Fire Mountain by Xcoaster
This ride was created mostly due to being confused while trying to think of a theme for a prelim entry.  At first I read a little about the old plans for Discovery Bay at DisneyLand, and thought it would be fun to try and make.  Unfortunately, I was under the impression that it was supposed to be like Mysterious Island.  So I started thinking about making an entry for the inverted coaster prelim set in the area, based on the old rumored Disney coaster “Fire Mountain.”  I didn’t get much done in time, and decided that I’d try again, but using the twister coaster next time.  During the time when I planned it some more, I realized that Discovery Bay at DisneyLand actually was quite a bit different from Mysterious Island, so that wouldn’t work as a base for the theme.  Instead, I continued with the Mysterious Island style, since Fire Mountain wouldn’t really work otherwise, and I haven’t had many other design ideas for the prelims, since I’m better at making a whole park instead of a single ride or small area.

Aside from centering the ride around Mt. Prometheus at Vulcania (which was my idea, mostly since I wanted to do something of the sort), I didn’t have too many restrictions because I never really knew what Fire Mountain was supposed to be.  But the basic idea I was going with was that it would be a track based, electromagnet launched tour inside of the volcanic Mt. Prometheus.  Along the way you’d see some ruins (since one of the only things I’d heard about the actual Fire Mountain was that it’d involve Atlantis, so I threw that in), lava rivers, and some of Captain Nemo’s operations on the island.

I’m pretty happy with how everything turned out.  I think the volcano could be a lot better, and I actually don’t like the coaster design that much, but I enjoyed making the park.  I especially enjoyed making the stuff around the coaster, which probably wasn’t so good since I ended up not focusing on the coaster much.  Even though I’m fairly happy with what I have done, I’d originally planned on making this into a full area, and having more buildings and such.  And it was pretty rushed, since I only spent about two weeks on it.  It’s not nearly as complete as it could be.  Anyways, here’s what I wrote so far for the safety video/preshow, and the on-ride stuff:

(The preshow and safety video shows on one of many video screens above)

Captain Nemo: Welcome to my mining and energy harnessing facilities.  Today on your tour you’ll be riding in one of my five tunneling mini-trains through Mt. Prometheus.  You’ll either be aboard Pluto, Hephaestus, Gaia, Hades, or Persephone.  Though you’ll be traveling along one of many tracks set within the tunnels of the mountain, you still may encounter some barriers created from the constant shifting of the earth within the volcano.  Because of this, the front of each train is heated to super high temperatures to burn away any debris, and there are also two drills mounted on the side should any larger obstacles appear (The zero car of each train is shown, with the drill on each side, as it glows cherry red).  I will be able to guide you on your voyage through the use of video screens mounted in front of your seats (The video shows the video display mounted in front of each bicycle seat).  Oh, that reminds me, you won’t exactly be sitting in conventional seats.  To maximize the use of storage space, and to provide the best view of your surroundings, you’ll actually be standing during your voyage.  Make sure that as you board the train, you push down on your bicycle seat to reach a position where you are standing comfortably.  Shortly thereafter, the seats will lock in place, so make sure you’re comfortable first! (A rider is shown standing too high on the seat, and in obvious pain, along with a rider squatting down low.  Both images are crossed out.  Afterwards, riders standing correctly are show).  When the technician indicates, you may board a row in a group of no more than four riders.  After locking your seat down, pull down on your safety harness, and latch it in place.

(On-ride spiel)

Captain Nemo: As you depart the loading dock, you’ll notice my invention, the magnetic propulsion rings.  These will help accelerate you to a velocity where you can more easily enter the mountain via the core.  (The train stops in front of the rings).

First Lieutenant: The rings are charging.  Twenty seconds until fully charged.  


Captain Nemo: Good, soon you will be on your way into the wonders of Mt. Prometheus.

First Lieutenant:  The electro-magnets are ready, Captain.  Countdown to launch?

Captain Nemo:  Yes, I think it’s time.  Five… Four… Three… Two… One… Launch!

First Lieutenant: Exiting the launch rings, they’re now under their own power! (Train rounds the turn, and begins to accelerate uphill)

Captain Nemo:  These damaged steps are some of the remains of some lost civilization that you’ll see along your voyage.

First Lieutenant:  They’re entering the first vertical turnaround track. (Train enters inversion)

Captain Nemo:  Now it’s the final push before you enter into very core of the mountain!  Once inside, you’ll travel up the center, and erupt out the top, for your gravity powered trek downward.  (Train accelerates into mountain, goes vertical, and loops out of the top)

You’re now going to travel through several tunnels within the mountain. (Train does several turns inside volcano, then swoops down to the ground, and comes back up to a lava lake).  Here’s one of our most ancient external lava lakes.  Now you’re going to descend to a lower level of the volcano. (Train reenters volcano, begins spiraling downward.)

First Lieutenant:  Sir!  There’s heavy seismic activity occurring!  (A rumbling noise is heard from the speakers and inside the building as rubble begins to fall past the diving train).

Captain Nemo:  An earthquake!  We’re going to transfer tracks and take you out through my geothermic-energy harnessing vent.  Hold on!  (Train spirals out of tunnel, and dives back into a lower level).  Good, the level you’re on is much more stable, though the earthquake still poses a threat.  We’re going to have to try to bring you back.  (Train exits volcano, and comes upon a more fiery lava lake).  Remarkable!  The quake seems to have ruptured the ground near you, and the lava is draining into the volcano.  We’re seeing the reshaping of the very Earth!  It’s good that you got out of there before that lava started pouring in.

First Lieutenant:  They’re now starting the cool down run.

Captain Nemo:  That’s good news.  (Train dives down toward the water).  If you have a chance to look to you left, you can see my submarine, the Nautilus.  And up ahead is my larger digging train, Vulcan.  It seems the earthquake has stopped.  (Train turns and enters stalagmite filled cavern, lit by lights strung up on ceiling).  You’re now at the end of our tour.  I’m sorry that it had to be cut short, but please come back again, and maybe we won’t have so many inconveniences.  Good bye.

First Lieutenant:  (Train enters station) Exit out on your right, after the train stops moving inside the station, and your safety harness is released.  Have a nice day.

Anyways, that’s it.  From the winning entries I’ve been seeing, and how the coasters usually take up most of the map, rather than the compact style I usually use, and because I don’t think my coaster is that great on it’s own, I doubt I’ll get better than 3rd place.  Although, I guess it’s pretty similar to the second place entry for the mine trains.  If I do make it in though, you can expect this entry to give a pretty good idea of what my PT park will be like.  It won’t be anything you’re used to though.  Something new, which I’ve been thinking about for quite some time.

