Powerstick Man Progress Report (Part 2)

Note: This journal marks the second 100 weeks of playtesting, or, as my playtesters referred to them, the season where nobody playtested or responded.
Highlights in this section include a massive restructuring of the original game’s overall presentation, the game’s first expansion into later areas (past the original’s absolute stopping point) during Week 152, and the beginning of the game’s longest-in-production side mission, the Pirate Force Camp hostage rescue, on Week 187.

Week 101 (August 15, 2009):

The Fixes:

Updated the “Nectarine Parking Lot” with some new vegetation including normal hedges, palm trees, and grassy edges along the driveway and fences.

Darkened the bright pixels in the lower left quadrant of the red berry bushes. Got sick of that annoying “line” that seemed to connect them in a glitchy way.

Added grass around the bases of the traditional evergreen trees and their respective stumps and “yellow eyes” versions.

Added grass around the tall oak trees found within towns. There are two types of grass stumps.

Added grass, sand, and water splashes around the bases of certain boulders (the egg-shaped ones) throughout the Cannonball Strip.

Minute changes in presentation, including sand edges around the garden in front of Dr. Smack’s mansion and sand buildup around the treasure box in the “Seaside Grotto.”

Softened the bottom edges of berry bushes (red and yellow) and the new hedges.

Updated “Water’s Edge” with new vegetation. Also added some rock jibs to the ledges and some ocean splash along the rocky edges.

Started work on replacing the top row of original palette colors that I mixed in with dedicated rows with the appropriate colors. This will eventually allow me to replace yellow sand with “beach” sand, using the palette I made for Tightfloss Maiden without screwing too much up.

Landscaped the “Hitcher Highway” with new trees, hedges, swamp grass, etc. Will probably add a lake or two next week.

Lowered HP and strength values for “Mad Hippie” and “Pissed Protester.” I thought they were too powerful before. I imagine they’re still brutal in some ways, but they should pose less of a threat to new players now.

Moved Labcoat Annie to a position farther up the z-shaped hall in the Nectarine Institute. Decided it was better to make the warehouse optional.

Updated the attack graphics for “Peak Break” and “Splashback.”

Fixed a foemap oversight from the blue section of the “Treasure Cove Cave.”

The Additions:

Added sound effects to the attacks: “Peak Break” and “Splashback.”

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:

None this week.

Week 102 (August 22, 2009):

The Fixes:

Updated the attack graphics for “Iceberg,” “Frozen Air,” “Cryoblock,” “Atomic,” “Atom Blast,” and “Ash Cloud.”

Finished updating the “Hitcher Highway.” There are now two lakes with a connecting stream taking out a chunk of the old forest. The highway crosses a bridge over the river at one point. Nice effect.

Tweaked a couple vanity scripts. I think I fixed all of Mikey’s stray mutterings now. And I rewrote “Shorelines” to return all heroes to normal walkabouts when they reenter the “Hitcher Highway” from the “Forgotten Junkyard.” There was a tiny bug that left heroes in a permanent splash state if they exited the junkyard through the coast rather than the highway when heading northwest.

Updated “South Drive” with some new vegetation including hedges and palm trees. Didn’t want to overdo this since the area is supposed to be a giant field and not much else. Also placed some grass along the shoulders.

The Additions:

Added sound effects to “Iceberg,” “Frozen Air,” “Cryoblock,” “Atomic,” “Atom Blast,” and “Ash Cloud.”

Added some new songs to the reserve list. Haven’t really been tracking these in the progress reports, but they have been creeping up as time passed. As of now I think I have soundtracks for the majority of my planned future areas. The songs added this week include: “Bring Me to Life” by Evanescence for Grayvale Sundrop (the town that was destroyed long before the story began—formerly called Treander Mash), “Love at First Sight” by Kylie Minogue for the Cannonball City Civic Center, and “New Divide” by Linkin Park for Cannonball Harbor. The latter song may also be used for Jackson’s battle theme during the Alpha Red sequence much later in development. Pretty much half of the existing soundtrack is made up of songs I included since playtesting began.

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:

None this week.

Week 103 (August 29, 2009):

The Fixes:

Updated the landscape for “Coastal Run.” Added palm trees and other tropical vegetation to the beach and those grassy areas beneath the cliffs. Also placed some loose grass along the highway shoulder.

Stopped current ambient sounds prior to launching the first Pilephile Cutscene.

Updated landscape for “Isolation Beach” with palm trees, grass shoulders along the road, and a boulder. Kept the update limited to the beach area. Didn’t want to mess with any scripting paths near the cave.

The Additions:

New Enemy: “Poison Fang.” This snake creature has been on the reserve list for over a year now, but this week I finally drew its picture and gave it some stats. It attacks with poisonous strikes, but rewards the player with medicines upon defeat. Capable of stunning heroes.

New Enemy: “Bee Squad.” This squadron of pollinators has both high speed and agility and will strike often, but is not very strong. Has a pollinate attack that can make certain weeds grow into deadly flowers.

New Enemy: “Dashing Dragonfly.” This little critter (listed as “Dashing Dragfly” thanks to the character limit for naming enemies) is the rare helper that will cure the heroes rather than attack, and in turn drop some helpful items. Resist the urge to attack it—it won’t last long in a fight.

Note: These random enemies will not be implemented until I start working on the maps east of Cannonball City, but I at least wanted to have them ready. Also implemented sound effects for each attack and enemies’ deaths.

New Enemy: “Waterfall Leech.” This creature rises from the waterfalls of “Coastal Run Cave” and attempts to suck the life from our heroes for its own gain. This is also the last planned “unique battle” for the western areas of the Cannonball Strip, though realistically, I’ll probably add more creatures as time wears on. Added sound effects.

Note: Background incomplete. I’ll fill in the outline next week. It’s too late now.

New Enemy: “Venus Herotrap.” This is the fourth incarnation of weeds (or fifth if you count the “Revenge” type) and spawns from the “Pollinate” attack delivered by the bees. Essentially, when hit with a pollen ball (specifically pollinate), the “Weed (Full)” grows a flower head, and the flower head becomes the Venus Herotrap. It only bites, but it bites hard. Also won’t show up until the player reaches the post-Cannonball City areas.

New Enemy: “Gnat Cloud.” Very weak, but has high precision and dodge ability. It only serves one function: To fly into the heroes’ mouths and mute them. They only act as support enemies and will never occupy a battle by themselves. Will be common in the eastern Cannonball Strip and may even make an appearance as early as the Cannonball City Central Park.

The Needs:

Add shadows to earlier tile sets.

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:

As it probably goes without saying, since I didn’t get to test any of the new enemies due to their lack of distribution, I don’t know how many of them actually work as intended. This is something I probably won’t test until I start updating the four road maps east of Cannonball City.

Week 104 (September 5, 2009):

This week’s report will also go to our occasional guest players.

So the day has come that we reached the two-year anniversary of playtesting. What does this mean exactly? It means that some of you are slackers, since I haven’t heard a word since 2007—j/k, but really. But it also means that the time to move eastward into new, unexplored regions is drawing near.

As TMC already knows, and as I’ll re-iterate for you other guys, I’ll be calling for a new playtest when all the western regional stuff is as finished as it’s gonna be for this version. I expect this to happen reasonably soon, so get ready. And like I did last year, I’ll put together a list of things I’d like to accomplish for the coming year in the next week or two. I’d like to think that’ll include finishing the Extended Edition, but I also figured it would’ve been long finished by now, so who knows?

Having said that, take a look at the new additions and changes for this block. I’ll probably post another update next week or the week following since I’d like to get a complete version of our latest cutscene online by then.

Enjoy.

The Fixes:

Updated the landscape for “Highway Fork.” Includes more palm trees on the grass and the beach. Also drew vegetation in the cracks of some cliff walls, giving them more of a tropical presentation. Redistributed those tiles into some of the earlier maps with cliffs. Also added a few more trees to “Coastal Run.”

Changed a bitset related to the Gnat Cloud’s “swarm” attack from strongest PP target to default target. I didn’t like how they kept swarming the same character over and over.

Changed the shadows’ “Shadow Punch” from a normal attack to a teleport attack.

Fixed (sort of) the missing sound effect for learning spells. Turns out I tried to implement a custom sound, which doesn’t work, for something that could’ve been done globally. Anyway, in the process I learned that text boxes and spell teachings don’t work together on items. I’ll file this on Bugzilla this week.

Added more scenery details to “Raindrop Cave.” This will make a better experimental science lair for Pilephile.

The Additions:

New Enemy: “Vault Salamander.” With eyes of fog and a tail of springs, this lizard creature will attack its enemies with ninja like moves including tail swipes, tongue lashes, and high jumps. Resembles the “Man-eating Iguana” in its fighting style, but doesn’t limit itself to just that. Can be found in caves. Includes relevant sound effects.

Implemented some new battle formations using several of the new enemies. Granted, the numbers need to be adjusted, so everything seems too easy at the moment. But again, these are things I’ll accomplish as time wears on. Also finished the backgrounds related to the new battles.

You can fight “Waterfall Leeches” and “Vault Salamanders” in Coastal Run Cave on the second floor bridges. The salamanders will also be implemented throughout the regular floor battles on both levels and will show up in Treasure Cove Cave in mass clusters (assuming they’ll be weaker enemies by the time the player makes it that far). “Dashing Dragonflies” and “Gnat Clouds” are also available in Cannonball City Central Park. The other new enemies will become exclusive to the four highways east of Cannonball City and their surrounding areas.

Created the rough outline of the second Pilephile Cutscene. While I don’t consider it complete as of yet (or even that polished), and thus the reason I won’t mark it off the “Needs” section, this will serve as a guideline for what I want to accomplish with this narrative. Definitely needs work throughout the coming week for me to be satisfied with it, including some obvious bug fixes. But it should be ready by this time next week. Includes some sound effects (but not all). Scene plays out after Powerstick Man rescues the mayor of Cannonball City from the City Hall fire.

New Character: “Sarifus.” Pilephile’s science henchman. It’s unlikely he’ll ever be a true enemy, but he does help move the story along. His job is to mutate the normal creatures of the world into monstrosities. Also drew the NPC for a future random enemy called “Barbed Chicken.”

The Needs:

Add shadows to earlier tile sets.

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:

The Pilephile Cutscene 2 has quite a few blemishes including lack of rain on the maze area and some glaring aesthetic issues involving the Barbed Chicken. I’ll fix these in the coming week (assuming Layer 3 is ready by then).

Week 105 (September 12, 2009):

Some more peppering of the landscapes and another attempt at tackling an old need this week. I’m pretty sure I’ll be starting the dialogue overhaul next week or the week after.

Also, I finally updated the Enemy Chart document with all the current stats. Note that I haven’t actually updated any of the enemy stats, but at least the record of how everyone stacks up against each other is up-to-date. If anyone wants to take a stab at numbers balancing, be my guest. I suck at it. Each enemy is listed according to when you should encounter them.

The Fixes:

Cleaned up the existing Pilephile Cutscene 2 sequence. Fixed some problems with NPC alignment (due to my forgetting to offset the foot position for two of the three maps), fixed the wrong chicken palette, and added some more activity within the Raindrop Cave.

Note: After thinking about it a bit, I think I’m gonna hold off on implementing the additional cut scenes (like the Jack Ice incident) until after I finish some eastern maps. This will make it easier on me in the long run. For now, I’m calling it finished and taking it off the “Needs” section this week. I’ll remember that it needs more scenes down the road.

Fixed Brut Man’s (Stacklash’s) ladder climbing palette.

Updated the landscape for “Mountain Road” with new vegetation and cliff faces. Includes a brand new tropical tree style.

Updated the landscape for “Forest Ridge” with new vegetation and scenery items including new trees and a waterfall cave spilling out from face of the mossy cliff.

The Additions:

Added some more battle formations to “Coastal Run Cave” and “Treasure Cove Cave” involving the “Vault Salamanders.”

Added Brut Man and Speedstick Man (Stacklash and Rapid Pestilence) to the list of possible swimmers for the Hotel Primex swimming pool. Scripts now check who is at the front of the line when the party approaches the changing rooms, the showers, or the swimming pool entrances. To send someone other than Powerstick Man into the pool, simply move that hero to the front of the line. Each character also comments whether he is ready to enter the pool or shower, or if he’s ready to leave the pool area (which heroes in swimsuits won’t do).

Note: Obviously this is coming with bugs that I’ll have to iron out as the weeks progress. But the primary functionality is there. Also, regardless of whether I finish Junkyard Bob, Dumpy, and Ban Man (Mythical Creature) for the swimming segment this week, I will not be giving them the extensive run of procedures that the other three heroes have. Junkyard Bob, Dumpy, and the Mythical Creature will not require the changing room and Dumpy will not require the shower.

Added a few more sound effects to the Pilephile Cutscene 2.

Added scenery sound effects to the river in “Hitcher Highway” and the waterfall in “Forest Ridge.”

The Needs:

Add shadows to earlier tile sets.

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 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 new swimmers don’t always change clothes when going into the changing room. I think this is an issue with an obsolete tag setting, but I’m gonna wait until next week to deal with it. There may be some lingering cosmetic issues involved with this, as well. 

Enjoy.

Week 106 (September 19, 2009):

The Fixes:

Changed the battle theme for Cloak Combustion and Jack Ice. Now uses the modern version of “Burning Down the House” as performed by The Used (from the Transformers: Revenge of the Fallen soundtrack). The midi version leading up to the battle still remains (and will remain indefinitely—I really like the in-game comparison, and this is precisely what I wanted to do for the endgame battles, both with the Extended and Final Editions of the game). Sometime after I finish the dialogue overhaul, I’ll extend the battle sequence to include Plummet Man’s cutscene interaction.

Updated the landscape for “Cannonball Outskirts.” Now uses all the new vegetation types including the dwarf palm that I’ve only used in a few places so far.

Some bugfixes to the Hotel Primex swimming pool. Now Brut Man and Speedstick Man (Stacklash and Rapid Pestilence) can use the three contact points around the pool without having to double-trigger them. Also fixed the mismatched sprites involving Speedstick Man (I think this was due to my calling him Brut Man in one of the scripts). Everything should move a little more smoothly with these characters.

Changed the darkest green color from Palette 2 to a slightly lighter color. This will minimize the sharp outline originally surrounding the Mythical Creature. With the exception of the bag of chips, the bayonet, and the old version of Crazy Mickey, he was the only character throughout the entire game to use that palette, so it was a smooth fix.

Deactivated the “Order” bitset from the menu whenever someone’s swimming in the pool. This will prevent accidental “trading” during a swimming sequence. (I had to use Tag 508 somewhere after I deactivated it from its original position as swimming trunks tester.)

Jazzed up some tiles in the “Nectarine Outdoors” map. The building doesn’t look quite as flat as it used to. Gave the guard hut in the parking lot a little more depth, sort of.

Added a little more depth to the burning trashcans in the “Forgotten Junkyard” and the “Seaside Grotto.”

Funkified the House of Sammy in “South Drive.” Now it has a stronger resemblance to the dilapidated shack in the novel than it did before.

Began the massive dialogue overhaul this week by editing the early interactions with Dr. Smack and Miss Faberge and splitting the double dialogue boxes (where two characters share a box) into single boxes. Also repositioned individual boxes to simulate the seesaw of conversation better. I’m gonna have to pace the dialogue a little differently now to account for the changes, but that’ll be the easy part. This will give me room to start making portraits soon.

Note: I suppose this will be a good place to mention the plan for dialogue. While I intend to go through every textbox and fix spelling, grammatical, overwritten lines, and problems with the story as a whole, I will not be stretching out every box, nor will I be attaching portraits to everything. My plan is to divide boxes and create portraits wherever Powerstick Man speaks to important characters related to the story or to a specific puzzle or quest. Filler characters (the ones he makes fun of) will continue to share space within double dialogue boxes. This will prevent the text lump from swelling over the course of the next few weeks, and will also help players know ahead of time what’s important and what they can soon forget.

All in all, I expect this project to take quite a few weeks, so I will probably continue to touch up graphics and settings as I go to keep things from getting monotonous.

The Additions:

Ban Man (the Mythical Creature) can now swim in the pool. He doesn’t require a change of clothes, though he will still enter and exit the closet if he’s in the lead. He makes a comment after he steps out regarding his “swimsuit.”

The Needs:

Add shadows to earlier tile sets.

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 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 that I know of.

Week 107 (September 26, 2009):

The Fixes:

Fixed a large chunk of early dialogue ranging from Gadgets Mahoney to Rocky (of Coastal Run). This includes separating important characters into their own textboxes and repositioning boxes to better reflect an active conversation. Also rewrote the dialogue for Junkyard Bob to better reflect his crusty persona, as presented in the novel.

The Additions:

Junkyard Bob is now a possible swimmer in the Hotel Primex swimming pool. Just like the Mythical Creature, he doesn’t need to change in the changing room to dive in. He only needs to shower first.

Dumpy is also included in the pool games. However, unlike everyone else, not only can he avoid the changing room, but he can avoid the shower, too. As an added bonus, he shakes the water off his back whenever he exits the pool. (I’ll include the sound effects for this once my allotted downloads on Soundsnap reset to zero.)

This concludes the need for making all heroes available for the swimming pool. I will reopen this need once new heroes are added later in the game. This was also one of the last things I needed to do west of Cannonball City to deem the western regions complete. That’s not including cosmetic fixes, of course.

The Needs:

Add shadows to earlier tile sets.

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 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:

My method for fixing dialogue is susceptible to damage (which I discovered the hard way after editing Gadgets Mahoney’s textboxes this week), so we’ll have to keep an eye open for inconsistencies in conversations, or broken triggers. This will be ongoing for as long as the dialogue is getting fixed.

Week 108 (October 3, 2009):

The Fixes:

Fixed a couple errors leftover from the swimming pool scripts regarding Powerstick Man permanently shutting off the “Order” bitset whenever he took a swim or causing his teammates to cut through the pool whenever he climbed out via the ladder. These bugs only occurred with his character, and now they don’t occur with anyone.

Rewrote the “Primex Hotel Elevators” script to act a little more user-friendly. This meant breaking it up and streamlining it into multiple components like “enter left first elevator,” which made navigating through the script a little easier. By doing this, I was able to implement floor selections for all elevators, not just the ones on the second floor. Now the player can shoot straight to the third floor from the first, rather than take two trips, or vice versa. Or, pretty much go wherever he wants. Also fixed a problem where the elevator doors remained open if the player returned to a departure floor by way of the stairs. (I’ve been meaning to set the elevators this way for over a year now.)

Used the new damage indicator speed dial to slow the battle numbers down a bit.

Changed the design of Rocky Fleming’s house (in the Coastal Run map) and gave it its own map. Resembles its woody description in the novel now, not to mention, the design, given its nature, makes more sense than it did before. This officially makes obsolete the original blue Snoopy house design used for both Rocky’s and Sammy’s house in the regular version. Also added some tall grass outside the new house.

Some formatting fixes from last week’s dialogue update.

Removed all the textboxes from items that teach spells. The combination caused an engine bug preventing the teach-hero selector from working.

Updated about half of the original dialogue for Primex (stopping at the point where Julie Alundruss shows up). This also includes a rewrite of the opening sequence involving Cloak Combustion and Jack Ice. Whereas in the old version Junkyard Bob tried convincing Powerstick Man to take him home first, the new version reveals that the old man and Cloak Combustion have a battle history (like in the novels). I have not actually committed these changes to CUSTOM yet, but the dialogue and the important conversation splits are complete up to the point that we meet Julie.

The Additions:

Added the “dog shake” sound effect to Dumpy’s post-pool reaction.

The Needs:

Add shadows to earlier tile sets.

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 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:

In my playtesting, I noticed that the dog bowl is no longer selectable as an item. Not yet sure if it’s something I did or an engine bug.

Okay, I figured out that it’s part of the textbox/learned spell discrepancy.

Week 109 (October 10, 2009):

The Fixes:

Committed last week’s dialogue fixes to the engine and formatted everything.

Finished editing and updating the original text for the town of Primex.

Re-colored the roofs of each business in Primex with asphalt.

Landscaped the entire town of Primex with new vegetation, gardens, and park benches. Walled in some houses with hedges to make them look more like yards. The whole place looks more lived in than it used to. Vegetation is also zoned, with palm trees in the south and some old rotted looking things in the north. Also adapted the “Hotel Primex Restricted Areas” to the changes.

Re-walled the business buildings in Primex to simulate foundations that match the dimensions of each roof.

Updated “Fire and Ice” to accommodate changes made to the landscape of the Blue Light District.

Re-colored the interior windows of homes in Primex and Sandy Smack Island with brighter shades of blue.

Changed the plain wall tiles for the Primex indoor areas. Added details to keep them from looking so basic.

Re-added the long missing windows from the interiors of Primex. Also adjusted the floor tile lighting to account for the additional sources. Also added new lamps to a couple houses.

Set overhead tiles above every practical doorway throughout the game. This should reduce or eliminate the bleed-through issue with Powerstick Man’s head whenever he passes through doors. It should also solve the clipping problems.

Note: There are a couple places that I didn’t do this because there was a layered tile over the doorway and not enough room on the main tileset to combine them without needing a new tileset, and I didn’t want to go through the bother of making a separate set for one measly tile in one insignificant spot.

The Additions:

Added an extra comment (with animation) to the Inn scripts for the Hotel Primex and the Heights Hotel. Now Powerstick Man mentions that he had a great night sleep; then checks his watch for the time, only to discover that it’s still Monday.

Extended the Primex Yellow Light District a few tiles east and added a hideaway garden in the woods. There are two new NPCs in the garden and a fountain that can reward the player with $1 or new items if he searches the water. You have to talk to Nina before you can search the fountain for the first time. Right now the search option is unlimited, but I may impose a maximum if it looks like item gaining comes too easily. Odds are, this will become necessary. Added sound effects to the fountain.

Edit: I went ahead and added a maximum of ten collections for the items. If the player finds an eleventh copy of any of the three items (saliva, medicine, or sticky gloves), then he will collect $1 instead.

Added some ducks to the Red Light District pond and to the northwest corner where two old men sit on park benches. The old men are automated NPCs who feed the wandering ducks if they step onto the tile in front of the benches. Comes with sound effects.

The Needs:

Add shadows to earlier tile sets.

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 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:

Had two random tileset scrambles when exiting a house in the Yellow Light District. The first happened after leaving Powerstick Man’s house and it crashed the game. The second just scrambled the tiles, but the game went on as normal. I re-entered the house and exited and everything looked fine. 

Week 110 (October 17, 2009):

The Fixes:

Changed death animations and targeting locations for all enemies using the latest nightly.

Changed the death bitsets for “Shadows” to die, rather than flee.

Updated the cliff base tiles throughout most of the game world to feature the grassy edges I started in Primex Green Light.

Fixed a plotscripting error regarding dialogue in “Fire and Ice.”

The Additions:

None this week. I was called out of town suddenly and lost most of my week to work stuff.

The Needs:

Add shadows to earlier tile sets.

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 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 111 (October 24, 2009):

The last few weeks have been dedicated to dialogue fixing and map improvements. Much of the new update applies fresh asphalt to an old road. Also added some small details to up the realism for certain places. I still haven’t gotten to Cannonball City’s dialogue yet.

Enjoy.

The Fixes:

Updated the landscape for Sandy Smack Island (both halves). Didn’t require as much as the other maps so far.

Reset the cursor offsets I made for the enemies last week. I didn’t realize that it affected the position of their names. I thought it was for targeting. We really need a cursor placement for landed attacks.

Updated dialogue for the early areas spanning from “Isolation Beach” through “Cannonball Outskirts,” including all pre-Extended Edition Sandy Smack Island dialogue.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

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 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.

Be sure to download the latest nightly to make use of the newest features. Also, I liked the new old men of the Red Light District so much that I almost simultaneously wrote them into Book Two. They're my favorite NPCs to come about in awhile.

Week 112 (October 31, 2009):

Just to follow up last night's update, I've decided to release a limited version of The Adventures of Powerstick Man: Extended Edition for this week only. I figure I've been at this update for two and a half years, so it wouldn't hurt to show the community a sample of what's changed. I'm gonna include an end of demo NPC at the end of the Hitcher Highway, so that the rest of the game won't be spoiled for later. But I do think I'm ready for a partial public opinion (especially since I haven't heard from two-thirds of you in over two years) to see if this game's on the right track.

I'm probably gonna release it to Slime Salad only, just because Castle Paradox's server is insanely slow, and I think for a 50MB download that will only offer two hours of gameplay, it would be unfair to post it elsewhere.

I'll be removing the download on November 2nd.

If anyone has any last minute comments about this, let me know now. I expect to have it posted by this evening.

The Fixes:

Updated the walls inside the Guard Hut of the “Bog of Volatility.” Made the wallpaper grungier.

Updated some floor tiles in the “Pipe Tunnel,” adding spackling and such. Also gave the area some shadows. I may have to redistribute these into separate tileset layers in the future to really do the area justice. For now, I think it’ll take too much time re-scripting the Bog Mutant to adapt to new layers, so I’ll save it for another time.

Found some invalid textbox positions in the Elwood Walker intros. Reset them to normal values.

Removed the “damage can be zero” bitset from “Water Burst.” Also made it reset maximum before hit and added 5 extra points of damage so that it counts for something.

Brought battle damage speed back down to 10 ticks. I don’t like it so slow.

Small graphic update to “Squatter Village.” Added foliage to cliffs.

The Additions:

Added an exclusive “Limited Edition” end of demo sequence at the end of the Hitcher Highway. This sequence will only be used for the Week 112 limited release on Slime Salad. The official playtest copy won’t activate it.

Built the exterior for a new area called the “Protester Training Center.” Can be found in the cliff in back of the “Squatter Village,” just a few tiles west of the tree-hugger.

The Needs:

Add shadows to earlier tile sets.

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 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:

I noticed that plotscripts are getting incredibly lagged lately. “Serenade,” which used to sync perfectly, now looks like a broken mess. And while most of the dialogue remains on cue, some have broken ranks. The constant stalling of plotscripts has gotten annoying beyond tolerance. A part of me doesn’t want to release this demo because of it.

I noticed in my g_debug file that I had a LOT of sprite leakage. Could this be to blame?

Week 113 (November 7, 2009):

Some cosmetic fixes and a handful of additions this round. I didn’t touch the dialogue edits this week.

The Fixes:

Replaced the old burning barrels of the “Squatter Village” with the newer dithered barrels.

Re-blocked the buildings in the Squatter Village. I didn’t like how you could only walk behind the highest tile, so I brought the wallmaps down a tile.

Based the content of the crate in the long corridor west of the office block exit in the Nectarine Institute on a conditional. Power Stick deodorant will only appear if the player refuses to take it from Dr. Smack in the beginning. Otherwise it will produce a toxic charger.

Fixed a miscall in “hero hand junk.” Junkyard Bob was turning into someone else after using his hero hand technique in plotscripts.

The Additions:

New Area: “Protester Training Center.” This is where the hippies practice their protests. Interior can now be explored. Includes two new NPCs: “Avalon” and “Cobalt.”

New Weapon: “Picket Sign.” More powerful than a water pipe and less powerful than a morning star, this weapon may sometimes trigger a stun or a “Sign Stab” chain. Powerstick Man and Stacklash may use it.

Taking a suggestion from sephy99, I added a vending machine to the Nectarine Institute at the end of the office block to prepare the player for the protester confrontation. Includes the ability to save. Likewise, I added a new sign in Gadgets Mahoney’s warehouse differentiating chargers from batteries.

Added an outhouse to the Squatter Village. Depending on who’s at the head of the party, the leading hero can gain 50 points of field strength and field defense (for the Field Stat Counter) by entering it. Each hero can only enter once.

New sound effects for the new additions.

The Needs:

Add shadows to earlier tile sets.

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 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.

Enjoy.

Week 114 (November 14, 2009):

Tried my best to get something done this week, but I worked so many hours and came home with so many headaches that nothing got done. Was gonna attempt to make some attack updates and implement the Cannonball Valley bungalow. Alas, I took a nap Saturday night and awoke the next morning, thwarting that plan.

Oh well. I have more free time this coming week.

Week 115 (November 21, 2009):

The Fixes:

Updated the attack graphics for “Wind Whip.” I wasn’t happy with my last update. Playing Genesis has left me self-conscious about my attack graphics.

Updated the attack graphics for “War.” Also included sound effects. This is probably my most interesting attack sound, since it plays as an announcement (with techno beat) rather than a simple collision effect.

Fixed the lack of music streaming for the new formations I added to “Treasure Cove Cave” a few weeks ago.

Updated the attack graphics for “Burger Smack.” Looks a bit more like a hamburger now.

Updated the attack graphics for “Web Shoot.” Added sound effects. This was probably the toughest attack to find a sound effect for. Nothing really felt right. Hopefully this one works.

Updated the attack graphics for “Silk Spit.” Also changed the sound effect to something more appropriate.

Updated the map presentation for “Cannonball Valley.” Includes cliff foliage, jagged sidewalks, and access to a new area south of the lake.

Fixed the missing sound effect for the lake in “Cannonball Valley.”

The Additions:

New Item: “Level 4 Power Pill.” Using this item will bestow a new lightning attack upon Powerstick Man called “Sizzle.” The new attack starts differently than the first three power levels, in that instead of lightning raining down as a setup and the actual attack happening separately in a chain, Powerstick Man will throw a damaging lightning ball at the enemy and one of two chains may follow, including a common stunner attack (the actual sizzle), or an aftereffect using the “Crackle” attack.

New Area: “Cannonball Mountain Pass.” This transitional map holds three treasures including “Peyote,” “Medicine,” and “Pepsi X,” and comes with the usual sound effects. Can be accessed from south of Cannonball Valley.

Special learning announcements for every radio frequency attached to the “Remote” set of spells. Thanks to Surlaw for providing the Morgan Freeman style voiceover.

New Area: “Cannonball Peak.” This was probably the most challenging map to design so far, as it required a panoramic perspective of the areas surrounding Cannonball City. The area near the entrance feels a little awkward given its relationship with the mountain and the horizon line, but I think it’s suitable for now. I may be willing to try something differently with it if its present state is distracting. This map can be accessed from south of the “Cannonball Mountain Pass” and features the long awaited Bungalow (currently inaccessible), which will be the access point to the next power pill. Includes one sticky gloves treasure box and sound effects.

Note: I’m on the fence about adding battles to either of these new areas. On the one hand, I think it would make sense to add some kind of travel obstacle here, since it leads directly to a spell upgrade (among other things). And I think it would be nice to implement some of those new enemies I made a couple months ago. However, I think it could also become frustrating for the player to climb to the top of Cannonball Peak with all those random battles getting in the way if it turns out he doesn’t have the Bungalow Key in his inventory. Opinions would be nice here.

The Needs:

Add shadows to earlier tile sets.

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 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 (this is half done).

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:

There aren’t any new bugs per se (with the exception of a double-triggering of the sticky glove crate), but I do want to mess with Cannonball Peak’s presentation a bit more next week.

Week 116 (November 28, 2009):

The Fixes:

Re-mapped the walls for “Cannonball Peak” to allow the player a little more freedom of movement.

Added a few more trees to Cannonball Peak and redesigned the entrance to the mountain.

Fixed the double-triggering of sticky gloves.

The Additions:

New NPC: “L’Andrea.” She hangs out by the pond in “Cannonball Mountain Pass,” and will tell Powerstick Man about the bungalow at the top of the mountain. The player must speak to her before the Bungalow Key will work.

Added a scenery trigger at the top of Cannonball Peak. Powerstick Man will comment about the area as soon as he enters it for the first time.

Altered the way that Fredrique responds to the player after Powerstick Man speaks to L’Andrea. Also included a second chance feature to open the “Pipe Tunnel” for those who never fought the bog mutant during the “dirty laundry” sequence. This requires a conversation with L’Andrea first.

Note: This addition has the potential for entanglement depending on whether the player visits the Laundromat or the Mountain Pass first. I implemented every safeguard I could think of to keep the flow of any player decision running smoothly, but there are so many possible ways of breaking this sequence down that it’s hard to say whether I found every potential area. This will need extra testing.

New Area: “Governor’s Bungalow.” Provided you have the Bungalow Key, you can enter this house atop Cannonball Peak and raid it for treasure, which includes finding the Level 4 Power Pill. Also includes scenery triggers, new paintings, and a chance for another one of the Mythical Creature’s know-it-all commentaries should you enter with him in the party. Does not yet have ambient sounds (waiting for my Soundsnap downloads to reset).

New Item: “Aspirin.” A regeneration item that heals +10 HP a turn. Can first be found in the Governor’s Bungalow as a box of five. I’m considering adding an “Overdose” chain for multiple uses when battlescripting is implemented. For now, it would get too complicated trying to get this to work. Does not yet have sound.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

Didn’t make time to test the changes to Fredrique and the Cannonball Laundromat yet.

Week 117 (December 5, 2009):

The Fixes:

Some dialogue updates (uncommitted to the game still).

The Additions:

None this week. Spent the better part of the week updating Tightfloss Maiden’s graphics and finishing the first draft of Modern Day Fantasy: Superheroes Anonymous.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 118 (December 12, 2009):

The Fixes:

More dialogue splits and edits.

Implemented more names in dialogue boxes wherever they were previously absent, including “Laxomin,” “Bethina,” “Some Kid,” (all in Cannonball City Central Park), “Sergeant Salt,” “Officer Freemont,” “Fireman Dave,” “Fireman Jack,” (in Cannonball Municipal District), “Juniper,” “Luann,” “The Titan,” “The Scream,” “The Suit,” (in Cannonball City Business Sector), “Cop,” “Garm,” “Crazy Chick,” “Maxim,” “Darzella,” (in the Cannonball City Heights), “Leech,” “Officer Deadbeat” (in the Industrial District), “Sugar Ray,” (alleys), “Biba,” “Barton,” “Benji,” and “Lucina” (Slum Indoors).

Note: The dialogue fixes are still in the external file only. Hopefully I’ll re-import them this coming week.

The Additions:

Added sound effects to “Aspirin.” Sounds like antacid fizz.

Added sound effects to the Bungalow’s front door.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 119 (December 19, 2009):

The Fixes:

Yet more dialogue fixes in the external file. One of these days I’ll get around to importing them.

New NPC names for old nameless characters: “Nick,” “Creant,” “Mitt,” “Tracy,” (from Cannonball Industrial indoors), “Officer Sapp,” “Mackson,” “Narc,” “Angel,” (from Cannonball Police Department), “Fireman Zeke,” (Cannonball Fire Department), “Kurto,” “Donna,” (Cannonball City Courthouse).

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 120 (December 26, 2009):

The Fixes:

Another slow week of uncommitted dialogue fixes. Spent the majority of my week wrapping up Chapter 1 of Tightfloss Maiden.

New names to old NPCs: “Abby,” “Linda,” “Barker,” (from Cannonball Business indoors) “Garth,” “Cathy,” (Heights Surrounding Areas Indoors) and “Dan” (Heights Hotel). 

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 121 (January 2, 2010):

The Fixes:

Finished updating dialogue up to Text Box 1497. This includes most of the Cannonball City dialogue, including the battle with the Odor King. Also split plot-driven dialogue into individual boxes, bringing the total count for the game to 5512. Finally committed the last few weeks of fixes to the file, though I haven’t formatted them for presentation yet. That’ll probably take another week to do.

Began the hero name transfer process by changing Brut Man to Stacklash, Speedstick Man to Rapid Pestilence, and Ban Man to the Mythical Creature (“Mythic Creature” in the hero editor, since “Mythical Creature” is one character too long). This includes updating the first level of text boxes, the HSI file, and the plotscript file with the new names.

The Additions:

Added a new conditional to Powerstick Man’s directions when he meets the girl Rebecca in the slums. Now the player has a choice whether to give her good directions or bad. This will affect the awards ceremony in time.

Added Layer 3 to “Pilephile’s Hedge Maze” (and entrance) and finished implementing the rain. Also wallmapped the level.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 122 (January 9, 2010):

The Fixes:

Some cosmetic updates to the Odor King post-battle, including the repositioning of the camera when Powerstick Man jumps, the elimination of the washing machines from the “meanwhile” script, and restoring the missing dialogue after everyone meets up on the street.

Additional dialogue fixes.

Partial reformatting of textbox layout for the dialogue edits from the last few weeks.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 123 (January 16, 2010):

It’s been a while since the last announcement, but I’ve been busy cleaning up the old dialogue in this game, and it was a messy job that remained incomplete for many weeks. I finally feel like it’s ready for a new e-mail update, so let’s go ahead and review the changes.

The Fixes:

More textbox fixes and reformatting. This update officially ends the dialogue rewriting and restructuring for the original game (up to textbox 1829). This does not include portraits or “flourish,” which will later translate into more realistic textboxes, like wooden boxes for road signs and golden boxes for plaques and door labels. I suppose I’ll work on that after I’m caught up on all the restructuring.

Note: Now that I’ve reached the first appearance of Protester Harry in dialogue (the first true addition to the Extended Edition), I’m gonna slow down the dialogue edits and concentrate on building more maps. This will mean that the next few weeks of updates will include lots of new content.

Changed the “Mayor” in dialogue to “Mayor Applewhite.”

Found one last unnamed NPC in the Cannonball Slums district and named him “Rory.”

Updated the attack graphics for: “toxic glide,” “charger,” “toxic charger,” “life kiss,” “battery,” “conductor,” “generator,” “tennis ball,” “canister,” “beer drink,” “beer smack,” “peyote drink,” “peyote smack,” “kiss jar,” “hyper kiss,” “slobber,” “lifesaver,” “wrecking ball,” “cannonball,” “beer drink x,” “peyote drink x,” “energy suck,” “ally suck,” “whip crack,” “das boot,” “grouper,” “bass relief,” “fish dart,” “shatter,” “stink bomb d/x,” “tennis ball x,” and “canister x.”

Some of these changes happened when I altered the base graphics for another attack. I didn’t add new sound effects, though. This also concludes the updates for all the original attack graphics. If anything else looks bad, let me know.

The Additions:

Modified “Mayor in Hiding” script to include a comment from the Mythical Creature if he’s in the party.

The Needs:

Add shadows to earlier tile sets.

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 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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

Downloaded some new sound effects for attacks, but Ypsiliform won’t let me import them. Therefore, I won’t be able to add anymore sounds to this game (or any game) until the 500KB-import limitation is lifted. I can’t work with this.

And that’s all for now. I expect to spend the next few weeks working on Tightfloss Maiden Chapter 2 and adding some new maps to Powerstick Man: XE. I’ll send out the next update whenever I have something significant to share.

Enjoy.

Week 124 (January 23, 2010):

The Fixes:

Updated the buildings in Cannonball City Municipal District to better resemble those in Primex and to make room for the expansion. Drew a logo of two gavels and placed them over the courthouse.

Updated the Cannonball City Slums with trashier décor. Now there are fast food cartons in the streets, potholes, oil stains, etc. Does not include changes to the alleys.

Fixed the double triggering of the Stack/Flea battle that occurred when I split their dialogue some time ago.

Updated the buildings in the “Cannonball Outskirts.”

Included map name reveals and the ability to save to the “Cannonball City Police Headquarters,” “Cannonball City Fire Department,” and “Cannonball City Courthouse.”

The Additions:

Extended the south end of Cannonball City’s Municipal District to include a new street, a cul de sac, and a handful of buildings. The smaller building will be the community center, and future meeting place for Superheroes Anonymous. The larger one will be the site of the new bank.

Added New Switzerland flags and the courtyard for the Trebuchet Fountain to the cul de sac in front of the future bank. The Trebuchet Fountain has a fountain and light show every forty-five seconds (fifteen seconds to dribble, fifteen to perform, and fifteen to rest).

Note: The expansion does not yet come with sound effects. I’ll be waiting until Ypsiliform+ to add them.

Added a scenery trigger to the top of “Cannonball Peak.” Now Powerstick Man will make a comment about Cannonball City from the ledge overlooking the metro area.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 that I know of.

Week 125 (January 30, 2010):

The Fixes:

None this week.

The Additions:

Added attack sound effects to “cannonball,” “energy suck,” “ally suck,” “fish dart,” “whip crack,” “flash,” “das boot,” “grouper,” “bass relief,” “ashes,” “poison,” “stunner,” “sprinkler,” “wrecking ball,” and “ruby rain.”

With this update, we are officially caught up with attack graphics and sounds. I still need to balance attacks, however, which will probably take me until the end of production to finish. And I’m sure I’ll want to tweak some of these in the near future to include “transmogrify” for attacks involving the weeds and other scenery specific battle targets. Very little left remains of the original game.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 126 (February 6, 2010):

The Fixes:

Updated the Cannonball Slum alleys with more trash, puddles, and other atmospheric graphics. Also added trashcans to the park’s public restrooms, rounding out the graphics updates to “Cannonball Indoors X.”

Updated the Cannonball Industrial District with improved buildings and some industry trash, like crates and boxes all along the back lot. Also included a Dumpster that can be searched; though, the reward is a little odd.

Slightly updated Cannonball Central Park with some improved sidewalk edges and additional grass. Also added the improved sidewalk edge to the municipal district.

The Additions:

New NPCs: “Brett” and “Lucas.” Brett is a Grungy in training. Lucas is one of the Grungy gang sergeants. During one of his initiations, Brett had agreed to let the Grungies tie him up to a bar overlooking an apartment window, but then the gang forgot about him. Lucas agrees to help Powerstick Man figure out whether anyone’s coming back for the pledge by setting him up in a meeting with one of the Grungy lieutenants. Both gang members can be found in the alleys.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

I didn’t actually test the new NPCs yet. But they should work.

Week 127 (February 13, 2010):

The Fixes:

Updated the building graphics for Cannonball City’s business district.

Updated the building graphics for Cannonball City’s Heights district.

I was pretty distracted this week, so I didn’t do any landscaping improvements or anything of that nature like I had intended. I did manage to come up with a list of street names for the novels, though, and I’m toying with the idea of using strings to highlight which ones Powerstick Man walks on to when the player moves from street to street, in case I ever include quests that require specific navigation. This will most likely show up next week if it shows up at all.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

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 a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 128 (February 20, 2010):

The Fixes:

Updated the landscaping for the business district and the Heights district a little more. I’m tempted to make a backside to the Heights Hotel to show off the waterfall that’s supposed to spill off the side, but I haven’t decided on a practical way of bringing that in just yet.

The Additions:

New Area: “Civic Center of Cannonball City.” Right now there’s nothing to do other than wander around, but eventually I’d like to use this to reward the player for finding all the music subplots, like “Serenade,” “Vogue,” “Beach Lounge Performance,” and the unimplemented “Dance with Cherry Chicklet.” If I can ever find a real singer to perform any of my Cherry Chicklet songs (from the novels), I’d like to plotscript a mini-concert. This is ambitious, though, and I may use this area for something else when all is said and done. For now, it can be accessed from the southeast corner of the business district, and is the new connecting map to the “Highway Split.” It won’t have an interior map until I know what I want to do with it.

New Area: “Pickerton District.” This will be the official “nice” area of Cannonball City where residents care about their yards and gossip about their neighbors. This will eventually be the place that the player can go to learn of some of the game’s secrets. As of now this place is unfinished.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 129 (February 27, 2010):

Was overly distracted this week. No update.

Week 130 (March 6, 2010):

Well, I’m posting the update on somewhat of a hanging moment, but I don’t know when the next surge of production will happen, and I told myself I’d post again by Week 130, so here we go.

I’ve added some new areas since the last update, but all of them are unfinished in one form or another. I suspect that by the next update, most of these places will be functional as progressive areas and not just maps worth traveling. Hard to say when that will happen, though. I’m a little burned out with games at the moment. And I daresay that I’m tempted to get some more work done on Entrepreneur: The Beginning this month. We’ll see how things go.

The Fixes:

None this week.

The Additions:

Added more houses and some additional landscape to the Pickerton District. Still haven’t wallmapped anything yet. This is still pretty incomplete. I just haven’t really made time to work on games the last couple weeks. Still trying to get through my first revision of the second book.

Also, I won’t be adding anymore sound effects until I’m ready to spend the money to acquire a bunch at once. I know I’m falling a bit behind on the ambient effects.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Enjoy exploring the new, unfinished maps.

Week 131 (March 13, 2010):

The Fixes:

Extended the main east-west highway through the Cannonball City Heights east to connect to the Pickerton District.

Found a hanging timer (13) attached to one of the automated NPCs in the Hotel Primex. Changed it to timer (12) and stopped it wherever the other Hotel Primex timers are stopped. I doubt this will affect gameplay any, as it was attached to a self-terminating script. But it freed up an extra timer (though I’d love it if we had more than 16 timers at our disposal).

Adjusted the “bus pass” scripts to include the Civic Center and Pickerton District maps.

The Additions:

Finished designing the Pickerton District. This was a complicated map to make for sure. Connected all the doors to the appropriate transition maps. Still no sound effects.

New Feature: “Street Identifier.” This feature will allow the player to identify the name of the street he’s on. It operates on newly freed up timer (13) and will display the street name in a special window for about five seconds, or ten if the player triggers the function on a cross street or overlapping street (where a street may have a highway name and a local name). So far the game will recognize street names for everything west of the business and Heights districts of Cannonball City, with the exception of the “Cannonball Valley” (Maps 3-27). I should have the remaining streets implemented by next week. The feature can be accessed from the main menu.

Note: I will probably use this feature as a supplement to any future quest, like “You’ll find the mallet on Trebuchet Way,” or something to that effect. I’m including a document with all the street names for the Cannonball Strip, though be advised that this was written for the novels and not the game; therefore, some streets may not line up with what’s in the document, and some names apply to areas not yet featured in the game (or ever will be). So far, there is also a street name that I needed for the game that isn’t accounted for in the novel (Coconut Hell Road).

Note 2: This new feature has convinced me to lump all the special menu features into their own submenu, which I’ll probably do for next week.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

Didn’t really have time to test the new street identifier feature, and most of the script was written off a template, so I’m sure there are errors present. I’ll iron out whatever I find next week.

Week 132 (March 20, 2010):

The Fixes:

Fixed the bugs associated with the new street identifier function including its inability to identify overlapping streets effectively, and to identify streets that share a map with other streets. Also fixed its appearance to better resemble a street sign.

Lumped all the special menu items into a new main menu selection called “Special Functions.” This new menu can access the Field Stat Climber, the Street Identifier, and the Kill Sound Effects buttons. Moved all the defaults from “Order” through “Quit” down a slot.

Adjusted the appearance and position of the “swimming” menu. I forgot to do this way back when I implemented it.

The Additions:

Added more streets to the Street Identifier. This includes every known street and highway from the Civic Center and Pickerton District on west. It does not include the four highway maps that will eventually lead to Alpha Red and Kajagoogoo. I’ll implement those when I get around to fixing those maps up.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

Found a street that didn’t work. Will fix it next time.

Week 133 (March 27, 2010):

Nothing too extreme since the last update. Added one new gameplay feature and some NPCs to a couple of the new areas. But this update is more travelable than the last one.

Also, I thought that this would be a good time to update our occasional guest players since it’s been about six months since the last guest invite. The weekly playtest document is included in the zip if you want to check up on progress. I believe the last guest invitation was sent out around Week 104. There had been a few maps added, a bunch of text revised, and some graphics and presentation updates since the last guest announcement. Some extra stuff, too. James, having read the novel(s), some of the new areas may seem familiar to you.

The Fixes:

Added “exit script” to all the street names that didn’t have one in the Street Identifier script. This fixes the missing streets in Cannonball City.

The Additions:

Added five new NPCs to the extended area in the Cannonball City Municipal District: “Isabel,” “Megan,” “Annalise,” “Donnie,” and “Leeway.”

Scenery triggers for “Civic Center of Cannonball City,” which really doesn’t amount to much. Though, after looking at the trashcan on the sidewalk, I’m tempted to make an optional trashcan hunt side quest one of these days (and one with the mailboxes). Anyway, this just affects the doors.

Added NPCs to the Civic Center. Unlike most NPCs in this game, these people are relevant to the map. There are six of them: “Bobby,” “Sammerton,” “Martin,” “Theodora,” “Erin,” and “Diana.”

Note: I’ll probably double the population in the next week or two. I think I’ll put at least one items crate in here somewhere, as well.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

Forgot to set Diana’s text tag. Will do that tomorrow.

Enjoy. The next update will probably happen after I fill in the interior areas of the extended municipal district.

Week 134 (April 3, 2010):

The Fixes:

Added the tag that I forgot to add when dealing with Diana’s dialogue.

The Additions:

Began construction on “Bank of Cannonball City.” Planned to finish the whole thing this week, but I ran out of time and motivation. Maybe next week.

The Needs:

Add shadows to earlier tile sets.

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 (this is one-third complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 135 (April 10, 2010):

The Fixes:

Freed up Timer #3 to make way for the new banking system. After taking a quick inventory of how all 16 of my timers are being used, I can see now that I’m running out of backups. I hope the 16-timer limit is adjustable.

The Additions:

Added a “close menu” option to the “Special Functions” menu.

Finished building the interior to the Bank of Cannonball City. Still no sound effects.

Began working on the bank’s infrastructure. This includes implementing three “tellers” and an “account manager.” The tellers handle monetary transactions while the account manager handles opening and closing accounts. The master plan is to implement “accrued interest” to deposited cash, but so far this has hit some mathematical snags. I also intend to build a working line system, meaning that customer NPCs will actually use a queue like those in real banks. And Powerstick Man will have to wait in line if he wants to be served, unless he buys a VIP pass. The pass will probably be implemented before the week is over, but the queue and the interest scheme will likely take longer to implement effectively. Both the account manager and the tellers use a menu system for interaction.

Added a couple of scenery triggers to the bank (to the paintings and the account manager’s podium), but not enough to call the task complete. It’s Saturday night and I’m exhausted. I’m gonna call it a week here, I think.

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 interest system is horribly buggy at the moment. While the ability to deposit and withdraw cash is flawless, the ability to collect reasonable interest (as in values that don’t skyrocket or knock the base deposit into the negatives) is dirt poor. Getting TMC to check and fix my math.

Week 136 (April 17, 2010):

The Fixes:

Cleaned up the account manager’s podium (in the bank) to force the manager to face south whenever the player accesses the podium from that side. Also reset his starting position to allow “Face Player” to actually work.

The Additions:

Three new bank employee NPCs: “Loan Specialist,” “Investments Specialist,” and “Account Specialist.” Not sure if the loan or investments specialist will ever have a significant role in helping the player make money, but the account specialist will offer the player a chance to buy a VIP pass.

Additional scenery triggers for the bank. The bulletin boards on the back wall are now part of the “Crime Hunter” side quest, bringing the required number of bulletin and poster views up to 33.

Put in the tile shadows for the bank that I had meant to do last week.

Implemented a basic line system for potential bankers. This will need a lot of focus and cleanup as the week(s) continue, but the base system randomly generates up to six NPCs to fill various spots in the line. Doesn’t really do anything else at the moment.

Note: While trying to get the palettes to match the appropriate walkabout pictures for the random NPCs, I discovered that putting the value of “-1” in the “npcstat:palette” command will actually draw the default palette, which is very helpful. I wonder if other things are affected this way.

Updated the line system to include eight NPCs (two of which will fill the empty spots at the counter). Also implemented the automated portion, where NPCs will leave the counter and the bank teller will call the next person in line to fill the new opening. Eventually, this will demand that Powerstick Man either wait in line or buy a VIP pass. This is all still a work-in-progress.

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 bank line system is incomplete.

Week 137 (April 24, 2010):

The Fixes:

None this week. Been sick.

The Additions:

Added triggers to the computers on each bank specialist’s desk to initiate a “business” conversation. The loan specialist may eventually be used as an assistant to buy high-priced items such as houses or boats (should the game ever go in that direction). The account specialist accesses a new shop where the player can buy new special items. The investments specialist is a throwaway character.

New Items: “VIP Pass,” “Cocktail Enhancer,” and “Experience Doubler.”

VIP Pass will eventually allow the player to skip the line at the bank without receiving hell from the tellers. Costs $200 and is currently unimplemented.

Cocktail Enhancer will double the length of time of cocktail effects. Pricey at $10000, but fair given how easily one can make money in this game. Currently unimplemented.

Experience Doubler will double the experience earned from the Foxberry’s Experience Converter. Officially the most expensive item in the game, it costs $15000 to buy. Currently unimplemented.

New Shop: “Bank Guy.” Talk to the account specialist to access this shop. Since he’s sick, he’s carting around some extra bottles of aspirin, as well as a couple of enhancement items. Also sells VIP Passes for the bank. Aspirin is half-price here (limit 10). 

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 138 (May 1, 2010):

The Fixes:

Discovered I had gotten the fireballs and icebergs for “Primex Ablaze” backwards. This whole time I had the triggered dialogue attached to the sprites that Cloak Combustion and Jack Ice throw, not the ones that are already in the field.

Updated the plotscript file to keep track of universal and recyclable tags, as these will become more important the closer I come to the 900’s (which should still be awhile).

Improved the line queue at the bank. Not only do the customers approach the counter when summoned, but now new customers will occasionally enter the line from the outside to keep the service running. The whole thing is automated and pretty slick. The only tricky thing about it is that the player needs to stand on a precise spot when being called for the teller to help him. The script also tries to keep up with empty counter space if there’s more than one opening. It’s a bit messy, but it works.

Note: The line script has been modified to allow the computer to take over control of Powerstick Man when he’s at the front of the line to prevent players from clogging up the line. Also added a check to include Powerstick Man as one of the “customers” when he’s at the counter.

Implemented TMC’s first round of changes to the account scripts that involve “calculating interest” and so forth. Isn’t quite finished, but at least the fixed interest portion of the accrued interest works. The interest rate is still crazy high, though.

The Additions:

Added a trigger to the empty computer in the northwest section of the bank. Alternate responses according to the direction it’s accessed from.

Modified “Making Bankers” script to include a random chair positioning function that dictates whether the office chair by the empty computer is at the desk or rolled away. If rolled away, the account manager will approach Powerstick Man and scold him for moving his chair if Powerstick Man tries to move it back into position. Fun Easter egg.

Implemented Experience Doubler.

Implemented Cocktail Enhancer.

Implemented VIP Pass. This implementation also accounts for whether Powerstick Man tries to cut the line without it. If he jumps the line without the pass, the tellers won’t serve him. If he advances through the line with the other customers and waits to be called, the teller will help him once his turn comes.

Added shadows to the sidewalks at the feet of each lower municipal district building.

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 queue at the bank can still get clogged if someone gets locked up at the door. I implemented a number of safeguards to prevent this, but nothing is perfect. There is also the mystery of the customers failing to show if the line is emptied. Haven’t quite ironed out these kinks.

Week 139 (May 8, 2010):

The major update for this round is the implementation of a new bank. While a few bugs still linger, the bank is pretty comparable to a real life functioning bank. I’m particularly proud of this new area.

And with this update, I am almost finished with the extension to the Cannonball City Municipal District. What does that mean to the big picture? Well, not a whole lot, actually. Sorry. I still have a handful of additions to make to Cannonball City before I can move on to the eastern regions of the Cannonball Strip.

The Fixes:

Slight modification to “calculate flux interest” to include TMC’s formula (with minor adjustments to satisfy the flux interest needs). Not sure how reliable this new method is yet, but a test revealed that it doesn’t really hurt anything (that I can tell).

The Additions:

Added ambient sound effects to a few maps and areas including “Rocky’s House,” “Governor’s Bungalow,” “Civic Center of Cannonball City,” “Pickerton District,” and “Bank of Cannonball City.”

Added local ambient sounds to the Trebuchet Fountain (with music for the fountain show) and the flapping flags in the south side of the municipal district. Also added local ambient sounds to the flags outside the civic center.

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 (that isn’t still unresolved from past weeks).

Enjoy.

Week 140 (May 15, 2010):

The Fixes:

Modified the Trebuchet Fountain to turn the music variable off automatically if the player wanders too far away from it. This prevents the music from playing if the fountain is spewing, though it may have been spewing when the player previously left the area.

Fixed the “Current Interest” display for “View Account” in the banking scripts to reflect the intended behavior, which is to show only the interest collected from the last deposit. “Total Interest” shows interest accrued throughout the history of Powerstick Man’s account.

Fixed a wallmap that was missing over the Foxberry Nightclub.

Reset the “accrued interest” timer to three minutes instead of thirty seconds. This will most likely be the official growth period for interest. I’ll change it to five if it grows too quickly during testing down the road.

Note: I think I figured out how I want to handle “global economy.” Obviously, the higher the economy, the higher the interest rate. What I’ve discovered is that a base level of $20,000 will yield an interest rate of nearly 0.5%. My goal was to create interest that could function within the 1.00 – 2.99 percentile, but given how much money is added every cycle, I’m not so keen on starting that high anymore. So, I think my plan is to begin the game with a $20,000 GNP for New Switzerland and have the economy grow or shrink in two ways:

First, I’ll need a timer to randomly add or subtract a few dollars from the global economy every few seconds. By the time the player gets to the bank (some three hours into the game), the global economy could feasibly reach somewhere between $30,000 and $40,000, thus raising the interest rate close to 1.00%. Obviously, I’ll need to cap the economy at some set number (maybe half a million).

Secondly, I’ll need a timer that constantly checks the player’s wallet. Every time his available cash depletes, it will be assumed that he’s contributing to the global economy, and I’ll add the difference (x2 or more) to the global value. The speed that all this happens, however, will determine the variable range of how much is automatically added.

Fixed the suspend player for the magazine in the bank.

Temporarily removed “field defense” to allow greater efficiency to other scripts. Will re-implement when script multitasking is ready (TMC says in two months).

Added a couple more checks to the new customer generation script to see whether the line is full or if anyone’s clogging up the entrance. This should hopefully minimize the chance of the player wrecking the order of things (which I won’t be able to fully dummy-proof, but can get close).

Moved the fire hydrant in the southeast corner of the business district one tile to the left to prevent blocking if anyone enters from the civic center.

The Additions:

Added dialogue to the randomly generated bank customer NPCs.

Implemented a basic revenue checking system to see how much money the player is spending, which in turn adds to the global economy that the bank keeps track of.

New NPCs: “Marissa,” “Billy Club,” “Raquel,” and “Hassleback.” These people can be found wandering near the civic center. Marissa and Hassleback give information that will matter later.

Added the beginning of a future sidequest to the “Civic Center of Cannonball City.” Whenever Powerstick Man enters the area for the first time, a carrier osprey will fly up from a bush and land on the roof of the civic center. Sometime after I implement the concert, I’ll build a rooftop map for Powerstick Man to catch the bird (or rather the note it’s carrying).

Note: The “Carrier Osprey” script marks the 500th defined plotscript. Yay.

Added a treasure crate to the strip of grass south of the highway at the civic center. This box hides a trove of goodies, but will also ignite a fierce battle among bees and hippies.

The Needs:

Add shadows to earlier tile sets.

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 (this is two-thirds complete).

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 (that isn’t still unresolved from past weeks).

Week 141 (May 22, 2010):

The Fixes:

Found an improperly laid rug in the bank and straightened it out.

Readjusted the string positioning for the Experience Converter.

Changed the bank customers’ directional bitset to “Face Player.”

The Additions:

New Area: “Community Center.” This building can be accessed from the southern reaches of the municipal district, and will soon be the meeting site for Superheroes Anonymous. Right now it’s just a main hall with scenery triggers, ambient sounds, and a few NPCs wandering around. I’ll build the side rooms next week. But overall, this completes the longstanding need for an extended municipal district.

Note: Break out the kazoos. This also marks our 100th map.

Added “Shorelines” splash animation to Cannonball City Central Park and the Cannonball Valley.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 142 (May 29, 2010):

The Fixes:

Deactivated a timer in the “next in line” script to prevent script overflows and stacking of new customers. I assume this will fix a few minor problems with the line. But the line is so complicated that it’s hard to tell.

Implemented TMC’s optimized version of the “new bank customers” script. This should improve customer entrances a little more.

The Additions:

Added the licensing room to the back of the community center. The bulletin board on the back wall is now part of the “Crime Hunter” side quest. Haven’t really decided if I want to do anything with the clerk yet.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 143 (June 5, 2010):

A couple of new areas and some modifications to older things this time around. I won’t waste time setting it up, so go ahead and read the updates.

The Fixes:

Made a few changes to the things I overlooked last night when building the licensing room for the community center.

The Additions:

Added a restroom to the community center. Comes with all the scenery triggers and whatnot. Also has a couple NPCs serving as bathroom attendants.

New Item: “S.A. Pager.” As long as Powerstick Man carries this around, he’ll receive an alert for Superheroes Anonymous once a meeting begins. Implemented a safeguard for players who accidentally toss the pager but still want it. Just return to the restroom and pick up another one. Can be found on the desk in the community center men’s room.

For the first time in The Adventures of Powerstick Man history, the player can now change back to Jimmy Knightly, Powerstick Man’s alter ego. Just visit the empty stall in the community men’s room (after first speaking to the man in the main hall and to the restroom attendant) and watch the transformation happen before your eyes.

Note: Jimmy Knightly can only wander the southern regions of the municipal district. Once he wanders too far from the community center’s epicenter, he’ll make a comment that the city is too dangerous without his Powerstick suit. To switch back to Powerstick Man, return to the community center men’s room.

Modified all the object scripts and anything within the municipal district that uses “hero hand” to use Jimmy Knightly’s walkabout picture (and subsequently his new “hero hand jimmy” command) for whenever he activates scenery triggers as Jimmy. Also updated “Ladder Stabilize” to check whether Powerstick Man or Jimmy Knightly is entering the streets of the municipal district.

Updated the alter ego feature to include other heroes in the active party.

New Area: “The Lion’s Den Restaurant.” Can be accessed from the ground floor of the Heights Hotel. Works the same way as the Primex Restaurant, but offers a theme-based menu. The food items are more expensive, but they also yield greater stats. Still testing it, but so far it works pretty well. I’ll add all the NPCs and scenery triggers next week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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:

There’s probably something in the new additions, but I haven’t tested thoroughly enough to find them.

Enjoy the latest update. I’ve got a few more tweaks to handle and one more minor addition to Cannonball City before I’ll consider myself ready for expansion into new territory. Until then, I’ll probably switch gears and work on Entrepreneur: The Beginning a bit for the next few weeks. I wanted to finish the map work on that game this summer. Production on Powerstick Man: XE will continue as usual, but the updates will be smaller (like they were this time last year).

Anyway, have fun.

Week 144 (June 12, 2010):

The Fixes:

None this week.

The Additions:

Added a new Bald Hairypit cutscene to the “Lion’s Den Restaurant.” This will eventually be conditional upon whether the player gets all the way to Kajagoogoo without accessing this scene. Obviously, as long as the player eats at the Lion’s Den first, then this cutscene will play.

Added ambient sounds to the “Lion’s Den Restaurant.” Now it sounds like a processed jungle.

Added a cyclical cough to the sick banker in the “Bank of Cannonball City.” Get close enough and you may just hear him enter a fit.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 145 (June 19, 2010):

The Fixes:

Reformatted some or all of the doorplate text throughout the game. I’m not sure if I got everything, but I think I did. Anyway, the doorplates (those things that label rooms inside multilevel structures like the Heights Hotel) should now have skinny boxes and be positioned near the top of the screen upon access. Let me know if I missed any.

Changed the remaining instances where the names “Brut Man,” “Speedstick Man,” and “Ban Man” still lingered in text and in menus. Every instance should now use the new names “Stacklash,” “Rapid Pestilence,” and “Mythical Creature” respectively.

The Additions:

Added scenery triggers to the “Lion’s Den Restaurant.”

New NPCs: “Roald,” “Evie,” “Gregory,” “Horowitz,” and “Yvette.” These people can be found eating or wandering the halls of the Lion’s Den Restaurant. Yvette will offer to buy $1000 worth of food for Powerstick Man if he brings her Mayor Applewhite’s prized golden apple.

New Item: “Golden Apple.” Located in Mayor Applewhite’s refrigerator (or will be once I build his kitchen).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 146 (June 26, 2010):

The Fixes:

Redrew the bathroom sinks throughout the Cannonball Strip. Now they have a basin.

The Additions:

Added a kitchen to Mayor Applewhite’s Penthouse. Here Powerstick Man can explore various appliances and make his usual comments.

Completed Yvette’s subplot. After you talk to Yvette, return to Mayor Applewhite’s Penthouse and open his refrigerator. If you try looking at it before speaking to Yvette, Powerstick Man will make a comment about not wanting to go into the mayor’s fridge. If you look at it afterward, you’ll open it up and retrieve the golden apple. Bring the golden apple to her to receive a $1000 discount on the next meal at the Lion’s Den Restaurant.

Note: Eventually, the Lion’s Den Restaurant will be closed off until the mayor is rescued. This should prevent the player from facing too many open areas prior to the rescue. I’ll also close off the Civic Center and Pickerton District maps in time, as well. I’ll leave these maps open a little longer to allow time for playtesting, but I will eventually close them.

Added the bedroom and bathroom to Mayor Applewhite’s Penthouse. There’re a couple of hyper chargers on the bathroom counter and a woman sleeping in the bed.

Note: This will turn into a new side quest soon.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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 147 (July 3, 2010):

The Fixes:

None this week.

The Additions:

Added the last portion of Mayor Applewhite’s Penthouse to a new map called “Penthouse Balcony.” This will serve as an alternative means for moving from the living room to the bedroom. As of this moment, it is merely a second path into the bedroom. Soon, though (maybe even this week), it will be an integral part of a new side quest / mini-game involving Powerstick Man’s attempt to break into the bedroom to take the Hyper Chargers (and quite possibly one of Stacklash’s alternative power attacks, which I need to start adding soon). Right now, it registers the open sliding glass doors on both sides of the window.

Added a locked door to the mayor’s bedroom that has to be unlocked from the inside. Go around through the balcony to reach the other side. Powerstick Man will automatically unlock it when he approaches from the inside.

New NPC: “Mayor’s Wife or Mistress.” She can be found sleeping in the bed. She was actually added last week, but now she’s more than just an animated map tile.

Added the first phase of the mayor’s wife or mistress subplot. Because Powerstick Man can’t get into the bedroom from the living room until he unlocks it from the inside, he has to enter from the balcony. Problem is, as he approaches the glass wall adjacent to the bedroom, he notices something stirring on the other side. Turns out, the mayor’s wife or mistress is waking up. In order for him to get inside, he has to wait for the woman to enter the bathroom and do whatever it is she has to do at the sink. Once she’s preoccupied at the sink, he has 40 seconds to explore the room, unlock the door, and do whatever he wants before she returns to bed.

As usual, there’s a hitch. There will eventually be a collectable item on the nightstand near the bed, which should be simple to get while she’s at the bathroom sink. But the other important item, the hyper chargers, are on the bathroom counter, and Powerstick Man cannot get into the bathroom while she’s in it (she can see his reflection in the mirror if he enters). Therefore, he has to wait until she goes back to bed before he can get them. But there are only so many places where he can hide safely without her spotting him. Even if he returns to the balcony, he has to clear the cement wall before she exits the bathroom, or else she’ll see him. And that’s a long walk. If he stays in the room, he can only hide behind the red loveseat, and even then he only has until she turns north toward the bed (in which case she’ll be able to spot him in her peripheral vision). His only chance is to move to the far end of the balcony and wait, or stand behind the loveseat until his heart starts beating, and then make a run for the bathroom, or reenter the living room. Regardless of what he chooses, he cannot move freely around the room until she goes back to sleep.

If she does catch him in view through the bathroom mirror, glass window, or anywhere within her line of sight around the bedroom, she’ll scream, thus alerting security.

There are prevention measures placed at several doors to keep the player from cheating. The bedroom door will automatically lock itself if the player runs into the bedroom, unlocks the door, and then leaves the apartment before the woman returns to bed. If he tries to cheat, he’ll have to repeat the sequence. Leaving the Heights Hotel is the only way to reset everything (except for the bedroom door lock, which will stay unlocked if you allow the woman to return to bed—unless, of course, you try to reenter through the balcony a second time after leaving the hotel).

Note: I won’t be implementing the security portion until later. When I do implement it, it will essentially be the Heights Hotel’s version of the Buford, Security Officer sequence that I featured way back at the Hotel Primex / “Mayor’s Mailbox” subplot. I’ll probably involve the balcony and the 20-story waterfall in the escape sequence.

Note 2: Part of the Mayor’s Wife or Mistress subplot is broken and will remain broken until script multitasking is ready. I’m tired of hacky workarounds for killing scripts that are paused and waiting for current scripts to finish. As of now, the woman is supposed to remain frozen in fear wherever she’s standing if she sounds the intruder alert (aka her scream). Problem is, the “return to bed” script continues once the other scripts finish, and the only way to prevent that is to lace it with conditionals and exit script commands. I don’t want to do that to my scripts anymore, so I’ll leave this broken until script multitasking and the ability to kill any named thread is available. TMC, you’re welcome to use this script sequence as a test case if you want.

Note 3: If the present conditions are too easy, then I may consider adding some complications to the sequence, like reducing the 40-second timer if Powerstick Man makes a noise (perhaps he’s introspecting too loudly), or if escaping through the bedroom door seems like a copout. I’m open to suggestions here.

Added a conditional that checks whether Powerstick Man is by himself or part of a team when he approaches the sliding glass doors. If he has team members, he’ll send them into the kitchen. This works for both the living room and bedroom glass doors. Powerstick Man has to return to the kitchen to reclaim his team before he can leave.

Added a “Fight!” sound effect at the front of every boss battle.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions.

The Bugs:

As I mentioned, the sequence with the mayor’s wife or mistress is flawed, and will stay that way until script multitasking is ready. Also, I noticed some errors involving scripts that manipulate multiple heroes, which I will fix in the coming week.

Week 148 (July 10, 2010):

The Fixes:

Cleaned up the team rejoin presentation in the mayor’s kitchen. It’s still not perfect, but it’s functional.

Fixed the wonky hero placement in the Lion’s Den Restaurant’s seating cut scene. Hero #1 now sits in the stool next to Hero #0, not on the floor.

Modified some of my “while/do” commands for greater functionality. Eliminated the lag in the intro selection screen, so now it runs smoothly. I’ll be repeating this process for Tightfloss Maiden and Entrepreneur: The Beginning. 

Began paving the way for the eastern map revisions by updating one of the four identical tilesets set aside for them.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions.

The Bugs:

None this week.

Week 149 (July 17, 2010):

The Fixes:

Preliminary graphic update to eastern road map “Highway Split.” This only includes the updated tiles and wall-mapping. I will detail it soon.

Preliminary graphic update to eastern road map “No Outlet Highway.” This will also get a more detailed version soon. Also, this map will eventually trade names with “Dead End Highway.” I keep envision the latter road being the one that goes out to the coast, not the mountain. So, this, too, will change.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions.

The Bugs:

None this week.

Week 150 (July 24, 2010):

The Fixes:

Early graphic update for eastern road map “Highway Junction.” This was a huge undertaking, and was easily my least favorite map update so far.

Early graphic update for “Dead End Highway.” This one had a lot of forest, but was pretty easy.

Both of these and the other two eastern road maps will get detailed updates soon.

Reversed the map names for “No-Outlet Highway” and “Dead End Highway.” No-Outlet now heads toward the future site of Kajagoogoo, while Dead End now heads east toward Alpha Red and the harbor. Even though the previous way was always the “right” way, I cannot get my head to process them as such, and now that the official street guide lists them in the reverse order, I thought I’d make it official. This is how they were going to be portrayed in the novels in any case, so I wanted to keep it consistent.

The Additions:

Added “Dead End Highway,” “No-Outlet Highway,” and “Highway Junction” to the Street Identifier. Now every area in the Cannonball Strip that has a street also has an identity for that street.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions.

The Bugs:

None this week.

Week 151 (July 31, 2010):

It’s been a few weeks since the last update, but here we are again with the posting of the latest stuff. And this time we have the early, early beginnings of eastward expansion, but don’t get excited because we’re still no farther than we were for the last ten years. We’re just better.

I also have a new script multitasking test case for TMC. Consult Week 147 for details. Should be ideal for testing the feature once it’s test-worthy.

So, have fun playing catch up. As usual, look to the bottom of the message for the update link, and for news regarding the future.

The Fixes:

Fixed a couple plotscripting errors that I found in the second Pilephile cutscene.

Some dialogue fixes.

Fixed a few overhead tile problems in the four eastern roadmaps and animated the Dead End Highway tiles that I forgot to animate two weeks ago.

The Additions:

Added scenery triggers to the signs and objects of the Pickerton District. Searching everything will eventually award Powerstick Man as many as six different items. I’m tempted to turn this into a puzzle where checking objects in the right order increases the player’s chances at finding the better items. But I’ll need feedback. Right now, everything is concrete.

Added some additional ambient sound effects to local areas around the Pickerton District.

New Item: “Red Ball: Fire.” Stacklash’s first Red Ball attack can be activated by finding the Red Ball: Fire in Mayor Applewhite’s bedroom. I’m still trying to decide whether to allow Stacklash to throw literal red balls and have them explode with one of eight different (albeit weak) elementals, or simply use projectile versions of existing elementals. I’m tempted to lean toward the former and have each ball thrown as a random effect (my original intention), but for now I have selectable fireballs and snowballs as his red ball selections. More than likely, I’ll be rewriting the attacks to use the random effects, but I think I’ll do that later. For now, at least Stacklash has a new set of spells to use.

New Item: “Red Ball: Ice.” Stacklash’s second Red Ball attack can be found in one of the objects inside the Pickerton District. Like Red Ball: Fire, this item teaches a temporary attack, and will be replaced with something permanent later.

New Spell: “Speed Up.” A default spell that comes with Rapid Pestilence’s “Hyper” skills set. Costs 5 PP to use, and will increase his speed by 20%.

New Item: “Leather Rope.” Can be found in one of the objects inside the Pickerton District, and teaches “Rope Tie” to Rapid Pestilence for his “Hyper” skill set. Rope Tie will whip the enemy, taking off a minimal amount of damage, and then wrap around him or it in an effort to stun. If Rapid Pestilence’s HP is below 10%, then he’ll strangle his opponent instead of stunning him. Strangling attacks defense.

New Item: “Bottle of Bubbles.” Can also be found among the objects of the Pickerton District, and teaches “Bubble Muddle” to the Mythical Creature for his “Hardcore” skills set. This attack will distract the enemy, lowering his focus, and then cause a small amount of damage when it pops. Doesn’t work against fish.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions.

The Bugs:

None this week.

It probably won’t be long before I’ll need some new, if not spotty playtesting. I’ve added so much in the last three years that I’m beginning to lose track of the updates. This isn’t to say that I expect it now. But I may be asking for it soon. There is so little of the original game left to update that I cannot see it taking much longer to finish. And we all know—or I’m telling you now—that once the original areas are completely refurbished, the rest of the game won’t take long to build at all.

Having said that, now that we’re five weeks away from the three-year playtesting anniversary, I’m gonna start building new eastern region maps, and will probably have something new to show by the time we hit Week 156. I have just a few quick things to add or fix between now and then, but none of them should take long to do. This isn’t to say that I’m fully finished with the original areas now, or will be by Week 156. I still want to rebuild a few smaller areas like the Mythical Creature’s junk heap among other things. But none of the stuff that I still need should tie up production for an extended length of time. We’re almost out of this black hole of updating, and ready to move into the future.

So, now that you know, feel free to enjoy the new upload. Or wait another five weeks if you want.

Week 152 (August 7, 2010):

The Fixes:

Updated the “Highway Split” map with new landscape details, and filled in all the blank space in its northern corners. Has more variety now.

Updated “Dead End Highway” with new landscape, filled in the northern section of the map, and I even added a new tree style. The new tree is slick looking, and I’ve also discovered how much better mixed trees look among the evergreens when the tile beneath it is blacked out. I may go back and black out all the mixed vegetation soon.

Blacked out a few of the grass tiles along the “Mountain Road,” just to see whether I liked that better than I did the visible grass beneath the dense trees. I’d like a second opinion on this before I black out the rest of the map (or any of the other maps).

The Additions:

New Map: “Inch Hollow.” This is the first eastern map I’ve made in ten years, and with it, comes a sense of elation. Building this map has officially unlocked the stalemate I’ve been dealing with since the original release, which is, essentially, a lack of advancement. Thanks to the inclusion of Inch Hollow, I now have a gateway into the future of Powerstick Man. Comes with ambient sound effects and a road sign.

Added “Inch Hollow” to the Street Identifier. I haven’t tested this yet, but I’m sure it works. Displays messages for “Dead End Highway” and “Inch Hollow Road.”

Added “Inch Hollow” (Map 104) to the list of possible locations where Powerstick Man can catch the bus. Includes destinations to all four existing stops.

Note: Although I didn’t get a chance to test it this week, I noticed that Map 8 (Coastal Run) is missing from the checklist for bus passes. I always thought it worked, but now I’m not so sure. I need to remind myself to check the bus pass functionality for that map next week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions (this has been started).

The Bugs:

Haven’t tested any of my modifications yet.

Week 153 (August 14, 2010):

The Fixes:

Upgraded the “Inch Hollow” map to better fit my vision for it. Now there’s a waterfall that spills into the right hollow and forms a lake that moves under the land bridge into the left hollow. Also added a few wallmaps that I had forgotten to put in last weekend.

Updated the tilemap for “Highway Split.” I’m not sure if I’m happy with the upgrade, though; it feels like a sloppy effort. This may end up getting another redesign in the future.

Also updated tilemap for “No-Outlet Highway.” I keep forgetting how little there is to this map.

Fixed the bus pass scripts to include “Coastal Run.” I don’t know why that was missing from the list. Probably because it’s a complicated map to zone. It should work now.

The Additions:

Added some local sound effects to “Inch Hollow.” If Powerstick Man gets close enough to the hollows or the waterfall, he'll hear them trickling.

New Map: “Fauna Fountains.” This area is the last road map heading east. The map to follow will be the harbor, and the opposite end of the Cannonball Strip. I don’t know exactly what I’m going to do with this map from a story point of view just yet, but I do know that sooner or later I am going to stuff a bunch of wildlife NPCs here (and when I mean wildlife, I mean like tame creatures, no mutants), and the horses or deer will randomly eat grass. But it’s hard to say when I’ll implement them. I don’t want to worry much about how I’ll use these maps until I’m ready to develop them, which could be a few weeks away still. This map does come with ambient sound effects, though.

Added “Fauna Fountains” to the Street Identifier. This is the end of the Dead End Highway.

Added “Fauna Fountains” to the four bus pass scripts.

Added “Fauna Fountains” to the “Shorelines” script.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions (this has been started).

The Bugs:

None this week.

Week 154 (August 21, 2010):

The Fixes:

Changed some of the grass tiles in “Fauna Fountains.” This looks more like what I had originally envisioned it to be.

The Additions:

New Map: “Cannonball Harbor.” This map is unfinished, but I got the base design down. None of the borders or scenery sounds are implemented yet, and neither are the majority of details like trees and whatnot, so this won’t really look like its final version until next week. But it’s a nice start. I intended this map to blow all the previous maps away, and so far the tile work alone is looking promising. Should be a fun one to navigate once it’s finished.

By the way, this is the map I’ve been most anticipating for the last couple of years. A.) It’s the easternmost map in the Cannonball Strip—there’s nowhere else to go eastward. B.) It uses a song I’ve been itching to hear in the game since it was released last year. If you know the history of the harbor from the novels, then you’ll know how fitting this is.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions (this has been started).

The Bugs:

None this week.

Week 155 (August 28, 2010):

The Fixes:

Finished the core design for “Cannonball Harbor.” I still have to add the Cannonball Queen to the map, which will take some time to draw, so I may or may not get to it this week. But everything else (at least for the “town” section of the map) is in place. I’m not gonna bother with the interior maps until I’m ready to start putting in NPCs and a side story here, which probably won’t be for another few weeks. And I think I’m gonna wait to do all the scenery triggers then. But I must say, with everything that’s already in the map, this is probably my favorite map in the game. I’m really happy with the way it looks. With seven active layers and another on the way (or the full maximum if I decide to leave one open for weather effects), it’s easily the most detailed map I have. I hope anyone reading this will enjoy it. It’s really cool, I think.

Note: If you travel to the far north of the map, you’ll see the beginnings of another dockyard. I think this will be the stage for the side story. I think the player will have to buy a piece of plywood to use to cross the channel (or a gangplank or something), and then he can travel the northern docks (where all the storage containers are held) and fight bad guys and collect treasure. Should be fun. But it’ll be awhile before I finalize that idea.

Updated the fat sidewalks around Cannonball City to show more impurities in the concrete. They’re more textured now.

The Additions:

New Map: “Botsmire Forest.” Let me just come out and say that this thing is a monster. I’ve been working on it for three days, and I’m still not finished designing it. It’s very detail-intensive, and one walkthrough took me ten minutes to reach the other side (without stopping for NPCs or enemies or anything). This will probably take me a good chunk of next week to finish, and even that will be minus the actual gameplay elements. When it’s done, it may very well be the largest single map in the Cannonball Strip. I think it’s even bigger than “Treasure Cove Cave.” When it’s finished, it will have its own culture (and possibly an ecosystem). I think it’ll be one of the more interesting areas once all is said in done.

Note: This is one of the maps I had been planning since I released the original game ten years ago. It’s nice to see what it will finally look like.

New Map: “Watermike Caverns.” This is the cave that connects the forest’s “antechamber” to the rest of the woods. It’s nothing more than an outline at the moment. When it’s finished, it will be full of waterfalls, and may provide a mini-boss battle.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions (this has been started).

The Bugs:

None this week.

Week 156 (September 4, 2010):

Year Three is now in the bag. So, per tradition, it’s time to reflect on what we’ve accomplished this year. Also, per tradition, I’m sending this to the occasional guest viewers to inform them about the game’s progression.

The first thing you’ll notice if you rewind back to Week 105 is that I am very slow at updating. I said back then that I was planning to move into the eastern regions “soon.” I had no idea that “soon” actually meant “later.” But, lo and behold, “soon” finally came, and if you check out the latest update, you’ll get to see some of the new eastern region maps that I’ve been promising since 2007.

The last year was also dedicated to some extensive graphic redesign and the expansion of Cannonball City. Dialogue partitioning was also a major factor early on.

I also just noticed that I hadn’t designed a new enemy since last year. I plan on creating new enemies “soon,” which we all know means sometime between now and Week 200, but one of these new as-of-yet-created enemies already makes an appearance in Chapter 19 of Book Three, so I’m pretty sure that that will be the next one I draw. I did implement some new powers for our alternative heroes, though.

So, that’s a brief summation of what we’ve accomplished in the last year. For a full report of the last year’s activity, be sure to check out the included playtest document with the download. For now, here’s what the last five weeks looks like:

The Fixes:

Fully realized the travel map for “Botsmire Forest.” This nightmarish map took pretty much the whole week (and parts of last week) to design. I don’t think I’m exaggerating when I say that this was the most complicated design I’ve done for The Adventures of Powerstick Man: Extended Edition. I knew it was going to be a challenge from the get-go—hence my ten-year procrastination on designing it—but this went beyond reason. In any case, I hope any who play through it will appreciate its complexity. Of course, without the NPCs directing the player deeper, it’s possible that anyone who tests it now won’t find the other side. Visually, it’s both stunning, and intimidating. Even I had to double-back a few times just to figure out where I had gone. I may have to implement a “warp to exit” item just to make this map tolerable. Anyway, I hope I sufficiently hyped up its awesomeness. And this whole time I thought “Cannonball Harbor” was going to be the monster map of the Cannonball Strip. I will say that it’s highly unlikely that any other map I design for this region will be quite as complicated. Designing this map got old in a hurry. Anyway, the layout is finished (at least until I start implementing quests there; then I’ll have to add a little more detail).

I don’t know if I’ll have time to do it this week, but eventually I’ll want this area to generate random weather including rain and mist.

Especially cool about the area: it has two villages that are at odds with each other (or will be at odds with each other once the NPCs are built). Powerstick Man will eventually have to choose whether to reconcile the villages, or nudge them into all-out war.

Updated the design for “Watermike Caverns.” These caverns have some of the most impressive waterfall work in the game (and waterfalls that rival the best of the OHR in my opinion). While I still have more to do, and there’s a good chance I won’t have it fully developed before next week, I have made it possible to walk all the way through. Eventually, I want this area to be full of atmospheric effects like waterfall spray and other cool cave things.

Note: None of the new areas (including those I made a few weeks ago) have item crates yet. I still don’t know what bonuses I want to offer at any of these places yet.

The Additions:

Added scenery sounds to “Cannonball Harbor.” This may not be completed yet, depending on what else I do with this map in the future, but for now it’s enough.

Added scenery sounds to “Botsmire Forest.” Everything is now nice and junglefied.

Added scenery sounds to “Watermike Caverns.” I’m almost certain I’m not finished with this one, but it’s sufficient for the time being.

Included “Cannonball Harbor” to the Street Identifier. Also wrote in “Botsmire Forest” and “Watermike Caverns” with the “No Street Here” tag. The map that will follow Watermike Caverns in the map list will automatically get this tag.

Updated all the bus pass scripts to include the latest maps.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin advancing into the eastern regions (this has been started).

The Bugs:

Not really a bug, but there are clearly some landscape features in “Cannonball Harbor” and “Botsmire Forest” that will require special movement (the kind of hill movement that I hate scripting because it never works right). I was gonna do my best to implement them before I went to bed Saturday night (thus checking it in, in time for this week’s update), but I ran out of time. So, they should be ready for the next update. Already started working on a hill movement Sunday morning and so far, as expected, it’s a disaster. I really hate hill movements. Even when they player can’t control them. But I’ll have it ready soon. Botsmire Forest won’t need hill movements, but it will require some fancy ladder work from behind the mountain. That’s something I haven’t done yet, so that should be interesting to see once it’s put in.

And that wraps up Year Three. My plan for the coming year, as usual, is to finish the game. If that doesn’t work, though, then I’d like to at least finish the main story and complete the ending. I actually hope to have that finished by December 30th (the ten-year anniversary of the original game’s release). I’ll probably spend the next six to eight months after that working on side stories and post-production.

So, let’s see what happens this coming year.

If I’m still working on this come September 2011, then we’ll have another time of reflection. Until then, enjoy the latest additions.

Week 157 (September 11, 2010):

The Fixes:

Implemented special walking script for “Cannonball Harbor.” Now when the heroes approach the ramp to the main docks, they’ll walk up or down it diagonally.

Implemented special walking scripts for “Botsmire Forest.” Whenever the heroes approach a ladder, they’ll climb it (even the one that goes behind the cliff).

Note: Both walking scripts could use some cosmetic tweaking to account for the differences between single hero and caterpillar parties. I don’t know when I’ll actually improve them, but it should be soon.

Removed the wall maps from the little gray rocks in “Botsmire Forest.” Realized they were too small to justify blocking. Also discovered that I never walled them in the Pickerton District, so I think I had always meant for them to be trampled on.

Adjusted the wall map in “Inch Hollow.” The north edges of cliffs can now be traveled behind as they are elsewhere in the game.

Implemented forward-facing ladder climb. This should make “suspended” ladders (anything that can be climbed from either direction) and the backside cliff ladder in “Botsmire Forest” appear more realistic.

Changed the camera work for the “Carrier Osprey” cut scene (Civic Center entrance) slightly. However, I probably won’t be completely happy with it until I can apply multitasking.

Began preliminary work on the next chunk of dialogue restructuring. Since I’ll probably take the dialogue text to work with me and mess with it during down time, I expect to knock out a huge block of dialogue fixing next week.

The Additions:

Added the Cannonball Queen to the Cannonball Harbor. This is the cruise ship that brings new residents to the island of New Switzerland. I don’t know yet if this will play any role other than eye candy to the game. But it finishes the “town” portion of the exterior map.

New Map: “Restless Glade.” This is the area that Powerstick Man is trying to access when he travels through Botsmire Forest. I had always imagined it to look bluer than it does, but that’s because the area is supposed to parody the “Lost Woods” and the flute kid in the Legend of Zelda games. Comes with ambient sound effects and conforms to the bus pass and Street Identifier rules.

Added sound effects to the waterfalls in “Inch Hollow.” I’m actually not too sure why I didn’t implement them earlier. Must’ve forgotten.

Edit: Oops, I did add them, but I used a weaker sounding waterfall noise. The problem was that the activation zone was too narrow. I’m keeping the new waterfall sound effect in place, but I’ve extended the range that the smaller one can be heard from. This will simulate the “fade” that TMC will eventually (possibly) implement for sound effects some day. If he implements the “source” sound effects and zone fades I suggested, then this will eventually become obsolete. But a nice effect nonetheless.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

I didn’t find the patience to really nail the walking scripts this week, so both are faulty. I’ve scripted the harbor hill three different ways, and I’m not sure I’m happy with either. The forest ladders are somewhat acceptable, but they are clearly designed for four-hero parties. I may try to fix these next week if I have time. Otherwise I may save them for the following week.

Week 158 (September 18, 2010):

The Fixes:

Dialogue restructuring taking shape. Massive amount of dialogue auto formatting and a good chunk of editing done. Nothing is split up yet, and nothing new is committed to the engine.

Fixed a faulty animation tile in “Botsmire Forest.” Also found a decapitated oak tree and fixed that.

Finished building “Watermike Caverns.” This includes a tileset redesign and some altering of the ambient sound effects triggers. Looks much nicer now.

The Additions:

Added a new branch to “Watermike Caverns.” This separate room can be found behind an oak tree at the north end of “Botsmire Forest,” just to the upper left of the waterfall pool with the skinny neck. Eventually, I will put an important treasure in there.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 159 (September 25, 2010):

The Fixes:

Finished cleaning up the walking script for the ladders of “Botsmire Forest.” Discovered that the script was missing a check for “room in active party” despite it using the variables for it. Everything works according to party space now.

Added a script that cuts off the “spill zone” of the left bowl waterfall in “Watermike Caverns” whenever the player is walking through the final hallway to the core regions of Botsmire Forest. For now, this will only work via step-on NPC. When I implement battles, I’ll have to add a toggle feature.

Another massive dialogue update (currently uncommitted). Will probably finish most, if not all of my dialogue edits and splits by next week, and I should have everything formatted by the week after that.

The Additions:

Implemented a fading soundtrack to Botsmire Forest. Whenever Powerstick Man approaches a village’s “territory,” the default song will fade out, and the village song will fade in. When he leaves the territory, the reverse will happen. The concrete village and the tree house village have their own soundtracks.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 160 (October 2, 2010):

The Fixes:

Finished updating and splitting the old dialogue boxes that predated the second Pilephile sequence (when dialogue splitting became official). Every important character in the game should have his or her own box now. This officially completes the first half of the third phase of dialogue updates. All that’s left of this phase is to format the boxes, which I’ll do later in the week or sometime next week. Phase four, which probably won’t begin until after Christmas, will be the implementation of portraits to all important characters.

Committed dialogue updates and changes to the game. 1,143 textboxes were appended. Yikes.

Formatted the Lion’s Den Restaurant menu. Didn’t realize I hadn’t done this yet.

Sprite edit on Rapid Pestilence’s alter ego walkabout set. One frame had his shoulders jutting out too far.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 161 (October 9, 2010):

The Fixes:

Prepared map tiles for palette conversion. I actually intended to implement the new palette this week, but halfway through the update I realized just how unfriendly the current palette system is toward this game. Therefore, I changed my mind, and will implement the new palette sometime after CUSTOM is given more diverse palette usage options. For now, I just knocked out all of the UI color splatter (top-left row of the current palette) that I could find.

Note: Retracting some of my previous fixes took up the time that I could’ve used to finish the conversion process, so I didn’t quite get to the end of the tileset fixes. Some of the later tilesets are still untouched. I’ll finish them next week.

Updated the sand tiles around the major beach maps, including Sandy Smack Island. Yellow sand uses the new palette. Orange-brown sand (“Forgotten Junkyard” area) still remains in the western regions, but also uses the new grain style. (global conversion currently unfinished)

Additional tile updates wherever things could have been improved. Added a top roll on one of the junk heaps in the Forgotten Junkyard. Other insignificant graphic fixes here and there.

Discovered some missing wallmaps in Sandy Smack Island and fixed them.

Darkened the outlines around cars. I got tired of the wimpy “glow” around their edges. They look better now. (global conversion currently unfinished)

Fixed the path graphics in “Cannonball Valley.” I’m not really sure why this wasn’t done earlier. The tiles were made; I just never laid them down.

Changed the grass tiles under the bushes in the “Water’s Edge” map.

Added more sand mounds and random noise to the “Rock Garden” to give it more personality.

Just realized that I had sign map tiles for a Primex Red Light District store called “Trinket’s.” Since all my shops had been built for ten years, I just attached it to the building for the Internet Resource Center and renamed it “Trinket’s Internet Resource Center.”

Note: I ran out of time on the conversions, so some of the updated beach and car tiles didn’t get copied to the later maps. Will do that next week.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 162 (October 16, 2010):

The Fixes:

Completed the palette update for tilesets. All the splattered UI colors should be replaced by now. Let me know if anything looks out of place. I’ll implement the sand colors once the developers solve the single-palette limitation.

Finished porting the new designs for sandy shores and automobiles. This addresses most of the graphical issues that still bother me about the game. Now I just have to finish updating the maps that are still boring to look at.

Formatted a bunch of textboxes this week. Should have them all formatted by next week.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 163 (October 23, 2010):

The Fixes:

Finished formatting all the dialogue boxes to fit the new dialogue exchange style. This officially catches us up to the final text phase, which will be designed for adding portraits. I probably won’t start putting these in until after the New Year, but at least now I have textboxes ready for them. Let me know if any of the conversations seem or look out of whack. I did the best I could to maintain the integrity of the dialogue during the transition. With over 7,000 boxes to edit and set, I’d imagine it’s possible that I missed something somewhere.

The Additions:

Added a new NPC and possible future hero called “The Pig Rocker.” Right now he is set to a series of conditional tags that will determine which map he shows up. He will always be first discovered in the Pickerton District, but each time after that he will show up in a random section of Cannonball City. I haven’t entirely thought out his purpose yet, but I figure I needed someone to look like they’re actually trying to be a hero. None of the scripts are implemented yet, so he won’t actually make the appearance(s) until next week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 164 (October 30, 2010):

The Fixes:

None this week.

The Additions:

Added the scripts that control the Pig Rocker’s appearances. As of now, he can show up in any of five districts after the initial meeting at the Pickerton District: there, the business sector, the Heights District, the municipal district, and the civic center. Once I prepare the CD Cover #5 side quest, I’ll probably place him in the remaining districts, and some of the interior places. As of now, he switches locations every three minutes.

Added “Remington,” the Pig Rocker’s pet pig to all the locations where the Pig Rocker appears. If he strays too far from his master, he’ll run back to the Pig Rocker’s current location. Also squeals or snorts if Powerstick Man tries to talk to him.

New NPCs: “Gordon,” “Ally,” “Terrance,” “Rhiannon,” and “Adeleine.” They can be found roaming the Pickerton District, and these will be the standard NPCs that show up during all occasions. Terrance and Rhiannon take advantage of the new zones feature. Terrance will stay in the street as he jogs, and Rhiannon will only walk along the sidewalk, or up the path to her front porch. This, of course, assumes that NPCs stick to their zones at the moment. If it’s not officially working yet, then I guess they’ll stick to their paths soon.

Implemented the flirtatious cocktail dialogue for some of the ladies of Cannonball City. Maps covered so far include the outskirts, the slums, the park, the municipal district, and the business sector. None of the interior maps have been addressed yet. I’ll do more or finish them next week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 165 (November 6, 2010):

The Fixes:

Some minor dialogue fixes and formats that I missed before.

Adjusted music scripts related to the Foxberry to account for the “Homewrecker” flirt cocktail. Now the house music will continue to run until Powerstick Man steps outside, and then it’ll switch over to “Call Me When Your Sober.”

Cleared the string before inputting the answer to Hack’s Riddle (in Cannonball Valley). It was interfering with the cocktail effects timer somehow.

The Additions:

Finished adding the flirtatious dialogue for the remaining ladies around Cannonball City and its surrounding areas. This update does not include flirts with major NPC characters like Miss Honeysweet or Cherry Chicklet, nor does it include flirts with NPCs who are scripted to leave after interaction. It also does not include anyone who resides in limited access areas like Cannonball City Hall.

Warning: Be careful when flirting with the women of Cannonball City, especially policewomen. If Powerstick Man flirts with either of two policewomen in the Cannonball City Police HQ, he’ll be thrown in jail for a sobering cool-down, and lose $200 as a fine.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add a middle map separating Cannonball Mountain Pass from Cannonball Peak and make this a skippable area where the player can fight or take a shortcut to the top of the mountain.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 166 (November 13, 2010):

It’s been ten weeks since the last update, and I’ve been wanting to update for the last seven, but conditions were never really right until now. Anyway, this update features a heavy dialogue revision (not in story, but in presentation), and a few new things. I’d say something else profound, but what is there really to say?

The Fixes:

Minor dialogue fix and reformatting.

Replaced Rammstein’s “Engle” from the stereo / MP3 player random queue with The Smith’s “Big Mouth Strikes Again.” I’m now using “Engle” as a new map song. (I’m using other songs from the queue as map songs, as well, but that’s one of the few that already seems too intense for a measly home stereo system, so I figured I’d make it exclusive to a map.)

Moved my general purpose functions to a new plotscript file called “functions.txt” and pounded them out from POWERXE.TXT. I left their footprints behind for historical purposes, but I probably won’t need to put them back. I did this to better organize myself. I’ve forgotten too many of my built-in functions and have ended up scripting things the long way anyway. Later, I’ll make my own dictionary for this stuff, and will also include definitions for all-purpose, game specific functions like “hero hand.” 

The Additions:

New Map: “Cannonball Mountain.” One of two maps that connect “Cannonball Mountain Pass” to “Cannonball Peak.” It’ll serve as an optional travel map to the Cannonball Peak, complete with winding turns and random enemy battles. Special features include bridges that can be traveled both over and under in order to reach the map’s exit. Right now, it comes with map effects and ambient sounds. My goal is to also implement a secondary travel source and the random encounters before the week is over.

New Map: “Entrails of Rock.” Officially my new favorite map name, this area is the second of two connecting maps between Cannonball Mountain Pass and Cannonball Peak. Another in the growing library of caves, this one doesn’t span like the others, but consistently climbs to the top, punching a hole up through the heart of the mountain. Planks cross chasms and ladders climb the worn limestone walls up to the top of the mountain. If I have time, I will also develop a second half that features collapsing bridges and a possible hero-detecting treasure crate (which I will explain in detail once I make it). Comes with ladder animations and ambient sounds.

Included a couple of scenery triggers to Cannonball Mountain and some wildlife NPCs to the Entrails of Rock. 

Note: I ran out of steam before implementing some of the extra map stuff that I wanted to add this week. My cat died last night, and I’m still in a bit of a funk because of it. Maybe next week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Enjoy. I’m gonna start populating the eastern regions next.

Week 167 (November 20, 2010):

The Fixes:

Noticed the bridges in “Cannonball Mountain” were cutting off the grass shoulders that were attached to Layer 2, so I rescripted them to leave the support beams alone.

The Additions:

Added a secondary gallery to the “Entrails of Rock.” This can be accessed by two new caves in the main vertical shaft, and is required traveling if the player wants to reach the top of the mountain. Bridges and planks span the gaps, and will soon be susceptible to environmental disasters.

Conducted my first plotscripted zones test on the bridges of Cannonball Mountain and the Entrails of Rock. Whenever Powerstick Man steps in the allotted zones, the “Scenery Sounds” script will play a small wooden impact sound effect. Works beautifully. I had to assign a global to the bridges to determine whether Powerstick Man was crossing it, or passing underneath it, though. Zones aren’t “z-coordinate” specific, unfortunately. Perhaps a slot for extra data would be beneficial?

Added a shortcut from the beginning of Cannonball Mountain to the precipice overlooking Cannonball Peak. If the player takes the dirt path to the left when first entering Cannonball Mountain, he’ll see the rope tangled on top of a manmade ledge. If he tries to access it, Powerstick Man will make the comment that he cannot reach it. Once he gets to the top of Cannonball Peak through the Entrails of Rock, however, he’ll find the top rock where the highest rope mount is located. If he takes the shortcut back down, he’ll break the ledge at the bottom, thus allowing the bottom rope to unfurl and hit the ground. At this point, he’ll be able to access Cannonball Peak from the rope. I’m tempted to implement a counterincentive for using the rope so that the player will have to decide whether the shortcut is worth it. I’ll make the decision final once I’ve implemented battles. Also added sound effects to it.

Note: This may be the first complicated script I’ve done in a long time (if ever) where 99% of it worked exactly as I had planned on the first test. The only thing I had to go back and fix were a couple cosmetic issues involving one tile on the wrong layer and three textboxes that I forgot to position. And that’s it! I wish all scripts were this bug-free on the first run.

Began plotscripting the bridge blocking sequences for the gallery area in the Entrails of Rock. Only got two bridges in, and neither is perfect. I’ll finish this up in the coming week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

The falling stalactites are still a bit broken in the Entrails of Rock. Also, I don’t think I reported this yet, but the ramp in Cannonball Harbor is still pretty atrocious.

Week 168 (November 27, 2010):

Updating early since I have a massive update this week, and also because I’m probably gonna release another limited edition in the next day or so to kick off the Heart of the OHR contest.

The Fixes:

Finished and cleaned up the falling stalactites as much as I could without overcomplicating the script. I’m not necessarily finished yet, but I think I’m good for the moment. As of now, all the bridges are accounted for, and each blocked bridge is laced with a one-time trigger that will drop the stalactites right through the wood. Multiple layers and front player positions are considered. Caterpillar heroes are still having trouble detecting where the stalactites will fall, however, and still won’t move out of the way. I’m still working on this, and may or may not finish before the week ends. Comes with full orchestratic sound effects, including Powerstick Man’s heartbeat, making this one of the more adrenaline-fueled maps I’ve made in a long time.

Some graphic adjustments in the “Entrails of Rock,” especially with bridges.

Updated some old and new attacks to make better use of specific bitsets. “Magic” items now use the power and nullify conditionals instead of simple strength and defense. Most curative items now use “Do Not Randomize,” which until now I didn’t know how to use. Other various attacks are now using the percentage of maximum values, as well. Hopefully this will make battles a bit more exciting.

Fixed the car graphics in Primex Blue Light District (didn’t realize these weren’t touched yet).

Modified the “Primex Ablaze” and “Fire and Ice” scripts to accommodate a smoke-filled map. Also compensated for the fact that the Cannonball Strip has other active heroes than just Powerstick Man. Now Plummet Man will show his face during the “Fire and Ice” sequence, just like he does in Cannonball City (Book One of the novel series). Whether he sticks around after the battle will depend on how well he does against Cloak Combustion and Jack Ice.

Gave Primex on Fire a new song for the Green Light District. I thought the current song is too “sunny” for a burning town.

Found a wallmap blocking the bouncer in front of The Bakery and removed it.

The Additions:

Added a secondary action script to the gallery that drops as many as three stalactites at once onto random areas near Powerstick Man’s position. Not perfect, but functional, and adds to the tension of the map. Between these and the bridge blockers, I don’t think I’ll need random enemies in the gallery area.

Sound effects and temporary paralysis to the cave salamanders wandering the floors of the Entrails of Rock for whenever Powerstick Man steps on them. They’ll regain motion after three seconds.

Treasure crates to “Cannonball Mountain.”

New Item: “Climbing Gloves.” Equippable gloves that allow Powerstick Man to climb up and down the mountain rope without injury. Attempting to scale the mountain rope without the gloves equipped will knock 50 HP off his and all party members’ lifebars. This is the counterbalance I was referring to last week.

New Item: “Thick Boots.” Equippable boots that allow Powerstick Man to step on certain critters without them biting him back. Without the boots equipped, the cave salamanders in the “Entrails of Rock,” and maybe some future locations, will bite him for 2 HP every time he runs them over.

New Item: “Revealer.” Little pellets that draw invisible enemies into the light. Until transmogrification is modified to allow items to transform specific enemies into other specific enemies, this will be limited to one creature.

Modified the mountain rope and the cave salamanders to dish out the new penalties for activating them without the proper equipment.

Added a foemap to “Cannonball Mountain.” Kept the encounter rate low to prevent players from getting bored. Each battle has a unique song to it to avoid general monotony.

New Enemy: “Bandit Scavenger.” A raccoon type enemy that swipes at the player for its basic attack, digs in the dirt to increase its defense, and bites, occasionally giving the hero rabies. If enemies will ever be permitted to steal, this will probably have that attack, as well.

Note: The picture for this enemy has been in CUSTOM for the last three weeks. Just now getting around to giving it stats at attacks.

New Enemy: “Thunder Bunny.” A beast of a rabbit that hops, stomps, slashes, and punches, this critter will lay heroes down flat in a hurry. Also has an array of electrical attacks at its disposal. Does not respond well to getting electrocuted itself. Weak to fire.

New Enemy: “Berry Picker.” A man with a gender crisis who walks around with a basket of berries and attacks anyone who dares to interrupt his moment of pleasure. Carries an array of stunner attacks and can also heal allies.

Note: Also implemented some of the older enemies that I made a year ago but never did anything with including the Bee Squad, and, well, I think that’s it.

New Item: “Caffeine Tablet.” Reverses the effects of stun.

New Item: “X-Lens.” Teaches the Mythical Creature the “Revealer” technique.

New Shop: “Street Doctor.” Coming with a new NPC with the same name, the Street Doctor sells various cures and medicines. He’s also the only person who sells the Mythical Creature’s new “X-Lens” item. Offers the status affecting items like atrophy shots and so on, and also sells the new status items “Revealer” and “Caffeine Tablet.” The revealer and x-lens are only activated after Powerstick Man opens the last crate on Cannonball Mountain. The street doc can be found in that little grassy park down on the corner of Ovatio Imaginate Boulevard and Trebuchet Way (in the municipal district).

Added a foemap to “Entrails of Rock.” Encounters are minimal, but the battles are pretty involving (or seem that way at my current testing level). Most of these fights should leave the player hurting if he doesn’t stock up on health items or power ups.

New Enemy: “Leather Midget.” Although he’s technically the same size as most human foes in the game, he is shaped like a mountain dwarf, and is therefore aptly named to resemble a mountain dwarf. Of course, he’s wearing biker gear and carries a big axe, so form your own conclusions. Right now he’s classified as an MP Idiot, but it doesn’t matter because he’s a tank.

New Enemy: “Biped Salamander.” Essentially the meatier version of the Vault Salamander, these creatures walk around on two legs—their front ones.

New Enemy: “Neon Spider.” The granddaddy of the glowing spiders, these things can turn their smaller minions invisible. Also spits webbing to irritate heroes.

New Enemy: “Arachnoviolet.” The glowing spiders that serve under the Neon Spider’s rule, these things hit hard and go invisible when the Neon Spider hits them with its “Neon Invisibility” attack.

New Enemy: “Arachno Invisist.” The shrouded form of the Arachnoviolets, they use the same attacks, but are untargetable by everything but revealers.

Note: We really need attacks that can target individual enemy types. Even with bitsets like target closest/weakest nullify enemy and fail against everything but that one bitset that no other creature is supposed to have, it’s still too easy to screw things like the invisibility attack up. On my first test, the Neon Spider targeted the Arachnoviolet with the invisibility attack like it was supposed to, and everything went according to plan. But then it ran out of spiders to turn, so it turned the salamander invisible. And then itself. And my heroes could still attack the invisible spiders, despite the fact that only the revealer is supposed to see them.

I can counter all of this with intense agility, of course, but it seems like an unnecessary workaround. (Actually, it appears that I can’t().

Added treasure boxes to the Entrails of Rock.

New Equipment: “Poison Coat.” Found in the back of the stalactite gallery, this coat protects its wearer from poison attacks. Or, it will once the OHR is capable of implementing status resistance.

Added the hero Plummet Man to the Cloak Combustion and Jack Ice battle. He appears as an NPC fighter, and cannot be targeted by heroes, but he puts up a mean fight against the two elemental villains. I may extend their HP just to compensate for the beating he dishes on them.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Caterpillar party is still defective on the Entrails of Rock bridges. I’ll work on that next week. Also, I think I may have uncovered a problem with my pixel movements. I just realized that I’m bad about rerecording the pixel coordinates whenever I have a hero or NPC walking after a pixel position adjustment. Remembering that may help me figure out how to fix other alignment issues.

Pretty good update this week. Enjoy.

Week 169 (December 4, 2010):

The Fixes:

Fixed the problems with caterpillar parties on the bridges. This was actually much easier to fix than I thought it would be. Turned out it was another instance of my script checking for x when it should’ve been checking for y. Also assigned all heroes to run to the hero zero slot during north and south bridge runs to avoid the embarrassing overhead tile reveal. I’ll see if I can make this more intelligent in the future. For now, I want to move on to more important things.

Redesigned much of the “Forgotten Junkyard” and “Seaside Grotto,” and the junkheaps on the west side of “South Drive.” Placed random junk in the junk piles, added stacks of tires all over the yard, and gave various things ground shadows. Also built a couple of interactive objects to go along with the new design.

Fixed a problem in the intro where the hero could be seen during the “In a perfect world…” sequence after playing either Elwood Walker Intro 2 or Elwood Walker Intro 3 (without the Tightfloss Maiden preview).

Fixed a problem in Cannonball Central Park where the picnic song did not play (probably part of the Scenery Sounds each-step trigger).

Hid the timer that reveals the mayor’s wife or mistress countdown after the time expires. This had conflicted with other timers in the game.

Discovered that “set npc obstructs” and other such commands need to be reversed when the call is finished. It doesn’t look like walking into a new map resets them.

Some dialogue fixing and formatting that I missed in the earlier edits.

The Additions:

New NPC: “Henry.” Can be found in the junkyard in a semisecret location. That’s all I’m gonna say;).

Added “fight!” to the Stack and Flea battle. Didn’t realize I hadn’t done this yet.

Added police officers to the edges of maps that require tags to enter adjacent maps. This is used to regulate the city hall fire sequence. Also added blockades to show where the roads are closed.

New Item: “Alert Phone.” Whenever new events take place (particularly major changes to the story), the player now receives a message from Dr. Smack (or maybe someone else later in the game) alerting Powerstick Man to the changes. Right now the alerts are triggered when entering the “Forgotten Junkyard” for the first time, “Cannonball Outskirts,” and right after saving the mayor from city hall. Also scripted a new sequence involving Dr. Smack that follows the Bald Hairypit defeat, where he gives Powerstick Man the alert phone.

Heart of the OHR Contest Release Only: Added a time lock for the demo I released to kick off the Heart of the OHR. The lock is set to break saved games after March 1, 2011. This will prevent people from playing this version too close to the official release when it’s released sometime in the coming year. There is a passcode hidden somewhere in the Nectarine Institute that breaks the lock, but it requires a sequence that may not be readily recognized (hit spacebar five times on one of the crates). I left that in place in case I decide to let someone override the March 1st lockout.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 170 (December 11, 2010):

The Fixes:

Rebuilt the Mythical Creature’s hovel to reflect the description I gave it in the novels. Essentially has a main floor, basement (or rec. room), and a balcony now. Also added a bunch of scenery triggers, including a stack of magazines that may serve as a gameplay function in the future. Did not update any of the corresponding inn or music scripts yet. Kinda did all this last minute, so the features are incomplete. 

The Additions:


Not really an addition, but the Creature will relocate to the recreation room in his hovel’s basement if the player walks down there, and leave if the player ascends the stairs.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Since I changed the interior of the Creature’s Hovel, all of my original scripts involving the inn and the “Vogue” music are now broken. Also, some of the conditional dialogue I gave the Creature shows up whether he’s in the hovel or not. One of the negative issues for having just one conditional directing textbox flow.

Week 171 (December 18, 2010):

The Fixes:

Updated the “Creature Inn” script to account for the new location. This actually looks a little nicer now that the heroes don’t have as many obstacles to avoid. Beds now have “hay blankets” that appear over heroes when they sleep. There’s no corresponding animation for drawing the covers yet, but I may add those in later. Maybe after I accomplish some other important things first.

Began work on updating “Vogue.” Got about halfway through the update process before calling it for the week. Recreated the rec. room with a darker palette to serve as the official music set up. This includes “jam placement” of instruments, where the instruments take center stage and the other furniture is moved elsewhere to make room for the performance. Also have all the relevant graphics in place. Just need to finish scripting it all together. The original script was so messy that I may need to rewrite it from scratch just to make sense of it.

The Additions:

Added an alarm sequence to the hovel to keep continuous with the novels. Regardless of condition, the Creature will turn off the hovel alarm and walk up the stairs to the main room to resume his position as “shopkeeper” when the player enters (if the player speaks to him outside first). Conversely, the alarm will screech consistently if the player wanders the hovel before speaking to the Creature outside, and will get even louder if the player descends into the rec. room. Serves no story or game play purpose ultimately, but it does add to the game’s atmosphere.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Noticed that some of the Creature’s dialogue trees are broken. There is text in Custom that I don’t think ever appears in game. I’m gonna have to rip out all the old trees and start over, I think. This could become time consuming, as the Creature is one of the most complicated NPCs in the game. Figures he had to be one of the first I created back in my early newbie days when I didn’t have a clue what I was doing. Oh well.

Week 172 (December 25, 2010):

All the post-Heart of the OHR stuff can be found in this update. I’m also on the threshold of needing a new playtest, so be prepared. Some good stuff in this update.

Merry Christmas.

The Fixes:

Finished updating the “Vogue” sequence. Includes original performance with new Extended Edition graphics and sound. Location has also changed. Performance now happens in the rec. room below the Creature’s hovel. Maintains the original game’s presentation.

Some dialogue tweaks involving the Creature, including box appearances. Went back and double-checked that every textbox relative to the Creature had a use.

Fixed the double-triggering of the Stack and Flea fight that I thought I had fixed many weeks ago. Turns out I only stopped it from triggering the battle three times! I’m sure the testers in OHR Land hate me now (*blush*).

Fixed the camera glitch that occurs prior to chasing the cat in the slums.

Modified the borders of the slum district to make camera motions work a little better. Also stretched the borders in order to keep the player from walking along the edges (which was happening before with the sidewalks being right there at the far ends). New borders include fenced off grassy areas that double as a neighborhood dump. Gives the map some greenish color.

Adjusted relevant slum scripts to account for the five-tile shift to the right. This includes Street Identifier and Scenery Sounds updates. This also convinces me that it’ll be better to modify all of my current x-y boxes to use zones instead, since zones will stay dynamic, whereas scripted coordinates are lost if the map changes dimensions. Someday, I’ll likely do this.

Updated the script where Powerstick Man first meets Stack and Flea. Now he moves around them when they leave. They also walk off the map, rather than simply “pop” off at the end of the script.

Not quite sure how to categorize this one, so I’ll just call it a fix, even though it’s partially an addition: Split the “Mountain Road” map into two names. Map still shows “Mountain Road” in the map name display when the player enters from the “Highway Fork,” “Forest Ridge,” or “Cannonball Outskirts” maps, but it changes to “Statue Beach” if the player enters from the Sandy Smack Island side of the map. When I extend the beach eastward, that entrance will also display the “Statue Beach” name. Had to use text slices to accomplish this, since there is no support for changing map names (or any hardcoded names for that matter) in plotscript.

Updated “Cannonball City Central Park” with more trees and park objects like picnic tables and swiveling garbage cans (that don’t actually swivel—at least not yet). Also didn’t realize until now that the swingset still had the old “O” block wall maps for overhead tiles, which meant that the player was still able to fully vanish behind the sand. Can’t believe I went 172 weeks without seeing that.

Fixed the broken music cue during “Power Picnic” in the park. I had broken this when I implemented the change in score during the basketball game. Used a global variable to determine when to turn off music resetting and when to leave it on.

Note: I’m on the fence about adding the heart trail. I haven’t been interested in working on it in a long time now. I may take it off the Needs list soon.

Changed the “Cannonball X Soundtrack” (for the alleys, tent, and park bathroom) to play anytime after Stack and Flea leave the alley. I got so tired of listening to that constant drone of a horn or whatever in the current song that I wanted any excuse to turn it off (without deleting it entirely, since I still like how it opens). Also added two more songs to the random selection.

Removed “Karma Chameleon” from Flame Racer and Proud Gary’s dialogue during the Foxberry appearances. Distracted from the environment too much. Plus, the joke’s a little old at this point. 

The Additions:

Added zone sound effects to all wooden bridges, docks, and platforms throughout the game. Let me know if I missed any. It may be ambitious, but I may do something similar for most terrain later. Plus or minus in favor?

Added some slum dogs to the slum district. They can be found wandering the edges of the map, and will occasionally sniff trash as they walk over it. They are also supposed to “sit” from time to time, but I have yet to see this in action. I don’t know if the scripting is bad, or they’re just not doing it when I’m looking. Unlike the other Dumpy clones, these dogs are black.

Added some ducks to the lake at Cannonball City Central Park. It just isn’t a park without them. They’ll automatically switch to walking and swimming animations when they enter and exit the lake. They’re also confined to a local area around the lake.

Wrote all the dialogue for the next batch of degrees (on the ten-year anniversary of writing the last batch). Implemented the first three Extended Edition awards. I’ll try to implement the rest next week. Not all conditions are available yet. Consult the “Powerstick Man XE Readme.txt” for a list of old and new awards available (and soon to be available).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Still not sure if the slum dogs are responding to the second timer or not.

Will likely post next week’s version for an extended week on Slime Salad to celebrate and get user feedback for the tenth anniversary. Early feedback would be appreciated, though.

Enjoy.

Week 173 (January 1, 2011):

The Fixes:

Updated the condition on the “Hardcore Journeyman” award to require 10 hours of game time instead of the original seven. This may increase after I do a test run at some point.

Extended the time on the fourth Nectarine soundtrack song by twenty seconds. Don’t know yet if this is gonna make it better or worse, but I felt that the song was kicking out too quickly previously.

Changed the “Tightfloss Maiden Promo” map type to “wrap” instead of “crop.” This fixes the camera problems that popped up since camera movement was affected some time ago.

Implemented a pause in the Protester Harry dialogue sequence for a section where I really felt that one was needed.

Split a dialogue box between Powerstick Man and Dr. Smack that wasn’t split before. Also reversed the positions of their dialogue, since Dr. Smack’s clashes with the map name.

Other dialogue reformats, including the second half of Snagg’s (a guard from the Bog of Volatility) dialogue tree.

Note: I think I want to move all the lower positioned boxes up a little higher, as most of them clash with map name displays.

Fixed the dialogue inconsistency with the parking lot attendant. Now he says something new when he’s waiting to move the car, and his post-informative dialogue now says something different than the recycled last line he had been speaking for years.

Changed the outlines for the Powerstick Mobile’s tile graphics. I believe this is the last vehicle in the game to require the color swap. Looks more defined now.

Noticed that the T-Rat battle wasn’t resetting the Nectarine soundtrack the same way that regular battles did. Hopefully I’ve fixed that.

Delayed the pipe scraping sound effect for the Bog Mutant. It bothered me that the sound completed before the animation took place.

Rescripted the camera scroll for the helicopter in South Drive.

Rescripted the camera scroll for the first Pilephile cutscene (in the mansion’s front lawn).

Set most wandering scientists in the Nectarine Institute to full pushability. There are too many places where they can get stuck in a hallway, and I want to do away with all likelihood of this happening.

Added zones to the Nectarine Institute to regulate storage shelf placement. Modified map to allow player to walk behind the base tile, since it seemed awkward that the player was cut off by something so thin.

Updated all the plotscripted “write map block” commands to use layer 3 wherever I had previously used layer 2 for an overhead tile, but had since altered positioning. I don’t know if I found everything, or if I had scripted other layers that had since been repositioned, but I believe I’m caught up on this. I will likely have to do this again in the future, since there are many maps that only use the basic three layers (0-2) and I may want to jazz them up some more in the future.

Fixed (I think) the damaged camera for the Sandy Smack Island “Boat Arrival” sequence. I’m not sure how many more cameras are out of whack thanks to the new camera parameters, but I believe I’ve fixed most of them now.

Updated Buford, Hotel Primex Security’s travel path to include zone movement. This keeps his path a little more focused. Also added a new timer that changes his movetype every 15 seconds so that he has a chance to actually walk a path.

Fixed the problems with “field agility” and “field defense.” They should work as intended now (or as much as field defense can work without global variables in battles).

Fixed the overhead tile that cuts off Detective Thomas Sturgeon when he jumps from the police station window in the intro.

The Additions:

Added the remaining degrees that have achievable conditions. There are still five that I have not implemented because I have not updated the game to include the situations yet.

Added four new possible superhero ranks. These, too, will be updates as new awards are implemented. Included the score parameter in the plotscript file to remind me what range I’m working with in the future.

Added a new message trigger for the Alert Phone that informs Powerstick Man that the Nectarine Institute has been cleaned up. Subsequent scripts also turn off random enemies when the player approaches the factory again, and clean up the chemical spill when the player approaches the production floor.

Added a new conditional that checks whether the Aura Scent (that device that turns random battles on and off) is on whenever “resume random enemies” is called, and bypasses the function if it is being used.

Started mapping out a second floor for the Nectarine Institute. This will eventually become part of the post-vat sequence (and making the game a little more like the book).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Wow, I don’t know what changed in the engine rewrite for camera work last year, but it broke most of my panning and focusing scripts. Ouch. It may take awhile to find everything it affected.

Week 174 (January 8, 2011):

The Fixes:

Filled in most of the Nectarine Institute’s second floor with scenery, and gave some of it triggers. The signs and the computers are interactive, but everything else is still pretty bare.

Implemented a rough sketch of the new opening sequence with Dr. Smack treating Powerstick Man after his fall in the vat. Still very unfinished.

Made the path to the Laundromat a little more recognizable. Added twigs at the intersection and changed the activation NPC to touch.

Some dialogue updates.

Fixed a wall map in “Coastal Run.”

Slowed down the introduction menu selection by replacing “key is pressed” functions with “keyval (scancode)>>1.” I’ll have to go through all of my similar scripts and check whether they need the update, too.

Fixed a missing door in the Primex Yellow Light District that prevented the player from returning to the Blue Light District. Weirdness. I have no idea where it went.

Fixed the alert phone’s glitchy message. Turns out I forgot to set variable to 2 on the message that followed Nectarine. Hope I didn’t mess anything up too badly.

Changed the contact lens and the quarter to glint when the player draws close. This should make them easier to spot.

Reduced the length of time it takes to see the animations in the “Vogue Remix” script down to 20 cycles instead of 30. This will lessen the chance of tediousness creeping into the song.

Cut bus travel time in half.

Altered the Cave Spider’s attack to substitute a consumable cure item rather than using a real charger. This should make defeating it easier.

The Additions:

Added a step-on NPC to the “Hitcher Highway” that reminds the player about a car that can be picked up to save the trouble of walking the road. Watched a streaming video this week that utterly pained me, as the player was missing almost every key object in the game, including the car. I need to add more warning signals like this one.

New Items: “Bus Tickets.” I had meant to implement these a long, long time ago, but item restrictions made me a little nervous, so I held off. Now that item restrictions are a thing of the past, I went ahead and added them. Essentially, they are consumable bus passes for half the bus pass price. I may lower the prices to $200 each if it seems like the difference in cost between passes and tickets is an uneven trade-off. Each town has its own dedicated ticket. Tickets are found in the same shops as their respective bus passes.

Note: I’d love to have a feature that allows us to easily sort shop items so that new additions can fit snugly with other items of its type. I’m a little tired of being stuck sandwiching medicines between lottery tickets and bus tickets because I can’t reorder anything without deleting and starting over (well, erasing, as deleting is also unsupported ().

Added some more blocking NPC to various entrances and paths around the game. This should minimize the instance of a wandering NPC blocking an essential path to an exit. Some indoor areas have not been affected yet, but if we ever get antizones (a zone that NPCs can’t enter), I’ll go back and fill in the remaining risk areas and delete the invisible step-on NPCs that are presently acting as walls.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Watching the player streams at http://www.livestream.com/draculazeta have really helped in identifying player reactions and interactions to various elements in the game. As of this writing, I’m still waiting to see the late game features in action. And I’m also a little bummed because the most recent feed didn’t save, so there’s a good chunk of gameplay between Primex and Cannonball City Hall that is missing. But it was a good run that showed me many design decisions that need heavy consideration. It also revealed a bunch of bugs.

Week 175 (January 15, 2011):

The Fixes:

Fixed the improper field strength that accumulated during swimming pool usage. The correct behavior is for the swimming hero to earn 1 point of field strength for every 5 ticks he floats, and 3 points for every 5 ticks he swims. Turned out I was calling a conditional in the wrong set of parentheses.

Combed through my plotscript file for each use of “key is pressed” and changed them to “keyval (scancode) >>1.” I’m probably gonna do this to my other games shortly.

Going down the list of plotscripts, changed “suspend obstruction” and “suspend npcs walls” to “set npc obstructs” and “set npc ignores walls” wherever applicable to prevent unnecessary sprite trespasses. Got as far as the Coastal Run Cave.

In the script “Exit Michael,” which runs if Powerstick Man brings Michael of the Beach Lounge some kind of treat from the Bakery, I changed his travel path to consider navigating the furniture toward the door.

In the script “Rectum’s Gear,” I rewrote the conditionals to permit Powerstick Man bringing items to Rectum the surfer in any order and giving them away as he identifies them. This eliminates any clunkiness that plagued the dialogue.

Changed the condition on the “Funky Shop” poster to exit only if the player hits the “use key.”

Altered the “Sewer Thief” script to allow Powerstick Man and friends to get out of the burglar’s way when he attempts to leave the “Sewer of Shadows.”

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Nothing new this week. Just the stuff I spotted in Shizuma’s livestream.

Week 176 (January 22, 2011):

The Fixes:

Some more work redesigning the opening sequence between Powerstick Man and Dr. Smack. Mainly camera tweaks and some new animations toward the blood pressure check sequence. Didn’t finish nearly as much as I had hoped I would.

Scanned the plotscript file for additional scripts in need of tweaking for efficiency. Got as far down the list as the “Archer” script. Didn’t really find anything that was pressing for my attention.

(Was overly distracted this week between playing a crapload of the original Tropico and catching up with things around the house and trying to get some exercise that I’ve neglected since the holidays began.)

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Nothing new this week.

Week 177 (January 29, 2011):

The Fixes:

Nearly finished the new opening sequence with Dr. Smack treating Powerstick Man for his chemical exposure. Just need a few minor tweaks to perfect it. Also reset a few of the dialogue boxes to stay consistent with the character positions.

Set the infinite “hyper charger” item box in the Squatter Village to a one-time only box.

Fixed (I believe) the broken tileset shift in the Hotel Primex Restricted Areas where Powerstick Man crawls through the air-conditioning ducts. I haven’t actually tested it yet, but it should work now.

Linked the door from the back hallway to the main production floor in the Nectarine Institute. Now the player can officially move around the campus.

The Additions:

Added scenery triggers and sound effects to the remaining objects on Nectarine’s second floor. This includes every supply cabinet and crash cart not bolted on a wall, the x-ray charts, equipment trays, large machines, and the usual magazines, paintings, and wall signs.

As of now, all the supply cabinets and crash carts are locked, but I may allow Powerstick Man a chance to scour for items in them later.

Added a treasure crate to the back hall on the ground floor where the windows are. There’s a charger inside.

Drew an emergency exit in the Nectarine office block to keep consistent with the novels. Eventually, this will be accessible once the factory is cleaned.

Added a scenery trigger to the new painting of Dr. Smack in his office. (I added this a few weeks ago, but I don’t think I ever documented it.)

Added a song to the second floor map. Another OCRemix title, this one from Final Fantasy 3 called “Winds of Eternity.” As a rule I tend to avoid any songs from any Final Fantasy game, but this remixed version is so dang slick that I couldn’t resist. I have a version of Zeal Palace from Chrono Trigger that is itching to do the same someday.

New NPCs on the top floor. These are just guards and medical technicians that point Powerstick Man in various directions. As far as I know they’re not even in the right uniform yet. For now they are in the standard white lab coats found all over the institute. I’ll probably put them in scrubs later. Just ran out of time for it this week.

Note: If the player tries to talk to any of the technicians through the glass walls, he’ll make a snide comment about awkwardness.

Unrelated to the game, but related to the story, I finished reading Book Three this week. Not as bad as I thought. Still problematic in places, but salvagable. That’s good news.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

I think the factory janitor may be broken. I need to figure out why. It could be that the timers aren’t initializing now that the opening has changed.

Week 178 (February 5, 2011):

The Fixes:

Okay, the problem with the factory janitor was related to the timers, and they weren’t working because I disabled them during the production of the new wing. Added a toggle between the production floor and the second floor access hall that turns the related timers off and on.

Reinitialized the field defense timer at the beginning of the game. It seems I had only done this for loaded games, not for new ones.

Fixed the trailing mumblings of Mikey when Powerstick Man enters the z-shaped hall from the lobby.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Nothing new this week.

Week 179 (February 12, 2011):

The Fixes:

Discovered that all of my cloaked, trench coated, and lab coated NPCs had a weird extend-o-foot on the sideways open-legged frames (usually frame zero of the east and west directions). Redrew the legs slightly to compensate for this. Also noticed that the Nectarine janitor had a single pixel for a foot, and not a complete foot. Fixed this, too.

Gave the second floor medical staff their much deserved scrubs. I’ll be reusing these sprites (with slight modifications) for the hospital later in the game.

Made some tweaks to “Dr. Smack 360.” I’m still considering splitting up the opening with Dr. Smack into two parts. Was actually gonna try to do that this week, but it’s too late and the week is over.

The Additions:

Added the monitoring room to the Nectarine Second Floor. Features new scenery triggers, a first look at the “Peacemaker Switch,” which I may later allow the player to use to shut the lightning cones on and off—though, I haven’t decided when I want to permit this—and a viewing window that flashes whenever the lightning cones zap the production floor outside.

Note: I may change the window’s design when parallax scrolling is implemented. For now it’s a shaded blue pane of glass.

New NPC: “Dr. Holloway Cashew.” He was mentioned briefly in one of the computers in the medical bays a few weeks ago as the floor manager and secret liaison between Nectarine’s medical supply and a mysterious trader by the name of Darko Mecurial. Now Powerstick Man can talk to him and find out more about this mysterious trader. If the player exhausts his dialogue tree, the information on the computer in Medical Bay 2 will change.

Note: Darko Mecurial will probably become the catalyst for the real estate subplot that I have planned for later in the game. As of now, the story has him looking for properties to buy in the Cannonball Strip, which he’ll use to give the Order of Pilephile a foothold in the region. I think he’ll also have a hand in the mysteries of the Rate of Fire Corporation.

Once again my plans for this week were cut short by external matters. I’ll try to finish up this area in the coming week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Nothing new this week.

Week 180 (February 19, 2011):

Well, we are past the New Year and barreling ever so close to the Summer 2011 release that I had wanted to attempt to make this year. And now that I can see how unlikely that goal will become, I guess we could just shrug and say “whatever” at this point. 2012 anyone?

But there are some great things to come out of this latest update. Since the previous posting went live a few weeks ago I had the opportunity to watch The Adventures of Powerstick Man: Extended Edition livestreamed, and the end result opened my eyes to many problems. So, much of this update was spent addressing those problems.

Perhaps the biggest change to the game since the last update: the game now opens in a new location. Yes, the Nectarine Institute is still a major part of the opening sequence, but Powerstick Man no longer begins on the production floor. Well, scratch that. He still begins on the vat, but the opening sequence takes him to a new wing in the facility.

In keeping up with the events in Cannonball City, Powerstick Man now spends the first part of the game adjusting to superhero life on the second floor medical wing. The good thing about this is that I can now allow the player time to go through the crash course of game mechanics like checking scenery for messages and practicing his battles in a controlled environment. It acts like a typical RPG training center (or tutorial), but does it Powerstick Man style. In other words, it isn’t cheap. You’ll just have to check it out to see what I mean.

Note: I’m still building the second floor. It’s pretty extensive in what it offers, so I probably won’t be completely finished for another couple of weeks. But this gives an excellent introduction to the new face of Powerstick Man’s beginning sequence, and gives the player a fair introduction into Powerstick Man’s world.

Now for the breakdown. 

The Fixes:

Fixed the broken script that sends Holloway Cashew out of the computer room when Powerstick Man inquires about Darko Mecurial. I thought I had avoided this glitch initially, but I realized after the fact that I forgot to set a tag. Should work fine now.

Split the last part of Dr. Smack’s speech off to a new section of the game. Based on the events I want to occur in the restricted area of the Nectarine Institute’s second floor, I don’t think this is the time for Powerstick Man to be using his deodorant. I also figured that storywise, Dr. Smack gives up too easily, and should be as insistent on Powerstick Man getting his rest here as he is in the novel. Dr. Smack now reappears in the hallway on the ground floor that leads to the production floor.

Additional cleanup of “Dr. Smack 360” to account for the changes. Added some dripping slime from the walls to account for Powerstick Man’s supposed hallucination.

Fixed the broken “Nectarine Soundtrack” that I had disabled during the introduction rewrite. Most everything should be back to normal now.

Extended the boundary for the production floor’s scenery sounds to reach the new passage to the south.

Deleted a random door that was on the main chemical vat. This fixes a glitch in the intro that makes the hero look like he disappeared.

Changed the name “Cave Spider” in the “Treasure Cove Cave,” to “Spider Hulk” to maintain continuity with the novel (Book Three). The Cave Spider in the South Island cave remains the same.

Some fixes involving Powerstick Man’s starting bed. Multiple copies of the tile and random sheet movement shouldn’t occur anymore.

Set the starting volume to maximum. This allows the player to hear the sound effects better. Was gonna max it out for the intro to feel more like a balls out kind of action movie, but the narrator voice never increased in volume, so I limited the cranked up volume to the beginning of the game.

The Additions:

Added a bunch of health, status affecting, and stat buffing items to various cabinets and crash carts around the second floor. The player can now sample the more effective status items from later in the game to use and test on whichever enemies he chooses. He only receives one of each, though, so his decisions must count for something.

New Item: “Master List of Items.” This document gives a rundown of the various items that the player can find throughout the game. This should eliminate confusion about what each item does. I think it will also give the player some incentive to search for them if he’s adventurous enough. List is broken into multiple categories: “health items,” “attack items,” “hybrid items,” “economic items,” “teaching items,” and “miscellaneous items.” Right now, only the first three categories are selectable. Obviously, this list will grow when new items are added to the game.

New NPCs: “Harland,” “Diggory,” “Magdelene,” “Pete,” “Sastina,” and “Alderman.” These are staff members of the monitoring room and the infirmary. Most of them have something to say about the Peacemaker Switch and the chaotic events surrounding the aftermath of its repositioning.

Added air-conditioning vents to the halls of the second floor.

More scenery sounds to the second floor. Hums from the vending machines and ambiance in the monitoring room.

Transformed the starting bed on the second floor into an official recovery bed. Powerstick Man can rest here if he’s getting beaten. This will become important once I build and implement the restricted area training center. The other bed of its type also produces a message now, but not for the benefit of the player.

Imported the song for the Restricted Area of Nectarine’s second floor. I’m only noting it here because of the increase in filesize it causes. Another slick OCRemix track, this time from Bionic Commando. The song is called “Armed and Dangerous,” which couldn’t be more appropriate given that this is where Powerstick Man will learn how to fight (well, learn some brawl moves). Looking forward to building the training catwalks it plays for in the coming week(s).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Nothing new this week.

Have fun with the latest awesomeness.

Week 181 (February 26, 2011):

The Fixes:

Alphabetized the menus for the Master List of Items. This eliminates any sense of priority that the player may subconsciously have.

The Additions:

Finished adding the descriptions for the items in the “economic,” “teaching,” and “miscellaneous” item menus.

Added a new submenu to the Master List of Items called “Access Items.” This list includes every item that is used to open a door or to access an area.

Began layout for the new section of the Nectarine Institute called “Nectarine Restricted Area.” Only made time for designing the basic catwalk path and implementing ground level lightning flashes.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Again, the timer issues are affected by the new map. Will fix this soon.

Week 182 (March 5, 2011):

The Fixes:

Finished building the power plant section of the Nectarine Institute (also known as the restricted area). Comes complete with electrical spiking effects, scenery sounds, and passage altering gates (or ladders, rather). This area is where Powerstick Man will learn all of his brawl moves.

Added a secondary trigger for timers at the doorway leading into the Nectarine Restricted Area. This should keep timer regulation active for all sections of the Nectarine Institute. I’ll eventually need to add one of these to the stairwell that the guard is blocking once I reach a point where I’m ready to work on that (maybe whenever I write the post-cleanup stuff, which should be soonish).

Additional adjustments to “Dr. Smack 360.” Mainly sound effects issues.

Updated the Street Identifier to report “No Street Here” for maps 109-114.

The Additions:

New Techniques: “Brawl Series.” The brawl series of special attacks serves as a low requirement attack set to give Powerstick Man some diversity early in the game. It’s unlikely that any of them will become helpful once he gets to Primex, but they should at least eliminate player boredom for the first couple of hours of game time. Powerstick Man comes with the technique “Power Guard,” which is simply a block move that temporarily increases his defense by a small number. Other techniques are learned from the power plant battles. As of now he can learn “Elbow Smash,” a hard-hitting precision killer, “Nosebleed,” a weak bleeder attack, “Strangle,” a defense sapper, and “Tackle,” a smash attack that has the potential to stun. The last attack, which isn’t implemented yet but will be soon, is “Ball Buster,” which will cost more, but also cause more havoc on the enemy’s system.

New NPCs: “Catwalk Tech,” “Engineer,” “Repair Guy,” “Hazmat Officer,” and “Overseer.” These people watch over the power plant, and with the exception of the catwalk tech, teach Powerstick Man his special brawl moves by performing them on him in battle. Victory over these people in battle will earn him their special moves.

Note: The Overseer, owner of the “ball buster,” is the only one who still needs a battle created.

Note 2: None of the new attacks or enemies (trainers) has sound effects yet.

New Items: “Brochure” and “Pamphlet.” One of these items is given to Powerstick Man after he fights the Hazmat Officer. Powerstick Man chooses which one to take. Both teach him a special skill, either “strangle” or “tackle.”

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Post-battle scripting for the special fights is still a little off. The victory story line still plays out, even if Powerstick Man is defeated in his training. His HP is also set at zero when he falls, so the player will still get a game over after the scripts play. The power plant battle background is still a rough sketch, not final.

Week 183 (March 12, 2011):

The Fixes:

Inserted a global variable called “dontrun” that turns on or off based on whether the script should continue to run after another script is launched. Essentially acts as a toggle between certain conditions while I’m waiting for script multitasking to allow me to terminate running scripts. This is my solution for breaking the brawl scripts if Powerstick Man loses a battle with any of the power plant employees.

Removed an unnecessary string command from the timers that govern the electric bursts. Added it last week when I added the timer flags to battles (undocumented because the timers that regulate them were also added last week).

Fixed the no HP problem if Powerstick Man loses against the power plant employees. He now earns one HP after being defeated.

Shortened the “footsteps on metal” sound effect (used for walking on catwalks) to about half the original speed. Thought it was too slow for Powerstick Man’s movement.

Moved the “Elbow Smash!” comment from Powerstick Man’s elbow attack to the engineer’s. It was my intention all along, but I forgot that the power plant employees use altered names in the attack editor to keep the real names exclusive to Powerstick Man’s “Brawl” list.

Re-launched “Restricted Flash” at the end of every power plant employee’s script to make sure nothing gets ruined after the battles.

Turned off the electrical sound effect before every power plant employee battle begins.

Fixed the double triggering of the medical wing’s vending machine. I keep forgetting that the “Snack Machines” script already calls the shop.

Some dialogue fixes.

Fixed up the battle background for the power plant. Will need to do a bit more later to finish it.

The Additions:

Added the fight formation for the “Overseer.” As stated last week, she comes with the patented “ball buster” move, which can chain up to three additional side effects (stun, loss of precision, and vomiting).

Added an antechamber prior to entering the power plant. Gives the height of the catwalks a little more relevance to the rest of the facility, as the player now has to climb a ladder to reach the power plant. Comes with readable signs.

Added sound effects to most new attacks. Of the ones that I left sound effects blank for, I’m on the fence about whether they need them at all. On a similar note, I’m not certain whether I’m gonna add death comments to the power plant employees since they’re not technically defeated. I’m leaning toward unlikely.

Added sound effects to the slimy blob that bleeds through the wall in the “Dr. Smack 360” opening.

Added the ability to save after sleeping in the recovery bed.

Added a new cutscene to the hallway at the bottom of the Nectarine Institute (where the charger crate is waiting). Supports the suitcase nuke subplot. Only triggers if Powerstick Man walks down that hall before he accesses either the Max Powers cutscene in the office block or the main cutscene that follows his exit from the building.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 184 (March 19, 2011):

The Fixes:

Updated the post-battle sequences for the engineer and repair guy (in the power plant) to include an animation of Powerstick Man sitting down while he listens to them rant about their special moves.

The two scientists who are messing with the machines in the monitoring room (Diggory and Pete) now actually look like they’re working on them. They change to normal versions of themselves whenever Powerstick Man talks to them.

Some shadowing fixes to the medical bays.

More dialogue fixes.

Confined Gadgets Mahoney to the northern half of the supply room (using zones). Prevents him from blocking the doorway.

Deleted confusing exit signs from Nectarine Second Floor doors.

Implemented a “lightning clean” script that clears out lightning strikes from the production floor before it saves the mapstate. Only activates when player enters the floor from the second floor halls. Since the map is set to “remember tiles when leaving” in CUSTOM, this may or may not actually do anything useful. But for now it’s a potential safeguard to prevent random garbage from littering the floor.

When Powerstick Man teleports to the recovery bed (the one in medical bay 3) after failing the overseer battle, he should now have the sheets drawn over him.

Increased the defeat in battle recovery HP to 50 for those players who want to try to go balls out in a rematch without walking all the way back to the infirmary. This should also reduce the consumption of health items during rematches.

The Additions:

Added NPC automations to the three medical assistants who wander Medical Bay 2. The dark haired guy will set a notepad on one of the silver supply trays and write on it; the blonde woman will remove, check, and replace the x-ray (sometimes she’ll take it to the other window); and the redheaded guy will work on the computer. I scripted them to make minimal use of wait commands, so they shouldn’t freeze any other scripts for more than a couple of ticks.

Added “Handouts” to the Master List of Items under the “Teaching” category. This is the umbrella name for the Brochure and Pamphlet items.

Added health items to the power plant. A can of Pepsi sits by the entrance, and a toxic charger fills a crate near the northwestern quadrant. This should help minimize the need to return to the recovery bed after each battle.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 185 (March 26, 2011):

The Fixes:

None this week.

The Additions:

Changed the interface with the water taxi to allow Powerstick Man to choose one of four destinations to sail to (depending on which map he’s hailing from). He can now sail to Sandy Smack Island, the Mountain Road, Seaside Grotto, or Cannonball Harbor. I may increase the destination list to some of the towns and outposts in the Hardcore Countryside much later in production.

Note: Seaside Grotto is a one-way destination. Also, Cannonball Harbor can only be accessed once the storm in the eastern regions pass, and Captain Blood will mention this if the player tries to select Cannonball Harbor as an option early on (he’ll leave if the player selects it twice in a row). I won’t actually script the approach and departure to Cannonball Harbor until I start working on the NPCs for it.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 186 (April 2, 2011):

The Fixes:

None this week.

The Additions:

Began work on a new map south of the Cannonball Outskirts. Nothing worth talking about yet. Been a really slow week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 187 (April 9, 2011):

The Fixes:

Turned off a universal tag that was activated at the beginning of Elwood Walker’s second intro. I think it was implemented by mistake.

The Additions:

New Map: “Hidden Side Road.” I started outlining it last week, but ran out of momentum, so I saved the majority of its design for this week. It’s based on a place I created in the novels (Book Three specifically) when I needed Powerstick Man (Jimmy Knightly) and Miss Honeysweet to enter the city from the south side because the slums were blocked by rampaging members of the Grungies. Can only be activated after Powerstick Man rescues the mayor from City Hall. To find it, head west from where the mayor landed until you reach the bend in the highway north at the Cannonball Outskirts. A path has been carved out of the forest just past the last building. It leads to the hidden side road.

The new map comes with scenery sounds and triggers. It is also included in the Street Identifier. Dialogue for new NPCs also written, but not yet implemented. Too tired to put them in the game this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 188 (April 16, 2011):

The Fixes:

Moved a global variable in the “Floor Crumble” script and rewrote “Smoldering Piles” to make better use of parenthetical grouping. These changes should ideally fix the problem with the missing hole in the floor whenever the player returns to the third floor after falling through and discovering that the floor fixed itself.

Edit: Actually, it turns out that “Smoldering Piles” was the culprit. Reverted “Floor Crumble” back to its original state.

Fixed the southern houses in the “Hidden Side Road” to have back windows.

Fixed a line of dialogue in the second Pilephile sequence that mentions Plummet Man being “tied up.” Now that he’s in the battle against Cloak Combustion and Jack Ice, he’s officially “late to the party.”

The Additions:

Added the residential NPCs to the houses down the “Hidden Side Road.” Powerstick Man will knock before the residents open the door and respond to him.

Added an actual grotto to “Seaside Grotto.” For the longest time I was misusing the meaning of the word, so I added the literal grotto to make up for my three-year ignorance. Also added a sign to the beach for added emphasis. 

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 189 (April 23, 2011):

The Fixes:

None this week.

The Additions:

New Map: “Pirate Force Camp.” This is the site of the final subplot that the player can complete in order to unlock the eastern highway toward Alpha Red and the Cannonball Harbor. It’s a neighborhood full of sadomasochists who torment the residents higher up the cliff and occasionally stir up trouble in the Cannonball Mountain region. In Book Three, Jimmy Knightly (Powerstick Man), Miss Honeysweet, and a new character named Bill Frederick (mentioned in NPC dialogue during last week’s additions) have to travel through this area and into the valley to bypass the slums and head straight for the municipal district. Once the player finds a way to access the eastern path, he too will be able to pass through here and into the valley. This path, of course, it not yet implemented. 

The Pirate Force Camp will eventually serve as a battleground. Whatever I don’t finish this week, I should be able to finish next week. As of now, Scenery Sounds and the Street Identifier are updated with this map.

Note: Tilemap is still incomplete. I plan on doing a lot more with the grounds in the coming week(s).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 190 (April 30, 2011):

The Fixes:

Some additional scenery updates to the “Pirate Force Camp.” Changed some of the fencing to broken tiles to signify where Powerstick Man can make shortcuts with his chainsaw (if he’s carrying it). I probably won’t implement the shortcuts until later.

Changed the tile graphics for the toilets again. I thought I had done this a long time ago, but apparently I had only fixed the sinks.

Implemented overhead and background versions of the fence in the pirate neighborhood. Now Powerstick Man can walk on either side and be properly displayed.

Changed the background music for both “Hidden Side Road” and “Pirate Force Camp.” Duran Duran’s “Come Undone” was too sad for the side road, and KMFDM’s “Light” was too out of place for the meadows in the Pirate Force Camp, even if the characters who roam there will eventually look like bikers from a Mad Max movie. The hidden side road now uses Linkin Park’s “The Catalyst,” off the latest CD, and the camp uses “Bleed It Out” off their last CD, and The Muse’s “Uprising,” which I always thought was a cool Jimmy Knightly song. These should make the maps play out better.

Note: “Uprising” kicks in halfway to the south of the map in a Botsmire Forest type of musical fade in/fade out. Right now the y coordinates trigger the change, but I will likely move this to zone triggering once I get the NPCs in place and know exactly what I want from the map.

The Additions:

Interior maps for three of the seven houses in the “Pirate Force Camp.” Doesn’t come with any sounds or scenery triggers yet.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Discovered that sound effects under 7.5 KB are garbled or wrong in the latest nightly (pre-Zenzizenzic). Door-knocking sounds and other quick effects do not play at the moment.

Week 191 (May 7, 2011):

So, it’s been a long time since the last update. One new thing you may notice is that the progress report has been temporarily moved to a new file starting with this update block since the old file was getting too large. I may combine both files some day, but for now, “Powerstick Man Progress Report (Continued).doc” is where all the latest updates will be recorded.

Having said that, I will say that this update is giving us a steady mix of important additions mixed with some slow development. The last update has left us hanging halfway on a new map, and now this one does, too. I would’ve held this update back until the next segment is finished, but I have no idea when that will be, and this update is already eleven weeks old and I didn’t want to hold it any longer.

So here you go.

The Fixes:

Fixed the door that I accidentally deleted from the “Pirate Force Camp” shed at the bottom of the pasture fields a couple of weeks ago when I was moving things around in my tilesets.

Other minor dialogue fixes.

The Additions:

Added interiors to the remaining four houses in the “Pirate Force Camp.” The last house is designed like a maze, and will feature the main battle between Powerstick Man and the Pirate Force’s second-in-command.

Scenery triggers to bookshelves, magazines, cue sticks, showers (not bathtubs), and paintings to the houses of the Pirate Force Camp. Only the bookshelves and magazines have sound effects. Will add additional scenery triggers to other objects soon. Let me know which objects should get triggered.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Still unhappy with the way the camp shares two songs. I’ll be working on fixing it soon.

Enjoy it all.

Week 192 (May 14, 2011):

The Fixes:

Updated the “Pirate Force Camp” with additional trees, vegetation, and trash. Looks like a grungier place now.

The Additions:

Powerstick Man can now use a chainsaw to cut down the splintered fence pieces around the “Pirate Force Camp.” This will allow him to take shortcuts through the field and skip certain houses. Must recover the chainsaw from the “Bog of Volatility” for this to work.

Additional scenery triggers inside the Pirate Force houses. New triggers include televisions, bathroom mirrors, books on the floor, refrigerators, and water coolers. The water coolers are designed to restore health, but be careful, as some coolers are considered dirty and will take off half of every hero’s health.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Turns out everything I did this week was buggy. I’ll fix them for next week.

Week 193 (May 21, 2011):

The Fixes:

Updated “Chain Whip Television” to include the old 13-inch black and whites for watching television in the Pirate Force Camp.

Fixed the incorrect directions on the water coolers around the Pirate Force Camp.

Put on the finishing touches for the Pirate Force Camp’s exterior neighborhood. Included some broken vehicles (one of which has crashed through a fence), and some treasure crates.

Fixed the chainsaw to the fence scripts. Also increased the size of the zones around the broken fences to ensure that the triggering NPC moves to the proper side of the fence prior to activation.

The Additions:

Added a timer to the water coolers to prevent reverting the effects of halved stats right away. Player must wait two minutes before taking another drink.

A few scenery triggers to “Pirate Force Camp” exterior.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 194 (May 28, 2011):

The Fixes:

None this week.

The Additions:

Drew some enemy graphics for the Pirate Force Camp. Haven’t defined them or committed anything to the game yet.

I did come up with a plan for the Pirate Force Camp subplot finally. Each house will have a couple minions and a guardian that will attack as NPCs. When they’re defeated, they’ll “sit out,” meaning they will change to a sitting form and can be talked to for information. The maze house will have a topside guardian. The shed, which I still haven’t drawn anything for, will lead to an underground complex (probably nothing too complex), where the pirates’ second-in-command will guard some captives, treasure, and other subplot things. Also, some battles will become battles of the mind rather than battles of the standard OHR fare. Trivia questions may become part of the challenge. But this is one way I can make the area worthwhile. Hopefully, once my motivation returns, I’ll be able to knock a lot of this out.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 195 (June 4, 2011):

The Fixes:

None this week.

The Additions:

Two new enemy graphics added to the editor, making four new Pirate Force villains in total.

Defined the basic stats for the four new enemies and gave them names. They are “Plant Punk,” “Pasty Skinhead,” “Chunky Mama,” and “Pirate Runt.” I haven’t made attacks for them yet, nor have I given them any dropped items. And I probably won’t do either until I’m ready to commit them to battles. But they are defined at the moment. These were all pretty last minute, though. Since it’s early summer, and the time of year where development on this game hits a bubble traditionally, I’m not expecting much for the next week or two.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 196 (June 11, 2011):

The Fixes:

When I was working on Entrepreneur: The Beginning (one of the culprits behind the delayed progress for the last few weeks), I noticed that my “npc align” and “hero align” scripts did not use a “put npc (npc,x,y)” command to fix alignment. Therefore, it stood to reason that this was why certain alignment issues remained after I created this command. Later I’ll have to pick through my scripts and see what this fixed.

The Additions:

None this week. I didn’t directly work on the game. I just fixed a plotscript that I use for several games.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 197 (June 18, 2011):

The Fixes:

Testing what I fixed with “npc align” etc. last week revealed that “Cannonball Harbor’s” ramp is still messed up. I also just noticed that the original versions of the scripting don’t use the alignment commands.

Tried to fix the ramp with a complete rewrite, but ended up making things much worse. Blarg.

The Additions:

Been messing around with parallaxing this week. I added a backdrop to “Penthouse Balcony” aka, the balcony outside Mayor Applewhite’s Penthouse that requires the fake parallax script that James wrote a week ago for Wandering Hamster’s “Troll Mountain.” This is still a complicated feature that will take time to iron out, so I’m only gonna leave it in as a placeholder for now. I’ll do more with parallaxing when I’m caught up on my other long-delayed fixes and features. It’s not really important to me right now, and I figure that by the time it becomes important, the engine will have built-in support. However, I must admit that I am tempted to give double-layer parallaxing a try. But not this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

Parallaxing is pretty broken and not the best looking thing I’ve done. But I implemented it mainly to test it. On the plus side, it does finally add some background to the balcony.

Week 198 (June 25, 2011):

No update this week. Worked on other stuff. Mainly Entrepreneur: The Beginning.

Week 199 (July 2, 2011):

The Fixes:

Tried fixing the hill on Cannonball Harbor, but the thing is so screwed up. It’s better than it was, and I have some sense of control here, but it’s still pretty messy. It would be so much easier to run multiple scripts. Even my fix is broken!

I’m disabling the ramp for now. It’s not worth the headache. I’ll mess with it at a time when scripting caters to dynamic pixel movements for parties. Or when multitasking is available. Seems like everything I try is nothing but a waste.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

That stinking ramp!

Week 200 (July 9, 2011):

Not much going on since the last update, but since it’s been awhile, and because it’s another anniversary week, I figured I should go ahead and send a new update. Per tradition on special anniversaries I’m sending this out to James and Surlaw in addition to the usual unresponsive playtesters.

The Fixes:

Finally got that dang ramp to work. It’s not entirely as I had envisioned it working, but I’ll take it for what it is. Goodnight, 30-degree walking!

Set the keyval values for the intro selection screen to 3. This should hopefully keep the selection process running smoothly every time.

The Additions:

New NPC: “Lumberjack Jack.” Find him sawing at the future path to the “Hidden Side Road” at the turn eastward at “Cannonball Outskirts.”

Horses to “Fauna Fountains.” I’ve been meaning to add these creatures in for a long, long time. Now that they’re in, I feel like I can start preparing myself for populating the eastern regions. But I can’t get there quite yet. I still gotta finish the Pirate Force Camp first. Horses will snort whenever Powerstick Man tries to talk to them.

Also added horses to “Pirate Force Camp” down in the pasture area. Unlike the horses in “Fauna Fountains,” Powerstick Man will give these horses names. They also snort whenever Powerstick Man talks to them.

Like most NPCs worth giving extra time to, the horses run on timers that will determine whether they walk, run, or eat. Also, depending on Powerstick Man’s proximity, he can either hear their hooves galloping or their whinnies prior to them taking off.

Most notable new horse, “Thunderboy” can be found in the pastures at the Pirate Force Camp. In Book Four, Powerstick Man rides him. One day I hope to make that possible in the game, too. But not this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

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.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Happy 200th week, folks. Enjoy.

