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

for the Northwest Line version 6 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 located between Alberta and Saskatchewan, Canada. The Canadian National (CN) and Canadian Pacific Railways (CP) are the main lines of the route. The CN mainline is mostly double-track and extends from Aspen River, the western end of the route to Antonar in the east. Besides the CN line, the single-tracked CP line starts also at Antonar 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 includes ten (10) templates and about 225 serviceable sidings. AI Traffic is present on all templates (except the YARDS template) and on both CN & CP lines. The first four (4) templates are mostly mainline runs between the main yards: Eastbound (EB) and Westbound (WB) for each the CN and CP RR’s. The following four (4) are WB and EB local runs between the main yards for each of the CN and CP with no return paths. The ninth (9th) template depicts yard work on inside the Main yards in Korimer and Delmenton Areas. The tenth (10th) template depicts local work but with return paths to their point of origin.
Here are the required downloads to run the different templates:
From the Mophouse-MLT downloads library (including the file’s location inside the site)
CN Blackfoot/Vegreville Route v2 Equipment Pack (CAN99Equip.zip)
(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Routes and Route Updates )

MSTS 89' Autorack Pack Part 1 (Autoracks_Pack_1.zip)
(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Other Railroads Freight Equipment )

Via Rail First Class LRC Coach (viacoac2.zip)
(The Mophouse-MLTDownloads / MLT DOWNLOADS / MLT Downloads File Library / Passenger Engines and Carriages )

From the Train-sim.com library:
hr100tp1.zip:   MSTS Thirty-Six 100t 3-Bay Hoppers re-release.
mowpack.zip:  MSTS MOW train set.
bew_cp_53_wells.zip: 14 Canadian Pacific Railway 53ft Gunderson Doublestacks
sfw53ftcontainers.zip: MSTS 53' Husky Well With 8 Container Loads. SFW 53' well with eight different 53' dual stacked containers including APL, EMP, HUB, and UMAX.
viaspmn.zip: MSTS VIA F40PH Spiderman #6401.

cp40socb.zip: MSTS Canadian Pacific SD40-2 In Canadian Beaver Livery Set
hrac44_1.zip: MSTS Canadian Pacific AC4400 3-Pack 

(optional: patches available for hrac44_1.zip >> hrac441a.zip and hrac441b.zip)

spcylpk1.zip: MSTS Mix Cylindrical hoppers set 1
scmegapk.zip: MSTS Mixed Railroad 50ft Boxcar Mega Pack.
djjxgon.zip: A  DJJX GS1 Gon with scrap load and an empty version.

trg3281c.zip: Trinity 3281 CUBIC FOOT COVERED HOPPER for Microsoft Train Simulator.
cydx1.zip: 3 Bay gravel hopper CYDX 500302 in both loaded and empty versions.
You can change the rolling stock with Activity Master (from SkylineComputing) to suit your personal preferences.

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. At the time of preparation of this document, Craig Kawahara’s has been updating his Northwest Line map system to version 6 and will be eventually available in the trainsim.com site.  Thanks Craig! 

For each template and path, not all sidings are serviceable. Some of the sidings may be in facing point position for some paths while for some others, the same siding becomes serviceable.  It will be up to the player to check the Activity Editor (AE) or use the Northwest line 6 maps. It may be advisable to mark each siding’s marker orientation in the maps. That will make things easier when determining work to be done. 

Operating the different templates may require toggling the switching mode to manual and the signaling mode to permissive in some situations. Back and forth movements while working your cuts may trigger a distant AI train (along single track mainlines) to move inside the circuit or bring a red signal to stay red. In such a situation, it would be recommended to save your act before any oncoming work, toggle the signaling or switching mode and reload your last activity saved to resume work.

[image: image1.jpg]Advanced Options

[V Place cars on tracks noton player path.



To make sure you have a railfill of cars on both CN & CP lines, make sure to activate the following on the Fill Simulation with Railcars window of AG:
Additional information and screenshots of the northwest Line 6 Templates can be seen in the topic for the templates in the Skyline Computing Forum at the following:
http://skylinecomputing.com/forums/index.php?showtopic=916
Just a reminder that if you 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.
For older computers, the Delmenton main Yard may require a lot of muscle from your computer to handle. You may have to lower down your graphic sliders to be able to avoir crashes.

A big THANKS to Benny (bennycdn) for testing the templates, much appreciated.

Here are additional details for each of the templates:

NWL6CNEB, NWL6CNWB, NWL6CPEB and NWL6CPWB Templates
The following templates depict mainline runs between Antonar (CN & CP) to both Korimer (CN & CP) and Aspen River (CN) with some midway pickups and setouts at Spruce Grove (CN & CP) and Delmenton Yards (CN).

NWL6CNLOCALSEB, NWL6CNLOCALSWB, NWL6CPLOCALSEB, NWL6CPLOCALSWB Templates
Each of the templates are local runs templates. They cover local sidings between the main yards on both directions for each of CN & CP railines. These shorter runs have no return paths. They simply move from point A to point B with some work at local sidings between both ends of the runs.

For the CP WB run starting at Antonar, if you have to do some work at the ADM Fertilizer and East End Intermodal sidings, select them as WORK TRACKS and not SOURCE TRACKS. You will have to switch engine cabs to allow reaching both areas. Then you can select the Antonar Yards as SOURCE TRACKS. If your work requires picking up cars at the East End intermodal sidings, you will have to remain inside the area to let a passing Eastbound stack train. Once it clears the area, you may proceed ahead and resume your run (see picture lower left)
For the CN EB run starting at Aspen River, the same procedure applies for the Jasper Ridge coal sidings. In this case, the player will have to wait first at the Aspen River west end signal to let a Westbound Tanker train pass by. Once it clears, you will have at ask permission before moving ahead. That should take a minute or two to get clearance from the dispatcher and proceed with your coal cars pickup (see picture lower right)
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NWL6YARDS Template

It covers yard work inside the Korimer and Delmenton main yards.

NWL6RETURNLOCALS Template
All paths are short runs with return paths to their point of origin. All paths are located on the CN line only and AI traffic has been set on the CP line only. There is no AI traffic on the CN line. 
Since all paths have reverse points, if you are on your run back home before reaching the reverse point, you may end up having to cross red signals on your way home. In that case, save your act, toggle the signalling to permissive mode and reload your saved act to resume your run back to the point of origin.
The following is general information about the use of Activity Generator and all topics may not necessarily apply with the present template package.

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 
