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

for the UK_Burton-Derby v2 route (route built by Don Hinton)

The Burton-Derby 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
Located in the British midlands, the Burton-Derby route is a complex rail network interconnecting multiple agglomerations in the area. It is a shunter's paradise with its 890 sidings to service. The route perimeter includes the municipalities of Oakamoor, Ashbourne, Wirksworth, Pye Bridge and Nottingham in the North. The southern perimeter includes Alrewas, Measham, Kegworth, Elford and Moira municipalities. It includes many yards, including Burton, Derby and Toton Yards. The route has many collieries including Denby, Wollaton and Clifton. 

 The era for the template is set in the sixties (60's). The main player engines are 2 Class 20 engines in British Rail livery. The three required downloads are the Burton-Derby CD, available at UKtrainsim.com for about 5£ (about $10), which covers fast delivery of the CD and the UKTS_17786_BurtonCDwagons.zip and the UKTS_3290_UKST_pt3_v1-0.exe files. The latest files are improvements to the BD wagons on CD and sound files for the improved and existing rolling stock. Just remember that you can change the required locomotives or rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal requirements. However, it is highly recommended to keep the present rolling stock unless changing with stock of equivalent length. All the rolling stock is between 6 and 8 meters long. 

The template package for the Burton-Derby route includes Northound (NB), Southbound (SB), Eastbound (EB), Westbound (WB)  and the Southwest area (SW) templates with in total 36 different paths for your switching preferences. You will be able to do  maneuvering along the 890 sidings inside the route. Take note that due to the presence of AI traffic, you must be vigilant when you have to crossover marshalling on the sidings located on the opposite side of the mainline. Use of MSTS Bin will be a definitive asset in performing some reversing or shunting tasks, because of the Bin’s ability to switch player engine cabs. Remember that not all sidings may be reasonably serviceable according to the direction of your train. You may have to look at the area you wish to do some work, whether with the MSTS Activity Editor (AE) or by looking at the maps provided with the templates which covers key areas of the route. The maps are actual screenshots of the AE. Since no precise maps are available for the route for the time being, I have tried to cover the most possible areas to help with  determining switching tasks.
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Please take note that due to the presence of many sidings bearing the same name ( “coal” cattle dock” up siding” down siding”, etc…) along the different regions, it will be highly recommended to print the workorder generated by Activity Generator since AG4 includes in the printing document the region associated to the sidings, absent in the displayed MSTS workorder. If you forget to print your document after generating the act, simply print the WORKORDER-UK_BD1 (NB, SB, EB, SB or SW) files in the ACTIVITY folder. The file is available in two formats including  .txt format which can be opened with Notepad or Wordpad. 

An oncoming map from Craig Kawahara for the route should greatly facilitate selection of tasks.  In the meantime, all efforts have been made to screen capture as many cities and key areas as possible to accomodate the user in selecting tasks. The 90 maps are located in the ACTIVITIES folder inside the BDMAPS folder.

By default the player engines do not include at start a brake van. However with AG4, you can easily, once you have determined the number of cars to be included at start, add a brake van as shown here in the following screenshot. 

The following are general information regarding usage of different aspects of Activity Generator: 

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. The player consist for the Burton-Derby route starts with two class 20 engines which would be good for about 20 cars in this route. 

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 

