Generating activities with Activity Generator 4 (AG4)

(formerly Switchlist Generator or SLG)

for the Milwaukee's Rocky Mountain Division Eastern Subs (RMD_East)
original routes (RMD 1&2) built by Jerry H. Sullivan. Updated and merged by Lukas A. Lusser
The RMD_East 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 RMD_East route covers the Milwaukee's electrified line from Harlowton MT to Deer Lodge MT (205 miles). It also includes the Northern Pacific Butte Shortline between Deer Lodge, MT and Logan, MT, and the NP Mainline between Logan, MT and Toston Dam, MT (130 miles). Also included is the the Butte, Anaconda & Pacific Rairoad (BA&P) which starts at Butte MT and goes to Anaconda MT, 25 miles further West.
The template package for the RMD_East route includes seven (9) templates: Eastbound (EB), Westbound (WB) templates for each of the MILW, NP and the BA&P templates. In addition to the six templates mentioned are included in the package a YARDS template in locations served by the MILW and the NP, a BAPYARDS template for the BA&P to allow only the proper rolling stock for the BA&P and a NPLOCALS Template depicting a NP local run with return trip between Logan and Lombard. A total of around 140 serviceable sidings are available through all railroads. With an average of a two-hour interval between AI traffic trains for most templates, the engineer will have time to do its work if he knows that the meeting train had passed recently. If it has been a while since the last meeting train, it may be advisable to save the game, just in case. 
The timeframe of the templates moves us back in 1962 during the pre-sd45 era, one year after the Olympian Hiawatha ended service in May of 1961, still some years ahead before de-electrification of the whole MILW line in the early 70’s. The player engines for the MILW line is an EF-5 electric boxcab set. However, also available in a separate folder inside the route folder is a pair of Little Joe (EF-4) engines player consist files. If you wish to substitute the EF-5 for the Little Joe, simply copy the files in the Little Joe player engine files and paste into the consist files to overwrite the boxcab player consists. If you wish to return to the original EF-5 files, simply copy the files inside the EF-5 player engines and paste into the consist folder to overwrite the Little Joe files and return to the original files. Both locos folders are inside the RMDEast Template MILW Player Trains folder. 
As optional, for those having some extra electric engines, I have included additional MILW player consists in their respective folders for the E42 three boxcab (A-C-B) EF-3 and the E50 two boxcab (A-B) EF-1. Also included is a YARDS player consist for the E57B switcher known as the “Harlowton Switcher” if you wish to work inside the Harlowton YARDS.
Pending a solution in creating a SLG-generated consist with the EF-5 boxcab set, here are the recommended procedures to follow. When selecting a caboose, do not use the “change engine” feature of AG, you will have to do it manually with a consist editor. Select your work and finally press the OK-Generate Activity button to generate a SLG-generated consist. Then open the SLG-generated consist with a consist Editor (Conbuilder or Convoi). Remove the first component of the engine set, which has been duplicated during creation of the SLG consist (you will see twice the same engine component, the 1st and 2nd), and once done, you can add then your caboose manually. Save your consist and then proceed with the activity. 
                                                   For more precise details about this issue, you can go to the following link:                                                                            

                                                   http://skylinecomputing.com/forums/index.php?showtopic=628
The player engines for the Northern Pacific (NP) lines are Four (4) Northern Pacific F-Units set. The player engines for the BA&P are a pair of GE built B'B' boxcabs. For the YARDS Template, the default player engine is the MILW ES-2 electric switcher since most of the yards worked are inside the MILW network. If you wish to the NP’s Silver Bow area, simply change the engine with AG. For the BAPYARDS template which will serve the Butte Hills and Anaconda areas, the default player is the same as for the BAP EB & WB templates. For the NPLOCALS template, the default player engines are the NP GP9 locos.
Additional details from the topic dealing with the template package and screenshots of the route can be found by clicking the following link in the Skylinecomputing Forum:

http://skylinecomputing.com/forums/index.php?showtopic=622
Here are the required downloads including the engines from Train-sim and the Mophouse sites.

From Train-sim.com  

	2mlwcabs.zip - Milwaukee Road cabooses
	milwef4s.zip – Milwaukee Road Little Joe electric locos

	efcomcab.zip – Milwaukee Road Boxcars Common cab files
	milwesnd.zip – Milwaukee Road locos common snd files

	livestk1.zip  - Livestock cars 
	milwef4c.zip – Milwaukee Road Little Joe cab files

	4pack13.zip – Tanker cars
	np24cabs.zip – Northern Pacific cabooses

	milwboxs.zip – Set of Milwaukee Road boxcars
	scmgpk2b.zip –Set of boxcars

	airsl11.zip – Airslide hoppers
	ugpac1.zip - Gondolas

	bewgonld.zip –Gondola loads for the ugpac1.zip
	bap_ge.zip – BA&P Electric Boxcabs

	bap_hvy.zip – BA&P Heavyweight coaches
	bap_ore.zip – BA&P Ore cars

	brillmst.zip – Main street Trolley
	ncl.zip – North Coast Limited passenger trainset

	milw_e45.zip – MILW EF-5 electric boxcab set
	milw_es2.zip – MILW ES-2 electric switcher set

	np6007.zip – NP’s four F-unit set
	rrm_np_53-6_flats.zip –NP flat cars set

	milwgp20.zip –MILW GP20
	


From the Mophouse-MLT Downloads
(Including the file’s location inside the site)

Northern Pacific GP9 #303

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: GN, BN & BNSF Engines
Northern Pacific GP9 #206

The Mophouse-MLTDownloads :: MLT DOWNLOADS :: MLT Downloads File Library :: GN, BN & BNSF Engines
(For both GP9 engines, you will need the Maple Leaf Tracks’ B&O Heritage pack for the shape, sound and cab files)
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Take note that during the 60's, use of cabooses was part of any consist at that time. In order to select a caboose for your selected railroad, in the AG main screen (in the Change Engine feature) simply click on the last car in consist section and select the appropriate caboose. For the templates cabooses available, the MILW ribside cabooses are numbered 992075 or 992087 while the NP's wood caboose is #1738. For the BA&P, use the BA&P #10 caboose.
(Exception: for the EF-5 player engines-see the SLG consist  issue above to add a caboose)

Just remember that you can change the required rolling stock with Activity Master from skylinecomputing.com or ConBuilder  to suit your personal preferences.

Here are some specifics or features of the route:

(1) 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 or changing the signalling to permissive. There is at least one AI traffic train every 2 hours on all lines 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. Re-loading your last saved act will allow your act to resume.

(2) On the MILW line, there will be helper trains (EF-5 set) at Piedmont (WB) and Butte (EB). On the NP help will come from three GP9's located at Butte (EB) and at Whitehall (WB). Along the NP, it is suggested not have consists longer that 35 cars, in addition to the 4 F-Units and the three Geeps on the back if helpers are used. I have tested along the NP with 40 cars and helpers and found out that at least one siding counld't contain the player consist. For the MILW, it would be suggested to have a maximum consist of 40 cars. 


It will be preferable to hook up your helper trains at the end for all player trains. Once at the Donald (MILW) or Homestake (NP) platforms, simply unhook your helpers on the mainline to allow them to return to their point of origin. I have seen some photos at Pipestone Pass of the MILW electric helper trains unhooked there and preparing the returning trip down while the rest of the consist resumed its trip the other way downward.
(3) The BA&P YARDS Template for the Butte Hill path includes the Rocker Yard to allow setouts of full hoppers from the mines and to bring back empty hoppers to the mines uphill. Although there are two areas to serve, there are four distinct regions. They are Called Butte Hill-OUT and -IN as well for one of the two sidings in Rocker called Rocker-IN and the other siding called –OUT. This arrangement will allow to pickup full hoppers from the Butte Hill-OUT area to be carried to the Rocker-IN area. Once there, the player will be able to pickup the empties from the Rocker-OUT area and to bring them back to the final setout at Butte Hill-IN area. When entering or exiting the Rocker Yard area, make sure to get clearance from the dispatcher (Alt-TAB) to proceed ahead.
(4) The NPLOCALS Template is based on the same concept as the BA&P YARDS template. It depicts two local runs with return trips on the NP. The first one is from Logan to Lombard and the second is from Logan to Sappington, including the Sawmill at the Norris and Pony Branch. Logan, Trident and Lombard have each an –IN and –OUT region to allow a return trip to Logan. 
      On the NPLOCALS run to Sappington, it would be recommended to switch the signaling to Permissive mode for the rest of the run once you have your green at Logan. This will allow some complex moves at Sappington to turn your engines from the front to end for the return trip. The 20-mile run have both facing point and trailing point sidings. You will have to move to the Sawmill with your caboose and cars in front to be able to work the area. Working along the line may take up to 3 hours to complete. I have been successful in a run involving work at the Sawmill, Sappington’s TALC Factory and Willow Creek’s grain elevator in 2 hours and 25 minutes!
(5) To help in selecting your work and at the time of preparation of this document, detailed maps for all templates are being worked by Moe Smith (aka dispatcher) and will be available shortly to complement the template package. Thanks Moe for your help!
(6) Paths starting at Ringling (MILW-both directions), Whitehall (NP-WB) Piedmont (MILW-WB), Silver Bow (BA&P-WB) simulate that you are already on your run to your destination.

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 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.

The following are general information about AG4 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 would like to say thanks to Benny (bennycdn) who had helped me with testing the whole template package.
               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 

