The Adventures of Powerstick Man

The strategy guide

If you are reading this guide, then chances are that you have either played the Powerstick Man game and got totally stuck, or you thought about playing it but had no idea why you should.  Unfortunately this guide may not be able to help you out if your reasons fall into category number two.  But if you’re the type of OHR player who picks up a game, decides it’s too hard, and moves on to a game about penguins instead, then this guide is meant just for you.

I also figured that since very few people can finish this game, it wouldn’t hurt for me to put some kind of detailed walkthrough together to help the poor lost adventurers of the Cannonball Strip find their way around town and ultimately unravel one of the most ridiculous stories to be made into an RPG in a long time.

But before I begin, I think it’s important to make a few things clear.  First of all, this guide is written exclusively for Powerstick Man Version 1.  If you are playing a later version (which is unlikely since the next version is nowhere near complete as of this writing), then this walkthrough will only take you about halfway.  Secondly, my goal for this strategy guide is to make the ending accessible to all players, but not to give away all the secrets.  I will mention most of the early game secrets to give an idea on how this game should be played, but a majority of this guide will be written as a road map and travel log.  Thirdly, I want to remind all players that the experience of this game is not simply to pound through it and say you finished it.  There are many secrets and subplots to uncover, so pay attention to all character dialogue and see if anybody leads you somewhere special.  This game implements a special scoring system that is affected by the secrets that are uncovered.  Essentially the rule here is that the more stuff you find, the better your score and superhero rank will be.

So without further adieu, let’s roll this cannonball into the barrel.
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Basics:

Important Player Information:

Background—

“The Adventures of Powerstick Man” is based on characters created by Jeremy Bursey (me) back in the hay day of prominent Power Stick deodorant commercials, also known as 1992.  It comes from an eighteen-episode comic series that was meant to satire the totally cheesy commercials and their even cheesier product by introducing a tennis player turned superhero who fights stinky villains with his trusty stick of deodorant.  Even though the comics are outdated (and not that good), the game has proven to take the throne as the best place to tell Powerstick Man’s crazy story.

Legal Information—

“The Adventures of Powerstick Man” is a product of CFD Entertainment and Trademark Productions, and exclusively developed under the Boo Yeah 2000 division name.  All characters, story elements, graphics, artwork, and game development are created and directed by Jeremy Bursey (Pepsi Ranger).  However, all music is currently ripped, so I take absolutely no credit for any of them.  A few product names are also ripped, so I place all the blame on their creators.  The game is ©2000 and the strategy guide is ©2001.

I authorize the reproduction of any character in this game to be used in another OHR game, as long as credit is given where credit is due, and that they’re used with good comedic intentions.  This authorization does not include the use of these characters for slander, profane, or any other such malicious intentions.  Any such misuse will result in retracting my authorization completely.  This authorization only applies to games and mediums made with and for the OHR and Lucidity engines.  No reproduction of any form outside of the OHR or Lucidity community may take place without my approval.  In other words, I don’t want to spend eight bucks on the movie and not see my name in the credits.

Game Control—

Before you sit down to play this game there are a few things to consider.  The first thing to consider is to know how to play it.  If you’re already familiar with how to play games on the OHRRPGCE, then this game is no different.  If you’re not familiar, then it looks a little something like this:

Up Arrow—Moves up

Down Arrow—Moves down

Left Arrow—Moves left

Right Arrow—Moves right

Spacebar/Enter—Action button

Esc Key—Menu button

All menus are selected with the arrows and the spacebar.

To use a menu, first enter it by hitting the Esc Key.  Once you’re looking at your menu, you’ll have several different choices depending on which bitsets are active.  For example, if you are allowed to save on a given map, then the “save” command will be listed in the menu.  If saving isn’t permitted, then you can search for it far and wide all you want, but you’ll never find the “save” command.

Depending on what menu you choose a new set of options will unfold.  From there you can decide what you’re looking for and whether or not you want to do something with it.

As far as menu details go, you’re probably already familiar with the OHRRPGCE format, so I’m probably wasting space here.

Special Notes—

After you get the hang of how to play it, you should familiarize yourself with the game-specific basics.  The first thing to remember is not to take anything for granted in this game.  If you ignore one thing, you may miss the next thing, and soon you’ll find yourself falling down a spiral of “Huh?”  Don’t do that.  The best way to avoid taking anything for granted is to pay attention to what other characters tell you.  Even though most characters won’t tell you anything that’s relevant to the plot, many will point you into the direction of the next secret subplot.  Paying attention to characters also means trying to figure out what they’re implying.  Not everyone will be blunt about leading you to the next place, so you have to be ready to read between the lines.  And it is very important not to ignore your surroundings.  Just because the plant on the south side didn’t have anything in it doesn’t mean the north one won’t.  The only way to get the best ending possible is to test everything and then test it again.  Sometimes you’ll have to pester certain characters to find out something new.  Sometimes they’ll tell you one thing and then never say another word.  Just pay attention.

The second thing to remember is that leveling-up, sorry to say, is important to getting far in this game.  You don’t have to spend hours fighting enemies, and you won’t have to level up often, but you will have to be willing to spend a little bit of time gaining rank before confronting certain bosses.  You’ll get the practice as early as the beginning of the game.

The third thing to consider is to know what each type of equipment does.  The basic rundown is that shirt armor is the primary upgrade for defense, while pants armor primarily upgrades speed and agility, while helmet armor upgrades aim, and wrist armor upgrades strength.  It also helps to know that some weapons serve specific plot advancement purposes, while most are basic strength builders.

The last thing to remember is that “power,” also known as “magic,” is not implemented until the hero obtains a device called a “Remote.”  There are some power spells that can be earned through level up, but the first one isn’t learned until Level 16, which takes considerably longer to reach than the remote device.

And that’s the basic starter information.  Hope you enjoy the game.

Prelude:

Awakening of a Superhero
The story begins with a tennis player preparing to start his month long vacation to anywhere.  Now this guy is vain, and he knows it.  For this reason he makes it his ambition to eventually visit the Faberge Chemical Factory where all his favorite deodorant products are made because vain guys like to smell good.  And so he departs for his journey.
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As he travels the countryside, looking for adventure—and probably cruising for chicks, some unusual things begin to take place around the region.  Now the young tennis player has no idea what’s going on because he’s not paying attention.  But as bad luck would have it, his main destination seems to be undergoing some progressive environmental problems.
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And as a bad plot line would have it, the adventuring tennis player eventually finds his way to the factory—an essential dream come true for him, and decides to spend the day touring it, unbeknownst of the threats that the facility is about to endure.  Now on any given normal day, a tour of the factory would either be forbidden or supervised.  And if there is a scheduled supervised tour, it’s always conducted in groups.  However, since the tennis player is famous and no one else really wants to visit a deodorant factory, he is given special privilege to traverse the facility freely among designated safe areas.  And naturally the chemical vat room is among one of the safe areas.
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Now normally the privilege to walk around the chemical vat room carries one strict directive for all visitors, and that’s to keep off the vats.  The tennis player however does not feel that such a rule applies to him because he is famous and he can do whatever the heck he wants.  So in a valiant effort to find the highlight of his tour, he climbs aboard the largest vat in the room and checks out the deodorant chemicals first hand.

Unfortunately his curiosity proves to be a big mistake…sort of.
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Yes, the poor, young tennis player gets a little too close to the edge and takes a nasty spill into the green and bubbling drink.  And to make matters worse (as well as the story), a bolt of lightning strikes the already toxic and sweet-smelling chemicals, causing a massive supercharge of the chaotically reactive molecules to take place.

Since the crackles and pops of the toxic chemicals are too much for one famously vain tennis player to endure, an incredible transformation takes place…
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Thus the famously vain superhero Powerstick Man is born.

[image: image12.png]



Act 1:

Cleaning Up Disaster

Description:

The Faberge Chemical Factory is a place where scientists develop specially scented chemicals to mix into a common formula, which in turn is solidified into a fresh smelling product called deodorant.  The factory sets on the western edge of a small region called the Cannonball Strip, which is where a majority of the southern country’s population lives.

The Problem:

Because the chemical factory is responsible for such toxic products as Diisoprophyl Adipate and Cyclomethicone to name a few, area environmentalist hippie protesters often sit around the premises throwing rocks at the walls, shouting about how much they disapprove of the factory’s existence and of its tool of the devil called deodorant.  And even though such a problem isn’t terribly immediate at this point in time, the fact that chemical blobs are spreading to various parts of the facility, causing a severe biohazard state around the premises, serves as an immediate problem that the scientists and custodial workers must solve.  And if that wasn’t enough, the factory workers are also discovering that the factory rats are breaking loose, getting drunk off the fumes of the spilled chemicals, and becoming truly violent creatures.

All of this is conveniently due to the horrible timing of a well-placed lightning strike to one of the chemical vats.

The Cure:

One of the perks to creating a superhero is that the employees of the factory can ask him for his help in cleaning up the place.  Since the new hero of freshness has nowhere else to go but home, and nothing else to do but smile, he agrees to take on the custodial challenge, as long as he can do it on his way out the front door.

The Players:

Since the factory cannot operate by itself, principle characters must do their part to run the place.  Here is a breakdown of those people who may potentially play an important role in helping the hero make his way out:

Dr. Smack—

He is the lead scientist, head operations manager, and part owner of the Faberge Chemical Factory.  Rumor has it that he is also mayor and founder of one of the Cannonball Strip’s tourist friendly towns.  His main purpose for this point in time is to fill Powerstick Man in on the recent events of the day and to provide him his first weapon—a stick of Power Stick deodorant, hence the name that he gives him.

Miss Faberge—

She is the attractive young scientist who tells Powerstick Man about his new powers, all the while catching his eye.  She is the daughter of the man who founded the factory many years before, and she currently serves as part owner of the company.  She has a resilient heart and doesn’t believe in mullets.

Gadgets Mahoney—

He is the supply manager of the chemical storeroom.  Even though it’s not totally confirmed, many believe that he personally manufactures the products that he sells to visitors.  A current investigation on him is trying to determine if his practice is even legal.  For now, he is the one to go to for getting the best equipment on the West Side.

Labcoat Annie—

Even though she normally works in the restricted areas where lab tests are conducted on rats, for this moment in time she is willing help direct Powerstick Man to a special piece of equipment that can help him clean up the place just a little bit faster.

Mikey—

He is the lead receptionist of the Faberge Chemical Factory.  All touring privileges are given through him.  But such authority can sometimes prove disastrous since he doesn’t always have it all together.  Even though he isn’t exactly the brightest star in the complex, he does offer the best healing agents for those who are feeling weak, so he’s good for something.

Parking Attendant—

The resident parking attendant is employed as both security guard and head valet to the Faberge Chemical Factory parking lot.  He is a tough nut who can’t be turned, unless a vehicle’s owner can prove that his or her vehicle is somewhere on the lot.  He is also the most bored of all Faberge employees.

Bald Hairypit—

He is by nature the smelliest bald guy to cross anyone’s path in a long time.  No one really understands his reasoning behind what he does, but some believe part of the problem is that his armpit hair cuts off the circulation to his brain.  Currently his big focus in life is to dismantle the productivity of the Faberge Chemical Factory, and end the development cycle of its star product, also known as deodorant.

The Items:

No adventure would be complete without its important stuff, and the Faberge Factory has its share of important stuff.

Power Stick—

A simple stick of deodorant can be deadly when used in the right hands.  So when the battle calls for something more powerful than a punch, it’s time grab something that can be hurled with a terrible force and fight wetness to boot.  Dr. Smack carries around a Power Stick bottle and names our hero after it.

Chemical Shirt—

This used to be an old T-shirt worn by a rejected boy band singer who once visited the factory to look for a job.  He left the shirt for a screaming female scientist, who in turn gave it to Gadgets to illegally dip into a chemical vat and sell as armor.  The Chemical Shirt can’t take big hits, but it can absorb acid and rat swipes pretty well.

Mullet Guard—

This simple cap was designed shortly after the first Powerstick Man emerged from the vat, just a year before the new one came along.  Because the original superhero’s hair kept falling in his eyes, Gadgets created the Mullet Guard out of leftover plastic used in making boxes of deodorant bottles in an effort to keep his hair pinned back.

Flow Pants—

Just like the Chemical Shirt, the Flow Pants was created out of a pair of pants that the rejected boy band singer took off for the screaming female scientist, who in turn gave it to Gadgets to dip into the vat.  Even though they don’t do much to protect the legs, the chemicals contribute to speeding up leg movement.

Tennis Wrist—

The tennis player was wearing it when he fell into the vat, but Gadgets retrieved it when it floated to the top, and placed it in his inventory to make a cheap profit off of it.  When worn around the wrist, its tough exterior adds a little extra slam to the impact.

Charger—

This little pill is made out of positively charged chemical energy and boosts the health of the one whom cracks it open.  It’s almost as potent as Mountain Dew.

Toxic Charger—

This is a larger pill that carries a more potent charge than the regular charger.  Mikey pops this one like it’s candy.

Cheeseballs—

Leftover from the empty cages of escaped lab rats, various scientists gathered the hardened cheese and submitted it to Gadgets’ storeroom.  Due to its rock hard exterior, most users would rather throw it than eat it.

Toxic Stick—

Perhaps the most poisonous of all of Gadgets’ creations, the Toxic Stick is a stick of deodorant that’s been manufactured with an overabundance of electrically charged chemicals, making it too lethal for everyday use.

Can of Pepsi—

What adventure would be complete without a tasty soft drink to consume?  The can of Pepsi refills the consumer’s energy, while hurting those that he or she decides to throw the empty can at.

Rat Claw—

When the thrill of the fight needs to be multiplied, it’s time to equip the leader of the smack.  The Rat Claw may only be a little stronger than a swiftly thrown stick of deodorant, but its ability to deliver double hits makes it a weapon to be reckoned with.

Stench Guard—

When a measly T-shirt doused in chemicals isn’t enough to protect against an onslaught of stink, it’s best to throw on a vest covered with air fresheners to fight that not-so-fresh feeling.  And the Stench Guard would be that special vest.

Secret Items—

What these two special items are and where to find them remains a complete mystery to all but the seasoned veteran adventurer.  But the one who is persistent may discover their origins if he’s clever enough to find them and focused enough to follow the clues.

The Strategy:

When Powerstick Man first steps out of the chemical vat (or the deodorant vat as it’s sometimes referred to), he has absolutely nothing going for him.  He has no weapons, no armor, no direction, and no purpose.  All he has is full health, a goofy smile, and a hundred bucks to his name.
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Naturally he is going to be weak and virtually useless this early in the adventure.  But the employees of the chemical factory don’t care how weak or inexperienced he is because they still need his help cleaning up the place.  Therefore they make it their ambition to recruit him for his superhero services and essentially initiate him into the world of helping others.

But Powerstick Man has an ambition of his own, and that’s quite simply to get home.  His desire isn’t to hang around all day cleaning up chemical spills and taming wild lab rats.  He wants to get through this crazy place as fast as he can.  Therefore knowing how to get out of the factory is in his best interest.

This map below outlines the course he has ahead of him.
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But simply blasting through the factory is not going to make Powerstick Man ready for his new role of superhero.  There are a few things that need to be understood about each section that will help him reach the appropriate level needed to make it out safely.

For this reason, each area will be broken down into a different map to better outline the strategy needed to handle it.

We’ll start with the chemical plant and its surrounding areas:
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Powerstick Man begins his journey on the platform of the chemical deodorant vat that transformed him (location marked with a giant red letter “S”).  Since the game requires him to actually move and do stuff in order for him to get to the end, the first logical thing to do is to walk south toward Dr. Smack.
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When Powerstick Man approaches Dr. Smack, the scientist will tell him about all the stuff that happened since he fell into the vat, and about how they need some help cleaning the place up.  Toward the end of the conversation, Dr. Smack will offer Powerstick Man his first stick of deodorant, otherwise referred to as Power Stick.  Powerstick Man has the option to either accept or decline his offer.  If he accepts, then the deodorant must be equipped as a weapon when the conversation ends.
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Special Note: If Powerstick Man declines the offer, Dr. Smack will not give him a second chance, and he’ll have to use his fists to fight until he can find a stick of it somewhere else.

Once the conversation is over, and the Power Stick is equipped, Powerstick Man is free to travel the premises and help with the clean up.  But the rats and the chemical blobs refuse to make his life easy, and will attack at any convenient moment.  Therefore, it is important for him to upgrade his collective offenses and his protective defenses as quickly as possible.
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Failure to protect him early can result in a seriously rough road ahead for him later.

The nice thing about the factory though is that everything he needs is close by.  If he walks toward the top of the chemical plant, he’ll find the entrance that leads to Gadgets’ Corner Storeroom.  Once inside, he’ll meet the infamous Gadgets Mahoney, who is rumored to specialize in toxic equipment design.
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Gadgets’s main purpose in life is to sell stuff and be happy.  The stuff he likes to sell includes all brands of electrically charged and toxic items, as well as a storehouse of discarded and forgotten apparel that have been toxically redesigned for the extremely adventurous casual wearer.

—Gadgets’ Corner—

Item
Chemical Shirt
Flow Pants
Mullet Guard
Tennis Wrist

Stat Bonuses
HP: 2

Precision: 1

Defense: 2

Nullify: 1
HP: 1

Defense: 1

Agility: 3

Speed: 2
Precision: 2

Defense: 1

Agility: 1

Power: 1
PP: 1

Strength: 2

Precision: 1

Power: 1

Nullify: 1

Speed: 1

PP~: 1

Equipment Type
Body
Pants
Head
Wrists

Elemental Bitsets
None
None
None
None

Compatible Heros
Powerstick Man
Powerstick Man
Powerstick Man


Powerstick Man



Cost
$70
$90
$50
$100

Availability
3
3
3
1

Item
Charger
Toxic Charger
Cheeseball
Toxic Stick

Type
Healing
Healing
Attack
Attack

Power
50 HP
100 HP
Normal (Strength) + 20%
Normal (HP) + 10%

Cost
$30
$70
$40
$200

Availability
Infinite
20
Infinite
10

When Powerstick Man first climbs out of the vat, he’ll have $100 at his disposal.  The smart thing to do right away is to go straight to Gadgets’ shop and buy a Chemical Shirt and a Charger.  He will go broke immediately, but it’ll make the first few random battles a lot easier.  Just be sure to remember to equip the shirt.

Once he buys these items, send him back into the chemical plant and start fighting random enemies.  The object here is to earn enough money to buy all the equipment available.  Traveling anywhere else in the factory without being fully equipped is a disaster waiting to happen.

But fortunately, Powerstick Man doesn’t have to earn all his money through battles (which is great because the thought of grabbing money from a dead rat is pretty absurd).  If he heads toward the open door along the east wall of the chemical plant, he’ll enter a small corridor where a woman is waiting.  If he talks to the woman, she’ll comment about how she likes his mullet, and she’ll end up dropping $50 in his pocket.  Sweet indeed.
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But make no mistake that fifty bucks is only fifty bucks, and isn’t enough to buy much of anything.  Of course, fifty bucks is all you need to buy a Mullet Guard, but it’s better to save up for a Tennis Wrist first, since it not only increases your strength, but it boosts almost every other hero statistic available.

So the moral of the story is take the fifty bucks and return to the chemical plant to fight some more rats and blobs so that he can eventually afford all available equipment upgrades.

Now one thing to always remember when people walk around the area is to talk to them.  Powerstick Man has to talk to Dr. Smack to get his deodorant.  He has to talk to Gadgets to buy his products.  So it’s no surprise that talking to everyone is helpful.  This includes chatting with the lovely Miss Faberge, co-owner of the Faberge Chemical Factory.
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Even though Miss Faberge doesn’t initially offer anything to him in the way of cash or prizes, she does provide him with some information that can help him succeed in his cause.  This includes knowledge of the changes that he has undergone, which are discoveries made courtesy of a chemical tracker that she uses.

The truth is that two of the three pieces of information she gives him are merely for filler, considering that they don’t apply to anything relevant.  However, there is one point she brings up that is very helpful to his immediate need of collecting some cash, and it involves some little green chemical pools along the south side of the chemical room.
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She discovers that the chemical pools around the plant, as toxic as they may be to the general public, can actually help Powerstick Man restore his strength.  Apparently, the electric blast and toxic poisoning that he endured as a sinking tennis player did something to his body that would allow him to absorb such harsh chemical agents as these.  This in effect means getting free healing treatment.
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In order to stay healthy while fighting rats and blobs for money, it’s advisable to walk back and forth between two adjacent chemical pools so that Powerstick Man’s health can slowly climb before getting caught in the next hardcore battle.  Even though he only gains two points of health with every step he takes through a pool, he usually has enough time to gain what he needs to survive the next battle.

The alternative to walking through these pools is generally a defeat, so be sure to take the stroll.

Once he gains enough money to buy all four equipment items, and once he actually buys them and equips them, Powerstick Man will be ready to venture out into the halls of the Faberge Factory, strutting his stuff to the tune of “Gonna Make You Sweat.”

And by the time he is able to equip all four pieces of equipment, he should be at a high enough level to make fighting the psycho rats in the halls a breeze.
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When Powerstick Man first steps out of the corridor that links the office hallways to the chemical plant, he has one of three choices to make.  He can either go north to retrieve the Mullet Guard, or south to collect a Toxic Charger, or he can go east to where all the important stuff is.

Since he should ideally have the Mullet Guard before even setting foot in this place, going north would be a wasted trip.  However, if for some reason he didn’t pick one up at Gadgets’ Corner, then this would be the time to get one.

On the same note, grabbing a Toxic Charger would be a nice endeavor indeed, but going for the south crate is totally unnecessary since there’s one more conveniently placed along the way.

So the best option for Powerstick Man to take is to go east.
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Special Note: The item crates in this area were not designed with a working knowledge of NPC copies versus individualism.  In other words, opening a crate in one area with a specific object will inadvertently open another crate that has the same object.  Therefore it is best to plan which of the shared item crates is more conveniently placed and go for that one.  As far as I can remember, this is the only map that has this problem.

Once Powerstick Man travels east, he’ll come to a new fork in the road that will once again beg for his keen decision making skills.
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By looking at the office hallway map above, it is clear that going down is the way to eventually reach the exit.  But since there are some helpful things to get in the rooms to the north, it is best to go north first.  Stop number one should be the break room, which is the room to the left.

When Powerstick Man enters the break room, he’ll find two employees milling about the place.  Even though one employee merely comments on the proper ethics and fundamentals of using the break room with extreme cleanliness, the other one points out an interesting observation that a psycho rat punched a hole in the back of the Pepsi machine.  Since a hole in a soda machine means free Pepsi, Powerstick Man’s best action here is to walk behind the appliance and feel around.
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Once he claims this stolen item, it is time for him to move to the next room.  When he steps out into the hallway again, he’ll have two rooms to the east to choose from—the small office on the top or the research room on the bottom.  Since the small office offers absolutely nothing of value or importance, it is better to choose the research room.

When Powerstick Man enters the research room, he’ll see before him several lab tables with active chemicals brewing on top.  Those more than likely won’t mean much to him, but the crate that sets between them will.  When he pops the top open, he’ll find yet another can of Pepsi.  Unfortunately this one won’t be as cold as the one from the break room, but it can still restore health just the same.

So as it may appear to the untrained mind, grabbing a can of Pepsi out of the crate may seem like the only important thing to do in this room.  On the contrary however, this room holds a secret that will ultimately provide a link to a resource that will prove highly valuable in the near future.

And the key to unlocking this secret is simply to read the writing on the wall.
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By taking the time to read the wall document, Powerstick Man discovers that some dork’s absent-mindedness can prove highly valuable to his adventurous cause.  Thus he decides that it’s time to take a trip to Dr. Smack’s office, where the item in question apparently waits.

Special Note: Documents, posters, paintings, and other various things on walls can be read, as shown in the picture above.  In such cases as this, it is highly recommended to read anything new just in case it points to yet another secret.  Most of the time however it won’t be anything more than a casual one-liner response or joke.

When Powerstick Man heads back into the hallway, he will once again return to the fork in the road.  This time he is ready to move southward.

As he walks down the hall, he will pass a door on his left that will take him to the northern half of the development rooms.  If he enters this room, he’ll find two crates at his disposal.  One will hold a Toxic Charger, while the other will hold a can of Pepsi.
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His decision to enter this room should be based upon whether or not he already collected a Toxic Charger or a can of Pepsi from a crate.  In this case here, he already picked up a can of Pepsi from the research room, so this room won’t have another one available.  However, there is still a Toxic Charger available, so it is worth it for him to enter this room and grab it.

If he does ultimately decide to enter this room, he will discover that the room is split in half.  In order for him to access the southern half of the development room, he’ll have to re-enter the hallway and head south until he reaches the fork at the end of the line.  When he reaches the fork, he’ll have to go left and up through the small niche in order to reach the entrance.  However, entering this half of the development room is unnecessary for the most part.  All he’ll find there is a scientist who appreciates his services to the factory, and ends up rewarding him with four cheeseballs as a gift of thanks.  And quite honestly, the cheeseballs aren’t a whole lot better than the stick of deodorant, so the visit will only be good for its dialogue.

But since the odds of him wanting to go into the southern part of the development room are slim to none, it’s probably time to send him into Dr. Smack’s office.

To reach the office, he needs to take the same path that he took to get to the southern development room, but instead of turning left at the fork in the hall, he needs to turn right.  Once he gets moving in the right direction (every pun intended), he’ll find a small niche area similar to that of the one leading into the development room.  By moving inside the niche, he’ll find the door that will take him into the office.
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Once inside the office, he will find one of two things.  He’ll either find a plant in the upper left corner of the room, or he’ll find diddly squat where the plant should be.  If he read the document that was posted in the research room, then he’ll find the secret plant trying to blend in with the others.
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When he goes in to search the plant, Powerstick Man will find a nice little toy for him to play with later.
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And once his business in the office is done, he can finally start heading for the exit.

When he walks back into the hall, he will want to head right.  From there he will follow the hallway through a winding snake design all the way until he reaches the final fork in the road.

At the base of the fork, he will have to decide whether to go left or right.  If he refused to take the Power Stick deodorant from Dr. Smack at the start of his adventure, then it would be best for him to go left first, toward the final crate of the office hallway.

[image: image33.png]



Once he grabs the spare stick of deodorant out of the box, or if he already has one equipped, then he is ready to take the fork to the right, where he will quickly find the door to lead out of the office area.

And so he moves to the final sector of the factory:
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When Powerstick Man goes through the door, he’ll find himself facing the final hallway that will take him out into the receptionist area.  And with all the fighting and running around that he’s been doing, having such knowledge is good news indeed.  Fortunately, walking this hallway is a straightforward endeavor.
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But getting to the reception area is a task proven difficult because Labcoat Annie, the factory scientist who is responsible for all testing done on rats, blocks his way through.  Apparently her reasons have something to do with sending him on a difficult journey through the warehouse to find a cool new toy to play with.
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And so Powerstick Man reluctantly takes her advice because she’s not gonna let him through otherwise.  Therefore he heads left toward the only other open door in the hallway and walks in.

As he passes through the door, he discovers the unfolding expanse of the factory warehouse before him, where chemicals can graze, and devices can rust.  This expanse is marvelous in size, boasting huge ceilings and many locked crates.  But unfortunately for him, this expanse and these many locked crates offer to him a minor directional obstacle.
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Now a weak superhero would whine about his new perplexing circumstance.  But Powerstick Man is anything but weak.  Therefore he travels through the mini-maze of boxes, fighting insane rat after completely psychotic rat, until he reaches the northern end of the warehouse.  His reward for finding his way out of the maze is exclusive access to the only unlocked crate in the room.
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Unfortunately his prized treasure doesn’t come without a little security.

When Powerstick Man pops open the crate, a huge acid drooling rat, affectionately known as T-Rat, jumps out and gurgles violently through its jagged teeth.  Powerstick Man’s knees shake just a little because he wasn’t expecting such a monstrous visitor to stand in his way, but only just a little.  Once he figures out what just happened, he prepares his deodorant for one crazy fight with the wretched beast.
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Now his options for detaining the ugly creature depend highly on what he is carrying.  His best strategy for the moment is to monitor his health while he dishes out some punishment.  Since the rat is dripping with acid, all of its swipes and cheese throws will also come equipped with acid.  This essentially means a greater delivery of hurt to be placed on the hero of all superheroes, and such a trauma must be dealt with by popping some chargers whenever he drops below 40HP.  The average fight may generally require at least two chargers.

However, if he got lucky enough to pry a Toxic Stick out of a Crazy Mickey’s cold dead hand (the white rats), then his best option here would be to use it against the T-Rat and kick its little butt to Kingdom Come.  If Powerstick Man is fully equipped and runs around Level 5, then he can defeat the rat with one throw of this limited use item.  And that’s one sweet victory for the good guy.

Once the rat is defeated, Powerstick Man can finally search the bottom of the crate to discover another Toxic Stick.  This of course is a very nice trade off if he took option two and threw one that he may have found previously at the rat to beat it.  Just like the ancient Chinese Proverb says, “It takes a stick to win a stick,” and the case proves very true here.

Even though the thought of traveling through a mini-maze of boxes just to pick up a stupid toxic stick of deodorant seems a little too wasted of a trip for Powerstick Man to swallow, he does decide that the rat has something on it that would prove even more valuable than the treasure itself.  And that would be the rat’s claw.  So he somehow finds a way to take the Rat Claw and places it over his hand.  Now he can truly play with power.
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As Powerstick Man gives the Rat Claw a test spin, he discovers that the damage done to enemies is only a little more intense than his stick of deodorant.  However, to his delight, he realizes that as little as significant as the change is, the fact that he can deliver two swats instead of one makes the overall additional damage more than substantial.  And he likes that a lot.

So now that he is a happy camper, he decides that it is time to head home once and for all.

As he walks back toward the warehouse entrance and steps out into the hall, he discovers that Labcoat Annie is gone.  This is a good thing because now he can get out of this forsaken place.

He walks through the door she blocked to enter into the red carpeted reception area.  This is the place where all tours begin, all packages are received, and all really good coffee conversations come to an end.  The lead receptionist—the always goofy and sometimes wacky guy named Mikey, is in charge of everything relevant to the reception area.  He’s the one who keeps tabs on all things that are in the know, or otherwise needs to be in the know.
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When Powerstick Man talks to Mikey, he finds out about a certain protester outside who is making some trouble for the factory.  Even though he is reluctant to believe that there’s anything special about the man in question, he does begin to sense that it is his civic duty to help retain all order and judiciousness.  Therefore he makes the decision to confront this particular protester.

But before Powerstick Man steps out the front door, Mikey gives him the option to regain some of his strength, via a little concoction that he designed himself, for just a low, low price of $20.  If he takes Mikey’s mystery substance, he will completely life up and be given the option to save his progress.  Even though he is a little reluctant to use it, Powerstick Man figures it couldn’t really hurt that much…

Once he gets everything he needs, and manages to see straight again, Powerstick Man is finally ready to step outside and conduct some real superhero work.  Upon setting foot onto the front lawn sidewalk, he immediately becomes the target of confrontation with the brutally stinky man known to the world as Bald Hairypit.
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After hurling a few trite insults at Powerstick Man, Bald Hairypit charges for the hero, flapping his long underarm hairs in the breeze.  Thus Powerstick Man readies his deodorant (or the Rat Claw if he’s still using it), and prepares himself for the fight of his life—or at least the first fight of his life.  Once the bald man reaches him, the freshness war begins.

[image: image42.png]




Bald Hairypit

(boss)

HP:

PP:

Strength:

Precision:

Defense:

Agility:

Power:

Nullify:

Speed:

PP~:
350

25

19

10

13

9

12

10

24

5

Before Powerstick Man begins the fight, he should first ask himself how much effort he really wants to put into it.  The truth is that this man with the Tarzan underarms may have a horrible stench, but his endurance to fight is pretty low.  For every exchange of fight they have, Powerstick Man can cut down half his energy before needing to take the first sip of Pepsi or the first shock of a charger.  But the battle can still prove to be a boring one if he goes in equipped with his trademark Power Stick.  Therefore, if he’s looking to end this fight quickly, he should enter it with the Rat Claw equipped and a Toxic Stick in hand.

The solution may still seem like a simple, drawn out task that’s destined for boredom’s fury to pester our hero.  But there is one tip for him to always remember, and that’s that the Rat Claw is capable of hitting twice.  Now that may not seem like much in the long run since two swats for 18 to 20 HP of damage a piece don’t really add up that well to a 350 HP target range.  But if he throws a Toxic Stick while the claw is equipped, then he may potentially discover that he is in fact holding two lethal sticks of deodorant in his hand, and end up throwing them both for a whopping 150 HP of damage a piece, leaving the Pit to whimper home to momma in record time.
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And once the protester of freshness feels the pain, Powerstick Man takes the opportunity to rub it in for him.
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And so Powerstick Man discovers first hand what it’s like to take down a villain who opposes all things sound and just.  To celebrate his newfound victory, he decides that he is definitely ready to go home and spend some quality time in front of his mirror.

But before he leaves the premises, he gets a strange feeling that there’s something hiding in the yellow berry bush on the north side of the field.  He isn’t sure what, but he decides to check it out anyway.  As he approaches the bush, he peeks inside to find something that he thought only existed inside the factory.
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After taking the item, he heads east down the sidewalk to reach the factory parking lot.

As he strolls along the walkway, he passes by the factory parking attendant, who doubles as a part-time valet and security guard.  Since he originally arrived to the factory on foot, he wouldn’t normally see any reason to talk to this guy.  But now that he has some car keys in his hand, he decides that maybe it’s time to say something.  Therefore he approaches the gate so that the attendant can let him in.
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Once the gate is smashed, Powerstick Man can freely enter the parking lot and search for the car that matches his keys.  However, since most of the cars look identical, finding the right car can be a pain.

That is unless of course he finds one special company standout…
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Normally a sharp parking attendant / security guard would know that the company car did not belong to a strange new superhero, but since the keys fit the lock, and the superhero is holding the keys, then the car must be his.  Therefore it is the attendant’s sworn duty to drive the hero’s car to the street for him while he stands out there waiting for it.
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Once the attendant drives the car out of the driveway and into the highway, Powerstick Man will be ready to leave the premises for good and go for a drive in his new ride.

Special Note: If for any reason Powerstick Man doesn’t collect the car keys from Dr. Smack’s office, then the parking attendant will refuse entry into the lot, and he’ll have to travel the Hitcher Highway that awaits him by foot instead.  And this is something that he seriously will not want to do, so make sure he gets the car.

Act 2:

The Road to Primex
Description:

The road between the Faberge Chemical Factory and the Primex Suburbs is a substantially quiet one, plagued only by murderous hitchhikers and torrential birds of prey.  A small handful of people take residence in this silent stretch of land, but most of the area is barren of intelligent habitants.  The regions covering the western portion of the strip include the dangerous Hitcher Highway, the unsightly Forgotten Junkyard, the quiet South Drive, and the lonely Coastal Run.

The Problem:

Powerstick Man spent the last hour of his life trying to break free of the prison that transformed him into a hero, and now that he’s made it to the highway, he’s ready to go home.  The problem is that the highway is long, and the people who live along the way have issues that they expect him to handle—each more diverse than the one before it.  Even though his heart is set upon raiding his own fridge and sleeping in his own bed, the people of the Western Strip decidedly come first as his superhero rulebook informs him.

Now he must volley his wits between the selfish tennis player he was and the charitable superhero he’s become.

The Cure:

Each citizen of the Western Strip may not be perfect considering some choose poorly where to live, while others do things that a majority of the respected population wouldn’t even attempt to do because of the absurdness of it.  But no one in need milks Powerstick Man’s heroism without compensating for his generosity.  As Powerstick Man soon discovers, each person in distress offers a valuable reward for his services—which accepting may or may not be against the superhero code, but he’s still new at the gig, so he doesn’t care.

The Players:

Even though the Western Strip is deficient of what most people would consider geniuses, the few that can be found hanging out in windowless houses and desolate shorelines offer a lot of engaging stories and helpful items.

Junkyard Bob—

He is the old mysterious traveler that Powerstick Man encounters near the western shore of the Forgotten Junkyard.  It appears that he and his dog have been away from home for awhile now and they would like to get back, but the journey is a bit far for a tired old man to take on his own.  So he asks for Powerstick Man’s assistance.  Of course, the part that he doesn’t tell our hero is that he’s tired because he just finished breaking into a maximum-security facility in order to steal a new state-of-the-art construction device called the Junkdrop Crane from an island southwest of the Hitcher Highway.  Tired indeed.

Dumpy—

He is the faithful and vicious canine companion of Junkyard Bob, who bites with teeth like razors, but does not care much for swimming.  He never leaves his master’s side, except for when commanded to, and always comes back with tail wagging.  This dog enjoys chasing things whenever possible, especially small furry creatures that smell funny.

Mythical Creature—

The thing with many names, the Mythical Creature lives in a trash cave near the southwestern side of the Forgotten Junkyard.  It manages a small supply center that features refurbished items formerly found discarded in the junk heaps and restored to new glory.  Even though it’s picky about uninvited guests trespassing on its turf (most sales are scheduled by appointment), it’s willing to settle tolls and disputes with cash gifts and/or musical contests.  It is also rumored to be one of Cannonball City’s moonlighting crime fighters.

Observant Dude—

The Observant Dude is one of the junkyard trespassers who notices that Junkyard Bob and his dog are standing silent near the shoreline with no one to talk to or to walk with.  Even though it’s still unknown why he’s hanging out in a land of trash, he won’t let Powerstick Man leave until he talks to the old man.  Rumor has it that the Observant Dude is a crusader against loneliness because he too spends most of his time alone.

Junkyard Bouncer—

The Junkyard Bouncer is the Mythical Creature’s private employee who guards the exit onto the South Drive against anyone who owes a toll of some sort in order to pass through.  No one knows where the Creature found him or why he hired him, but most believe that the bouncer was a trespasser at one time himself and that the Creature was impressed by his physical stature.

Sammy—

Sammy is the unfortunate soul who lives in a single-room house by the highway in the South Drive region.  His shelter has no windows, his facilities and luxuries are predominantly absent, and the only thing he has for storage is his basement.  But the basement is full of bogeymen, so he’s stuck living topside without a place to keep his extra stuff.  For years he thought about moving to the city, but then he rationalized that the outskirts were quieter, and that’s all he really wanted out of a residence anyway, so he stayed where he was.  Of course now with the living shadows roaming around underneath his floorboards, moving to the city doesn’t seem so bad anymore.

Shadow Boss—

The head honcho of the bogeymen army, the Shadow Boss dispatches his minions all over the subterranean areas of the Western Strip in order to cause havoc in the hearts of those who must journey there.  Even though his base of operations lies in the sewers, he occasionally drifts into the recesses of deep caverns and lonely people’s basements when he’s looking for new victims to torment.  His only strict rule however is to never go east of Primex, since the creatures of the sewers and underground on that side of the Strip are much more ferocious than he is, with their bright yellow hardhats and abysmal hairy butt-cracks wreaking insanity into his mind.  Not much else is known about him, but some believe he’s working on taking over the Hardcore Mafia and calling it his own.

Rocky—

Rocky used to live a promising life of social and occupational opportunities, but then a woman took all his dignity away from him.  She was supposed to be “the one” for him, teasing him with all the sweet sensual words that he had come to expect a beautiful woman to seduce with, but she left him on a dime, choosing to spend her life with another man.  Now he’s left on the top of a cliff with a homemade house and Frisbee in the ocean.  It took quite awhile for him to adjust to the solitary life of the Coastal Run, but now he takes fancy in the fact that no one can cause injury to him ever again.  At least that’s his hope.  Now if only he can get that Frisbee out of the ocean somehow.

Beach Dude—

This guy had a great plan to go swimming in the ocean, but something unexpected happened.  He lost his contacts.  Now he spends his time looking for them all over the beach.  No one knows if he’ll ever find them, but one thing is for sure—he won’t give up looking.

Firefighters—

The famed yellow firefighters dispatch from a fire station in the municipal district of Cannonball City, but they service all towns and regions of the Cannonball Strip equally.  These firefighters in particular have come to the service of Primex in order to watch it burn down.  Since the culprits responsible for causing the chaos are still at large, there isn't a whole lot they can do to stem the tide of destruction.  Only when the threat is averted can they do what they do best, which is to fight fire.

Zippy—

Zippy is the geeky owner of Zippy's Junk, a novelty store that specializes in restorative items for the damaged traveler.  His outlook on life is always positive, even when he's confronted with the eminent doom of his building.  He's never afraid to crack a joke during seasons of least appropriateness, hoping to bring a smile to the faces of those who are sick of their circumstances.

Barney—

The top employee of Beachside Blast, Barney is a salesman's salesman who really makes a point that owning items of destruction is a good thing.  Even though his reputation for bringing customers back to the store is lacking, he knows how to hook the truly progressive people who are looking for new ways to express themselves.

Johnny—

As the assistant manager of Beachside Wraps, Johnny is very enthusiastic about his products and believes in the motto that a “good customer is a happy customer.”  He does what he can to appease to the customer’s psyche by pretending to be something he’s not, just so they can identify with him and vice versa.  He and Barney often test out their merchandise on each other during lunch breaks to make sure they work.  Their favorite combination is for Johnny to wear a Lightning Coat while Barney beats him with a Morning Star.  Johnny often goes home early.

Cloak Combustion—

As the leader of the “Elemental Boys,” Cloak Combustion is a red-cloaked man of mystery who specializes in the wielding of fire and the melting of cold hearts.  Rumor has it that his skills come from a small flame-throwing device that he hides underneath his cloak, but no one has been able to confirm that with certainty, since he burns all who get too close.  It’s currently unknown what his purpose is in the Cannonball Strip, or why he’s chosen to set fire to Primex, but some believe it’s because he wasn’t hugged as a child.

Jack Ice—

He’s the silent member of the “Elemental Boys” who is so mysterious that not even Cloak Combustion knows his background.  The only thing that’s known about Jack Ice is that he can make a mean snow cone on a hot summer day without actually using a cone.  There are also rumors that he may in fact be a puppet of somebody else’s handy work (Cloak’s maybe?), but it’s never been confirmed.

The Items:

The Strategy:

So now that Powerstick Man is sitting in his ride with the stereo blasting, and the exhaust fumes blazing, he must try to figure out what to do next.  His options aren’t many, but the one he does have to choose from is to head home to the suburbs.  And getting there should be simple enough.  Except that there’s that one slight problem which states that trouble follows superheroes wherever they go, and this low-rate member of the heroic race is no exception.

But since he is the kind of guy who defies logic, Powerstick Man revs up the engine and heads out onto the highway anyway.
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The Hitcher Highway, which is aptly named after the psychotic hitchhikers who frequently travel along the road by foot, is perhaps the longest stretch of highway in the entire Cannonball Strip, and can take the average driver over a minute to drive through it.  Even though the hitchers have that taste for bloody companionship that every stereotypical hitchhiker has, the luxury of cruising the streets in the car, rather than on foot, is that Powerstick Man doesn’t have to stop and pick any of them up.  In other words, they can’t mess with him if he’s driving, and considering their overwhelming strength at this early stage of the game, that’s a good thing.
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If Powerstick Man does decide to travel the road by foot anyway (and such a choice would be a great mystery indeed), he’ll find out the hard way that the hitchers can deliver quite a punch, which he himself is not ready to dish back with equal force.

But since he’s not an idiot, Powerstick Man plans on staying in his car until he gets back to town…

Or until he hits a roadblock.
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Yes, this is reason number one why superheroes don’t catch the breaks that normal citizens think they get.  Even absent road construction workers can find a way to hinder their progress.  Fortunately though, Powerstick Man can walk around the barrier if he takes the sidewalk, which doing so will help him get home a little faster.

When he gets to the end of the sidewalk, he’ll find himself standing once again along the side of the road.  Only this time there’s no car for him to drive through it with.  And if he looks further down the road, he’ll find that there is yet another roadblock placed in his way.  So what option does he have to take?  Simple really.  The highway cuts through a trash dump of a place called the Forgotten Junkyard, and thus shall he do the same.
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The Forgotten Junkyard can actually be a pretty confusing place to the traveler who has no idea where he’s going.  The map below should help make a little more sense of the place.
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The junkyard is a large coastal plot of land that houses old forgotten trinkets and machinery that once served a purpose in the lives of each and every citizen of the Cannonball Strip.  Although a few people casually travel through looking for parts that they can use, this area is generally a desolate place inhabited only by hungry birds called Feather Divers and a mysterious scaly creature that goes by several names.

When Powerstick Man first enters the junkyard, he has the option to continue along the highway if he wants, but doing so will lead him to another roadblock, so his best bet is to take a hike down along the coast and keep walking.
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The journey may seem unattractive, having to look at all the piles of ugly junk, but eventually he’ll encounter a blue cloaked traveler named Junkyard Bob and his best friend Dumpy.  When Powerstick Man decides to speak to him, he’ll discover that the old man is also trying to make his way home.
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Now most superheroes in all their glory will have much to do on their journeys, and our favorite hero is no exception.  But the number one duty of any superhero is to help others in need no matter the cost, and no matter the time it takes to pay that cost.  Sometimes this may include escorting a pair of lost travelers back to their home.

And because Powerstick Man is in fact a superhero, whether he is ready to admit that or not, he does just this, and thus Junkyard Bob and Dumpy tag along for the ride.

But before they can make the trip back home to the town of Primex, Junkyard Bob and Dumpy have to be sure they are adequately prepared for the road hazards ahead.  Therefore Powerstick Man must lead them into two separate trash caves where a couple helpful equipment items await.

The first item on the travel path is Junkyard Bob’s overcoat.  Well in truth it doesn’t actually belong to him, but it fits him snugly nonetheless, so he can essentially make it belong to him.  To find it, Powerstick Man needs to walk to the north a few feet and enter the trash cave directly in front of him.
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Once he collects the overcoat and Junkyard Bob equips it, Powerstick Man is ready to lead them to the next item on the agenda.  This of course is Dumpy’s dog collar.  Once again it’s not actually Dumpy’s per se, but a little bit of crate raiding and possession restructuring can change that.  To find it, Powerstick Man must first exit the first trash cave and head to its north side, where he’ll run into another trash pile.  From there he’ll find that he’s standing in a wide open dirt path that stretches from east to west throughout the junkyard.  He must walk east along the dirt path, passing three trash piles, including the one he first ran into.  Once he reaches the third trash pile, he needs to walk along its eastern edge until he sees the next small dirt path cutting to the east and west.  The second trash cave is right across the way.
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Once they enter the cave and take the collar from the crate inside, it’s time for them to make a decision.  Do they leave the junkyard now, or do they converse with the junkyard’s scaly resident?

If they decide to leave now, they’ll have a straight shot out of there, and no one will be the wiser.

[image: image57.png]



But if they talk to the creature first, they’ll have a price to pay.

[image: image58.png]



If Powerstick Man talks to the creature, also known as the Mythical Creature, he’ll ruin the surprise that he’s trespassing on its property.  The creature by nature is not fond of those who take advantage of it or its land, and thus deals justly by taking advantage of them.  Therefore, the creature makes it clear to Powerstick Man that he cannot leave without paying a toll of some sort.
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Normally a toll may involve a cash settlement that will be adequate enough to take care of the offense in question.  But in this case, the creature gives Powerstick Man a choice.  He can either pay a lump sum of $400 to permit his exit to the east, or he can enter into a battle of the creature’s choosing.

Now the smart traveler may anticipate this toll problem in advance and elect to skip talking to the creature entirely.  But doing so would actually prove to be Powerstick Man’s disadvantage, since he’ll miss out on the chance for a nice reward.

Therefore the wise superhero will take his chances on the creature and accept the need to pay a toll.  But be warned: once the conversation begins and the agreement is made, Powerstick Man is bound to pay his dues.  A bouncer will block the eastern exit of the junkyard until the payment is paid in full.

[image: image60.png]



Since Powerstick Man decides that everyone is entitled to at least one conversation, and since the creature is no exception, he talks to it anyway.  And thus he is left with a decision to make.  Does he pay a cash settlement, or does he battle for the right to advance?

Now our hero may be rich by now since the creatures of the land carry wallets into every battle, which would naturally make paying the cash toll a quick and simple endeavor.  And sure, handing out $400 is quick and to the point.  And it’s especially nice for the creature since it greatly appreciates incoming wealth.
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But the thrifty superhero will know that shelling out such an obscene amount of money for something that can be earned through another much cheaper way is the better way to go in the long run.

And if he knows that the creature’s definition of battle does not entail actual hand-to-hand combat, then the thought of battling for the right to pass may not be such a bad choice to take.
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In this case, Powerstick Man discerns his need to keep his cash and elects to take on the creature’s challenge.

And so he and his company enter into the creature’s private trash cave, where they begin their quest to see if they’re better than the Partridge Family…

[image: image63.png]TR w0 7 it G
e

GRS | ol o oo
SnG75070i Tl Thever mass throush:  So
Joli basicallylhave no chorces Do sou
SaneFo Ry & <300 foil, or do you
Sant to Lattle me to prove your power?





And to see if they have what it takes to be on MTV.
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Even though the band battle takes a few minutes to complete (which completely offsets the two seconds it takes to pay the creature $400), Powerstick Man discovers its additional value when the creature thanks him for the musical competition by rewarding him with a special gift.  This gift is of course something that would prove to be a very nice addition to his growing arsenal.
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The gift is the Remote Control, which calls upon a cargo plane to fly overhead and drop stuff on the enemy.  In this case, this first initial specific “frequency” drops a barrage of deodorant onto whomever Powerstick Man targets.  He can even order the plane to drop a rain of deodorant bottles onto all of his potential assailants.

Special Note: For those who can’t hear BAM music, the “battle” sequence won’t be very exciting to watch, so that would be a good time to go make a sandwich or something.  It takes about three or four minutes for it to finish.

Once the creature gives him the Remote, it opens up shop for him to buy some other important stuff.

—Creature Shop—

Item
Stench Guard
Junk Pants
Metal Head
Anti-Perspirant

Stat Bonuses
HP: 2

Precision: 1

Defense: 4

Nullify: 2
Defense: 2

Agility: 3

Speed: 5
Defense: 5

Agility: 2

Power: 2

Nullify: 1

Speed: -1

PP~: 1
Strength: 5

Precision: 4

Power: 2

Nullify: 1

Speed: 1

PP~: 1

Equipment Type
Body
Pants
Head
Weapon

Elemental Bitsets
None
None
Strong to Fire
Weak to Fire

Strong to Water

Absorbs Water

Compatible Heros
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob
Powerstick Man

Brut Man

Speedstick Man

Ban Man



Cost
$500
$400
$350
$300

Availability
5
5
5
5

Item
Charger
Toxic Charger
Toxic Stick
Remote Control

Type
Healing
Healing
Attack
Skill

Power
50 HP
100 HP
Normal (HP) + 10%
N/A

Cost
$30
$70
$200
N/A

Availability
Infinite
Infinite
Infinite
1 (conditional)

Item
Bottle of Saliva
Battery
Conductor
Generator

Type
Revive
Power
Power
Power

Power
50 HP
30 PP
60 PP
100 PP

Cost
$200
$100
$200
$300

Availability
Infinite
Infinite
Infinite
Infinite

The creature also gives Powerstick Man and his new traveling buddies the opportunity to take a nap on the haystacks in the back of the room.  The smart traveler may elect to rest up before continuing on the road ahead.

Once business is taken care of the creature lets Powerstick Man in on a little secret.  This secret may prove valuable to him sometime in the future if he remembers it when the time comes.
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It seems that the Mythical Creature does a little superhero moonlighting itself.  Powerstick Man may want to keep this little bit of info in the back of his mind.

After all is said and done inside the creature’s trash cave, Powerstick Man, Junkyard Bob, and Dumpy are finally ready to leave the junkyard and start heading for the town of Primex.

Special Note: Even though this game isn’t perfect, it does have a certain “intelligence” to it.  Whenever certain things need to be done at certain times, characters will often react accordingly.  If something goes against the grain, someone may speak up about it.  Such is the case if Powerstick Man decides to go the opposite direction and head back toward the factory, rather than take Junkyard Bob home to the east.
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Details such as this are dealt with throughout the game, in that some characters change what they say when circumstances change.

So anyway, when Powerstick Man leaves the junkyard to the east, he’ll enter a small country highway called the South Drive.
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The South Drive is like any other quiet ride through the country, with birds chirping, clouds deforming, and crazy hitchhikers having picnics along the side of the road.  Of course the birds are vultures, the clouds can’t be seen from an overhead view, and the hitchhikers want to kill our hero.  There’s also that little setback that our hero no longer has his vehicle, so the quiet drive through the country is more like a painful walk through the country.  But he’s willing to take the stroll anyway.

The casual observer may discover that there isn’t a whole lot to do in South Drive, except to just pass through.  But the careful hunter of activities will find that there is one thing that can be done here.  That thing is to visit the House of Sammy—the westernmost residence of the Cannonball Strip.

When Powerstick Man first enters the area, he can either cut across the field and make his way to the next section of highway, or he can follow the road and pay Sammy, the house’s resident, a visit.  A time efficient traveler may want to stick to his main goal and keep on moving toward Primex, but an adventurous one might find it to his advantage to stop by and say hello.

If Powerstick Man does decide to pop in on the lonely guy, he’ll be provided with his first side-mission since becoming a member of the superhero force.

He can choose to take the highway all around the field until he reaches Sammy’s front door if he likes, but it would be faster and easier for him if he cuts across the grass instead.

If he does decide to take the shortcut, the best plan of action here is to walk down the highway until he finds a cluster of boulders just to the north.
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Once he reaches the cluster, he’ll be ready to cut across the field going southbound.  After getting hounded by the occasional Feather Diver and Field Skunk, Powerstick Man will find himself in Sammy’s backyard.  All that’s left to do from there is to walk around to the front and go inside the door.

[image: image70.png]



Once inside, Powerstick Man’s first temptation is to walk around the house and see what he can find.  Unfortunately, he doesn’t find much because there is only one room and one hatch that seems to lead somewhere else.  And because most adventurers insist on seeing what’s behind closed doors, Powerstick Man decides to see what’s under the hatch.  Of course, it won’t open for him because that would be too easy.
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Once he realizes there isn’t much he can do, he finally gives some of his attention to Sammy, who he finds walking around his living room, doing things that guys like him do.  Of course Sammy is the kind of guy who is instantly welcoming, especially given the fact that having only one room in the house makes a change of any kind very acceptable to him.  But he has his suspicions about Powerstick Man’s normality and briefly questions him about it.
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After Powerstick Man defends his ability to be normal, Sammy discovers that he is carrying some weapons of sorts with him.  Delighted to be in the presence of a hero, Sammy asks Powerstick Man if he can do him a little favor.  It seems that he’s having a problem with bogeymen in his basement and needs someone of heroic caliber to chase them away.  If he agrees, then he’ll give him a special item for completing the task.
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Now this puts our hero in a bind because he has to make another decision.  After all, he promised Junkyard Bob that he would escort him home, and helping this guy would delay the journey a little longer.  But a hero is a hero, and a citizen in need is a citizen in need.  So Powerstick Man is given the choice to accept or decline this favor.

If he declines, then he is under no other obligation here and can move on his merry way.  But if he accepts, Sammy will unlock and remove the hatch over his basement (magically of course) so that our hero can enter.

If he does in fact accept, then he’ll be faced with a new kind of wild ride that may be quick to get through, but require some strategizing.
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When Powerstick Man enters the basement, he’ll see a party of living shadows walking around the place.  They aren’t doing anything particularly terrorizing down here, but he did agree to take care of the problem so he attacks the first one he comes across.
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Problem is that once the fight is over, he realizes that nothing is different and the bogeymen are still hanging out.
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After deliberating the facts for a moment, trying to rethink his strategy, he discovers a boulder resting along the west wall of the basement, and a small gust of wind blowing from behind it.
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He knocks the boulder out of the way to find a small hole in the wall.  Since holes are meant to be passed through, Powerstick Man elects to crawl in, where he ends up finding himself in a sewer tunnel.

[image: image77.png]Sanny: Listen, I've been having sone

|||||||||-I|E
|||||||||||| T 1
I I I I I I I I I
VI I I I I I I g I
Iy





The sewer itself is small for the most part, but it is overridden with Rambo-style rats called Furry Commandos, and aquatic creatures after Powerstick Man’s own heart called Real Mullets.
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Powerstick Man and his travel companions take the brief trek through the sewer, cutting back and forth across the stream until he reaches a crate in one of the corners of the tunnel.  When he opens the crate, he finds a flashlight inside.
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As he continues on through the sewer, he eventually gets to the chamber at the end of the tunnel where he finds a strangely dark figure called the Shadow Boss.
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When he talks to the shadowy character, he’ll discover that he is not welcome in this domain and the Shadow Boss insists on taking him out of the picture.  Of course, Powerstick Man is not one to go out without a fight, so the battle begins.
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If Powerstick Man uses his deodorant or his Rat Claw as the weapon of choice, then he’ll discover a nasty surprise when the battle is over and the Shadow Boss still stands strong.  But an intelligent superhero will know that light and dark do not mix well, therefore if the first fight ends undesirably, then our hero must approach the battle a different way.
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He must equip the flashlight as his weapon of choice if he wishes to dispatch the Shadow Boss once and for all.
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Once he has his inventory straight and his wits about him, Powerstick Man is ready to show the Shadow Boss the true meaning of a dare.
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When fighting the Shadow Boss, the best strategy is the straightforward kind.  In other words, keep hitting it with basic attacks, but make sure that Powerstick Man’s basic attack is “Flash.”  If the flashlight is not equipped, then the Shadow Boss will keep coming back at the end of every fight.

Before entering the flashlight battle, make sure that Powerstick Man has some bottles of saliva in his inventory.  Even though the Shadow Boss relies on the fairly weak shadow punch as its primary attack, and occasionally on the stronger stench attack for spread damage, it is capable of dishing out a high-injury attack called the shadow slice.  This attack will almost always drop a hero to his knees, so be sure to have some saliva available for reviving the fallen.

Special Note: Junkyard Bob’s crane attack is set on the Lost HP system.  If his health is dangerously low, then his crane attack will be dangerously powerful.  It is highly recommended to use the crane attack against the Shadow Boss if Bob is weak enough in health to do a substantial amount of damage.

Once the Shadow Boss goes down for good, it’ll drop some Bucket Arms for Powerstick Man’s enjoyment.  Equipping this wrist item will increase his attack strength.
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After victory enters his grasp, Powerstick Man is ready to head back to Sammy’s basement.  But first he may want to swing down across the stream one last time to pick up some Anti-Perspirant out of the crate in the corner.  Even though the weapon isn’t the best he’ll ever find, it is pretty good against water type creatures like the Real Mullet, so it doesn’t hurt to keep it in his inventory.
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When Powerstick Man goes back to Sammy’s basement, he’ll find that all the living shadows are gone.  It surprises him a bit at first, but he decides not to dwell on it for very long.
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He heads back up the stairs and lets Sammy know that the problem has been dealt with.  Thus Sammy thanks him for his services by handing over a dangerous little item he found in the junkyard called the Morning Star.  Once Powerstick Man equips the chained weapon, he is ready to continue his journey.
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Special Note: When heading back to Sammy’s basement from the sewer, be sure to keep the flashlight equipped.  If Powerstick Man reenters the basement with the flashlight off (unequipped), then the bogeymen will continue to hang out there.  So be sure to keep it on until he goes topside and talks to Sammy again.

Once they leave the house, Powerstick Man and the others can take the road to the east to make their way out of the South Drive.

[image: image89.png]e A

Shadov Bess:  Just oer avay nnn e,
deShicabTe ourt Tea:

&
0

B





If he keeps following the road, he’ll eventually make his way to the Coastal Run, which is a long stretch of highway that runs adjacent to the beach.

The story behind the Coastal Run is a long one, but many residents of the Cannonball Strip believe that it was once the site of the biggest motorcycle race in history.  Granted, that was a long time ago, and the memories of the event have long since faded.  But some still cruise along the famous “Run” to relive the moment that they believed once took place here on that fateful late 60’s summer.
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When Powerstick Man first enters the Coastal Run, his road trip will take a sudden turn to the south.  After a brief walk down this section of highway, he finds that the highway shifts to the east again.
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After a moment’s worth of walking along the beach toward the east, Powerstick Man will come across a peg ladder running up the side of the cliff.  Now he can choose to keep moving down the highway toward the town of Primex, or he can stop to investigate the ladder.
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If he does stop to check out the ladder and ultimately climb it, he’ll find a house similar to the House of Sammy setting on the top of the cliff.
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Assuming that he does climb the ladder, Powerstick Man enters the house to discover another lonely guy walking around his living room.  This guy’s name is Rocky.

Now Powerstick Man is not one to enter a stranger’s house and not talk to the stranger, so he chooses to talk to Rocky about life and stuff.  As it turns out, the story behind Rocky’s residence on the cliff revolves around a Frisbee he once used to own, but lost.
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After Rocky tells his sad sob story to Powerstick Man, he offers to tell him a valuable secret if he can find the lost Frisbee down by the ocean.
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Once again our hero is human and has the right to choose his services, but if he agrees to help Rocky, then his mission will send him back down the cliff and across the highway and toward the ocean.

But before he disembarks for this new sub-mission, he decides to check around the house for a few things:

Item number one on the agenda includes a quick stop to Rocky’s refrigerator where he can grab a quick cold sip of water, and ultimately restore his health and power.
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Item number two is to visit the little boy’s room in the northwest corner of the house.  Even though he can choose to check out the can if he wants (and Junkyard Bob has his comments about that too), his better bet is to check out the southern half of the tub.  If he runs his hand through the bath water, he’ll fish out a dog bowl for Dumpy’s convenience.
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The dog bowl may look like just another mere object to the untrained eye…and it pretty much is a mere object, but feeding it to Dumpy (from the items menu) will activate his “Relief” attack—a nature of which can be discovered on the player’s own.  Its usage includes personal healing and attacking in one neat little package.

Special Note: The dog bowl can be bought in Primex a little later in the game, but the cost and the timing of its availability make picking it up from Rocky’s house much more reasonable and convenient.

Once everyone has what he needs, Powerstick Man sets out to look for Rocky’s Frisbee.  When he climbs down the cliff and reaches the highway, he heads for the east.

A short distance down the highway, Powerstick Man will come across a dock.  If he chose to bypass the visit to Rocky’s house, then he’ll see a beach dude standing on the dock looking for his contacts.
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But if he accepts Rocky’s proposition, then the beach dude will wander the shoreline instead, leaving the dock open for travel.
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Once the dock is open, Powerstick Man walks to the edge where he contemplates whether or not he should jump into the water.
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Even though he can chicken out if he wants, the savvy adventurer sees this moment as an opportunity to explore new places.  In this case, Powerstick Man is faced with the chance to explore the bottom of the sea.  So he jumps in, with Junkyard Bob following close behind.  Dumpy on the other hand is not so quick to get sucked deep underwater, but after a couple moments of nervous pacing, he dives in after his master.

When Powerstick Man reaches the underwater platform, he finds a crate setting on the other edge.  Sure this may seem convenient to most logical types, but for our hero, it seems like just another crate setting on the edge of an underwater platform.  And when he opens it…
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He finds that a certain aquatic monster makes great use of its convenience.  He also finds that the same aquatic monster likes playing with Frisbees.

[image: image102.png]




Jelly Antennae

(mini-boss)

HP:

PP:

Strength:

Precision:

Defense:

Agility:

Power:

Nullify:

Speed:

PP~:
500

70

31

20

26

10

21

14

25

7

Now our hero breathes air, not saltwater, so his desire to stay underwater to tangle with this beast is short lived, so he makes his point clear that he plans to hit it and run.  And that’s exactly what he does.

Fighting the squid like creature is a very straightforward endeavor that really only requires persistence to win.  The only thing our heroes need to watch out for is the Bubble Wave attack, which the Jelly Antennae uses in desperation to nail everyone at once.  If they enter the fight with most of their health, they can finish it without using any health items (or one if the creature fights dirty).

One thing to remember is that the Jelly Antennae is a water-type enemy, which means that it hates “dry” weapons like the Anti-Perspirant.  If Powerstick Man wants to make short work of this creature, then it is best for him to equip it before he opens the crate.
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Once the water beast falls, Powerstick Man collects the Frisbee and heads back to the northwestern corner of the platform where he resurfaces onto the dock and dries off.  Now he’s ready for his big secret reward.
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Powerstick Man returns to Rocky’s house to give him the Frisbee.  In return, Rocky shares his dirty little secret to our heroes.
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Once he finishes telling his story, Rocky asks Powerstick Man to play some Frisbee with him in the front yard.  Although he’s pressed for time and very reluctant to play, he finally gives in to Rocky’s pathetic pleas.

And so they play some Frisbee until there’s no reason to play anymore…
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And thus Powerstick Man fulfills another civic duty.

So now he’s ready to go to the town of Primex, which is just a short walk down the highway to the east of the dock.
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Now Powerstick Man had been on vacation for almost a month when he decided it was finally time to come home.  Junkyard Bob had been out of town for…well even he doesn’t remember exactly.  But as much fun as their separate journeys have been over the weeks (and their journey as a team for at least an hour), coming home would truly be the sweetest part of the adventure.

And as they reach the end of the Coastal Run, they can taste the joy of homecoming in the air.

Unfortunately, that taste doesn’t come without a bitter smell…

For when they cross the border into the Green Light District of the Primex Suburbs, something disturbing reaches their sights…
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It appears that their beloved town had been suffering from a severe bipolar heat wave lately.  Powerstick Man and Junkyard Bob stand dumbfounded a moment as they try to take in the reality that their town is burning down.  But the ever valiant hero in white makes the decision that “someone” is probably taking care of it, so he elects to continue his voyage home, and to drop off Bob at his house along the way.

But when he stops to talk to a fire fighter along the road, he discovers that the fire and ice are not the result of some freak weather, but rather the doings of a couple of elemental gangster types.
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In his heart, Powerstick Man wishes that the crazies would just leave him alone.  But knowing that the call of the superhero demands that he give the problem his attention, he decides that he’ll help the fire fighters rid the elements by confronting the guys involved.
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But in order to maximize his confrontational abilities, he asks Junkyard Bob for his assistance.  Even though Bob is tired and really doesn’t feel like fighting anymore, Powerstick Man convinces him to take up his hat one more time and dish out some justice in the name of homeland security.
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Once Bob gets his bearings in order, they set out to prepare for whatever they may face ahead.  Unfortunately most everything in the area is barricaded off until the fires extinguish and the ice melts.
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However, there are a few places the heroes can travel to get all their preparations in order.

Even before Powerstick Man talks to the fire fighter, he’ll pass by a local items shop called “Zippy’s Junk.”  This is one of the few places in Primex that is still open for business.
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When he goes inside, he’ll find the proprietor hanging out behind the sales counter cracking jokes about the heat, and doing everything he can to forget the fact that he’s sweating his butt off.
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After talking briefly about things that don’t really amount to much, Zippy offers Powerstick Man his list of items to choose from.  Just like Gadgets’ Corner and the Creature Shop, Powerstick Man finds a fairly large variety of things to purchase from Zippy’s Junk.  But unlike the others, this store only offers consumable items, not protective gear.

—Zippy’s Junk—

Item
Charger
Toxic Charger
Bottle of Saliva
Battery

Type
Healing
Healing
Revive
Power

Power
50 HP
100 HP
50 HP
30 PP

Cost
$30
$70
$200
$100

Availability
Infinite
Infinite
Infinite
Infinite

Item
Conductor
Generator
Tennis Balls
Bus Pass #1*

Type
Power
Power
Attack
Miscellaneous

Power
60 PP
100 PP
Normal (Strength)

+40%
N/A

Cost
$200
$300
$120
$400

Availability
Infinite
Infinite
Infinite
1

*The bus pass is an item that was created on account of players complaining about the tediousness of traveling from map to map to reach various areas.  It’s only available in the V1.1 release, which is not currently online.  Only a select few have this version, but it will return in the V2 release.

Once Powerstick Man finishes shopping, he may decide on one of two things.  He’ll either a.) want to find a place to rebuild his health, or b.) want to stock up on protective gear and weapons.

If he chooses health first, he’ll earn quickly that a giant ice cube blocks the entrance to the hotel.  Unfortunately, climbing through the window is out of the question, so he has to find another way.  If he hasn’t spoken to the fire fighter yet (which would make sense given that the fire fighter stands to the east of Zippy’s Junk), this would be a good time to do it.

After the fire fighter goes through his explanation about the problem at hand, and after Powerstick Man talks Junkyard Bob into joining him in the confrontation with the “Elemental Boys,” the civil service agent will offer our hero some health enhancement chemicals for $30.  Powerstick Man can either accept or reject it, but accepting it has the same effect as sleeping in a hotel and costs a lot less.
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Special Note: After Powerstick Man accepts the health booster, the program interrupts the narration and asks if the player wants to save the game.  It really doesn’t matter which choice is selected (yes or no) because the game will cut to the save screen anyway.  It’s one of the few bugs I never bothered to fix.

If Powerstick Man chooses to search out for more protection and weapons, then he’ll find a fighters’ superstore on the eastern side of town along the highway called “Beachside.”
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Beachside houses two subdivision stores called “Blast” and “Wraps.”  Blast carries all the weapons that cater to the demands of the casual adventurer and his dog, while Wraps carries all the gear that they would need to protect them.
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—Beachside Blast—

Item
Anti-Perspirant
Morning Star
Razor Rim
Steel Jaw

Stat Bonuses
Strength: 5

Precision: 4

Power: 2

Nullify: 1

Speed: 1

PP~: 1
Strength: 10

Precision: 2

Defense: 2

Agility: -2

Power: 1

Nullify: 2

Speed: -4
Strength: 12

Precision: 7

Defense: 5

Speed: 7


Strength: 13

Agility: 4

Power: 2

Nullify: 1

Speed: 3

PP~: 2

Smack Rate: 1

Equipment Type
Weapon
Weapon
Weapon
Weapon

Elemental Bitsets
Weak to Fire

Strong to Water

Absorbs Water
None
None
None

Compatible Heros
Powerstick Man

Brut Man

Speedstick Man

Ban Man


Powerstick Man


Junkyard Bob
Dumpy

Cost
$300
$700
$500
$650

Availability
Infinite
Infinite
Infinite
Infinite

Item
Razor Claw*

Stat Bonuses
Strength: 50

Defense: 25

Power: 20

Nullify: 15

Speed: 10

Equipment Type
Weapon

Elemental Bitsets
Weak to Dry

Compatible Heros
Powerstick Man

Brut Man

Speedstick Man

Ban Man



Cost
$10,000 /w Toolbox

Availability
1

 *The Razor Claw will not be available for sale until Version 2 since the Toolbox has not been implemented yet.  There are rumors that one can be found somewhere else in the existing Cannonball Strip however.

—Beachside Wraps—

Item
Lightning Coat
Primex Jeans
Suburban Hood
Bucket Arms

Stat Bonuses
HP: 4

Precision: 2

Defense: 8

Power: 1

Nullify: 3
Defense: 4

Agility: 5

Speed: 8
Defense: 7

Agility: 3

Power: 4

Nullify: 3

PP~: 2
Strength: 4

Precision: -1

Defense: 5

Speed: 1

Equipment Type
Body
Pants
Head
Wrists

Elemental Bitsets
Weak to Water

Strong to Lightning

Absorbs Lightning
None
Strong to Fire

Strong to Dry
Strong to Water

Compatible Heros
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob 
Powerstick Man

Brut Man

Speedstick Man

Ban Man

Junkyard Bob

Cost
$700
$550
$500
$500

Availability
Infinite
Infinite
Infinite
Infinite

Item
Firetard
Neck Spike

Stat Bonuses
Strength: 2

Precision: 1

Defense: 12

Agility: 3

Power: 1

Nullify: 1

Speed: 4

PP~: 1
Strength: 5

Defense: 14

Agility: 7

Speed: 6



Equipment Type
Body
Body

Elemental Bitsets
Weak to Water

Strong to Fire

Absorbs Fire
Weak to Water

Strong to Ice

Strong to Earth

Compatible Heros
Junkyard Bob


Dumpy

Cost
$600
$550

Availability
Infinite
Infinite

Just like any other shop, Powerstick Man has a plethora of options to choose from and his best bet is to upgrade as much as possible.  Given the prices of the items from both stores, it’s unlikely that Powerstick Man will be able to afford everything right away, but at this point that shouldn’t really matter much anyway.  As long as he can afford the equipment that guards against fire and ice, he’ll be fine.

After he finishes shopping, it’s time for him to move east down the road into the next sector of town aptly known as the Blue Light District.  It’s only a few steps from the superstore.

When he and the team arrive in the new district, the camera will quickly pan over to the culprits as they set fire and ice to new areas in town.
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Feeling the fire in his eyes, Powerstick Man watches in disapproval as they burn down his town and he makes the decision to talk to them about why they’re doing it, and what will convince them to stop.  Junkyard Bob on the other hand has his apprehensions about it.  Since he’s been a superhero a few hours longer than Bob, Powerstick Man believes that the talk will go just fine and that the villains will leave peacefully.
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So they set out to engage in constructive conversation with the elemental duo.  Once they come face to face with them, Powerstick Man tells Cloak Combustion, the fire-wielding ringleader how he feels about their intrusion.
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However, the two polar personalities don’t care about how he or the others feel about their actions, and they express their contempt and their feelings about their violated rights to freedom of speech by essentially telling them to kiss off.  Powerstick Man disputes them by threatening to stand in their way, and Junkyard Bob of course covers his head in shame because he knew ahead of time that things were coming to this and thus painfully agrees that the problem needs to be taken care of. 
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The Elemental Boys respond to Powerstick Man’s threat with a swift hurl of fire and ice.  Powerstick Man and Junkyard Bob jump out of the path of the projectiles as they skid right past Dumpy on both sides.  It pisses him off and he lets out a vicious growl.
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Powerstick Man informs the two of the mistake they made and thus the fight begins.
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Cloak Combustion

(boss#1)
Jack Ice

(boss #2)

HP:

PP:

Strength:

Precision:

Defense:

Agility:

Power:

Nullify:

Speed:

PP~:
1000

300

33

19

26

19

25

20

25

6
600

200

33

21

25

17

22

17

24

11

The initial battle seems overwhelming at first for our heroes since the villains are quick at delivering their blows.  But fortunately the attacks do not come too strongly, so even a barrage of attacks can be fended off fairly reasonably.  However, there are a few things that the heroes need to take into account:

If Powerstick Man is fully equipped and up to a sizeable level (Level 12 preferably by now), then Cloak Combustion will not be able to hit him for more than a point or two at a time.  No matter what the outcome on the field holds, Powerstick Man will more than likely survive the fight.  Jack Ice can still throw a few damaging hits, but the man in white can handle it.  Both Powerstick Man and Junkyard Bob will ideally take about the same level of damage as the other, so if one survives, the other shall too.  Dumpy on the other hand is anything but fire resistant, and most of Cloak’s attacks will cause some trouble for him.  Keep that in mind as they dispatch their justice.

However, to insure a quick and relatively painless battle for everybody, here is the best plan to take both before and during the fight:

Before the confrontation begins, make sure that,

1. Powerstick Man has the Morning Star equipped.

2. Junkyard Bob has the Firetard and Razor Rim equipped.

3. Dumpy has the Steel Jaw and Neck Spike equipped.

4. Dumpy drinks the Dog Bowl (if one was picked up at Rocky’s house).

Once everybody is prepared and the fight begins, make sure everybody gangs up on Jack Ice first.  The reason is essentially because he hurts a lot more than Cloak Combustion and getting rid of him first will save a lot of problems later.  Not to mention that Junkyard Bob’s Firetard will absorb Cloak’s fire attacks, adding to his life, rather than taking away.
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Now Dumpy is still vulnerable to everything Cloak Combustion sends at him, so whenever he gets hit, be sure to counter with his “Relief” attack so that he’ll not only recover his strength, but he’ll also pound a good wallop against the man in red.  Cloak is vulnerable to water attacks, so Dumpy’s “mark” will not be welcomed with joy.  And to add to insult the Steel Jaw doubles almost every attack that the dog delivers, so one relief may be countered with another (a la Rat Claw versus Bald Hairypit), quickly causing problems for the pyromaniac.

Special Note: Be sure to only use the relief attack against Cloak Combustion.  Jack Ice will absorb it, so there’s no point in using it against him, which makes for another reason to ice him first.

Special Note 2: Don’t forget that the Dog Bowl must be used on Dumpy before he can learn and use the “Relief” attack.

By the time Jack Ice runs for the hills, the battle is more or less over since Cloak Combustion is a bit of a pansy at this stage of the game.  As long as Powerstick Man keeps attacking with his regular hits, Junkyard Bob with his “Hat Slice” attack (dropping the occasional “Junkdrop” move when his health is low), and Dumpy with his relief attack, then the Cloak will be dispatched in short time and the heroes can go on about their day.

And when it’s over, the Elemental Boys leave behind a handy new toy for Powerstick Man to play with called the “Protector Coat,” which even though has low statistical enhancements, it protects against all eight elements.
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When Cloak Combustion takes the defeating blow and runs away, Powerstick Man makes one more attempt to find out why the two took it upon themselves to set fire to the town.  But Cloak remains stubborn and Jack remains silent, and Powerstick Man grows impatient.

[image: image126.png]



He tries to pry a little more into their plans, but finally decides to release them when he realizes that they won’t spill the beans.  However, once they leave, he makes a personal decision to investigate things further once he fulfills his promise to take Bob and his dog home.
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But in the meantime, the fires continue to rage and the ice continues to stagnate, and the heroes continue to stare in awe.  Fortunately a nearby fire fighter comes to save the day, or at least he would have if he didn’t show up so late, by volunteering to put out the fires once and for all.
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And once the fireman goes through his routine (complete with cutscene splendor), the fires turn to ash and our heroes can now roam freely throughout all of Primex.







