Generating activities with Activity Generator 4 (AG4), (formerly Switchlist Generator or SLG)

for the Proba routeTemplate (Romania)

Route built by S. Voicu ( aka Big Boy)

The Proba route 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 Proba route is a real route located in Northwestern Romania. It is electrified and is 57 km long. It covers the area between Arad and Timisoara and is an important line for passenger and freight trains. The Timisoara-Arad line is operated by the Romanian Railways Company (CFR).

There are five templates in the package, about 85 serviceable sidings, multiple paths and AI traffic in all the templates. All possible care has been taken when configuring AI traffic. Use of the Bin will be necessary to use the features of some of the rolling stock and will be definitely an asset to toggle from the front cab to the rear cab when shunting (or switching).

I recommend the user to save regularly his act, such as before arriving to the next selected siding for servicing. The player will have to toggle to manual switching occasionally but more often, changing the signalling to permissive. There is at least one AI traffic train every 60 to 75 minutes on the EB and WB templates which gives enough time for your work to be done, especially if you have just met your train before your oncoming assignment.

 If you are preparing to reach your next assignment and know your last meet was a while back, back and forth moving in handling your cars may trigger a distant AI train waiting to move forward and you may expect to meet on a single line and end on a red signal in front of the other train or simply collide. When reloading and once left the area of your last work, if one of your oncoming signals indicates “Restricting”, that means that an oncoming train is past the security zone and closing on your train and maybe collide. Leave your act without saving again. Re-loading your last saved act will allow your act to resume and maybe wait for that oncoming train before moving ahead.


Here are the required 21 download files, including a direct link to retrieve the respective files.

From http://www.train-sim.ro
BLW_LE5100.exe   

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=37&Itemid=26
BLW_LE5100_Repair_Patch__e.exe

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=38&Itemid=26
CFR Marfa Res.rar

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=260&Itemid=32
CFR Marfa RO-LA.rar

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=258&Itemid=32
CFR Rils.rar

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=125&Itemid=32
CFR Shimmns.rar

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=124&Itemid=32
CFR_Freight_Pack.exe

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=238&Itemid=32
CFR_Passenger_Wagons.exe

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=81&Itemid=26
RoLF_CFR82.exe

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=185&Itemid=32
Servtrans Uacs.rar

http://www.train-sim.ro/index.php?option=com_docman&task=doc_download&gid=261&Itemid=32
From http://www.blackrail.ro
CabviewLDH18-v1.0.rar                                       http://www.blackrail.ro/Downloads/Cabviews/Locomotives/Diesel_mechanical/LDH18_Cabview/LDH18_cabview.html
CabviewLDH125-v1.5.rar

http://www.blackrail.ro/Downloads/Cabviews/Locomotives/Diesel_Hidraulic/LDH_Cabview/LDH_cabview.html
CFR_LDH18_18-0015-6_v1.0.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Locomotives/Diesel_mechanical/LDH/Diesel_Mechanical.html
CFR_LDH_141_V1.4.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Locomotives/Diesel_Hidraulic/LDH/machines/LDH_80-0141-2.html
CFR_LDH_214_V1.4.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Locomotives/Diesel_Hidraulic/LDH/machines/LDH_80-0214-9.html
CFR_Marfa_Zaes_Pack_v1.0.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Freight_cars/tankers/zaes_marfa.html
CFR_Marfa_Zaes_Pack-Addit0.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Freight_cars/tankers/zaes_adition_2.html
LDH_Sound_Pack.rar

http://www.blackrail.ro/Downloads/Sounds/Locomotives/Diesel_Hidraulic/diesel_hidraulic_sounds.html
Zaes_Interagro.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Freight_cars/tankers/zaes_interagro.html
Zaes_Petrom1.rar

http://www.blackrail.ro/Downloads/Rolling_stock/Freight_cars/tankers/zaes_petrom1.html
From http://www.train-sim.hu/
vmw_sound_m31.exe

http://www.train-sim.hu/letolt.php?id=210
The Template package

PROBA EB & WB Templates

The player engine for both templates is the CFR Marfa LE 5100 electric engine. Your work will be done between Timisoara and Arad with some pickups and setouts along the way. It is suggested to have a maximum of 20-25 cars per engine because of the presence of some grades along the line. If you wish to have a longer consist, you may add up an engine or two, along the diesel or electric locos. More details about how to proceed in the last section of this document.

As mentioned earlier, using the EB and WB templates may require to toggle to manual switching and permissive mode the signalling system. If so, before reaching the location of your next assignment, it is suggested to save your activity. Then with AG’s feature change the route switching to manual and the signalling mode to permissive. Reload the activity and proceed with your assignment. Once done, save again your activity, change the route switching and signalling to their original settings, reload your act and resume your activity until your next assignment. You may have to repeat the procedure if necessary.

PROBA YARDS Template

The Player engine for the PROBA YARDS Template is the LDH 125 #214 Diesel engine. The areas of your work will be within the limits of the following locations: Timisoara, Arad, Ronat and Baile Calacea. Your assignment is to work inside the selected areas to move cars around the different sidings in the designed locations. Manual switching and Permissive mode should be activated and be kept all through the template-generated activities for the PROBA YARDS Template.

Due to the very high detail of the LDH #214 engine ( and the #141 in the LDH125 PASS Template), be careful in using the #4 and Head Out view (Upper arrow) to avoid a crash. It may take some adjustment of your Camcfg.dat file to be able to use it with minimum inconvenience, but proceed with caution, always save the original files in case you have to return to the original settings.

Take note that at Ronat, some steep grades between both sections of the yard and you may limit the number of cars at about 10 or less, more in flat areas.

PROBA LDH18 LOCO Template

The Player engine for the PROBA LDH18 LOCO template is the LDH 18 diesel shunter. Its purpose is to move engines, electric and diesel, inside the locomotive depot. The area of your assignment is at Arad’s locomotive depot, 5 sidings to move your engines around. A map of the area is available in the MAPS folder in the PROBA route's folder.

The LDH18 being a diesel mechanical engine, you will have to use the gears to move your locomotive, on the same basis as with the KIHA31 loco. Using the #5 feature will help you to see the gear position of your player loco. For those not familiar with using gears, it will take some used to at first before getting comfortable in using the LDH 18.  

PROBA LDH125 PASS Template

The player engine for the PROBA LDH125 PASS Template is the LDH 125 #141 referred as a “donkey” to haul passenger wagons. You will be required to move passenger cars among 5 sidings, located around Arad's Garare sidings close to the passenger platforms. A map of the area is available in the MAPS folder in the PROBA route's folder

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. Despite the effort of rolling stock makers to create material with the least problems possible, coupling issues may arise during your work. Most issues can be looked at by the user. If not, freeware like the Bounding Box Editor, tutorials or topics tackling specific problems are available inside many of the well-known MSTS forums or sites.

The following are general information about AG4 (SLG) and its use. 

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. It has been a great experience and enjoyment making the package. 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 or may I refer you to the Skyline Computing Forum. 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

