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         As has been mentioned in the AD, I started this project not long after H2H5 came to (for me) a disastrous conclusion and I happened to notice a topic about B&M’s prototype Wing Rider, “X-Raptor”. When I first started planning this, no one had released (or even advertised as of yet) a Wing Rider.  So, I figured I’d try something no one had done for my first NE release. Since I tend to build rather meticulously and have a tendency to re-do almost everything I build in pursuit of perfection, at least two others have been released since “Vulture” was conceived.
 Initially, this was just going to be a run-of-the-mill design with possibly one side attraction and not an overwhelming amount of theming.  But as I progressed, my imagination took over and I decided to revive the “Clampett’s” back story that I’d created during the H2H5 finale and incorporate it into this project. Although I added a twist to the Clampett ‘legend’ by having billionaire oil tycoon Jed Clampett become disgruntled with the limitations placed on him by Disney and branch out with his family’s own entertainment company, Clampett Investment Group, or…..CIG.
 About halfway through the construction of this, I also came up with an idea….since I was getting heavily involved in the theming and overall concept of this ‘design’. I thought it might be even better to turn this map into one-third of a trilogy that would eventually become an entire park when combined with two other maps that I’d already been building. Unfortunately for me, this involved completely re-doing the landscape of this map in it’s entirety (eventually even going through this process a 2nd time as a better idea came to me after pretty much finishing the landscape the first time) which became a much more tedious task than I’d ever anticipated because of the massive amount of ¼ tile landblocks involved.
 Then, after almost 220 game-years of building on this…..the black hole/landspike adventure began. In earnest.

  I don’t know how it happened, but for over a month…every time I tried to build something on this map a black hole, land spike, multiple tile thing or all of the above at once would occur. It got so bad that I seriously considered starting over (which would have meant just scrapping the entire trilogy…I’d put far too much time and effort into this to do it all over again) until I got a spike on another project I’d been building on and decided I’d try one last thing…uninstalling and reinstalling the game itself. Which thankfully, did the trick.

I want to give thanks to everyone that’s downloaded Vulture and particularly to everyone who’s read all of this drivel. Also to everyone that commented and critiqued this project in the AD (even you, Phatage) as I seriously did take everything that was offered to me into consideration as I built this.  

  And special thanks to BG, Robbie and gee for their advice and motivational bullshit. I could have done this without you guys….but, I wouldn’t have. So thanks.

  And super special, I will father your children thanks to prodigy for taking the time to fix countless black holes for me when my game went nuts on me. I owe ya one, buddy.
So….before I think up something else to bore you with, sit a spell, take your shoes off and have a look at my labor of love. I hope you enjoy it much more than I did while dealing with the creation of it.
  Y’all come back now, hear?
 PS: As I’ve been told that there might be some lag issues due to the animated scenery used in this, I’ve included a ‘naked’, exact replica of the layout in a separate SV6 for anyone that wants to see the actual flow and pacing of the coaster.

 Also…don’t forget to copy the Custom1 file to your “DATA” folder. I think it will make the park much more enjoyable!
