Return To: RCT1 

Return To: Diamond Heights 3D

‘Diamond Heights’ is my personal favorite. Unlike ‘Forest Frontiers’ land levels had to be exact to meet up with paths and rides, so editing had to be done on each land square. Here are some other things I found:

Tunnels: I did my best to cover where the tracks go ‘underground’. I tried to keep the look as close as possible to the original. I suggest using buildings and paths to cover these areas as you expand the park. 

Expansion Pack idea: scenery objects that look like ground. 
Terrain: Wow, the new terrain editor is way more advanced. Luckily you can still edit land in the old way (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 takes only 3 using the steep ramp level. I thought this might be a problem but it hasn’t been so far.

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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