Generating activities with Activity Generator 4 (AG4)

(Formerly Switchlist Generator or SLG)

for the Monson route 

(Route built by Christian Schroeder)
The Monson 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 Monson Railroad is a two-foot gauge railroad which operated from 1883 to 1945 between Monson Junction and the city of Monson in Piscatequis County in Maine/USA. Its main purpose was hauling slate from the famous slate-pits of Monson. 
Since all the rolling stock came with the route, no additional downloads are required to use the templates.
There is no signalling along the entire route. Since there is a passenger service daily, the starting time of all three (3) templates will be at about 10h15, after arrival of one passenger train to Monson. The next passenger departure from Monson is expected at around noon. For the MRR template, work should be terminated before or make sure to clear the tracks at 11h55 to allow the passenger train to reach the station, pickup its passengers and leave Monson at noon.
Path runs have been set very short. That means that AG’s railfill cars feature should be activated to have some railfill cars throughout the network (see image below). Otherwise, only the serviced cars will appear. The player will have to turn the switch manually to move along the network. 
Since no wye is present, the return trip for the MRR train (MRR template) will be done with its engine on reverse. The same will apply for work to bring back log cars from the logging areas to the Boyd Lumber area (BOYD template)
The template package for the Monson Templates includes three (3) templates servicing close to 65 sidings.
(MRR, BOYD and BOYDYARD) 
Here is the way the templates have been built regarding
rail operations along the Monson network:

The MRR template has no main yard in Monson itself. The MRR #3 steam engine (about 165 HP) will be the player engine for the MRR template. 
1-The player train will have to leave Monson to pickup freight from the slate pits and the Boyd Lumber area to the Munson Junction where goods will be transferred to the railcars of the standard gauge Bangor and Aroostook (BAR) railroad. The designated regions to be serviced bringing cars to Monson Jct will have the
 –OUT suffix in the SWLTDBMONSONMRR file. 
2-Then the MRR will bring back empty cars and/or bring oncoming material transferred from BAR to the MRR and its servicing areas. The regions outside Monson Jct will have a –IN suffix.  
3-It may also prepare the next load by picking up additional cars at designated area to end up to the Monson track 2. This is why the Monson track 2 is the final destination to end the activity if the option to assemble cars for the Monson track 2 is selected as its final destination.
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Here’s the typical arrangement in AG’s main screen to set up the MRR template. 
(What doesn’t appear on the screen is the Monson track 2 as the final destination if this option is selected in the lower section of AG’s screen)
Also is recommended (with all templates) to check the “Place cars in tracks not on player path) since the paths are very short.
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The BOYD Template consists of picking up logging cars from two remote logging areas, Moores and Lily Pond and to bring them back to the Boyd lumber area. 
Once reached, it will set up the cars to the logging track and drop the logs into the water which will be brought to the mill and be processed. Past Moores pond, the trip to the Lily Pond logging area will require two switchbacks to reach the location. Steep grades are part of the logging run.
The 110 hp Boyd Climax #3 steam engine will be the player engine for the BOYD template. 
Here is the way to set up AG’s screen for the BOYD Template (see image right)

The BOYDYARD Template consists in handling cars inside the Boyd Lumber area. The 85 hp Climax #2 steam engine will be the player path for the BOYDYARD Template. 
In all three templates, it will be recommended to select source tracks, work tracks and destination tracks as indicated on the right of AG’s screen to follow a reasonable sequence of order. Despite all the effort to have a appropriate workload, you may have to regenerate a new SLG-activity if not satisfactory. For example, all empty logcars should end up in the Moores and Lily Pond areas and not back to the logging track. If it occurs, re-generate a new activity until it is satisfactory.

Uncoupling cars from the steam engine will get some used to if you encounter issues with the procedure. It is not a problem between cars, only between the engine and the first car of the load.

When preparing to uncouple the car or string of cars from the engine, 

1-Make sure you set the loco and train brakes first (FULL SERVICE or at least 1/3).
 
2-Once your cars disappear on the F9 screen, set your reverser at about 25 or -25 and your throttle at minimum (around 30)

3- Then release your loco brake and your train brake at last. Once done your loco should start moving and  

separating from the car.
It is recommended to limit the length of any consist because of the limited power of all steam engines which is between 85 to 165 hp.
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. 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 for the Monson Route, courtesy of Moe Smith, is available in the Trainsim file library. Thanks Moe!
Additional information and screenshots of the Monson Templates can be seen in the topic for the templates in the Skyline Computing Forum: 

Simply click (Ctrl + click) on the link to the topic below:
http://skylinecomputing.com/forums/index.php?s=266f99ba7696a4cde77b1005845e1cd6&showtopic=706&pid=3413&st=0&#entry3413
The following are general information about AG4 and its use and may not apply to the current 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. The player consist starts with two sd40-2’s, which are good for about 25-30 cars. 

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 

