Track A: Rolling Coaster


Your main trackwork problems seem to be overbanking, pumping, and forgetting to heartline and/or adjust the heartline. The turn before the corkscrew was way too overbanked, which is why your laterals went nuts there. You went from around 5 G's (rounding up) to around -1.0+, which is a bit of an extreme move at the end of your ride, but aside from that the G's weren't bad aside from some unintentional pumping hiccups. It seems like you forget to heartline in the turn entrance and exits sometimes. Supports were okay aside from the spot where you forgot to connect on of them. You have a nice lonely foot and lonely track connector above it. You need to consider what the G forces are doing next time you make a ride. If you look at companies like B&M, you'll notice they have pretty thick vertical pole on corkscrews with a couple thinner poles coming out the sides to make a nice stable tripod because that is a high G area. Try to do the same with your supports because sometimes you don't add enough lateral bracing where needed, and the support spacing seems a bit random at times (more G's means you should make the supports a bit closer together). Also, don't use relative roll unless it's ABSOLUTELY needed like on vertical sections. I tinkered around and I was able to make a lot of problem areas better by just unbanking them by around 10 degrees, so really watch the banking.


Layout was pretty good and very speedy. Reminded me of Vild Svinet on steroids. Also, good job on the supports for the tower and little decorative thing you threw up there. Your wonky S hill thing before the loop was pretty cool as well.

ESTOP: Pass

TUNNEL TEST: Pass

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

Track B: Gazag


Radius at the top of the drop should have been a bit larger, which in turn would have enabled you to make the supports are square from top view instead of a rectangle and thus more realistic. It seems like you forget to heartline in the turns or don't do it enough, whereas your roll is pretty well done heartlining wise. The track has a few pumps and bumps but it was pretty well made overall. Huracan's cobra roll has a much lower elevated portion than yours does. Your supports were pretty good, although I think they were a bit too thick in places like the MCBR, and places like the first air hill and the MCBR need some lateral support They were also a bit too thick on the cobra roll and almost looked like old Arrow supports in places. G's weren't bad, but you really should watch the heartline because places like the quick turn off of the MCBR could have really benefited from some heartlining so you don't have approximately 1.0 lateral G's in the transition between the quick turn and the helix immediately afterward.


Layout was pretty good. It reminded me of a combination of Speed and Spongebob. I like that you made the chain return, and the area by the vertical loop just looks very pretty with how you made the spine and everything. Although next time make the thickened extra spine of the loop extend farther down the loop to where it's almost level. Pacing was good as well, and overall I like how you made the ride interact with itself.

ESTOP: PASS

TUNNEL TEST: PASS

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

Track C: LeFlo


Track was well built, however it was quite pumpy in the vertical loop and the rolls were a bit wonky. Additionally, the final corkscrew/barrel roll thing into the helix I really didn't like, it had weird banking on the entrance and exit. AS far as heartlining goes, it was pretty good, however I was able to fix your drop to have zero lateral G's by making the heartline ever so slightly more pronounced just by nudging the vertices over a bit and ctrl G'ing them. Aside from that, you didn't really have any shaping problems. As far as supports go, they were pretty good, but I fell like some areas like the half loop up and the single straight pole on the rolls could have used more lateral support to prevent shaking, but otherwise they were pretty good with decent spacing and such. G's were acceptable. I don't like you MCBR that propels the train forwards after a MCBR. I know it's from the magnets, but I really don't get everyones fetish with them.


Track layout was pretty good. I really liked the helix and the reverse mystery mine thing. I've already complained about the last roll, so now I'll declare that I find it really stupid when someone puts a torque in the drop for no real reason followed by a turn in the opposite direction. There were no space constraints there, I don't see the point, but whatever. I liked the helix at the end and the overall pacing was spot on, so good job with that.

TUNNEL TEST: Minor failure, bottom of the rolls has a sideways tunnel collision with a support.

ESTOP: Pass

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

Track D: BBT67


Trackwork had some pumps and bumps, but nothing too major to really detract from the ride experience. As far as shaping goes, in the future you may want to have your half loop unroll itself a bit faster so riders are dangling on their side for so long. I feel like you chose to bank slowly instead of actually heartline in some areas (exit of final helix into the brakes, entrance of the first turn into the Mystery Mine rolly thing). Also, that half loopy thing after the zero G roll, I don't really know what to call that but I think it should have been a bit taller with a steeper exit, but that is just me. Aside from that, nothing too terrible to report trackwork wise. Your supports were a bit weird and I think you need to look at pictures more. The box truss supporting the lift and drop needed to be significantly fatter, and pretty much every time that you have an A frame it needs to be wider than you've made them. Also, sometimes they seem a bit too close together, like on the MCBR. Just look at more pictures and you'll get them down pat.


Pacing was decent, however I feel like you made the Mystery Mine rolly thing a bit too slow (the rolling part, not the part right before the half loop where the real ride almost stalls out). I like your layout aside from the half loop thing because it was simple and got the job done. Also, the stop before the lift hill was a nice touch, and having a MCBR that slowed the train down like a real MCBR was good too. Good job overall.

TUNNEL TEST: FAIL (minor infraction in the Mystery Mine rolly thing half loop)

ESTOP: PASS

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

Track E: markhudson17


The track is quite pumpy. One thing I noticed immediately is that you don't have any heartlining anywhere except in the barrel rolls. It really would have helped with your lateral G's. Also, your firt inversion is incredibly round, and the vertical loop later in the ride isn't, which I didn't quite understand knowing Gerstlauer's shaping. The overbanked thing before the first MCBR should be banked much less so it has less of a lateral jolt, and I don't quite understand the almost totally flat turn between the two barrel rolls. Additionally, the supports on the first drop are really a cop out, and I think you need to look up how to make connectors. Aside from that, the supports relatively decent as far as spacing goes if you ignore the first inversion and the drop. Pacing wise it wasn't bad but I just feel like it kinda died at the end. 12Mph is too slow for a barrel roll that is that long. Additionally, it seemed to majorly stall out in some of the inversions. I don't see why you couldn't have made the second MCBR a little bit higher so the train had more speed entering the barrel rolls. I know I've just given you a heavy dose of criticism, but I got to say I like that you actually seemed to care about the vertical G's and from what I see most of the lateral hiccups look accidental, so good job on that overall. Additionally you were ballsy enough to have two MCBR's, not many others did.

TUNNEL TEST: PASS

ESTOP: PASS

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

Track F: Metazoan Haddock


Good ride, but I feel like your shaping kind of ruined it. The first loop isn't circular enough, the immelman after it isn't banked nearly enough at the top, and that stupid roll before the MCBR is absolutely nothing like what Gerstlauer would do. You know they like barrel rolls, why did you have to make it a crappy half zero G roll half barrel roll weird thing? Aside from that everything was pretty well shaped. I like the half loop barrel roll thing, that was well done. Another complaint with your shaping is that I really don't like how the final tilted roll has a massive banking pump on the exit/entrance to the turn it dumps into. The beginning is fine, why couldn't you have done the same thing again? Supports were fantastic although I feel like some more lateral support in the loop would have been nice, but that is just nitpicking. But really the supports were fantastic. You did a good job incorporating some Gerstlauer elements like the little turn before the first MCBR and the half loop rolly thing, but I really feel like the immelman and awkward corkscrewy thing before the MCBR ruined it. Pacing was realistic and excellent, although it probably would have been better to lower roll part of the half loop rolly thing a bit so it unrolled faster. Otherwise it's an excellent ride with good pacing and the like. Good job!

ESTOP: PASS

TUNNEL TEST: Minor infraction in the final low flat turn.

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

Track G: Jer


Your main problem seems to be banking issues. If your first inclined loop and the dive loop thingy afterwards were banked to around 150, they'd be much better. Also, the ride was pretty pumpy, and you seemed to avoid continuous roll in situations I think where it's needed in some places for whatever reason. Also, you forgot to heartline in places, like the turn before the MCBR, or overheartlined, like the turn after the MCBR. Supports were good, they were just a bit unconventional in places like the dive loop, and needed to be closer together in high G sections.


Your layout was fairly good, however I don't like the very slow turn before the corkscrew. I think it would have been better to just leave it flat for the pacing. Additionally, you passed estop, but it was passed....uniquely. Should probably rename your MCBR a MCTB (mid-course-trim-brake). Work on heartlining and banking (It's great in the rolls, you just seem to forget about it in other places) for future and your rides will come out much better.

TUNNEL TEST: Pass

ESTOP: Pass (weirdly)

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

Track H: High Thrills2


First off, for whatever reason if I exit the train and go into fly mode the track will not crash within 5 seconds when I load the sim. If I stay in the train, the trains will collide behind me and crash. It's the weirdest damn thing. Anyways I'm not counting that in Estop since it's probably my computer being weird. Anyways, I'm suspecting you're new at this so try not to take this rate perosnally. Don't bank your brakes or use continuous roll on them. Brakes should be straight. As far as shaping goes it was all over the place since you're not using enough verticies. Try to copy real life examples when you bank the track and such. Your lateral G's were all over the place as a result of this and pretty extreme. Also I noticed you seem to use relative roll a ton. Try to avoid using relative roll so much, it's only for vertical and beyond vertical track sections, not everyday normal banking. Your MCBR is striaght, but it wobbles because you had continuous roll activated on it on the first segment. To get rid of that issue, deactivate continuous roll. Overbanking is also a problem in this track. The first inversion after the MCBR is way too banked by as much as 45 degrees. Also, don't forget to heartline. Your barrel roll was heartlined, but it seems like you forgot about it in other areas. You need more supports. If you'd like to get better at supports, again copy real life examples by looking at photos. Your pacing was pretty good and it was a speedy ride. In summary, try to design rides the way you have done for this ride, and then split the segments in half so you have more control on banking and what the ride is doing and try to copy real life shaping and supports. The game is hard, keep cracking at it.

ESTOP: Failed. Collision in final brake run.

TUNNEL TEST: Pass

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

Track I: Johnny Richey


This track was certainly different from the others. Your shaping but a bit wonky and pumpy at time but I can tell what you were going for. When the first drop levels out is slams into the transition a bit hard. After that, the first overbanked turn inversion thing is just banked a bit too much. Aside from that, you don't really have any glaring issues save for a couple of turns that are a bit underbanked. You can fix those turns by dividing them up into more vertices so you have more control over the banking. This would have solved a couple of your issues. Heartlining was mostly there, but it seems you forgot it in a couple of areas like right after the vertical loop. Your supports were pretty good, however I feel that the drop tower truss could have been wider (to make a square in top view, yours is a rectangle). Additionally, another vertical beam at the bottom of your vertical loop would have been better. As far as pacing goes you did pretty well. I like how the rolls really broke up the ride so it isn't a constant barrage. I wasn't a huge fan of the turns at first because it felt like you were designing an intamin instead of a Gerstlauer but I guess it kind of works and I like it despite it being so uncharacteristic. I also like your little tunnel trench things and the (fire?) on the vertical loop.

ESTOP: Failed. Stupid magnetic brakes again

TUNNEL TEST: Pass. Consult other judges to make sure they share the same opinion

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

Track J: Jakizle


I really feel like you designed this to be as ambiguous as possible and make judging difficult. Shaping was the major flow of this track. For the style of drop you made, I feel like the radius at the top is too small. The main problem I feel was the set of three inversions right in a row. Your vertical loop is too teardrop shaped, and the other half loops are not slanted enough (based on Huracan) and do not unroll properly. The barrel roll afterwards would have been much better and not had an awful entrance if you have it rotate in the other direction so that the additional rotation area was at the back half, where you had room to wiggle around with. Aside from that the roll paced quite well and was very Gerstlauer like. The other main problem I believe but don't quote me on this is that you made the leadin and leadout of all of your turns too big, so consequently they feel extremely pumpy when they're not, save for the helix which actually is very pumpy. It feels like lots of the elements weren't stitched together that well. The supports are quite excellent and so is your pacing. What I really don't like about this one is that I feel like you threw shaping to the wind and pretty much every characteristic about this ride aside from the drop, helix, and barrel roll is just totally unlike anything they'd do at all. You have done everything “right” so to say aside from the laterals being funky in the last turns, it's just that I feel like a track that actually tried to shape everything better with around the same layout could have been so much more. And really what is the deal with the G's in the final helix that cannot be on purpose. I feel bad berating the ride because it looks like you put a lot of time into it because of the visual center of the inversions and because you controlled the G's very well (until the barrel roll at least), but the thing just rubs me the wrong way as a whole.

TUNNEL TEST: Fail in the triple inversion area

ESTOP: Pass

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

Track K: C Dude


Track was pumpy and had a very minor banking issues. Your main shaping issue I feel is the cobra roll. First half is great, second half doesn't have a tight enough radius at the top if you want to imitate Huracan. Perhaps the elevated section should be a bit closer to the half loops also. Aside from that the shaping was pretty decent. I'm going to be frank when I say that the supports on the first drop and tower really irritate me and are stupid. Don't but the brake run there ever again. Additionally, the vertical loop I feel could have used a little bit more lateral support since it's so massive and all. Aside from those areas, the supports were pretty decent. The tophat was certainly a ballsy move and I don't know if that was the best idea in the world but it works I guess. I tinkered with it in the editor and I couldn't really fix the g's without totally destroying and rebuilding it, but perhaps a turnaround like what Spongebob and Rage have (the super overbanked turn) would have been a better choice in that position. The G's were pretty well controlled although I feel like the 5G valley was a bit much. I am aware of the length constraint, but I feel like you could have been able to throw in a barrel roll and a helix or something if you scaled down the ride to ¾ size, since it seems so short because lets face it the inversions are quite massive. Aside from that it paced well and I liked the ride overall despite how short it was. Interesting color change gradient idea you had going also. I'm surprised no one did the european thing where you paint the high points of the ride white.

TUNNEL TEST: Pass

ESTOP: Pass

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

Track L: Marcello


Trackwork was relatively smooth and well done. You have a quite a steep first drop there. Also, you get major props for managing to shape a half loop/half corkscrew thing correctly. This seems to have been something incredibly difficult for lots of people. Anyways, as far as shaping goes, the vertical loop should have been more circular. You major glaring flaw that I didn't like was your first corkscrew. If your corkscrew has crazy laterals no matter what you do to it in that awkward rotation, it shouldn't exist. Overall I didn't really like the freeform corkscrews because I feel they're a cop out, but the first one just really shouldn't exist with the way you've made it. Aside from that I see no major shaping issues. Your supports were quite good and I don't see any problems with them aside from the drop, but those seem to rely on the surrounding scenery for support so I'll ignore that. Additionally this is just nitpicking, but the connectors could have been a little bit less “robust” and large in places. Overall I liked the ride layout, but I don't seem to get the fascination with having really high up super long MCBR's. They seem pointless to me and it isn't something Gerstlauer is a fan of. Pacing was good, and the element selection was good also, although I would have preferred Huracan style corkscrews over the random cop out freeform ones you had. Nice ride overall. Also just a protip: don't make judges do extra work. Copying your cartextures to the cartexture folder did not happen because often times we're lazy.

ESTOP: Pass

TUNNEL TEST: Pass

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

Track M: Gouldy


Half loop/twisty bit inversion done mostly correct, which is a pinnacle of achievement for this round of tracks for whatever reason. Anyways, track was a bit pumpy but nothing that detracted too horribly from the ride experience. Supports were also well made. My main shaping complaint is that your cobra roll's elevated portion should be steeper, and I'm just basing this on Huracan's cobra roll. Huracon presents a unique problem where the extremely unbanked peaks of inversions practice seems to have been abandoned, so I don't really know what to make of it. Anyways, with the positioning of the loop this is impossible and you probably planned it this way. Another nitpicking issue I have is me wondering what possessed you to make a slight left turn before the drop, and then make a slight right turn at the bottom of the drop. Your could have just gone straight. There was no space constraint there. I don't get it. Also it seems like you forgot to heartline the entrance to the MCBR.


As far as your layout goes, I absolutely hate the little turn at the top of the drop. I hate it to pieces and I hope it dies. Aside from that the pacing and Anubis/Dare Devil Dive similar layout was heat. I also really liked the roll into the helix, it reminded me of Speed/Rage.

ESTOP: Pass

TUNNEL TEST: Pass

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

Track N: Omnigeek


Track is very smooth aside from the massive pumps in the final turns and the big pump off of your MCBR exit. You don't seem to understand rotational G's. Yes your first couple of inversions are smooth and the G's check out, but that is way way way too fast of a whip. Additionally, your barrel roll has a funky exit. You can't go from -1G's to +1G's to -1G's in less than a second either, and the -1.4 entrance to the MCBR was too much. Why didn't you just make the MCBR less steep, you wouldn't have to move it at all. I don't get what possessed you on that hill with the flat section on top, but you could have just made the hill taller and less steep and it would have worked fine. Additionally, why does the crest of your lifthill (going from 90 to 0 degrees in the up direction) go beyond 90 degrees? It seems pointless. Lift entrance is also very pumpy. Also, the bottom of the first drop levels out too hard. Supports are pretty good but I don't like how the trusses on the half loops are way overcomplicated for what Gerstlauer does. Aside from those half loops, I really think your supports are quite excellent. I don't quite get the inspiration for your shaping since the drop is too large on top, the corkscrew is too tall, and overall the ride just does a ton of things Gerstlauer flat out never does.


Aside from the glaring shaping issues I like your layout and I think it is one of the better planed layouts of the entries. Your ride is quite speedy and I like the element placement. Not too thrilled with the MCBR exit but Gerstlauer does put outside banked turns on Eurofighters and other oddities so I'll ignore it. I also appreciate the detail you put on the ladder of the lifthill/drop supports. Overall, good job on the ride, but you seriously need to work on shaping and understanding what the G's are doing. They're more than just numbers you know.

TUNNEL TEST: Possible failure. Truss on the MCBR exit enters barrel roll tunnel but the track is at a weird angle, the turn before the barrel roll has ground poking through, and I don't like the support angles in the tunnel on the turn before the corkscrew.

ESTOP: Pass

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

Track O: Coasta101


You seem inspired by the Mall of America coaster, however I may just be pullig that out of thin air. Anyways, your loops need to be much more rounded as Gerstlaurer is one of the few remaining companies that uses good old rounded loops, so look for pictures of this. Yours are too teardrop shaped. Additionally the loops could have benefited from some lateral support.  The drop also has funky supports on it. I think a little bit more research would have helped, but otherwise it's not bad. Aside from the loop shaping being off, the G's are actually very well controlled for what is there so good job on that. Also good job on having lateral shift in the roll done mostly right, I haven't seen many attempt that. The only bad G's were a spike at the vertical portion of the first drop in the negative G's, and that was due to a little pump you had where the radius tightened all of the sudden before the twist in the drop. Aside from that the G's were controlled pretty well. Supports were decent just not the most realistic in places, but I can tell you tried. Your estop passed by an amusingly small margin. I don't get why people love magnetic brakes so much since the sim turns them off during Estop but you made it work lol.


To be honest when I first opened this track I went “eh shit” when I saw all of the track high in the air but quite frankly for what the ride was you pulled it off rather well. The pacing was relatively good and the ride did what it was supposed to do. I like the loop placement since it references Schwarzkopf. I do feel you could have ended with the roll a little bit lower but that is just nitpicking.

ESTOP: PASS (amusingly)

TUNNEL TEST: Failed. Supports on the first loop enter the tunnel on the left. Rest is totally fine.

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

Track P: Coasterdave


The element stitching in this track was very obvious. Your heartline kicks after the vertical loop and the very first inversion are a bit sudden and I don't get why you didn't incorporate them into the track before so that they're more gradual, less violent, and more realistic. I mean technically aside from the obvious element stitching is a very solid track. G's are well controlled, and there are no pumps in the track. Your vertical loop is way too teardrop shaped, and I feel like the only thing on this ride that really feels like a Gerstlauer is the corkscrews, which are analogous to Huracan's (but you didn't use the Huracan drop style...). I really didn't like your first drop, and the turnaround after the first drop is almost as bland as something I'd find on a B&M hyper. The ending was good however (I HATE YOUR BRAKES). Pacing through the ride was excellent and you really controlled the speed well. I don't mean to be railing on your ride so hard it's just that feel like so much of it is lacking a point. Why does your MCBR have so much straight track? I just really don't quite get what you were aiming for, and it totally lacks the Gerstlauer feel for the most part. It is solidly put together (better than pretty much all of them actually), but I just don't like it. I'm sorry.

TUNNEL TEST: Pass

ESTOP: Pass

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

Track Q: Sobek


First off, the supports look a little bit built in a hurry so I won't dabble on about the massive collisions. Second off, the G's weren't too bad aside from the tiny hill after the first inversion that had like -1.7 or some absurd amount of G's, which is too many no matter how you slice the bread. I don't like the wheels on the MCBR either, but if it works it works I guess. Trackwork had the typical small pumps and bumps but nothing too awful to really detract from the ride experience. One thing I will say is that I think the roll into the MCBR could have been “unrolled” a bit faster than it was so you'd have less time with the train laying on its side. Using more vertices would give you more control over the banking. This was another ride where the half loops were too banked at the top.


I do really like this ride aside from the fact that it's missing the iconic lifthill and drop, which I feel are quite essential to what a eurofighter is. I hate your lifthill to pieces and I hope it burns in hell, but everything after that I can kinda see the vision you had going and where you drew inspiration. The layout was fairly unique and for whatever reason I really like your warped drop off of the MCBR. The outside banked turn that was taken slowly and without a stupid amount of G's was nice as well and reminded me of Mystery Mine. Speaking of the MCBR if you make it on a steeper angle you won't need wheels to kickstart the train afterwards, also, put the turning track on a slightly lower angle so that it doesn't rise above the MCBR track as it banks. This would avoid using unneeded wheels in the future.

ESTOP: Pass

TUNNEL TEST: Failed due to time constraints I assume

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

Track R: MR. MANTITS


You seem to have serious issues with banking, especially in the valleys between loops and half loops. Additionally, it seems like sometimes you forget to heartline when exiting a turn, like in the high turn after the Norwegian loop style thing. The turn after your corkscrew roll thing was really bad also because you didn't bank it enough. You also fell into the handsmoothing trap where you make the exits of immelmans at too shallow an angle. Also, the half loop/half twisty bit inversions should have been banked less at the top. Aside from the new Huraken or however you spell it, all Gerstlauer Eurofighters do this. I know Mystery Mine has a drop similar to yours, but don't do that unless there is a point to it since it just looks incredibly stupid without the little predrop movie and theming. Supports were very decent aside from the stupid offset thing in your zero G roll. That could have easily been in an A frame and it looks like you're trying to hard. I know Gerstlauer does goofy things like that, but it's really not needed in this case. Why do you have so many trains idling around with their thumb up their ass and don't even have a MCBR? It's stupid, so don't ever do that again.


Pacing was okay. The thing I really didn't like was your stupid turn in the air after the norwegian loop type thing. It was too slow. If you dumped the turn on the ground a bit lower it would have worked much better pacing wise. Additionally, a couple of your rolls whipped around too fast I feel. A lot of the inversions were a tad bit too slow at the top also, but overall not a bad ride pacing wise. I liked the layout although it REALLY needed a MCBR or something in it.

ESTOP: Catastrophic failure when I enabled it at the top of the lift. Train flew through the first set of brakes and completely smashed into the other trains.

TUNNEL TEST: Last roll had a vertical support sticking through it on the felt, otherwise you passed with flying colors since your whole track is one giant block.

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

Track S: maxamaxam


Good trackwork overall. My only trackwork complaints are that your negative G's are pretty out of control at the end, and that your immelmans are too banked at the top for Gerstlauer style. You seem to focus too much on eliminating lateral G's to the point of sacrificing the quality of everything else to eliminate them. Your shaping was also a bit baffling to me because I know you were looking at pictures when you made this ride because of how well the loop is shaped and how well the first drop is shaped (top radius could have been a tiny bit wider, otherwise the drop is damn good). As far as negative G's go, I know that Speed has quite a lofty hill, but it's designed way differently than you have the negative G's placed, and having a sharp 4.0G valley into a turn immediately afterwards is NOT comfortable. Additionally, I hate outside banked turns, so don't EVER do that again. The supports were pretty much terrible, but it appears you had a bit of a time crunch going on so I won't dwell on them too much. What killed you is the negative G to positive G slamming at the end of the ride, don't do that. I have no idea where this “lets slam around from 4.0 to -1.2G's ALL THE TIME” idea came from, but it's terrible. Also why is your lift hill bumpier than Paris Hilton's labia? You don't need many segments to make that, it's a straight segment.


Layout was good and decently exciting aside from the parts that depended on bad G's to be fun like the overly steep hill after your first rollover inversion thing that followed the drop (what the hell was that supposed to be anyways?). Ending had good intentions but it blew ass like a said before and was kind of lacking a Gerstlauer feel, but the ride paced well for the most part was interesting so good job there. I like how added the occasionally goofy supports Gerstlauer likes in the few areas where you had time to put in custom supports. Anyways good job overall.

ESTOP: PASS

TUNNEL TEST: Failure. Riders on the first drop and lift can slap hands with riders on the final section. They're two different blocks, so contact is possible. Ground can be touched on the left side of the train on the final turn also. Support sticks thru the tunnel on the very first section of track before the drop but I'm not counting that since you're going like 7mph there and it won't do shit.

