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

for the Leoben Surroundings Template 

(route built by Nick Aust, Rainer Bluhm, Pierre Mertzeisen & Claudia Roth)

The Leoben 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 Leoben Surroundings route is a close representation of the real area in Austrian Styria, between Graz, Bruck an der Mur, Leoben and Unzmarkt, Most of the route is double line and goes along the Mur River. The route starts West at Unzmarkt (MP256) and goes Eastward through main cities such as Judenburg (MP240), Knittelfeld (MP224) and St-Michael (MP212). East of St-Michael, the train goes 10km along the Mur River through Hinterberg and Goess before reaching Leoben. A six (6) km tunnel, which is also part of the route, has been built later which goes straight from St-Michael to Leoben. From Leoben, the line goes further East through Niklasdorf towards Bruck, the Eastern part of the route, about 15km away. From Bruck, the line turns South towards Peggau, about 35 km away.

The route has also two branch lines. The first branch starts at Leoben and goes North to the town of Vordernberg about 15km away. The second branch goes from Peggau and goes East towards Uebelbach about 10km away.

The route and the basic rolling stock is composed of the following files:

leosurr1.zip, leosurr2.zip, leosurr3.zip, leotiles.zip (The route files)

leotra1.zip, leotra2.zip (The rolling stock files)

All files are located and can be downloaded by clicking below:

http://www.activitysimulatorworld.net/La_Ligne_Leoben_Surroundings.htm
Two other additional downloads (available at train-sim.com) are also needed to complete the rolling stock requirements. 


rilsekro.zip  and the rilseuro.zip
The main player engines are  two (2) Österreichische Bundesbahnen (ÖBB) 1142 electric loco from the Austrian Federal Railways. Each has more than 5,300 hp each.

Just remember that you can change the required locomotive or rolling stock with Activity Master from skylinecomputing.com or ConBuilder to suit your personal requirements. 

The template package for the Leoben Surroundings route includes Eastbound (EB) and Westbound (WB) templates, totalling 17 different paths for your switching preferences. You will be able to do  manoeuvring along the 250 serviceable sidings inside the route. Take note that due to the presence of AI traffic (about 10 per template), you must be vigilant if you have to crossover to do some switching 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 switching tasks, because of the Bin’s ability to switch player engine cabs. Use of the manual switching mode in AG will be needed in order to do some switching (or shunting). More of this AG feature later ahead in this document.

Remember that not all sidings may be reasonably serviceable according to the direction of your train. To help in assigning tasks, 51 area maps has been screen captured to allow you to see every serviceable area and the orientation of the sidings markers to help determine your work. They are located in the MAPS folder which is inside the route folder

Please take note that due to the presence of many sidings bearing the same name 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-Leoben(WB or EB) files in the ACTIVITY folder. The file is available in two formats including  .txt format which can be opened with Notepad or Wordpad. 

Also take note of the abbreviations used in the route stations by the authors to probably minimize text in the MSTS Activity Editor (AE). This will help in reading the maps or the workorder.
Bm     - Bruck/Mur


Mx    - Mixnitz-Baerenschuetzklamm

Bm H1  - Oberaich Hst

Ni     - Niklasdorf

Dv     - Leoben Donawitz

Per   - Pernegg

Fe     - St.Peter-Freienstein
Pg    - Peggau-Deutschfeistritz

Fe H1  - St.Peter-Fr. Ort Hst
Pg K1  - Stuebing H-Lst

Fes    - Fentsch-St.L.

Sf     - Scheifling

Fro    - Frohnleiten


Sl     - Selzthal

Gdn    - Gladen Hst


Tel    - Thalheim-Poels

Gdn H1 - Hafning Hst

Tel H1 - St.Georgen ob Judenburg Hst

Gdn H2 - Friedauwerk Hst

Tro    - Trofaiach

Gw     - Gratwein-Gratkorn

Um     - Unzmarkt

          Jg     - Judenburg                         Vd     - Vordernberg

Kd     - Knittelfeld


Vr     - Vordernberg-Markt Hst

Kd H1  - Spielberg Hst

Zg     - Zeltweg

Kra    - Kraubath




Kra H1 - Preg Hst

M      - St.Michael

Leb    - Leoben Hbf

Leg    - Leoben Goess

Leh    - Leoben Hinterberg

A rare feature in any MSTS route has been noticed in making the template. Between Unzmarkt and Bruck, that is on the East-West axis, right hand driving is the rule. Between Bruck and Peggau, that is on the North-South axis, left-hand driving is the way to go along this stretch of the route. 

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 Leoben Surroundings route starts with  two 1142 electric engines which would be good for about 40-50 cars. 

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. It is my first experience with the Austrian railway system and has been a very enriching one.  Hope you will enjoy using 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 AG itself, you can address them to Steve Davis, its designer at stevedavis@skylinecomputing.com or via their forum at the same site. You are very welcomed to register with us. 

Denis Gionet 

