snd files

	livestk1.zip  - Livestock cars 
	milwhvy2.zip – Milwaukee Road heavyweight coaches

	milw_e47.zip – Milwaukee Road E47 Electric boxcab locos
	np24cabs.zip – Northern Pacific cabooses

	milwboxs.zip – Set of Milwaukee Road boxcars
	scmgpk2b.zip –Set of boxcars

	milwef4c.zip – Milwaukee Road Little Joe cab files
	


From the Mophouse-MLT Downloads (3 downloads)

(Including the file’s location inside the site)

Northern Pacific GP9 #303

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: GN, BN & BNSF Engines
Northern Pacific GP9 #206

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: GN, BN & BNSF Engines
(For both GP9 engines, you will need the Maple Leaf Tracks’ B&O Heritage pack for the shape, sound and cab files)

Some MSTS default cars are also used with the templates, such as hoppers, centerbeams and tankers along the  required stock to keep the required download roster as low as possible, but their use will be  limited since it is cattle country and will mostly see livestock and boxcars along many of the sidings inside the route.

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 MILW RMD4 route includes four (4) templates: Eastbound (EB) and Westbound (WB) templates for the MILW and also EB and WB emplates for the NP templates. In spite of the limited number of serviceable sidings (about 55) and the route’s configuration, all possible care has been taken to optimize the route’s potential and to bring the users challenging activities  with a constant traffic flow along the MILW and NP lines. With an average of 60 to 75 minute interval between AI traffic trains, the engineer will need experience and some calculations in determining the best occasion to do his work between Ai trains. Take note that at Alberton and Avery, there are two (2) sets of sidings bearing the same name. This is why you will notice a difference for those bound for EB runs and the other for WB runs, it will be indicated when selecting your work to be done.

The typical run from Alberton to Avery (with pickups and setouts) will take between 5 and 6 hours for the MILW line while the average run between Wallace and Rivulet on the NP lines will take about four hours. NP trains have trackage rights between St.Regis and Haugan to allow NP to go from one NP branch to another (In MSTS world of course!). That means that a NP train departing Rivulet for Wallace will leave the NP line at St.Regis, use the MILW line to reach Haugan and leave the MILW line into the NP Wallace branch to finish his run at Wallace. Although NP has trackage rights inside the MILW line, NP trains are not allowed to pickup or setout cars at Haugan, Henderson and at Drexel where both railroads share common trackage. 

Paths for the MILW start at Alberton, St.Regis, Haugan and Avery while the NP has paths starting at Paradise, Rivulet, St.Regis and Wallace Due to track and signalling issues, I haven't been able to create a single path from Paradise to Avery. Such path needed a reverse point at St.Regis. All attempts were made to create one but were unsuccessful. Use of MSTS Bin will be a definitive asset in performing some switching tasks, mostly because of the orientation of some sidings that may require switching player engine cabs. 

Here are some specifics or features of the route:

(1) I recommend the user to save regularly his act, such as before arriving to the next selected siding for servicing. The player will have to toggle to manual switching occasionally but more often, changing the signalling to permissive. There is at least one AI traffic train every 60 to 75 minutes on the MILW line which gives enough time for your work to be done, especially if you have just met your train before your oncoming assignment. If you are preparing to reach your next assignment and know your last meet was a while back, back and forth moving in handling your cars may trigger a distant AI train waiting to move forward and you may expect to meet on a single line and end on a red signal in front of the other train or simply collide. Re-loading your last saved act will allow your act to resume.

(2) The shortest siding inside the MILW is at Kyle, about 10 miles east of Avery. The siding's length is about 1/3 mile, even shorter between the signals. That will limit the player consist to about 13 cars, including the Little Joe player engine. If your train's route does not pass through the Kyle siding, you won't have much problem with the consist length. But if your MILW WB destination goes to Avery (or EB from Avery), be sure to have no more than 12 cars to setout at Avery or when leaving Avery, just to play safe. You may go with more cars but from there, no guarantee you will finish your act, especially if you are expected to meet at Kyle.

(3) Another challenge is handling the climb and descent of NP's twisting and mountain grades between Larson and Borax. A feature in the present template package only present once before in all my templates (with the Saluda Template) will be the presence of 2 NP GP9 helper engines at Larson (for EB) and at Borax (for WB) to allow the player to pick them up and leave them once the descent is over. With this change, maximum car settings at start will go up to 15. For WB, you may leave your helpers at Larson and for the EB; you may leave your engines at Borax. At Borax, do not worry if cars are present; just simply push the cars back to allow the helpers inside the siding.

(4) To help in selecting your work, detailed maps for the MILW templates are available in the MAPS folder inside the Route folder. They have been created with the marker's orientation for each MILW siding.  As for the NP network sidings, due to the lower number of available sidings, they have been oriented to become all serviceable, to accommodate each direction of the WB and EB NP templates. Consequently, only an overall map with the sidings location will be needed and is available in the MAPS folder.

(5) When entering Avery to reach the Avery West sidings, make sure to save your act before making the crossover just before the Avery platform. Crossing at that location will allow you to reach the Avery West sidings. EB traffic trains cross for a short distance parts of your path. You may check your track monitor for a red or yellow signal, if not, you shouldn't have any problems in crossing over.


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.

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. 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. 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 

