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I.  Park Information
In 1984, the South Carolina State Fairgrounds in Florence established a permanent rides park running from May to August.   Since 1956, rides would arrive for two weeks in late July as the state fair took place.   Due to the increasing demand, the fair’s owners bought several rides to establish the Florence Fun Park.  For 1984, the park’s ride lineup was highlighted by a historic 1910 carousel moved from a nearby park in Myrtle Beach.  Several flat rides, a small kiddie coaster by B.A. Schiff and a large Arrow log flume rounded out the ride lineup.  As predicted, attendance was high during the opening year and the park continued to improve, adding shops, eateries, and more landscaping to give the park a more permanent feeling.
Florence Fun Park’s first major roller coaster opened 2 years later in 1986.  Thunder Run, a Summers and Dinn double out and back wooden coaster, gave guests the thrills they were looking for and further expanded the park to the growing demand.  With a strong area economy, the park continued to expand, as did the rest of the fairgrounds.  As part of a major capital expansion, fair officials added a basketball and concert arena, tied into the park’s loop road.  Visitors to the amusement park as well as the other fairground attractions, entered through a common entrance and parking area.  The early 1990s were good to Florence Fun Park, with several new rides, including the park’s 2nd large coaster, Boomerang in 1990.  Several flat rides added depth to the park’s lineup although many potential guests were making the longer trip to Carowinds in Charlotte for the larger ride selection.  
Banking off of the fairground’s relative success, a local entrepreneur opened Splash Zone in 1991, a small waterpark located across the fairground loop road just outside the property.  A wavepool, large slide complex, and several smaller slides gave Splash Zone a small, but popular selection for guests to cool off in the hot southern heat.  Guests immediately flocked to the park, which, allow small, offered the promise of refreshment through the long summer.  Back at Florence Fun Park, a Huss Breakdance added another thrill element to the flat ride lineup.  Not wanting to alienate the younger market, 1993 brought Little Dipper, a  Zamperla kiddie coaster.   This coaster replaced the Schiff kiddie, which was beginning to show its age.  1994 brought more success to the park and an unexpected development.  The fairground’s success had drawn the attention of Time Warner who soon made the park owner’s an offer to buy the park.  After some deliberation, the park was sold and renamed Six Flags South Carolina.  At the same time, Time Warner also purchased the fledging Splash Zone to own both parks in the area. 
The era of SFSC began on April 1, 1995 as the park opened its gates to crowds of guests.  Six Flags had turned Florence Fun Park and Splash Zone into one park, with a bridge running across the park loop road connecting the two.  Splash Zone’s original entrance remained to better control guest flow in and out of the waterpark.  Across the road, Six Flags moved the park’s entrance with all new ticketing and guest service buildings opening onto a midway with large shops and eateries.  At the end of the midway, the park added Hellevator, an Intamin drop tower and the tallest ride in the park.  In order to ease the transition across the road to the waterpark, Six Flags added a standard SLC with the Mind Eraser theme and a splash boats attraction.  Both of these rides helped form a plaza in front of the waterpark’s (now Hurricane Harbor) entrance.  It was like the park had been entirely reborn.  Rides had been moved, buildings had been updated, and the park was ready to go.  Thankfully, so were the guests and the park attendance was in record numbers.  
The remainder of the 1990s brought some very large rides to the park.  1997 saw the addition of Medusa, a stand up coaster with a layout similar to Chang at Six Flags Kentucky Kingdom opening on the same year.  As the tallest, fastest, and longest coaster in the area, Medusa became the signature ride of the park and region.  As the farthest thing from the entrance gate, Medusa brought guests further back into the park, increasing traffic to the waterpark.  With more guests visiting Hurricane Harbor, 1998 saw the addition of a new lazy river and slide complex, along with a new eatery and seating area.  Continuing expansion of this park, the park added Penguin’s Blizzard River in 1999.  This ride addition completed a loop of path around the exterior of the waterpark, improving park flow.  The rapids ride also completed a trifecta of large park-based water rides with a flume, splash ride, and rapids.   The park’s carousel and kiddie coaster were relocated across the street to form a new plaza and open up space on the original side of the ride for new additions.

 The new millennium saw periodic improvements with Six Flags still riding the success of the mid 90s.  With the spaced freed by the ride movement of 1999, Bugs Bunny World opened in the former Spanish themed area.  Anchoring the area was Road Runner Express, a standard wild mouse with a light Looney Tunes theme.  The area kept much of the original Spanish feel, but incorporated brighter colors to the rides and buildings and character opportunities along the pathways.  To contrast the kids addition, 2001 brought the upcharge skycoaster called Fearless Freep’s Daredevil Dive.  At the same time, the park’s indoor theater was converted into a dark ride from Sally and given their popular Ghost Blasters theme.  The air conditioned indoor ride made this a popular choice for guests on hot summer days.  2002 brought another large coaster to the back of the park with the addition of Batwing, a standard model Vekoma flying coaster.  With the same paint scheme and (lack of) theme as the installation at Six Flags America, the ride gave guests the no frills thrills they were looking for.  Despite the double station, Batwing normally used one, which led to long lines on most days.  Still, the guests continued to lineup for the new ride sensation.  At the same time as Batwing debuted, a large water play structure added something for the kids in Hurricane Harbor.  With interactive fountains and slides, it was a splash hit as the summer heat kicked in.  
2003 saw the park’s first high capacity large flat ride with Pendulum, a Huss swing ride.  Although awkwardly placed behind some buildings, guests still flocked to the attraction and that side of the park which was now saturated with coasters and other rides.  The next year saw a little balance to the original park side of the road with a boost to Bugs Bunny World with 2 new attractions.  With the kids entertained on that side of the park, Typhoon opened in Hurricane Harbor with 2 bowl slides emptying into the lazy river.  These two rides brought a much needed capacity boost to the water park.  Also in 2003, parts began arriving for a Schwarzkopf shuttle loop.  This ride was purchased from Yokohama Dreamland in Japan where the ride closed along with the park.  As the pieces arrived, they were painted blue and green in preparation for the ride opening as Greased Lightnin’.  Unfortunately, many of the ride’s parts were outdated and difficult to obtain.  The coaster would continue to stagnate behind the maintenance buildings in hopes of one day being added to the park lineup.  
After many years of additions, the park began to level out.  Marginal improvements to infrastructure and the general park were the only additions through the mid 2000s.  While other parks in the chain continued to receive new rides, Six Flags South Carolina stagnated, leading to rumors that the park may be sold to help ease the chain’s debt.  Fears were assuaged in 2008, when Deluge debuted in Hurricane Harbor.  A LIM launched waterslide, Deluge shot guests over hills and around dark corners all while getting soaked.  This state-of-the-art attraction revitalized the small water park and gave hope for future additions to the park. 
There wasn’t long to wait for the next ride.  Terminator debuted in 2009 as the park’s second wooden coaster.  This Great Coasters International twister shoved its way into empty space between Medusa and Mind Eraser with a new path leading over a service road to the new coaster.  Along with the coaster, the park underwent a rebranding into Six Flags Carolina, dropping South from the name.  New advertisements targeted the Carolinas as a region in an attempt to reach more guests.   Rather than a new addition to begin the new decade, the park decided to retheme Medusa to add smoke effects and other theming.  The new ride opened as Bizarro and received a new blue and purple paint scheme.  Although only a retheme, the ride received newfound interest thanks to its onboard audio and new effects.  
Six Flags Carolina is a leading theme park in the southeast United States and continues to be popular in every age group.   More additions seem to be on the horizon, although perhaps not in the area of large coasters.  Rumor has it that there may be a new kids area on the way soon.  Coaster fans are still hoping for the often discussed hyper coaster over the roadway, although now that seems like a far-off dream.  Only time will tell.  For now, the park’s 8 coasters continue and multiple other rides continue to keep guests coming back for more each year.  

More Flags.  More Fun.  Six Flags!
 II. The Coasters
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Thunder Run

1988

Summers & Dinn Wooden Coaster
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Flashback

1990

Vekoma Boomerang

3 Inversions
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Great Chase
1993

Zamperla Kiddie Coaster
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Mind Eraser

1995

Vekoma SLC

5 inversions
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Road Runner Express

2000

Maurer Sohne Wild Mouse
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Batwing

2002

Vekoma Flying Dutchman

5 inversions
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Terminator Salvation

2009

GCI Wooden Coaster
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Bizarro
1997 | 2010

B&M Stand Up

5 Inversions

III. The Process
SFC has been 1 year and 9 months in the making.  It all started when I wanted to build a big stand up coaster since I hadn’t seen one done in RCT for awhile.  The layout ended up a lot like Chang at Six Flags Kentucky Kingdom, so I decided to expand the park into a mid-sized Six Flags park with a strong similarity to SFKK.  Like I said in the previous section, SFKK is pretty unique for a park, so I thought I’d try something similar in RCT.  It actually ended up being almost to similar to start, so I moved a few things around and brought in some ideas from similar sized park, Darien Lake.  

Starting with what was then just temporarily named Chang, I expanded out to the plaza in front of the waterpark entrance before adding the SLC.  At this point, I decided on a road instead of a river like one of my initial plans had dictated.  From there came the Predator inspired wooden coaster and the bridge.  Stuff expanded from there with the log flume, wild mouse, and Hellevator all growing with the other buildings and stuff.  The Vekoma flyer was originally a tentative addition that became final as I made the simple Gotham City strip like you could find at SFKK.  Terminator was the only coaster that was originally not fully planned to be in the park, but was added to bolster the lineup a little bit and offer something else to look at.  Just like a real park, it’s sort of shoved back in open space with a narrow path connecting over.   The last thing to go into the park itself was the Frisbee, something I squeezed in there after a few suggestions that the park was lacking in thrill rides.  I managed to squeeze that into a section that had a small seating area, and I’m pretty pleased with the way it fit.  Just barely.
Then there was the object limit.  As you’ll see in the next section, I had big plans for this park, but the object limit kind of ruined that.  I knew that the limit was probably looming, so I built outward, trying to finish the park first so I could have that done when the time came.  While working on the Arby’s I got the ‘landscape data full’ message, which meant I had to rethink everything.  Thanks to Six Frags and Cena, I was able to get some new objects that allowed me to save several thousand objects to do the half of the hotel, add in the Frisbee, and do lots of other foliage touch ups.  Of course you can see the stuff outside the park is awfully sparse, but unfortunately, I’ve saved about as much as I’m willing to do, so it’ll have to stay where it is. 
IV. Things left out

Hitting the object limit screwed up my plans for what would’ve been a larger project in the end.  The park itself it essentially as it would have been, although I might have tried to squeeze in one or two more flats given the opportunity.  For the most part, however, I’m happy with that.  The real loss is what would have happened outside the park.  The main road outside the park (Palmetto Parkway), would have featured commercial buildings on either side along the whole 200 square length of the map.  Only half of the Hampton Inn, the Arby’s, and the back of one strip mall made it into the final.  Along the side with the railroad track, I initially had build a self-storage facility and laid out a warehouse with a siding for the train.  These never panned out, but would’ve been included in the ideal plan.  Here’s a list of some of the things that didn’t make the final release, but we’re to some extent planned:

· Complete strip mall 
· Complete Hampton Inn

· McDonalds

· Full Home Depot

· Johnny Carino’s Italian Restaurant

· 2 Warehouses by the railroad

· Some apartment buildings in an urban renewal development

· A diagonal strip of highway with on ramps connecting to Palmetto Parkway

· 2 gas stations

· Self-storage facility

· A second larger hotel 

So as you can see, the object limit sort of doomed me to leave that all behind.  It’s not essential to the park by any means, but it would have been nice to have.  

V. Thanks

With a huge project like this, there’s always a ton of people to thank for helping out along the way.  I really hope I don’t forget anybody, but if I do, then sorry!  I’ll make it up to you.

Robbie: You’ve done so much in terms of offering opinions, criticism, and advice.  You were the one person I knew I could send a screen to whenever I got something done and get some legitimate feedback on it.  You understand the ideas behind this park and just kind of ‘got it’ the whole way along.  Thanks for the help.  Now go finish SFSF!
Six Frags: To put it pretty simply, if you hadn’t given me those objects to use, this park would be much less impressive.  It allowed me to save several thousand objects and actually finish the park to a reasonable level.  You’re a lifesaver with it.  

Cena: Pretty much echoing what I said to Six Frags, thanks for the help with the various object pieces and just general feedback in general.  It was a huge help.  

Geewhzzz: Many thanks for getting rid of some annoying errors in the park and generally offering criticism throughout.  It’s definitely very helpful from someone who knows realism as well as you do.  

JK: We’ve been dueling solos for a while now, and I appreciate the feedback I’ve gotten along the way.  You have an eye for the detail that I’m lacking a lot of times, so it helps to have another eye towards that.  Now go finish Dreamport!

RCTNW: Thanks for offering opinions on stuff, especially with such a different building style.  I’m sure you’ll be a big help come my next project.  Also, thanks for keeping me sane by letting me do coasters for HOA.  It’s nice to take a break from the solo and just offer some layouts to help out a park.  Now go finish… well… everything!
Steve: Thanks for managing the Arby’s.  

VI. What’s Next?

If you’ve read the forums, then you’ve probably seen my next major project announced: SeaWorld.  At the time of this writing, I am interning at the park for the second summer in a row, and know the park inside and out.  The concept of doing something more focused on architecture and landscape design is an interesting one, so I’d like to tackle it.  I’ll also get a chance to do some cool coasters inspired by the Orlando park.  Right now there are lots of different ideas swirling around, so keep an eye out and see which ones come true!

Because SeaWorld will most likely not be enough to satisfy my interest in building rides, I intend to have another project on the side.  I probably shouldn’t release much information on this until more things get tied down, but I can at least say it will be a Busch Gardens branded park done alongside several other pretty cool guys from NE.  So keep a look out and maybe this will actually get finished!
