Thrill Point: Worlds of Adeventure

Thank you for actually reading the readme for starters as it holds some aspects to the park that maybe wouldn’t be obvious when simply opening the park and viewing it directly.

To start with I’ll try to describe what this park actually is, my goal here was to work with the fictional chain of “Thrill Point”, this is an amusement company that already had a major park situated in LA and has been released on NE as my first Bronze accolade park now dating 2years back. With that park being rather generic and if rides where themed they were mostly individually themed, examples of this are “Kishin Gari” and The park’s rapids ride. Here I wanted to take a completely different approach, I really wanted to see if I could make a park based on themes but still make it a coherent map so to say so I started planning and the name of the park was chosen…

I started the park with the invertigo clone to see if I could do the invisible hut hack we see nowadays on a regular basis and so it began. The next area of the park I started was the Mexican town, wich later got scrapped since the path layout and some rides really blocked the progression of the map. The next thing I designed was the coaster now known as “Chinese Gunpowder”, this area was actually meant to stay generic but also in time this changed to the asian area you’ll see in the park. When working on Mexico and the accelerator coaster I started getting frustrated with the park and Austin55 agreed to help me with the park and decided he’d take the challenge of building the western area. So the park became a duo at that point in the park’s history. We both kinda grew sick of the park and had other projects that got on a higher note than this park so we basically forgot about actually finishing this park till I ended up having surgeory this summer in the middle of August and decided to give the park another go, in one week I completed work on 50% of the landscape, the entire Medieval area and the Hollywood-esque entrance to the park where I wanted a retro theme that proved to be a big challenge. After a building haze of 2-3weeks I decided to scrap Mexico and all features of the western area and decided to only keep the coaster under a modified version of the layout, so basically all that’s left of what Austin55 did in the park is the main core of the GCI woodie named “Outlaw”. Scrapping Mexico gave enough room for an entire new theme and I decided to go with a pirate theme. Like a lot of features you’ll find in the park I wanted to see this from the view of the guests and designed some key aspects of path and surrounding interaction of rides within the entire park, “Outlaw’s” turn over the river that can be seen from the bridge crossing the river and the Immelman of “Sea Serpent” are examples of these, with these features I experimented with creating views, almost demanding picture points without making designated picture points that are designed to go and take pictures but more so views like you can see in pictures from park’s like Phantasialand in Germany or Busch Gardens in Florida. After both the Western section and Pirate section where finished I had a remaining plot of land close to the Asia section, I first had my mind boggled on making a stadium in that specific plot of land but in the end I decided to go for a mini theme that somewhat more family friendly and so the Viking area was born. So at that was left was to finish up Asia and the park was finished. The way this park is layout out is a result of trial, error and sacrifice of previously build part’s such as the Mexican area that featured a Floorless B&M looper that was based on “Raptor” from “Cedar Point” and also a big rapids ride that never made the final cut.

All in all the park was a journey as a parkmaker and I had fun adding details and sculptures along the process of building. I hope you can enjoy what’s there.


There are also a selected number of people that deserve a mention and very warm thank you.

Austin55:
Thanks for tagging along with me on this park for as long as you did, I’m sorry most of your work ended up getting removed from the park and the duo-park that it became ended up being a guest layout you provided for the park. Still I couldn’t have done this without you since if you hadn’t helped me at the time being this would’ve never gotten further than a mere testing ground.

Kenneth:
Thanks for troubleshooting when I had issues with the park in terms of hacking, problem solving, etc. I’m terribly sorry your rapids also did not make the final cut for the park as its size and layout proved troublesome for the parkflow and overall layout.

Robbie92:
Thanks for supporting me throughout the building process and constantly keeping me motivated and positive about the project. Your support made this happen.

Nin:
Thanks for inspiring me when I needed it, the medieval section wouldn’t have been what it is today without your councel and support.

K0NG:
Thanks for the advice, help with objects, parkdat and many other things. I still hope we can do something together as we did with “Inyoni” and “Neon Nights”.

All there’s left for me to say is simply to have fun with the park and I hope you’ll all enjoy your stay.
Greets BelgianGuy
…
