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

for the Russian PermII v1.1 route built by Alexander Osipovich
The Russian PermII 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 Russian Perm II route is located near the Ural Mountains, centered on the city of Perm, inhabited by one million inhabitants, where the energy industry (oil and gas) is still dominant.  It is a 125km electrified route network with many sidings only accessible by diesel power. It is mostly double track with some single line trackage.  It goes from Mulyanka or Osency North to Palniki or Glolvanovo with Perm II in the middle. 

The required  downloads  (click on each file to download it)

The Route itself (759MB)
http://trainsim.tmf.ru/msts//route/tsrRoute_PermII_V1_1.exe
VL60pk Electric freight locomotive

http://dl.trainsim-portal.com/msts/electric/tsrLoco_VL60pk-1516_v1_1.exe
Cab 
http://dl.trainsim-portal.com/msts/electric/tsrLoco_VL60-Cabview_1_v1_1.exe
Sound
http://dl.trainsim-portal.com/msts/electric/tsrLoco_VL60-Sounds_v1_0.exe
M62 Russian diesel locomotive for freight trains
http://dl.trainsim-portal.com/msts/disel/tsrLoco_DM62-1843_v1_0.exe
Sound

http://dl.trainsim-portal.com/msts/disel/tsrLoco_M62-Sounds_v1_0.exe
           CHS2 Electric passenger locomotive

           http://dl.trainsim-portal.com/msts/electric/tsrLoco_CHS2-010_v2_0.exe
             Sound

            http://dl.trainsim-portal.com/msts/electric/tsrLoco_CHS2-Sounds_v2_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_Hopper-0008_v2_0.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Dumpcar-0019_v1_1.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Flatcar-0004_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Flatcar-0005_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Flatcar-0006_v1_2.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Flatcar-0001_v1-1.exe
http://dl.trainsim-portal.com/msts/cars_freight/tsrFr_Isothermic-0004_v2_0.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. 

The template package includes 2 templates, (NB & SB). The player loco for the templates is the VL60 electric engine (5400hp). The templates have about 105 serviceable sidings. 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.
 ATTENTION: Due to the absolute red nature of some signalled sidings, a solution is yet to be found for AG’s permissive signalling feature to fully work on such sidings. As a temporary solution, the markers were put as closest as possible to the signals so when the locos hooks up with the cars, the locos will not find themselves behind the signal and will allow leaving the concerned sidings. This, of course, is not guaranteed to work on all occasions until a solution can be found over the Russian signalling script of the Perm II route. Only a few markers may end up too far from the signal and the single engine train hooking into the cut may end up behind the red signal and end the activity. One solution would be to add another engine to the player train. That would even more lower down the risk of the player train to be completely behind the signal.
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. At the beginning of some paths, such as from Glolvanovo and Palniki, if you take too much time in picking up your cars, you may end up in a collision or a stall situation with a oncoming AI train. Such train was probably not that far away from the working area you are and was triggered to proceed ahead. In such case, you may want to restart the act and wait for the train to pass before resuming your work, knowing the time of its passage at your area.
When coupling or uncoupling, it is suggested to go past the area to work and back up to the sidings to work on. Otherwise, if you are entering a sidings going forward, you may end up with an absolute red signal at the other end and unable to finish the activity. 

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 

