Tracksix


First off neat little beginning, but in the future you shouldn't make the supports be just a solitary pole coming out the ceiling. You need the traditional upsidedown U because quite frankly the concrete with sand on top won't hold it. The end portion of the B&M dip needs to happen a bit sooner. Those have a deceivingly tight exit in real life. Your vertical loops feels really awkward because the first half is slightly inclined and then the second half is perfectly straight. It seems like this wasn't on purpose and you just tweaked the loop to make it work and have the exit land where you wanted it. You did a great job placing the cobra roll and especially the batwing Montu thing. The latter took me by surprise.


When flying around the first thing I noticed is that you have an incredibly steep lift hill. Tatsu exists, but I don't really think yours was necessary as you have no space constraints like that ride had but this is minor nitpicking. Supports that are above ground seem pretty good integrity wise and in concentration. Only major thing I noticed is that your half loops segments need the derpy little pole that slants in the opposite direction that all inverts seem to have. Also your cobra roll seems a little bit overly V'ed. Your G's are pretty good and I really like your layout for the most part. Not the biggest fan of having two zero G rolls, especially after you begin with a “jojo roll” but I guess it works. MCBR was placed well and I think the element flow is pretty good. Thank you for not dragging the ride out to hell. G's are fine, no other major problems.
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Yoshi


Haven't seen a Hulk lift in awhile. My first major beef with this ride is that I really don't like the double dip style first drop. It doesn't really work on an invert and I feel like if you designed the ride a bit better you could avoid this. Keep in mind Silver Bullet's first drop (good job replicating the overbank BTW) is practically as steep as the lift hill. That isn't a good thing, but it gives you room to unsteepen it a bit. Not everything needs to be a 90 degree drop. Also, do not enter a helix with a sideways hill. Sideways hills are a cop out for tool users. Aside from that I don't really have any trackwork issues to complain about. Your sea serpent created a little internal turmoil for me because Medusa's has three snaps and yours does not. However it has been over a decade and quite frankly I think the three snaps part is stupid. Besides you did the half loop to corkscrew part correct both times and that is way more important. You get a pass on that one. As far as supports go, you them in adequate concentration, however some of them look eerily Vekoma like. B&M's shaping may have changed over the years, but their general supporting style hasn't at all. I would recommend not straying too far from it in the future. Your G's seemed a little heavy on the positives at times but you did have recovery sections at least. Try not to skate on the line so much next time. As far as your layout goes, I really like it, I just would have tried to have a less steep drop into the loop, raised the helix a bit before the brakes, and raised up the turn before the sea serpent a tad. Overall good job though and watch the G's.
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