Track 1


	BT: You went a little bit crazy with the G's towards the end and in the very beginning. Sustaining 4.5 G's is a bit intense, especially at the end when it was in close proximity to -1.8 G's. Your supports were pretty good. The big turnaround probably could have had both of the supports on a diagonal angle instead of just one of them diagonal and one vertical like you had because the feature was just so tall. The very top of your top where it starts to twist maybe could have used another pole as well. Your trackwork was a bit pumpy and bumpy but I understand it's from handbuilding. Your worst areas were the very bottom of the first drop and the last little air hill before the final brakes. Aside from that it was actually pretty good factoring in that you made leadins and stuff. Your train timing seems fine as well. One thing I will say about the chain lift is that most modern rides have the chain extend a bit over the drop instead of just stopping at the very peak, so consider that next time. Also, the diagonal pole that is parallel to the lift hill usually carries the chain. Next time make that connect to the end of your lift hill where the chain is and bottom for added realism.


	A and O: You had an exciting and fast ride that used the terrain and its speed well. The turnaround was a good breakup from the action and the ride didn't derp around for 8000ft of track and get boring which is good. You made really good use of the supports. I have two things to complain about here. First off although your first drop is original, I feel like it kind of killed the point of the drop by not really having air and ruining the �Oh god!� factor of looking down such an intimidating drop. The other complaint is that B&M isn't really into elaborate prelifts however I guess it's better than flat track. I feel like you could have moved the station forward so the transition into the brakes wasn't so jarring and maybe had longer brakes so the deceleration wasn't so sudden.
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Track 2


	BT: My main trackwork complaint is what I'll call the lumpy turn, which is the final turn right before the final brakes. It looks stupid to me. I know B&M is super into having banking kickouts and mini quarter heartlines from that, but I only see those at leadin and leadouts (like the entrance to the tight part of a hammerhead). The lumpy turn I feel like didn't really had a point and you could have made it a bit higher up to avoid that while still being pretty realistic. Otherwise I don't really have any bad trackwork or supportting complaints. G's were very well controlled, timing was fine, and the brakes were not on too hard. Good job not having -1.0 G's since it was very tempting given the space constraints of the area.


	A and O: I already mentioned the lumpy turn so I won't repeat. I personally would have inclined the inclined loop a bit more than you have it to maybe the traditional 45 degrees because it's pretty borderline inversion looking to me. The ride kept it's speed up well while incorporating a MCBR. I don't really have much to complain about so sorry this is so short. Maybe next time incorporate the thick spine of doom since you didn't really have that? Anyways good ride overall and I'm sorry I don't have more to say about it.


8.5 �C 9.5 �C 9.5 





Track 3


	BT: You have excellent, supports and G management. I have no problems anywhere with your G's, and my only complaint with your supports is that maybe your bridge hill thingy could have been an arch shape or something a bit less ridiculous looking but that is just nitpicking. I know Morgan hypers would do exactly what you did so whatever. Maybe on the first drop you could have used a thick tube in black of the giant box spine as I see you left space to put something there but didn't end up actually doing that, so you have like a 100ft track section that is totally unsupported. As far as trackwork goes, it's fantastic and well done except for the last turn before you helix. Whatever the hell that is supposed to be, I hate it and it pretty much sums up everything I hate about tools in one efficient package. There are 100's of ways to do that better in the same space. I understand it was probably a pacing issue but please don't ever do that �thing� again whatever the hell it is. I question your turning hill before the shambala turn (try to make it less subtle next time maybe) but otherwise great trackwork. It looks kinda like the thing on the chinese floorless but a bit more curvy than it so I'll let it fly.


	A and O: For whatever reason, your shambala turnaround turned out the best of anyone elses and I really liked that S curve up into the first hill. Your pacing was very good overall and just about spot on aside from the last pointy hill feeling a tad slow. Not really much to complain about here. Ride length felt about right and the pacing was broken up pretty well, I just really wish you didn't make that one turn. Good job!
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Track 4


	BT: I don't quite understand the supports you have on the brakes. Are they woodmagic supports converted to steel? Also why are the rest of the ride's supports so thin in diameter and amount? If I was you I'd look at real life examples of how to support and try to copy those for your next ride. As far as track shaping goes, I've noticed you used way too few vertices and then end result is the track squiggling around too much. That propagates to you and results in you having no control over the track. This loss of control made the first drop look not heartlined. I'm not sure if the squiggles are an accident or a relict of ctrl+G trying to overcorrect. You also have a habit of overbanking in the turns. Using more vertices will help you control the banking easier. Use what yo have, and then use the split tool and adjust making. It will dramatically improve your ride. Why do you have such a short train? Also, try to keep your G's realistic. You had very violent G's at the end that looked really uncomfortable. Look up the realistic limits for B&M's and also be aware that the way you apply the G's is important, not just the number you see in the simulator.


	A and O: The other major problem I found on your ride was pacing. You had an 80-90mph drop straight into a crawling air hill that was 16mph at its slowest. Don't do that. It appears boring. You can lower the hill a bit and go over it faster. Your layout was pretty good aside from pacing issues and the end kind of reminded me of Goliath in Georgia. You really did need a helix or something on the butt end of the ride, but otherwise it was pretty good layout wise. Try to work on realism, and pacing for your next ride. I know the game is hard, but keep cracking at it.
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Track 5


	BT: This appears to be the black sheep of the round. Although your G's are generally okay, you seem to be whipping around way too fast with Maverick like transitions. You can't do Maverick/Intimidator 305 transitions with the super open B&M clamshells. The potential to torque someone took hard is just too high to do it in real life. Yes your numbers are fine, but tools can't fix a rotation being just too damn fast. Your support layercake is pretty well constructed. Next time make the horizontal beams in the A frames one tube size smaller than the A frame. It looks much more realistic that way. Your shaping could have been a bit more B&M like but I think that was mostly the tool shaping things for you and kind of bossing you around. If you move the start point up then you can have the ride start in the first train instead of behind it. Also, -1.3 G's in the back seat off the MCBR is too much.


	A and O: Definitely an interesting layout. I like that you said F it to the entire last half of the template. I appreciate your custom stations and the fact that you build a chain return and transfer track. Most people didn't bother to make those. I'm having a hard time deciding what to do with this ride because most of its excitement depends on abusing the trackstyle and bad transitions. It is a good ride, the transitions just really kill it for me.


6 �C 8 �C 9





Track 6


	BT: First off, I hope the sunset environment dies a slow death. Your track had a couple pumps and bumps from your handbuilding, which isn't a huge deal. Next time try using the divide tool to add a vertex between the bumps. I was able to kill off a few of the pumps by just dividing what you had and then hitting ctrl+G. More vertices will also help you control banking more. You also had a habit of overbanking slightly on the flat turns. The negative G's were also a bit strong on the air hill but nothing too bad. I liked your little squiggle through the supports although it looks a little bit goofy from far because because of the sheer size of this thing. Your supports were pretty good aside from when you made double A-frames for headchopper effects. Supports generally look much better when the horizontal support in an A frame is one size smaller than the surrounding diagonal beams that go into the ground. Also as far as that upward helix goes, next time give the helix its own supports. B&M rarely combines supports like that, and you made that helix extremely powerful so it needs way more poles around it and all the help it can get.


	A and O: I feel like the ride was maybe one element too short. This was a common issue in the contest so don't feel bad. I just think an extra air hill tucked into the end or a figure 8 before your final helix would have really helped out the ride. You paced well and I did find your support meandering interesting although it did look a bit impractical. Next time try to focus on using more verticies. Good job overall. Also don't use the sunset environment lol.
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Track 7


	BT:  Good job controlling your G's. I like that you didn't get carried away with insane ejector airtime. You have an interesting turnaround. I have no complaints in the shaping department and your supports are mostly pretty good. You have one support in the turnaround that is a vertical pole with a slanted segment coming out of the top. I'd recommend the lambda shaped support to hold up a section like that next time. B&M loves those lambda supports for situations like that. Here is an example of one at the peak of the air hill on this ride:


http://www.negative-g.com/SFGAM/SFGAM2008/SFGAm-5-23-2008-RB-12.jpg


I think towards the end you have oversupported the track a bit, but that is much better than the opposite in my opinion.


	A and O: You had a nice speedy layout and like I said before I like your different Magnum-like turnaround. You controlled the speed well through the whole ride and didn't do anything ridiculous. Also I really like how you tried to bank like a B&M coaster instead of arbitrarily letting the tool control you and banking how it wants to bank. Perhaps next time you could push the butterfly back a bit more and so you could cram in an extra small air hill or something. Neat entry, thanks for entering.
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Track 8


	BT: The pullout to the first drop seemed a bit sudden however you have around 3.7 G's there whereas other tracks were sometimes as high as 4.5 so it isn't so bad. Perhaps a slightly gentler entrance could be better next time. Your track shaping seemed pretty decent and this was a very smooth track, however I didn't quite understand some of the elements on your ride but that will be covered later. Brakes are good and G's seem fine. Your supports I think should have been thicker in lots of places (thicker in diameter and amount) and a bit more plentiful however it appears that you ran out of time. I also question the stability of the supports on the first drop that connect to the vertical pole and the stability of the high turn way up in the air. Why is your MCBR super long? It doesn't seem needed.


	A and O: You managed to pace the ride well however I have a couple complaints. My main problem is that turn that is like 200ft in the air. Why? What was the point? It's almost like it's there because Newton or something told you it was a good idea to be there so you went with it (lots of newton rides have random elevated flat turns for whatever reason). It seemed like something off of Cheetah Hunt but unlike that ride it doesn't really have a purpose. Yes the drop is thrilling off of it, but wouldn't a straight hill be better? I initially wasn't too huge on the straight track but now that I look at it the alternative seems to be a wider turn around the first one. Two quick turns with a straight it the middle was probably a better idea. Additionally, I know Raging Bull has a small section before the figure 8 ending. Anyways, aside from my element choice complaining, you did manage to pay homage to a couple of rides and I like that. You also kept the speed up, which is the most important thing. Aside from that goddamned turn, good job overall.
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Track 9


	BT: Good job on the trackwork. I have no complaints as far as G's or shaping goes. Supports were pretty good as well but with everyone else it's now nitpicking time. You seem to like leaning supports. That isn't the most stable arrangement and I don't seem them used much in real life. An example of what I'm talking about is the 3rd highest support (right before it unrolls and dives down). Speaking of that area, did you tunnel test? I also feel like you needed denser supports in the pullups and exits of your big straight air hills. Good job on the 3ds track spine. Perhaps it would have been better to have your brakes at a steep angle and high up like Leviathon so people aren't stopped as suddenly and you have more room to brake the train? Also good job on keeping the banking realistic since I know aside from a few new cases B&M isn't huge on overbanked turns and the like unless they're completely intentional. You barely passed tunnel test. There is an infraction on your intro helixy thing but it's really minor and in the idea position. I'll probably dock you a bit for it (I'm not happy I am) because the trains let you move so much because they're so open.


	A and O: You have a neat layout and you're one of the few to incorporate a turn or something besides an air hill BEFORE the lake on the ass end of the template. I'm not a huge fan of the awkwardly rising final turn before the brakes (was that supports to be a rising double dip type thing?) but overall the layout was very good and probably one of my favorites in the whole competition. Like I said with others, sorry I don't have more to write but you did a really good job. Use tunnel test!
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Track 10


	Everything: Please try not to hate me for this. I feel like the best way to get my point across is in a pseudo-list form because you seem new:


	*Lift entrance is way too gradual. Until you notice it, pretty much every ride pretty much gets down to business and is as steep as it needs to be right off the bat.


	*Good try on the supports, but I think you're overcomplicating them. Stick to traditional A-frame and upsidedown V shapes. They're easier to make and end up looking better. In an A-frame, try to make the horizontal beam one size smaller than the two outside diagonal beams that go into the ground.


	*Watch your support thickness. The bottom of the drop should have have size 1 supports!


	*Pacing was an issue in places. This is a B&M megacoaster! Try to avoid dropping below 25mph unless it's needed.


	*Use more supports (make them more dense). You didn't have enough on low sections.


	*Don't use perfectly straight track segments. Generally Arrow coasters and wooden rides have those, that is about it. You don't want your B&M to feel like it's traveling over ramps.


	*Don't you think this should have been taller?


	*The top of your chainlift curves to the right slightly, try to avoid that


	*I think overall if you split all the segments you made in half you'd have much more control over banking and you could seriously cut down the track wobbles


	*There are areas with many more verticies. Did you use the AHG there or something? You seem to understand heartlining well.


	*Overall on your next time I'd try to work on pacing. You really shouldn't be going under 20mph on a B&M gigacoaster.


Like I said earlier, try not to hate me. You had good G control for what the track was and the layout was pretty decent and different that what lots of people ended up making. Keep cracking at the game and browse rcdb.com for inspiration and examples.
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Track 11


	BT: Your G's are good numerically, however I'm a bit concerned around the middle of the ride with one area. You hold close to 4 G's for a couple seconds, back off to 2.5 G's, and then spike back down to 4. It seems like it's held too long without a break in the middle. If you made the turnaround have a tighter radius at the top but a little bit less G's it probably would have been better (I know this is a delicate balance with pacing). It just seems like too much G wise. I can see you stretched the radius of the other part to its limit and you tried, just maybe try not to force an element into an area like that next time. That's really my only BT complaint I have for you though because your shaping, trackwork, and supports are excellent. Good job on the 3ds track spine.


	A and O: My one main complaint here is that I feel like the ride needed one more straight air hill. I know Leviathon doesn't accent these much and that realistic tracklengths are often �too short� in NoLimits, I just feel like it needed that one hill to break up the last leg. Otherwise you had really good pacing and I liked the layout's simplicity and your element order. It's difficult for me to complain about the air hill because I feel like you really ended with a perfect speed hitting the brakes for the ride style, but I think you needed one more straight air hill. Otherwise since you don't see me writing a whole ton (sorry!), that means I don't have much to complain about. Good job on this and I really liked the colors.
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Track 12


	BT: Trackwork was very good. You kept the G's under control in duration, application, and amplitude. Track was very smooth, supported well, and had mostly good pacing. My only trackwork complaint is that the exit of the turnaround (S-turn area) may have been a bit whippy for B&M considering you're almost pulling 4 G's in that area, but that is a minor thing so I wouldn't worry much about it. Supports I think are what you could improve on a bit. Your lifthill maybe could have used one more pole (good job on the spine BTW), and the other main thing you need are track connectors! The upstop wheels were colliding with supports in the turnaround and a couple other areas because you didn't use track connectors. Track connectors will push the support a tiny bit to the side to avoid that issue. The top of the turn has some in this picture:


http://www.negative-g.com/SFGAM/SFGAM2009/April/SFGAM-4-10-2009-RB-2.jpg�As far as more annoying nitpicking goes, horizontal beams in an A-frame are generally at around half the total height. You have them at 1/3 the height sometimes. Also if you make the horizontal beams one thickness smaller it looks much better visually. You failed tunnel test on the sides in a high speed area.�	A and O: As far as pacing goes, you got a tad slow over the second to last hill at the end but it wasn't too horrible. You didn't have an aimless meandering layout so I think the MCBR perhaps wasn't needed. MaybeOtherwise I don't really have any pacing or originality complaints to give you. Additionally as a random side note, B&M generally before their lifts has a set of wheels. The chain will not level out to horizontal but instead the wheels will kind of push the chain onto the lift at the lift's maximum steepness. Just another small nitpicking detail. You seemed to blend Leviathon, Intimidator, and Shambala pretty well so good job overall.
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Track 13


	BT: This was very good. My main complaints lie with your supports and your G's. You went a little bit heavy on te negative G's. I know the Leviathon offride video was pretty speedy, but I don't think it goes quite that fast over the hills. Maybe make them a bit less steep in the future or a little taller. Aside from the first drop supports, I think a good portion of them were too far apart from each other when you had class close to the ground. The turn over the lake is a great example of this. The other thing in your supports I don't like is that I feel like your crossover supports are there for the hell of it and not really modern after anything they do. I don't like making headchoppers for no reason and I feel like they're so much better when they're needed. Next time when you color things black, make them a bit greyer so that the textures can pop out. Another thing I noticed is that I feel like the transition into the final brakes was abuse of the straight segment key that you could have made that a bit less of a flat turn in the opposite direction at the end.


	A and O:You know how to use speed well and I liked your layout overall. The transition into the helix was very �Apollo's Chariot�ish and despite the negative G's being a bit too negative in some places the ride didn't depend on them being that way for its entertainment value. You're pretty good at controlling he banking. Did you run the AHG on this? I ride it very interesting that your vertices are so far apart (like you handbuilt it) so I'm not sure if very tiny hiccups are the far apart vertices or handbuilding. Anyways very good job overall on this track, just work on support placement in the low areas and G control a bit more.
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Track 14


	BT: I don't think you bundled your 3ds correctly since I can't seem to get it to work. I'll give you the benefit of the doubt and won't kill you for having a mysterious floating lifthill and drop. Anyways, shaping was pretty good however I think your negative G's in the bunny hill section may have been a bit strong but otherwise you're fine. Also that final helix was POWERFUL but you finished right after that so hopefully it isn't more intense than Goliath or Titan. Your supports were pretty good, but as far as your A-frames go on the bottom half under the horizontal beam B&M generally doesn't have an extra diagonal pole like you have unless it's a lift hill. There are exceptions to that probably but I'm just telling you. Next time try to use all custom supports. The custom supports are kind of made for an Arrow or Vekoma looper and look awkward on other ride types. I understand this was probably a time issue.


	A and O: The ride paced pretty well and you definitely kept the speed up. I think maybe if you made an overbank or a steeply banked turn before that final helix it would have helped break up the pacing a bit. It's good ot have fast pacing, but if you don't have a reference point of how fast it truly is going sometimes it can be more difficult to notice when you don't actually have the wind in your face. I appreciate the Intimidator/Diamondback turnaround you made. Just next time maybe add in one more big hill to break up the pacing a bit. Really fast pacing where you can't tell how fast it's going is vastly better than too slow. Great ob overall on your extremely pastel entry.
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