Generating Activities with Activity Generator 4

For

Conrail Indy Route

OPERATIONS

The template for Bruce Bridges’ freeware Conrail Indy route can generate fun and realistic activities, similar to, though not by any means duplicating, the actual operations on this portion of the real railroad.  The user can do whatever he wants with the template and activities, of course, realistic or otherwise.  

(1) In general, the user should generate an activity which serves trailing point industries.  This is a mostly double track, signaled line and the template includes AI traffic in both directions regardless of player direction.  

(2) Based on the makeup of the route, three types of trains would likely ply the tracks doing local work:  auto trains, grain locals and mixed freight locals.  You might also see coal trains, but these would be run through only, and as such will show up as AI traffic, rather than player trains.  By checking the sidings list while setting up an activity, the user of this template can easily make exactly these trains by judicious choice of tracks to be worked.  Or the user can choose any and all tracks and get quite a mix of cars!  For an auto train, look for tracks which have ABX and/or AUTOE in the CAR TYPE WANTED column.  For a grain train, select tracks which have CHP as the type wanted.  For a mixed train, pick any tracks you want, possibly excluding those listed for auto and grain trains.  Here again, you are free to do what you want to do.

(3) Some industries will end up being “facing point”, depending on the player starting point.  In order to work a facing point industry, the player will need to use a double ended track, which in some cases might be full of cars, in order to runaround the pick up and set out cars.  One way to work this is to simply move the cars out of the track, parking them somewhere else out of the way, while the track is used for the runaround.  Don’t forget to replace the track’s cars before departing town, and for added interest spot them properly at the industry and clear of any road crossings.  Although some users may see this as aggravation, many of us see this added challenge as more fun!

(4) All trains should take a caboose, but this is the user’s option.  AG has a provision to add a “last car” to the player consist (with the “change engines” option).  You will find that dealing with a caboose adds interest to the operation, including the “5” view.  

(5) Player paths start at the various yards which are at the ends of the route (Avon and Marion) and mid-route (S. Anderson and Transfer).  The yard tracks are available for building and/or setting out cars for the train, and the starting yard will populate with the AG rail car fill.  The player can start with a full train at the yard, or can add to his train by working yard tracks at the start point.  To start full, use a number in the “Maximum cars to add to player consist” option which is greater than or equal to the “Maximum cars to pick up and set out” number.  E.g. if the player chooses to use the 25 car default for “Maximum cars to pick up and set out”, then the user should us 25 or more for “Maximum cars to add to player consist”.  To start empty, use 0 in the “Maximum cars to add to player consist” option.  To start partly full, use a number in the “Maximum cars to add to player consist” option which is less than the “Maximum cars to pick up and set out” number.  If you want to simplify the yard work at the start, select only one yard track as the source.  If you want to make the day of it, pick all the yard tracks!

(6) The S. Anderson Local path is problematic, in that it needs to cover all the local industries, including those on the Bloomer and Emporia branches.  Creating a single path was not working, so the path only covers the portions which need clearance through mainline signals.  To reach the two branches, the player will need to move the player train up to the track switch, and then throw it manually.  In both cases, if the player returns from the branch towards S. Anderson Yard, the signals will not clear.  See item 14 below.

(7) Four paths are labeled “turn”, but the player should note that depending in what order the work is done the activity may complete without returning to the point of origin.  If desired, all the work can be done outbound, negating the need to turn and come back.  In the case of “last pick up” for the activity end, if the player wants to complete the turn at the point of origin, then some work at the point of origin should not be performed until the player train has actually returned to the starting location.  In the case of “assemble train” for the activity end, this work of assembling the train (in order) can be left to the time that the train returns to the point of origin.  For the paths which turn in Indy, the player path is not suited for turning the entire train, due to the grade on the leg of the wye near the newspaper.  Further, the player path does not proceed further east, and consequently the player should not choose to work the sidings to the east (see map and sidings list) due to red signals.  For the player paths which turn at Anderson, only the PQ Corp sidings are out of reach due to red signals. 

(8) 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.  AG 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.

(9) If the user does want to operate long trains, then an extra locomotive could be added using the change engines option.  The player consist starts with two SD40’s, and can easily handle 25 cars at track speed (often 60 MPH).  The grades on this route are very mild.  For added challenge, create an activity with a long train (using 99 cars as above) but only two locos.  You can do it, but you may not be able to pull track speed.

(10) For this particular route, the most realistic choice is probably to work only tracks on the same side of the main, in order to avoid cutting across to the opposite main for long distances.  The player paths are set up for right hand running, although in some cases they crossover to access major areas, such as yards.  In some cases right hand running  will result in facing point work, but the user can avoid these if desired by simply not choosing these tracks for work.  With the advent of the MSTSbin patch, the front coupler issue has all but gone away, and facing point work can be a lot of fun.  Be warned, though, that if no run around track is local to the facing track, you will need to plan the work accordingly.  Though not required, use of MSTSbin is highly recommended in any case.

(11) When working a mixed freight, deselect simple mode to add more interest.  On any route, with simple mode turned off, a 25 car train can take quite a while to build and switch along the line!  

(12) Unless your PC has marginal performance, be sure to select maximum values for car fill (the slider) and also select the option for placing cars in regions not worked.  The yards on the CR Indy route can hold more cars than MSTS can handle, so we suggest that you stick with the default of 30 cars per track.  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.  

(13) As a reminder, AG 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 AG 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 AG 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 AG and toggle the signals and track switches back to the default mode, as strongly suggested in the AG 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.  NOTE:  because AI traffic is operating in both directions, operating in manual mode continuously is potentially a big problem.

(14) This template uses download locos and rolling stock plus one default MSTS car.  (Many thanks to ALCOTED for his help in selecting rolling stock and locos.)  Included with this template is a list of rolling stock, including the file names for all download stock.  In order to spice up the activities, you could add additional rolling stock and locos appropriate to this Conrail line.  Note that while CR/CSX/NS stock may dominate, most road names will show up since this is a major traffic line.  Rolling stock can be added to your AG activities using ConBuilder, or you could use Activity Master to make it really easy.

(15) For additional motive power, I recommend the Diesels West payware add on units.  They have available some nice U36B’s which would fit this era.  If you are into newer locos, they have C36-7 and C39-8 (with bonus C32-8).  Plus the t-s file library has other newer CR models.  I stuck with the SD40’s for this template because I prefer older equipment.

You will find a spreadsheet (in the Docs folder) with this template to aid in activity creation.  It lists all sidings for this route, giving pertinent information.  Also, the route map (again in the Docs folder) will be helpful.

