:'( [b] BREAKING NEWS (Unforunate)[/b]

Well, I have some good news and bad news.  Bad news comes first.

Ok, RCT appears to have stopped me from building anymore in BGSS.  I reached the scenery data limit apparently, and all i can place is 10 more trees.  This REALLY pisses me off, because for one I can't actually COMPLETE the park to the level i wanted to, and it effectively cancels the final area of the park (which will now be replaced by water).  This affects rides as well (which is a primary theming option for me), as I can't even add another attraction, PERIOD.  That being said, i will have each area that IS there completed to the fullest, only drawback is it will have a decently large empty space in the park.  I can delete some small foilage in random spots of the park to free up space, because I do have a couple of fairly dense areas (Galapagos, Jungle area, and some other treeing spots).  I didnt think it was possible that this would happen, but it did, so know ill deal with it. 

Good news?

Well, since I WONT have to  build a final area, BGSS is in fact nearly done.  Probably around 96-97% without the final area.

 :'(  Im sorry u all.

--------------------------------------------------------------------------

[b]Update 39[/b]

Third to last update right here, so things are nearing an end.  Aruba was completed today, and it turned out VERY nice.  I changed the color schemes on the rooves, and it looks much better.  Only drawback is its size, which is very small.  Aruba is also the only area in the park with a beach.  Basically the only area of the park thats left is the final area, and landscaping has started on it.  I still have little unfinished patches in various areas, but all in all everything is meshing well and for the most part each area (minus 1) is done.  Of course, I announced the new coaster already, so thats the final ride announcement.  The next update after this will just be a compilation of all the screens so far and other little tidbits of news on the final area.

[b]Bi-Monthly Update 6[/b]

[u]Park Stats[/u]

- Areas: 9 total

- Coasters: 8 total

- Theme:  Countries From South America ONLY.

- Location:  San Simeon, California.

- Years Spent So Far: 122

- Money Spent So Far: 6,784,960

Here is the status of the areas of the park....

- [u]A Cidade de Deus[/u] [b](100%)[/b]:  Finished.

- [u]El Dorado[/u][b](100%)[/b]:  Finished.

- [u]Amazonia[/u][b](100%)[/b]:  Finished

- [u]Yuracuy[/u][b](100%)[/b]:  Finished

- [u]Andes Village[/u][b](90%)[/b]:  Acancounga got revamped, so it needs to be themed.  Plus Im going to revamp the entire area in general

- [u]Machu Picchu[/u][b](90%)[/b]:  Bits and pieces left.

- [u]Galapagos[/u] [b](100%)[/b]:  Savage Current is left to be themed, but that part wont be hard at all.

- [u]Aruba[/u][b](100%)[/b]:  Just finished, looks great

- [u]*UNKNOWN*[/u][b](0%)[/b]:  I know what im gonna do, all thats left is to do it.

Here is the status of the roller coasters....

- [i]Bacillus (B&M Floorless)[/i] [b]100%[/b]:  Completely finished with stats of (9.04   9.09   4.57).

- [i]Acancounga: Canyon Runner (B&M Invert)[/i] [b] 60%[/b]:  Not themed yet completely, but intensity problem is solbed.

- [i]O Criminoso [/i](Arrow Multi-Element) [b]100%[/b]:  Completely finished with stats of (9.45   9.49   5.06).

- [i]Vigilante (CCI Woodie)[/i] [b]100%[/b]:  Completely finished with stats of (9.92   9.24   4.86).

- [i]Nazca (Arrow Suspended)[/i] [b]100%[/b]: Finished with stats of  (8.98    8.78    11.23) and is completely themed and operational.

- [i]Coches Locos (Mack Wild Mouse)[/i] [b]100%[/b]: Done, no stats yet.

- [i]Caldera: Expedition (Mack Adventure Mouse)[/i] [b]100%[/b]: Done, no stats yet.

Themed Rides/Water Rides

- Savage Current (Rafting Ride) [b]40%[/b]:  Layout is done, all that is needed is the theming.

- Inti's Reach (S&S Quad Towers) [b]100%[/b]: Towers are operational and connecting structure at the top of the towers has been constructed.

- Species (Top Spin) [b]100%[/b]:  Completely finished.

- Aut Rota (Rings) [b]100%[/b]:  Completely finished.

- Myth of the MoonWalkers (Looping Ship Attraction) [b]100%[/b]:  Completely finished.

- La Guerra (3D Adventure) [b]100%[/b]:  Completely finished.

- Harvester (Scrambled Eggs) [b]100%[/b]:  Completely finished.

- O Descida (Gyro Drop) [b]100%[/b]:  Completely finished.

- Xicares Cafe (Himalaya) [b]100%[/b]:  Completely finished.

- Sacrificio (S&S Frog Hopper) [b]100%[/b]:  Completely finished.

- Rotacoa (Enterprise) [b]100%[/b]:  Completely finished.

- Roda de Vagao (Ferris Wheel) [b]100%[/b]:  Completely finished.

- UNANNOUNCED (All below will remain unnanounced).

- UNANNOUNCED

- UNANNOUNCED

Complete Park Status:  [b]90% completed[/b]

Projected Completion:  [b]Near New Years[/b]

-------------------------------------------------------------------------

[b]Update 38 - Final Attraction for BGSS announced[/b]

Well, I have made a decision on which area to pursue.  Like I said, I wont tell, but the end result should be great.  I have also made a decision on the final attraction for the park, and here are the specs.

Design: John Wardley/B&M

Type: Dive Machine/Multi-Purpose attraction

Height: Around 130 feet

Largest Drop: 175 feet

Speed:  near 65 mph probably.

Length:  Somewhat short, between 3000-4000 feet.

Color:  Dirty Brown track, black supports.

Cars:  One car per train (new car design for vertical coaster for B&M).

With that said, ill leave the rest unsaid.  Enjoy.

The end is near.  Countdown to projected finish: [b]20 days[/b]

-------------------------------------------------------------------

[b]Update 38 - Indecision runs Rampant[/b]

New update without any screens (heck no more updates will have screens).  BGSS is coming together rather nicely, leaving one area left that has not been started.  Aruba is nearly done, and Galapagos is finished (minus Savage Current).  The park stands at around 88% or so right now.  Right now I am undecided on what the final area is going to be.  I have been leaning towards a favela themed area that is built on the side of the Andes mountains (that distinguish Andes Village from this area).  New adventure ride is still in the works, and I am thinking of making the Favela because the adventure ride Idea I have for it is pretty sweet.  I wont go into detail, but thing (Streets of New York type ride, except more advanced).  

One more area will get reworked likely, and it is City of God.  Dont worry, those who loved the old screens of it will still like it when they see it.  Thing is, I am trying to make it even MORE dirty and grimy than it already is.  Changes will likely involve more scaffolding and different building textures (other than grey and brown castle walls).  

I understand that the City of God could be considered a Favela, but the prime difference between the new favela area and City of God is elevation and landscaping.  COG is flat, the new favela would be built on a mountain side.  However, I am still undecided.  Its either Camp portugal or favela.  I wont say which one is built, itll be a surprise.

The end is near.  Countdown to projected finish: [b]20 days[/b]

------------------------------------------------------------------------

[b]Update 37[/b]

Just thought I would fill yall in, its still goin, and work has started now that im home.  Deadline is now set for Christmas, as i realize that in reality only one area is left that has not been started and most of the other unfinished areas are mostly done.  Coasters are all themed and in place, and no more will be added.  Galapagos is started, and its turning out to be one of the top 2 or 3 areas in the park imo, so id say its been sucessful so far.  Also, the Amazonia are got a *slight* touchup in theming, nothing really noticeable. 

[b]Bi-Monthly Update 6[/b]

[u]Park Stats[/u]

- Areas: 9 total

- Coasters: 7 total

- Theme:  Countries From South America ONLY.

- Location:  San Simeon, California.

- Years Spent So Far: 117

- Money Spent So Far: 6,484,160

Here is the status of the areas of the park....

- [u]A Cidade de Deus[/u] [b](100%)[/b]:  Finished.

- [u]El Dorado[/u][b](100%)[/b]:  Finished.

- [u]Amazonia[/u][b](100%)[/b]:  Finished

- [u]Yuracuy[/u][b](100%)[/b]:  Finished

- [u]Andes Village[/u][b](85%)[/b]:  Acancounga got revamped, so it needs to be themed.  Plus Im going to revamp the entire area in general

- [u]Machu Picchu[/u][b](85%)[/b]:  AIts close but no cigar.

- [u]Galapagos[/u] [b](50%)[/b]:  New final product for area is under construction.  Caldera is done and themed, next is Savage Current.

- [u]Aruba[/u][b](40%)[/b]:  SWAT Machine is built, needs to be themed.  Three buildings (out of maybe 6 total, area is small) are done.

- [u]Acampe Portugues[/u][b](0%)[/b]:  Planning Stages.

Here is the status of the roller coasters....

- [i]Bacillus (B&M Floorless)[/i] [b]100%[/b]:  Completely finished with stats of (9.04   9.09   4.57).

- [i]Acancounga: Canyon Runner (B&M Invert)[/i] [b] 60%[/b]:  Not themed yet completely, but intensity problem is solbed.

- [i]O Criminoso [/i](Arrow Multi-Element) [b]100%[/b]:  Completely finished with stats of (9.45   9.49   5.06).

- [i]Vigilante (CCI Woodie)[/i] [b]100%[/b]:  Completely finished with stats of (9.92   9.24   4.86).

- [i]Nazca (Arrow Suspended)[/i] [b]100%[/b]: Finished with stats of  (8.98    8.78    11.23) and is completely themed and operational.

- [i]Coches Locos (Mack Wild Mouse)[/i] [b]100%[/b]: Done, no stats yet.

- [i]Caldera: Expedition (Mack Adventure Mouse)[/i] [b]100%[/b]: Done, no stats yet.

Themed Rides/Water Rides

- Savage Current (Rafting Ride) [b]20%[/b]:  Layout is done, all that is needed is the theming.

- Inti's Reach (S&S Quad Towers) [b]100%[/b]: Towers are operational and connecting structure at the top of the towers has been constructed.

- Species (Top Spin) [b]100%[/b]:  Completely finished.

- Aut Rota (Rings) [b]100%[/b]:  Completely finished.

- Myth of the MoonWalkers (Looping Ship Attraction) [b]100%[/b]:  Completely finished.

- La Guerra (3D Adventure) [b]100%[/b]:  Completely finished.

- Harvester (Scrambled Eggs) [b]100%[/b]:  Completely finished.

- O Descida (Gyro Drop) [b]100%[/b]:  Completely finished.

- Xicares Cafe (Himalaya) [b]100%[/b]:  Completely finished.

- Sacrificio (S&S Frog Hopper) [b]100%[/b]:  Completely finished.

- Rotacoa (Enterprise) [b]100%[/b]:  Completely finished.

- Roda de Vagao (Ferris Wheel) [b]100%[/b]:  Completely finished.

- UNANNOUNCED (All below will remain unnanounced).

- UNANNOUNCED

- UNANNOUNCED

Complete Park Status:  [b]82% completed[/b]

Projected Completion:  [b]Between Christmas and New Years[/b]

--------------------------------------------------------

[b]Update 36 - Acancounga: Canyon Runner gets major track adjustments and landscaping changes[/b]

Today was a good day for my little invert....and its kind of funny that RCT screwed up its initial intensity only for me to solve it now (all while making it a better ride).  Basically I revised some portions of the layout and solved the big intensity problem (Which ended up being the final corkscrew).  Anyways, new additions:

- Revision of the first Wrap-around Immelman, which now exits higher and dives around and then into a mountain peak.  It also "rides" up the mountain peak during the looping portion of the Immelman (think Dueling Dragon's "Ice" encounter with the castle wall during Cobra Roll).

- New 14 height marker drop added, which is straight and leads into loop.  Is negotiated after the coaster train rises above a secondary mountain peak (connected with a new mountain peak directly under and to the right of the lift), then dives down into the canyonside adjacent to the lake separating Machu Picchu and Andes Village).  The train reaches its second highest speed of 58 mph (highest speed is now 59 mph).

- Brake at the top of the lift has been lessened, and allows the train to reach 59-60 mph at bottom of drop.

- New helix as been added.

- Final corkscrew is raised one height level, and then dives into a canyon valley directly under a high queue bridge.

New stats are 9.92   8.84   8.17, and track length is pretty much still the same (4300 ft).  EXC might raise to 9 in the end when theming is complete.  Yall are gonna like this ride, and youll like it even more if youve seen it already.  Its easily the best coaster in BGSS no question now.

Secondly, concerning Andes Village.  It will become significantly smaller now to make room for a 9th and final area, Camp Portugal.  Im deleting about 5-6 buildings and will leave only a corridor of buildings (like one straightish path, and buildings surrounding it).  This freed space should leave enough room for a decent sized Portuguese area and an adventure ride.

--------------------------------------------------------------------------------------------------------------------

[b]Update 35 - BGSS Info + Only Aruba Screen[/b]

Today marks an interesting day and it was the first time I have noticed this.  BGSS now has a filesize that few LL parks (non-peepable and no rides running) have reached.  As I was building and was saving, i noticed BGSS was 1 mb in size...to put this in perspective, here are the file sizes of other notable spotlights from NE (As well as the one 1mb+ park I did find).

- The Agean (477 KB)

- Sea World Atlanta (491 KB)

- Cydonia City (639 KB)

- Egyptopia (514 KB)

- MalaWorld (1.44 MB)

H2H Minis that are rather large for  their map size....

- Battlefield RCT (501 KB)

- Erwindale Forest (452 KB)

- Blood Island (485 KB)

BGSS, when finished, should be the only non-peepable LL park that will challenge MalaWorld's size (Unless there is another I missed).  Just a interesting and some food for thought.

As for other park processes, construction of the Galapagos is underway, and a new ride will be announced now.  Its called [i]Caldera: Expidition[/i], and is basically a highly themed mine-ride (IE it has a couple of mine cars and uses wooden track).  Its small in size so its a rather insignificant coaster in comparison to the big 5 of BGSS.  It will sit in the Galapagos area in place of the following attractions (Species, Shell Shock, Journey Through The Ecosystem).  It and [i]Savage Current[/i] will highlight the area.

Now for your stupid screen ;).  Here is Aruba.

[img]http://www.rctd.ft6.com/uploads/Ar1.jpg[/img]

Aruba is very small, so I only will show you one building in the area....but this will give you a general idea of what the area will look like.  A couple of things are subject to change, mostly the foilage layout and flower coloring (which may change to red) to go along with the blue roofing and perhaps the brown path with yellow supports towards the top of the building.  The building you see is [i]The Caribbean Way[/i], which is the largest restaurant in BGSS.  To the right of the building you see the patio with restaurant tables under the canopy enclosing it.  The biggest attractions that highlight the Aruba area are a manmade beach located in a cove, and the S&S SWAT attraction [i]Tempest[/i].  Oh and if you are curious as to what the couldrons represent, they are pots with berries in them.

Enjoy.

------------------------------------------------------------------------------------------------------------------

[b]Update 34 - Galapagos killed[/b]

Couple things to announce.

The Galapagos area that you all have been familiar with has been deconstructed.  All flatrides, theming, and so on have been torn down and the area has been started from scratch.  This puts the release date probably farther back then it is now, so a 2006 release is not out of the question.  Reasons for the deconstruction of Galapagos were plentiful, as it did not look on par with any of the other areas around it, especially its neighboring tropical entity Aruba.  The custom tracked rides in the area have been destroyed, and [i]Savage Current[/i] will get a new retracking.  Another roller-coaster ride has been added to the plans of this area, and it will probably deal with the exploration of a volcanic mountain.  Since people elected not to see screens of Galapagos, it and a final Portuguese area will go unseen by the public and hold 5 attractions that have been unshown (More attraction have been unshown, but only those 5 are in the two unshown areas.... so far id say you all have seen less than half of the BGSS attractions).  Expect an exotic and dense jungle-eqsue area with more attention to landscaping and less attention to foilage density...and this newer version of Galapagos will contain buildings...themed to a village on the exotic islands (while Aruba is more of a resort atmosphere, this is more genuine a la Amazonia).  The buildings in Galapagos will be detailed at least as much (possibly more) than the buildings in Amazonia and Aruba, so those who liked screens of Amazonia will potentially like the Galapagos area.

Second thing, construction of the S&S SWAT ride [i]Tempest[/i] has been completed, and further revisions may be in the cards.  So far it looks good and realistic, and I am pleased with it.  Its not big and ginormous like the RRP and Nate flatrides, its to scale with a real SWAT attraction (maybe slightly smaller due to RCT limitations).  Aruba is about 50% done and should be finished within the month or maybe next month.  You will get your screenshot of Aruba later in an update.

Enjoy.  

--------------------------------------------------------------------------------------

[b]Update 33 - First Screen of Yuracuy[/b]

As promised, here is the first.

[img]http://www.rctd.ft6.com/uploads/Y1.jpg[/img]

This screen shows the middle and ending portions of the wooden coaster Vigilante.  This shows the theming of the ride pretty much and gives you somewhat of a good idea of what the rest of the area looks like (Although not really because the actual area is a bit different).  Anyways, enjoy.

------------------------------------------------------------------------------------------------------------

[b]Update 32 - Time to Vote[/b]

Ok heres the deal.  In this update you all will get to vote on what areas you want to see in the final three screenshots.  The areas you choose are Galapagos (redoing of it), Yuracuy, and Aruba.  I will leave one area (Portugal) hidden and unshown.  

For shits and giggles, a recap of rides in the areas....

[i]Yuracuy[/i]: Vigilante wooden rollercoaster, Coches Locos Wild Mouse.

[i]Galapagos[/i]:  Only big attraction is Savage Current.

[i]Aruba[/i]:  Main attraction will be at least one custom flatride (SWAT) and maybe another.

So, heres how it COULD go down.  Hypothetical Examples:

- Three Screenshots of Yuracuy, Aruba, or Galapagos.

- Two Screenshots of Yuracuy, One Screenshot of Galapagos.

- Two Screenshots of Aruba, One Screenshot of Yuracuy.

ETC ETC

You WILL NOT be able to see all three areas, so technically two areas will remain hidden.  Please understand that it is at my descretion on what parts of the areas I show, so if you want to get nitpicky you can request a certain PORTION of an area to be shown (Even though I might not comply).  Anyways, happy pickings.

Enjoy.

-------------------------------------------------------------------------------------------------------------

[b]Update 31 - BGSS release delayed[/b]

The release of this park will be delayed past this coming August and probably wont be released until year's end.  I have reasons behind this, including going to college and doing FAR more important things than building RCT parks, and making sure that this park has all the time and effort put into it in order for it to be to my liking in the end.  Im also running into problems regarding the layout of the themed areas, mostly with the Andes Village area....it will likely be cut down in size in order to make room for another themed area next to it....as well as make room for a major attraction.

For now all I am working on is theming concepts and designs for the Aruba sections, which include testing out designs for a SWAT custom theme ride dubbed as the main attraction for the area.  Its coming along well and the very first building has been constructed to my liking.  Landscaping ideas are also being tried out around various parts of the park to make sure that it looks realistic.  

Stay tuned for more later on.

-------------------------------------------------------------------------------------------------------------

[b]Update 30 - A bit of bad news[/b]

Well a couple of issues have come up.  First off, my USC orientation pushed back any work that was suppose to be done on the park...and my slow computer is compounding that.  I get a new laptop on July 15...which is two weeks from now....so that is when most of the serious work will get done.  I have also been trying to figure out a way to revamp the Galapagos section and it is taking a bit longer than expected.  And also, I am feeling tired of playing rct right now, so a break may be needed.  Point is this....the release of BGSS might be pushed back....and pushed back severely.

College is looming...I have 7 weeks until I leave for USC.  I am not to confident that BGSS will be done in 7 weeks (And I am VERY confident that it won't be release ready, because I will still have to go through sweepovers).  After I get to USC (where I will have NO time to work on any rct related stuff), Ill have Christmas break or thanksgiving to get some work done....and those two break periods are the likely release points now for BGSS.  Im anxious to get this done, but now its not looking likely.  I could get it done and bullshit the rest of my way through the project, but I won't do that.  I will only release this when I feel its is ready.

So as of now....the release date is pushed back to September/October, with November or December not being out of the question.

----------------------------------------------------------------------------

[b]Update 28 - New Area Announced + New General Update[/b]

[i][u]Acampe portuguÃªs[/u][/i]

Translated Portuguese Camp or Camp Portugal, this is a exploration camp set up by the Portuguese explorers.  Experience the imperial exploration of South America in this lively Portuguese Camp, filled with stables, barracks, and ships.  

This area is basically my *go crazy with coaster track* and *make stuff look similar to Ed* area.  The main idea I have behind it is a frenitic camp with no sense of fluidity to it.  I will make it just like a military camp, with a center, barracks, stable, and ship dock.  Im a little pushed for room here, so this area will turn out to be the smallest in the park.  It sort of serves as a partial *kiddie* area so to speak, as the main attraction isn't" really intense (More on that later).  This will look a little different than all the other areas (of course thats always a good thing), and should turn out great.  Lots of custom made statues and such here.  If u want a picture of what this might look like, check out blood island (Although it wont be [i]that[/i] detailed).

[i][u]Aruba[/u][/i]

Take a stroll down the beautiful beaches of the island of Aruba.  Enjoy the lush tropical sceneru and beautiful wooden constructed gazebos and houses.  Sit on the beach drinking a nice maragarita or take your thrills on an *unannounced* ride.  This place is paradise in BGSS.

This is the final area, and its basically a tropical paradise much like Galapagos (but not as exotic).  They both are built with a different approach, so both should complement each other well.  It hides in the shadow of the giant [i]Vigilante[/i], so it seems to sit in its own little portion of the park.  It also sits in the shadow of one of BGSS's tallest peaks as well.  I don't really have a park or rct work that I could point out to you, but I guess think the atmosphere of RRP's SWA entrance area with buildings constructed differently.  Thats the best I can do.  This area will have the only custom flatride as well.

[b]Bi-Monthly Update 5[/b]

[u]Park Stats[/u]

- Areas: 9 total

- Coasters: 6 total

- Theme:  Countries From South America ONLY.

- Location:  San Simeon, California.

- Years Spent So Far: 101

- Money Spent So Far: 4,414,960

Here is the status of the areas of the park....

- [u]A Cidade de Deus[/u] [b](100%)[/b]:  Finished.

- [u]El Dorado[/u][b](100%)[/b]:  Finished.

- [u]Amazonia[/u][b](100%)[/b]:  Finished

- [u]Yuracuy[/u][b](100%)[/b]:  Finished

- [u]Andes Village[/u][b](90%)[/b]:  Still a bit left to do, not much.

- [u]Machu Picchu[/u][b](75%)[/b]:  A nice bit is still left in this area, but all rides are done.

- [u]Galapagos[/u] [b](60%)[/b]:  Will get a huge re-doing, yet to be announced.

- [u]Aruba[/u][b](0%)[/b]:  Planning Stages.

- [u]Acampe Portugues[/u][b](0%)[/b]:  Planning Stages.

Here is the status of the roller coasters....

- [i]Bacillus (B&M Floorless)[/i] [b]100%[/b]:  Completely finished with stats of (9.04   9.09   4.57).

- [i]Acancounga: Canyon Runner (B&M Invert)[/i] [b] 100%[/b]:  Completely finished with stats of (9.88   9.30   6.07).

- [i]O Criminoso [/i](Arrow Multi-Element) [b]100%[/b]:  Completely finished with stats of (9.45   9.49   5.06).

- [i]Vigilante (CCI Woodie)[/i] [b]100%[/b]:  Completely finished with stats of (9.92   9.24   4.86).

- [i]Nazca (Arrow Suspended)[/i] [b]100%[/b]: Finished with stats of  (8.98    8.78    11.23) and is completely themed and operational.

- [i]Coches Locos (Mack Wild Mouse)[/i] [b]50%[/b]: Trackwork is done by no theming yet

Themed Rides/Water Rides

- Savage Current (Rafting Ride) [b]0%[/b]:  This will get a redoing in layout.

- Inti's Reach (S&S Quad Towers) [b]100%[/b]: Towers are operational and connecting structure at the top of the towers has been constructed.

- Species (Top Spin) [b]100%[/b]:  Completely finished.

- Aut Rota (Rings) [b]100%[/b]:  Completely finished.

- Myth of the MoonWalkers (Looping Ship Attraction) [b]100%[/b]:  Completely finished.

- La Guerra (3D Adventure) [b]100%[/b]:  Completely finished.

- Harvester (Scrambled Eggs) [b]100%[/b]:  Completely finished.

- O Descida (Gyro Drop) [b]100%[/b]:  Completely finished.

- Xicares Cafe (Himalaya) [b]100%[/b]:  Completely finished.

- Sacrificio (S&S Frog Hopper) [b]100%[/b]:  Completely finished.

- Rotacoa (Enterprise) [b]100%[/b]:  Completely finished.

- Roda de Vagao (Ferris Wheel) [b]100%[/b]:  Completely finished.

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

Complete Park Status:  [b]77% completed[/b]

Projected Completion:  [b]47 days[/b]

-----------------------------------------------------------------------------------

[b]Update 27 - 'Coches Locos' Announced[/b]

[i][u]Coches Locos[/u][/i]:  Take a ride on this crazy wild mouse ride through the moutnainside village of Yuracuy.  Dash in and out of Venezeualan structures and get whipped around by hairpin turns and sudden drops.  A great attraction for those in the  family to timid to conquer the giants of BGSS.

This is the last roller coaster of the park, which brings the count to 6.  It is a small and very short ride, and it does what it is meant to do....be a kiddie attraction.  However it isn't your typical wild mouse, it is more of a miniature adventure ride.

Next update will be the final attraction list and final update on Yuracuy, and after that the last two areas will be announced.  Enjoy.

------------------------------------------------------------------------------------

[b]Update 26 - Vigilante Announced[/b]

[i][u]Vigilante[/u][/i]:  A thief runs amok in the Venezuelan mountain town of Yuracuy.  He steals all harvests, trashes houses, and somehow evades any attempts of catching him.  Sightings have been reported around town of a ghostly figure riding a vicious horse, and we now suspect that this is the thief.  Feel is fury and take a ride as he raids the mountainside houses on a ferocious and intense rollercoaster experience.

It stands as the tallest coaster in BGSS, reaching a height marker of 38 in RCT.  It is the second tallest attraction only behind the S&S towers [i] Inti's" Reach[/i].  It is even taller than [i]O Descida[/i], which is a gyro drop attraction (And Im talking from base to peak in this instance).  Its drop is the largest wooden coaster drop of any of my rides, totalling 25 RCT heights.  It reaches speeds of 65 mph and it is 4,800 feet long, sprawling over a large area.  It dominates its surroundings, and it is an [i]amazing[/i] ride.  

In other news, Yuracuy should be done within the next 5 days....leaving two final areas.  Once Yuracuy and all of its updates are done, I will give a status update on the park and announce the final two areas of BGSS.  You will then choose three final screens from four different areas....its your choice.

Enjoy.

--------------------------------------------------------------------------

[b]Update 25 - New Area Announced[/b]

For starters, Amazonia is completely themed and being tested.  Bacillus has undergone a new paintjob as well.  But enough of Amazonia, the real reason for this update it this.....

[b][i]Yuracuy[/i][/b]:  Venezuelan mountainside village.

If one is curious as to which area (well location in the park) I am speaking off, it houses the wooden coaster "Vigilante," which will be formally announced as an attraction in the next series of updates.  The premise for the theme is quite simple actually, its a mountainside village (more attention is paid to the "mountainside" element of this area) that contains quite a bit of poverty.  Its not as poor as the city of God or Amazonia, but its got the feeling of a old colorful village that just lives off the land. 

One thing about this area I must warn of....it uses colors.  Lots of colors.  Pinks, yellows, greens, whites, greys, and browns.  Lots of textures are used, many different forms of roofing will be used, and the area WILL stand out for a couple of reasons:

1.  It rises above every other area near it, especially City of God, which is in a low elevation for a reason (Phsycologial reasoning and ideological reasoning).  It also rises above Andes Village (which is ironic, but neat in a way).

2.  It would look like a rainbow compared to the other areas.

Anyways, that is the premise for this area.  Again, I told you all it was up to you whether or not you wanted to see screens of the final three new areas I announced.  This is one of them.  Enjoy.

------------------------------------------------------------------------------------------

[b]Update 24 (FINAL Amazonia Update) - Amazonia Attraction List[/b]

[u]Amazonia Stats[/u]

Theme: Amazon Jungle Village

Time Constructed:  12 RCT years (20 days)

Elevation: Landmarker 1 (Sea level)

Attractions: 7

Shops: 3

Size: 2nd smallest

[u]Attractions[/u]

[b][i][u]Bacillus (B&M)[/u][/i][/b]:  The legend tells of a creature hidden in the deep jungle that moves in and out of the god's temples.  Villagers have told us that it is insect-like and devours any that come near it.  In fear of it, the villagers have never dared to expand their community into its reaches.  In order to go in search of it, one must cross a bridge and enter its damned lands.  Well now it has found you, and now you must endure its wrath.  Watch your step as you hop aboard one of the most intense floorless coasters ever created.  Reach speeds of 60 mph after dropping straight off a cliff and dive through six inversions while barely missing the dense foilage and the creature itself.  At 4,500 feet long and 140 feet tall, this ride is a monster waiting to devour all who challenge.

[i][u]Roda de VagÃ£o[/i][/u]:  A ferris wheel attraction.  It is themed to be a wheel that collects water for the village (name means Wagon Wheel in Portuguese).

[i][u]Sacrificio[/i][/u]:  A new-generation Frog Hopper produced by S&S.  This one actually looks the closest you can get to a frog hopper in RCT.  Its themed to a tiki pole dedicated to the gods, upon which sacrifices are places and lifted to the heavens.

[i][u]RotaÃ§Ã£o[/u][/i]:  A Enterpise flat ride attraction themed to a new thrill machine created by the villagers.  Take a spin on it.

[i][u]ChÃ£os sagrados[/u][/i]:  Make your offerings to the gods of Amazonia in this holy area.  Bow to the idols placed in the center of a circular construction adored by the villagers of Amazonia.

[i][u]XÃ­caras CafÃ©[/u][/i]:  Take a ride on the bins that collect coco beans and grind them in the mill.  Whirl around on this crazy contraption built by the people who brought you the popular thrill ride 'Himalayas.'

[i][u]O Descida[/u][/i]:  Ascend to the heavens on this 120 foot Drop attraction, only to plung back down into the dense jungles of Amazonia.

[u]Shops and Eateries[/u]

[i][u]O Meio de Selva[/u][/i]:  Translated "The Jungle Way," here you can buy many cloths and jewelry created by the villagers of Amazonia.

[i][u]O Grande Festa[/u][/i]:  Translated "The Great Feast," here you can dine on any type of jungle wildlife and vegetation you desire.

[i][u]Encontros Tribais[/u][/i]:  Translated 'Tribal Encounters,"  here you can by all of the leatherworks produced by the tribal leaders.

Now that Amazonia is finished, the next update you will see will be the announcement of the final three areas of BGSS.  In addition you will also hear the new annoucnement regarding the re-construction of the Galapagos area.  After and only after all four are PARTIALLY or FULLY completed will I inquire about which of the four you would like to see screenshots of.  Only three more screens will be released, and two will remain hidden (in terms of screenshots) until the final release is downloaded.  So basically, you won't see screens for a month or so.  

Enjoy.

------------------------------------------------------------------------------

[b]Update 23 - 3 New Flatrides Announced[/b]

[i][u]Roda de VagÃ£o[/i][/u]:  A ferris wheel attraction.  It is themed to be a wheel that collects water for the village (name means Wagon Wheel in Portuguese).

[i][u]Sacrificio[/i][/u]:  A new-generation Frog Hopper produced by S&S.  This one actually looks the closest you can get to a frog hopper in RCT.  Its themed to a tiki pole dedicated to the gods, upon which sacrifices are places and lifted to the heavens.

[i][u]RotaÃ§Ã£o[/u][/i]:  A Enterpise flat ride attraction themed to a new thrill machine created by the villagers.  Take a spin on it.

NOTE:  The names in this area, like City of God, will be mostly Portuguese in origin.  Both the City of God and Amazonia are set in Brazil.    

Enjoy.

-------------------------------------------------------------------------------

[b]Bi-Monthly Update 4[/b]

[u]Park Stats[/u]

- Areas: 8 total

- Coasters: 5 total

- Theme:  Countries From South America ONLY.

- Location:  San Simeon, California.

- Years Spent So Far: 86

- Money Spent So Far: 3,912,760

Here is the status of the areas of the park....

- [u]A Cidade de Deus[/u] [b](95%)[/b]:  All that is left is part of [i]O Criminoso[/i] queue.

- [u]Andes Village[/u][b](90%)[/b]:  Experimenting different things with this area, also changed the area entrance a bit.

- [u]Machu Picchu[/u][b](75%)[/b]:  A nice bit is still left in this area, but all rides are done.

- [u]Galapagos[/u] [b](60%)[/b]:  Will get a huge re-doing, yet to be announced.

- [u]El Dorado[/u][b](100%)[/b]:  Its finished.

- [u]Amazonia[/u][b](60%)[/b]:  Work has gotten started on the actual themed area, some rides and shops are still yet to be constructed

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

Here is the status of the roller coasters....

- [i]Bacillus (B&M Floorless)[/i] [b]100%[/b]:  Completely finished with stats of (9.04   8.96   4.57).

- [i]Acancounga: Canyon Runner (B&M Invert)[/i] [b] 100%[/b]:  Completely finished with stats of (9.88   9.30   6.07).

- [i]O Criminoso [/i](Arrow Multi-Element) [b]100%[/b]:  Completely finished with stats of (9.45   9.49   5.06).

- [i]Vigilante (CCI Woodie)[/i] [b]10%[/b]:  Track reworking has  been done, and the drop has been lowered 5 RCT levels.  Vigilante now possesses the highest drop in the park and the highest speed at 65 mph.

- [i]Nazca (Arrow Suspended)[/i] [b]100%[/b]: Finished with stats of  (8.98    8.78    11.23) and is completely themed and operational.

Themed Rides/Water Rides

- Savage Current (Rafting Ride) [b]0%[/b]:  This will get a redoing in layout.

- Inti's Reach (S&s Quad Towers) [b]100%[/b]: Towers are operational and connecting structure at the top of the towers has been constructed.

- Species (Scrambled Eggs) [b]100%[/b]:  Completely finished.

- Shell Shock (Hacked Theme Ride) [b]0%[/b]:  REMOVED FROM PLANS

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

Complete Park Status:  [b]60% completed[/b]

Projected Completion:  [b]60 days[/b]

--------------------------------------------------------------------------------------------

Alrighty, final El Dorado screen in this update.  It doesn't show much of anything exciting like the past screens, so don't get your hopes up.  Ill get to it before continuing with the rest of the update....

[img]http://www.rctd.ft6.com/uploads/ED6.jpg[/img]

The screen is of Nazca of course, and it shows the theming in the ride.  Its consisted of mostly temples built onto the hillsides, and the theming is not quite as elaborate as the area itself (Done in an effort to kind of make the Nazca area and actual pathing area different).  Towards the bottom is an unnamed shop with a deck of gardens.  The queue line is also somewhat visible under one of Nazca's turns.  The final stats for Nazca are  ( 8.99   8.79   11.23), and I dont understand why suspendeds have such high nausea in RCT (real ones don't make you sick at all).  Oh well, not my coaster building, but game stupidity.  El Dorado should be finished within 2 or 3 days, as it is about 75% done.  

Moving on, after this update there will be one more El Dorado update with all the attraction and shop names (Not necesarilly the next update however).  After this update you all will probably be updated on the Amazonia area.  Its rather small, much like Machu Picchu, so you probably will only see one screen (Hell youve seen too much of the Floorless anyway).  

After the jungle area is started, I will announce another new area.  I have not decided which of the three remaining I will announce however.  In addition with this announcement, you all will also be updated on a new *twist* added to the Galapagos theme to make it more visually appealing (it looks hectic to me, rushed and underthought, and underplanned for that matter).  I am also deleting either the [i]Shell Shock[/i] or [i]Journey Through The Ecosystem[/i] attraction to make room for a better and more exciting layout for [i]Savage Current[/i].  I have not decided which I am removing.

Enjoy the update, I hope you all have enjoyed the El Dorado screens.

------------------------------------------------------------------------------------

[b]Update 19 - Big El Dorado Update[/b]

Back to business, lets get this rolling.  Well that initial problem has been solved and then some, and now it seems as if the area is progressing extremely smoothely.  Theming has begun on the Arrow Suspended Coaster [i]Nazca[/i], and once done it will easily be the best themed ride in the park (Even more elaborately themed then [i]O Criminoso[/i].  Lets move on, shall we.

NEW RIDES

[i][u]Inti's Reach[/u][/i]:  Enter the temple of the most powerful Incan God, God of the Sun and Ancestor to the Ancient Incans, and blast-off on the tallest attraction in the park.  Choose to get launched from Inti's temple, or choose to get blasted straight down into the hallows of the structure on this Quadruple S&S Space Shot/Turbo Drop.  Feel Inti's true might on this incredible ride.

[b][i][u]Nazca[/u][/i][/b]: Fly through the Canyons and ravines of El Dorado on this intense suspended roller coaster.  Dodge past temples, golden housing, and various other structures while whizzing past foilage and rocky terrain all at the same time.  Hop aboard the Incan's most technologicaly advanced thrill machine and hold on tight.

[i][u]Myth of the MoonWalkers[/u][/i]:  It has long been rumored that the Incan's knowledge of the universe spanned farther than the reaches of Earth.  Legend tells us that they knew the celestial bodies and the void of space, and more importantly, its effect on a human.  Great Incan thinkers have created moonsaulting devices to hopefully train future astronauts to go into space and reach their Gods.  Located inconspicuously in a terraced and hanging garden structure, juxtaposed right alongside the moon God's temple, lies two thrill machines waiting for your services.

Now, onto what everyone really cares about, a screenshot of the newly themed [i]Nazca[/i]

[img]http://www.rctd.ft6.com/uploads/ED4.jpg[/img]

- To the left is the station of [i]Nazca[/i], with its lift cutting right through the station structure.  

- The lower right hand portion of the screen is the attraction [i]Wall of Kings[/i].

- Look closely and you can see the train navigating the course.

- Entrance of Nazca is where the banner is.

One more El Dorado screenshot to come....enjoy.

----------------------------------------------------------------------------------------------------------

[b]Update 18 - Machu Pichu Attractions[/b]

Well, work has continued in el Dorado, and a new attraction has been added (One I will announce later).  Theming has begun on Nazca as well, and Machu Picchu is nearly done.  here is the final update on Machu Picchu.

[b]Attractions[/b]

[u][i]Harvester[/i][/u]:  In Ancient Machu Picchu, a farming community and trading mecca, harvesting crops was the single most important activity.  A machine was developed to quickly harvest crops, seating workers in rotating devices to pick up and harvest crops.  You are now to man this machine and do the job.  Take a spin on the wicked Harvester.

[b]Shops and Eateries[/b]

[u][i]Auhtilâ€™s Coco Bean[/i][/u]:  The townâ€™s most prominent coffee harvester has opened up a lovely coffee shop, equipped with a deck raised above the lower portions of the city, providing excellent views.

[u][i]Chavaâ€™s Herbal Tavern[/i][/u]:  The townâ€™s most prominent harvester, Chava, has opened up his own tavern for the vegetable loving populace of Machu Picchu.  Join him for assortments of salads and greens in the largest shop in Machu Picchu.

[u][i]Kingâ€™s High Court[/i][/u]:  The leader and ruler of Machu Picchuâ€™s province resides here, and in his palace you can feast with the royal of the Incan Empire.  In a buffet including wide varieties of meats and harvests, any hunger will be eliminated.  

[u][i]Incan Emblem[/i][/u]: Shop for various leatherworks and gold medallions in this collection of Incan jewelry and clothing.

[u][i]Machu Picchu Market[/i][/u]:  Take a stroll through the center of trading at Machu Picchu.  In its elaborate setup, it is filled with crops and harvests, as well as weaponry and golden keepsakes sent to El Dorado by way of cart.  Get your share of any kind of Incan keepsake here in this wonderful trading structure.

[u][i]Temple of Zaramama[/i][/u]:  Knowing the importance of the harvests and crops in Machu Picchu, it is only fitting that the God of Harvests has her own sanctuary in this mountain town.  Come in here to pay her respects, like most of Machu Picchuâ€™s populace does.

[u][i]Cholaâ€™s Serum[/i][/u]:  The townâ€™s most prominent juice maker, Chola, has opened up his own tavern for the fruit loving populace of Machu Picchu.  Join him for assortments of fruits and juices in his own little corner of Machu Picchu.

[u][i]Incan Armament[/i][/u]:  Purchase and explore the fine weaponry that the Incan Empire utilizes to defend itself from invaders.  

[u][i]Incan Ice Works[/i][/u]:  Check out the Maya-Inca tropical ice factory, choosing from a list of 40 different flavors. 

[u][i]Bathroom[/i][/u]:  The bathroom building in Machu Picchu.

---------------------------------------------------------------------------------------------

[b]Update 17[/b]

Construction in El Dorado has halted due to a.......problem... of some sorts.  Its minute...but its still a problem.  Since I can't figure out what to do with that stupid area, I will just move on a complete other areas while brainstorming.  

I struggled to do this....but I will show you a full Machu Picchu screen.  Thing about this area is....its soo small that one screen tends to ruin the effect (well the surprise factor when you see it in game).  However, I have not showed you a couple of key elements of the area (including some cool pillars....youll have to wait and see).  [i]Harvester[/i] is not shown and will not be, as I originally planned.  As for the actual construction of the area, its coming along nicely.  Knowing that both El Dorado and Machu Picchu are both Aztec cities, I had to sort of change Macchu Pichu a bit.  While El Dorado is the 'capital' city, the golden bold and ostentatious city, Machu Picchu is more of a rural village....sort of a farming community that does mostly harvests and trading.  In other words, Machu Picchu has a bit more grit than El Dorado, and really is not as fabulous looking (well....in terms of boldness).  Anyways, on to the screenshot.

[img]http://www.rctd.ft6.com/uploads/MP2.jpg[/img]

Ok, couple of things I would like to point out.  In the top left corner, you see [i]Chava's Herbal Tavern[/i]...which is the cut out building I showed you all earlier in the thread...only now you see it interacting with the rest of the area.  Next thing....[i]Auhtil's Coco Bean[/i]...which is the shop containing a deck supported by wooden stilts...towards the right side of the screen.  In the extreme lower left hand corner, you see the entrance to [i]Harvester[/i]...and furthermore you see part of its theming...farming platforms.  Another area of not is the hanging reeds...but you all have seen that before.  Another thing to note is the wooden logs (single rail suspended coaster), but thats nothing new.

So far, the area is about 75% done......and moreover you all have seen 75% of what IS done in this screen.  This is the only screenshot update for Machu Picchu, and the final one will consist of the shop and ride names.  That is all, enjoy.

--------------------------------------------------------------------------------------------------

[b]Update 16 - [i]Harvester[/i] announced [/b]

Hey, small update here.  Just wanted to announce a new ride....

[i]Harvester[/i]: Themed to a Mill attached to a series of farms, spin around this machine originally intended to collect harvests, and now intended to thrill guests.  Located in Machu Picchu.

Basically, it is a scrambled eggs themed to a mill house (It is housed inside a structure, much like the Scrambled Eggs seen in Mala's Mt. Sinister but a bit different.  A good bit of the ride is themed (about 10x10 squares worth), as it is the only ride in Machu Picchu.  Unfortunately for you all, I doubt screens of this will be shown.

In other news, [i]Species[/i], a flat ride in Galapagos, has been changed from a Scrambled Eggs to a Gravitron.

-------------------------------------------------------------------------------------------------------

[b]Monthly General Update 3[/b]

[u]Park Stats[/u]

- Areas: 8 total

- Coasters: 5 total

- Theme:  Countries From South America ONLY.

- Location:  San Simeon, California.

- Years Spent So Far: 68

- Money Spent So Far: 2,912,760

Here is the status of the areas of the park....

- [u]A Cidade de Deus[/u] [b](95%)[/b]:  All that is left is part of [i]O Criminoso[/i] queue.

- [u]Andes Village[/u][b](90%)[/b]:  Experimenting different things with this area, also changed the area entrance a bit.

- [u]Machu Picchu[/u][b](15%)[/b]:  More work will be done on this after El Dorado is finished.

- [u]Galapagos[/u] [b](60%)[/b]:  Have not worked much on this in the past two or three months, and a revamping is in order to make it look better.  You won't here much about this area for a while.

- [u]El Dorado[/u][b](20%)[/b]:  Entire Entrance Harvor is finished, portions of the area are done.  Work is coming along nicely, expect it to be done in about two weeks.

- [u]Amazonia[/u][b]40%[/b]:  Only this much is done because the coaster [i]Bacillus[/i] takes up tons of room in the area.  Little to no theming of the actual area has begun.

- UNANNOUNCED

- UNANNOUNCED

Here is the status of the roller coasters....

- [i]Bacillus (B&M Floorless)[/i] [b]100%[/b]:  Completely finished with stats of (9.04   8.96   4.57).

- [i]Acancounga: Canyon Runner (B&M Invert)[/i] [b] 100%[/b]:  Completely finished with stats of (9.88   9.30   6.07).

- [i]O Criminoso [/i](Arrow Multi-Element) [b]100%[/b]:  Completely finished with stats of (9.45   9.49   5.06).

- [i]Vigilante (CCI Woodie)[/i] [b]10%[/b]:  Only the track itself has been completed, as the area it is in has yet to be started on.

- [i]Nazca (Arrow Suspended)[/i] [b]10%[/b]: This coaster's theming was stripped, so nothing is there basically except the ride.

Themed Rides/Water Rides

- Savage Current (Rafting Ride) [b]50%[/b]:  Only track work is done, no theming.

- Inti's Reach (S&s Quad Towers) [b]0%[/b]: Same deal with Nazca.

- Species (Scrambled Eggs) [b]100%[/b]:  Completely finished.

- Shell Shock (Hacked Theme Ride) [b]0%[/b]:  Not started whatsoever.

- Journey Through the Ecosytem (Hacked Submarine Ride) [b]70%[/b]:  Track work and theming is done, all that is left is making it work.

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

- UNANNOUNCED

Complete Park Status:  [b]50% completed[/b]

Projected Completion:  [b]Late August to Early September[/b]

----------------------------------------------------------------------------------------------------

[b]Update 16 - El Dorado Picture 2[/b]

After seeing the first update, this screen is a bit different as it does not use the stacked scenery as much (no, not because idiot gardner hates it, but because it did not fit this building).  The building I am showing you is basically un unnamed tower complex (much like IOA's lighthouse in the port of entry, well at least in concept and use) that greets you at the entrance.  It juztaposed alongside a cliff like every other building in El Dorado.  In fact, El Dorado is basically built into a canyon, sort of (well in my version of it, there is really no proof that it was built this way in real life, if it exists).  Anyway's, here is the screen.

[img]http://www.rctd.ft6.com/uploads/EDLight.jpg.jpg[/img]

Explanations:  

- I did use some columns from the temple in the left portion of the building.  I did this to interact the building with the cliff, so it just didn't "sit on the cliff" sort of, but was more "a part of the cliff" sorta.  

- The visible chairlifts..........im working on that.

- This is the first screen in my park where you see the RRP windows (the golden glass squares).  You become more familiar with them as you see more.

The actual entrance gates are shown in this screen (Look to the right of the tower complex).  I basically just wanted them to stand above their [i]immediate[/i] area, which is why I raised the pathing and entrance gates one level above the general entrance path level.  I used the city wall (And forgot to hide the little windows, my apologies) and raised castle walling to make the tops of the entrance gates.  My goal was to have it look similar to the tower, but look a bit different as well.  

--------------------------------------------------------------------------------------------------

[b] Update 15 - First El Dorado Screenshot [/b]

Ecuador is no more.  The architecture has been scrapped, and all that remains is a themeless suspended coaster (Nazca) and a themeless S&S Tower shot (Inti's Reach).  But something very, very special is replacing Ecuador....something that might change what you think of when u see LL parkmaking.  I present you.... El Dorado.

[img]http://www.rctd.ft6.com/uploads/ED1.jpg[/img]

First off, apologies.  The suspended monorail SHOULD NOT be showing, it must have instantly glitched when I took the screen.  Secondly, the glitch with the pathing and the columns to the right of the upper temple entrance should also not be glitching.

Things i would like to point out.....

- Introduction of Domes to RCT:  The two dome towers are constructed with raised mushrooms and castle walls.

- More scenery stacking:  I showed you some in Machu Picchu, this is just raising scenery to a further level.

- Golden Windows:  Im still working with these, but expect to see the abstract balls and some RRP windows in El Dorado, just to give it a 'golden' feel.

- Overhanging foilage:  Again i use this in Machu Picchu, just reusing it here.

The main reason i built this temple on a cliffside was to hide it from the city of God.  The new entrance area is moved to the right about 7-8 squares due to clashing with the City of God.  The entrance is more secluded in a cove, and now opens directly up into the suspended, going under its lift and around its station, exiting under its brake course.  The queue line for [i]Nazca[/i] has been moved into an entirely different location and is now more extensivle themed and a bit longer.  I'll prolly show one more screen of the entrance area, most likely a pic of the other side of the entrance harbor (It is a port of entry, literally).

Anyhow, hope you enjoy.

Ciao.

-----------------------------------------------------------------------------------------------------

[b]Update 14[/b]

After the completion of the [i]City of God[/i], I was given a painful reminder of the lacking qualities that its neighboring section, [i]Ecuador[/i], has.  To put it simply, The City of God makes Ecuador look like trash.  If all of you arent aware of what section Ecuador is, it houses the suspended coaster [i] Aviador[/i] and the S&S Towers  [i]El Aire[/i].  My plan is pretty simple....the Ecuador section will be trashed (All theming will be stripped from the suspended) and the area will be converted into this........

[b]El Dorado[/b]

The fabled metroplis of the Incas will finally be found when Busch Gardens San Simeon opens up later this year.  Searched and sought after, El Dorado, the "City of Gold" has only been found through false renditions and folklore.  For the first time ever, you will finally see the true El Dorado.

Basically, the city is located somwhere between or around Columbia and Brazil.  It is also rumored to be somehwere in the Andes mountains (which sounds less plausible, because it would be impossible to build a city of that magnitude in the Andes IMO).  I will use the Columbia location for it, and basically it will sit in a cove of some sorts.  Since it supposedly has a connection with a lake, look for the entrance of the section (Therefore the entrance ofthe park also) to have a port of some sorts with themed boats and docks.  The suspended coaster will be renamed [i]Nazca[/i], which will be themed to an Incan flying machine, and the S&S towers will be named [i]Inti's Reach[/i].  

Again, this area will be a work in progress, so many of the early screens might not impress you much.  Be patient, and like the City of God, the end result you all should like.  

Enjoy my text.

------------------------------------------------------------------------------------------------------

[b]Final City of God Update - 13[/b]

The City of God is almost done, and it has been an incredible success.  The initial screens might have been very raw and virtually unlikeable (i hate them looking back), but the final product is very, very detailed and strict-to-the-theme.  This is one of the few areas in a park where I have planned a certain look, executed it, and finalized it to perfection.  O Criminoso turned out incredible, to see it in action is really something.  Its easily one of my Top 5 coasters ever, and prolly the 2nd or 3rd best in the park (The coaster lineup is stacked).  Here is the final City of God screen, and the last we will see of it until release.  

[img]http://www.rctd.ft6.com/uploads/COG4.jpg[/img]

New version of an old screen, and a view of O Criminoso in action.

In other news, the next area I will intensly focus on is the Machu Pichhu area.  You saw a glimpse of it earlier, and this area has unlimited potential, and will probably end up looking better than City of God.  The next course of updates will be on Machu Picchu.  Hope everyone is more interested in the park now, ciao.

--------------------------------------------------------------------------------

[b]Update 12[/b]

Yes Im still working.

As of late ive been revavmping the City of God area and its going along well.  I gave [i]O Criminoso[/i] a color change, and it seems to add FAR more darkness to the area, which is something I like.  I added some new little elements to the area, including power lines and 'poor housing', which constitues of ragges shacks and deconstructed houses.  Ive also added a new lift to [i]o Criminos[/i], which is not shown in the pics.  Anyhow, here are the new screens....

[img]http://www.rctd.ft6.com/uploads/NewCOG.jpg[/img]

Here you see the building and queue for [i]La Guerra[/i], a sim ride.  Also u can see the interlocked loops.

[img]http://www.rctd.ft6.com/uploads/NewCOG2.jpg[/img]

Good shot of the power lines and poor housing.  

Still working on the area so much is left to be done.  Anyhow, enjoy the screens.

-------------------------------------------------------------------------------

[b]Update 11 - Machu Picchu Sneak Peak[/b]

Alright, Ive progressed somewhat deeper into the Machu Pichhu area, and Im retrofitting it as I go along.  Im also quickly learning that if u forget to end your special build mode before zeroing clearances, you will get fucked in the ass.  Anyways, as for this little update itself, I have a sneak peak at one building in Machu Picchu.  Its cut and isolated, so you won't" see the surrounding landscape.  Here you go....

[img]http://www.rctd.ft6.com/uploads/MP1.jpg[/img]

This is a screenshot of a themed shop in Machu Picchu.  It is called [i]Chava's Herbal Tavern[/i], and serves as a shop for salads and other healthy eats.  The garden is placed on the side of the building (the herbal theme you know), and its not shown in the screen, but water jumpers simulate a watering device over the gardens.  The hanging vegetation (vines) to the left are also one of the more important elements of the entire area.  The arch you see towering over the pathway is the entrance to the "Higher Court," which is the place where the King stays and all the important stuff goes down.  

One thing that will make Machu Picchu slightly different from other areas is its layout.  Firstly, it is built on a hill, so many elevation changes will occur in this area.  It is surrounded by tall peaks that rise higher than most of the coasters in the park, and is built just like a city.  This means that there will be little sub-themes within the larger Macchu Picchu.  Here are some.....

"The Village" (Little village area with houses at the lowest point of Machu Picchu

"Higher Court" (I told you what that was already)

"Farming District" (Area where farms run rampant)

"Botanical Level" (Lots and lots of vegetation and vines hanging off of structures in this area).

As for rides, I do plan to have a flatride for the area as well.  Im thinking of a swinger type ride (Look at my sig and see that little flatride....).  The area will mostly serve as a themed shopping area, as it is very small and has little to no room for a big attraction.  

In other news, [i]Species[/i] will undergo a name change for the sake of originality.  I have a couple of canditates for the new name....

[i]Bacillus[/i]

[i]Mimic[/i]

[i]Fiend[/i]

At the moment I am liking [i]Bacillus[/i] the most.

Enjoy.

-----------------------------------------------------------------------------------

[b]Update 11[/b]

I have not been working as feverishly as I did during Spring Break, and the pace has slowed a bit.  The only things I really have got done is [i]Species[/i]'s entrance, and believe me that's not much.  

What I have done that is important is broken groung on the Macchu Picchu area.  I announced it a while

