Destroya:

Trackwork was pretty good, however it has a couple “wrong” places like the bottom of your prelift before it starts turning right and where your double up starts turning right after the drop. I think this is from the artificial rigidity that the editor creates. I get what you were doing, but the editor really needs like a one percent leadin or something to avoid the massive bump. Coincidentally the most rigid feeling wooden ride POVs I've seen are the “higher tech” new generation intamin woodies, not anything geometry based like a GCI or a CCI. My other problem is that I feel like you could have banked some areas a little more. I understand you want laterals, but at least attempt to bank the track. I don't really see sections that are almost totally unbanked like what you have for over half of an entire ride. Ride kept its pacing up well and the supports are pretty adequate for the time constraints given. I do feel like the trackwork rigidity was your downfall though because it feels really awful in the back. Aside from that, the little personal touches like the station with the yellow strips and stuff are really nice.

BT - nine

A – nine half

O – nine

Duende:

Trackwork was very good here and I couldn't really find any problems. I would have really liked to see the extra lateral support later you had on the lift hill extend to the top like El Toro's does however. I understand there was a time constraint but that was really needed because otherwise the ride looks a bit “special” without it. Aside from the lateral bracing issues in the hills PARAN the turn supports were great BTW PARAN, this ride was pretty solid. Another problem I had was your G's. I don't see why every single hill should have -ONEFOUR G's in it. I know Intamins are a G oriented machine, but it just seems really really repetitive and violent given how fast these are happening. On a positive note you had really good pacing and the turn transitions felt spot on to the El Toro and T Express POVs. Your layout is really different and pretty good without going into derpy “look how original I am with this barrel roll” territory. Nice little cable lift you made too, I appreciate little details like that. Anyways, overall great job with this, but try to find time next time to get the lateral supports more “complete”.

BT – nine half

A – nine

O – nine

Upsidedown's Track:

First off, good visual effect you made with the transport segments, however it kind of killed the ride because it created bumps everywhere. They're so obnoxious I had lots of trouble telling what the G's are. G's seemed in check for an Intamin but you really need to consider that repeated high negatives to high positive slams like that aren't the most comfortable thing in the world. The ride kind of suffered from a rigidity feeling at the end in your turns. They transitioned right, but they were just very robotic and felt like they were there “for the hell of it”. You definitely needed more supports such as steel beams for the crossovers and obviously lateral supports. I know you deleted some autosupports because there are individual sections of floating track in the turns so be a bit more careful next time. Additionally, it would really help if you bothered to build the lateral supports on your turn up one level so they can actually hold up the track. Aside from the trackwork issues, I did like your tunnel usage and the ride did pace very well. I think you could have made the ride a little longer if you made it shorter in height so you had more track length to work with. That seemed to be a common “trap” for people. Anyways, next time around try not to fall into the rigidity trap and I guess try to refine that method of making the track look Intamin that you used with the transport segments.

BT: six

A: eight half
O: six

Tripper


Same ridiculous negative one point two to positive four G hills as in the other Intamins. You guys cannot do transitions like that that are so rapid fire. It's not going to be fun at all. Your straight section at least helped break it up but I don't see why it couldn't have been a floater hill since it didn't really seem to serve a purpose. Anyways, creative drop that reminded me of Ravine Flyer II because the S turn rise you used. You had a neat sprawling layer. It's a shame Intamin never seems to use double dips on their three modern woodies. All your turns and high hills needed lateral supports, and your crossovers weren't reinforced at all. I know there was a time constraint, but some things take literally five minutes and they weren't done.  You paced the ride pretty well and the double dips and your layout overall took me by surprise. I wasn't expecting the rising S turn like I mentioned earlier and it was a pretty good layout. Next time though you guys really need to think about setting up your ride so you don't need to do as much work and can avoid incredibly lengthy crossovers. Additionally less height would have given you more track to play with and stick under the length limit. Think about how you apply G's as opposed to just the number itself.

BT: seven half

A: eight half

O: eight half
Tiger

You have made a GCI that doesn't use circular geometry. That's a big no no. Pretty much all of what made the three GCI's I've ridden more intense than a vekoma roller skater was the little bumps into the circular turns. You over-tooled this so it doesn't have those. Good job in the places where you added lateral supports, however places like the first drop and lift hill could have really used them. I do appreciate your catwalk manipulation too. Also don't make the chain lift stop perfectly in the midpoint of the apex. Most lift hills have the chain continue a bit farther down. You have the same steel beams not being used in the crossovers as almost everyone else had. Your one high flat turn needed the lateral supports to reach up another level in height to fully support the track. You have a neat layout that felt a little bit short but it was a very good realistic ride. I applaud how you kept the G's realistic for a GCI. That one flattish turn may have had slightly too much but compared to the curb-stomping Intamins that was no problem. Overall this was a really good ride with realistic G's and supports for the most part. Shame you didn't have a tad more track length to play with. Your supports saved you from getting absolutely murdered for the leadins and leadouts on a GCI.

BT: eight

A: nine

O: nine

Tracksix's Ride


First off good job on your supports. You're the only one who managed to make full lateral supports. Also neat little steel spiderweb thing supporting that one elevated turn. Be more careful though next time because you have a floating beam from accidentally connecting wood to the wrong node on the low crossover between the two one-eighty turns. Your ride paced well and was pretty exciting although I feel like it needed a turning section that wasn't a one-eighty with a dip in the middle like a fan curve or something so it wasn't as repetitive. Was this supposed to be styled after classical rides or just freeform? I suspect freeform because I wasn't really able to quite place it. You made good use of the tunnels you made and the G's were fine....marginally. On a side note, I'm struggling to understand why your track is brown to the point of almost being shiny. Sorry this isn't longer but I don't have much more to say because there isn't a whole ton to criticize aside from how I would have done some things slightly different like the top of the first drop in terms of shaping. Really good job overall though on this one. I also do really appreciate your extra touches like the brake shed, transfer track section, and the other goodies.

BT: ten

A: nine and a half

O: nine
No-Name


First off, your drop just irritates me because I don't see a point in having it derp around so high in the air pointlessly. Get the train on the ground and you don't need to do as much support work, which I know you had to give up and abandon when you were nowhere near done. That's a stupid feature and it's only done in cases where space is an issue. I'm pretty sure the rest of your ride majorly suffered since it has no extra supports because you were too busy not having enough time to deal with your terrible drop. Anyways now that I've been a scathing asshole on to the good. G's were very good and GCI like aside from one instance where the positives were a bit high. Thankfully this wasn't sustained and it's the most forgivable kind of error. Trackshaping was kinda meh because you somehow still had weird pumps despite tooling the hell out of this and you fully heartlined the track, which is a big no-no. Overall the track was good and you had a neat concept if I try really hard and ignore your stupid drop, but try to make sure you budget your time more efficiently. I'd rather have complete supports and no objects as opposed to fancy little tents and incomplete supports. You're not judged on fancy tent making. Pacing was good, but you really need to make sure you build in the manufacturer's style and don't let the tool own you like it did with the pumps and your full heartline.

BT: seven half

A: nine 

O: eight
