Generating activities with Activity Generator 4 (AG4)
(formerly Switchlist Generator or SLG)
for the Norfolk Southern Pittsburgh line (Horseshoe Curve)
route built by Austin Yoder

The Horseshoe 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 Norfolk Southern Pittsburgh line (Horseshoe Curve) is home of the world-famous Horseshoe Curve, located a few miles West of Altoona PA. The MSTS modelled route is 52 miles long (MP230 to MP282), mainly located between Altoona PA and Johnstown PA. 

Note: This route is very hardware intensive. Lower-end computers may have trouble running the route, unless lowering down the graphic sliders.

To run the templates, here are the required downloads:

From BLW/ZT(Belanger locomotive Works/ZosaTrains)

The SW East Pack 2 C&BL Bonus set

Note: For those who don't have the BLW/ZT payware pack, a freeware replacement has been prepared to replace the C&BL payware consists with the freeware pbnenw2.zip consists. Simply copy the freeware consist files, located in the CONSISTS/C&BL Player with TS Freeware (pbnenw2.zip) folder, and overwrite the default files. Another option is to replace the locos with Conbuilder, Route Riter, Convoi or another consist editor. If you wish to return to the original files simply copy the consist files, located in the CONSISTS/C&BL Player with default BLW_ZT download folder, and overwrite the current consist files.


From Trainsim.com

86ftbox7.zip*		bew_gon5.zip		bewrack6.zip		csxtcc_1.zip		fgepack.zip*

hrns1d9s.zip		necoilcr.zip		nsboxpk2.zip		nsgrain1.zip		nspak2.zip		

nspak3.zip		nstoppk2.zip		pnw_cb1.zip		rjc3802.zip		scmegapk.zip		

sfw53ftcontainers.zip 	tankpak5.zip*		ns555518.zip

* install in folder using the same filename


From Streamlines (Streamilnes.ca)

The SLI CSX Freeware C40-8 locomotive (in the downloads products)

Click on the following to download the file: http://www.streamlines.ca/files/CSX_C40setup.exe


From Mapleleaftracks.com:

The Norfolk Southern Pack (NSSetup.exe-required to use the freeware nspak2 and nspak3 files)

To help determining workloads, Craig Kawahara has done a map system for the Horseshoe Curve route and is available in the Trainsim site. A big thanks Craig for your excellent work!

The timeframe for the present template is the end of the 90's during the first years of Norfolk Southern's operations along the line. There are 11 different templates and about 150 serviceable sidings.

From Ed's trains

The Norfolk Southern MP15DC loco (to be installed in the NS-MP15 folder name)

Click on the following to download the file: http://www.edstrainsonline.com/train/zip/ns-mp15_engine.zip

Here are some details on the templates

HORSESHOE EB & WB Templates

Both templates are mainline runs between Altoona's Rose Yard and Johnstown's Woodvale Yards with work only in both yards. 

The initial player train for both EB & WB is basically composed of 50 cars. Work is available only in Altoona and Woodvale. Helper units are available in the Altoona Helper Pocket siding (for the WB) and in the East end of Woodvale Yard track 4 siding (For the EB) to hook up in the rear end of the consist, helping  the climb up to the Gallitzin Tunnels. 

Once cresting at Gallitzin for the WB, you will take the switch inside the Cresson Area to leave on the fly the helper units (less than 10mph). You can unhook the helpers in front of the Cresson Engine Yard and resume your run. For the EB train, simply unhook the helpers on the fly near the Altoona Helper Pocket siding and resume your run. 

[image: ]When customizing the activity, select the “Reach 20 MPH” (see right) after the final pickup or setout to end the activity, simulating a continuity of the run West to Pittsburgh or East to Harrisburg.


HORSESHOE LOCALS EB & WB Templates

Both templates depict some local runs between Altoona and Johnstown with work along the local sidings. 

HORSESHOE RJC Template

It is a RJCorman railroad return run which starts a few miles Northwest of Cresson. The line interchanges with the Norfolk Southern Yard at Cresson and exchanges goods with the RJCorman Yard. 

According to the RJCorman railroad Company,  Coal is the primary freight, though trains also move brick, lumber and rock salt along the Pennsylvania lines. In the simulated version, only coal and lumber will be among the goods exchanged in the NS and RJC Yards at Cresson.

[image: ]When customizing the activity, select the “Reach 20 MPH” after the final pickup or setout to end the activity, simulating a return to Clearfield.


[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”. You may have to ask permission to the dispatcher before crossing any RED signal.

HORSESHOE CSX Template

The current template allows CSX trains from the CSX S&G Sub to access the Cambria and the Gautier Steel Yards and back to the CSX S&G Sub

[image: ]When customizing the activity, select the “Reach 20 MPH” after the final pickup or setout to end the activity, simulating a return to the CSX S&G Sub.


[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”


HORSESHOE CBL Template

The template allows goods exchange between the Johnstown America, Gautier and Bethlehem steel yards and their respective plant sidings.

[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”

HORSESHOE CBL YARDS Template

It allows exchange of goods between the Cambria Yard and the plant Yards as well as the exchange to the NS Woodvale Yard in Johnstown.

[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”



HORSESHOE ALTOONA Template

From the Rose Yard, It allows exchange of cars with the Altoona Hill and By Yards and return back to the Rose Yard. A NS caboose can be used to provide rear-end protection. Available is the NS 555518.

[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”


HORSESHOE JUNIATA Template

From the Juniata Storage Yard, it exchanges cars with the Juniata Freight shops and the Juniata Shops.  A NS caboose can be used to provide rear-end protection. Available is the NS 555518.

[image: ]Because of the short length of the player path, if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars”



CR_GALLITZIN Template

It depicts a round trip from the Rose Yard area past the Gallitzin tunnels, servicing the Gallitzin area before returning home to the Rose Yard, which includes work in the Logan Industries area before setting the cars in the designated Rose Yard sidings to end the activity.

 
Just remember that you can change the required locomotives or rolling stock with Activity Master from Skylinecomputing.com or ConBuilder to suit your personal requirements but at your own risk.

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. In the TrainSim site, downloads like EngMod (engmod20.zip file for coupler setting adjustments) and Bounding Box Editor (bboxv1_2.zip file for Bounding Box issues) can help with such adjustments.  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. 

You can view additional information and some screenshots of the route by clicking on the Norfolk Southern's Pittsburgh Line (Horseshoe Curve) topic in the Skyline Computing web site forum (www.skylinecomputing.com/forums/index). Click on the following link.

http://skylinecomputing.com/forums/index.php?s=766a905198a26390d074691db38f9f93&showtopic=991
	


The following are general information regarding usage of different aspects of Activity Generator:
(Take note that some aspects may or may not apply with the present 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 NS sd40-2’s, which are good for about 25-30 cars on a flat terrain, but a lot less on the Saluda grade (see above for the proper tonnage in climbing up the grade) . 

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 
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