Coaster Ed 10/5/03
Kumba: I saw on your parkmaker profile that your real name is Andrew. How or why did people start calling you Ed? 
Coaster Ed: My friends started calling me that in Jr. High because I told them that it was my middle name. Since my friends called me Ed and everyone else called me Andrew I just came to prefer Ed as it represents my more gregarious side. I use that name all the time whenever I play games or sign up for webboards even though I still tell people my name is Andrew whenever I meet them. The proper way to say it though is 'The Ed' or even better, 'The Almighty Ed'. There are many people named Ed but there's only one 'The Ed' and that's me. 
Kumba: Recently, you went on a trip to Six Flags Magic Mountain with two other community members, Blitz-Sama and Corkscrewed. Was this your first time meeting somebody from the RCT community and what can you tell us about that day? 
Coaster Ed: I’d met Cork before, sometime last year I think, because we both go to USC. I’m usually pretty quiet and laid-back in person so Cork and Blitz did most of the talking actually. You get a different perspective on people when you meet them in person and I had a good time hanging out with those two even if I didn't talk a lot. I know both of them better so maybe the next time we go hang out somewhere I'll be a little more sociable. 
Kumba: I know you go to USC and have an interest in film-making and major in Philosophy, what can you tell us about those interests? Are you enjoying college and how are you doing in your classes? 
Coaster Ed: I’m wondering what the best way to answer this question is because I could easily write for several pages about it. I was very anti-college about a year ago but I’m starting to enjoy it more now. I think the goals of the education system are different than the goals I have for myself and that makes it hard for me to identify with the college community. I had originally planned to focus on obtaining skills to work in film. Philosophy has been a casual interest of mine for some time and I eventually decided that I should take something academic as long as I’m at a university. I’m glad I made that decision because I’m opening up to all sorts of interests now and doing a lot more reading. Plus I get to entertain you all with my philosophical rantings from time to time. Filmmaking is still my primary interest though and I'm working on some kind of student film almost every weekend. 
Kumba: You recently won a joint Spotlight for Cataclysm. What was your reaction at first and have you talked to Blind Guardian since winning it? 
Coaster Ed: It’s been a long time since I’ve talked to BG actually. Most of the communication between us was facilitated by Posix. I showed him pictures of the work I did in the park because he can't play RCT on his computer anymore. I hope he's happy with it. I wanted to be faithful to his vision but my own style took over anyway in the sections I built. It was great seeing some of my work featured in a spotlight park although I still don't feel like I've actually won a spotlight on my own. That's good motivation for me to actually finish a park. 
Kumba: The hacks you do in your parks are unbelievable. Do you have anything cooked up for a future park that will be all new or never before seen? 
Coaster Ed: As I’ve said before, I mostly just look at what other people have done and find some aspect of that which I can personalize a bit. I don’t really think of myself as an inventor of hacks, just somebody with a good understanding of how hacking can enhance parkmaking. I do have some ideas I’m working with at the moment that come from all of the recent RCT2 parks I’ve been seeing. I’m experimenting with adding more detail to RCT1 theming through layering of coaster pieces and stacking theming objects similar to how 1/4 tile theming is being used in RCT2. The goal is to create a look that I haven't seen before in RCT. I'm excited about the work I'm doing and I hope other people will find inspiration in it too. 
Kumba: A lot of people say that you are the best ever when it comes to H2H2 parks. How do you approach building them?
Coaster Ed: Well I think the biggest reason my H2H2 parks have been so popular is that I put as much effort into them as I would into a full park. I put off everything else to focus on those and the extra effort shows. As for how I approach the miniparks, I do consciously try to do something new with each one. Since I spend so much time on each one it seems silly to me just to redo a style I've done in the past. I see H2H as an opportunity to try out concepts that would be difficult on a full-size map. I can also use a lot more ride pieces as theming because I don’t have to worry about reaching the 255 ride limit on such a small map (although I did come close on the last one). Erwindale was a reinterpretation of theming and atmosphere. It wasn't supposed to look like a theme park; it was supposed to look like a forest fairy village complete with temples and tree houses. Battlefield made a simulated battle the entire focus of the map and I'm hoping other people will give that a try. Another idea I have is to add more of a narrative into the game and I'd like to try that in the future. Each of my miniparks is an experiment in changing how the game is played and I think most people get excited when they see something new
Kumba: In H2H3, it seems everyone on your team (including myself) wants to work with you, but whom would you like to work with and why? 
Coaster Ed: Like everyone else I want to work with people who I think will improve my parkmaking. I wanted to work with a lot of the people on my team in H2H2 but I only got to work with two of them so I have no idea how H2H3 will work out really. Whenever I do collaborative parks with somebody I tend to take over control so with H2H3 I hope I can allow myself to be a little more open to other people's styles. I would definitely like to work with Blitz because he has such an unusual style and that would be a challenge for me. I’d also like to work with Evil WME because I'm a big fan of his work, especially his recent coaster designs. I think I could have fun working with Micool too because he's so eccentric. I like what I've seen from you and stargazer but I'm not very familiar with the rest of the team. 
Kumba: A lot of people are trying to pressure you into doing a full solo park. Do you have any plans to do so; and, if so, what type of park and rides would you like to do? 
Coaster Ed: Yeah the subtle hints have become less and less subtle recently but it's often my own ambitions that get the better of me. I’ve planned out several parks but it seems like something else always comes up. Since finishing egypTopia I've done sections in collabo parks (including LOS which I'm working on now), H2H2, a coaster for OZONE, and finished up Cataclysm. Now I'm signed up for Park Wars and H2H3. So all I can really say at this point is that I'd love to do another park on my own but I can only do so much. I have big plans for a full size garden park which I've been calling Project Green Thumb and a full size park with mantis called Dreamscapes but I can't say when I'll actually find time to work on those. I've considered posting some of my plans for these parks but I keep putting it off until I actually have screens to show. You can see some of my sketches for those projects in the Coaster Ed Sketchbook posted on my webshots site. 
Kumba: Do you ever play or experiment with RCT2? In what ways do you feel it is better or worse than RCT1? 
Coaster Ed: I played RCT2 for a few days when I first got it just to experiment with the 4D coasters but I haven’t tried any full-fledged theming or architecture. I have all of these plans for RCT1 parks I want to finish before I can think about adapting my style to RCT2. The two games are different enough that moving back and forth between them isn't very practical. Almost everyone has picked one and stuck with it. Even though I consider myself an RCT1 parkmaker, I think there's a lot of potential in RCT2 and I do plan to switch to that game once I'm done with my plans for RCT1. The architecture system in RCT2 is just light-years beyond what is possible in the first game and the new parks coming out will prove that if anyone still isn't convinced. The Beast trainer is such a powerful tool that RCT1 continues to evolve in unexpected ways as well. There are good reasons to play either of them and unlimited options for creative people to shock us with their new ideas. 
Kumba: In your opinion, who are the top ten RCT1 and RCT2 parkmakers and why? 
Coaster Ed: I see you saved the best for last. I assume you mean current parkmakers, so I'll leave out the heroes of the past. It’s easier to keep track of the RCT1 players though the order shifts around a lot based on what parks are new. Keeping track of all the RCT2 parkmakers is much tougher because a lot of the names are newer to me. Here are my current favorites.
RCT1
X-Sector- He knows better than anyone how to make everything look good. More recently he's shown a commitment to more experimentation in his work and I've appreciated that greatly.
RRP- He's probably the best LL hacker at NE and that's mostly because of how he uses hacking. The hacks are always there but they are never the focus of the park. RRP's natural landscapes are beautiful and his work always gives me something I haven't seen before.
OZONE- I've been impressed by OZONE since day one because the landscaping in Illusions Isle was on par with the masters. I knew he had an instinct for the game and I've never been more right in my entire life. His theming gets better with every park and Lumbini Point has some of the best LL architecture I've ever seen.
Posix- Proof that the classic style of parkmaking is just as appealing now has it ever has been. It isn't really correct to call Posix a classic-style parkmaker though. He has resurrected the classic style not by copying it, but by enhancing it and improving it with lots of detail and a great understanding of atmosphere.
Evil WME- I've become a big fan of his work recently. His style can be a little chaotic at times but for every decent piece of work I've seen from him I've also seen something extraordinary. Not to mention he's becoming one of my favorite coaster designers.
Mantis- He's been one of my favorite people at NE for a long time but recently I’ve had to adjust to thinking of him as a parkmaker. His Hi-Roller entry has shown me that his skills are just as good as anybody else's and it’s well known by now that his creativity level is through the roof. 
Natelox- He's become the master of natural theming and his recent architectural style has presented a whole new realm of opportunities. The balance between landscaping, theming, and rides creates a great sense of atmosphere in his parks. I'm curious what he'll do next. 
Grinch- He's lower on my list right now because I haven't seen any new finished work from him in awhile. He's still the best ride maker at NE including regular coasters and adventure rides and his theming gets the job done, though with less flair than some. 
Pyro Penguin- Like Grinch, it's been awhile since I've seen something new from Pyro so he's slipped back a bit in my current list. He was a key innovator of ride pieces in architecture and his theming is about as flawless as Grinch's. 
Roomraider- Now this is a parkmaker who invents new hacks. His innovation in ride design is quite extraordinary sometimes. 
RCT2 
Timothy Cross- He has a style that is unlike everyone else's. His coaster design isn't as well developed as a lot of people but he brings a completely different perspective to RCT and it's a breath of fresh air I'd say. 
CBass- I've only seen one park but his architecture is amazing. I don't know if he can connect all of his great ideas into a park that doesn't feel like a bunch of miniparks put together, but honestly I don't care. Along with Timothy Cross he's one of the chief innovators in RCT2 parkmaking. 
SACoasterFreak-He has successfully brought all the atmosphere of his legendary RCT parks into RCT2. He's still a king of coaster design and he's doing great things with RCT2 architecture too. If Tim Cross and cBass are leaders of the innovative school in RCT2, then SACF is the leader of the traditional school. 
ToonTowner- Toon has invented his own school of building with his own scenery objects. He created 1/4 tile architecture and made everything else possible and continues to innovate with his own parks as well with a style that is very traditional but at the same time totally new. 
Butterfinger- He's out on his own, building in a different style from everyone else. The scale of his work is what impresses me most. He doesn't great parks, he creates theme park empires and it's stunning every time. He's also one of the few parkmakers to complete a full 256x256 map. 
Corkscrewed- Atmospheric architecture is his specialty and somehow his parks feel more authentic than most everyone else's. 
Foozy- I haven't seen much from him but it's all been very good, especially the Chernobyl theme. 
Scarface- He's one of the parkmakers who's adjusted best to RCT2 architecture.
Rwadams- Of all the up and comers, he represents the most potential I think. The architecture he's shown is very realistic and very well done. I don't think I've ever seen RCT buildings look as authentic as they do in his screens. If he can step up the other aspects of his parkmaking, he could be one of the best. 
The tenth person must be a secret right now, but will be revealed later. He's on my list on the basis of his hi-rollers park alone. It's that good.
