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Mat's Old Track Collection, vol. 1

Creation and last modified dates included for history’s sake.  All tracks referred to as a "re-release" although many haven't been released at all yet.  All tracks have had unused textures purged and new race images put in, even those marked “no change.”  Check out Volume 2 for modern-day improved versions of these tracks!  The improved versions have NOT overwritten the originals – no classic old tracks have given their life for new ones.

My Trakkke

The single first track I ever built in the whole wide world.  At the time, I didn't know what the mtm2 scale was, the result being the road path is four squares wide and the jumps are near impossible.  Included only for humor - track has no checkpoints (So no lap times for that reason).  Few changes for re-release.

First created date:  Monday, March 03, 2003, 6:51:40 PM

Last modified date:  Thursday, March 06, 2003, 5:01:10 PM

MTRA Farmland

I consider this one to be one of the best tracks I've ever done, regardless of the fact that it fails to include No-Collide objects or texture transitions.  The layout alone is the reason for my good thoughts about it.  It was the only single-square-path track I've ever done that was uploaded for the MTMG's Expo 2003 (I was known as Tarres back then).  For the re-release, a few noticeable problems have been corrected - the solid cows, the invisible barriers, the backwards checkpoints, and of course the train that moves sideways and takes everything with it that's not fastened down.  Also, missing checkpoint banners have been added for CPs 8 and 9.

In the remake (see vol. 2), trees have been added and the scenery is much less dry and barren.

First created date:  Tuesday, March 04, 2003, 6:48:12 AM

Last modified date:  Monday, June 02, 2003, 4:54:52 PM

My best lap:  0:49.67
Losers and Winners Welcome

Like MTRA Farmland, LWW was designed on paper late one evening, and it consists of single-square paths.  The reason why winners AND losers are suddenly welcome is because this race stops being a game of skill and starts being a game of pick-a-road-and-hope-it's-not-a-dead-end.  LWW is a maze, although it's made easier by - A, the map clearly shows the route and the checkpoint banners really don't hurt, and B, there isn't enough of a barrier between roads, and it's quite easy to see which way to go.  There were a few issues with No-Collide objects and that sort of thing, and they have been corrected in the re-release.

First created date:  Wednesday, March 05, 2003, 7:23:11 AM

Last modified date:  Wednesday, May 09, 2003, 6:37:52 PM   ← Not sure if this is correct.  File properties tell me it was last modified in 2001 - which is before the track was created and even before I knew mtm2 existed.

My best lap:  0:46.52
Crazy '03

Following my first and only Traxx School session, this was THE FIRST track I ever built.  Tracks before it consisted of single squares for the ground.  This was an attempt at TXX School but I didn't have all the textures so it became this instead.  Don't let the extra dirt confuse you - the track itself is essentially an oval.  Re-release changes include correct start positions, No-Collide objects, and fences that don't stop you in your tracks.

First created date:  Wednesday, March 05, 2003, 5:59:18 PM

Last modified date:  Sunday, March 30, 2003, 8:58:36 AM

My best lap:  0:23.48 (original track)

My best lap:  0:18.19 (re-released version)

Directly Spook

If you’re wondering where this name came from, this was the track I was working on when I discovered the weather mask option.  I wondered what would happen if I allowed only rain, like in Graveyard.  I tried it and the track went from a relatively bright one to a dark, spooky one.  No changes for the re-release except that the accidentally animated textures have been removed.

First created date:  Thursday, March 13, 2003, 11:52:16 AM

Last modified date:  Friday, March 14, 2003, 4:08:16 PM

My best lap:  0:52.67

Crazy Large Blown Duck

PLEASE don’t ask me where this name came from.  I had just finished a track layout and had no idea what to call it, and, in desperation, came up with this name in five seconds.  I don’t know what exactly a crazy large blown duck is, but the track picture (made in Microsoft Paint and of course made transparent in Photoshop to show the track layout) describes it plenty.  This track is another favorite of mine, with lots of mtm2 billboards and only one place where I ran out of track room.  Sadly, the original pod file was lost for some reason, so you won’t be getting any genuine original – although all the pod files in this pack were rebuilt anyway, so it’s fine.  The original TXX file still exists, which helps with re-releasing the track and also with remaking it for volume 2. (Although I did accidentally resave it recently and lost the original “last modified date”)

First created date:  Sunday, March 16, 2003, 4:35:23 PM

Last modified date:  Lost

My best lap:  0:50.41

Lolipop Challenge 2

Yes, “Lolipop” is the wrong spelling, but with the track as old as it is, I’m in no position to change it.  There was no Lolipop Challenge 1, so I don’t know exactly what prompted me to add “2” to the name.  The track has a train (BinMasta’s) and a lot of large, deep holes that cause you plenty of suffering if you fall into them – these have been deleted for the re-release.  The train bridge pillars have also been corrected to prevent a common evil visual error.  Like Crazy L.B. Duck (although that one is broken), Lolipop has an ohm-symbol-shaped section of road near the finish line.

First created date:  Monday, March 17, 2003, 6:12:48 AM

Last modified date:  Sunday, April 20, 2003, 8:03:48 AM ← First created and last modified on exactly the same minute!

My best lap:  0:49.99

Summit Peak

Please don’t ask me where this particular name came from.  If you’ve never seen the track before, you probably expect an elevated track around a snowy mountain with perilous drops etc.  Not so.  The ground is entirely flat and made from snow/road textures found in Guitar Bill’s (r.i.p.) track “Cumbria.”  There’s also a train made of stock train cars, and a motionless reefer car by BinMasta in vicinity of the track.  Part of the track occurs in a tunnel which the train also visits regularly.  No changes for the re-release.

First created date:  Wednesday, March 26, 2003, 3:28:23 PM

Last modified date:  Monday, April 21, 2003, 11:18:28 AM

My best lap:  0:35.40

Lag but Fun

There’s only one place in this track where lag can actually be found and that’s the trains with high-poly cars by BinMasta.  The rest has hardly any lag at all thanks to a lack of any models save for guard rails in one spot and checkpoint banners in others.  To all racers:  Immediate left turn!  Two roads intersect and I’ve had a collision there.  The two straight sections halfway into the race are a bit long but still fun, probably with all the scenery (spiky mountains).  One of my favorite tracks – enjoy!  (No changes for re-release)

First created date:  Saturday, April 05, 2003, 12:27:51 PM

Last modified date:  Monday, June 02, 2003, 4:00:30 PM

My best lap:  1:56.90

Hall of Mirrors

It’s understandable why HOM is listed directly after Lag But Fun.  It was first created only a day after LBF, and follows the same principle:  Keep It Simple Stupid, or “KISS.”  Save for a start light and a few high-detail trains (by BinMasta, enocell, etc.), the track has virtually no objects, and should produce no lag.  Oddly enough, it neither suggests any form of mirrors nor does it exhibit the Hall of Mirrors effect.  There are a few corners to watch out for, but once you get used to the track, it’s easy.  The straight sections are also long but plenty eventful, so you can build up speed when you’re not jumping.  Although jumping does actually occur most of the time lol.  Like LBF, HOM has not been modified for the re-release, except the new selection images.

First created date:  Sunday, April 06, 2003, 10:24:55 AM

Last modified date:  Monday, June 02, 2003, 4:33:04 PM

My best lap:  2:42.27

Mt. Hard

Created with Traxx’s “Random Terrain” function set at maximum spikyness, Mt. Hard is nevertheless easy to navigate since I lowered the terrain where roads are located.  There’s a slightly off-track “secret” area behind the start line, and another one a little beyond it with an odd extra – flowers growing in snow.  In the same location is a small play area that leads to a much larger one where you can have fun jumping over big spiky terrain jumps.  Track is nice enough to not be modified for the re-release.

First created date:  Monday, April 07, 2003, 12:47:41 PM

Last modified date:  Monday, April 07, 2003, 1:38:38 PM ← Check it out – track created and finished within one hour

My best lap:  0:30.49

Mt. Soft

I can’t let this track be lost or deleted.  This is probably the most important one in the whole collection.  It was the track I was working on when the mtm2 full version arrived in the mail!

(If this sounds odd, CH_2005’s web site had/has a converter that allows custom tracks to be run in the mtm2 trial version.)

It was also my first track to use the 45-degree stock addons from the MTMG.  I also distinctly remember running Repfan’s dump truck on it.

First created date:  Monday, April 07, 2003, 2:13:20 PM

Last modified date:  Tuesday, April 08, 2003, 10:39:30 AM

My best lap:  1:09.64
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