Return To: RCT1 

Return To: Bumbly Beach 3D

All those years of playing this scenario, I never paid much attention to the town. There is actually a lot to it. This game file is already twice as big as 'Diamond Heights'! Beware; all that scenery might slow down your computer also.

Interesting note: When I imported the wooden coaster it loaded fine except it was a SPIRAL coaster! I had to copy it track by track back to a wooden coaster and speed up the incline so it would make it to the first drop. Now it works fine.


Terrain: Wow, the new terrain editor is way more advanced. Luckily you can still edit land square by square, which is sometimes needed to emulate the old game.

Height: Paths work a little different in relation to height. Instead of taking 4 path ramps to get up two ‘stories’, it now take only 3 using the steep ramp level. I thought this would be a problem but it wasn’t.

Scenario Editor: This is much better than the one in RCT2 but strangely certain basic things were left out. 

First, you can’t set the order things come up in research. As a result if the Information Kiosk was the first thing researched in the original, it might not come up in RCT3 for over a year! This was not acceptable so I just made it available from the start. Everything else (themes, stalls, rides) can be researched from the start. (After all it’s not 1999 anymore.) 

Second, (lesser point) when running a custom scenario the game starts with the objective screen open (RCT2). Not anymore, now the player has to open the screen to see the objectives (unless playing a built in scenario). 

That’s it for now! Let me know what you think.
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