Powerstick Man Progress Report (Part 3)

Note: This journal marks the third 100 weeks of playtesting, and is the first real show of distraction and burnout kicking in, causing me to reroute my focus into other projects, which is evident in how short the document is compared to the others.

The whole thing is basically a series of empty weeks with some design highlights sprinkled here or there. The least impressive playtest centennial to date.

Week 201 (July 16, 2011):

Worked on Entrepreneur: The Beginning. No update this week.

Week 202 (July 23, 2011):

The Fixes:

Adjusted the knocking sequencing for the houses along the “Hidden Side Road” to ignore Chico the Janitor’s house. Knocking is incongruous with the note on his door.

The Additions:

New NPC: “Ronnie Malt.” First appears in the Pirate Force Camp as a thief-in-waiting. He tells Powerstick Man about an item called the Thief Magnet, which will later be used to teach Rapid Pestilence how to steal. Then he hops over shrubs and leaps off a ledge where he crashes into the alleged crate where the device might be kept. I haven’t officially decided if that’s where it can be found. After the cutscene plays out, he will show up in one of the cages inside a Pirate Force house. Right now the dialogue for captured Ronnie Malt is temporary.

Note: I actually wrote the dialogue for the initial cutscene weeks ago. I’m only just now putting it into the game.

New NPC: “Retched.” A Pirate Force lackey that comes out of his house to find out who’s crashing into the crate in his backyard. On seeing Ronnie Malt, he forces him back to the house where he subsequently locks him in one of the cages. (I’m not sure if the house he enters and the one he ends up in are the same, but the dialogue could reflect the truth at a later time).

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:

Haven’t tested any of my additions or fixes, so who knows?

Week 203 (July 30, 2011):

The Fixes:

Realized the “hero knock” script, where Powerstick Man knocks on a door, was missing a wait. That explains why he wasn’t actually knocking. Fixed now.

The script that detects zone region for horses on both “Fauna Fountains” and “Pirate Force Camp” was calling for coordinates that stretched beyond the boundaries of the maps, causing the script error screen to pop up repeatedly, so I implemented some checks to make sure the numbers it calls are still valid.

“The Legend of Ronnie Malt” was calling pixel movement for the wrong NPC near the end of the script, causing some weird movements at the end. Gave the coordinates to the proper NPC. Also tweaked the speed of his movements over shrubs. Also added sound effects.

Changed the sound effect for Powerstick Man hitting the ground after repelling down the rope in “Cannonball Mountain” to something more impacting.

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:

None this week.

Week 204 (August 6, 2011):

The Fixes:

Centered some text for the “You found” dialogue boxes.

Updated “Poison Coat” with the jacket symbol (for its item name), and gave it resistance to the new “poison” elemental.

Updated the poison attacks with the new “Poison” elemental bitset.

Changed the region where the “Pirate Force Camp” background songs change. Now the change happens in a specific place, and the engine requires five seconds to pass before the song can be changed back. This means that the new song can play in the older areas, but I’m not ready to count that as a bad thing.

Changed the color of the walls inside the Pirate Force Camp’s houses. Browns are now blacks, and greens are now reds. Since I saved the original tiles, there’s a reasonable chance that I’ll either randomly generate the tilesets at the start of the game, or that I’ll “repaint” the houses after the S&M pirates are kicked out (more likely). But I’ve been terribly bothered by the “bright” colors of the original walls for the type of theme this place is supposed to follow. It’s bad enough that I don’t have that many tiles left to spare without redistributing the layers again to give it more of that greasy look.

The Additions:

Populated most of the crates around the Pirate Force Camp’s exterior and interior areas. Left open the box at the far right of the ranch empty for now. Still trying to decide whether I want to use the item inside to summon Powerstick Man’s horse Thunderboy.

New Item: “Thief Magnet.” Can be found in the backyard of the lower left house in the Pirate Force Camp. Use it to equip Rapid Pestilence with the “Magnet Swipe” skill, which is a permanent “steal” ability. Item is updated in the Items List registry (Master List of Items).

New Item: “Stimulator.” Allows the selected hero to gain 1000 EXP. Hero must be in the active party for it to work. Will update levels if applicable. One can be found in the crate that Ronnie Malt accidentally smashes when he jumps off the cliff. Although I don’t know when this will come about, eventually the stimulators may come in various stages (1-5). Each stage gives experience at higher levels, but everything above Level 1 will inflict damage.

Level 1: 1000 EXP

Level 2: 2500 EXP (-20 HP)

Level 3: 5000 EXP (-40 HP)

Level 4: 10000 EXP (-80 HP)

Level 5: 50000 EXP (-300 HP)

For now, only Level 1 is available. Stimulators included in the Master List of Items registry.

New Elemental Bitsets: “Confuse” and “Poison.” These are now reserved for special attacks and defenses.

New Item: “Psycho Tomato.” Teaches the Mythical Creature how to generate and throw a tomato that can confuse human enemies and select critters. This will require enemies to have a counterattack to the “confuse” elemental. This will obviously take time to implement fully, but I will update the progress report as certain enemies are given this counterattack function. Updated in the Master List of Items registry.

Note: Obviously this is a poor substitute for a much greater desire for an enemy’s behavioral change from enemy to ally. I may hold off on implementing the confusion elemental entirely if there’s a chance that a “personality switch” can be implemented into the engine. I’ll ask about it before I start giving enemies single counterattacks to this elemental.

New Equipment: Standard upgrades for body, pants, head, and wrists. All follow the sadomasochist theme presented in the Pirate Force Camp. They are “S&M Vest,” “Vinyl Pants,” “Greasy Helmet,” and “Studded Gloves.” The S&M Vest is slightly weak to water and the Greasy Helmet is moderately weak to fire. Each item can be found in the big house south of the camp.

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 “Pirate Force Camp’s” music issues are still troublesome. I think I’m just gonna treat the area like a standard town as far as music goes because listening to the same song four times in a row without interruptions kinda sucks when the song is short and not that interesting. Perhaps once I get the battles started I’ll settle on a music scheme for this area.

Week 205 (August 13, 2011):

The Fixes:

None this week.

The Additions:

New Subplot: The Pirate Force masters of S&M have kidnapped some local women and chained them up in various places around the camp. It’s up to Powerstick Man to locate the keys to unlock their binds and free them. The more women he rescues, the better his reward will be when he returns to speak to the leader of the kidnapped ladies.

New NPC: “Mindeena.” The main woman in need of rescue. She explains the problem with the female hostages and tells Powerstick Man the solution for freeing them. Release her, and she promises to give Powerstick Man a reward whenever he comes to see her in the Hidden Side Road neighborhood, after he finishes freeing the other hostages.

Note: It is possible to free Mindeena now, but not to visit her in the Hidden Side Road. That will be implemented sometime later.

New NPC: “Alana.” Lady #2 on the quest to liberate innocent women around the Pirate Force Camp from an S&M conspiracy. She is also fully functional. Like Mindeena, she can be found chained to one of the trees within the campgrounds.

Note 2: New actions do not include sound effects.

New Item: “Pirate Force Keys.” Find them scattered inside houses throughout the Pirate Force Camp. They may be lurking in plants, on tables, or any place the owner had left them. Only two implemented 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:

Haven’t really tested the new additions yet, so these may or may not work well. The “Chain Sync” script froze the game when I left out a wait command. I’ve implemented one since testing, but haven’t gone back to see if it functions well.

Week 206 (August 20, 2011):

The Fixes:

Added a new zone to the Nectarine Institute’s medical bay to check for location and minimize the jerky motions in Powerstick Man’s walk whenever he wanders around on that floor. I have a feeling the automated NPCs are causing him to stall on occasion, and now he must be in that zone for them to perform their automated duties. Although, this may require a little more work since the main “Infirmary Automations” triggers a new set of complex scripts that may or may not be interfering with Powerstick Man’s walking.

The Additions:

More captive women for the S&M Rescue subplot. “Martinique,” “Tiffany,” and “Elise” are now drawn, implemented, and ready for rescue from the trees around the Pirate Force Camp. They also have keys corresponding with their chains waiting to be found inside the houses.

Note: I was going to do a lot more this week, but got sidetracked with other projects, including the 48 Hour Contest and the initial design of Monster Out of Six.

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 that I know of.

Week 207 (August 27, 2011):

The Fixes:

Changed Ronnie Malt’s initial cage dialogue. The original dialogue is now the secondary response. Activating him will now trigger a series of actions that will ultimately permit Powerstick Man to free him from the cage. This will be integral for gaining access to the shed in the south pasture.

The Additions:

New NPC: “Joline.” Another girl in distress, this time in the cage opposite of Ronnie Malt (if he’s captured).

New Item: “Pirate Force Shed Key.” This key will be required to access the underground lair beneath the Pirate Force Camp through the storage shed in the southern pasture. Ronnie Malt drops it on his way out of the cage.

Added two new standard keys to the Pirate Force Camp indoor areas. Now there are seven NPCs that can be rescued from the camp.

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 that I know of (but I also didn’t playtest this week).

Week 208 (September 3, 2011):

Year 4 of playtesting in the can. How many more can we go?

Per anniversary standards, special playtesters can be included in the announcement with the usual playtesters. Even better is the fact that hardly anything significant has been done in the last eight weeks. Yay! 

The Fixes:

Rewrote the zones in “Pirate Force Camp” to account for the ones I added for the maiden chains sequences. Turns out they were clashing with the self-modifying zones I wrote for the horses a few weeks ago. Rezoned horses to Zones 11-19.

Fixed the frozen wait that was triggered during the conversation with Mindeena. This was causing a lockup.

Fixed the delayed resuming of the player in “Chainsaw Fences.” Turns out this map is trying to run so many scripts at once that some things are getting stuck on a backlog, including the map altering scripts like “Gaps in Fences.” I really need to find a better solution for prioritizing women in chains verses wild horses. Seems like one is dominating the map’s resources. Not sure how well I’m going to fix this in the end.

Note: There are actually a number of bugs that surfaced from the implementation of chains, horses, zones, and timers that I have to pick through and re-prioritize. Among other things, even the display of fences over and under the hero has been affected. I’m sure the problem has to do with wait commands in “wild horses” and “chain sync” eating up priority. I think if I just change the number of ticks to something between 2 and 5, I should have most of my problems solved.

Note 2: Actually, it seems that “wild horses” runs exclusively on a five-second timer, so I don’t know why it’s clashing with fences and other things. Maybe it’s entirely related to “chain sync,” which I just changed to 2 ticks per wait to see if that minimizes interference with things.

Redid the way music is handled in the Pirate Force Camp. At the end of the day I think this should just be a standard indoor/outdoor theme kind of area. The songs I’m using are annoying on repeat.

Walled in the cages in the southwest house. Joline was escaping her prison just a little too easily.

Modified the Dr. Smack intro slightly to have Dr. Smack actually tapping at the blood-analyzing computer while the camera pans away from him. Used “defaultmovementzone” to accomplish this.

Fixed a strange mistake where I checked for key ownership during the first conversations with the chained girls. Now the scripts should play the initial meetings without trouble.

Removed the “while loop” waits from the “Chain Sync” series and replaced them with timers. I’m tired of other scripts being ignored.

Gave captured Ronnie Malt some speed. I realized he wasn’t moving when freed from his cage. Also lowered the key he leaves behind so that it’s not sitting on the wall.

Fixed Ronnie Malt’s and Joline’s dialogue presentation.

Reversed the gate on Joline’s prison to open toward the wall. This should give her a more natural exit.

Changed the “while loops” for “horse radius” into timers. This final change should minimize the tendency for scripts to crash into one another on the “Pirate Force Camp” map.

The Additions:

New Map: “Den of Filth.” Though incomplete at the moment, this map will serve as the official “dungeon” of the Pirate Force Camp. In actuality, though, it’ll just be part of a vast chain of dungeons that includes the Pirate Force Camp. The master plan will involve linking it to a cave that will link to the path out to the future “Fall-down Lagoon.” Right now it’s just a shell. It can be accessed from the shed in the pastures on the south end of camp. I had intended to build the door that blocks the player from accessing it without the key, but I ran out of time.

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 found a number of undiscovered bugs that popped up during all the previously untested scripting I did for the Pirate Force Camp over the last few weeks. Some may still linger, so I wouldn’t be surprised if someone finds more.

Now that four years have passed and I’m still working on this thing, I think maybe it’s time to really start pushing for the end of it. With Heart of the OHR 2012 coming in nine months, and the deadline coming in about 15 months, I really think I need to have this ready to go by Year 5. This latest block has reminded me of how quickly time can fly without much getting done if I’m not careful, so I want to get a plan in motion here soon. I’m setting next year’s contest as the finishing goal. Think I’ll make it?

Week 209 (September 10, 2011):

The Fixes:

Updated the “Den of Filth” with some additional scenery including grimy walls, hanging shackles, and a stash of gold in the far corner of the map. Still not finished with it.

The Additions:

Added a door to the shed in the Pirate Force Camp pasture. Requires the shed key to open. Powerstick Man says one of five different things if he tries to open it without the key.

Added the “Pirate Force Keys” to the Master List of Items. One textbox shares both the individual keys for unlocking the chains and the main key for unlocking the shed.

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 210 (September 17, 2011):

The Fixes:

Some minor updating to the “Den of Filth,” including some glittering gold to the stash at the end of the dungeon.

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:

None this week.

Week 211 (September 24, 2011):

The Fixes:

More scenery updates to the “Den of Filth,” including a new gate that blocks off the gold room. (Still not wall mapped in, and won’t be until I design a key for the gate, which also won’t happen until I create a boss-like guardian who drops it.) I suppose this is a good time to mention that I am having the worst time figuring out what I want this area to look like. I don’t want it cluttered with crap, but I don’t want it empty and boring, either. So, the design of this level may take me a little longer to figure out. I do know that I want a collapsing floor down one of the halls that’ll drop Powerstick Man into an area submerged in water that he and his teammates will have to swim through in order to find their way back up to the main labyrinth. I really don’t have many ideas beyond that. Perhaps I should solicit for creative assistance.

Finally gave some attacks to the unimplemented enemies that I’m setting up for the Pirate Force Camp. Some attacks are missing sound effects. One attack, “Greasy,” sets a tag when cast, which is supposed to signify that the hero has been doused with flammable liquid. It not only stuns, but if the enemy chains to the next attack, he’ll fling a match at the hero, which will then engulf him in fire. The match will unset the tag. Not sure if this will work as intended, but I think it’ll serve as a decent placeholder until a more flexible battle system is implemented in CUSTOM.

The Additions:

New Enemies: “Tranny Burglar” (short for “Transvestite Burglar,” which has too many letters) and “Secret Dancer.” These enemies will likely appear in the “Den of Filth,” either as common fighters or low-level guardians. Not sure which yet. Tranny Burglar will use basic blunt attacks with a side of “coin tosses,” which will add $3 to the heroes’ bank every time it’s used, and Secret Dancer will be an elemental user that focuses primarily on wind attacks. Secret Dancer will have high “power” usage, but low “nullify,” meaning she can dish the elements, but she can’t take them very well. New enemies not yet implemented (including the Pirate Force enemies).

New Element: “Wind.” Added this to the Feather Diver’s “wind whip” attack, and made Secret Dancer strong to it. More enemies will use this form of elemental attack in the future.

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 212 (October 1, 2011):

No update this week. Burned out.

Week 213 (October 8, 2011):

The Fixes:

None this week.

The Additions:

Drew the walkabout graphics for “Plant Punk” and “Pasty Skinhead.” Also wrote in some dialogue for them. Haven’t actually committed them to the map, though.

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 214 (October 15, 2011):

The Fixes:

None this week.

The Additions:

Drew the walkabout graphics for “Chunky Mama.” No dialogue yet. Yes, I am still burned 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 215 (October 22, 2011):

The Fixes:

None this week.

The Additions:

Drew the walkabout graphics for “Pirate Runt.” Still no additional dialogue.

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 216 (October 29, 2011):

I’m still way behind on development here, but progress is gradually growing nonetheless. The actual update is pretty bare, as most of the work has been internal “preparation” type things like graphics and dialogue, but very little committing to the game. But every little bit helps.

The Fixes:

Forgot to turn off the hero selection tags for the “Stim Menu” a few weeks ago when I made the “stimulant” item. The script now sets all selection tags to “false” at the end of the script.

The Additions:

“Journeyman” status afflictions and antidotes. These are persistent status afflictions that would normally remain closed in battles but continue even on the travel map. Details below:

New Item: “Journeyman Aspirin.” Activates regen like normal “aspirin,” but allows the user to regain strength until health reaches maximum while out of battle. Sells for a few dollars more than regular aspirin and only works out of battle. Updated “Master List of Items” to include description of this new item.

New Item: “Journeyman Medicine.” Cures “journeyman poison,” which is the out-of-battle equivalent to regular poison. Like the journeyman aspirin, it costs a few dollars more than regular medicine, but can stop a map-persistent poison status in its tracks. “Master List of Items” includes description.

Both items can only be bought from the Street Merchant in Cannonball City’s municipal area.

New Status Affliction: “Journeyman Poison” (in plotscript as “Lingering Poison”). As implied in the previous descriptions, journeyman poison continues to afflict the hero out of battle. Although I do not yet have poison attacks designed to inflict such damage, the “Lingering Poison” script will check for specific tags activated in battles that signal a particular hero getting hit with one of these “super poisons,” and activate a timer that gradually eats away at the specified hero’s health. More than likely these attacks will be delivered out of desperation rather than by normal methods. To make this work, I’ll need to create four versions of the journeyman poison attack, one for each targeted hero slot.

Note: Journeyman aspirin and journeyman poison work on individual hero timers. Aspirin regains 5 HP every seven seconds, while poison eats 4 HP every seven seconds (with the first instance taking ten seconds for the latter affliction). Under this system, the player can eat a journeyman aspirin while poisoned and slowly regain 1 HP every seven seconds.

Added the “Lingering Poison” script as the after-battle scripts for all of the eastern travel maps, plus the Botsmire Forest and Restless Glade areas. Obviously, these won’t be in use for awhile still, but at least they’re ready to go whenever I make battles for them.

New Enemies: “Leather Nymph,” and “Bikini Gimp.” These will mark the final two basic enemies for the Pirate Force Camp’s indoor areas. I haven’t decided yet whether these will be recurring characters (as in more than one battle in different places), or one-battle-and-they’re-out type fights. I’m leaning toward the latter, but I suppose it will determine how the rest of the map plays out once everything’s in place.

Walkabouts for both of the newest enemies.

Finally wrote in the dialogue for “Chunky Mama” and “Pirate Runt.” Also wrote the dialogue for the two new enemies. These, of course, will play out in typical NPC activation sequences. What I haven’t finalized yet is whether the six Pirates’ “defeated dialogue” will be the end of Powerstick Man’s interaction with them, or if they will spill some secrets about the Pirate Force Camp. Again, I’ll have to see what the need for information becomes later in development. (But I suppose I should figure this out, as this is becoming the longest in-development Extended Edition-only area in the game). What am I, up to twenty weeks on this one place now? Maybe someone should crack the whip.

If it’s not yet implied, none of these new battles or NPCs are officially ready yet. I still have to create the battle backdrops and script it all together. Maybe for 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’s been tested, so it could all be buggy for all I know.

Location as usual:

Note: I'm having trouble uploading since my Internet is crashing every few minutes thanks to the remnants of a tropical storm and some bad road construction that took place over the summer that somehow screwed with the underground cables my Internet relies on. The actual updated version of the game may or may not be online when you read this, but will be soon.

Week 217 (November 5, 2011):

No update this week.

Week 218 (November 12, 2011):

Or this week.

Week 219 (November 19, 2011):

The Fixes:

Nothing.

The Additions:

Finally drew that battle backdrop for the Pirate Force Camp’s indoor area (for the living rooms in both the black and red houses). I don’t think I’m finished with it, though. Need to touch up some things.

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.

Week 220 (November 26, 2011):

The Fixes:

None this week.

The Additions:

Finally put all the elements for the six Pirate Force character types together. Pirate enemies can now be interacted with and fought. Added new dialogue for each character for second encounters. After each battle, the NPCs will run away to a new location. Third encounters (not yet implemented) will eventually yield an important item or pathway or something profound. However, these third encounters will probably occur in groups in the “Den of Filth.”

Note: Eventually I’d like to create alternate versions of each Pirate Force character to give Powerstick an added challenge. For now, however, I just want to finish working on this area. I’m sick of looking at 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:

New scripting untested. Too tired this week.

Week 221 (December 3, 2011):

The Fixes:

Stopped the chain sync timers during interactions with the chained ladies to prevent the chains from disappearing prematurely during the unlocking process.

Placed a second instance of hero picture resetting at the end of the “Pirate Fountains” script to ensure that Powerstick Man doesn’t walk away in drinking mode. (“Reset Hero Picture” didn’t seem to do the job when I had tested the game the other night.)

The Additions:

Added ambient sound effects to “Pirate Force Indoors” and the “Den of Filth.” This is long overdue and should’ve been done back in the 200s weeks. I’ve probably wasted so many opportunities to improve my collection of sound effects in the months that I haven’t been adding anything.

Added sound effects to the chains on the trees. I could probably stand to use one more effect to complete the presentation, but I’ve only got two more downloads to last me for 30 days, so I’m gonna save those last two for something more meaningful (if I get to a point where I’ll need new sound effects in the coming month).

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 222 (December 10, 2011):

No update.

Week 223 (December 17, 2011):

The Fixes:

None this week.

The Additions:

New Map: “Boondock Caverns.” Nothing more than just an outline at the moment, this will be the caverns that link the “Den of Filth” to the cliffs overlooking the beaches east of Sandy Smack Island. Right now it’s just a floor with a few paths and some walls. No detail, boundaries, or doors exist yet. I know, I’m a slacker.

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 224 (December 24, 2011):

No update this week. I need a long break. I’m tired. Expect a lot of these in the next couple of months.

Week 225 (December 31, 2011):

Happy New Year. No update this week.

Week 226 (January 7, 2012):

Still distracted with other projects. Still nothing new here.

Week 227 (January 14, 2012):

Lazy boy strikes again. No new updates.

Week 228 (January 21, 2012):

The Fixes:

Finally fixed the problem with fences in the Pirate Force Camp failing to draw correctly around the hero. I had originally wrote it with “zone at spot” commands rather than simple “read zone” commands. I guess it goes to show that one really has to be careful with zone commands. I need to reread my own tutorial on the subject, it seems.

Updated the “Den of Filth” with a few more details including pipes and bloody floors.

Error-checked a few of the scripts that inflict damage on the heroes for hero health relevance. Wanted to make sure that heroes in reserve (or not yet found) aren’t being penalized by the lead hero’s mistakes because I failed to clarify in the script that only those in the active party should be injured by plotscripted harm tiles or other world dangers.

The Additions:

Added a new dungeon trap to the “Den of Filth.” A series of rising spikes will now impede travelers through the underground pirate base. The pattern is fixed, so it should be easy to navigate. As of now, the spikes will choose one of three patterns to display for two seconds at a time, and will disappear back into the floor for one second while the trap “resets.” I’m still not sure if I’ll be adding sound effects to this yet, nor do I know how I’ll handle it if I do. Proximity may be an issue.

Note: Standing on a spike tile that’s “clear” will injure the heroes if he’s/they’re still on it when the spikes rise. I don’t have the screen rigged to flash, though. I’ll likely add that soon. But this prevents the player from lingering on a tile for long.

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 229 (January 28, 2012):

No update. Big surprise.

Week 230 (February 4, 2012):

No update this week, either.

Week 231 (February 11, 2012):

Just hasn’t been POWERXE’s month, has it? I did put in some new midi tracks in the music folder this week, however. The midi for lmfao’s “Party Rock” will probably be used for the horses as a joke. Maroon 5’s “Moves Like Jagger” will likely be the soundtrack for the art and clothing district in Cannonball City if I ever build it. No actual content updates, however.

Week 232 (February 18, 2012):

No update. Still.

Week 233 (February 25, 2012):

Nada.

Week 234 (March 3, 2012):

Zilch.

Week 235 (March 10, 2012):

Honestly, I’m just taking a long break from this game. Expect more of these kinds of weeks for a while.

Week 236 (March 17, 2012):

Like this week, for example.

Week 237 (March 24, 2012):

And this one.

Week 238 (March 31, 2012):

And this one.

Week 239 (April 7, 2012):

Are we having fun yet?

Week 240 (April 14, 2012):

One day I’ll recommence development.

Week 241 (April 21, 2012):

Am I just that intimidated by the Pirate Force Camp?

Week 242 (April 28, 2012):

Or just burned out?

Week 243 (May 5, 2012):

The Avengers opened this week!

Week 244 (May 12, 2012):

Maybe I should stop all of this slacking off now.

Week 245 (May 19, 2012):

One word: Nope.

Week 246 (May 26, 2012):

If you’re a slacker and you know it, write something here!!!

Week 247 (June 2, 2012):

The Fixes:

Not really a game fix, but a performance fix – in the nightly I was running, “reset hero picture” wasn’t resetting position 0. I updated the game version to fix this. I have a feeling that this also fixed some issues involving visible timers, since the “whatsnew.txt” document talks about fixing “input string,” which I know caused some unwanted timer display in the past. I haven’t confirmed this, however.

Resumed work on “Boondock Caverns.” I’m not sure how far I’ll get into completing this area this week, but obviously it’s been so long since I’ve done any work on this game that even small upgrades and fixes are better than nothing.

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:

None this week.

Week 248 (June 9, 2012):

Slacker returns.

Week 249 (June 16, 2012):

Nope.

Week 250 (June 23, 2012):

Zilch.

Week 251 (June 30, 2012):

Double zilch.

Week 252 (July 7, 2012):

Taking a break.

Week 253 (July 14, 2012):

Still breaking.

Week 254 (July 21, 2012):

Resting, though I finally got a brighter monitor this week, so I should be able to resume work on this game without much frustration soon.

Week 255 (July 28, 2012):

Resting and breaking.

Week 256 (August 4, 2012):

Still thinking about the game, but still slacking in order to get some major work done on my novels.

Week 257 (August 11, 2012):

Least productive summer ever.

Week 258 (August 18, 2012):

Okay, I’m tired of the slacking.

The Fixes:

More work on “Boondock Caverns.” Updating the aesthetics of the map layout. It’s so nice to be able to see every color again without having to smack my monitor around for a proper display. Finished outlining the rock walls and implementing the edges.

Note: I’m not yet sure if I’m going to make this a large map or a small one. The original plan was to make it a transition map to the coastal areas of New Switzerland. Not sure how complicated I want to make it.

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:

None this week.

Week 259 (August 25, 2012):

Eh, I was so close to being productive! At least I’m getting a lot done on the novel adaptations.

Week 260 (September 1, 2012):

Okay, I’ve put off extensive development and concurrent updates for this game long enough. Sorry for the infrequency of my updates for the last few weeks of 2011 and all of 2012, but I’ve been preoccupied with Entrepreneur: The Beginning and the book series adaptation to Powerstick Man this whole time, so I’ve spent little time working on this. I’m not promising full-on development mode from here on out, as I am still in the thick of my novel revisions, but I will be trying to spend more time on this again now that I have a monitor that can display my colors properly and with the appropriate level of light (which was another reason for the slow as molasses updates in the last year).

As you pick through the updates, you’ll notice that I’m posting at a weird unfinished juncture. The reason is because I like to post updates during milestone weeks, regardless of what I’ve left hanging, and this week happens to be one of those weeks. Specifically, this week marks the fifth year anniversary of when playtesting began. Yes, so, Powerstick Man XE has been receiving updates and testing requests for five years now. Will I ever actually finish? Eh, who knows?

Per tradition, because it’s a milestone week, I’m including James and Surlaw in the list of update recipients.

In reading the subject line for this message, you may notice that this update includes 43 weeks of information. Because most of those weeks were dead weeks, I’ll list only the weeks where I actually did something on the game. The reports for the empty weeks are still logged in the official progress report that comes with the playtest file for posterity, but I won’t waste your time with them here in this e-mail update.

So, with that, here are the updates that The Adventures of Powerstick Man: Extended Edition has received since November of last year.

The Fixes:

Finished detailing the initial traveling areas for “Boondock Caverns.” Only took me a bunch of months to complete this. Sheesh. I’m probably gonna add some more paths, though, but I’ll log those in the “Additions” section of the progress report. My plan is to have branching paths to lead to separate outdoor areas. Also updated the wallmaps for the caverns.

Swapped The Muse’s “Resistance” with KMFDM’s “Megalomaniac” for the Den of Filth’s official map song. I gave “Resistance” to the Boondock Caverns. Tonally this works better.

Changed the sound effects for attacks: “Nose-pick” and “Nosebleed.”

The Additions:

Extended “Boondock Caverns” with new corridors and galleries. Still not finished with this area, but I’ve made it longer than it was for the last six months.

Added sound effects to attacks: “Power Guard,” “Power Down,” “Bleed,” “Grip Hold,” “Strangle,” “Ball Drop,” “Ball Vomit,” “Confuse,” “Tomato,” “Plant Bat,” “Soil Spray,” “Leaf Fall,” “Greasy,” “Match,” “Cue Stab,” “Cue Smash,” “Coin Toss,” “Bag Smack,” “Sponge Fans,” “Tornado,” “Foot Flame,” “Flurry,” “Wine Drink,” “Wine Smack,” “Bottle Break,” “Flail Claw,” “Flail Ball,” “Two Flail,” “Metal Ball,” “Metal Fire,” “Metal Light,” “Metal Ice,” and “Twisted Charm.” This should catch me up to every attack that needs an effect.

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:

“Boondock Caverns” won’t be fully navigational until I’ve finished building all the relevant paths, so some areas are impassible.

And that closes the book on our fifth year of playtesting and updating. Hope you weren’t too overwhelmed with the lack of anything major in 43 weeks.

In case you’ve forgotten, the file link is here: [redacted]
The latest file uses a post-Alectormancy nightly (from August 15th, I believe), so make sure you’re running it on a nightly if you choose to play it.

Enjoy.

Note: As of April 11, 2013 (Week 293, Thursday Edition), I’m thinking about starting the progress report over. I may still keep this one active, but after 33 weeks of inactivity, I don’t see a reason to keep logging in consistently week after week of dead reports. I do plan on picking back up on progress soon, but because I’m still deep in Entrepreneur: The Beginning’s updates (which I had picked up for the first time in two months last week) and the final revision of A Modern-day Fantasy: Cannonball City at the moment, I can’t be sure that I’ll do anything right away, and I can’t exactly freeze time. What will most likely happen is that I’ll leave a chunk of weekly reports missing and start fresh with the current week. And because I actually know what week I’m on right now, and because James finally released Beelzebufo yesterday, I may even sneak in a small update before Saturday, just to put some life back into this game. But no promises.

Eh, I changed my mind:

Week 293 (April 13, 2013):

The Fixes:

None this week.

The Additions:

Started working on the dancing girl’s sprite for the Foxberry pole. One of the reasons I had stalled for so long was because I was getting tired of working on the same things for so long, so my goal for getting back into the game is to switch things up a little; work on things pertaining to other maps just so I don’t get bored. That’s all I did, though. I started working on this in the final hour of the week. But hopefully I can get a momentum going.

Note: I’m entertaining the thought of changing this to a daily journal like I have for my other games. That would alleviate the pressure to perform all the time. But we’ll see.

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:

Whatever.

Week 294 (April 20, 2013):

Had planned on working on this, but got sidetracked one too many times this week.

Week 295 (April 27, 2013):

The Fixes:

Eliminated every extra begin-end combination throughout the plotscript file. This includes “then,begin,” “else,begin,” and “do,begin.” For the longest time, the script compiled with these combinations, but the latest versions of the engine (as of Beelzebufo), no longer compile them, so I had to go back and change them all to parentheses-based blocks, and I have no idea how many scripts I’ve ruined in the process. I just know it took me about an hour and a half to go through and change them all, and it kind of makes me sick how many of those antiquated combinations I had. I guess I wasn’t confident in parentheses as much as I should’ve been.

Updated the plotscript with proper vocabulary for all instances of “caterpillar” and “enemies.” No more “catapillars” or “enemys” in this file.

The Additions:

New Map: “Fall-down Lagoon.” This is an area long time waiting for its turn for arrival, and now it’s here. One half of a section of beach designed for lagoons and waterfalls (the eastern half will be called “Lagoon Falls”), this area features several treasures that are currently empty, an archipelago linked by bridges, and a menacing lagoon that blocks the traveler from moving forward, but tempts him by showing him all the goodies that lie on the shore beyond. The western half links to Statue Beach down by Sandy Smack Island. The eastern half will link to the future Lagoon Falls, which in turn will be linked to Boondock Caverns’ exit. Comes with scenery sounds and updates to the “Shorelines” script.

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 296 (May 4, 2013):

The Fixes:

A long time ago, Shizuma showed relative dislike toward the convention of using field stats to give the player bonuses to strength, agility, etc. After a long delay, I’ve finally given the player the opportunity to turn it off. Also rewrote the stat bonuses to divide counters by 1000 and to reset counters according to modulus rather than automatically restart at zero. This basically allows the player who disables the field stat counter for a purer RPG experience to re-enable it at any time without having to sacrifice a slew of wasted counter values that are well above the required 1000 points per stat growth.

Note: Disabling the Field Stat Climber does not stop the counter. It only stops the bonuses from adding to the heroes’ stats. The counter increases invisibly, however, as disabling the feature will call up a new window.

The Additions:

New NPCs: “Dancing Baby,” and “Dancing Queen.” These are the long-awaited (by my standard) randomized pole dancers at the Foxberry Nightclub. I’ve held off on including them into the game for as long as I have because a.) I’ve already maxed out my 100-NPC limit at the time I had finished the map (before the limit had been raised to 500), and b.) I didn’t think I could get them to work properly without script multitasking in place. Thanks to the trick I had discovered while reworking the gameplay for Entrepreneur: The Beginning to fake multitask, where timers take the place of waits, I was able to adopt a similar feature to the dancing girls and make them dance without interruption. For the random moves, I set the script up to increase or decrease the value of a frame and display the new frame the next time the script is run, so it remains fluid, but never predictable. Anyway, they now take the spots of NPC 100 and NPC 101 respectively.

New NPCs: “Neighborhood Gossips.” These are the random residents who appear in the Pickerton District to give Powerstick Man some information (aka gossip) about “the things they’ve heard” in regard to the secrets that can be found around the island. As of now, I have dialogue for 20 gossips written, and definitions for each person in place. What I don’t have yet is all the follow-up dialogue linked to the base dialogue, nor do I have the NPCs placed on screen or the toggle script that will decide which NPCs appear when. Those I will have to do for next week’s update.

Note: This will be a dynamic feature that will include plenty more neighbors as time goes on. As more secrets become relevant, more residents will be needed. Or, I’ll have to give each one several juicy stories to share, which could be more likely if the neighborhood gets too crowded.

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:

For some reason, my load game script isn’t calling “allocate timers (100).” I have no idea why. The new game script does, however.

Week 297 (May 11, 2013):

The Fixes:

Linked the various announcement texts associated with the Field Stat Climber that I didn’t attach to the menu items last week to the respective menu items (On Menus 3 and 8). Made the choice to enable or disable the feature functional. Also fixed the placement of the decoy “Field Stat Climber” bit in the menu to replace the real bit whenever the tag reserved for the feature is toggled.

The choice to accept or reject hints from the gossips was broken. As of last week, the gossips would tell you their secrets regardless of what you chose. Now they will tell you only if you ask for it.

Switched Gossips #6 and #7 since #6 was supposed to be for a male, and I had accidentally assigned it to a female (which I told myself not to do as I was picking out NPCs last week).

Changed the conditional on the evaluation report at the end of the game for “Mullet Ambition,” which is awarded if the player finds the Mullet Whip. The old condition was that the player had to own the item or have it equipped, which gave the player a 95% chance of earning it, but not 100% if he were to throw it out or sell it. The new conditional is set once the announcement that the player found the whip is made and can’t be turned off.

Fixed the legs on the carrier osprey that flies off when the player enters the Civic Center map for the first time. Now it actually looks like it’s taking off for flight.

The Additions:

Finished attaching conditional response text to the gossips depending on whether or not Powerstick Man has already discovered the secret. Also set the NPCs to the map. More will come soon.

Wrote in the selection script that decides which gossips will wander the Pickerton District at a given time. As of now it turns off all gossip tags and then selects five random tags to turn back on (with the possibility of one or two repeating, thus limiting the number to less than five). For now, only two residents will appear per activated tag, but more will follow in the coming weeks. The script operates on a timer (launched at the game’s start) and resets the active tags every three minutes. If the player is currently exploring the Pickerton District, then the script will bypass the tag juggling and go right for the next timer trigger.

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 that I know of.

Week 298 (May 18, 2013):

Nothing new this week.

Week 299 (May 25, 2013):

Nothing new this week.

Week 300 (June 1, 2013):

Okay, so it’s been about 40 weeks since I’ve last sent an update. That’s mainly because I’ve been focusing on other things for 33 of those weeks and haven’t worked a lick on this game in that time. But as of Week 293, the real beginning of this latest progress report, I’ve been back to work, and moving pretty well. I did miss three weeks in the last seven, but that’s not too bad considering the number of projects I’m juggling at the moment. Anyway, on with the report.

Most of the focus this session has been on those maps nearest the Cannonball Mountain, including one cavern and two beaches. I’ve spent most of the time on additions and very little on fixes. I hope to get more fixes in soon, though. I had a lot more that I wanted to get done by this update, but losing three weeks and keeping a small production time on the other weeks did me no favors. Doesn’t mean I don’t have a few nice things to share, though.

Oh, and since we’re at another milestone week, once again I’m including not only the three playtesters but also the two honorary information gatherers (who can playtest if they choose) in the mailing list.

The Fixes:

Found a missing wallmap in “Boondock Caverns” and fixed it.

One of the door links in “Boondock Caverns” was wrong (the one exiting Door #10, which entered Door #4, but Door #4 exits somewhere else), and I realized that I had no sufficient room in which to link it, so I built a new one. The new room will be a literal spillover section that will link to my planned flooded area that I want to create for parts of “Boondock Caverns” and parts of the “Den of Filth.”

Connected the other empty rooms to the north of the cavern. The short bridge leading to nowhere finally has a destination. All I have left now is to draw the paths that lead out of the cave (one to the upper ledges over the future “Lagoon Falls,” and one leading to the ladder that drops down to the beach).

Fixed the missing shadows on certain stalactites in “Boondock Caverns,” and added shadows to the ones along the edges of lakes.

Finished the basic layout for “Boondock Caverns.” This does not include anything interactive, but the travel map is now complete (after a year and a half of leaving it incomplete!).

The Additions:

Added in scenery sounds and basic effects to “Boondock Caverns.” Also set the bridges to show railing position in reference to the hero’s overlapping state. (I don’t think this applies to caterpillar parties, and I don’t think I’m gonna change it so that it does apply. That’ll be one aesthetic I’ll have to compromise on.)

New Map: “Lagoon Falls.” Basically the continuation of “Fall-down Lagoon,” but much larger. It’s in many ways the superior to “Coastal Run,” though it’s nowhere near complete. As of now it connects to the east side of Fall-down Lagoon and has two entrances into Boondock Caverns. I probably won’t do any more work on it until I’ve finished and cleaned up most of the earlier sections of the game (like the Pirate Force Camp and the Den of Filth). I just wanted an exit from Boondock Caverns in place.

Updated the “Messages from Dr. Smack” to include the passing of the storm over Dead End Highway. The announcement will come and the barricades blocking the Dead End Highway—the highway east of the civic center—will be removed when the player either completes “Treasure Cove Cave,” enters the governor’s bungalow atop Cannonball Peak, or clears the Pirate Force captain on the cliffs overlooking “Lagoon Falls.”

Note: The captain hasn’t been implemented yet, so right now the barricades will be removed simply by passing through the fences outside the left cavern entrance or by climbing down the ladder down to the beach. Again, this will be updated when I’m ready to complete the region.

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 that I know of.

Hope you guys like the new updates. I do expect these to come a little more often than they had in 2011 and 2012. I doubt it will be like the early days, but I do think they’ll be steady enough for a while.

As usual, get the file here:

[redacted]
Enjoy. Make sure you have the stable version of Beelzebufo to play it.

