Generating activities with Activity Generator 4 (AG4)

(Formerly Switchlist Generator or SLG)

for the Pentecosta (v 4) route 

(Route built by Julien Cachemaille)
The Pentecosta 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 Pentecosta route is a 700 km network of double track mainline and 400 km of single track secondary lines. The Pentecosta Mountain is in the centre of the whole network. It is a mix of mountain, forest and desert land. It has more than 640 serviceable sidings and has 7 templates. 
The main line templates, Eastbound (EB) and Westbound (WB) serve the 700 km of main line between Buin, Mimizan (on the Western side) and Hamsterveel and Timothei-Molei (on the Eastern side). The LOCALS EB, WB, NB and SB serve the remaining 400 km of secondary lines between the main area points along the mainline. The YARDS templates handle freight inside the main area yards and surroundings.
Here are the 8 required downloads from Trainsim.com, which are all from Julien Cachemaille:

                      julde004.zip                       julfc001.zip                           julpc002.zip                      

                      julde008.zip                       julfc003.zip                           julturbo.zip

                                                                 julcoo4.zip
The main player engines for the EB and WB templates are Alcos; a combination of two (2) M640’s and one (1) M636, totalizing around 12,500 HP. All the LOCALS Templates have three (3) Alco C-424’s, making 7200 HP of power along the secondary lines. The YARDS Player engines are made of two Alco C-424’s.
To help with work selection, a network of about 185 maps, including the seven (7) main area maps is available and indicates the markers orientation. The MAPS folder is located in the route folder.

The Main EB and WB player engines can handle easily 40 cars while the LOCALS are configured to have between 15 cars and up to 20 cars. Because of some short sidings in some areas for meets, there is a risk the player may not end his activity if his consist is too long to meet an oncoming train. Also, If the consists are longer, the total engine power may not be sufficient to handle the steeper grades of the Pentecosta Mountains.

For this reason, helper units have been set at Maribamba, Jujuy and Guagnew (LOCALSEB), Arthuro K. (LOCALSWB), Peney-le-Jorat and Joubarvolon (EB) and finally Malak (WB). Location of the helpers can be seen in RED in the Maps area with the concerned templates. Once in the summit of their respective areas, the helpers can be unhooked on-the-fly (at less than 10km/h) at “Col de Brumuste” (LOCALSEB and LOCALSWB), Mont-Petzi and Poulet (EB) and finally Goulet-Myrtille (WB).
Before arriving to these areas, it will be recommended to save your activity in case your motive power is unable to climb the grades ahead of these locations. If this is the case, simply reload your last activity, pick up your engines and hook them up behind your load and proceed with the climb.
Also before proceeding to any work inside one area, it is always recommended to save the act, just in case. Toggling the signaling mode to permissive and the switching mode to manual may be necessary in some cases.
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.
Additional information and screenshots of the Pentecosta 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=a7f2de8e1765e061844d04c6803b2c53&showtopic=719
Sincere thanks to Ted Sloan (smokeytc) for helping me for the many hours he spent with testing the whole route and his recommendations to improve the package.

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.
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 

