Powerstick Man Progress Report

Updates Prior to Playtesting:

In September 2007, I recruited three members of the OHR community to become my official playtesters for The Adventures of Powerstick Man: Extended Edition. When I recruited them, I already had some new content to show that no one had actually seen yet. There were no reports leading up to this moment. No records of content added or changed. The records didn’t start until playtesting began.

However, there have been some significant additions and changes made to the game since the original release in December 2000 that were included before September 2007. The following section will attempt to recount those changes to the best of my memory. These won’t include week numbers, as my memory isn’t that specific anymore, but I will at least try to get the general month and/or year right.

May 2000 – December 2000

Official timeline of development for The Adventures of Powerstick Man.

January 2001

Fixed a bug that transported Powerstick Man back to the “Faberge Factory” when he tried to cross the borders into Primex. (Psyco2000 encountered this bug during his review of the game for Operation: OHR.) Game had been re-uploaded since.

February 2001 (or sometime before summer of that year)

In an attempt to quell the backlash over difficult boss battles (in Cannonball City mainly) and redundant back and forth travel, I implemented two new NPCs, one to the “Cannonball Outskirts,” the other to “Cannonball City Hall,” and three bus passes. Milton stands at the entrance to Cannonball City and offers all sorts of healing items, which the player can take advantage of prior to facing Stack and Flea in the alley. Likewise, Katrina stands in the last office of “Cannonball City Hall” prior to Powerstick Man confronting the Odor King. Both NPCs charge more for their wares than other shopkeepers around town do. And the bus passes can be bought in the cities they apply to and used to instantly warp to the bus stations in town. Was gonna implement bus tickets as well (the cheaper, but expendable versions of the more expensive bus passes), but decided there wasn’t much need for them when the passes weren’t really all that expensive.

Note: Started working on my second game, Blind Date, during this month. Spent a good chunk of time working on that rather than updating The Adventures of Powerstick Man. Had also gone full steam into reviewer mode for Operation: OHR, so the time that I devoted to Powerstick Man had dropped to a virtual standstill. I also suffered from “active community member” syndrome, which included the immediate cease of production after unveiling my identity and game to the community. Symptoms also included joining the message boards and submitting to various criticisms (regarding graphics) of my game.

June / July 2001

Began work on Tightfloss Maiden. Didn’t spend much time on Powerstick Man or Blind Date for the next four months.

January 2002 (give or take twelve months)

Had enough of the comments about too many games using the default font, so I decided to make my own for Powerstick Man. This font didn’t last in the original game, but it did transfer over to what eventually became The Adventures of Powerstick Man V2.

Changed the song that played during the original opening from the “Top Gun Theme” to “How Soon is Now?” by the Smiths.

Note: This was the final update to The Adventures of Powerstick Man V1.1, which is the game you’ll find in the Legendary Edition on Slime Salad. Everything added or changed after this point was reserved exclusively for the Extended Edition.

February 2002

Created the base file for Junkyard Bob’s Mission: Impossible. This was gonna be my first attempt at a spin-off game, as well as my first attempt at advanced plotscripting for gameplay (rather than for presentation only). It utilized the “team switch” fly buttons, which joined, separated, and alternated heroes at the press of a button. I intended it to be a puzzle game rather than an RPG. The tech version is online at Castle Paradox. And the full version will hopefully happen sometime after The Adventures of Powerstick Man: Extended Edition is finished.

May 2003

Had enough of the comments about Powerstick Man’s graphics and decided to answer the demand by creating The Adventures of Powerstick Man V2, which completely overhauled the Faberge Factory design, mechanics, and NPC presentation. It was also destined to become a much larger game than the original. But because my interest in making games hadn’t quite hit its return stride yet, this didn’t last for more than a handful of sessions. The resulting product can also be found inside The Adventures of Powerstick Man: Legendary Edition game file on Slime Salad. Work may resume in the future, but I’m not gonna promise it.

December 2004

Made a brief return to game design when I entered the Human Day Contest and created At the Risk of Manipulation. This was responsible for stirring up my desire to finish the Powerstick Man game. Was also thinking a lot about novelizing the Powerstick Man character by this point.

Note: I had started several other games since Tightfloss Maiden prior to this, but they were for contests that had since expired before I ever got that far, so I never quite brought them off the ground.

May 2005

Despite my fume-running toward V2, I continued to think about the original game, about all the jokes that would be lost in the new translation (of jokes that I had in my head since 2000 that I wanted to see implemented), and all the things I wanted for the original game that I was endangered of not including because of various criticisms laid upon it in the past. And after reading Shadowiii’s review on Castle Paradox, I regretted not finishing the game back in 2001 or 2002 (which I originally set as my completion date), and wanted some way of rectifying that.

In May 2005, while the prospect of finishing the original game seemed pointless given its aged look and presentation, I thought I would at least release an “Extended Edition” to show off the functions that I had made four years earlier, but never released, just so my mind could rest. And I thought that for this to work, I needed to create at least one new side quest so that the download and the return to the Cannonball Strip would’ve been worth it to the original fans.

That’s when I began creating the CD Cover quest.

I took ten digital images I had laying in my picture folder and added some filters and text to them, and strung them together to form the “Pepsi Ranger: Caffeinated” series. These essentially highlighted all the games I had started in the last five years and listed them in an album cover fashion. Then I attached them to five new items called CD Cover #1, CD Cover #2, etc. Then I set these to become rewards for finishing certain side quests for the characters holding them (assuming the characters weren’t the side quests). The overall goal was for the player to use these items (as a set) to enter a secret city north of the bog that had only teased the player from the “Hitcher Highway” in the earlier version of the game.

Then I created four new NPCs related to the quest: “Protester Harry,” “Funky Fresh Boy,” “Stockman,” and “Miss Honeysweet.” Protester Harry and Miss Honeysweet went on to become recurring characters in the game (as well as featured characters in the novels), and Funky Fresh Boy was given his own shop in Primex. Stockman was a five-minute character and a one-joke pony. Support characters included “Plummet Man” (who became a major character in the novel) and “Baxter.” Activating a couple of the cover holders required talking to the support characters first.

It took me about three years to actually test them all. I sort of lost my momentum after implementing the fourth CD Cover.

March 2007

After a number of false returns to the game over the years, I finally sat down and built the map for the “Bog of Volatility,” the area north of the “Hitcher Highway.” And the action spurned me to write the journal that defined my return to game making “Chronicles of a Second Wind.”

Added some additional characters like “Rick” to the “Hitcher Highway” while I was at it.

May 2007 – August 2007

Worked on a new subplot involving the “Bog of Volatility” and its guards. This meant building several new linking areas including a “Guard’s Hut,” the “Cannonball Laundromat,” and the “Pipe Tunnel.”

In this summer long development I created a new (and optional) boss called the “Bog Mutant” and implemented the infamous “Serenade” script, which required perfect music synchronization and was ultimately responsible for getting TMC involved as a script doctor. The process took about eight weeks to finish.

Toward the end of summer, I implemented the “Max Powers” cut scene, which occurred after the battle with Bald Hairypit and was my attempt at developing a real story out of the game. I also made some changes to the Faberge Factory to address issues that were previously criticized, added a spot where the player could discover Max Powers well before the cut scene took place, and implemented the first spell in Powerstick Man’s “Power” subcategory, which the player could activate by highlighting the “Level 1 Power Pill” from the items menu (after recovering it from a secluded location in the factory). I also added some new shuffling dialogue to the scientists and placed a couple more NPCs along the bus stop at the Hitcher Highway. Also made a factory tour guide who won’t leave his office.

And I also threw in a quick Tightfloss Maiden trailer to include in the intro, which can be seen on Youtube.

It was shortly after the modifications to the Faberge Factory and the implementation of the cut scene (which happened on a new map called “Water’s Edge”) that I recruited my playtesters and began documenting everything to follow in the journal you’re about to read. 

Note: I added nearly 700 text boxes to the game between the original release and the beginning of playtesting. That equaled almost half of the original game’s total count and would become a testament to the vastness of the game’s future.

The Official Start of Playtesting:

Every Saturday (give or take), I’ll update you guys, the Powerstick Man playtesters, with current fixes and additions to the game. This should help with identifying what still needs changing, and at the same time keeping me motivated to spend at least one day a week working on it.

Week 1 (Sept. 15, 2007):

Gilbert, I know you haven’t gotten the file yet, so you’ll be in the dark about some of this. Just let me know when you’re ready for the file. You’ll get whatever’s current. Also, when you do get it, make sure you download the most recent version of the OHRRPGCE, as the latest file makes use of brand new features. As of this writing, the current version is RC10. If you wait until Ubersetzung, which will be any day now, that’ll be fine, too.

I know it’s only been a few days, but I already spotted some things I missed, and added things I thought the version I sent you guys were missing.

The Fixes:

(This section will highlight all the fixes (bugs, graphics, etc.) I’ve done since the last report. It will also monitor changes to existing work.)

The “Faberge Factory” map now says “Faberge Chemical Factory” to keep with the continuity of the story.

The battle graphics of the recently added “Bag of Chips” cure has been repositioned to appear over the hero’s face, rather than his chest.

The tentacle in the “Bog of Volatility” has been fixed. It is now fully gone after the hero “moves” it.

All the tilesets (and animation sequences) have been redistributed to account for individual map ownership. This will allow me greater freedom to add to individual set pieces.

Thanks to the redistribution, I was able to free up room to give the soda/vending machines in the “Faberge Chemical Factory” and “Pipe Tunnel” some tops (they no longer look like walls). I was also able to fix the blocked graphic between the woods leading to the “Faberge Parking Lot” and the path to the “Bog of Volatility.”

I also added some dimensional color to the automobiles in the parking lot.

The Additions:

(This section will highlight new content.)

Now that I have more room to add graphics to each map, I added a fountain (complete with text response) to the front lawn of the Faberge Chemical Factory. I always thought this area was too bare. It’s still deficient, but I’m happier with it now.

Layers!!! After much personal debate, I decided to update the game to Ubersetzung’s capabilities. Now the trees have tops (and for the first time in seven years, I’m happy with the way they look), and everything else that relied on overhead tiles from the Factory map to the “Hitcher Highway” now makes use of the top layer. And I’ll be updating each map with this capability as I come to it.

The Needs:

(This section will highlight the things I hope to achieve for the next report (short-term goals), or those major needs that probably won’t be fixed in a week, but will annoy the heck out of me until it’s done (long-term goals).)

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Fix the pacing problems with the Laundromat Serenade. This will require a timer to check the game’s speed and then play the version of the script that matches (long-term goal).

Redraw/recolor the enemy and attack graphics for “Hitcher,” “M:I Possum,” and “Feather Diver” (short-term goal).

Add layers to “The Forgotten Junkyard” (short-term goal).

Add two NPCs to the junkyard’s lineup (short-term goal).

Modify enemy attack strengths (short-term goal).

Redraw ugly tiles in “The Forgotten Junkyard” (short-term goal).

Adjust “Vogue” music battle to fit script-time pacing. Will be an ideal test case for the Laundromat Serenade (short-term goal).

Add one or two buildings to “South Drive.” Populate accordingly (short-term goal).

Redraw ugly tiles in “South Drive,” “House of Sammy,” and the “Sewer of Shadows” (short-term goal).

Possibly redistribute “House of Sammy” and the “Sewer of Shadows” to their own maps. This will not be definite (long-term goal).

Redraw/recolor the enemy and attack graphics for “Field Skunk,” “Shadow,” and “Shadow Boss” (short-term goal).

Adjust battles accordingly (short-term goal).

The Bugs:

(This section will highlight any annoyance I’ve encountered that’s more of the engine’s fault than the game’s fault. This will mean more to The Mad Cacti than to anyone else.)

Selected NPCs freeze/approach when the player activates a text box, but not when activating a plotscript. This is especially annoying when wandering NPCs walk away during scripts intended only to randomize dialogue. The “Faberge Chemical Factory” is full of instances of this happening. The simple solution might be to suspend NPCs, but that would look stupid if everyone stopped. The only other way around it is to identify which NPC is activated and alter him/her to a “stand still” movetype, then change him back when the dialogue is finished. That’s a lot of work for a simple dialogue display.

That’s probably enough to cover in one week.

As playtesters, you’re welcome to request an updated game file whenever you’re ready to see it. You can use the progress report as a guide to decide when you want to see the next version. If you read something here that you’re eager to check out, let me know and I’ll send you the updated copy. Otherwise, I’ll send the next official playtest copy whenever I get to the next major testing point, which will probably be awhile.

I’ll try to post a new report every Saturday, unless I’m out of town for any reason.

Week 2 (Sept. 22, 2007):

Here’s the second progress report for The Adventures of Powerstick Man: The Extended Edition. A lot of work went into the "Forgotten Junkyard" this week.

On a side note, instead of waiting for me to send you an updated file, I thought I’d just make the progress file available for you to download at your leisure. The link at the end of the report should access the download. If for any reason it doesn’t work, let me know.

I’ll try to upload a new file with each report depending on time constraints. If for any reason I don’t upload a new test file, I’ll let you know.

Again, the weekly file is there simply if you want to see the progress based on what you read here. Don’t feel obligated to test new updates out unless there’s something I need checked (in which case I’ll say so).

In the future, I’ll also upload Tightfloss Maiden and At the Risk of Manipulation for storage, though you’re free to playtest those, too, when I mention them.

Thanks again.

The Fixes:

Removed an NPC from the “Primex: Red Light District” map that activated my test scripts for the CD Covers side quest. Now the hero won’t be transported back to Faberge if he steps on the wrong tile.

Updated the graphics and layers for “The Forgotten Junkyard.”

Fixed the sequence(s) where the Mythical Creature appears to enter the junk heap from the side.

Updated the graphics for “Hitcher,” “M:I Possum,” and “Feather Diver.”

Updated the graphics for several attacks, including “Splash” and “Junkdrop.”

Snagg, the guard in the “Guard Hut,” actually takes his clean laundry now.

Adjusted various enemy stats and rewards to make things more balanced.

Updated the battle graphics for Junkyard Bob and Dumpy.

Fixed the annoying “dot” that appears whenever Dumpy attacks.

Updated the graphics for “Real Mullet” and “Furry Commando.”

Adjusted experience and gold levels for every enemy encountered before Primex.

Hero now loses Precision points after drinking a beer in battle (untested).

Added frame outlines around the Faberge Chemical Factory windows. 

The Additions:

Three new NPCs now populate the “Forgotten Junkyard”: Brody, Soapy, and Linus. Two NPCs provide the usual filler dialogue, while one actually provides useful information.

Added burning barrels and some trash grass to the junkyard.

New area: “Seaside Grotto.” Added a new superhero (NPC, unplayable) named The Trafalgar Square. Can be accessed from the southwestern shore of “The Forgotten Junkyard.”

New item: “Sticky Gloves,” a consumable item that allows the player to steal from enemies. They can only be purchased from the items store on Sandy Smack Island (for $30 each). There’s also a cache of them in the new treasure crate in “Seaside Grotto.” 

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Fix the pacing problems with the Laundromat Serenade. This will require a timer to check the game’s speed and then play the version of the script that matches (long-term goal). Note: TMC is looking for a way to implement precision timing. This script will remain on hold until he does.

Still need to test the updated “beer” cure to make sure nothing’s broken in the new chain. It should go: cure (100%), buzz (100%, no display or attack animation), throw (85%). This should also affect the “beerx” party cure (long-term goal).

Adjust the graphics of “South Drive,” “House of Sammy,” and “Sewer of Shadows” (short-term goal).

Include a plotscript that actually shows Sammy getting rid of the trapdoor. Will either walk him there and let it disappear, or walk him there and implement a sliding trapdoor like the one in the Guard Hut (short-term goal).

Add one or two more buildings to “South Drive” and whatever characters and situations come with them (short-term goal).

Update the graphics for “Coastal Run” and “Rocky’s House” (short-term goal).

Redesign the “Dock Dive” script to include a new version of the underwater scene (short-term goal).

Week 3 (Sept. 29, 2007):

The Fixes:

Moved a trapped NPC off a burning barrel in the junkyard (bug created in last update).

Found and fixed a missing overhead tile in the southeast corner of the junkyard.

Changed the dialogue of the second “Observant Dude,” (who only appears at the exit prior to meeting Junkyard Bob) making him into a new character.

Found an inanimate coastal tile in “South Drive” and animated it.

Fixed the walking graphic of the Mythical Creature.

The background music for the “Forgotten Junkyard” now streams continuously through journeys and battles (except for coastal attacks, which I won’t change).

Readjusted the timing of the opening guitar strums in the “Vogue” guitar duel using the waitsecs command.

Readjusted “Serenade” using the waitsecs command (still sketchy, but more reliable than it was).

The Additions:

Gave the Mythical Creature a conditional alternative dialogue if the player talks to him after talking to the Trafalgar Square (providing the player meets the Creature before the Square). Added a couple extra boxes to existing dialogue to account for the slight change in character.

Added some new tiles to “South Drive” to give it a more grassy look. Also cleaned up the shoreline between the field and the junkyard.

The Needs:

Since this was a slow production week, I still need to do pretty much everything I set out to do last week.

The Bugs:

By now, I think it’s a fair risk that I might start repeating jokes, getting stories inconsistent, and all around damaging the quality that the first release boasted. From now on, I need playtests to include a focus on redundancy and faulty presentation. It’ll also help to know if any character is giving too much away, or if big information is coming too soon.

Still need further testing on “Serenade” to make sure the new milliseconds / waitsecs function is reliable.

(For TMC and the developers)

Something to consider about milliseconds: I’ve been using a show value to test the reliability of milliseconds in regard to real time and there’s something I noticed—the clock never resets. I think as long as the user’s computer stays on, the system clock keeps running. I’m mentioning this in case the value gets too high for OHR to handle (as of now the milliseconds value is reporting at 190 million, and the system’s only been on for about 47 hours). I don’t know if it will cause a crash in time, but if for any reason “Serenade” or “Vogue” should cause a crash, I think that would be the cause.

Also, this might already be in Bugzilla, or not, but the set victory music command is off by one. I have to script it to play song 20 for it to actually play song 19.  

Week 4 (Oct. 6, 2007):

The Fixes:

Replaced a missing wallmap around a boulder in “South Drive.”

Updated the House of Sammy’s exterior. Now it has a bit more color and looks somewhat like a doghouse.

Removed the show value command from “Serenade” and “Vogue.”

Updated the load tileset commands in the Funky Fresh Shop area of Primex to account for the recent tileset shift. (Since I’m not actually editing Primex yet, this update is untested. It should work, though.)

Fixed the victory music on the maps adjacent to the junkyard.

Updated the floor and furniture graphics in the “House of Sammy.”

Sammy now walks to the trapdoor and opens it.

Complete overhaul of the basement. Area now reveals Sammy as a budding carpenter. Layout has changed, too. Powerstick Man now moves the rock blocking the passage through animation.

Redesign of the sewer. Layout is very similar to older version, but there’s more to look at. The Shadow Boss now has an official “lair.” (Battle backdrop does not reflect this, though.)

The basement and sewer now occupy a new map called “Below the House of Sammy.”

The shadow character walkabouts now have red eyes.

The Additions:

Added a new house to “South Drive” (exterior only, will not have an interior).

Added two NPCs to South Drive: Jake the Mechanic and the Field Skunk Trainer.

Added a new NPC to the Sewer of Shadows: Burglar.

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Update all battle backgrounds (may initiate outside help) (long-term goal).

Change the graphics for “Shadow,” “Shadow Boss,” and “Field Skunk” (short-term goal).

Update the graphics and layers for “Coastal Run” (short-term goal).

Redesign the scene for “Dock Dive” (short-term goal).

Update the graphics for “Jelly Antennae” (short-term goal).

Update the graphics for Rocky’s House (short-term goal).

Build a new cave in “Coastal Run” (short-term goal).

The Bugs:

Nothing new. If you choose to playtest this week, just look for the usual errors, inconsistencies, and annoyances.

Week 5 (Oct. 13, 2007):

Hey Guys,

It’s a new week and we have a pretty big game update to go with it. I didn’t have the time to add everything I wanted to, (I really thought I’d have Coastal Run fully finished for this update) but I did manage to make a lot of fixes this week. You guys will be especially pleased with the new version of "Dock Dive" if you have any recollection of the old version.

Anyway, enough chat. Here’s the progress report. Send your comments/recommendations as they come to you.

The Fixes:

(Thanks to TMC for identifying quite a few of the early bugs.)

Updated the graphics for “Shadow” and “Shadow Boss.”

Changed the roof design on the “House of Sammy.”

Redesigned and greatly improved the exterior map for “Coastal Run.”

Updated the interior graphics for “Rocky’s House.”

Updated the graphics for “Razor Claw,” “Field Skunk,” and “Jelly Antennae.”

Fixed some of Rocky’s dialogue.

Improved the “Starting Frisbee” and “Playing Frisbee” scripts. There is now a break in conversation after Rocky talks about the Halloween Mask—he walks to the window and looks outside while Powerstick Man and Junkyard Bob have their conversation (script remembers hero directions, so the two heroes will always face each other during this brief exchange), then comes back when they finish, initiating the Frisbee game. Camera now pans to Powerstick Man after the game, rather than just jumping to him.

Added some shade to Junkyard Bob’s walkabout (and accompanying animations).

Major Fix: The “Dock Dive” trigger (which opens after agreeing to look for Rocky’s Frisbee) now lands Powerstick Man, Junkyard Bob, and Dumpy into a new map called “Underwater.” Unlike the original (and disgustingly ugly) map, which had them falling onto an underwater platform (that made no graphical sense) and proceeding to walk as if on land, the new map actually simulates underwater swimming. The map design incorporates the multi-layer system, so the heroes look like they’re swimming between weeds and coral if they skim the ground, or behind bubbles if closer to the surface. Where the original map was fully underwater, the new map shows the surface and the dock above water. The original map had ugly, ugly fish tiles swimming in rows. The new map has accurately swimming NPC fish that hold their forward direction (depending on whether they’re drawn for left or right motion) when moving vertically—this works most of the time, though the script permits timing errors, unfortunately. They also maintain casual movement until the heroes come close. Then they run (this is also temperamental). The heroes use swimming animation and move in short bursts (like performing a stroke). Like the fish, they hold their forward direction when moving up and down (changing only when the player moves them left or right). They also exhale bubbles every three moves, which float to the top. If the player doesn’t move the heroes for more than two seconds, they’ll automatically float to the top. Everything from the crate trigger on remains the same as before.

Fixed some old grammar issues (thanks to TMC).

Fixed the Powerstick Mobile parking/driving out continuity to include triggering empty space from the overgrown path. Also accounted for reloaded maps from a saved game using “Save Map State—Tiles.”

Updated Beach Dude’s walkabout graphics.

Changed the chemical healing pools’ value (in the Faberge Chemical Factory) from 2 to 7. I don’t know if I’ll keep this value, though, so test it out and let me know if the opening battles are better now, or if they’re too easy.

Fixed an annoying bug with “Save Game” options in dialogue prompts. Realized it was caused from bad choice linking. Should work like a charm now (the two places that use it).

Fixed an oversight where Mikey the Receptionist comments on the “psycho outside” if you talk to him for the first time after beating Bald Hairypit.

Fixed a new bug where Bald Hairypit’s dialogue goes screwy (was a problem with linking text boxes and playing them a second time in the script).

Fixed all continuity issues with the parking attendant and the Powerstick Mobile if the player leaves the map and comes back before the car has been driven out (in conjunction with the fix listed a few points above).

Changed Map Availability in “Pipe Tunnel” to “No.”

Set a disabling tag on the Laundromat magazine to trigger when the player opens the underground. I believe the reverse is true, as well. This will need additional testing.

The Additions:

Heroes now convert to “climbing” walkabouts when moving up and down ladders (in Coastal Run only).

The player can now find the Beach Dude’s contact lens. This will either earn the player information on how to enter the Coastal Run cave (cave to be implemented next update), or a bottle of suntan lotion if the player already has the cave key (again, to be implemented next update). In the future, this will also earn a new degree called “Haystack Sifter.”

Added a door to Rocky’s House similar to the one for the House of Sammy (which appears after Junkyard Bob returns home). This will prevent players from accessing Rocky’s Frisbee sidequest if they pass the house initially; then come back to Coastal Run much later (after rescuing the mayor of Cannonball City) with a new set of heroes who are not compatible with “Dock Dive.” Also gave the “Dock Dive” trigger a conditional to disappear once the mayor is rescued, in case the player talks to Rocky, but never takes the dive.

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Update all battle backgrounds (may initiate outside help) (long-term goal).

Fix all the bugs TMC found (long-term goal).

Two new maps to account for the Level 2 Power sidequest (one in South Drive and the other in Coastal Run) (short-term goal).

Implement the first Pilephile cutscene, to be triggered at the start of “Coastal Run” (short-term goal).

Redesign the fire elements in “Primex Ablaze” (short-term goal).

Balance all battles leading up to the fight against Cloak Combustion and Jack Ice (short-term goal).

The Bugs:

The scripts attributed to the new “Dock Dive” are still sketchy. They do the job, but they could be smoother. Fish sometimes change character sets when switching from left to right direction, but not always (“Living Fish Tank” plotscript). Heroes sometimes change direction a tile too late (in effect swimming backwards for one block). If possible, I’d like the player to have the option to break the heroes out of an upward float if he presses a directional key before they hit the top (all my attempts to make this work failed). Sometimes the swim stroke fails to “burst.”

I need the Laundromat re-tested to account for all possible player decisions. I think TMC found the last hole, which the Tag 411 fix (related to the magazine/underground bug listed in the fixes) should’ve solved, but there are so many ways to screw that area up that I can’t be sure. Please test and re-test the area to make sure every possible angle has been addressed. The player should not be able to read the magazine and go underground at the same time.

I’m attaching the file to email this week because Castle Paradox is still down as of this writing. There’s also a new text file outlining the scripts for “Dock Dive” in case anyone wants to help me smooth out the game’s presentation.

Thanks.

Week 6 (Oct. 20, 2007):

Sorry the update is so late this week. I’ve been sick for most of it, so I wasn’t in the mood to work on anything. And the job I started recently has me working Saturday nights now, so I’m probably gonna be late on most of these from here on out anyway. Enough apologies, though. Here are the updates. Sorry there isn’t very much. Whoops, there was another apology. Sorry.

The Fixes:

Animated a few coastal tiles in Coastal Run that I kept reminding myself to animate before last week’s update, but still forgot to do.

A few graphical tweaks that no one is likely to notice.

Found and fixed a small row of junkyard tiles that was supposed to be overhead pile tops, but was apparently set for ground layering.

The Additions:

New Map: Rock Garden. The new map took up most of my time this week, hence the miniscule number of fixes. It was supposed to be a throwaway map like the “Seaside Grotto,” but turned into something much bigger. There are nine new NPCs to interact with, quite a few objects (especially in the visitors’ center), and a couple puzzles (one of them in-map). The new area should add anywhere from five to ten minutes to the overall game time. The new map can be accessed from the south end of South Drive’s beach.

Added a new NPC, “Rayburn,” to the “Hitcher Highway” to compensate for one of the new object/puzzles introduced in the “Rock Garden.” For best results, return to Hitcher Highway before exploring the Rock Garden and talk to the new NPC. This will represent the actual new game sequence better.

Added a boulder in the top right corner of the “Forgotten Junkyard” to close off the last fake path in the early areas (that I can find).

New quest items: Suntan Lotion (week 5), Cave Key (week 5), Contacts (week 5), Quarter, Picnic Ticket, and Ice Pack.

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Update all battle backgrounds (may initiate outside help) (long-term goal).

Fix all the bugs TMC found (long-term goal).

Update all the walkabouts (long-term goal).

Implement an admissions gate to the “Rock Garden.” It’s supposed to be a park that charges $10 per person. Didn’t have time to implement it before this update (short-term goal).

Implement a character who jumps on the rocks. Will require some fancy scripting (long-term goal).

Design the Coastal Run cave (still unofficially titled) and implement the Level 2 Power item (short-term goal).

Create the first Pilephile cutscene (short-term goal).

Update the fire graphics in Primex (short-term goal).

Balance all battles leading to the Cloak Combustion battle (short-term goal).

The Bugs:

(For TMC)

The “Walk in Place” movetype bitset does not seem to be doing what it’s supposed to do at the moment. The Rock Garden has a picnicking couple who is sitting down, but their heads and arms are supposed to be moving. I had to change them to “Wander” and use a fake NPCs to block them in, just to get the animations working, but I thought the point of “Walk in Place” was to avoid that sort of thing. I tried it with speed 0 and speed 2. Neither works. I’ll need this bitset working when I redo the fires in Primex.

That’s all for this week.

Week 7 (Oct. 27, 2007):

The Fixes:

None

The Additions:

The “Rock Garden” now has an admissions gate. The turnstile charges ten dollars per hero to pass through.

The Needs:

See Week 6 needs.

Sorry guys, this is three days late, and with good reason:

I didn’t do much for week 7. Actually, I didn’t do anything but what you saw for the last minute Sunday release last week. So I’m just posting this so that I don’t have to double up the report next weekend.

The Coastal Run Cave will definitely be finished for week 8 as I have the general layout for it already implemented. I may hold off on releasing a new file until week 9, though, just because I want the next file update to have significant additions (and fixes).

Also, the file uploading will be less frequent during the Primex repairs, which means there probably won’t be another new file until week 12 or 13 at the earliest. So this would be a good time to take a breather from playtesting if you haven’t already.

And with that, here’s the tiny week 7 progress report:

Again, there’s no file this week.

Week 8 (Nov. 3, 2007):

Hey guys,

Several new things this week, though not too many fixes. I’ve been half-asleep all week, so I didn’t get as much done as I would’ve liked. But it is at least a significant jump over last week, so it’s all good.

Try out the new areas. I think you’ll like the cave. Or, if you want to wait one more week, I should have the last of the Coastal Run stuff finished by then.

The Fixes:

Fixed a couple glitches in enemy and hero graphics.

Changed all text starting with “Found Item” to “You found item.”

The Additions:

New Map: Coastal Run Cave. This mini-dungeon can be accessed with the “cave key” that the player recovers from the groundskeeper in the Rock Garden. Offers five treasure boxes including one containing the Level 2 Power Pill. Not yet populated with enemies.

Note: The second half of the dungeon can only be accessed if the player recovers the first CD Cover from Protester Harry.

New Item: Level 2 Power Pill. Teaches Powerstick Man the “Fizzle” technique for his “Power” submenu.

Extended the Underwater map by a few tiles to allow room for a submerged car (car only appears if player recovers the first CD Cover from Protester Harry).

Added new NPC named Bennett to South Drive.

New Item: Aura Coupon. Needed to access Aura Scent. Can be found at top of Coastal Run Cave.

New Major Item: Aura Scent Machine (or Aura Scent for short). An expensive new toy that stops random enemies from attacking the player, allowing battle-free journeys across the land! Sound too good to be true? It is; there’re a few catches: it requires an Aura Coupon in inventory to access its store listing, it requires an Aura Coupon and $10000 to buy, it requires batteries to operate, and it runs the risk of making heroes too weak to fight bosses if player abuses it. The machine will consume one battery for every minute it’s turned on. The player can also turn it on or off whenever he wants (as long as there are batteries in his inventory). This may be reduced to 30 seconds if you guys think one minute is too lenient, especially considering batteries only cost $100 each. Item can only be bought at the Creature Shop in the “Forgotten Junkyard.”

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (long-term goal).

Update all battle backgrounds (may initiate outside help) (long-term goal).

Fix all the bugs TMC found (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Create the first Pilephile cutscene (short-term goal).

Update the fire graphics in Primex (short-term goal).

Create battles for Coastal Run Cave (short-term goal).

Balance all battles leading to the Cloak Combustion battle (short-term goal).

The Bugs:

There’s a slight chance the Aura Scent could break cutscenes. It works on a timer that resets every minute, as long as the player has at least one battery in his inventory. Once the timer expires on the last battery, a dialogue box informs the player that the machine is out of power. If in the off chance the timer expires during a cutscene, it might interrupt the drama. I haven’t tested it, nor do I know if text boxes on timers will interrupt those that are already scripted, but the risk is there.

TMC, if there’s an easy solution to avoid this (without doing away with the text box), please let me know. One thing I think might be good for situations like these is the ability to check whether a player is suspended.

Let me know if you find any other bugs from the last three weeks of updates.

Try the new map, guys.

Week 9 (Nov. 10, 2007):

Hey Guys,

Looks like the last bits of the game’s first act are nearing completion. One more week should finish it. If you’ve been holding off playtesting for awhile, this would be a good week to start again, as I want to stomp all the bugs we can find prior to entering Primex this coming week.

And you may notice a couple of my long-term goals became short-term goals this week. That should be fun.

The Fixes:

Fixed the Creature Inn script in the “Forgotten Junkyard.” Heroes now walk where they’re supposed to go.

Improved the fire sprites in “Burning Primex.”

The Additions:

Added five more sets of dialogue for the Picnic Lovers in “Rock Garden.” Now the guy and the girl have nine starting points each.

Added the first Pilephile cutscene. Sequence is triggered a few tiles east of the “Coastal Run” entrance. Takes about three minutes to watch. Turn off Aura Scent before triggering this sequence; I will error-proof it next week.

Added a passing helicopter to “South Drive” to fly by shortly after entering from the junkyard. Ties in with the Pilephile cutscene.

The Needs:

Reset all textbox positions to “3.” As of now, some of the older boxes are still positioned at “0” (short-term goal).

Update all battle backgrounds (may initiate outside help) (long-term goal).

Fix all the bugs TMC found (short-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Create battles for Coastal Run Cave (short-term goal).

Balance all battles leading to the Cloak Combustion battle (short-term goal).

Implement the “suspend player” blocker for the Aura Scent to prevent it from interrupting cutscenes (short-term goal).

The Bugs:

The Pilephile cutscene occasionally crashes. I don’t know what’s causing it, but I suspect it has something to do with time, as nothing in the script should be causing it. Plus, under no visible condition does it choose to crash—it only does it some of the time. I seem to have more luck avoiding the crash when I load my game from a different spot. But who knows what’s really causing it? The Factory cutscene had the same problem for awhile, but the solution seemed to fall within scripting the proper boundaries. That doesn’t apply this time. It’s a tricky one.

My advice: try walking into “Coastal Run” at different times and see if it makes a difference. If it does, then the clock might be where the bug is living. Also, I seem to be the only person experiencing this crash. It may not even show up for you.

Note: Next week will be “catch up” week. I’ll be working on bug fixes mostly. I’ll start working on Primex the following week.

Week 10 (Nov. 17, 2007):

A lot of bugs and two long-term goals were fixed this week. Only the battle fixes remain; then I can start tackling that beast called Primex.

Also, I added the official readme.txt to the new file. This will update occasionally.

Also, from now on, thanks to my work schedule, even though the updates will still display the Saturday dates, I’m probably not going to update until Sunday.

The Fixes:

Re-tweaked the “Serenade” script using TMC’s improved waitsecs counter command. It should be synchronized for everyone now. Test, test, test!

Fixed the Aura Scent so it doesn’t show the “out of batteries” alert during scripts using the “suspend player” command (especially cutscenes).

Reset all text boxes (except specially positioned boxes) to position “3.” Finally.

Rewrote the Junkyard Bob addition to party sequence. Junkyard Bob and Dumpy now join through plotscripting, which means the annoying “Double Bob” is gone. They also walk into position before joining.

Fixed the pre-Vogue camera skipping in the junk heap. Also re-synced the beginning of the guitar riff with TMC’s waitsecs command.

Fixed the problem with the extra Remote given to Powerstick Man after the Vogue guitar battle. Now, instead of the Mythical Creature just handing you the Remote, giving you the chance to own two of them, you have to select it from the shop. It’s still free.

Altered the post-Trafalgar Square dialogue with the Mythical Creature to play out according to whether he mentions the “Creature Signal” or not.

Other dialogue fixes here and there.

Fixed the bug where the Shadow Boss reappears if the player unequips the flashlight after defeating him. Also turned him into a Transformer, so now he has a cooler exit than just simply disappearing when you beat him. 

The NPCs blocking the exit from the basement into Sammy’s living room (triggered only if the player leaves before defeating the shadows) are now set for “Step On” rather than “Use.”

Changed the nature of King Likimah’s fallen statue head from maptile to NPC, as the maptile wasn’t saving after reload.

Cleaned up the graphic for Bennett in “South Drive.” Resembles the design I want to try implementing in other NPCs past and present.

Updated the battle graphics for “Cloak Combustion” (Jack Ice didn’t need fixing).

Redrew/enhanced most of the early level attack graphics. Standard attacks are bloodier and elemental attacks (especially fire) are more menacing.

The Additions:

None this week.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the battles leading up to the Cloak Combustion and Jack Ice fight (short-term goal).

Start fixing Primex (short-term goal).

The Bugs:

I tried to make an alternative version of the Remote item available at the Creature Shop for a price in case the player decides to pay the Mythical Creature rather than battle him, but the price keeps defaulting back to zero (the standard item price) whenever I exit to anything else. In other words, shops aren’t saving the shop-specific values.

I know this bug (Bug 473) is fixed in the nightlies, but I’m gonna wait until the next stable version to take advantage of it. For now, I’ll just have to remember that the Remote still needs alternative availability. Consider this bug unfixed until Voxhumana or the next series of release candidates begin.

And that’s it. I tried uploading the file to the Castle Paradox three different times, but I’m still getting time-out errors (probably an AOL thing as AOL sucks), so I gotta email this one again. Sorry.

Also, I may hold off uploading new files during the reconstruction of Primex. I’ll upload the version with all the battle fixes (probably next weekend), but that’ll probably be it for a few weeks. This isn’t definite, though.

If you playtest this week, let me know if the bugfixes worked, or if I created new bugs in the process.

Week 11 (Nov. 24, 2007):

Took the week off. No update.

Week 12 (Dec. 1, 2007):

Hey guys, I have another update here. I’ve been busy, busy, busy with other things the last couple weeks, so the Week 11-12 update is small. But I do have some new enemies to show you, so it all works.

The Fixes:

Tweaked the stats and rewards for all enemies leading up to the Cloak Combustion and Jack Ice battle. The rewards are stingier, but the enemies should be better balanced. I’m including a stat chart with this update so everyone has a chance to play with the battle numbers. Feel free to mess around with enemy stats, attacks, etc. until the balance is near perfect.

Tweaked some of the armor and weapon bonuses to prevent one side from slaughtering the other. Again, feel free to play with the numbers until everything fits.

Re-edited Cloak Combustion and Jack Ice’s battle graphics. Wasn’t happy with the last edit.

Fixed “Primex Ablaze” so that the town is already burning when Powerstick Man shows up, instead of displaying that one-tile skip.

Fixed the sequence leading to the Cloak Combustion / Jack Ice fight. No one’s frozen anymore, nor does Powerstick Man move in a “wide arc” when approaching them.

Changed the sequential nature of the comic backdrop cutscene in the intro (where Jimmy falls into the vat) from plotscript progression to internal progression. This should eliminate that annoying one-tick skip between frames that allowed for a brief glimpse of the map, giving the playback now a seamless presentation.

Started the exterior graphical update for the Green Light and Blue Light districts in Primex. Will try to finish for the next update.

Some dialogue fixes from Faberge Chemical Factory to the Cloak Combustion fight.

The Additions:

Populated the “Coastal Run Cave” with new enemies: “Sigma Centipede,” “Violent Impede,” and “Finger Lichen.” These little critters are nasty, so go in well protected.

New Item: Lottery Ticket. Now that money is scarcer in the field, thanks to the redistribution of enemy rewards, the player can now try to make an extra buck through the game of chance. But be warned: the eyes in the sky will be watching how much money Powerstick Man spends on the lottery. He’ll get a negative award at the ceremony called “Welfare Hunter” if he blows too much on it (more than $1000). The item can be bought at several town shops specializing in items sales. Press “T” to see how many tickets you scratched off; “L” to see how much money you spent on them. They’re $20 each.

Note: The “key is pressed” value displays are temporary. They will be removed after this update.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Finish updating exterior graphics for Primex (all districts) (short-term goal).

Add bus stop and implement bus pass for Primex (short-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Redesign the Primex Hotel’s interior (short-term goal).

The Bugs:

As of now, the total number of lottery tickets the player buys is counted by how many times the player “scratches one off,” not how many times it’s actually bought. I tried using a timing script that checks how many tickets are in the inventory at a given time, checks how many are in the inventory ten ticks later, and subtracts one from the other, adding the result to a global variable, but decided there were too many ways for this method to fail. If there’s an easier way to do this, or if there’s a possibility of adding plotscripts and global variables to shop items, please let me know. The script for the lottery ticket is at the bottom of the plotscript file.

TMC, the lottery ticket got me thinking about a couple features that would help item customization. If any of these are possible already, let me know:

1. A string that reports a numeric value (specifically, whatever is written to a local variable). None of the strings in the plotscript dictionary appear to allow this, but I could’ve glossed something over. Let me know if this is available, as I wanted this for the lottery ticket dialogue.

2. Items that trigger plotscripts without dialogue. I’ll put this into Bugzilla eventually, but just giving you the head’s up that this will be very helpful in the future.

3. The ability to manipulate shops through plotscript: see above comments.

That’s it for this week. Updates are probably gonna be small during the holidays as my job is raping my free time at the moment. If I miss a week (like I did for week 11), just assume I’ll get back on track after Christmas. For now, it’s gonna be tough to keep a decent pace going here.

Also, I’ll be including the progress report journal into the file from now on so we can keep a running tab on progress since this all began.

I’ll try to upload a new file to Castle Paradox later this week, but I’m tired of the time-outs, so I’m just gonna email this one to save me the extra hassle.

Enjoy the new update.

Week 13 (December 8, 2007):

This week is a small addition week, but a decent-sized repair week. All four districts of Primex are now modified with layered exteriors and moderate graphic enhancements. There are still a few scenery items left to build for the outdoor areas, but so far everything is looking pretty good. Read on for the breakdown of things.

The Fixes:

Changed the dog movetypes to “Wander” in three of the four Primex districts.

Removed the flame sprites from the trees in the Green Light District.

Finished updating the exterior graphics for the Green Light District (including the tileset switch that happens in back of the mall).

Finished updating the exterior graphics for the Blue Light District.

The Bus Pass to Primex is now fully operational. Can only be activated near highways (approximately within 8-10 tiles).

Removed “show value” from the lottery tickets.

Updated the exterior graphics for the Yellow Light District.

Fully implemented bus routes to include passes to Sandy Smack Island, Cannonball City: Business District, and the Faberge Chemical Factory / Bog of Volatility junction. Taking a bus more than 12 times will eventually award a degree called “Evading the Marathon.”

Slight update to the Cloak Combustion pre-fight cutscene.

Updated the exterior graphics for the Red Light District.

Changed directional attributes for two Yellow Light NPCs.

The Additions:

New Item: Bus Pass #4. The hero can now take the bus to Hitcher Highway, just outside the  Faberge Parking Lot. Fully implemented. Can be bought at “Zippy’s Junk” in Primex: Green Light.

New Enemy Attack: Steam Bath. Cloak Combustion and Jack Ice have a joint attack in which Jack Ice creates an iceberg with a snowball (hitting an invisible trigger) and Cloak Combustion breaks it with a fireball, causing it to transform into a deadly ball of steam. This new attack is actually very buggy at the moment and doesn’t work entirely as intended. I’m leaving it in as a placeholder for now, but it relies heavily on untargetable slots, and right now those are only working in Voxhumana. Unfortunately, I can’t test it in Vox since the game keeps crashing at the start of the fight. Even still, the attack needs a specific condition of Cloak Combustion hitting the iceberg with a fireball for it to look right and as of now I can’t predict that will happen before the iceberg explodes. If you guys have a chance to test this and play around with it, please do.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Redesign the Primex Hotel’s interior (short-term goal).

The Bugs:

(The following passage is cut, pasted, and trimmed from a bug report I tried emailing James last night. This covers the extent of this week’s bugs.)

I’m not sure if the engine is giving me problems or if my system is just overcrowded with garbage, but I’m experiencing yet another crash cycle...

The problem now is that certain fight formation triggers are crashing the game in the Voxhumana RC (and current nightly). I only had one random attack crash it (on the map called “South Drive”), but a boss fight in the town (Primex) is crashing consistently as the screen fades in for the battle.

This doesn’t happen in Ubersetzung, so it’s definitely a new bug.

I’m including a save file for you to access the boss fight that consistently crashes. So far, this is the only fight formation crashing the system.

Highlight the 3hr 9min save spot and keep walking right until you reach the battle. You’ll go through a short cutscene before the fight starts.

One thing to consider: I tried adding a new attack to the fight formation tonight (the one I outlined in Bug 532—or one of those in that set) and activated the Cannot Target Enemy Slot bitsets. I don’t think this is the cause, as the random fight that crashed the game doesn’t have bitsets like this, but it’s something to consider nonetheless.

Oh, also, the fight originally triggered through a text box. But suspicious of that being the culprit, I changed it to trigger in the plotscript (“Fire and Ice”). It crashes in both instances.

Lastly, I don’t know if this is a bug or a scripting error on my part (which is why I won’t put it on Bugzilla unless it’s truly a bug), but is there a problem with teleporting heroes into a map with an autorun script and setting their positions accurately?

I have a new item called “Bus Pass” which calls a cutscene that goes through the usual fades, backdrops, and hero displacements common with such presentations. It works fine for most areas, dropping the hero off where he’s supposed to go at the end of the script. But I was having a problem getting the Bus to Primex to work right during the fire sequence in Primex. The player could activate the pass, watch the screen fade out, and then nothing. The music started up, but nothing beyond that. After taking out the fades I discovered that the heroes weren’t being positioned where the script was calling them to stand. And this only happened while the “Primex Ablaze” autorun script was being triggered. Once the fire goes out, the Bus Pass worked fine.

I ended up blocking the player’s ability to take a bus to Primex while it’s still on fire to avoid this hangup, but I didn’t really want to.

I think it has to be a scripting error on my part (or a conflict in HSPEAK) because Bus Pass #4 (bought in the same store as Bus Pass #1—Zippy’s Junk) also drops the player onto an autorun map (the ancient vehicle placement memory trick) and I’m not getting that problem there.

The scripts involved in this matter are called “Primex Ablaze,” “Pass to Primex,” and “Escape to Faberge.” The first is relatively near the beginning of the plotscript file, the second in the middle (almost dead center), and the third is at the very end.

Keep in mind, the heroes are stuck in the 0,0 position if the game allows for Bus Pass #1 to be used while the town is still burning. If you look at it (or test it), you’ll have to remove the (checktag (98)) conditional in “Primex Ablaze” first, as that’s the tag that turns off the fire.

As usual, I appreciate any answers or words of advice in these matters.

(End copy/pasted/modified version of last nights bug report.)

If any of you guys have answers, too, let me know. 

And about the new Cloak Combustion / Jack Ice attack (“Steam Bath”): Do any of the existing bitsets allow this behavior to happen correctly? Is there anything currently implemented that would allow it to run smoothly? Let me know if you have ideas.

Thanks.

Week 14 (December 15, 2007):

This week’s update is a transitional one: I’m actually in the middle of a reconstruction project in Primex, so there’s an incomplete area at the moment (inaccessible). Everything else is the usual madness. File should be available in the usual place.

The Fixes:

Updated some walkabout graphics, including Powerstick Man’s main graphic. Let me know if it’s better or worse.

Fixed the entrance to Funky Fresh Shop. Now opens using tile animation. Tree switch can be reused if needed (will probably change by next week).

Improved the town’s scenery. Among everything else, there are now leaves and branches scattered near border woods and oak trees in three of the four districts.

Began a massive reconstruction of the Primex Hotel. Still inaccessible, but you can get an early preview in Custom (Map 61). Should be finished for the next update.

The Additions:

New Item: iPod. Tired of listening to the same boring map music? Put on your MP3 player and listen to something else. Works best in towns (or wherever enemies refuse to attack). Can be purchased at “Zippy’s Junk” (will probably be moved to “Blinky’s Electronics” in the Red Light District after I edit the interiors).

Note: I may turn this into an Easter Egg item considering its ability to break the game’s soundtrack.

New NPC: Archer. Unlike any NPC you’re likely to find in an OHR game. Meet this character in the northwest corner of the Blue Light District (near Junkyard Bob’s house) to see how different he is from the rest the crowd.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Finish redesigning and populating the Primex Hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

The new iPod item is sketchy at best. I still need to plotscript the safety nets for getting it to work right, but in the end I’ll probably make this an Easter Egg just so there isn’t any hassle later on.

Have a good week.

Week 15 (December 22, 2007):

Another slow one—mostly a connect-the-dots kind of week. Probably a good week to do something other than playtest.

For the next four or five weeks I’ll be putting more concentration into my other writing projects (as I have slacked on those the last couple months), so expect small updates throughout January. Also, I’ll be out of town next weekend, so I’ll likely combine weeks 16 and 17 as one report.

The Fixes:

Fixed a small glitch involving the “Archer” script’s map recognition. Everything works fine now.

Finished all but two areas of the Hotel Primex. The old interior is now obsolete with the new interior now accessible. Still needs additional NPCs and scenery triggers.

Updated the inn script for the hotel.

Updated a few walkabout graphic sets including the main walkabout for Junkyard Bob, the main walkabout for Cloak Combustion (not including his flame throwing animation), wooden signs, and one of the generic female sets.

The Additions:

New NPC in the Hotel Primex: Concierge.

New Item: Webcam. Will be used for a quest way down the road. Can be found in the hotel.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Add two more areas (Swimming Area and Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

There are still a few lingering bugs from the last couple weeks that I didn’t make the time to fix. There is also a new bug involving elevator doors and the propensity to stay open if the player walks on one of the NPC door triggers (for the stairwell) rather than taking a normal door. I’ll probably fix this by adding an additional “write map block” to the stairwell door triggers.

And that’s it. Enjoy the holidays.

Week 16 (Dec. 29, 2007):

The Fixes:

Activated “Do not show spell lists when empty” for all heroes. Now Dumpy’s “Relief” attack won’t show until after he drinks from the dog bowl.

Fixed an issue with Rayburn (Hitcher Highway) repeating his ultimatum after giving him the quarter.

Switched the movetype of two “Avoid You” dogs in Forgotten Junkyard to “Wander.” This should prevent potential exit blockages from happening.

Fixed some graphical glitches in “Seaside Grotto.”

Fixed a broken choice command in the “House of Sammy.” Now choices reset to allow for future opportunities to activate the quest if the player chooses “No” initially. Also fixed the response to account for whether Powerstick Man looks at the trapdoor first.

Sammy now walks to the trapdoor regardless of whether the player says “Yes” initially or “Yes” after first saying “No.”

Issued a “Suspend NPC” command to the admissions gate plotscript in “Rock Garden” to prevent blocked NPCs from escaping their boxes when the “Suspend Obstruction” command is thrown.

Fixed an inconsistency with the Groundskeeper of the Rock Garden’s walkabout picture.

Fixed the “Playing Frisbee” script to delete the Frisbee from inventory after it flies back into the ocean.

Compensated for the possibility of dropping the Frisbee before returning to Rocky’s house to deliver it. Rocky now gets mad if Powerstick Man loses the object prior to playing the game.

Changed the nature of positioning heroes on the dock prior to initiating “Dock Dive.” There’s no longer a chance of them walking onto the ocean without immediately plunging in.

Fixed the locked door in Coastal Run Cave to stay open even after the player leaves the cave.

Some dialogue fixes throughout the first act.

The Additions:

Some NPCs (Mark and Mayor Simmons) and scenery triggers in the Hotel Primex.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Add two more areas (Swimming Area and Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

Still have to fix the elevators. It’s been a slow week.

Week 17 (January 5, 2008):

The Fixes:

Updated the placeholder graphics for Mark and the mayor in the Hotel Primex.

The mayor now smokes. Hang out in his room for a couple minutes to watch him act like a real smoker.

Moved Rocky to the couch in the hotel lobby.

The Additions:

The hotel now has a housekeeper. Like the mayor (and Archer in the Blue Light district), she’ll automate her duties, scrubbing cabinets and emptying the trash when she’s close to said objects.

A photo album on the check-in counter shows pictures of the old hotel design.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Begin separating the conjoined interior maps of Primex (short-term goal).

Add two more areas (Swimming Area and Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

Elevators, iPod, you name it, it still needs fixing.

The update slowness will probably continue throughout most of January, since I’m trying to get my short stories ready for magazine publication this month. I’m still committed to spending at least one day a week on the game throughout the month, though, so no worries about seeing some changes each week.

Week 18 (Jan. 12, 2008):

The Fixes:

Finished the walkabout set of the housekeeper taking out the trash. Doesn’t accidentally go invisible anymore.

Put “No Smoking” signs around the Hotel Primex interior.

Fixed the annoying overlay sections of the emergency stairwell.

Began the separation process of the Primex interiors.

The Additions:

Finally added the pool area to the Hotel Primex. Though there is still more work to be done with props and automations, Powerstick Man can at least turn the showers on and off. I’ll probably require this before he can enter the pool.

Added two NPCs: Udo and Melissa. They start in the pool area, but Udo will probably be a hotel traveler in the coming weeks (meaning he’ll move from room to room). Both use placeholder walkabouts that’ll probably change in the next week or two.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Finish separating and updating the conjoined interior maps of Primex (short-term goal).

Add one more area (Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Implement additional props in pool area (short-term goal).

Automate additional NPCs in hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

The CUSTOM editor is having a hard time loading all the appropriate tiles when I switch between tilesets. The game displays them as intended, though.

Not a bug, but a precaution to watch out for: when using animation tiles from two different tilesets in the same map, there’s a risk that universal animating (Ctrl+1) will animate the wrong tiles. I had to fix a few corrupted tiles on the normal hotel floors after I animated the pool (which didn’t differentiate between tilesets). This could be especially painful if two areas on two different tilesets share the same position in the animation range—assuming there are too many to animate by hand. Probably not worth mentioning on Bugzilla, as it’s not a bug, but definitely something to consider if the manipulation of tilesets can be improved. 

Week 19 (January 19, 2008):

Here we go again. Big load off my shoulders this week.

Major fix this week that’s been seven and a half years in the making. Details below.

The Fixes:

Blue Light interiors redesigned. Maptiles have been given a total overhaul. Living rooms, kitchens, bathrooms, and bedrooms are finally nice to look at.

Green Light interiors redesigned. Like the Blue Light district, all the shop tiles have been given a graphical overhaul.

Used a number of “current map” checks and a “reset map state” function to fix the problem with the “Archer” script writing inappropriate map tiles to the wrong maps. It’s not quite 100%, but it’s good enough to warrant me calling it fixed. 

The Seven-and-a-Half-Year Fix: Shop counters now have a hidden NPC separating the player from the shopkeeper. This means that Powerstick Man can finally, finally talk to the shopkeeper without walking onto the counter. This bug has been driving me up the wall since the day I drew the stupid thing. This is the reason I’ve wanted to split the maps for so long. Now it’s done (well, there’s still the Red Light stuff to fix, but that’ll come soon).

The snack vending machine inside the Beach Lounge in Primex Green Light now works.

Televisions in the Hotel Primex, Green Light and Blue Light districts now work on an automated channel system. Powerstick Man now gives one of nine random comments, depending on how long he’s been standing in front of the TV. Hero position will be considered for ten seconds before resetting. If the player activates the same television before the ten-second interval expires, the game will assume Powerstick Man is watching the same channel, and thus he’ll say the same thing upon activation. However, if he moves to the next television, or waits ten seconds before checking it again, the random comment generator will start fresh and he’ll say something new. I’ll be doing this for each town.

Updated the graphics for sofas. The backsides now look like they have tops.

Filled in the blank frames in Archer’s walkabout set to account for instances when the player may try talking to him while he’s walking toward (or away from) the bull’s eye.

The Additions:

Added new scenery triggers to various interior Blue Light objects. Players can now activate comments toward bookshelves, computers, magazines, bathroom vents and statues. A few other instance-specific triggers can be found inside houses, too. I’ll retrofit old areas to allow these additional triggers later.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Finish separating and updating the conjoined interior maps of Primex (short-term goal).

Add one more area (Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Implement additional props in pool area (short-term goal).

Automate additional NPCs in hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

The Bugs:

The issue I addressed on Bugzilla about animating maptiles in the wrong map applies to the “Archer” script. If you feel the need to look it over, that’s the script you’re looking for. “Reset Map State” was the best fix for it.

And that covers this week’s update. I know I’m blitzing Primex at the moment, and with it I’m sacrificing much of the control I had over earlier areas (concentrating on all aspects of an acute spot, rather than spreading myself around like I’m doing here). But I think I’ll have most of Primex up-to-date by the end of Week 21, so I’ll have a chance to go back and fill in the gaps after that. I’ll keep you posted on when it’s a good time to actually test the whole town.

I’ll send the file either later this weekend or when Week 20’s update is posted. It’ll depend on my ability to upload to Castle Paradox without suffering the usual timeout errors.

Week 20 (January 26, 2008):

With this update, I’m almost finished with Primex. Just need to add some characters, scenery triggers to Red Light interiors, automations, and various graphic adjustments to call this one complete. Probably by the end of Week 22.

The Fixes:

Adjusted the item prices for the “Hot Stuff” shop to half their normal cost (which was how they used to be long ago), thanks to Voxhumana’s shop fix.

Yellow Light interiors redesigned. All houses and shops look better now.

Updated Powerstick Man’s homecoming to account for a few scenery changes.

Readjusted the victory music settings for the “Forgotten Junkyard” to account for the Voxhumana fix (untested).

Updated the graphical design of the beach umbrellas in the lower Primex areas.

Some graphic updates to Powerstick Man’s battle sprites.

Red Light interiors redesigned. All of Primex (from a tile standpoint) has now been fixed. This includes the issues with Powerstick Man walking onto the counters. I can breathe now.

Fixed the price on Dog Bowls.

Implemented a new set of channels for the televisions of Upper Primex. The television in McFly’s has its own channel.

Fixed the “Toilet Reveal” script for the Blue Light indoors. The vent doesn’t look so ridiculous prior to flinging upward (though it still looks a bit ridiculous in the aftermath, but I’m not gonna worry about it). The script now works in conjunction with a new script called “Blue Water Closet.”

Some dialogue fixes.

Changed the wallmaps in the Blue Light bathrooms to allow closer movement toward sinks and toilets.

Updated the trigger method for Screamy’s bed. It’s less itchy now.

The Additions:

Added scenery triggers to the Yellow Light indoors. Bookshelves, computers, and desk magazines can now be activated. 

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Add one more area (Restaurant) to the Hotel Primex and finish populating it (short-term goal).

Implement additional props in pool area (short-term goal).

Automate additional NPCs in hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

Fix misplaced scenery triggers (some of the Blue Light interior triggers are mixed up) (short-term goal).

Finish updating Primex (short-term goal).

The Bugs:

Some of the scenery trigger dialogues are attached to the wrong houses. I have to go back through and nitpick for the appropriate responses next week.

Week 21 (February 2, 2008):

With this update, Primex is nearly finished. I just have to toss in a couple more NPCs, finish automating the people in the hotel, a little bit of this, a little bit of that, and then we can all move on to new areas. I expect to be out of Primex, minus the occasional graphical adjustments, by the end of Week 23. Until then, here we go with more madness.

The Fixes:

Some dialogue fixes.

Rearranged object triggers in the Blue Light interiors to better reflect the people living in the houses.

Updated the walkabout pictures for Dr. Smack’s office plant (the one that drops the car keys), Mikey, Cloak Combustion’s fire attack graphic, the icebergs, the Primex firefighters, the female scientists, Miss Faberge, factory tour guide, Jackson, Sewer Thief, Powerstick Man’s climbing graphics, Powerstick Man’s boulder pushing graphics, Jake, the Trafalgar Square, Max Powers, and the mopping scientist.

Changed the appearance of the break table tiles in the Faberge Chemical Factory.

Extended the vertical length of the Factory map to allow more camera room at the doors of the side rooms.

Fixed the Primex shoreline to be less straight-edged by the sidewalks.

Adjusted the “Fire and Ice” script to center the camera on the action, rather than on Powerstick Man. This eliminates that slight detachment from having the enemies standing too far to the right.

The Additions:

Added scenery triggers to the Red Light interiors. Now computers, bookshelves, and magazines can be activated. Cinema Land Video is also stocked full of video titles now.

Added additional scenery triggers to the Faberge Chemical Factory. Player can now read computers (unveiling a little more of the master background plot).

Added Julie’s stereo to the list of activated triggers in the Yellow Light interiors.

Player can now listen to Powerstick Man’s stereo. Uses the same song list as the MP3 Player.

Added scenery triggers to the bookshelves in the Guard Hut basement.

Added scenery triggers to the Hotel Primex. Players can now activate bookshelves, computers, and magazines.

Added a prevention trigger in “Isolation Beach” to keep Powerstick Man from moving on until he goes home first (and initiates the next act). Don’t use this yet, though, as a bug is causing it to freeze the game.

Built the restaurant inside the Hotel Primex. Added scenery triggers, a host and bartender. Also experimented with menus. Right now I have a rudimentary choice menu for ordering cocktails at the bar (no charge yet). Though they only trigger comments for now, I’ll be attempting to implement temporary status effects through them. I’ll do the same with the host stand (which will initiate a cut scene showing Powerstick Man and his battle party sitting down for a meal). Should be finished by next weekend. I’m also including a new Word document showing my plans for custom menus with this update. Right now it just has the cocktail items, but I’ll update this as I make more things.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Implement additional props in pool area (short-term goal).

Fully implement restaurant menus (short-term goal).

Automate additional NPCs in hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

Finish updating Primex (short-term goal).

The Bugs:

There’s a serious bug involving player-triggered scripts colliding with map autorun scripts. James and TMC have a separate file bug report, but this bug affects Powerstick Man’s gameplay should the player try to leave Primex (to the east) before meeting two conditions. If the player fails to drop off Junkyard Bob at home before heading east, Bob will make a comment and the game will send Powerstick Man back to Primex. Doing this, however, will cause the game to freeze. The same will happen if the player tries to head east before sending Powerstick Man to his own house. This is a major glitch that needs to be fixed ASAP. Until it’s fixed, don’t head east of Primex Blue Light until both Junkyard Bob and Powerstick Man have arrived at their respective homes.

And that concludes this update.

Week 22 (February 9, 2008):

The Fixes:

Updated the scripts “A Bob Too Far” and “Missing Homecoming” to turn off “Archer” until they’re finished. This means the player can leave Primex to the east before dropping off Junkyard Bob or sending Powerstick Man home without worrying about script freezing.

The Additions:

Finished implementing the props around the hotel pool area. This means Powerstick Man can now go swimming. He can access the pool from the diving board or the ladder and can exit the pool from the ladder or the shallow end steps. To get into the pool, he must first change his clothes in one of the changing booths in the upper right corner of the area; then he must rinse off in one of the showers in the upper left. Only then can he enter the pool. He must also change back into his superhero clothes before he can leave the pool area. There’s a good chance I’ll be using the pool as a means to build Powerstick Man’s strength stats later. I don’t know yet if this will apply to other heroes, though.

Finished the Cocktail Menu in the hotel restaurant. The hero can now choose (or reject) one of five different cocktails to manipulate a target stat. Pina Coladas allow Powerstick Man to flirt with various female NPCs (this will take longer to implement as it’ll require many new dialogue blocks that I’m unlikely to finish any time soon, and is at present the only drink unimplemented). Grasshoppers increase Powerstick Man’s agility by 50 points, making it near impossible for early enemies to target him. Long Island Iced Teas (the most expensive drink on the menu) increase Powerstick Man’s defense by 200 points, making him invincible to all enemies. Margaritas increase his walking speed to 5, allowing him to traverse the countryside faster. Mai Tais teach Powerstick Man a certain fire attack, depending on drink familiarity. The effects of all cocktails wear off after five minutes (this number may decrease to three if I think the player’s getting a huge break come boss battles—the combination of cocktails and bus passes will certainly compromise the challenge if the effects last too long), and the bartender will only sell Powerstick Man one drink at a time, refusing to sell him another until the effects of the last drink wear off.

Note: The Mai Tai is the only drink that carries a cumulative effect. The first five drinks will only give Powerstick Man access to Cloak Combustion’s “Spitfire” attack, but drinks six through twelve will give him “Pyroball,” thirteen through twenty will give him “Fire Rain,” and everything above twenty will give him “Lava Wave.” Each upgraded attack will also allow Powerstick Man access to the lower level attack, so “Spitfire” will always be available after Powerstick Man drinks a Mai Tai. Also, if Powerstick Man drinks more than thirty Mai Tais throughout the game, he’ll gain permanent access to the four fire attacks. To access the fire attacks you’ll have to start the game over.

Implemented the Restaurant Menu. The restaurant acts as a “super inn.” Not only does it restore your party’s HP and PP, but also allows them to increase a number of stats depending on how many dishes they order. To activate, talk to the host from the south side of the podium.

Note: Unlike the Cocktail Menu, this menu affects everyone currently in the party. This also means you’ll be paying for everyone in the party. As the average dish costs about $300, this feature can add up very quickly. Also, unlike the Cocktail Menu, you can order as many dishes in one sitting as you want (providing you can afford the steep price).

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Automate additional NPCs in hotel (short-term goal).

Bugfix redesigned areas (short-term goal).

Finish updating Primex (short-term goal).

The Bugs:

I had a problem with Powerstick Man getting four times the stat value as the other heroes in the restaurant, but James figured out that my script was adding bonuses to the leader for every instance that (-1) was found in “find hero.” So it’s fixed.

Week 23 (February 16, 2008):

Major update this week. I spent the last two weeks implementing a new system for stat gaining that you guys should find pretty cool. I’ll explain more in the progress report, but keep in mind that you’ll have to start the game over to see them in action.

Also, as I’ve been promising, this week marks the next big call to playtesting, so if you’ve been slacking for the last five months, this is the time to play the next round.

The Fixes:

Finished animating the restaurant sequence (after several major interruptions last week). Accounts for all six implemented heroes.

Updated the walkabout graphics for Brut Man/Stacklash, Speedstick Man/Rapid Pestilence, and Ban Man/Mythical Creature.

Changed the Main Menu’s color scheme to black to keep continuity with everything else.

Updated the walkabout picture for the default T-shirt redheaded guy (most prominent in “Hitcher Highway” and the “Forgotten Junkyard”) and the green security guard.

Updated the counter graphic in Funky Fresh Boy’s shop.

Made one more adjustment to “Fire and Ice.” I should be finished with this now.

Fixed “Ralph’s Story” so that Ralph walks around the bushes before entering the house.

Fixed the price of Remotes at “Radio Stop.”

Altered some of the scripting for the automated characters in the Hotel Primex to compensate for potential multiple script triggers. I put everyone on a timer now to prevent endless loops from cutting off another character. Test the outdoor areas to make sure the timers are turning off when Powerstick Man leaves the hotel.

Implemented interactive NPCs for Junkyard Bob and Dumpy in Powerstick Man’s house during the stereo sequence should the player go there before going to Bob’s house.

Fixed the “Bakery Bouncer” scripts to reset the bouncer’s position should Powerstick Man return with his ID after the bouncer blocks him. (I did not fix his lack of speech pre-identification sequence, though. See the Bugs section for details.)

Adjusted the Hotel Primex Inn script to skip the extra camera pans if Powerstick Man is by himself or with just one additional hero.

Deleted the healing pools at the start of the Faberge Chemical Factory. See the Additions section for details.

The Additions:

New Gameplay Function: Added a field stat counter to record various actions that happen in the field.

This is how it works: the game now implements a Jagged Alliance 2 system where heroes can gain stat increases by doing certain things in the field. For example, if Powerstick Man changes direction while walking, he’ll gain a point toward his agility counter. When his agility counter reaches 1000, he’ll gain a stat increase in agility (+2). If he has other heroes trailing behind him, they’ll get points toward their own agility counters. Listed below are the three affected stats and the places where they can be manipulated:

Strength: Swimming and climbing ladders. Brut Man (or Stacklash, as I’ll probably call him before this game is finished) gains 3 strength points instead of the standard 2 when the strength field counter reaches 1000. Right now, only Powerstick Man can swim in the hotel pool, but he, Junkyard Bob, and Dumpy can acquire strength field points when swimming underwater from “Dock Dive.” I will most likely allow everyone to swim in the hotel pool before the game is released.

Agility: Changing direction while walking. Dumpy and Speedstick Man (Rapid Pestilence in the future) gain 3 agility points instead of 2 when their agility field counters reach 1000.

Defense: Any time a hero takes damage, in battle or on the field. Junkyard Bob and Ban Man (Mythical Creature) gain 3 defense points instead of 2 when their defense counters reach 1000. Right now, heroes only gain 1 point from battles, but this will change when timed scripts can be launched during fight scenes (hopefully before release). Walking through harm tiles and drinking hot water fountains (and taking Archer’s arrow to the head) can increase this stat counter faster for the time being.

Added a “Field Stat Menu” that allows the player to check how close he is to reaching 1000 toward the three stats. Call it up by pressing Number Pad “5.” Menu should only list the heroes that are currently in the party. Can be sketchy. If it doesn’t work right away, keep trying.

Note: the Field Stat Menu, the agility counter, and the defense counter are launched at the start of the game, so you’ll have to start from the beginning to get these working.

Added new NPCs: Mater and Anderson to the Primex Yellow Light district indoors. Mater watches TV in the store with the fledgling business. Anderson is the Easter Egg character that sells the iPod. To get Anderson to show up, you have to read all the computers, bookshelves, etc. in Primex, including the hotel, and then return to the shop with the child shopkeeper to find him.

Note: The iPod is no longer available at Zippy’s Junk store.

Added some vending machines to the Hotel Primex.

Added NPC: Buford, Hotel Security to the Hotel Primex. Wanders around most of the hotel. If you hang out long enough, you’ll see him change rooms.

The Faberge Chemical Factory has an official “chemical spill” now. Instead of having the healing pools at the start of the game, now Powerstick Man can walk through the random puddles that are generated before he comes off the vat. Only, there’s a catch: the factory janitor is mopping the floor. Once he passes over a spill tile, he erases it. Once it’s gone, it’s gone for good. I need you guys to tell me if this is a good idea for gameplay purposes, or if it’s overkill. If it is, I’m gonna delete the old standard pools and use the randomly generated ones, instead. If not, I’ll keep the old system. Also, I need to know if the current spill rate is excessive. Right now the “Chemical Spill” generator looks for 70 instances to drop a puddle, leaving one whenever it draws a plain floor tile. I think 70 is too much, but I’d like your opinion anyway.

Edit: I went ahead and deleted the healing pools. If you guys miss them, let me know and I might bring them back. So far I think I’m happier without them.

Added NPC: Wyatt. He wanders around the Hotel Primex lobby. If he gets close to the last bookshelf on the right, he’ll pull out a book and read it.

Added a comment trigger prior to entering the women’s restroom in the Hotel Restaurant.

Added a response trigger in Harold’s kitchen (Blue Light interiors—the guy with the furniture missing) that changes his ending dialogue to a discussion about why he has a bathtub in the kitchen. The dialogue doesn’t play out until after he finds out Max took his stuff.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (long-term goal).

Automate NPCs throughout the game (long-term goal).

Bugfix redesigned areas (short-term goal).

Finish updating Primex (short-term goal).

Start updating the road maps leading to Sandy Smack Island (short-term goal).

The Bugs:

Just look out for anything caused by the field stat menu or the automation systems.

Also, the Bakery Bouncer has a glitch I can’t figure out. When the hero tries to enter the Bakery without his ID, the bouncer will step in his way. When the hero returns with the ID, the bouncer says a little something and then moves. This is all part of the scripting. Problem is, when the hero tries to talk to the bouncer without the ID (after he stepped in his way), he says nothing, though he’s programmed to say something. The fact that he will say something when the ID is in hand further compounds the confusion. The bouncer’s NPC ID (not to be confused with the actual driver’s license that Powerstick Man must present to clear the blockage) is 5 when Tag 155 is off and 14 when Tag 155 is on. He’s in Map 13. If anyone has a solution, let me know.

Also, just to let you guys know, I’ll be taking a break from Primex for the next couple weeks to start rebuilding the roads to Sandy Smack Island. There’s a small handful of things left to implement in Primex, but for the most part it’s done, so you can start testing it. I’ll probably go back and finish the last Primex stragglers (minus dialogue issues) in Week 26.

Enjoy the new file. This one is hardcore. And test the heck out of it.

Week 24 (February 23, 2008):

Pretty big cleanup week. I tackled four travel maps this week, so we’re almost ready to start playtesting another town. There’s also six things left to do in Primex before I can call it finished (minus the dialogue and walkabout graphic fixes), so that should be done by next week or the week after.

The Fixes:

Updated the graphics for “Isolation Beach.” It looks much nicer now. Will fix the boulders in front of the cave when I begin updating “Treasure Cove Cave” many, many weeks from now.

Updated the graphics for “Highway Fork.” Added new scenery items to give this area some uniqueness. Will be updated again in a few weeks when I implement a new area to the north (probably around Week 28 or 29).

Updated the graphics for the massive “Mountain Road.” Filled in a lot of the old empty areas to complete its authenticity (rather than limit it to a stage presence). May open an alternative path to or from “Cannonball Outskirts” in later weeks, though I’m still undecided at the moment.

Updated the graphics for “Forest Ridge” and “Biff’s House.” Both are no longer eyesores.

Altered the damage value of the Remote attack “Fuel Leak.” It should be less powerful than before.

Fixed Powerstick Man’s travel path during the dynamite sequence in “Coastal Run Cave.” Everyone is now fully out of the blast radius regardless of trigger position.

Pared back the random enemy encounter rate in “Isolation Beach.” Enemies no longer attack from within a tile of the cave entrance. The foemap stops one tile short of the two boulders near the cave opening (not the ones covering the entrance).

Changed the nature of the panicked townies in Primex during the fire. Now they have one of eight different responses to offer the hero.

Finished automating the housekeeper in the Hotel Primex. She now cleans surfaces from all four angles in the third floor hallway and the room closest to her cart. She also empties both trashcans (the one in the hall and the one in the room), and waters the plants from the left (facing east). 

The Additions:

Added some scenery triggers to Biff’s House. Player can now read his bookcase, a magazine on the coffee table, and his computer. Player can also look at his refrigerator for a special path to a new item.

New Item: Level 3 Power Pill. Teaches Powerstick Man “Volt” attack. Can be activated from his “Power” submenu.

New Items: Sand Pail and Shovel. Both will be used for other purposes later in the game (I really need to start making a chart of unused items so I make sure I find a place to use them at some point). I’m pretty sure I’ll be using the pail as a possible catching item for a future hospital sequence and the shovel will probably be made as an accessory to catapult throwing items if I can find a way to affect only throwing items. The pail can be found on the beach in “Highway Fork” and the shovel can be found by searching the pail after receiving it in your inventory.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Finish updating Primex (short-term goal).

Add a few more straggling NPCs in “Rock Garden” and “Forest Ridge” (short-term goal).

Start updating Sandy Smack Island (short-term goal).

Update “Cannonball Outskirts” (short-term goal).

The Bugs:

It looks like script triggering is having some problems. A few times during testing in “Coastal Run Cave,” the step-on NPCs serving as transports between doors weren’t launching their scripts, causing the player to be stuck in the room. I don’t know if they’re being temporarily deleted or if there’s some file cleanup issues from past games lingering. Either way, there’s no reason for them not to randomly stop working.

Enjoy.

Week 25 (March 1, 2008):

Have a new file for your playtesting enjoyment. This week offers just an average amount of fixes and additions, but the new stuff is candy for the eyes. Look below to see what’s new (and fixed).

The Fixes:

Moved the road in the “Forgotten Junkyard” down a few tiles to prevent the player from emerging at the top-left corner of the map. Adjusted foe map to compensate.

Widened the streets in Primex to allow for true double lanes. Parked cars now straddle the beach in the Blue Light district.

Changed “Hitcher’s” colors to a softer palette to improve his look.

Adjusted the western tri-city region foe maps to account for new formations.

Fixed the “Feather Diver’s” left claw.

Updated automobile tiles.

Improved shorelines from Hitcher Highway to Sandy Smack Island to include ocean breaks.

Updated the exterior graphics for Sandy Smack Island’s northern half. Had a problem with mass animation for the palm trees, but James is investigating it.

Updated the exterior graphics for Sandy Smack Island’s southern half and South Island. Added some ocean rocks to the mix (though one’s in the path of Powerstick Man’s return trip from South Island—I’ll fix that in the coming weeks). Still have to update a couple straggler overhead tiles on South Island to keep Powerstick Man from bleeding through the grass (though a second overhead layer would really be nicer).

Updated the interior graphics of the South Island cave and “Hack’s Cave” in “Cannonball Valley.”

Updated the graphics for “Cave Spider” with “Webline.”

Deleted the misplaced chemical tiles in the blackened regions of the Faberge Chemical Factory (originally caused by my moving the old tiles to different slots on the tileset two weeks ago).

Automated the male scientist in the Faberge Chemical Factory break room. Now he buys a can of Pepsi when he approaches the soda machine, drinks it every ten seconds, and throws it in the trash can after the fifth sip.

Changed the jumbo trashcan in the Faberge break room to the smaller one.

The Additions:

New Enemy: “Man-eating Iguana.” This little lizard can be found in the regions between the tri-cities of Primex, Sandy Smack Island, and Cannonball City. Will attack from the streets, the fields, and the forests. It has a nasty tail attack among other things and a tongue lashing that’s (supposed) to mute the hero it hits (but cancels his attack for the time being). Weak to fire.

New Enemy: “Strangler.” A new human enemy that attacks on the streets (often with Hitchers) between Primex, Sandy Smack Island, and Cannonball City. He uses a rope whip as his primary weapon, but will also strangle out the hero’s defense if given a chance. Make no mistake, this guy is brutal. Fight with caution. Weak to lightning.

New Enemy: “Rabid Gopher.” Not quite as ferocious as the previous two enemies, but makes up for its lack of strength with large group fights and uncontrollable mud-flinging. Only found in the field and forested regions of the western tri-city area. Often appears with “Field Skunks.”

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Finish updating Primex (short-term goal).

Add a few more straggling NPCs in “Rock Garden” and “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

Update “Cannonball Outskirts” (short-term goal).

The Bugs:

I experienced a map corruption bug while updating Sandy Smack Island (Map 20). Every time I tried to animate the palm tree tiles, the whole map would glitch. I’d have to manually copy my backup files from another folder to start the map over. I sent the bug to James, so hopefully he’ll have this figured out by the time I send this update. For now, I had to animate the palm trees one at a time.

Also, a note to TMC: I’m still having problems with NPCs becoming untriggerable in some places (like Coastal Run Cave) after the player enters an area.

And a note to TwinHamster: Congratulations on your cool new game “Escape from Darkavern.” I’ll try to play it this week if I get the time. The screenshots in HamsterSpeak (with the skull puppets in particular) were awesome.

Week 26 (March 8, 2008):

This week marks the sixth month of playtesting. That’s twenty-four weeks longer than I thought I’d make it. And with this update, with the exception of some dialogue issues, we can finally say sayonara to Primex. Time to move east.

The Fixes:

Cleaned up the presentation for “Lounge Lizard” using new guitar animations and camera pans. This will be another ongoing music timed script in the tradition of “Serenade,” so expect to see this one gradually improved over the next couple months. My goal is to make it fun to watch for four minutes, though it’ll take awhile to get it awesome. “Ain’t Talking About Love” has a great intro, though (the “Hard” song).

Updated Powerstick Man’s mirror to act more realistically. Right now I have it set so that his vanity kicks in if other heroes are at the front of the line when the player tries to access the mirror. I may implement an alternative (random) feature that allows other heroes to be reflected and commented on later.

The Additions:

Added scenery triggers to the Primex Library in the Green Light district. Players can now read the bookshelves.

Added patrons to the Hotel Primex Restaurant. The couple in the upper right comments on the specific dishes while the lonely guy at the bottom doesn’t.

Added a fountain to Primex Red Light district. Minus dialogue issues, that officially completes the Primex updates. Anything beyond this point will be subtle picky things.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Add a few more straggling NPCs in “Rock Garden” and “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

Update “Cannonball Outskirts” (short-term goal).

The Bugs:

Nothing this week.

The next two or three weeks will probably be small updates since I’m trying to finish a screenplay and search for a literary agent for my novel this month. So if you’ve been looking for an excuse to procrastinate on playtesting, there’s one for you.

Week 27 (March 15, 2008):

The Fixes:

Changed “Rabid Gopher’s” fur from gray to brown.

Fixed the east-west mirror reflections in Powerstick Man’s mirror to align with the appropriate stance.

Updated the graphics and foemap for “Cannonball Outskirts.”

Updated the foemaps in the tri-city region to accommodate for new beachside enemies.

The Additions:

Added schedules to the bus stop signs in “Mountain Road” and “Cannonball City Business District.”

Added field stat counters for strength when heroes climb up the vat ladders in the Faberge Chemical Factory. Also included a secondary script to change to the heroes’ climbing sprites when on the ladder and to change back to normal when they’re not.

New Enemy: “Snapper Crab.” This creature has that fighting stance, ready to pummel its opponent into the sand. Its patented “Boxer” move will lay any hero flat if not ready. Thanks to this enemy, no area in the tri-city region is safe. It can also cure its allies.

New Enemy: “Beached Whale.” This behemoth of the beach offers a rare encounter but can drop a prized treasure if a whale hunter is passionate enough to seek it.

New Item: “Blubber.” A pellet of blubber that can be traded for cash. Own one at the end of the game and the player will receive a new degree called “Ahab Captain.”

New Equipment: “Whale Skin.” This is the rare item the “Beached Whale” will drop if the player is lucky enough. Any hero but Dumpy can equip this as body armor and receive a whopping 25-point increase.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Add a few more straggling NPCs in “Rock Garden” and “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

For some reason I’m not getting new curative chains to work properly. “Snapper Crab’s” cure is supposed to chain to three different animations, but only one launches. Each additional cure is set to chain 100 percent. Also, “Beached Whale” has three pieces: head, midsection and blowhole. The blowhole is supposed to use a self attack called “Water Spout,” but it’s not actually showing the animation. I can tell it’s trying to do something as the little dot representing its position shakes every time it calls for an attack, but again, nothing is actually happening. Perhaps I’m missing something, though I can’t tell. I’m too tired to keep watching it do what it’s not supposed to.

Week 28 (March 22, 2008):

A couple small updates in a row, but little is better than none. Both focus on additions more so than fixes, including the completion of the early level enemy roster (at least for the time being).

The Fixes:

Removed the values from each hero’s MP~ stat. This value no longer increases at level up.

Implemented an official load script that activates the field stat menus. Not sure if this was needed, but I added it anyway just in case.

Changed “Beach Whale’s” death bitset from “flee” to “die.” I didn’t want to do this, but since the OHR doesn’t handle double-sprite fleeing very well at all, I’d rather have a dead whale than one that splits in half when it runs away.

The Additions:

Added new NPC: Weston. Can be found in “Isolation Beach.”

New Enemy: “Kamikaze Seagull.” This white menace concludes the western tri-city region’s new enemy roster. It only has one attack: “Kamikaze.” Powerstick Man has 100 ticks to dispatch it before it flies into him. It steals 75 points of damage if he can’t knock it out of the sky in that time. Weak to fire.

Added new NPC: Rock Jumper. This is actually an automated character I had planned to implement back in December, but kept putting off until now. He can be found on the north shore of “Rock Garden’s” mainland practicing a new martial arts move called “Leaping Turtle.” If Powerstick Man catches him mid-jump, he’ll push him off-track (into the ocean if facing north or next to another rock if facing south). Powerstick Man will be awarded a new degree called “Clubber Langmanship” if he knocks the Rock Jumper off-course.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Not sure if this is a bug or an intentional design, but the OHR doesn’t recognize timers numbered above 15. I assigned the Rock Jumper to Timer 16, but had no luck getting it to work. When I switched it to 15 (a timer I already designated for the mirror reflection in Powerstick Man’s house), it worked fine. If the limitation is an issue with memory, I understand. But if it’s an oversight, it’s a bit of an inconvenient one. Anyway, just thought I’d point that out.

There are three parts to “Rock Jumper:” the initial trigger at the Rock Garden’s entrance (and outside the shop), the “Boulder Hop” timer that keeps Rock Jumper practicing his moves, and “Clubber,” the move Powerstick Man performs if he’s lined up to obstruct Rock Jumper’s actions. The last one is triggered while Rock Jumper is leaping from one boulder to another (when he converts from a “use” activation to a “touch”). One thing I noticed is that when Powerstick Man punches him, the “touch” activates a number of times, stockpiling the “Clubber” script in an activation queue. In other words, the script would run as much as seven times in a row before expiring when it is only supposed to run once. I fixed this instance-specific problem by calling an alter NPC function that changes Rock Jumper back to a “use” NPC the second “Clubber” is triggered. But I thought I’d bring this to attention in case it’s doing something it’s not supposed to.

(Actually, I think the “Permit Double-Triggering of Scripts” bitset might be to blame for that. I turned it off just in case. Is the bitset designed to queue the same script a number of times?)

Last thing, this isn’t a bug, but a question. Powerstick Man isn’t supposed to hit the Rock Jumper unless the player pushes into him. As of now, the player just has to stand in the right spot and face the right direction to trigger “Clubber.” I tried using “hero is walking” to force the player to push the Rock Jumper, but Powerstick Man can’t actually walk into the new tile without me lifting the obstruction and I don’t want to do that. I tried changing Rock Jumper into a pushable NPC, but had the same result. What I want to do is to treat directional arrows like a “key is pressed,” but the scancode doesn’t allow for it. Is there any way to require the player to push up or down from the trigger site while the NPC is in mid-jump without using suspend obstruction and bunging everything up?

And that’s it for this week. I’m almost finished with my novel’s synopsis and nearly halfway through a screenplay I intended to finish by the end of this month, so hopefully the updates will pick up in pace again by Week 31. Of course, my job is a bit crazy at the moment, so that might steal whatever time the other two projects don’t. We’ll see. 

Week 29 (March 29, 2008):

The Fixes:

Updated the interior graphics for Sandy Smack Island North (the businesses). Looks nicer now.

Updated the interior graphics for Sandy Smack Island South (the homes). Even better.

Updated the graphics for “Team Shelter.” Excellent.

The Additions: 

None this week.

The Needs:

Update all battle backgrounds (may initiate outside help) (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Automate NPCs throughout the game (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Nothing new.

Week 30 (April 5, 2008):

The Fixes:

Redistributed the shopkeeper triggers in Sandy Smack Island to one plotscripted NPC. The results shouldn’t appear any different.

Changed the standalone television triggers in Sandy Smack Island to a random set of ten. Like the televisions in Primex, these change on a timer, giving the player something new to see every ten seconds.

Readjusted the nature of watching television in Primex and Sandy Smack Island to require the player to look directly at the screen for Powerstick Man to comment.

Slightly updated Powerstick Man’s windsurfing path to help him avoid all rocks on his return trip to Sandy Smack Island.

The Additions:

Added scenery triggers to Sandy Smack Island’s northern district interiors. Player can now read the computers in the business center.

Added scenery triggers to Sandy Smack Island’s southern district interiors. Player can now read bookshelves, computers, magazines, and statues.

Added scenery triggers to “Team Shelter.” Player can now read the bookshelves. And on a side note, these bookshelves, unlike most other scenery triggers in the game, actually give the player some playing advice.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Still nothing new.

Week 31 (April 12, 2008):

The Fixes:

Worked on a factory battle backdrop. Still working on it. Will eventually animate.

The Additions:

None this week.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Still nothing new.

Week 32 (April 19, 2008):

Sorry the updates have been sparse lately. I’ve been putting most of my concentration into my novels the last few weeks.

The big news is that I finally started working on backdrops. What this means is that you can expect even fewer updates over the course of the next few weeks, as this particular task sucks the life out of me. And with the novel version of Powerstick Man taking priority now (as my other novel—the finished one—is gonna have to hit the chopping block, thanks to a conversation I had with a representative with the IRS a couple weeks ago about character accuracy and the fact that my character does stuff that a real agent would never do, and thus I can’t expect to sell it until I turn the story into something believable), the game version will be taking even less priority for the next month or two. Does this mean work on the game is suspended? Not at all. It just means the updates will be trickling during the backdrop reconstruction phase, which will inevitably allow me more time to work on the novel. The plus side is that I may send you guys the first seven chapters in the next few weeks so you can see the prequel story that leads to Powerstick Man’s creation in the chemical vat as thanks for all your testing. I’m finishing up Chapter 4 now, and none of the chapters are polished yet, so it’ll be awhile still before I give you guys a sneak peek.

And that’s that. Without further adieu, here’s the report covering the last four weeks:

The Fixes:

Finished the replacement backdrop for the Faberge Factory’s chemical vat floor. It animates! And I can see that the battle backdrop replacement session is gonna be time consuming, so forgive the tiny updates for the next few weeks.

Updated the battle backdrop for the factory hall. It’s the same, but improved.

The Additions:

None this week.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

See the last couple weeks.

Week 33 (April 26, 2008):

The Fixes:

Changed most of the non-power (magic) attacks to permit zero damage hits.

The Additions:

Two New NPCs to Sandy Smack Island South: Dawson and Mason. Dawson is another numb-nut that wastes the hero’s time, but Mason provides something valuable: back story. Not only does he offer back story for Cannonball City’s relation to a larger nation, but also initiates a cue that invites Powerstick Man to reveal a piece of his dark past, which begins the tale about why he came to the Cannoball Strip to begin with.

Note: This story point is directly related to the opening chapters of the Cannonball City novel, which I’ll be nice enough to let you guys read soon.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

See the last few weeks.

Week 34 (May 3, 2008):

The Fixes:

Updated the walkabout for Jimmy Knightly (Powerstick Man’s alter ego). His arms look less screwy now.

In the intro, stopped Jimmy one tile short of the factory entrance when he delivers his “good things happen to a man surrounded by deodorant” speech. You’re welcome, TMC.

The officer in the intro is now called “Officer Sturgeon.”

Some grammar and dialogue fixes in the intro’s narrative.

Updated the walkabout graphics for Officer Sturgeon (both normal and falling sprites).

The Additions:

Per TMC’s suggestion, added a direct “Field Stat Climber” button in the main menu to activate the counter. The number pad shortcut still works.

Also added an upgrade counter to the Field Stat Counter to record how many times a hero has been upgraded through field actions.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Give names to some of the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

See the last few weeks again.

Week 35 (May 10, 2008):

Took a rest. Got sidetracked. No update. And AOL sucks.

Finished Chapter 6 in the novel, though.

Week 36 (May 17, 2008):

I managed to fit in some last minute updates today, so I’ve got something to show for the last few weeks. Not much, granted, but it’s still an update. Hopefully things will start picking back up soon.

The Fixes:

Updated the walkabout for Bald Hairypit. He’s not so bulky or deformed when we walks now.

Updated the walkabout for the “Standard” Bouncer (the big guy in the gray shirt).

Updated the trapdoor graphics in the “House of Sammy.” Now it has dimension.

Updated the boulder underneath the “House of Sammy” and the one in “Isolation Beach” blocking the cave. I haven’t decided yet if they look better or worse. I may have to go back and fix them again down the road.

Updated walkabout animation graphics for Powerstick Man and Junkyard Bob’s “Vogue Rock” sequence (in junkyard).

Updated the walkabout for Powerstick Man playing Frisbee.

Updated the standard walkabout for Rocky and his Frisbee throwing stance. Also updated his Frisbee.

Updated the doors that appear on Sammy’s and Rocky’s houses after certain conditions pass.

Improved the exterior graphics for the Faberge Chemical Factory. The walls have edging now.

Changed the color of the bubbles in the factory vats. They look a little creepier now.

Note: The maptile changes apply to the game only. The intro’s graphics still reflect the old style, which I’ll change when I’m ready to work on the intro.

Updated walkabout graphics for Beach Dude in “Coastal Run.”

Changed the hair color for a few of the female scientists in Faberge Chemical Factory to keep them all from being repeat blondes. Two previously nameless women are brunettes and Labcoat Annie is now a redhead.

The Additions:

Added names to various nameless characters from Faberge Chemical Factory to “Coastal Run.” Still have to add names to the nameless people in Primex.

The new names for the Faberge Chemical Factory nameless characters: Nancy (the woman with the fifty dollars), Ginny (the woman in the chemical testing room), Landi (the woman in the break room), and Sapwick (the man in the break room).

The new names for characters between the Factory and Primex: Friendly Hitcher (the guy in the white shirt in “Hitcher Highway”), Degenerate (one of the aimless characters in the junkyard), and Junkyard Philosopher (the other aimless character in the junkyard).

Finished Chapter 7 of the novel version.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish giving names to the nameless NPCs wandering around from the factory to Primex (short-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Same drill.

Enjoy the improvements.

Week 37 (May 24, 2008):

The Fixes:

In the Yellow Light district, gave Axel (the male counterpart to the “Tennis Twins”) his own dialogue trigger.

Had a block of dialogue (Textbox 420) that didn’t seem attached to anything. Created a new NPC in the Yellow Light district called Lewis to fix this. If this textbox is repeated anywhere, please let me know.

Updated the walkabout graphics for the standard skirted women (gray and black dress) in Primex.

Changed the walkabout graphics for Julie Alundruss (Powerstick Man’s neighbor and potential alter ego love interest). She stands out as a unique character now.

Updated walkabout graphics for Soapy and Brody (of the “Forgotten Junkyard”).

Updated walkabout graphics for Fredrique (of the “Cannonball Laundromat”). Also includes laundromat animations.

Updated walkabout animation graphics for Powerstick Man with a machete.

Updated walkabout graphics for yellow shirted men in “Hitcher Highway.”

Had another block of dialogue unattached to anything (Textbox 708). Now belongs to an NPC in Sandy Smack Island South called Tred. Same request for notice of repeat as the one above.

Updated the walkabout graphics for Jack Ice (normal and attack). He’s skinnier now and walks a bit less like a dork.

The Additions:

Added more names to nameless NPCs. This time I finished naming the Primex Green Light characters. They are: Milty, Daffer, Bud, Washer, Nard, Alyssa, Stinky, Snotty, Ella, Kylie, Jenn, and Rex.

Added names to the nameless in the Blue Light district. They are: Dumas, Nick, Edmond, Sela, Randolph, Alex, Renee, Ann, Cal, Jane, Whiny, Froggy, and Rena.

Added names to the nameless in the Yellow Light district. They are: James, Snider, Lewis (previously missing in action), Ferdinand, Nero, Drippy, Gretchen, Fatty, Mr. Redcoat, and Nellyroo.

Added names to the nameless in the Red Light district. They are: Jim, Eddie, Red Fred, Gander, Emma, Peaches, Mickey, Nickey, and Ned.

Added new NPC to the Red Light district: Cream. She can be found wandering near the fountain.

Added name to nameless NPC in “Hitcher Highway,” Rick. 

Added the name “scientist” to all the randomly generated texts belonging to the scientists of the Faberge Chemical Factory.

Added names to the nameless in Sandy Smack Island (indoors and outdoors, both halves). They are: Ajax, Lana, Revere, Brooke, Contessa, Wally Mack, Abigail, Regan, and Tred (previously missing in action).

Added names to the nameless in the “Cannonball Outskirts.” They are: Smithson, Leila, and Siggs. That should conclude the nameless hunt. Let me know if you find anyone else without a name (minus the people who freak out during the Primex fire).

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

Add a Max Powers encounter in Sandy Smack Island to tie in with the first Pilephile scene (short-term goal).

The Bugs:

Not sure if the dialogue attached to Lewis in the Yellow Light district is linked to something else (I’ve searched all over, but couldn’t find one). Please let me know if you find two different people saying the same thing. Same applies to Tred in Sandy Smack Island.

Week 38 (May 31, 2008):

The Fixes:

Updated the backdrops for the standard “Pipe Tunnel” battles. Now the light fixtures and resultant scenery shadows animate.

Changed the graphics for the crates in the Faberge Factory Main Hall battle backdrops.

Updated the backdrops for the Factory Warehouse battles.

Changed the battle theme for the Shadow Boss.

The Additions:

Finished Chapter 9 in Modern Day Fantasy: Cannonball City.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

Add a Max Powers encounter in Sandy Smack Island to tie in with the first Pilephile scene (short-term goal).

The Bugs:

Nothing this week.

Week 39 (June 7, 2008):

The Fixes:

Updated the background graphics for the Bald Hairypit boss battle. Let me know if the grass blades make the scene too cluttered.

Changed a few graphics details on the Bald Hairypit battle sprite.

The Additions:

Added a new Max Powers interaction in Sandy Smack Island. The Pilephile cutscene must be activated for him to show up here.

Implemented the flirtatious dialogue Powerstick Man uses after drinking a pina colada from the cocktail bar in the Primex Restaurant. Only applies to the ladies in Primex and the Hotel Primex so far. Will write flirtatious dialogue for surrounding areas sometime later. Effects last for about five minutes. Julie Alundruss and Tina from Radio Stop are unaffected. Mina is only affected after Powerstick Man rescues her cat from Treasure Cove Cave. The responses relate strictly to the subjects that the ladies introduce in a normal interaction, so the flirtations may not make any sense if you use it before you’ve spoken to everyone.

Warning: Much of the dialogue is highly suggestive due to the nature of the drink. While Powerstick Man avoids coming right out and saying things, the innuendo is strong enough that he may as well be. Take caution if you’re sensitive to that kind of thing, and maybe consider not drinking the pina colada if you are.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Nothing this week.

Week 40 (June 14, 2008):

No update.

Sorry the updates have been slack. The good news, however, is that I got DSL this week, so my uploads will go a lot smoother (and considerably faster) from now on. What this means is that I’m able to upload to the playtest site again. It also means I don’t have to keep spamming your inbox with huge attachments.

If you’ve lost track of the weeks, we are now in the middle of Week 41. I haven’t done anything on the game in nearly two weeks, though, so you’re not missing much anyway. The bulk of the latest updates have been in battle backdrop and NPC sprite improvements. I also finished attaching names to all the nameless NPCs a couple weeks back.

I’ll spare you the four-week list of updates this time, but you can check the log in the zip file if you’re curious.

Also, I’ve been hard at work writing the first book in the ten-book epic that takes place in the Powerstick Man universe. At the moment it’s about 60,000 words, features twelve chapters of back story not seen in the game, and tweaks the main story slightly. As of now I’m working on Chapter 19 (the Forgotten Junkyard chapter) and have fashioned Jimmy Knightly (Powerstick Man) into a guy who can’t fight. It’s pretty funny. I figured the only way to make the novel version work—or the first part of it—is to have him get his butt kicked in every major fight but the last. At least this way we can buy his transformation from tennis player on the run to a legitimate hero. Needless to say, the climax at the Faberge Institute (or Chemical Factory as you know it) in the novel takes a frighteningly different turn than it does in the game.

I’ll probably send you guys the first half of the book after a couple revisions are completed as thanks for your help in evaluating the game, just so you can see the difference.

Progress on the game will likely be slow for another month until I’m finished with the novel’s first draft. Then there will be a surge in production for at least a few weeks. Until then, enjoy the latest updates.

I’ll post the next update at the end of Week 42 if any reasonable changes have been made between now and then.

--PR

Week 41 (June 21, 2008):

The Fixes:

Found some recent songs in MIDI format this week, so I thought I’d use them in the game. The first two updates reflect this:

Updated the pina colada cocktail effect to play the song “Call Me When You’re Sober” by Evanescence once the drink is consumed. Normal map music resumes when effect wears off. Powerstick Man also makes a comment about hoping he didn’t make a fool of himself when it’s over.

Updated the Powerstick Mobile to use a mounting script instead of a mere mounting function when activated. This means Powerstick Man will say one of two things upon entry (will probably update this to five or more possible statements soon), as well as launch a new song (“Into the Night” by Santana and Chad Kroeger). The “Dismount Car” script now resets the normal music.

Updated the battle backdrop graphics for the highways. It looks the same as before, but cleaner.

Updated the battle backdrop graphics for the Bog Mutant Lair. It’s cleaner and animates. 

The Additions:

None this week.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Finish updating Sandy Smack Island (short-term goal).

The Bugs:

Nothing this week.

Week 42 (June 28, 2008):

Worked on novel. No update.

Week 43 (July 5, 2008):

Worked on screenplay. No update.

Week 44 (July 12, 2008):

Another slow four-week block. It’s probably gonna keep being like this until the novel is finished. Thanks for your patience, though.

The Fixes:

Added “Blown Wall” script to the after-battle trigger in Coastal Run Cave. This should solve any problems with the wall returning after battles.

The Additions:

Added a new building to Sandy Smack Island South: an outdoor cocktail bar.

Added a bartender to the new cocktail bar. Follows the same format as the bartender at the Hotel Primex.

Added a new cocktail menu for Sandy Smack Island. Includes six drinks. Consult the Custom Menus document for the drink names and what they do.

Added flirtatious cocktail dialogue for the women of Sandy Smack Island. Not quite as racy as the ones in Primex, but still enough to be cautious if you’re sensitive to that kind of thing.

This more or less completes the Sandy Smack Island updates (minus walkabout improvements). I’ll be adding one more NPC as a trigger to get into the “Squatter Village” where Protester Harry lives, but that’ll be a few weeks down the road most likely. Let me know if something seems missing.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (long-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

Verify that the new cocktails work as planned. For anyone who’s started over since the Field Stat Counter began, I’ll need you to test the Rum Runner cocktail from the Sandy Smack Bar to make sure the counter is awarding double points. None of my saves use the counter, so I can’t test this right now.

Enjoy the update.

Thanks.

Week 45 (July 19, 2008):

Well, considering all the minimal updates plaguing the last twelve weeks or so, I think I sure made up for it this week. While the additions are minor (though the one new addition may be my favorite cut scene joke since “Serenade”), the fixes are immense. This is officially the largest itemized update list since playtesting began last September. To summarize, I got into a walkabout graphics updating kick and ended up improving as many as a hundred sets!!! As of now, every NPC leading up to Cannonball City is updated (with the exception of possible special sprites I may design later for individuality), as well as many of the Cannonball City-specific characters. In fact, there isn’t too many NPCs left to update (at least not in the current scheme), so I moved the “Update all the walkabouts” need to a short-term goal.

I don’t know if next week will be as intense, so for now consider this a one-time occasion. But pending how things go, I may try to work myself into a backdrop updating frenzy. We’ll see.

The Fixes:

Fixed a long-term bug involving the scientists of the Faberge Chemical Factory. The ones who spout out random comments no longer walk away when spoken to.

Accounted for the constant-running musical cue of being under the influence of a flirtatious cocktail while riding a bus. “Call Me When You’re Sober” will resume if the cocktail effect is still active, or normal map music will resume if it’s worn off (or never active).

Fixed a locator issue I wasn’t aware of until testing the bus with a cocktail fix. For the longest time the hero couldn’t access a bus from the last section of highway in “Mountain Road” leading into “Forest Ridge.” Now he can.

Fixed the panicking citizens of Primex’s knack for running away while you’re trying to talk to them.

Changed surfing references in dialogue from “windsurfer board” to “sailboard” for accuracy.

Changed the map soundtracks for Cannonball City Industrial and Cannonball City Park, as “Run to You” gets really annoying after the first minute. Industrial now uses “Rebel Yell,” and the Park now uses “I’m Too Sexy.”

Improved the scenery in Pilephile’s Mansion.

Updated the walkabout graphics for “Ralph,” the mangled guy in Primex.

Updated the walkabout graphics for generic red shirt guy.

Updated the walkabout graphics for black shirt bouncer.

Updated the walkabout graphics for the shirtless beach guy.

Updated the walkabout graphics for denim athletic guy.

Updated the walkabout graphics for purple board shorts brunette (formerly Julie Alundruss’s graphic).

Touched up the graphics for the hotel women to account for details previously overlooked.

Touched up the graphics for basic security guards.

Updated the walkabout graphics for brunette bathing beauty (purple one-piece).

Updated the walkabout graphics for blonde bathing beauty (blue bikini).

Updated the walkabout graphics for “Bonnie,” the tennis girl.

Updated the walkabout graphics for generic boy.

Updated the walkabout graphics for generic girl.

Updated the walkabout vehicle graphics for the Powerstick Mobile.

Updated the walkabout graphics for the panicking citizens of Primex.

Updated the walkabout graphics for the male and female swimmers of Primex.

Updated the graphics for the glass doors to Baggemup Mall.

Updated the walkabout graphics for the tennis ball on the court.

Updated the walkabout graphics for tennis players.

Updated the walkabout graphics for woman in blue dress.

Updated the walkabout graphics for guy in a soccer-like uniform thing.

Updated the walkabout graphics for guy in yellow swim trunks.

Updated the walkabout graphics for guy in colorful swim trunks.

Updated the walkabout graphics for dark-haired guy in black tank top.

Updated the walkabout graphics for blonde woman in green swimsuit.

Updated the walkabout graphics for brunette in purple bikini.

Updated the walkabout graphics for blonde woman in green board shorts.

Updated the walkabout graphics for male and female swimmers of Sandy Smack Island.

Updated the walkabout graphics for blue-haired woman in blue shorts.

Updated the walkabout graphics for blonde guy in blue tank top.

Updated the walkabout graphics for Fisherman Steve and his tackle box.

Updated the walkabout graphics for windsurfer, Powerstick Man windsurfing, and sailboard.

Updated the walkabout graphics for green-haired guy in purple pants.

Updated the walkabout graphics for white-collar businessman in green tie.

Updated the walkabout graphics for guy with egg-white tank top.

Updated the walkabout graphics for brunette in dark blue dress.

Updated the walkabout graphics for redhead in red skirt.

Updated the walkabout graphics for blonde woman in blue slacks.

Updated the walkabout graphics for Mrs. Smack.

Updated the walkabout graphics for the mouse of the “Cannonball Outskirts.”

Updated the walkabout graphics for Powerstick Man guitar rock (Beach Lounge version), Powerstick Man scratches a lottery ticket, Powerstick Man swims in the ocean, Powerstick Man air guitars, Powerstick Man uses a chainsaw, Powerstick Man serenades, Powerstick Man uses a wrench, Powerstick Man reads a magazine, Powerstick Man gives/takes an item, Powerstick Man has hair gel (unused), Powerstick Man plays basketball, and Powerstick Man has a picnic.

Updated the walkabout graphics for the picnicking couple in “Rock Garden.”

Updated the walkabout graphics for the Lost Panhandler.

Updated the walkabout graphics for Groundskeeper and special animations.

Updated the climbing walkabout graphics for Brut Man (Stacklash) and Speedstick Man (Rapid Pestilence).

Updated the walkabout graphics for Junkyard Bob goes swimming in the ocean, and Junkyard Bob waits for Powerstick Man’s laundry.

Updated the walkabout graphics for Linus.

Updated the walkabout graphics for Miss Honeysweet and special animations.

Updated the walkabout graphics for Stockman and special animations.

Updated the walkabout graphics for Funky Fresh Boy and special animations.

Updated the walkabout graphics for Plummet Man.

Updated the walkabout graphics for Protester Harry sits, walks, and has special animations.

Updated the walkabout graphics for picketing protesters (male and female).

Updated the walkabout graphics for Demo Man.

Updated the walkabout graphics for Elwood Walker and hammer.

Updated the walkabout graphics for rooster-haired thugs (brown, blue, and purple).

Updated the walkabout graphics for thug chicks (blue and green).

Updated the walkabout graphics for alley cat.

Updated the walkabout graphics for Stack.

Updated the walkabout graphics for Flea.

Updated the walkabout graphics for basketball player in white tank top.

Updated the walkabout graphics for basketball player in red tank top.

Updated the walkabout graphics for Reggie (with basketball).

Updated the walkabout graphics for basketball.

Updated the walkabout graphics for water fountain.

Updated the walkabout graphics for picnic basket (Cannonball City Park).

Updated the walkabout graphics for deer, rabbit, and butterfly.

Updated the walkabout graphics for city businessman (and mayor).

Updated the walkabout graphics for deer hunter in park.

Updated the walkabout graphics for Flame Racer.

Updated the walkabout graphics for Proud Gary.

Updated the walkabout graphics for male police officer (regular and topless).

Updated the walkabout graphics for female police officer.

Updated the walkabout graphics for Leotard Man.

The Additions:

Added a new area to the “Mountain Road.” I actually wanted to add this way back in Week 27, but never got around to it until now. It’s a tiny park alongside the cliff overlooking the highway leading to “Forest Ridge.” Walk to the edge of the cliff to witness a hilarious confrontation between a Hitcher and a Strangler. Can be accessed from a small path in the “Cannonball Outskirts.”

New NPC: Quinn, a brunette in a blue dress who happens to enjoy the tranquility of the tiny park overlooking the Mountain Road.

New NPCs: Hitcher and Strangler, two opposing forces with the same goal in mind. They only appear in a cut scene and cannot be interacted with.

Added the “Tarzan Boy” theme to Bald Hairypit’s cut scene in the “Cannonball Outskirts.”

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Add a few more straggling NPCs in “Forest Ridge” (short-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

An old bug involving the crash of the Pilephile cut scene resurfaced this week, but only once. Probably not worth looking into at this point.

Have fun seeing all the new pretty faces.

Week 46 (July 26, 2008):

Big update this week, sort of. After a long internal debate, and after seeing how little memory a cheap OGG conversion takes, I decided to start implementing sound effects. While you don’t need to start over again, I would appreciate at least another factory run-through this week just to hear the new battle sounds. Obviously I’m not finished yet, but this is a good start. Let me know how you like them. I’ll be private messaging you guys on Castle Paradox to make sure you get this week’s update.

The Fixes:

Added some flow control to plotscripts in the factory and the hotel maps where automated NPCs interrupt various cut scenes and make them choppy. Lengthy scripts like “Max Powers” and “Bartender” will now stop all automated timers relevant to their respective areas at the beginning of launch and restart them at the end, allowing the script to run without noticeable lag (assuming no scripts are already running). This should buy developers some time while I wait for script threading to be introduced; though, it’s still not a perfect fix.

Fixed an incredibly sneaky bug where a fireman stays behind if the player saves immediately after the “Fire and Ice” battle ends. While the fireman leaves during the initial sitting, he’ll return if the player restarts from that save spot. The bug was caused by Tag 98 not shutting off until a few ticks after the resume player function was called. The very short pause allowed the player just enough time to save before the script finishes. Instead of freezing the player until the end of the script (wrecking my vision of the scene), I disabled the “Save” feature during its run and re-enabled it at the script’s end. Thanks to TMC for finding it. Never would’ve found that one on my own.

Fixed a caterpillar layering problem with the Bakery Bouncer. Now additional heroes (like Junkyard Bob and Dumpy) will back out of the way if Powerstick Man is shunned at the Bakery door.

Special thanks to TMC for fixing the elusive “Bakery Bouncer” bug where the bouncer went mute after stepping aside. Everything should work fine now.

Edited the “Tennis Court” script somewhat to reduce the chances of it wrecking the tile alignment of NPCs in adjacent districts.

TMC solved the mystery of the broken cave doors!!! Turns out it was another problem with misaligned NPCs—seems to be the culprit for several game issues in retrospect. Added a “suspend player” function at the start of the script to keep the player from materializing in motion.

Note: I probably should’ve realized that a long time ago when I added “suspend player” to the hotel doors. How did I not remember to do it here?

The Additions:

New NPCs: Forest Worker and Flannel Budd. Both can be found in the backyard of “Forest Ridge.” Both NPCs are automated.

New Items: Saw and Pickaxe. Both can be acquired in the backyard of “Forest Ridge.” Quest specific items.

New Sidequest: There are now two pine trees blocking the crate containing the Level 3 Power Pill in “Forest Ridge.” To retrieve the item, Powerstick Man must cut down at least one of the trees blocking it. But this requires a system. First, he must retrieve the saw from the sawhorse. Then he must cut down the tree with the saw. But to bring the tree down, he’ll have to saw it in spurts, since it’ll eat up his energy pretty quickly (like in real life). After each spurt he’ll need to replenish his health either with a health item or with the refrigerator in the tunnel downstairs. After five attempts to saw the tree, it’ll finally fall…only to leave a stump behind. Powerstick Man must then retrieve the pickaxe from the table and finish off the stump the same way he took out the tree. The stump will break after the fourth attack and Powerstick Man can finally reach the crate.

Note: It’s a tedious quest, but has a nice payoff. Not only can you recover the Level 3 Power Pill once the tree falls, but you also get 3 strength field points for each arm motion during the sawing portion and 4 for each arm motion during the chopping portion. Since it takes 40 motions to tire Powerstick Man out, he can walk away with 120 points per sawing interval and 160 per chopping interval. In total, he can earn 1240 strength field points per tree! And if he consumes a Paradise Punch at the Sandy Smack Island cocktail bar and makes it back to the tree before the drink wears off, he can double his points. It could get incredibly tedious to go for the max field strength here, but if you have that kind of patience, you could walk away with 4960 field points for strength. That’s nearly 10 points of strength added to your battle stats.

New NPC: Confused Barry. He can be found wandering the beaches of Sandy Smack Island looking for a sandcastle. After talking to him, you can return to the sandcastle in “Highway Fork” to activate the entrance into the “Squatter Village” (which will be built after the last few pre-Cannonball City problem areas are fixed).

Decided to have some fun with sound effects this week. Added some voiceover work to the opening narration describing the “Perfect World.” I’ll try to get the whole introduction voice acted before release. Let me know if this is cool, or if it’s annoying. If the latter, I’ll remove it.

Added some basic menu sound effects.

Added some basic attack sounds for “Smack,” “Deodorant,” “Scratch,” “Cheeseball,” “Chemjet,” “Toxglide,” “Charger,” “Toxic Charger,” “Pepsi Drink,” “Pepsi Smack,” “Foul,” and “Stinkbomb.”

Added some basic death sound effects for “Chemical Blob,” “Crazy Mickey,” “Psycho Rat,” “T-Rat,” and “Bald Hairypit.”

Added a new attack to Bald Hairypit’s roster called “taunt.” This targets precision.

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

None that I found, but thanks goes again to TMC for squashing some elusive ones this week.

Enjoy the new file and all the crazy sounds that are coming with it.

Week 47 (August 2, 2008):

Another major update this week, this time involving sound effects. Because of this new feature, the file size has grown nearly fifty percent since last weekend. Therefore from now on all future updates must be received through the special download site, as the file is now too big for email.

Read on to find out just how many sound effects went into the game this week.

The Fixes:

Updated the battle backdrop for the junkyard. Looks pretty cool right now.

Updated the battle backdrop for the beach. Now it animates.

Fixed a window trigger in Sandy Smack Island North that I didn’t realize was placed a tile too far.

Drew an outline around the “Cannonball Laundromat” to give it depth.

Fixed Powerstick Man’s entrance into the “Pipe Tunnel” so that he faces the right direction on the stairs.

Changed the sound used for chargers and toxic chargers into something more “charger” like.

Worked around the camera limitation / bug that prevents the camera from panning across the edge of a cropped map in the entrance script for the “Bog of Volatility.” The script will now temporarily set the map edge to “wrap” during the camera’s manipulation and set it back to “crop” when the sequence finishes. This, however, causes a slight skip over the hero as the map changes states. I also had to lengthen the entrance path to keep the bottom from looking warped.

Fixed a problem with Snagg’s response (the guard inside the “Bog of Volatility” guard shack who sends Powerstick Man on the laundry mission) when Powerstick Man tries talking to him after going down to the lowest basement. He no longer says outdated dialogue before or after picking up the chainsaw. As an alternative, I also added a new response if Powerstick Man gets the clean laundry from Fredrique, but drops it on the way to the guard shack (a la Rocky’s Frisbee update a couple months ago). Snagg will get pissed if you try talking to him then.

Cleared a small path at the start of “Hitcher Highway” so the player can see the car easier when he first enters. Also moved the car forward a few tiles to give the player a chance to talk to the bus stop pedestrians before driving off.

Changed the battle and victory music for all fights “Below the House of Sammy.” Once I redo the battle backdrops (very soon), the new attack and windy ambient sound effects will make this place incredibly creepy.

Turned off the “Fascinated” ambient music during the underwater scene for the “Dock Dive” sequence. I’ve been on the fence about it for awhile and finally decided to do away with it when it clashed with the other ambient effects I tried putting in there. Now it only plays underwater sounds, and does it nicely. Plus, it makes the “Pure Energy” battle song all the more menacing when it begins.

Realized I wrote in the wrong command last week when trying to fix “Coastal Run Cave Doors,” causing the player to suspend a second time. Fixed it.

Updated the battle backgrounds for plain fields. I’m really happy with how this one turned out.

The Additions:

Added sound effects to the entire intro sequence from Elwood Walker to Jimmy falling in the vat. Sounds awesome.

Added sound effects to “Max Powers.”

Added sound effects to “Factory Cut Scene” (the one where Jackson rides off in the helicopter).

Added sound effects to “Broken Window” (breaking into Protester Harry’s car).

Added ambient sounds to the three areas in the factory and the outdoors. This feature runs on an ongoing timer and is pretty buggy. It will probably require lots of tweaking.

Edit: This will probably require the use of the Each Step script. I’m disabling it for now.

Added attack and healing sound effects to: “Hat Attack,” “Bite,” “Powerbomb,” “Junkdrop,” “Crane,” “Anti-Perspirant,” “Star Hit,” “Slash,” “Splash,” “Shadow Punch,” “Shadow Slice,” “Tail Smack,” “Wind Whip,” “Claw,” “Hydroball,” “Bubble Wave,” “Laser Pee,” “Battery,” “Conductor,” “Generator,” “Beer Drink,” “Beer Smack,” “Hat Slice,” “Silkspit,” “Beer Drink X,” “Pepsi Drink X,” “Bay Slice,” “Cheese Pain,” “Chem Dagger,” “Crackle,” “Spider Bite,” “Sticky Webline,” “Pipe Smack,” “Mud Spit,” “Wrench Smack,” “Water Burst,” “Bagochips,” “Mud Brick,” “Mud Berserk,” “Swipe,” “Fizzle,” “Green Sting,” “Purple Sting,” “Plant Pulse,” “CentiSmack,” “CentiSmash,” “Green Thumb,” “Volt,” “Lizard Tail,” “Tongue Whip,” “Lizard Swipe,” “Strangle Whip,” “Neck Choke,” “Gopher Claw,” “Gopher Mud,” “Mud Wild,” “Crab Snap,” “Boxer,” “Decoy,” “Kamikaze,” and “Taunt.”

Added death sound effects to: “M:I Possum,” “Real Mullet,” “Feather Diver,” “Furry Commando,” “Hitcher,” “Shadow,” “Shadow Boss,” “Crimson Claw,” “Field Skunk,” “Jelly Antennae,” “Cave Spider,” “Hellacious Glop,” “Pipe Spider,” “Bog Mutant,” “Strangler,” “Sigma Centipede,” “Violent Impede,” “Finger Lichen,” “Rabid Gopher,” “Beached Whale,” “Snapper Crab,” and “Kamikaze Seagull.”

Added sound effects and “hero hand” grabbing motion to crates.

Added sound effects to bus rides.

Added sound effects to the Powerstick Mobile and added car alarms to few of the cars in the parking lot.

Added sound effects to the ladders, vending machines, chemical puddles, and computers in the Faberge Factory.

Added key jiggling sound effects to all the cars in the parking lot.

Added sound effects and “hero hand” animation to all computers, bookshelves, magazines, and televisions from the “Faberge Chemical Factory” to the “Cannonball Outskirts.” Let me know if I missed any (the magazine in the Laundromat runs on a different system, so that one is not included here).

Added sound effects and “hero hand” animations to all vending machines from the “Faberge Chemical Factory” to the “Cannonball Outskirts.”

Added sound effects and “hero hand” animations to all water fountains throughout the game.

Fully orchestrated the “Bog of Volatility / Laundromat / Pipe Tunnel” laundry subplot. Everything related to this quest has sound effects, and cool ones at that (especially the chainsaw at the end—great payoff).

Fully orchestrated the “House of Sammy” side quest with sound effects. I also added a brief interlude allowing Sammy to walk to the trap door when he resets it after the heroes collect the bounty. I had only used this to open the trap door previously.

Fully orchestrated the “Pilephile Cut Scene” with sound effects. That’s the one I’ve been waiting for.

Added turnstile, ticket dispenser, and rock jumper interaction sound effects to “Rock Garden.”

Added “water fountain” sound effects to all triggered refrigerators (not masking as a doorway into an underground tunnel) prior to Cannonball City.

Added a sound effect to the bathtub in Rocky’s bathroom.

Fully orchestrated the “Frisbee” sequence from “Dock Dive” to “Playing Frisbee.” Added a scream to Rocky’s fall and some sloshing by the dock for added effect. Used several ambient underwater effects, too. Updated the “Jelly Antennae’s” crate to make an underwater sound when opened, instead of the standard crate sound.

Fully orchestrated the “Coastal Run Cave.” Has cool cave like sound effects now. 

The Needs:

Update all battle backgrounds (long-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

Discovered a plotscripting bug regarding vehicles. If you’re altering an NPC, “vehicle 0” in CUSTOM has to be referred to as “vehicle 1” in the plotscript. Probably doesn’t need to be fixed, but probably should be included in documentation.

Important Bug: Also noticed that the camera pans the wrong direction when first entering the “Bog of Volatility.” It’s scripted to pan west when the hero first enters the bog, but it actually goes east.

Edit: Found out the problem has to do with the camera refusing to pan beyond the edge of a cropped map. It never did this before Voxhumana. Implemented a workaround, but it still kinda sucks.

The Shadow Boss’s flashlight triggered NPC didn’t activate initially. I had to fight him with the flashlight twice to bring him down. I have a feeling this is related to the Bakery Bouncer bug, so I won’t worry about it unless it screws up in Werewaffle.

Is it just me or do the attacking sound effects start too late? A lot of attacks (especially “strike” types) are already finished before the sounds begin, making an awkward syncing issue. This happens even when the sounds are trimmed back so far that they have no time to build. Might be nice to have a sound execution timer available for attacks that can adjust for preempting as much as flat out delivery.

Note: Delaying attacks don’t help sync the sound effect.

And that’s it.

Go nuts this week.

Enjoy.

Week 48 (August 9, 2008):

Another big update, this time with a prime focus toward battle backdrops. As of this update ALL current battle backdrops leading up to Cannonball City are updated. Yes, it is true. All of them. Even that previously painful to look at underwater backdrop. Updated. Boo yeah.

Another reasonable push on the sound effects market, too.

The Fixes:

Improved the battle backdrops for Factory outdoors (the Bald Hairypit battle) and the highway, using the grass template I made for the field backdrop.

Updated the battle backdrops for cliff side grass areas (without trees).

Updated the battle backdrops for Sammy’s basement.

Updated the battle backdrops for the “Sewer of Shadows.” Has animation.

Updated the battle backdrops for the Shadow Boss’s lair.

Updated the battle backdrop for the underwater “Jelly Antenna” fight. Looks pretty freakin’ sweet now. And yes, it animates…and then some.

Updated the battle backdrops for basic caves and jeweled caves (the latter is used in “Treasure Cove Cave”).

Altered the battle graphic for “Jelly Antennae.” Now it carries the Frisbee in a tentacle.

Updated the battle backdrops for the Cloak Combustion and Jack Ice fight. Has animated fire.

Updated the battle backdrops for cliff side woods (found in “Isolation Beach” and onward).

Updated the battle backdrops for “Cannonball Outskirts.” Only the Cannonball City backdrops remain now (and the boss battle in “Treasure Cove Cave”).

Fixed the camera skip in the “Bog of Volatility” entrance script. Everything should move smoothly now.

Lowered the guard shack gate in the Faberge Parking Lot to look less retarded. That one’s actually bothered me for awhile; I just kept forgetting to fix it.

Removed the looping sound on vat ladders and set it to play only once.

The Additions:

Added new attacks to slimes and rodents: “Chem Splash” for slimes, “Triptail” and “Rattail” for rodents. These target speed and precision respectively. Comes with sound effects.

Added attack and healing sound effects to: “Lifekiss,” “Pyroball,” “Spitfire,” “Fire Rain,” “Lava Wave,” “Ice Dart,” “Snowball,” “Iceberg,” “Tennis Ball,” “Canister,” “Peyote Fire,” “Peyote Ice,” “Peyote Pee,” “Peyote Shadow,” “Peyote Hero,” “Powercure,” “Supercure,” “Kiss Jar,” “Hyper Kiss,” “Slobber,” “Flame Spit,” “Fire Fall,” “Backdraft,” “Tennis Ball X,” “Canister X,” “Snow Stop,” “Steam Bath,” “Fire Burst,” and “Rejuvenate.”

Added death sound effects to: “Cloak Combustion” and “Jack Ice.”

Added a single shrub to the Blue Light district (to show my sister how to draw in Custom).

Added plant and key sounds to Dr. Smack’s plant in the Faberge Factory.

Added an opening guitar tuning session to “Vogue.”

Added a new battle formation series with cave pool backdrop for the “Coastal Run Cave” second floor.

Added ambient sound effects to the Primex fire.

Added sound effects to the Cloak Combustion and Jack Ice confrontation and battle.

Added sound effects to Funky Fresh Boy’s shop entrance.

Added sound effects to Archer’s bow.

Added sound effects to Powerstick Man’s stereo.

Added sound effects to “Powerstick House.”

Added sound effects to lottery ticket scratch-offs.

Added sound effects to Hotel Primex elevators.

Added regional sound effects to Hotel Primex automated NPCs (maid and mayor).

Added sound effects to Hotel Primex pool area (including diving board, showers, and changing rooms).

Added sound effects to Hotel Primex Restaurant (including bartender and meal scripts).

Added ambient sound effects to the tennis court.

Added a lightning bolt sound effect to the triple backdrop cut scene when Jimmy falls into the vat. Has to work on a wait timer, so it might be off. I probably won’t fix it if it is.

Added sound effects to sand pail, sandcastle, and the Squatter Village gate in “Highway Fork.”

Added sound effects to Biff’s refrigerator, the underground passage, and the various sawing, chipping, and hammering actions (for both Powerstick Man and the Bumpkins) in “Forest Ridge.”

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

None that I know of.

Okay, and here’s the big news: we’re almost finished with the pre-Cannonball City missions. The backdrops were the big obstacles. And now that I’m wrapping up the sound effects as well, there is very little left for me to do prior to moving into Cannonball City. I just have to finish adding sound effects to Sandy Smack Island, add three more unique battles, finish the Beach Lounge guitar sequence, and implement the “Squatter Village.” Then we are ready to move on.

The only things I’ll be leaving behind until later are the intro map graphics updates and the swimming pool sprites for the other heroes. So, I’d say by the end of Week 50 or 51 we should be ready to move into the big city. Finally. After a freakin’ year.

So, with that, enjoy the new material.

Week 49 (August 16, 2008):

This week completes the sound effects updates (or 99% of it as I know I forgot to implement sounds to the scientist who tries to buy a soft drink at the Pepsi machine in the factory). So the game actually feels alive for the first time since it began.

I also went back to the novel this week, so you may find production slowing again as we touch the border of Cannonball City. But who knows?

The Fixes:

Changed the “Pepsi Machine” script to suspend player while waiting for the soft drink to drop.

Re-scripted the windsurfing sequence to alter Powerstick Man’s hero sprite upon using the sailboard rather than calling a new NPC into action. This prevents NPCs from walking out onto the ocean (which happened to me a few minutes ago during testing).

Fixed the reappearing statue head on top of Coastal Run Cave. It shouldn’t rejoin its neck after falling off anymore.

Expanded the trigger range for the Lost Panhandler’s waterfall sound effect.

Fixed the minor graphical glitches in the bus ride animation sequence.

Slightly modified the vending machine scripts to check whether an item was bought before going through the dispensing sound effects. If nothing was bought, the sound and “hero hand” fails to activate.

Fixed the timer bug where the hero will keep swimming even after he leaves the pool.

Added a “room in active party” check to the “Pool Hero” script to eliminate the insufferable lag between exiting the pool and resuming player control when Powerstick Man is by himself.

Changed the status of pacing NPCs along the Primex Beach from “Change Direction” to “Face Player” to prevent them from leaving the beach upon a northbound or southbound activation.

Updated the guitar performance for “Lullaby” in the Beach Lounge. May update further down the road if the mood strikes me, but for now I’m content with the way it looks. Operates primarily on a six-time loop of repeating actions. Whenever script threading is introduced I’ll probably go back and add more eye candy.

Fixed the broken curative attacks for “Snapper Crab” and “Beached Whale.” It seems I marked the wrong thing “null.”

Updated the first minute of “Ain’t Talking ‘Bout Love” for the Beach Lounge performance. Will have to tweak a little more, and will definitely have to update the next three minutes, but so far it’s looking pretty smooth.

The Additions:

Added ambient sound effects to Sandy Smack Island docks.

Orchestrated Sandy Smack Cocktail Bar with sound effects.

Fully orchestrated the windsurfing sequence with ambient sound effects (including the free travel segment in the South Island Cave).

Added sound effects to the rats in “Cannonball Outskirts.”

Added attack and healing sound effects to: “Peyote Drink,” “Peyote Smack,” “Burger Smack,” “Peyote Drink X,” “Lizard Bite,” “Whale Slap,” and “Whale Tail.”

Added death sound effects to “Man-eating Iguana.”

Added a small buried treasure side quest to “Mountain Road.” The three rocks in the southwestern beach that have always looked like they were hiding some secret are now in fact hiding a secret. Powerstick Man will need the shovel he recovered from the sand pail to uncover the secret.

Finished all the ambient sound effects I could think to implement between Faberge Chemical Factory and the “Cannonball Outskirts.” Now vats bubble, birds sing, mud bogs boil, oceans churn, and winds howl. Occasionally you may find local ambient sounds (like fountains) trigger. Let me know if I missed anything.

Added some scattered trash to “Forgotten Junkyard” to symbolize the fierce wind that the junkyard ambient effect suggests is blowing.

Added mopping sound effects to the factory janitor.

Added crowd cheers and boos before and after the “Beach Lounge” guitar performances (and some pre-song guitar tuning). 

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Build the “Squatter Village” (short-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Build a side quest involving the mayor of Primex’s mailbox (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

Start moving into Cannonball City (long-term goal).

The Bugs:

I’ll probably add this to the bug list as a feature request, but I really think sound effects should have a “Fade Sound” plotscripting option to minimize the jerky feeling that comes with suddenly ending an ambient sound (like when you walk too far from the ocean and the waves just vaporize). The option for a smoother transition into silence would be better.

Starting tomorrow, I’ll be building the “Squatter Village.” And the timing couldn’t be more perfect with Werewaffle officially released a couple hours ago. The new performance speeds are awesome. Can’t wait to start using it.

Week 50 (August 23, 2008):

Update time. I’m about to keel over from all the work I put into the game this week, so be sure to preview the new areas.

The Fixes:

Fixed the sandcastle in “Highway Fork” to change Powerstick Man’s response after he triggers the “Squatter Village” gate.

Updated the walkabout graphics for “Powerstick Man getting hit in the back of the head.”

Thought I installed the television scripts to the Hotel Primex awhile ago, but apparently didn’t. Went ahead and fixed that.

The Additions:

New Area: “Squatter Village.” A large community of hippies who live in unfinished houses. They have their own king and a swamp to bathe in. Complete with seventeen characters to interact with. Fully orchestrated. Has interactive objects. Will add treasure boxes next week. Several characters operate on random dialogue and the hippie named “Adley” will enter the swamp if he approaches from the eastern shore. Adley will also scrub his back for every five seconds that he hangs out in the swamp.

Note: To access the Squatter Village, you have to first talk to “Confused Barry” in Sandy Smack Island South and then activate the gates by pressing the sandcastle in the “Highway Fork.”

New Area: “Hotel Primex Restricted Area.” The backside of the hotel with roof and venting access. Can be entered through the mayor’s room window(s). Only the ledge, ladder, and rooftop are accessible this week. Will implement the venting puzzle next week. Windows may be entered and re-entered at will.

New Side Quest: “The Mayor’s Mailbox.” King Hippie sent a threatening letter to the mayor of Primex and regretted it as soon as it left his fingers. He promises Powerstick Man a “golden ticket” if he can retrieve the letter and return it to him before the mayor reads it. To return the letter to the king, Powerstick Man must first lure the mayor out of his room. Then he must find an alternative route out of the hotel as the halls are laced with security cameras. Allows the player to place the letter back in the mailbox if he discovers he’s not adequately equipped to escape via the rooftop.

Note: As of now the player can reach the hotel rooftop, but I ran out of time and mental strength to put the venting system together for this week, so you’ll have to wait until Week 51 to finish the side quest.

New Item: “Hippie Letter.” The catalyst for the great “Mayor’s Mailbox” side quest.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Finish the side quest involving the mayor of Primex’s mailbox (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

Start moving into Cannonball City (short-term goal).

The Bugs:

When Adley enters the swamp, he becomes misaligned with the maptiles. I checked the script, posted it on the forums, and still have no idea what’s causing him to do that, as there’re no false movements. Let me know if you know how to fix it.

The windows leading out to the hotel ledge are buggy. I’ve racked my brain for several hours trying to figure out how to make the exits animate smoothly for both windows no matter the circumstance and I keep getting it wrong. And it’s driving me nuts. It seems one hair-trigger change will completely throw the initial entry or the secondary entry out of whack (but not both). It’s always that one works but the other doesn’t. He jumps too far up for the initial break but goes in normal for the second (or so he did last time I tested—I changed the numbers again and walked away because I’m about to punch my computer screen from this). If I change the numbers to get one working right, the other screws up. I don’t have the patience to deal with it right now. Hopefully for Week 51 I’ll have the mental sense to rewrite the script and have the game check for conditionals through another, more effective, and less pain in my neck way.

But other than that this is a pretty cool update.

Edit: Quick fix to those windows. I figured out the solution literally just minutes after I posted the first update, so I’ll be adding those to the Week 50 update. Also fixed the game’s tendency to drop Powerstick Man beside the wrong bed when climbing back through the window into the room. Everything works as it’s supposed to now. 

Week 51 (August 30, 2008):

We’re just about finished with Cannonball West. A few more tweaks here and there should wrap it up. In the meantime, check out this week’s additions and updates.

The Fixes:

Updated the map autorun scripts for Primex Green Light district and the Hotel Primex to load the appropriate tilesets when player saves and loads game in a non-default tileset region (like the stairwells in the hotel, for example). This should prevent strange map visuals from launching at the start of a saved game.

Note: I tried implementing this using the “Loading Scripts” special plotscript, but it didn’t work. How exactly does the load-script function work, or is it not working?

Re-synced the lightning bolt sound effect on the chemical vat during the intro to play only when the corresponding text box is displayed. Will only fail if the player is a really slow reader.

Altered Brut Man’s palette to something a bit softer.

The Additions:

Finished the “Mayor’s Mailbox” side quest. Details below:

Protester Harry waits for you on the rooftop with another crazy travel story and bizarre choice of item possession to help you advance to the next area. To complete the side quest, you must first finish the CD Cover #1 side quest in the Faberge Factory courtyard and the “Harry Dynamite” side quest in Coastal Run Cave. Once he gives you the new item, you may continue into the vents for the second half of the quest.

Added the air-conditioning shaft to the Hotel Primex Restricted Area. This is actually the hands-on puzzle portion of the Mayor’s Mailbox quest. Once the hero is inside the double-sided shaft, he has to hunt down various switches to turn off each corresponding security tripwire. His goal, then, is to reach the power box operating the hotel’s security cameras at the bottom of the back half. Providing he can reach the box without setting off any alarms, he can then find the safest route out of the hotel.

Once he clips the wire operating the cameras, he must choose the best vent to escape through. Now this can be tricky as Buford the security guard is still roaming the hotel. If Powerstick Man is caught with the letter in hand, the guard will confiscate the letter and he’ll be sent outside where he’ll have to start the mission over (a la Grand Theft Auto). The trick to success here is a.) don’t trip the alarm while crawling through the vent, b.) don’t jump out of the vents before the cameras are deactivated, and c.) don’t jump out a vent that leads to an area of the hotel that Buford is patrolling.

To find the safest route, the hero has two options: Examine the vent or climb through it. It’s safe to examine the vent no matter what condition you’re dealing with. However, it’s not safe just to climb out. If the cameras are still on, you’ll automatically get caught. Also, there’s an added challenge. Even if you snip the camera wire, you still have to pay attention to what’s going on down on the floors below before you leap. If you jump out where other people are roaming (the pool area being the only exception as I plan to implement a degree for jumping out of that vent), you’ll scare them and they’ll call for security. Likewise, if you enter an area where Buford is roaming (and he happens to be within 8 tiles of your position), he’ll catch you and kick you out of the hotel. So, in order to safely exit the hotel, you must leap where no one is roaming, and you must be sure that Buford is wandering elsewhere. It’s important to know that Buford will change his position after every third vent examination. Therefore, if you snip the wire and then check the vents corresponding to your preferred travel path to find that he’s not wandering nearby, then it should be pretty safe to leap and run for the hotel’s exit.

Once you escape the hotel with letter in hand, be sure to return to the Squatter Village to receive your prize from King Hippie.

Note: While the mission becomes available during Powerstick Man’s alone time, the scripting does account for specific party attachments using an advanced script that checks which heroes are present and then sends them off to the Squatter Village to wait while Powerstick Man smuggles the letter out of the hotel if he’s not alone. If you do start the quest after taking on teammates, the game won’t let you leave the Squatter Village until you’ve re-added them to the party.

Also designed this to be the mission that brings Protester Harry home. After you drop off the letter, he’ll return to the village before you leave.

Finishing the quest will reset the mayor and the housekeeper in their original locations, but with new sets of dialogue revolving around the “Great Distraction.”

Other Additions:

Added sound effects to everything related to the “Mayor’s Mailbox” side quest.

Added two treasure boxes to the Squatter Village. Both can be found in the northwest corner.

New Items: “Wire cutters,” “Golden Ticket,” and “Hyper Charger.” The wire cutters help you navigate the Hotel Primex Restricted Area safely. The golden ticket is one of three items needed to access the north end of the Mysterious Land of Mystery. The hyper charger is a high-level curative item that won’t be available in stores until the player gets to Alpha Red.

Added healing sound effect to “Lifesaver.”

Added Pac-Man sound effects to the intro “Warning” message.

Added coastal splashes to the heroes’ steps when walking along shorelines. Tell me if this looks okay or if it looks stupid. Right now I’m leaning toward stupid, but let me know. It’s an easy revert if it doesn’t work.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

Start moving into Cannonball City (short-term goal).

The Bugs:

Various automated NPCs are still unpredictable when it comes to tile alignment. Is there a solution?

Let me know if the new “Shorelines” script (the one that gives the heroes the splash graphics along the coast) breaks anything. I used Tag 586 to turn the script off during alternative hero picture sequences on maps with shorelines, so it shouldn’t get in the way. But strange things happen when you’re too exhausted to think straight.

Test the heck out of the “Mayor’s Mailbox” quest to make sure I didn’t miss anything.

Next week I’ll outline my plans for the future of the game as we’re hitting the first year anniversary of playtesting. Until then, enjoy the file.

Also, the month of September will be catch up on my novel month, so production on the game will be slowing down for a few weeks now that the Squatter Village is finished. Plus, the last six weeks burnt me out, so I need to refresh a bit.

And if you haven’t been checking up on the other files in the last few months, there’re a few more future degrees listed in the readme text.

Week 52 (September 6, 2008):

We made it to the end of the first year of playtesting. It’s been exhausting. But worth it, hopefully.

Well, as promised, I’m closing out the first year of playtesting with the first real move into Cannonball City. And while I didn’t get as far into it as I’d wanted this week, I think I got a reasonable start. Check it out to see the first area refurbished with its new set of graphics.

Also addressed another issue that’s bothered me since the game’s old days regarding the initial beginning.

The Fixes:

Updated the initial confrontation between Powerstick Man and Dr. Smack. I was never entirely happy with the original meeting, as Dr. Smack seemed too jerky to me. Also never liked his initial reaction to Jimmy Knightly’s accident. So there’s a new opening where Dr. Smack meets Powerstick Man at the vat (with a more believable reaction) and explains the problem at hand in a much better fashion. Also implemented a long-standing intention to have Dr. Smack wandering around the factory floor instead of just standing there like a moron.

Also updated the actions and dialogue for Gadgets Mahoney. Now he’ll pace around the store until Powerstick Man reaches a certain step. Then he’ll walk into the sales position where Powerstick Man can speak with him. There’s also now a secondary response more related to his illegal dealings (first referenced in V2 and since translated into the novel) where he asks Powerstick Man not to tell anyone where he bought his stuff.

Both Dr. Smack and Gadgets Mahoney make references to specific equipment, giving the armor a chance to develop its own characteristics. I think this is better than just letting the player accept things as they are. These were borrowed from the strategy guide I wrote several years ago.

Also updated the walkabouts for Dr. Smack, Gadgets Mahoney, and Rachel Faberge to help them stick out from the crowd a little better.

Restructured Dr. Smack’s trigger system to prevent the player from tripping over excess dialogue. This also makes his post-Sandy Smack Island dialogue (the one that signals him to leave the factory) more pointed. Rewrote his exit path to account for his new wandering status.

Updated the tilemaps for “Cannonball City Slums” and “Indoors Cannonball X” (the alleys). They actually look decent now. Still questioning whether I want additional shadows for these areas. Adjusted the map to account for overhead door pieces so Powerstick Man will go through the door rather than over it.

Fixed the broken ladder in “Coastal Run.” (It was broken from the “Shorelines” script I added last week.)

Updated the commercial roofs of each building leading to Cannonball City and the ones in “Cannonball City Industrial Park.”

The Additions:

None this week. Watch the trailer.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

The same from last week.

I’m too tired to talk about the future of Powerstick Man, so I’ll have to save it for next week.

(posted earlier this week)

In celebration of this being the end of the first year of playtesting, and in celebration of Hurricane Ike possibly coming to my house and knocking down my door next week (hence the Week 53 update may be small or nonexistent depending on how epic the power outage will be), I thought I’d give all my playtesters, magazine editors, and engine developers a new toy to play with.

Therefore I am introducing the official The Adventures of Powerstick Man: Extended Edition trailer. Thanks to TwinHamster for directing me to the software needed to make this.

Comments are welcome.

Surlaw, I’ll be submitting this to HamsterSpeak for Issue 19, but I want to write a preview article to go with it, so keep it under wraps until I send the article. If you can host it on the HamsterSpeak site, that would be awesome. If the file’s too large, then I’ll make do.

So, there are more toys to come eventually, but this is the first. Tell me what you guys think.

Thanks.

Week 53 (September 13, 2008):

The Fixes:

Updated the tilemap for “Cannonball City Industrial Park” exterior. Also reanimated a few vat tiles and a water treatment tile I never knew were stagnant. Added some cars to the streets this time.

Updated the tilemap for “Cannonball City Central Park.” Added some new scenery.

The Additions:

None this week.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

Nothing new.

Week 54 (September 20, 2008):

The Fixes:

Updated the tilemap for “Cannonball City Municipal District.” I could probably start fixing the introduction’s graphics now that the representative maps are all updated.

Updated the tilemap for “Cannonball City Business Sector.” Added some new trees and additional scenery.

Updated the tilemap for “Cannonball City Heights.” Spiced up the hotel courtyard a bit.

All exterior doors in Cannonball City have overhead tiles to allow Powerstick Man safe passage through the doorways without banging his head into them.

Updated the tilemap for “Indoors Cannonball X” (tent and public restrooms). This completes the pseudo-indoor areas of Cannonball City.

Updated the enemy graphics for “Stack” and “Flea.”

Smoothed out some of the blocky outlines for “Bog Mutant.”

Updated the attack graphics for “Knife Throw” and “Milk Blast.”

Updated the battle backdrop for the alleys.

Updated the enemy graphics for “Rip-Off Artist.”

Updated the enemy graphics for “Mugger.”

Updated the enemy graphics for “Grungies Thug.”

The Additions:

Added death sound effects for “Stack,” “Flea,” “Rip-Off Artist,” “Mugger,” and “Grungies Thug.”

Added attack and healing sound effects to “Bat Crack,” “Knife Throw,” “Spike Toss,” “BaySlice,” “Milk Blast,” and “Coin Smack.”

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

Nothing new.

Week 55 (September 27, 2008):

The Fixes:

Updated the battle backdrop for the slum street corner. Manhole cover steam animates (though it’s kinda excessive—oh well).

Updated the battle backdrop for the dock in “Cannonball Valley.” Water animates.

Updated the enemy graphics for “Valley Gator” (both halves).

Updated the attack graphics for “Gator Tail.”

The Additions:

Added attack sound effects for “Gator Bite” and “Gator Tail.”

Added death sound effects for “Valley Gator.”

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

Nothing new.

Week 56 (October 4, 2008):

Another four-week block update. Most of the fixes are for tilemaps. Nothing significant in the realm of additions. Been trying to finish up the novel (six chapters left to go), so the updates will be slow for a couple more weeks. Will probably wait until Week 60 for the next email notification unless I do something major between now and then.

The Fixes:

Updated the tilemap for “Cannonball Valley.”

Updated the tilemap for “Sewers of the Cannonball Strip.”

Updated the walkabout graphics for “Valley Fisherman,” “Powerstick Man fishing,” “Tackle Box,” “Boot,” “Grouper,” “Bass,” and “Valley Gator.”

The Additions:

Added a new formation set for the tunnels in “Mountain Road.” These battles feature large formations and several human enemies. Be careful when walking through.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

Nothing new.

Enjoy the updated areas (though I haven’t tested any of these yet).

Week 57 (October 11, 2008):

The Fixes:

Exported text boxes to Microsoft Word and went through a general spell check. All the annoying typos should be fixed. Fixed some grammatical errors, too, though not all. Will go through a thorough edit in the coming weeks.

The Additions:

Added flirtatious text to the women of the “Squatter Village.” Need Pina Colada or similar drink to activate. Will probably have to run from battles to get there in time.

Added flirtatious text to the women of the “Rock Garden.”

Added a cool new toxic green border around text boxes. Makes things pop a little more. 

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add three more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

Importing text messed up my special music note characters in “Serenade.” I’ll go back and fix these once I’m sure I’m finished with my text updates.

Week 58 (October 18, 2008):

The Fixes:

Updated the maptile graphics for Primex’s bathroom, library, and Beach Lounge floors. Made them darker.

Slightly updated the maptile graphics for public restroom walls in Cannonball City Central Park.

Updated the maptile graphics for toilets.

Widened the wallmaps along the shore leading to “Rock Garden.”

The Additions:

Added a new battle backdrop for the strip of beach leading to the “Rock Garden.”

New Enemy: “Blue Nasty.” A new type of fish creature that lurks in most beach areas. It uses a slap attack, a jump attack, and a spitting attack. Also spawns when hit with fire or lightning. Rewards the hero with toxic chargers. All sound effects included.

New Enemy: “Dying Urchin.” A beached sea urchin that hurls itself at the hero and kills itself upon attack. Its “Barb Smash” will poison whomever it hits. Take it down before it attacks. Rewards the hero with medicine. All sound effects included.

New Item: “Medicine.” Counters poison. Only costs $40. Can be bought in most item shops. Sound effect included.

Added new formation types to all beaches to include the new enemies.

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add two more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

I don’t know if the OHR is capable of leaving status effects active in walkabout modes. As of now, poison vanishes after the battle ends. I may have to use tags for the new poison attacks and cures. But not this week.

Week 59 (October 25, 2008):

The Fixes:

Updated the tilemap graphics for “Cannonball City Slums Indoors.” Has a different aesthetic than before.

Fixed a problem in the first Protester Harry meeting where the player could still control the hero during “pause” moments.

The Additions:

Added scenery triggers to “Cannonball City Slums Indoors.” Player can now read magazines (which I also added).

Added sound effects to cats and mice in the slums. The cat sound effects are on a random trigger, so the cats will make one of five different noises when “talked to.”

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add two more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

None this week.

Would’ve done more, but I was both sick and trying to finish my first revision of the novel.

Week 60 (November 1, 2008):

The Fixes:

Updated the graphics for vending machines and Pepsi machines. (I actually thought I did this already, but apparently didn’t).

Updated the map graphics for “Cannonball Industrial Indoors.”

The Additions:

Added ambient sound effects to “Cannonball Outskirts,” “Cannonball City Slums,” “Cannonball City Industrial Park,” “Cannonball City Central Park,” “Cannonball City Municipal District,” “Cannonball City Business Sector,” “Cannonball City Heights,” “Cannonball City Indoors X (alleys)” and “Cannonball Valley” (exterior maps only).

Added specific scenery sounds to “Cannonball City Slums” (fire hydrants).

Added specific scenery sounds to “Cannonball City Industrial Park” (back lot racket, steam pipes, and vats).

Added specific scenery sounds to “Cannonball City Central Park” (lake ambience and swings).

Added specific scenery sounds to “Cannonball City Business Sector” (distant club music for “Foxberry” and highway overpass).

Added specific scenery sounds to “Cannonball Valley” (lake and dock).

The Needs:

Update all battle backgrounds (short-term goal).

Update all the walkabouts (short-term goal).

Add shadows to earlier tile sets (long-term goal).

Finish updating the guitar animations for the “Beach Lounge” (short-term goal).

Add two more unique battles to the pre-Cannonball City areas (short-term goal).

The Bugs:

None this week.

Week 61 (November 8, 2008):

New updates from the last three weeks are online. Here’s all the new junk.

The Fixes:

Updated the indoor map graphics for “Cannonball City Firehouse” in the Municipal District. Also gave it its own map.

Updated the indoor map graphics for “Cannonball City Police Headquarters” in the Municipal District and gave it its own map.

Changed Powerstick Man’s response to approaching his own bed. Instead of defaulting to his reasons for not sleeping in the bed (a cheap ploy to get players to use the hotel), he can now sleep in his own bed if he’s alone. If other people are in his party, then he’ll give an excuse why he won’t sleep in it (including his original excuse as an alternate to the new ones). His response will change depending on whether there is just one extra party member or several present.

The Additions:

Added a few enhancements to the Industrial district’s indoor map. Installed fans and a contraption of some sort on the main floor of the production room. Also added shadows all over the area. Considered adding shadows to the slums, too, but realized they looked fine as they are.

Added ambient sound effects to “Slum Indoors” and “Industry Indoors,” including a few local ambient sounds.

Added “hero hand” animations to the slum objects (like I intended to do when I first implemented it).

Added scenery triggers to objects in the industry warehouses. Computers and the new contraption can now be activated. (The contraption has three access points, one for each tile).

Added scenery triggers to objects in the “Cannonball City Firehouse.” Computers and the new dispatch radio can be activated. Also added a sign next to the inaccessible door (and a trigger for the door).

Added ambient sound effects to “Cannonball City Firehouse.” Also added a timer for the dispatch radio with one of seven different calls coming through every so often (sometimes an emergency vehicle will pass in the distance instead).

Added scenery triggers to objects in the “Cannonball City Police Headquarters,” including computers, bookshelves, and vending machines. Computers actually give relevant information this time, informing the player about the various bosses he encounters throughout the game. One computer also reveals another little secret about Powerstick Man’s past (which isn’t much of a secret if you’ve read the first few chapters of the novel).

Note: The computers will be updated as the game progresses with reports of new enemies and such when old enemies are defeated (where applicable).

Added new interactive objects to the police department: police scanners (radios), a door sign (and the locked door), and the New Switzerland flag.

Added ambient sound effects to the police department. Sounds include the air conditioner (the same one used in the firehouse), a police dispatch radio (which cycles through 25 different messages and can only be heard in the office areas), and a random telephone (which also can only be heard in the office areas).

Implemented a random dialogue activation with the prisoners instead of falling back on the same single comment that the original game relied on. The prisoners now choose one of five different things to say when spoken to through the bars.

Added scenery triggers to the doors inside the slums. Plain doors have different responses than taped-off doors.

New NPC: “Deputy Sherry.” Shows up behind the main desk on the eastern side of the police station after Powerstick Man reads the computer about Officer Sturgeon. The conversation dives even deeper into Powerstick Man’s past. Also reveals a nasty secret that might haunt him later in the game.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

If you haven’t seen the new Youtube videos I posted in my journal, one of them reveals the updated police station. Though, it’s more fun to play through it.

Week 62 (November 15, 2008):

The Fixes:

Some dialogue fixes.

Updated another minute’s worth of performance during the “Ain’t Talking About Love” Beach Lounge song (like I wanted to do way back in Week 29). This is gonna be a great show when it’s finally done.

Separated “Beach Lounge” into its own map.

Changed the floor tiles for the “Beach Lounge” and “Primex Library” to something softer (and green) and less gaudy against dialogue boxes. That’s been bugging me for awhile and now I’m happy with it.

Changed the ambient music for the “Beach Lounge” to something more chill and ogg flavored (aka more suitable for a lounge). Now I’m really happy with the Beach Lounge.

Updated the attack graphics for “Hat Attack,” “Hat Slice,” “Crane,” “Fuel Leak,” “Crate Fall,” “Crate Blow,” “Fuel Burn,” and “Ignite.”

The Additions:

Added ambient sound effects to “Primex Hotel,” “Beach Lounge,” “Primex Indoors (all business areas),” “Cannonball Valley Cave,” and “Treasure Cove Cave.”

Added sound effects to inn-style beds for “Creature Inn,” “Primex Hotel,” “Heights Hotel,” and “Powerstick House.”

Added attack sound effects for “Fuel Leak,” “Crate Fall,” “Crate Blow,” “Fuel Burn,” and “Ignite.” 

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Palette problem with walkabout set 514 and palette number 83. Colors show up normal on set 513 in the map editor, but they’re black on set 514. They clearly have the appropriate colors in the walkabout editor. 

Actually, it was just a loading problem. When I exited and reloaded, everything looked fine.

Week 63 (November 22, 2008):

The Fixes:

Updated another minute of “Ain’t Talking ‘Bout Love” Beach Lounge performance. Try to initiate the song when Michael is in the lower right section of the screen for a bonus laugh.

Updated the graphics for bar stools.

Updated the graphics for forward-facing televisions.

The Additions:

Some additional sound effects to the Beach Lounge performance.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 64 (November 29, 2008):

This update focuses primarily on the Beach Lounge. And I still have more to do.

The Fixes:

Still improving and tweaking the “Ain’t Talking ‘Bout Love” script. This one’s more excruciating than “Serenade.” Almost done, though. Maybe by next week. I really like how it’s shaping up.

Note: You might want to check it out soon because I’m gonna implement a musical skill function here that tests whether Powerstick Man has performed “Serenade” and/or “Vogue” earlier in the game (the length of the performance and the payoff will be affected by whether he played the others or not). Since it’ll require a restart to get those skills, the outcome of the Beach Lounge performance will be cut short if you wait until after I finish it to see it. Right now you still have time.

The Additions:

Some atmospheric effects and pyrotechnics to the Beach Lounge performance.

More sound effects to the performance.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 65 (December 6, 2008):

Lots of art updates this week. As of now we’re nearing the end of the original version’s graphic updates. Just a few areas left to go.

Taking cues from the recent conversion of the “Beach Lounge,” I went back to Primex to update some lingering problem areas I wasn’t happy with. There’s still a bit more to do, but now I think it’s on a better foot. I should have everything up to snuff there by next week or the weekend after. Also wanted to take a break from the musical performance this time. I’ll probably go back and finish it during Week 68.

The Fixes:

Updated the interior graphics for “The Bakery” in Primex Red Light District. Gave it its own map. Changed the floor tiles to something more ex-nightclub appropriate. Also updated the bar graphics (I may transfer these new tiles to a few others around the Cannonball Strip).

Fixed the “Bakery Payment” script to freeze Angela when she offers the pastry (she kept wandering before).

Changed the Bakery house music. Very ex-nightclub now.

Moved “Big Daddy’s” to its own map. Activated the “Fizz Nights” sign animation that I failed to activate previously. Updated the floor tiles.

Changed Big Daddy’s house music to something more fitting for the atmosphere.

Gave the Primex Restaurant a new music track to better fit its mood. Also updated the “Examining Vents” plotscript to play the track whenever the player exits through the restroom in the Mayor’s Mailbox side quest.

Fixed a previous oversight where the fountain in the Red Light District continues to splutter when the player enters Big Daddy’s. All inappropriate sound effects should shut off now.

Updated the tile graphics for “Cannonball City Courthouse.” Also separated it to its own map.

Stopped the fountain in the Blue Light District from making a sound when player enters the house closest to it.

Fixed Powerstick Man’s stereo to play throughout the whole house, rather than just in the living room.

Some dialogue fixes.

Separated the old “Cannonball City Business Sector” indoor map to a new map to concentrate on the generic businesses.

Updated the tile graphics for “Montgomery Financial Corporation,” “Cannonballs Depot,” “Triple Smack Law Firm,” and “The Rate of Fire Corporation.” They look way better now.

The Additions:

Added a back room to “The Bakery.” Player can see the shadows of the club’s former identity in a hilarious pastry-driven parallel world.

Added scenery triggers to “The Bakery.” Player can activate magazines, signs, pastry shelf (also added), and eating booths.

Added ambient sound effects to “The Bakery.” This completes the surreal transformation from its original innocent design to a much seedier transitional business. For some extra laughs, hang out in the booths for awhile and watch the curtains when customers react to their pastries.

New NPC: “Fadius.” A Cannonball City transplant who hangs out in the Bakery’s back room, waiting for his turn in the booth.

Added sound effects and “hero hand” animations to Powerstick Man’s ID card when the player takes it from his desk.

Added ambient sound effects to “Cannonball City Courthouse.”

Added ambient sound effects to “Sewers of the Cannonball Strip.”

Added office chairs to several indoor areas throughout the game. Included a “squeak” sound effect for whenever they’re pushed out of the way.

Added scenery triggers to “Cannonball City Courthouse.”

Added a coffee machine to the waiting room in “Cannonball City Courthouse.” Using it increases health and power by 20 points. Also increases agility by 2 points, battle speed by 10 points, and walking speed to level 5 for one minute. Can only be used once per minute. Comes with full sound effects.

Added ambient sound effects to the four businesses of Cannonball City (Montgomery, Cannonballs Depot, Triple Smack, and Rate of Fire).

Added scenery triggers to the four businesses of Cannonball City.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 66 (December 13, 2008):

The Fixes:

Changed “Big Daddy’s” interior walls from solid blue to brick blue. Now it looks like a dive.

Changed the entrance script into “Squatter Village” so that the party walks down the center of the gate.

The Additions:

Extended “Big Daddy’s” a few tiles east and included some pool tables and arcade machines. Added the sound effects to go with each.

Added scenery triggers to the arcade machines.

New NPC: “Buck.” A cowboy who’s looking to impress a lady onlooker with his billiard skills.

New NPC: “Sugar.” The lady of whom Buck is trying to impress.

New NPC: “Cinnamon.” The third girl of “The Bakery,” who has nothing left to offer her visitors.

New NPC: “Gina Sunderkiss.” Primex’s number one socialite and self-proclaimed princess. She can be found inside “Radio Stop,” but I may rewrite her as a random NPC who shows up in any of several places around town.

Added flirtatious cocktail dialogue to the new female additions.

Added a second back room to “The Bakery.” This will ultimately launch the side quest for the second Golden Ticket.

New NPC: “Cupcake.” Another princess type who can be found lounging on a loveseat in the back, back room eating a cake. She’ll initiate the side quest to the second Golden Ticket. She also gives the elusive Beegees cassette some purpose.

Added scenery triggers and sound effects for the back room.

Added additional voices for the bakery booths.

New Items: “Cassette Player” and “Golden Ticket #2.” Neither are available to the player yet (and won’t be for some time), but they’re in the system now.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Tried looping Cupcake’s eating animation when Powerstick Man walks into the room (as opposed to letting her “wander” into the surrounding wallmaps to simulate eating) for a seamless presentation, but the “do block” caused way too many problems for the scene, even with the numerous exit conditions I gave it. Another argument for script multitasking, I guess. We really need this feature. Or at least a command that can kill other running scripts.

Week 67 (December 20, 2008):

The Fixes:

Finished cleaning up “The Bakery” back, back room scripts. It’s not exactly the way I want it, but it’ll have to do for now until multitasking is implemented.

Moved “Peyote Ugly” and “The Foxberry” to new maps.

Updated the tile graphics for “Peyote Ugly.” Now it looks like a rowdy bar.

Updated the tile graphics for “The Foxberry.” Now it looks like a club.

Changed the music for “Peyote Ugly.” Has a cool ambient track now. Got rid of the cycle music trigger.

Changed the music for “The Foxberry.” Has a cooler base track. Also got rid of its cycle music trigger, but I’ll replace it with an auto-trigger and a series of better music in due time.

Updated a female walkabout sprite.

The Additions:

Added a back hall and employee room to “Peyote Ugly.”

Added new scenery items and triggers (with sound effects) to “Peyote Ugly.”

New NPC: “Mandy.” She’s applying for an open server position at “Peyote Ugly.” (Will eventually be a love interest for Stacklash if I ever take the level of detail that far. I may also implement a mini-mini-side quest where Powerstick Man helps her get the job. I’ll leave this notation here as a reminder to myself that I’d like to do that eventually.)

Added ambient sound effects (birds) to all four quadrants of Primex. I thought I’d done that already, but realized tonight that I didn’t.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 68 (December 27, 2008):

Final update of 2008. We are now officially past the projected release date for this thing. Yay!

Maybe in 2009.

The Fixes:

Moved the “Heights Hotel” to its own map.

Updated the tile graphics for “Heights Hotel” (minus the mayor’s penthouse, which will get its own map).

The Additions:

Extended the main floor of “The Foxberry” to include a lounge area.

Added a back room to “The Foxberry” called “The Snuggle Room.”

Added a back hall and some restrooms to “The Foxberry.”

Added scenery triggers to “The Foxberry.”

Added scenery triggers to “Heights Hotel.”

Added ambient sound effects to “Heights Hotel.”

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Implement an “aim” field stat to be affected during basketball matches.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

The tile update to the Heights Hotel will undoubtedly leave the elevators in a screwy state. I’ll fix these when I start updating Cannonball City’s plotscripts.

Week 69 (January 3, 2009):

The Fixes:

Shaded the blue placeholder doors throughout Cannonball City (the interior ones).

Updated the tile graphics for the remaining Heights District indoor areas.

Gave the Heights District indoor areas a new soundtrack: “Cool” by Gwen Stefani.

Updated the walkabout graphics for the girl with the weird skunk colors (goes by the name of “Annabella” in the Heights). She’s a completely new design.

Fixed the bus pass to Cannonball City to work only after Powerstick Man talks to Stack and Flea (to prevent the player from overriding the door blocks to the east of the slums and the industrial district).

Changed all bus pass scripts to eliminate scenery sounds before the “boarding” and subsequent “riding” sound effects begin. This will prevent the player from being taken out of the environment.

Pushed the south end blocks (the exit trigger to “Cannonball Valley”) over the doors leading out of the slums to prevent Powerstick Man from speaking when he tries to cross the street from the sidewalk (pre-Stack and Flea). Also made all south and east exits conditional upon finding them.

Changed the music for the tent and park restrooms. One of three songs will play at random (and none of them are “fitting” for the setting, which makes them all the funnier—you’ll see what I mean if you recognize any of them).

Updated the “Power Picnic” script in Cannonball City Central Park. The blanket no longer pulsates under psychedelic conditions. Ensured the wandering NPCs nearby stay out of the cut scene. Added sound effects to the barking dog and the hunter’s shotgun at the random climax. Updated the song restoration to play the right song upon ending.

Updated the basketball sequence in Cannonball City Central Park. Dialogue runs smoother and the appropriate music plays after each missed or made shot. Also designed the script to resume the assigned map music once Powerstick Man leaves the court or initiates a new round of basketball. Added all sorts of basketball related sound effects, including an ambient dribble whenever Powerstick Man enters the court.

Updated the scripts pertaining to “Hack’s Riddle” in the cave of “Cannonball Valley.” “Valley Runner” now accounts for the new scenery changes made to “Cannonball Valley.” And “Hack’s Riddle” is much more streamlined than it was in the past. Old letter scancodes have been replaced with “input string” and “string compare” (I love “string compare”), as was the old display method of showing only the correct letter one letter at a time. Now the player can type whatever he wants (up to 8 letters) and see what he writes. Hack will respond one of three different ways depending on what the player does. Typing the correct answer—“mullet”—and pressing Enter will award Powerstick Man the money share. Typing the wrong answer and pressing Enter will award Powerstick Man the “loser” brand. Typing anything (or nothing) and hitting Escape will award Powerstick Man Hack’s ridicule (for being too stupid to come up with an answer). And the player is no longer required to talk to Hack a second or third time to get the prize. It all happens in one fell swoop.  

Updated “Powerstick Man in Jail” to write the appropriate bed tile. Also added sound effects.

Fixed the sound effects for “Peyote Ugly Objects.” I think I set a template down and forgot to adjust the variables a couple weeks ago.

Adjusted the speakers in “The Foxberry” to thump with the music. Also added speakers in rooms that I previously forgot to add.

The Additions:

Added ambient sound effects to the indoor areas of the Heights District.

Added scenery triggers to the indoor areas of the Heights District (there was only one addition here).

Added touch triggers to the upper block of alleys in “Cannonball City Slums” to explain why Powerstick Man can’t enter them (yet).

Added a touch trigger to the upper-right hand sidewalk exit to explain why he can’t leave through that area (yet).

Note: Both areas will likely be used during the Superhero-Sidekick mission (CD Cover #5) when Plummet Man trains Powerstick Man to become a full-fledged superhero (to keep in line with Book 2).

Added climbing animations to the ladders in the Cannonball City Industrial District. Heroes gain field stats for strength here.

New Field Stat Counter parameter: “Precision.” Right now, only Powerstick Man can take advantage of this new counter. He earns 2 points for making baskets during the basketball competition (not including slam dunks).

Note: The dialogue box showing the precision points isn’t complete because the internal variables take up too much space to display properly.

Added sound effects to the fishing sequence in “Cannonball Valley.” The ambient sounds may be too loud to hear them clearly, but I suppose that’s realistic, so I’m leaving them as is for now.

Added multiple tracks to “The Foxberry”—all of them OGG and somewhat file-bloating. Each section of the nightclub will play its own random track (and will remember which room plays what until the player leaves the map) to keep things moving and grooving. With the exception of the redesigning of the “Faberge/Nectarine” map, this will probably be the last file bloat for the Extended Edition. The final version shouldn’t be more than 10 or 15 megs above what it is now (including sound effects).

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 70 (January 10, 2009):

Updated the walkabout graphics for Jill and the Peyote Ugly Girls. Also raised the elevation of the bar dancers a few pixels so that they fit the stage better.

Changed the trigger dialogue for the Zeta statue in “Peyote Ugly.”

Set the bar tap to a Layer 1 tile to prevent the Peyote Girls from dancing underneath it.

Added a location conditional to “Scenery Sounds” to turn off Flame Racer and Proud Gary’s theme whenever Powerstick Man walks far enough away from them.

Updated the walkabout graphics for the nightclub dancers (all four sets).

Updated the walkabout graphics for the woman who gets knocked around in the “Night at the Foxberry” script.

Added the name “Dancer” to all the dancing NPC dialogue boxes.

Updated the “Foxberry Music Cycle” script to play one of the good songs for the player’s first time into the club, and then allow for all tracks available during future visits.

Note: This only affects the main room. The “Snuggle Room” and the back hall are still rigged to play anything.

Changed the walkabout picture for the main bartender at the Foxberry to look more like a ritzy bartender.

Modified “Scenery Sounds” to shut off Boomer’s lung radio if the player walks far enough to the west in the industrial district.

Changed the vending machine in “The Foxberry” to work 80% of the time. Every once in awhile, if the player’s not careful, the machine can eat his money. Pretty nasty device (and tasty, too), especially if it fails after the player stocks up. Modified the sound effects to change if the money is eaten. Only works if player buys at least one item.

Eliminated the double-triggering vending machine shops that plagued a couple of the later maps.

The Additions:

Added a randomly generated dialogue script for the “Peyote Ugly” and “Foxberry” dancers. Each script is divided between men, women, and hitchers. The men can say one of ten different things, the women one of thirteen different things, and the hitchers one of eight different things with some responses being gender neutral. The women also have a comment that changes depending on which song is playing at the moment.

Added sound effects to the Peyote Ugly “No H2O” cut scene.

New NPC: “Foxberry Bartender.” Introduces a new cocktail menu for Cannonball City (behind the bar at the Foxberry) which includes the drinks Homewrecker, Cosmopolitan, Bloody Mary, Sour Apple Martini, Seven & Seven, and Irish Car Bomb. The Homewrecker gives Powerstick Man the traditional flirting ability, while the Irish Car Bomb gives him the staple fire attacks. The Cosmopolitan offers him a neat trick where he can double the experience he learns in battle, while the Seven & Seven will cut enemies’ hit points in half (except for bosses). Then, harking back to new performances for old tricks, the Bloody Mary will increase his hit rate (up to three hits per turn), while the Sour Apple Martini will raise his power and nullify stats by 50 points. As usual, the effects last for five minutes. And, as usual, he can only consume one drink at a time.

Added new types of dancers to the dance floor to keep the place from looking redundant.

Actually put some dancers in the center of the dance floor to keep it looking authentic (these people are tagged so that they’ll disappear when the “Night at the Foxberry” script begins).

New NPCs: “Johnson,” “Mary,” and “Rachel.” These people can be found along the cocktail bar just hanging out. Johnson and Mary will disappear temporarily during the “Night at the Foxberry” sequence.

New NPCs: “Marlene,” “Remy,” and “Anders.” These people occupy the hall between the main floor and the back rooms. Anders will warn Powerstick Man about the vending machine.

New NPCs: “Rebecca,” “Frank,” “Edmond,” “Samantha,” “Horace,” and “Dina.” These people hang out in the lounge area east of the dance floor. Samantha has a random dialogue generator attached to her base comment (conversation ends on one of five different responses). There is also a nameless NPC sitting on the northeastern couch where the player cannot reach her.

New NPCs: “Irina,” “Jamie,” “Tuten,” “Danny,” “Trina,” “Narc,” “Selena,” and “Brian.” These people can be found in the not-so-snuggly “Snuggle Room.”

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 71 (January 17, 2009):

The Fixes:

Added the “Foxberry First” conditional to the back rooms to play the good music first.

Updated the walkabout graphics for the “Foxberry Guys” and their subsequent “What is Love?” head bob. Also updated Powerstick Man’s head bob. Will update the dancing sprites when I rework the script.

The Additions:

New NPCs: “Kissing Couple,” “Dennis,” “Lance,” and “Keely.” These people can be found hanging out along the back hall. Lance counts how many times the hero walks into a bathroom to keep track of tipping.

New NPCs: “Adam,” “Cheyenne,” “Xenia,” “Men’s Restroom Attendant,” and “Women’s Restroom Attendant.” These people occupy the restrooms along the back hall. The men’s room attendant will attempt to receive a one-dollar tip from Powerstick Man.

New NPC: “Gregory.” The manager of the Foxberry. He’ll confront Powerstick Man before he returns to the main room if he either refused or was unable to cover the restroom tip.

Added a secondary party room to the back hall of the Foxberry. This is where the manager’s office (inaccessible) is located.

New NPC: “Giles.” The bartender of the party room. He doesn’t sell drinks, but he informs Powerstick Man of a booth in the back corner that exchanges money for experience points.

New Object: “Experience Converter.” Located in the northeast corner of the party room. When activated, it’ll allow the player to select whom to send into the booth. It’ll then play a short cut scene which prompts the player to enter a dollar value to convert into experience, to which the selected hero will emerge with more experience and less money. Will go so far as to report how many levels the hero jumped during the conversion.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Game freezes if player hits ESC during the money input screen for the Experience Converter. I have yet to figure out why.

Edit: James discovered the problem and fixed it. Used a resume player/suspend player workaround in the meantime. “Input String” was stuck in an endless loop.

Week 72 (January 24, 2009):

The Fixes:

Adjusted the Experience Converter booth script to present one of the text boxes in a more appropriate place. Also took James’s advice and placed a bunch of black and white still images to serve as the experience boost video (a la A Clockwork Orange).

Solidified the text box backgrounds for the Foxberry cocktail descriptions. Also solidified the Experience Converter machine dialogue.

The Additions:

Added a ladder climbing script to the “Sewers of the Cannonball Strip.”

New NPCs: “Lisa,” “Bertrand,” “Sydney,” and “Donner.” They can all be found inside the “Rate of Fire Corporation” west of the Foxberry. Deleted the dancing NPCs that used to populate the far room. Lisa lives there now.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 73 (January 31, 2009):

The Fixes:

Actually got the ladder in the “Sewers of the Cannonball Strip” working this time. Also added a stabilizer script to the Municipal District to make sure all heroes return to normal walkabout pictures upon exiting the sewers.

Updated the “Night at the Foxberry” script. Improved all the sprites related to the sequence, added a couple new dance moves, and freed up a small handful of tags and NPC slots.

Fixed the EXP Converter to clear string after every input (not just the valid ones). Also fixed the stacking problem that occurred every time a non-numeric string was entered (which consequently led to valid values no longer registering and converting). Works like a charm now.

Some dialogue fixes.

Deleted some leftover ugly border tiles from the “Sewers of the Cannonball Strip.” They were so dark that I couldn’t see them before.

Began rebuilding Mayor Applewhite’s Penthouse, giving it its own map.

The Additions:

None this week.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 74 (February 7, 2009):

I know it’s been awhile since the last email update. If a week didn’t end on an awkward breaking point, then I was out of town or just didn’t feel like dealing with the upload site. So we’ve got a bit of a backlog this week.

While you can read the breakdown of things for yourself, the short version is that we have a lot of plotscript and interior graphic updates this time around. In fact, as of this week, most of Cannonball City’s original presentation is updated. Only a few fixes remain.

Also note: the latest file is much larger than the ones you’re used to. I included quite a few OGGs for the Foxberry Night Club, so the download time will be significantly longer.

And you’ll also need a Nightly to play now since it uses the "number from string" command implemented for Ypsiliform.

Last thing, I’m gonna do my best to release Tightfloss Maiden for the 2009 Gameathon, so I’ve spent a bit of time working on that tonight. If you want to check on that game’s progress, look for the link at the end of the email. As of now, I’ve gone through several maps updating the layer presentation and added three new textbox borders. I also tweaked the opening sequence and added experience gains to the "Auto Kill" feature. Also spent a lot of time rewriting the majority of the "Footsteps" scripts (all 50 of them!)

And with that, here are the latest Powerstick Man updates:

The Fixes:

Finished updating Mayor Applewhite’s living room. Might be the most elaborate indoor room (for a residence) that I’ve done. The tiger carpet is my pride and joy. Download this update just to see that.

Updated the walkabout and weapon graphics for “water gun.”

Updated the attack graphics for “Watershot.” Added sound effects to attack.

Updated the script for the “Creature Signal.” Uses a new switch graphic that operates in full animation. Also error-checked the signal to only allow the player to activate it once. Additional attempts will yield a snide comment from you know who. And if the Mythical Creature is already in the party, he’ll make a remark, too. Sequence uses sound effects during the tile animation and the backdrop animation (though the sounds are a little delayed, but not enough to be a problem).

Some dialogue fixes.

Updated the walkabout graphics for “Heights Elevator Operator.”

Rebuilt the elevators in the “Heights Hotel.” Got rid of the clunky NPC doors and that whole early interface. Now operates similarly to the elevators in the Hotel Primex, while adhering to the original Heights charm (as in, the elevator operator keeps his role). Also includes sound effects.

Slightly readjusted the inn script. Heroes walk a few extra tiles before the fade out.

Updated weapon graphics for “Rat Claw,” “Razor Claw,” “Flash Light,” and “Spiked Bracelet.”

Repositioned handles on all unaccounted weapons.

The Additions:

Scenery triggers for the “Mayor Applewhite’s Penthouse” including a bookshelf and a magazine.

Added ambient sound effects to the penthouse.

Added a new sliding glass door feature that will eventually allow Powerstick Man to wander onto the balcony. Just walk up to it and he’ll automatically open it. I’ll build the adjacent rooms and the balcony another week (possibly after parallax scrolling is available).

Added a script that calls Flea to physically walk to the crate and set the “Heights Pass” on top after his conversation with Powerstick Man in the tent about thievery. (This is accessible after Powerstick Man talks to the elevator security officer in the hotel.)

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Enjoy the new updates.

Week 75 (February 14, 2009):

The Fixes:

Updated the television scripts for the Cannonball City Heights District. Powerstick Man can now comment on one of ten different shows or commercials. Works on the “Primex TV” timer. Note that this is the only region in Cannonball City that has accessible televisions.

Updated the tile graphics for “Cannonball City Hall’s” lobby area. Added a conditional that draws smoke in the eastern half of the lobby if the fire hasn’t been put out yet. Everything resets to normal when the mayor is rescued.

The Additions:

Added ambient sound effects to “Cannonball City Hall.” (Lobby only)

Streamlined the City Hall information terminals to one NPC. Also added sound effects and “hero hand.”

Added a trigger to the City Hall vending machine (lobby floor).

Added a triggered response to all the elevators throughout Cannonball City. Also added a funny sound effect to the area near the elevators in the “Friend for Life Condominiums.” Did not alternate elevator dialogue for post fire yet. Will do that when I error check next week.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 76 (February 21, 2009):

The Fixes:

I fixed the bathing hippie of the Squatter Village!!! Turns out James’s solution to help me get the hill script working in Tighfloss Maiden (well, I’m still ironing out the kinks in that one) fit the profile of the type of fix I knew that Adley the hippie needed. So I gave it a quick try and it worked! The hippie’s misalignment days are over.

The Additions:

None this week.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Finish updating all the existing interior areas for Cannonball City (including City Hall).

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 77 (February 28, 2009):

No update. Spent all week getting Tightfloss Maiden ready for release.

Week 78 (March 7, 2009):

The Fixes:

Updated the fire escapes in Cannonball City Hall. Drew the new fire tiles.

Fixed a wallmap in the Heights Hotel.

The Additions:

None this week.

The Needs:

All the usual.

The Bugs:

None this week.

Week 79 (March 14, 2009):

I had a slow update session last month because of Tightfloss Maiden, but I did manage to finish upgrading all the tilemaps belonging to Cannonball City. That just leaves us with the introduction and Treasure Cove Cave (and Faberge while we’re thinking about it) before we’re officially updated with all the game’s original areas.

Here’s the summary of the last few weeks:

The Fixes:

Moved the City Hall receptionist out of the smoke.

Updated the first stage of tiles for the City Hall corridors. Will likely add more disasters to each floor in the coming days.

Updated the “Falling Boards” and “Smoldering Piles” scripts to account for the tile changes.

Updated the walkabout graphics for “burning boards falling.”

Updated the walkabout graphics for “pink bunny” and “pink bunny on fire.” Added a new frame of animation to keep it from “rocketing” through its drumbeats.

Updated the tile graphics for the City Hall offices, including the mayor’s office.

Changed the City Hall battle and victory themes to allow the map music to run continuously.

Made the Odor King weak to lightning. This should hopefully give Powerstick Man a chance at victory if he runs out of stat-affecting items when the Odor King starts throwing his desperation items. 

Updated “Smoldering Piles” to run through an auto script. Now the fallen boards won’t just “materialize.”

Implemented a safeguard to ensure that boards only fall onto a given location once.

Updated the “Mayor’s Office” script to put Brut Man and Speedstick Man in place after they join the walkabout party. Also repositioned “resume obstruction” and “resume npc walls” to prevent NPCs from walking up the sides of buildings when the script ends.

Also updated “Mayor’s Office” to draw a broken window after Powerstick Man jumps through.

The Additions:

Added ambient sound effects to the “Cannonball City Hall” corridors and fire shafts.

Added a new trap to the Cannonball City Hall corridors. On the last floor before reaching the mayor’s office, the floor will begin to crack. Powerstick Man has to clear the danger area before it swallows him. If he stops, he’ll fall down to the level below.

Added four sets of scenery triggers to City Hall. One for office signs, one for burning objects, one for bulletin boards and wanted posters, and one for the usual objects (magazines, bookshelves, and computers).

Added some sound effects to the City Hall related scripts, including those involving the Odor King. Will finish implementing these next week.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

It’s possible to cancel the falling boards if you walk back over the trigger after they start falling. I don’t know if I’m gonna fix this or not. I don’t imagine many people will uncover this bug.

Note: As of this week, all the Cannonball City tile maps are updated.

Week 80 (March 21, 2009):

The Fixes:

Updated the enemy graphics for “Burning Flame.”

Updated the enemy graphics for “Blazing Boards.”

Updated walkabout graphics for “Odor King.” Also added a new animation that has him picking up an “Odor Canister” from a plant and strapping it over his shoulders. He also now points the nozzle at Powerstick Man before he attacks. Uses the improved “NPC Animation” script written for Tightfloss Maiden.

Renamed the old “hero animation” and “npc animation” scripts to “hero animation short” and “npc animation short” to prevent compatibility problems with the new script.

Updated the walkabout graphics for “Cloak Combustion Sidewinder Attack.”

Updated the walkabout graphics for “Powerstick Man picks up mayor.”

Updated enemy graphics for “Odor King.” Includes the new canister.

Changed the Odor King’s original “Ultra Stink” attack from an armpit gas to a steamy canister disbursement.

Fixed a broken graphic in Powerstick Man’s “cast” pose.

Fixed the palette for “Engulf.”

The Additions:

Added death sound effects to “Odor King,” “Burning Flame,” and “Blazing Boards.”

Added sound effects to “Ultra Stink” and “Engulf.”

Added sound effects to mechanical bunny.

Added sound effects to cracking floor.

Added sound effects to Powerstick Man falling through floor.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 81 (March 28, 2009):

This update nearly completes the original version of Cannonball City, leaving us just a few weeks away from catching up with the original game. Obviously there’s still much to pepper into the old places, like the heart trail and whatnot. My guess is that we’re still a fair distance from that point. But the graphic and sound effect updates are nearing a conclusion.

And I just went through the original game very briefly for some comparisons. And I must say, wow did that game suck. The original versus the extended edition are officially the difference between night and day.

Well, let’s see what’s new this round.

The Fixes:

Re-colored the Odor King’s walkabout sprite (with canister) to show the turquoise nozzle.

Updated the animation scripts to allow a few more arguments, including the ability to freeze on the last frame.

Fixed the City Hall Lobby elevator to trigger a different response after the mayor is rescued.

Extended the bunny drumbeat cycle from 10 hits to 13.

Updated “Scalding Fountain” to actually inflict 50 points of damage (like it was originally written to do) instead of killing the player instantly.

Updated “Falling Boards” to injure Powerstick Man if he’s standing underneath them when they hit the ground. Added an “oof” sound effect to signify whether he’s been hit. Takes 50 HP.

Updated the “Mayor’s Office” script to set the bookshelves, plants, trashcan and desk on fire after Cloak Combustion’s sneak attack.

Updated the hero battle graphics for “Brut Man” and “Speedstick Man” (soon to be Stacklash and Rapid Pestilence).

The Additions:

Finished setting up scenery triggers for all elevators in “Cannonball City Hall.”

Implemented first stage of the new “Crime Hunter” side-quest. This is the quest that will ultimately pit Powerstick Man against his arch rival, The Spotless Cowboy.

Here’s how to perform the quest (so far):

First Powerstick Man must read every wanted poster and bulletin board in Cannonball City and examine every computer in the police station (to hunt for criminals). There are 31 locations total. Besides the police station and city hall, there are bulletin boards located in the courthouse, the lobby of the Heights Hotel, and the back room of Peyote Ugly. The game will check off each object as it’s read.

Once the posters and such are read, Powerstick Man will have to save the mayor. This can happen in either order, but remember to check every bulletin board and poster (including burning ones) during the city hall rescue, as this is your only chance to do so.

Next, you’ll need to return home (in Primex, Yellow Light) and walk inside. Powerstick Man will make the comment that he’s hungry and wants to see what’s in the fridge. When he approaches his refrigerator, he’ll discover a note on the door. It’s from the Spotless Cowboy. He’ll take the note. Meanwhile, his teammates will counsel him on the matter.

Note: Script uses embedded hero names to play out the consolation session. If Dumpy is in the party, he’ll either be moved or ignored.

Finally, if the Mythical Creature is in the party (get him after rescuing the mayor and using the Creature Signal in the penthouse), the game will randomly generate possible locations for the Spotless Cowboy to appear every 100 steps. If the game detects a match between the Spotless Cowboy’s current location and the current map (and if the Mythical Creature is in the party), the Creature will speak up, warning Powerstick Man that the Spotless Cowboy is nearby.

The possible locations where he can appear are: Nectarine Parking Lot (formerly Faberge Parking Lot), Bog of Volatility, Forgotten Junkyard, Rock Garden, Coastal Run, Isolation Beach, Forest Ridge, Cannonball Outskirts, Cannonball Valley, Cannonball City Industrial Park, No-Outlet Highway, and four indoor areas—Hotel Primex, The Bakery, The Foxberry, and the Heights Hotel.

There are three global variables that regulate the flow of commands to keep the placement and relocation of the Spotless Cowboy running smoothly. If for any reason the Spotless Cowboy relocates to the current map during the 100th step switch, the script will leave him in his old location for another 100 to avoid surprises. The Mythical Creature should only speak upon entrance of the target map in all cases.

I’ll implement the second stage at a later date, once I’ve decided how I want to pull it off. I eventually want to force the player to strategize how to approach the Spotless Cowboy or avoid confrontation entirely. The plan is to have him appear in one of five different locations in each map and to have a line of sight depending on the direction he’s facing. I want him to cause more damage initially if he catches the heroes off guard. But this is something I’ll work out during a much later week (probably not until I get close to completion of the game).

Note: I’ll likely implement a turn-based system like the one found in Jagged Alliance 2. I think it would be fun to do a tribute for that game in Powerstick Man: XE. This would allow all active heroes to come at the Spotless Cowboy from different positions on the map. This will also cut down on the need for new battle backdrops.

Note 2: I’m leaving a “show value” display for revealing the Cowboy’s current map up for now. I’ll probably remove it next week or the week after, so if you want to see this in action easily, I’d check this version out.

New Item: “Spotless Cowboy’s Note.” This is just a souvenir of the Spotless Cowboy’s relentless pursuit of our hero.

Added a sound effect to the instance when the Odor King removes the canister from the plant.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 82 (April 4, 2009):

As you’ve already figured out, the eighties are here, and with it comes some major events.

This is the first of several milestone weeks. As of now, we are fully caught up on enemy graphic updates. We are also near the end of the battle backdrop and map graphic updates. Pretty soon everything related to the original game will be updated.

Note: I’m sending this update to a couple of our occasional guest players as a reminder of how far this game has come in the last year and a half. The "Powerstick Man Progress Report" document outlines everything that’s been done to the game since Sept. 15, 2007.

Clearly there’s much more to do, but it’s come so far already that the Extended Edition and the original barely resemble each other.

For the guest players, if you choose to explore some of the new tricks, be advised that the battle balance is still pretty poor. You might have more fun Ctrl+F4ing everything for now.

Also, I downloaded the 4/3/09 Nightly prior to the latest update. You’ll want to be fully up-to-date if you give this a spin.

The Fixes:

Implemented streaming music for all three dungeons: “Nectarine Institute” (currently Faberge Chemical Factory), “Cannonball City Hall,” and “Treasure Cove Cave.” While City Hall already had a version of this installed, I went ahead and made an official script that will check the hero’s location and change the victory music accordingly. As of now “Another One Bites the Dust” only plays in non-dungeon maps.

Updated the hero battle graphics for Ban Man / Mythical Creature.

Updated the enemy graphics for “Winged Fangs.”

Updated the attack graphics for “Sonic Yell,” “Laser Blast,” and “Rewire.”

Replaced the Winged Fangs’ “Bite” attack with a new “Bat Bite” to account for stronger heroes.

Updated the enemy graphics for “Rodent Pillager.” Looks menacing now.

Updated the enemy graphics for “Lost Cat.”

Updated the enemy graphics for “Laser Panel.”

Updated the battle backdrop for “Cannonball City Hall Corridors.” Looks stunning compared to the original.

The Additions:

Added death sound effects to “Winged Fangs,” “Rodent Pillager,” “Lost Cat,” and “Laser Panel.”

Added attack sound effects to “Sonic Yell,” “Bat Bite,” “Bite Suck,” “Yarn Ball,” “Laser Blast,” and “Rewire.”

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 83 (April 11, 2009):

The Fixes:

Updated the battle backdrop for “Mayor’s Office.” This just leaves me the “Treasure Cove Cave” backgrounds to finish.

Redrew the boulder blocking “Treasure Cove Cave.” Now there’s only one in the way.

Rewrote the script for “Cave Rock Block.” Now instead of the two beach bums (Stewart and Karl) merely showing up and causing the rocks to disappear, they will go through an elaborate sequence dislodging the boulder and rolling it to a non-blocking position. Once the cave is unblocked, the rock will retain its new position permanently. This took a lot of work to get right.

Updated the Mythical Creature’s method for joining the party. Now there’s dramatic action leading up to his joining (well, dramatic is an extreme word—we’ll call it “extra movement”). Like Junkyard Bob and Dumpy, he’ll move into the appropriate position before becoming official. Also wrote a new party addition script called “special join (npc who)” that automatically walks an NPC to the back of the party line before the NPC is recruited to the team. It checks for all possible open positions. 

Updated the tileset (not map) for “Treasure Cove Cave.”

The Additions:

Added a conditional to the “Treasure Cove Cave” entrance that always checks for a full party and the presence of the Mythical Creature before the player can enter. This counteracts any possibility of the player entering fraudulently later in the game (when he can choose from a roster of heroes). This is important since it’s technically an optional dungeon that does not fit into the main story line.

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

“Special Join” isn’t perfect. Joining heroes can still be locked up by surrounding objects. But I’m not worried about that.

Week 84 (April 18, 2009):

The Fixes:

Updated the first stage of tilemap graphics for “Treasure Cove Cave.” This fully updates the original look. There will be tileset color switches on this one, though, so the map isn’t complete, complete.

Updated the walkabout graphics for “Cove Ruby,” “Rectum Surfing the Cave Wave,” “Heroes Swept Away,” “Cave Fountain,” “Laser,” and “Laser Blast.”

Updated appearance of attacks “Shield” and “Atrophy.” Right now they’re using palette swaps. I may clean “Shield” up a little more and give it a legitimate redraw.

Actually, the cave fountain walkabout graphic update is pointless because I ended up making it into a map tile.

Fixed the walkabout for “Brut Man” when he shows up for the mayor’s rescue (both inside and outside City Hall) to use the default palette.

Updated the plotscript for “Tidal Wave” in “Treasure Cove Cave.” This was easily the most painful update yet (as I knew it would be), and I’m not so sure I’m finished with it. I think it can stand a few more cosmetic fixes. But it is updated, and it does work. The wave no longer looks like an extended crash break, but a real wave with real barrel tops. And as a bonus, the falling boulders now break on the road as well as splash into the water. Also, the entire party is affected by placement when the wave sweeps over, as opposed to just the party leader as it was in the original game. If any hero is caught in the wave, regardless of party position, he’ll be swept away. If the leader is swept, the entire party goes with him and the game ends (as it was in the original game). But if the leader clears the danger zone, and a party member does not, that party member will be ripped right out of the caterpillar and won’t return until the player enters the boss’s chamber. Once the player enters the boss chamber, missing heroes will show up at the door (with a comment about what happened on the bridge) and return to his position in the party.

Note: There’s an alternative rejoin in the chamber south of the bridge if the player decides to run the way he came. The odds of this ever being needed are pretty non-existent, but I want to cover my bases in case someone gets really unlucky in this area.

Added a couple details to the “Mayor’s Office” battle backdrop that I missed last week.

Updated the plotscript for “Laser Kitty.” Included some rock jibs at the end just before the battle when the lasers hit the back wall.

Removed the Spotless Cowboy “show value” functions from the script.

The Additions:

Added attack sound effects to “Adrenaline,” “Shield,” “Atrophy,” “Novocaine,” “Shatter,” and “Stink Bomb D/X.”

Added a special debug option to the main menu to kill all sound effects in case warping around from map to map fails to shut off one of the ambient sounds.

Added additional ambient sound effects to “Treasure Cove Cave” to include local hotspots like the fountain and the waterfalls.

Added sound effects related to the earthquake and tidal wave of “Treasure Cove Cave.” 

Added sound effects to “Laser Kitty.”

The Needs:

Update all battle backgrounds.

Update all the walkabouts.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Finish updating Treasure Cove Cave.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

The earthquake portion of “Tidal Wave” is temperamental. I originally assigned “while/do” loops to the random number generator to prevent the boulders from landing on top of a hero’s head, but then the game locked up on occasion. Getting rid of the loops solves the problem with random lock-ups, but now the player runs the risk of being caught inside a square wall if a rock falls onto the leader’s head. I feel like this is a catch-22 and I would appreciate ideas how to overcome it.

Week 85 (April 25, 2009):

The rockin’ eighties continues with some big time updating this week. Highlights include the massive update done to “Treasure Cove Cave,” including a tidal wave that blows the original out of the water (pun intended). We’ve also reached an update milestone. As of this week all walkabout graphics are updated. And I suspect by next week, we’ll be caught up on battle backdrops. So this is becoming an important month for updates.

The Fixes:

Finished updating the sound effects and actions for “Laser Kitty.”

Updated the plotscript for “Cove Ruby,” including sound effects and special hero hands for all the heroes. Also added the “meow” generator to the cat in case the player tries to talk to it between fighting the boss and getting the ruby.

Fixed the “Wet Reunion” trigger to show up only if a teammate is swept away. Before, the one-time useable NPC was disappearing when the player walked over it before entering the tidal wave chamber. The fix also solves the problem of the “swept away” walkabouts not showing up. Also cleaned up the “rejoin” presentation.

Screwed around with “Tidal Wave” again. This time I gave the earthquake portion a “for/do” loop that checks for random locations five times. I shouldn’t have a problem with this anymore.

Updated “Treasure Cove Cave” with its alternative palettes for deeper areas. Top level region is still brown. Mid-level region is now magenta. Lower-level regions (including tidal wave chamber) are now blue.

Updated related scripts to make sure everything resets upon exiting the cave.

Included “Isolation Beach After Party” script to the after-battle trigger to prevent the rock from reappearing after “Isolation Beach” battles.

Added a conditional to the “Cove Ruby” script to check location of hero upon triggering. This way, if he’s not in the southern position initially, the script will put him there so the exit script isn’t wrecked.

Slimmed down Powerstick Man’s elbows for the sequence when he carries the mayor to the window.

Updated the walkabout graphics for “Powerstick Man Graduating,” “Demo Man Cap N’ Gown,” and “Dr. Smack Cap N’ Gown.”

(This concludes all walkabout updates!)

The Additions:

Added special effects to “Treasure Cove Cave.” There are now three timers running during the heroes’ journey through the cave: two for water drips, one for atmospheric effects. The water drips will happen in random locations around the cave (depending on which level the player is wandering). Drips will only take place on the level that’s currently active. Drip sounds will only occur if a water drop falls within eight tiles (or so) from where the lead hero is standing. Atmospheric effects happen every five seconds and alternate between a “blue flash” and a “confetti glitter wave.” As of now, this might officially be the coolest cave on the OHR.

Added an autorun script and after-battle script to regulate the palette switches and smooth control of the timers.

Added two new scripts that lighten or darken the hero palettes. The heroes will darken when they enter the lower chambers of the cave (the blue regions). They’ll lighten if they return to magenta or leave the cave via “Cove Ruby.”

Added scenery triggers to the security panels. Powerstick Man can comment on them after he defeats them.

The Needs:

Update all battle backgrounds.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Starting next week, I’ll be backtracking through some missed updates, including the overhaul scheduled for the “Faberge Chemical Factory” (as it will be known for the last time). As of next update, it’ll officially be called “Nectarine Institute of Research.”

I imagine the backtracking updates will take the rest of the eighties weeks and most, if not all, of the nineties weeks. That should put us within range of the next important playtest by the hundredth week.

Enjoy.

Week 86 (May 2, 2009):

The Fixes:

Redrew the battle backdrops for the magenta section of “Treasure Cove Cave.”

Renamed the “Faberge Chemical Factory” to the “Nectarine Institute of Reasearch.”

Changed the main song from “Gonna Make You Sweat (midi version)” to “Combatribes: 74 Floors (ogg version).” Song runs in a continual loop during battles.

Rebuilt the chemical room with the new graphics.

Rebuilt Gadgets Mahoney’s warehouse with the new graphics.

Rebuilt the adjoining hall with the new graphics.

Redesigned “Nancy,” the woman in the hall who gives Powerstick Man the $50 for liking his mullet, as a smoker.

The Additions:

A few new sound effects to the “Nectarine Institute of Research.”

The Needs:

Update all battle backgrounds.

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 87 (May 9, 2009):

Another update and another milestone. We are now complete on the battle backdrop overhaul. Yes, there will be plenty more to draw in the future, but no more to update. Everything from this point forward is just a matter of keeping up with progress.

We also have a functional intro selection screen now. A little buggy in the movements, but it works.

The Fixes:

Rebuilt the “Nectarine Institute” main hall with new graphics.

Rebuilt the offices and side rooms with new graphics

Rebuilt the z-shaped hall with new graphics

Rebuilt the main storage room with new graphics.

Rebuilt the reception area with new graphics.

Rewrote relevant plotscripts to the Nectarine Institute to account for changes made to the map.

Did away with most of the original intro presentation (from the disclaimer on) and redistributed everything through the regular maps, using “cancel map name displays” and adjusting NPC positions to account for the new changes. The story still plays out the same, but is now told on each respective map (using its graphics and sound effects) rather than hanging onto the stage presentation of the old days.

Made a few detail changes to the intro. The only noticeable change happens during the shootout / window bust scene. Now that the intro uses the actual maps to tell the story, the guard who stands by the door in the regular game (who was previously absent in the intro) has become part of the story, sort of. He’s distracted from his post while the cop jumps through the window.

Changed the sign in the front of the factory from “Faberge, Inc.” to “Nectarine Institute.”

Changed the map names “Outside Faberge Factory” and “Faberge Parking Lot” to “Outside Nectarine Institute” and “Nectarine Parking Lot.”

Some text adjustments, including the complete renaming of “Faberge Factory” to “Nectarine Institute.”

Fixed the musical inconsistency between fighting the T-Rat and encountering the next random battle.

Changed the sprite look for “Mikey.” Now he looks a little more like his character in the novel.

Changed the battle theme for Bald Hairypit. Now uses an .ogg song to keep the musical momentum going. This will be the last one for the Extended Edition. The Final Edition will have another round of high quality songs for the endgame.

Updated the battle backdrops for the blue section of “Treasure Cove Cave.”

Updated the battle backdrop for the “Cave Security Panel” boss fight. This concludes the battle backdrop overhaul of updates. Fanfare.

Fixed the music stream that was broken when I moved “Treasure Cove Cave” to a new map.

Updated the “Treasure Cove Tilesets” and “Lightened / Darkened Heroes” scripts to account for in-battle palette changes. Now “Rodent Pillager” and the heroes should appear dark during the blue cave sequence. 

Reversed the positions of the two scientists in the Break Room to give the guy scientist a better chance at grabbing a soft drink before the player leaves the room. Also put a coordinate block conditional in place to prevent the scientist from grabbing the drink (and slowing the rest of the game down) if the player isn’t in the room.

The Additions:

Added a trigger at the Nectarine main entrance to toggle automated timers.

Added door signs to the various offices and supply rooms around the Nectarine Institute.

Added the name “Scientist” to one of the text boxes I overlooked from awhile back.

New Feature: “Intro Selection Screen.” Yes, we’ve been waiting for it since redesign began. And now it’s finally here. Instead of having to sit through all three intro movies prior to starting a new game, the player can select which ones he or she wants to watch. Uses a “checkbox” system to decide which movies play.

Note: There’s an option to watch two new Elwood Walker movies, but the movies haven’t been made yet. I just have a couple placeholder texts there for now.

Added three more songs to the “Nectarine Institute.” The songs switch over when the previous song ends. This will hopefully prevent the player from getting annoyed at listening to the same track over and over for 45 minutes straight. The timers are a bit inconsistent with the ticks and sometimes songs will begin to repeat if a battle is raging at the end of a song. I’ll fix this as much as possible next week, but don’t expect this to get much better than it already is (at least not until TMC gets that battlescripting thing started).

Added a pacing script to Mikey similar to the one for Gadgets. He’ll walk to his post when Powerstick Man gets within range. It’s hard to hear, but he also mutters nonsense under his breath.

Added a sign-in book on the reception desk for Powerstick Man to interact with.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Re-update the Faberge Chemical Factory (especially the office area) with better design. Possibly rename to “Nectarine” to avoid trademark problems with the name “Faberge” for the novel translations. (Note: Conditions almost met, but a little more needs to be done.)

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Having a big problem with “suspend player” lately. James said that “suspend player” operates on a wait and can be broken by wait commands (or a lack of waits…I don’t remember which). As of now, I can’t get the player’s movements suspended during the “Max Powers” sequence. I was having the problem during the opening sequence with Dr. Smack, too, but somehow managed to fix it.

I could probably toy with the plotscript some more and ultimately throw in a “suspend player” every line just to cover my bases, but I think that’s overkill. I’d like to know how to avoid wrecking the suspension for the future. It used to work at one time. I don’t know if my use of timers or each step scripts are what’s killing it, but none of my other potentially interfering scripts uses a “resume player” function, and I don’t know if the launching of timers is screwing around with this or not.

Advice would be helpful. Thanks.

And enjoy the file. Next week I’ll be implementing special effects to the factory. And the week after that, I hope to begin a massive dialogue overhaul that’ll include updating everyone’s names and back stories.

Week 88 (May 16, 2009):

The Fixes:

Split the “Nectarine Institute of Research” into two maps.

Re-tiled several of the offices, the break room, the z-shaped hall, and the reception area with a brown brick wall and reddish tile floors.

Gave a couple of the storage areas some additional detail including metal shelves.

Fixed the Pepsi crate that disappears if you pick one up from another location. (This may’ve actually fixed itself when I separated the maps, but I created a new NPC to cover my bases.)

Fixed the tracking problem with the “Pepsi Scientist” that I accidentally wrecked last week.

Hopefully fixed the “suspend player” problems with the Max Powers script.

Moved a command line in “Mikey Oblivious” to prevent double-triggering of the healing offer.

Fixed the lack of overhang on the factory entrance. Jimmy no longer looks like he’s walking into the ceiling when he enters during the intro. 

Deleted the random enemy triggers from the z-shaped hall. Keeping them would mean yet another new backdrop and another boring set of battles, and I think there’s enough going on in the factory as is. I’ll probably fill this with more scientists or something.

Moved the old crate storage hallway (the one near the end of the office block where the player can find the first “Level Power Pill”) to its own room and redesigned it as a locker room.

Re-colored the lockers to use shading. This also applies to the lockers in the pool area at the Hotel Primex.

Deleted the random enemy triggers from the last bulb of the office block and removed them from the new locker room.

In an attempt to set a reasonable cap on the overabundance of a health increase through the stomping of chemical pools (on the main floor), I somehow created a weird effect that restores the original cap if the overabundance reaches 100 HP above maximum. I thought about fine-tuning this so that the player could hang onto his 100-point spike, but then realized I’m increasing the strategy of the level by keeping the weirdness. So the weirdness stays.

The Additions:

Added a bar in Dr. Smack’s office and implemented a scenery trigger over an empty bottle of vodka.

Added “Corral Dogs” to various long entrances and hallways to keep wandering scientists from blocking Powerstick Man’s exit.

Added random lightning strikes to the factory main floor. This doesn’t really affect the walkabout, as it’s so unlikely that lightning will ever strike the player. But it does come with flash and sound effects. NPCs standing in the strike zone are scripted to move before the strike occurs.

Added a new scientist to the main floor who warns Powerstick Man about the “lightning cones going crazy.”

Added a new wall note in the locker room.

New Enemy: “Cone.” This invisible antagonist fires lightning from above during the opening chemical room battles. It will hit anything including the floor and the vat (and the slimes and rats). Doesn’t really hurt Powerstick Man, but it does add some flavor to the battle. It also does a number on rats if they’re unlucky enough to be hit.

New Enemy: “Chemical Payback.” This twin of the “Chemical Blob” appears if lightning strikes the blob. It acts as an overabundance of electrical energy (which the blob cannot contain) and fires off a fatal attack at the blob or itself.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add two more unique battles to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

The “suspend player” problems remain. I even caught it breaking when trying to activate a treasure box. It’s getting pretty annoying.

Week 89 (May 23, 2009):

The Fixes:

None this week. Spent the majority of the week working on Entrepreneur: The Beginning, my 2009 8-bit entry and love letter to the ‘80s.

The Additions:

New Enemy: “Statue Monkey.” This critter can be found lurking on the “Statues of Nectarine” and carries a mean monkey slap. Uses one of three different attacks “Monkey Slap,” “Test Tube Throw,” and “Monkey Ball,” and hits harder than a Psycho Rat. Caution: the Monkey Ball takes a large chunk from Powerstick Man’s health when it hits. Fight at your own risk.

Note: This was one of the three unique pre-Cannonball City battles I’ve wanted to implement since last year. That just leaves us with one more (though I’ll probably do a couple extra when all is said and done).

Added sound effects to the new attacks and to the Statue Monkey’s death sound.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

None this week.

Week 90 (May 30, 2009):

The Fixes:

None this week. Spent all week working on Entrepreneur: The Beginning.

The Additions:

Added some scene events in the Nectarine Institute’s office halls where mice will randomly punch holes out from behind the walls and scurry across the floor to the other side, passing just inches from Powerstick Man’s feet.

Implemented an air conditioning sound effect for the locker areas of the factory.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

The scene event with the rats may be buggy, but I don’t know. This week was literally a last minute update and I haven’t actually tested anything yet. I’ve been spending almost every waking, non-obligated minute to the other game. And my feeling is that Week 91 is gonna share a similar fate.

Week 91 (June 6, 2009):

The Fixes:

Nothing extravagant. Noticed the mice weren’t popping out of the wall holes, so I tried to fix that. Didn’t really check it if worked, though. Spent all week working on Entrepreneur: The Beginning, preparing it for release.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Ditto Week 90.

Week 92 (June 13, 2009):

Bugfixed Entrepreneuer: The Beginning all week. No update.

Week 93 (June 20, 2009):

The Fixes:

None this week.

The Additions:

Added some new gameplay elements involving Crazy Mickeys in the warehouse. Right now they pop out of crates (and not very dramatically yet), and they’re supposed to throw cheese when Powerstick Man walks by. But as of now the whole system is clunky and more annoying than it’s worth. I kinda feel like the random battles just makes it worse. All in all, this just isn’t the greatest week for an update.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Pretty much all the scenery events involving mice are still broken. I really need to fix this in the coming week.

Week 94 (June 27, 2009):

The Fixes:

Adjusted the “Cheeseball Assault” script a little more. My feeling is that this is gonna be nothing more than eye candy until plot sprites are fully functional. And even then I’m starting to wonder if this should be a gameplay element or just a scene element. After testing the area a few times, I’m not against turning it into a scene element. I think it would be very difficult for the player to dodge the cheeseballs in their current format. All in all, I’m starting to regret implementing this. With script interference all over the place, it looks awful. Maybe script multitasking will make it more appealing. I don’t know, though. This could be beyond fixing.

Finally figured out why those mice weren’t popping out of their wall holes. It was because I had the tag triggers reversed. Anyway, everything works now in regard to “Exploding Mice.”

The Additions:

Added some NPC animation to the “Unleashing T-Rat” script. Now the T-Rat emerges from a hole in the wall and jumps onto the crate, crushing it before attacking Powerstick Man. His jump doesn’t work so well (maybe a flaw in my animation script, though pixel movement shouldn’t be affected), but it looks enough like a jump that maybe I don’t want to worry about it.

Revised Bald Hairypit’s introduction to resemble his entrance in Modern Day Fantasy: Cannonball City. Now he jumps out of a tree and cracks the sidewalk when he lands before charging after Powerstick Man.

New enemies: “Crate” and “Weed.” Both of these are scenery type enemies that can be exploited to improve or frustrate the battle. “Crate” is found inside the factory during battles with mice-type enemies. “Weed” joins Bald Hairypit and has four phases depending on who attacks it with what. Attacking a “Weed (Medium)” with lightning will transform it into a “Weed (Revenge),” which is supposed to turn against Bald Hairypit. Everything else is a deterrent against Powerstick Man.

Note: For some reason, this week’s update unleashed Bald Hairypit’s “Taunt” attack. Not sure why it didn’t work before, but it definitely works now.

Added a cool announcement in the z-shaped hall about a protester invasion. I’ll probably add the protesters to the game next week.

Wrote the dialogue for Elwood Walker 2 and part of Elwood Walker 3. Haven’t committed them to the engine yet.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add two more Elwood Walker intros (and update the original).

The Bugs:

Bald Hairypit’s entrance has some performance issues I need to iron out.

Week 95 (July 4, 2009):

Development journal mania has hit the OHR community in the last couple weeks, and The Adventures of Powerstick Man: Extended Edition and Entrepreneur: The Beginning are partially to blame. And while every developer who posts updates on his journal has his own style for doing things, I’m still keeping to the four-category style that you all know and love for continuity and ease of use.

And since it’s been seven weeks since the last email update, I figure it’s time to bring in the next installment…

Which you’ll notice very quickly has nothing significant. I also blame this on Entrepreneur: The Beginning.

But there is enough new stuff to warrant a playtest of the opening sections.

The Fixes:

None this week.

The Additions:

Added two new enemies: “Mad Hippie” and “Pissed Protester.” These guys show up in the z-shaped hall near the end of the Nectarine Institute of Research in a group of eight. They are only triggered through NPC activation and cannot be escaped. And they hit hard, so make sure you have sufficient healing items before entering the hall. I made them weak to lightning, so they should be easier to take down if you use “Crackle” on them. There are three waves: the first consist of two enemies, the second and third consist of three.

“Mad Hippie” and “Pissed Protester” use two new attacks: “SignSmack” and “SignStab.” Both attacks initiate through their protester signs and both attacks deal damage in the double-digits. They also use “Foul” and “Pepsi Drink” as secondary attacks and the Pissed Protester will sometimes use “Stink Bomb,” though it doesn’t hit too hard.

Added full range of sound effects to new attacks and hippie defeats.

Added a new battle backdrop for the z-shaped hall.

Built the “2007 Who Shot Bob the Hamster?” sequence for the Elwood Walker intros. This includes a new house and new textbox design. Can be accessed from the intro selection menu.

The Needs:

Add shadows to earlier tile sets.

Finish updating the guitar animations for the “Beach Lounge.”

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Add one more Elwood Walker intro.

The Bugs:

None this week.

If you haven’t played in awhile, this is a good time to check it out again.

Week 96 (July 11, 2009):

The Fixes:

Finished updating the Beach Lounge concert series with “Ain’t Talking ‘Bout Love” (finally). There are a couple spots in the song that I could probably stand to tweak a little more, but I’m so over this sequence (and music scripts in general) that I’ll live with the minute flaws in the presentation.

Updated the “Lounge Lizard” songs to require “music skill” in order to finish them. If Powerstick Man tries to play “Lullaby” or “Ain’t Talking ‘Bout Love” without having previously sung the “American Woman” serenade or played “Vogue” with Junkyard Bob and the Mythical Creature, he’ll give up at certain increments of the song (depending on skill) and claim that that’s all he knows. If he goes into the Beach Lounge having completed the other two song challenges, he’ll complete whichever song he plays for the audience.

If he goes into “Ain’t Talking ‘Bout Love” without the full level of music level required to play the whole song, the house lights will not dim. The concert effect only happens with a full performance.

Also readjusted the end rewards for performing in the Beach Lounge. Buzz no longer gives Powerstick Man $3000 by default. He rewards according to skill and song choice.

Fixed the character screw-up that text importing caused on the textual music notes for “Serenade.” Music notes are restored. Also changed the reference from “American Woman” to “Intolerable Woman” to make it a total parody.

Implemented Stage 1 of the dialogue overhaul process. Did a full search/replace of boxes set at position 3 and reset them to position 25 (in the lower half of the screen). Then I did a full switch between translucent to non-translucent boxes. And finally, I decreased the double spaces between sentences down to single spaces. This will make the second stage edit go a bit smoother. I expect the Stage 2 edit to take some time.

The Additions:

Wrote the Gilbert / Chaos Nyte Point-Counterpoint review dialogue and sent it to Surlaw. Hopefully he’ll get around to making the mock-up Hamsterspeak article this week.

Finished the main layout for the final Elwood Walker sequence. Just waiting on the mock-up now, which could come this week or sometime afterward.

Note: Surlaw told me he’s making a full-on fake issue to include with the game’s package. This will include real fake reviews of Dummy the Happyface’s Revenge, Wolf Quest Eats My Shorts, and whatever else he and his team decide to write. All in all, this might be the most exciting part about the Extended Edition, and it kinda makes me sad that the actual Elwood Walker sequence isn’t nearly as awesome.

If Michael parks it next to Alicia during the “Ain’t Talking ‘Bout Love” performance, he’ll appear outside the Beach Lounge (with a broken window behind him) after Powerstick Man hits him with a ketchup bottle.

The Needs:

Add shadows to earlier tile sets.

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

The Bugs:

None this week.

Week 97 (July 18, 2009):

We’re back to the beginning this week, sweeping maps for improvements and needs. The next few weeks will likely be filled with updating all those little things I had meant to do the first time, but neglected due to antsyness for moving on.

The Fixes:

Changed the name of the flashlight (from Below the House of Sammy) to the Flashbringer. This will keep it consistent with the first and second novels. Thanks to James for coming up with the name.

Re-centered all of the text boxes that lost formatting during last week’s “double spaces” search and replace mission.

Updated the load script for the Nectarine Institute to play the four-song soundtrack should the player restart from within the factory.

Updated the interaction with Mark, shopkeeper of “Blinky’s Electronics,” to change his response if Powerstick Man already has the guitar strings in his inventory. Also found what I think was an inconsistency in dialogue regarding the lack of funds for the strings. It seems I attributed Mikey’s name to something Mark would ideally say (either that or I just screwed something up). Either way, I’m not sure that box is even accessible.

Updated Miss Honeysweet’s exit from the final CD #4 location to use animation (and sound effects) when climbing the ladder. Also fixed Powerstick Man’s knack to face the wrong way when taking the CD Cover from her.

Removed the Field Stat Counter’s hotkey (number pad “5”). Improved the performance of some scripts (including Bald Hairypit’s new introduction) by doing so.

Turned the “Pipe Tunnel” into a streaming music dungeon.

Updated the water splash animation for “Dock Dive.” Uses tiles and brief pixel movement instead of a recycling NPC animation.

The Additions:

Added Miss Honeysweet to the Foxberry. She’ll show up by the bar after Powerstick Man retrieves the fourth CD Cover.

New Character: “Cherry Chicklet.” Miss Honeysweet’s mentor and famed rock goddess of the Cannonball Strip. It is technically her music that the CD Covers are supposed to deal with, but that’s more for the novel than the game. She shows up at the Foxberry if Powerstick Man has a musical level of 3 or higher.

Note: Conversations change depending on whether Cherry Chicklet and Miss Honeysweet are in the room at the same time.

The Needs:

Add shadows to earlier tile sets.

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

The Bugs:

None this week.

Week 98 (July 25, 2009):

The Fixes:

Updated the loading scripts to include the “Usual Conditions,” a.k.a. the script that changes all the dungeon victory tracks to the map music for streaming, so that loaded games from inside dungeons will stream music.

The Additions:

New Location: “Water Taxi Boat Hire.” Getting tired of walking all the way to Sandy Smack Island, even after taking a bus? Call upon the services of the water taxi found at the junction where the highway meets the beach along the “Mountain Road.” You’ll find a parking lot and a bridge leading over to a platform overlooking the sea. Enter the platform and walk toward the boat dock to initiate the water taxi call sequence. Transport costs $20 a person. Works in both directions. Ready to return to the Mountain Road highway? Walk all the way left along the taxi dock in south Sandy Smack Island to call it back. Comes with full animation and sound effects.

Note: There’s a chance I may sweeten the sequence a bit in the coming weeks to include a realistic “boat slide” along the water. Right now it uses several fade out / fade ins to handle the transitions. This will depend partly on tile availability.

New NPC: “Captain Blood.” The Water Taxi pilot. He talks like a pirate, but looks like a preppy. Bonus points to anyone who can decipher his babble.

Added a sign along the southern shore of Sandy Smack Island to signify which dock belongs to the Water Taxi. 

The Needs:

Add shadows to earlier tile sets.

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

The Bugs:

The Water Taxi sequence still has some cosmetic issues to iron out. I was gonna try to finish these before the week ended, but I got too tired at the end. Will fix them shortly.

Week 99 (August 1, 2009):

The Fixes:

Cosmetic and performance fixes to the Water Taxi sequence including: fixing the misaligned wake on the return trip to the Mountain Road; realigning Powerstick Man’s pixel to the boat on the ascent to Sandy Smack Island; readjusting the pacing of key sound effects; adding the floor crud to the boat hire like I kept telling myself I’d do all last week; fixing a broken wall map in the boat hire; fixing a problem with the “pay money” portion of the script; and adjusting the exit sequence when leaving Sandy Smack Island for the Mountain Road.

Pixel shaving along rough edges of “Crazy Mickey” and “Furry Commando” graphics.

Re-implemented the Bus Pass to Sandy Smack Island to drop the heroes off at the Mountain Road junction, rather than along the shores overlooking the bridge. Changed the activation text of the old bus station sign to report it defunct.

Set Bald Hairypit’s “Taunt” to cancel target’s attack.

Improved the look of all highways west of Cannonball City. Will finish updating the four highways east of Cannonball City when I’m ready to update the maps.

Changed the nature of the ocean between Sandy Smack Island and South Island. Added new shade tiles and curves to simulate variances of depth.

The Additions:

New Map: “Pilephile’s Garden Entrance.” For now this is a cutscene map and will launch the long awaited Pilephile Cut Scene 2.

The Needs:

Add shadows to earlier tile sets.

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Add the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

The Bugs:

None this week.

Week 100 (August 8, 2009):

And so we’ve reached the centennial week of progress. How many of us ever thought we’d get this far?

Let us take a moment to reflect upon the past and all that’s happened since the beginning…

In Week 1, we set out on an incredible journey to improve upon a game that had since aged into obscurity six years earlier (we actually started three months before that, and two years before that, but no one was playtesting back then, so when I say “we,” I mean “I”). Then we ventured into the second, third, and fourth weeks, never believing that endurance would in fact endure. Yes, like you, I thought I’d burn out after the first month, decide the game wasn’t worth updating at this time, and leave it in another state of multiple-year limbo. But it didn’t happen that way. Week after week came rolling by, and with the exception of six separate weeks throughout production, we’ve kept consistent with the updates, whether minute, like changing a graphic here or there, or major, like adding a brand new gameplay mechanic and going on the Week 45 “Walkabout Spree.” And this constant effort to improve the game has turned a respectable, though aged classic into a modern feast of audio/visual candy. We’ve transformed an average RPG experience into a massive evolving world of wacky characters and goofy situations. And we’ve even inspired a number of community members to try new things with their own games with the conventions introduced in The Adventures of Powerstick Man: Extended Edition. So progress in the last 100 weeks, as far as I can tell, has been monumental. And that’s not to forget all the things it inspired in the two Modern Day Fantasy novels that I’ve written since playtesting began (and vice versa).

So what can we expect in the next 100 weeks? Hopefully it’ll be released long before Week 200. But if for some reason that milestone isn’t reached before then, then I’m sure it’s because the game’s features and improvements are bursting at the seams, in which case we should question if the community is even ready for it. Then again, with all the creativity exploding in the community (finally, after all these years), there’s an excellent chance that the next 100 weeks will leave this game dated once again. But we will see.

Just a reminder, we’ll be hitting another time milestone in four weeks when the two-year anniversary rolls around. I probably won’t send out the next email until then. Also, because journal frenzy has hit Slime Salad (though, it looks like it may be winding down now), I think I may go ahead and release a “public version” of this document as a download for anyone interested in seeing how the last 100 weeks panned out. It’ll be edited to some extent, cutting out some if not all of the personal messages in this document. But it should be fun for anyone willing to spend the six hours it’ll take to read through it all.

Until then, enjoy the centennial update. Yes, I had intended to do a massive update this week, but as usual, other priorities prevented that from happening. I still plan on trying to knock something out of the park for the two-year milestone, though.

The Fixes:

Updated the “Coastal Run Cave” tileset to match some of the descriptions I wrote in the Book Two novelization for it this week. Added lots of moss to the walls and stalagmites. Also built some columns and flowstone, using tiles I made for a new map involving Pilephile Cutscene 2. The cave looks much richer than it did before.

Updated the Nectarine Institute’s outdoor area with new vegetation to make the place look like it actually belongs on a tropical island. I’ll be redistributing these new tiles throughout the Cannonball Strip this week and next.

Fixed the overhead tree tile that cut off Bald Hairypit’s head whenever he jumped.

Fixed a problem with double-triggering “Play Game” script if player chooses to play main intro and “Start Game” on the primary intro selection screen.

Reset the entrance door to the Nectarine Institute to send Powerstick Man to the appropriate “brick” reception area, not the old one. This should fix the problems with victory music upon re-entry. (Actually, adding “Usual Conditions” to “Nectarine Restart” should do that.)

Implemented an autorun script that draws the cracked sidewalk tile any time the player enters the map after Bald Hairypit crushes it.

Implemented a script that stops Mikey’s babble if the player re-enters the z-shaped hallway from the reception area.

The Additions:

New Area: “Pilephile’s Hedge Garden.” In the much distant future, this area will become one of the last playable maps in the game (before Powerstick Man flies down to the Rush Tropics to invade the main villain’s complex). For now, it’ll serve as part of the backdrop for the upcoming Pilephile Cutscene 2. Waiting for the implementation of Layer 3 before I finalize its look.

New Area: “Raindrop Cave.” Again, this will function as a playable area in the distant future, but for now serves as a setting for the next Pilephile cutscene. Uses new cave tiles that I’ll redistribute to some of the earlier caves this week. Unfinished.

Note: The more I think about what I want for this cutscene, the more I think I want to spread its development out over the course of several weeks instead of trying to cram it all into this week. So, this is probably all I’m gonna do with the cutscene until next week. I think I want to integrate Jack Ice’s backstory here.

Added a new sound byte for learning spells through items.

The Needs:

Add shadows to earlier tile sets.

Add one more unique battle to the pre-Cannonball City areas.

Extend the Cannonball City Municipal District southward to include a new avenue that includes a bank, a cul de sac with national flags blowing in the wind, and the meeting place for Superheroes Anonymous.

Add a heart trail to Cannonball City Central Park.

Finish the second Pilephile cutscene.

Add the Cannonball City Civic Center (to the east of the business sector).

Add the Pickerton District (the middle-upper class residential neighborhood north of the civic center and east of the Heights District). Will use this area to steer players toward some of the game’s more elusive secrets (like the location of the Mullet Whip).

Add the bungalow to the Cannonball Valley.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

The Bugs:

Not so sure the spell-learn sound byte is actually working yet. Used the “Instead of” textbox conditional as a workaround to play the sound effect (since items still can’t trigger plotscripts). And I haven’t checked yet if the engine has a hard-coded feature that allows this. Will look into it for the coming week. Upon testing, I didn’t hear it, but I also had the ambient music cranked up, so that doesn’t mean anything.

In the next four weeks, I’ll be concentrating on map revisions (like the ones I did to Coastal Run Cave and Nectarine’s Outdoor Area this week). This will likely include a new palette, because I am determined to make the beaches look like beaches. And if there’s time, I’m gonna try to update the remaining attack graphics and knock out some of my “insignificant fix” items that you can find in the latest text file included with the zip. I’m also planning on finishing the Pilephile Cutscene 2 and if I haven’t burned too many hours by then, start work on the Tropical Hardcore side quest (which I haven’t told any of you about, but will coincide loosely with the opening chapter of Book Two). So that’s what we can look forward to in the next email update. The real game, though, is in guessing how much of this I’ll actually accomplish.

