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

for the Northwest Line version 3 route( built by Rory Rice)

The Northwest Line 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 Northwest Line is a fictional route, based in areas that would be likely be in Alberta or Saskatchewan, Canada. The Canadian National (CN) and Canadian Pacific Railways (CP) are the main lines of the route.  A third line (BNSF) is introduced briefly on the west end of the route and connects with the CN at Krestler.  The CN double-track main line extends from Aspen River, the western end of the route to Havenford in the east. Besides the CN line, the single-tracked CP line starts also at Havenford and ends at Korimer, which hosts both CN and CP lines. Two interchanges between both lines are present. The first is located between the Spruce Grove and Falden municipalities and the second one, inside Korimer, between the CP and CN Korimer yards.

The Northwest Line template package include the Eastbound (EB) and Westbound (WB) templates for each the CN, CP and BNSF lines (6 templates). AI traffic is present in all templates. It is possible that you may have to wait for two trains before moving ahead. The timeframe of the templates will be around the mid-90’s during BNSF’s first years of service.

Here are the required files to use the templates: 

From the Mophouse-MLT downloads library (including the file’s location inside the site)
CN Blackfoot/Vegreville Route v2 Equipment Pack

(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Routes and Route Updates )

MSTS 89' Autorack Pack Part 1

(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Other Railroads Freight Equipment )

CP GP30 by Paul Fowler
(The Mophouse-MLTDownloads / Mophouse File Stash / Mophouse File Library / Canadian Locomotive and Rolling Stock )

Via Rail First Class LRC Coach

(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Passenger Engines and Carriages )

BNSF H1 Gp30 #2460
(The Mophouse-MLTDownloads / Mophouse File Stash / Mophouse File Library / Locomotives)

From the Train-sim.com library:

hr100tp1.zip:   MSTS Thirty-Six 100t 3-Bay Hoppers re-release. 
dttxc2.zip: MSTS DTTX Smoothside Wellcar Collection 2. Ten cars, 48 foot and 53 foot containers and configurations. 
viaspmn.zip: MSTS VIA F40PH Spiderman #6401.
You can change the rolling stock with Activity Master (from SkylineComputing) to suit your personal preferences.

Remember that not all sidings may be reasonably serviceable according to the direction of your train. Use of 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. Maps of all regions with their markers’ orientation are included in the Route’s AG4 MAPS folder, to help you in determining your tasks. The only exception to the serviceable sidings issue are both the BNSF templates. Due to the short distance of their paths, markers have been oriented to have the most possible sidings serviceable along their paths. So all sidings appearing inside the Activity Generator window are serviceable.

[image: image1.jpg]Fchier Edtion _Affichage  Favorls Outls 7

Oreere - © - (3| Piwimim:

i vossrs | |5 2 X )|

Adresse [ :lprogram Fiesipicrosoft Games| Train Simulator|Routesifan03
Dossiers. X || Nom - j .
om Tale [ Tyee Dote e modfication
g EraT =
. B 20
B Lovssft ©UoEs | chnkal|resms|
&) Lmetwire (CopatHs
© Loptech o | @)
© Ve Sosares [sser
0 microsoftfrontpage Ssounn
B ) Mierosft Games en Typedefihers  FierDAT
£ E Tran sivstor S
S0 Sbimes | Seoweavec: ) Bocrotes Madter,
& rows Gmes
(& GLoBAL ) TRAFFIC Emplacement E:\Program Files\Microsoft Games Train SimulatoriRoutesifan03
e Swor | e
S vereomy_sacae e | Tolesurlsdsases 28,0k0 24578 st
5 Rl Driver DLLs B credts
g g ROLITE GEOGRAPHY CREA ;efv he | s 28 novenre 2003, 01:16:55
Routes ok
. Hmm Wt 7 déconbre 2008, 19:57:52
rancs ; :
g :gs; Rrens Dernier accésle 7 décembre 2008, 19:57:52
56 i Srancs
< B Atriuts ( W Lecture se}e}r Ficiercoché Avencé
© EwFLEs B o
W [AFans Stmeiy THE READ-ONLY PROPERTY
e Bl i whrTrEN N FRENER)
5 SERVICES Erieo
© sawes lforests
S Clamy ponuier || epplauer
& e Dreadne Ko Domentiete | 2008110811113
& oo oy 70K Fchier AT 2008-1027 15148
Smes ssir 21K Fchier AT 2008-12.07 19:57
& e [8)sgsr 21k Fier s 200311280116
= TuToR @lspesdpost 3Ko  Fichier DAT 2008-10-27 10:25
5 woro B potierhaz 1o Fher vz 20010507 1552 =
! e _»H g]: 130 Fichier DAT 20030731 19:03
telepole 1Ko Ficier DAT 20010507 1652




IMPORTANT NOTE: In regard to the Permissive Signalling feature of AG (details further ahead in the document), it has been found that the sigscr.dat file included with the NWL3 route package has been labelled as a read-only file.  That will prevent AG to make the change to Permissive Signalling mode, if needed. Go to the Windows Explorer application and locate the sigscr.dat file which in the route (fan03) folder, usually in Harddrive C. Once located, you will have to change the sigscr.dat file property and uncheck the read-only feature of the file and then AG will be able to make the Signalling change to Permissive mode. The following screenshot gives a good idea of how to proceed.
As a reminder, AG 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 AG 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 AG 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 AG and toggle the signals and track switches back to the default mode, as strongly suggested in the AG 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.  NOTE:  because the CN line is double track, operating in manual mode continuously is not much of a problem as long as the player does not cross over to the opposing main and risk a collision with an oncoming train.

If the user does want to operate longer trains, then an extra locomotive or two should be added.  AG 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.  AG 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. Sincere thanks to Benny (bennycdn) and John P. Mackay (cnbala) for testing the templates. 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 AG itself, you can address them to Steve Davis, its designer at stevedavis@skylinecomputing.com or via their forum at the same site. 

Denis Gionet 
