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

for the Russian Lesnogorsk v1.0 route built by 
Dmitry Ion (Prapor), Viktor Mikhailov (awaken), Roman Vlasjuk (RoM), Alexander Komissarov (Nexus), Yuri Lutskevich (Yura), Ilya Kolganov (Bigpunk), Eugene Tselmer (Joden)

The Russian Lesnogorsk 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 Lesnogorsk route is a fictional, non-electrified Russian route which covers 55 km from Lesnogorsk, its Southern end to Ozernoe, its Northern limit.  The route has about 30 serviceable sidings for switching. The player engine is a Bin-Friendly M62 Russian diesel loco which can handle about 20 cars. NB and SB Templates are part of the package
Due to some signalling problems related to a patch (v1.1) issued after the original release, it was decided to create the template package with the original route v1.0.

Do not install the v1.1 patch

If you do install the patch, the templates may not work properly or not at all.

If the route has already the patch installed, there is a v1.0 Bat file included with the route which will allow you to reverse back to v. 1.0.
The required  downloads  (click on each file to download it)

The Route itself (original only-do not install the 1.1 patch)

http://dl.trainsim-portal.com/msts/route/tsrRoute_Lesnogorsk_v1_0.exe
M62 Russian diesel loco for freight trains
http://dl.trainsim-portal.com/msts/disel/tsrLoco_DM62-1843_v1_0.exe
Cab

http://dl.trainsim-portal.com/msts/disel/tsrLoco_M62_Cabview_1_v1_0.exe
Sound

http://dl.trainsim-portal.com/msts/disel/tsrLoco_M62-Sounds_v1_0.exe
Diesel for passenger trains

http://dl.trainsim-portal.com/msts/disel/tsrLoco_TEP10-082_v1_0.exe
Sound

http://dl.trainsim-portal.com/msts/disel/tsrLoco_TEP10-Sounds_v1_0.exe
Passenger cars.

http://dl.trainsim-portal.com/msts/cars_pass/tsrPass_Pass-0023_v1_0.exe
Freight Cars

http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Tanker-0022_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Tanker-0009_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Gondola12-132_62076880_v2_0.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Gondola12-132_56622715_v2_0.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Boxcar-0017_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Boxcar-0014_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Hopper-0022_v1_0.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Dumpcar-0019_v1_1.exe
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 no longer than 16 meters in length. 

To help in selection of your work, maps for each area are available with their markers orientation, available in the MAPS folder of the 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 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. 

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 

