Terra Antico – PT3 Entry by Gwazi

Hey guys, bet you didn’t expect this.  I didn’t either.  I wasn’t planning on ever making something in RCT again.  However, somehow, on July 22nd, I decided to make an entry, and figured I’d have enough time to finish it in little over a month, despite its size.  Most people aren’t able to make a 90x90 park in a month nowadays, and for that I’m very proud.  A few parts were rushed however.

If I had no time limit, there are a few things I would have changed.  I would have altered The Orient to make it a lot less flat and defined the theme a little more.  I would have also added more substance.  Same with Magical Meadow.  I would have loved to do more with Meadowlark and the area it takes up, but I was rushed for time on both areas.  I probably would have tried to fit a rapids ride into The Orient as well.

Here are a few ‘facts’ about the park:

· Started on July 22nd, 2008, finished on August 22nd, 2008
· Rather rushed, but still some of my better work in my opinion (65 RCT Years)
· Supposed to be semi-realistic, so anyone complaining about small details or unrealistic parts of coaster layouts isn’t going to get anywhere (go ahead if you want to though)

· Started with the Island, then Isla Norda, followed by Ground Zero, Paleozoa, Magical Meadow, and finally The Orient

· Originally meant to be based off of the different continents, with the river representing the Atlantic Ocean

As with any park, I made a few errors and random mistakes when building that I can’t/won’t bother fixing.  They include the ride title ‘*error’, that was an extra train on Pericolo gone wrong, Missile’s ratings (not sure how they got that way), and the peep entry points, which randomly corrupted after finishing Isla Norda.  If you must know, Missile’s ratings prior to the ‘accident’ were generally about 7.50 Excitement, 6.25 Intensity, and 6.00 Nausea (just rough estimates).
I’ll go through a short walkthrough of the park, with some commentary on my goals:

  The Island – This was originally going to be the Caribbean, I changed it to just an island with a restaurant when I abandoned the global theme.  It was the first thing I built after my three-month-long (?) hiatus, so I was kinda trying to just get back into the game.  Meant to be a place of recreation where people can go to relax on the man-made beach or eat an exquisite seafood dinner, I think I pulled it off rather well.

  Isla Norda – My favorite area of the park.  It changed from North America when the theme changed, but the idea for a mine train stayed.  I love the landscaping and interaction of the coaster and scenery, and I think I pulled off the ruined land/adventurous look exactly how I wanted to.  Not much else for me to say about it.
  Ground Zero – From Africa to a Space Center to Ground Zero.  I had the idea for Missile the whole time, especially the turnaround.  I wanted it to have a rather ‘lunar’ feel when imagining it at first.  It took awhile to hack everything, but after getting all that done, the rest of the area just sped out how I liked it.

  Paleozoa – I had wanted this to be a South American entrance, but gladly changed when changing themes entirely, partially because it might have turned out somewhat like Fatha’s entrance in BGSS.  Instead of Fossil, I wanted a custom flat, but chose to build a coaster instead, especially since I don’t build those often (this is my first full park).  I love the atmosphere I’ve been able to give off with this area, though once again it doesn’t quite feel like a full theme park to me.

  Magical Meadow – From Europe to a woodland, overgrown feel, I don’t feel as though I conveyed the theme as well as I had wanted to.  It looks okay, but it could have been more ‘woody’ and interactive with the guests.  I had imagined having tree trunks and roots and vines passing over, under, and around guests just walking around the pathways, but realized I wouldn’t have finished the park in time had I done that.  It would have taken me a few more days, which I do not have at the moment.  Meadowlark turned out a lot shorter and less interactive than I hoped as well, but I still like it.

  The Orient – The only area that really stuck with its intended theme.  Taking up almost 25% of the map, I wanted to do something more with this area than a coaster.  Getting pressed for time and space after building Kazeiiyouki, I decided on a couple flat rides and a mini-golf.  But hey, Asian countries are known for having some great gardens and stuff, right?  The architecture and atmosphere turned out almost exactly how I wanted, but like I said earlier, I wish I had time to make it less flat and add more substance.
Well for finishing such a large park in such a small amount of time, I have many thanks to give.  Especially to the first three people, as they actually knew about the surprise and could keep a secret:

JJ – Without you I don’t think I would have finished, so thanks a ton.

zodiac – Thanks for all your support and advice.
Louis! – Though you weren’t here for most of it, you helped when you were.  Thanks.

RCTCA – I didn’t say it earlier, but you knew about it as well, and although I was less inclined to give you screens (so I could surprise you), you helped enormously at the start.  Milo – You don’t know it, but you actually did help.  Thanks a bunch.
posix – Such an influence.  Without you, I wouldn’t even be playing LL.  Not just in your work, but in your words.  “this is one of the first rctll releases in years (serious here) that i will keep on my hd.”  This kept me in the game.  Milo had been telling me you wanted me to make a full-size park, and although this isn’t quite what you had probably hoped for, I finally did.  I hope you enjoy, because without you this wouldn’t exist.  Thanks.
If there are any others I’m forgetting, sorry.  I’m just brain-dead right now.  Thanks for reading, and enjoy Terra Antico.

