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

for the Union Pacific (UP) Sharon Springs (route built by Basil Price)
Route update by Denis Gionet with permission from the author
 The Sharon Springs 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 240-mile Union Pacific Sharon Springs Route covers the section between Salina KS and West to Sharon Springs KS, close to the Kansas-Colorado state line. When the Southern Pacific (SP) became part of the UP in 1996, the Tennessee Pass route was abandoned and rerouted traffic along the Kansas Pacific (KP) line. From Denver to Kansas City, Union Pacific invested to accommodate longer and heavier trains. With Tennessee Pass shut down, Union Pacific needed an outlet for the four or five trains of coal sent east each day from mines in western Colorado. The old Kansas Division was reborn, with new rail, new trestles and an ocean of granite roadbed to support the unit trains. 















On the Union Pacific official site (up.com), a 2012 report states that coal is the top commodity received in Kansas in volume (75% of total volume). Assembled autos, auto parts, roofing products and fertilizer and among the other top receivers making the other 25% of volume received in the state. It also mentions that wheat is the main shipped commodity out of Kansas (about 45%). Assembled Autos, Corn and Feed Grains, Food Grains and Corn Refining fills the rest, evenly spreaded on the remaining 55%.

Here's the reference document from the UP web site
www.up.com/cs/groups/public/documents/up_pdf_nativedocs/pdf_kansas_usguide.pdf
Permission from route builder Basil Price has been given to me to create a small update to accommodate the oncoming template. The route update will be available only with the current template package.

Thanks Basil for your permission. Much appreciated!

The timeframe for the route template is in the mid-2000’s. Also part of the route is the old ATS&F yard at Salina, which is now operated by the Kansas & Oklahoma (K&O), which is also being simulated in the templates.
There are six templates, including two (2) mainline (EB & WB), two (2) locals (EB & WB), one Yards (UP at Salina) and one template for the Kansas & Oklahoma (K&O) section of the route. 
The route is available at the Mophouse-MLT downloads website (see Mophouse Library section / Mophouse Routes)
Here are the required downloads to run the templates (including one payware pack)
1-From the Streamlines web site (www.streamlines.ca)
The Union Pacific on the Green River Route trainset (payware)
2-From the Mophouse-MLT Downloads web site (frankoburns.proboards.com)
Kansas & Oklahoma GP-38 pack (see Streamlines repaints section to retrieve the download)
A pair of GP38-2's in K&O livery by Dennis Jones. Ownership of Streamlines BN pack is required for the shape file. Please read the included documentation! You will need to alias cab and sounds to your preference.
3-From the Trainsim file library (www.trainsim.com) (five (5) freeware downloads)

3baypk44.zip* 

3baypk57.zip*

86ftbox6.zip*

acf-3bay.zip

tankpak5.zip*
* install in folder bearing the same zip filename 
Additional information can be seen in the topic for the templates in the Skyline Forum( click the link below): 

http://skylinecomputing.com/forums/index.php?s=4caa56d58f6275bb385255d22dff46f6&showtopic=953
Here are some additional details for the different templates
To help with work to be done, Moe Smith (aka dispatcher) has created a map system of the route and is included with the template package. A big thanks Moe!

Since traffic on the Sharon Springs sub is much lower than on the more Easterly Kansas-Topeka line in the Salina sub. (up to 60 trains par day) AI Traffic trains have been set about three (3) hours apart. That gives enough time to do work along the route. 
However, before reaching any area to work, it is recommended to save your act before reaching the last meeting point. Back and forth movements of the player train may trigger a distant AI train to move forward inside the signal circuit and create a collision or a stall, forcing an end to the activity. Some of the meeting areas may be up to twenty (20) miles apart, hence the importance of saving regularly your act.
To help locate the meeting areas, here are the approximate milepost locations to save your acts before the next area where work is expected.

For Eastbound templates: MP 412, 402, 391, 382, 372, 362, 352, 342, 330, 315, 307, 298, 295, 284, 267, 255, 235, 225, 219. 214, 203 & 191.
For Westbound Templates: MP190, 201, 212, 217, 223, 234, 253, 266, 281, 293, 296, 305, 313, 328, 340, 350, 360, 370, 380, 390, 400 & 410
Mainline SB & NB Templates

The following are mainly runs between Salina and Sharon Springs with pickups and setouts only at Salina and/or Sharon Springs Yards. The templates depicts runs that are already in progress between Kansas City and Denver.
For the WB Template, the user must select as final destination the To Denver siding. The player train is not required to slow down and/or stop to end the activity, as long as the whole train is within the siding limits to end successfully the activity.
For the EB Template, the procedure is the same as with the WB template. Simply reach the To Kansas City siding and MSTS should end the activity with success.

The SB and NB LOCALS templates
The templates are local runs between from both Sharon Springs and Salina yards to Ellis in both directions. The player train will end the activity at Ellis. Make sure at Ellis to select the designated sidings as as final destination to finish your activity. For the runs which start at Ellis, make sure to select the designated sidings as source tracks, unless you decide to start your consist with a certain number of cars.
The K&O Template
The template depicts some work in Salina with a return trip to Abilene. The user is recommended to start the player train with up to 15 cars and starts its run at the Eastern tip of the K&O line. Simply reach the yard and work the proposed yard sidings and the interchange. Once finished, simply select as final destination the To Abilene siding. Simply reach the whole train at cruising speed within the To Abilene siding limits to end the activity
The YARDS template

It depicts some work in the Salina Yards and surrounding sidings including Miller Grain and the Cargill grain depot. . Since the path is very small, you are required to ask permission from the dispatcher (ALT+TAB) to cross any RED signal along your run.
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Because of the very short length of some of the player paths (for the YARDS & K&O Templates), if you wish to have some railfills (eye-candy) along the tracks, it will be necessary to activate the “Place cars on tracks not on player path” feature in the advanced options of AG’s “Fill Simulation with Railcars” (See picture) 
The route does require good computers to run. If your computer freezes while running the templates, you may be required to lower down the graphic sliders and/or reduce the number of railfill cars from the default 500 to a lower number. The latter can also help improve performance.
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.

              I hope you will enjoy for hours this template package. Sincere thanks to Benny (bennycdn) for testing the templates. Don’t hesitate to contact me if necessary at photoman_57@hotmail.ca or go to the forum to address your issues I’ll try to address your concerns to the best of my knowledge. 
General information about the use of AG

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.com. 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. You are welcome to register with us. 

Denis Gionet






