Powerstick Man Progress Report (Part 4)

Note: This journal marks the fourth 100 weeks of playtesting, or the part where I got more done than I had in the last set.

Highlights of note include the retirement of “The Needs” section after Week 383, and its move to a new home as its own document, a format change involving the truncation of empty weeks, and the first major push into the Pirate Force Camp side mission since production on it had begun.

Week 301 (June 8, 2013):

The Fixes:

Turned off the droning engine sound effect for the Water Taxi when it drops you off at the “Seaside Grotto.” This deserves a better fix in the form of a horizontal ocean drive cutscene someday (like the vertical one that the other destinations can enjoy), but I want to get to some earlier fixes before I deal with that. I may still have time this week.

Error-proofed the tile-writing section of the script for “Factory Janitor.” With the south end of the chemical production floor in the Nectarine Institute leading to a new map with new definitions, I thought his scripted tile-rewriting cut things a little too risky.

Updated the end-of-battle reward for defeating the Hazmat Officer to include a timed message reminder that his fight move is learned by reading a brochure, which is in Powerstick Man’s inventory.

After talking with James about timer flags, I was able to fix part of what broke the Nectarine soundtrack. I won’t be able to fix all of it until I run this through a nightly, but I suppose anyone who plays it through a nightly should already see the fixed results, so maybe it’s fully fixed.

Changed the behavior of the after-battles with the crew of the Nectarine Restricted Area (the people who teach Powerstick Man the “Brawl” moves). Now if Powerstick Man wins the fight, his PP (power or magic) will reset to the maximum value so that he doesn’t have to run to the bed if he’s got a reasonable amount of health left. He’ll still have to run to the bed if he wants to fully heal, though.

The Catwalk Tech in the Nectarine Restricted Area will now say something different if Powerstick Man talks to him after winning the Overseer’s special attack.

The Additions:

New Feature: “Fight Manager.” After years of hearing about how boring and repetitive random battles can be and having to acknowledge that it’s one of the worst parts about my game, I decided to do something about it. Rather than attempt to find gimmick after gimmick to insert into the actual battles, I decided to implement a gimmick based on the whole notion of random battles (in much of the same vain that I chose to do for Tightfloss Maiden), where the player can see what’s coming prior to entering the battle. Only, instead of watching NPCs swarm around Powerstick Man (which I don’t want to do because the work involved to show it happening would be far worse than anything I did for Tightfloss Maiden), the player can see a display window appear that lists the names and counts of the attacking enemies, how much total health the approaching party has, how much experience and money stands to be gained for victory, and how likely Powerstick Man and friends can escape. Once the player reads the enemy information, he is then given a choice of options: He can FIGHT, RUN, HIT AND RUN, or use a SPECIAL WEAPON. Choosing “Fight” will launch the player right into the battle, no questions asked. Choosing “Run” will attempt to avoid the battle completely, but success will depend on a punishing set of odds that gets better over time and experience (and more attempts); running successfully will increase the team’s “agility” field stats. Choosing “Hit and Run” will attempt to avoid the battle while dishing out a cheap shot prior to fleeing, but has even greater difficulty of success and runs the risk of damaging the heroes if the attempt should fail; if the hit and run is pulled off, however, the party will receive a third of the experience it would’ve gotten from fighting the battle and an increase in its “defense” field stat. Choosing “Special Weapon” will call up a list of available weapons (purchased and found items) that can one-shot entire enemy parties for double the experience only if the weapon is appropriate for the enemy type majority; choosing the wrong weapon might have consequences. After the player makes his selection, a message will appear in the window to the lower right giving him messages of success or failure (or of positive and negative nature in regard to choosing “fight”) depending on the odds he’s playing against the approaching enemies. Selecting anything other than “Fight” in the early game won’t have much payoff, since running and hitting and running are skills he has to develop over time, but he does have a level advantage that increases his odds of escape to 100% if his level gets high enough over the enemies’ average base level. I really don’t know how much better this mechanic will make the game, but that’s why I have playtesters to give me feedback about it.

Note: Some players may not like the feature, or they may feel that it slows the game down too much, so I’ve included the ability to turn it off. Go to “Special Features” in the menu and select “Fight Manager.” From there you can decide whether to keep it on or turn it off. Turning it off will return the game to classic RPG mode.

Note 2: As of now, all enemies who appear in random formations are accounted for. A few that have not been given a random formation are also accounted for in anticipation for their time up at bat. What I haven’t completed, and may not do before next week, is implement the full range of special weapons that can take them out.

New Item: “Turbo Shot.” Can be purchased as early as Gadgets’ Corner (at the Nectarine Institute) and is used exclusively for the Fight Manager. If Powerstick Man has one of these in his inventory, he will be given the chance to use it if he selects RUN from the Fight Manager menu. If he uses it, he is guaranteed a successful run, and will also gain an increase in his run probability (a variable that helps decide his rate of running success—the higher, the better).

New Item: “Bag of Hornets.” Can also be purchased as early as Gadgets’ Corner (and, like the Turbo Shot, it will also be available in a number of shops throughout the country) and is used in exactly the same way as the Turbo Shot, but instead of giving Powerstick Man a 100% running advantage, it will give him a 100% hitting and running advantage. Because hitting and running is harder to do and nets a bigger reward for success, the hornets are obviously more expensive than the Turbo Shots.

Note: Both Turbo Shot and the Bag of Hornets are now part of the Master List of Items under “Economic Items.” Special Weapons also have an entry, but they are intentionally incomplete. See the addition about “Loose Pages” below for more information.

Added a future area, “Hidden Beach,” to the list of Water Taxi destinations. Powerstick Man will need a boarding pass before Captain Blood can take him there, and that pass will be available to find only in the Hidden Beach itself. For now, Captain Blood politely rejects him at the request of the destination, as he does if Powerstick Man requests a trip to Cannonball Harbor during the storm.

New Item: “Loose Pages.” These belong to the Master List of Items and explain which special weapons are best against which enemy types. Until Powerstick Man finds these (behind the lower right bookshelf in the Primex Library), the entry for “Special Weapons” will have a “torn” page that features a grossly incomplete list of special weapons attached to the main page. (In a twist of irony, the loose pages will not be included in the master list of items…for now…mua ha ha!)

Added the ability to learn the Hazmat Officer’s second “Brawl” technique. If you defeat him and earn the right to choose either “Strangle” or “Tackle,” he’ll leave the brochure or pamphlet for the other attack on a park bench in Primex’s Yellow Light District.

New Items: “Special Weapons.” These are the items that will create chaos among random enemies causing them immediate defeat and double experience points for the heroes. The weapons include “salt chips,” “mouse traps,” “banana guns,” “water balloons,” “bug spray,” “ice cubes,” “slingshots,” “butter guns,” “big shoes,” “bottles of mace,” “Tasers,” “trap boxes,” “cologne,” “clippers,” “ride height signs,” and “hot water.” Each weapon has a strong advantage over certain enemy types but can have moderate effects or be rendered completely useless among other types. The completed master list of items explains the top two enemy types that each weapon is strongest against. As stated in the master list of items and in this document, enemy types that rule as the majority in battle will take ownership of the formation’s identity. So, if the formation is comprised of 50% or more of rats, then the mouse trap is the best weapon to use against that formation.

Note: All weapons will cost $200 to buy, even those that seem like they should cost a dollar. The reason is because I don’t want the player to assume the cheaper items are reserved for weaker enemies. The special weapons are game-changers that should be treated as puzzle pieces for figuring out which ones work best against which formations. However, because the use of special weapons requires a script, I’ll probably refund the player a certain amount of money for successful use of the right weapon (with cheap items like ice cubes yielding greater refunds). I won’t announce the refund, however. The player will have to discover the money added himself.

Note 2: I got as far as creating the items and menus for the special weapons, but I haven’t fully scripted them yet. I’ll finish the feature for the coming week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

Attempted to fix the problems with the Nectarine Institute’s soundtrack, but I believe the overabundance of repeats stems from the timer flags not doing what they’re supposed to do. None of my adjustments seems to restore the behavior of the original versions. The soundtrack timers use timer flags for battles and menus, but I notice the timer stops during menus anyway. Also, I hate that there isn’t a timer flag that runs during battle menus.

Note: I talked to James about this and he confirmed that “timer flag: menu” was never implemented, so that solves one question. However, he also confirmed that I had the timer command written wrong, since I should’ve written “timer flag: battle, or, timer flag: menu” instead of “timer flag: battle, and, timer flag: menu.”

One of the problems with the Fight Manager is that sometimes the average level isn’t properly recorded. It’s unusual considering that everything that calculates average level uses local variables and should be consistent every time. The strange thing is that sometimes it is consistent every time, but sometimes it’s not. What I believe is happening is that local variables over ID 255 are not consistently recording. The reasons are as follows:

1. I didn’t have this problem until I included every visible random enemy in the script. Prior to doing that, I was well under 255 local variables.

2. Now that I have over 255 local variables (probably close to 1000), I can’t F10 bug-check every variable that goes through that script, so I can’t check to see what all the stats for each enemy is doing, and since I have the variables grouped by enemy stat rather than by enemy (65 variables per stat), I can’t check anything past the second enemy stat.

3. If I try to trace the variables over 255, the engine crashes the moment the script is run.

4. If I define the target variables ahead of 255, the average level for those enemies are consistently correct. However, I still can’t trace them without crashing the system.

So, I think the heart of the problem with this script is that it requires more than 255 local variables to work, but the engine isn’t designed to accurately handle that. I could be wrong, but this is how it appears.

Note: James wrote a far cleaner script for checking average enemy levels for me that pared the local variables down to under ten, but I eventually abandoned it because it searches for all enemies in the formation and doesn’t exclude the invisible enemies that should not be displayed or factored into the equation since they are there for effect only and can’t be targeted. I suppose I could’ve modified the script to check for the invisible picture and record only those that have an image. Actually, I may try that real quick.

Nope, that doesn’t solve a bleeding thing. (
I went ahead and consolidated my formula with James’s, so hopefully that’ll fix things. It’s too late to test, though. The week is now over.

Week 302 (June 15, 2013):

The Fixes:

Finished the “Special Weapons” gimmick for the Fight Manager. Once you buy a weapon, you should be able to use it and reap the rewards or consequences for your choice.

I added the check for hero tags prior to receiving a level-up message after a successful hit and run that yields enough experience to level up. Prior to this fix, every hero had a level-up announcement, even when they weren’t yet added to the party.

Raised the price for medicines at the “Outskirts Haven” shop (the vendor who peddles his wares in the Cannonball Outskirts) to $75 (originally $40). The purpose of this shop is to gouge the adventurer prior to any intense battle.

Note: Sell price for each item at that shop is well above the traditional 50% value, and I don’t remember if that was a strategic choice to get higher buck for the bang, or oversight. I’ll have to think about whether to keep or lower the sell prices for those items. I went ahead and raised the sell price on medicines to $30 (75% of value) just in case it was for strategy. I notice Katrina’s Stash has the same issue.

The Additions:

Added Turbo Shots and Bags of Hornets to each of the various items shops around the country. Item prices adhere to the various gimmicks each shop follows (with “Hot Stuff” undercutting prices but having a limited stock and “Outskirts Haven” overcharging but having unlimited stock).

New Shop: “Weapons Dealer.” This is the place where you want to buy all of your special weapons. To prevent the player from making easy guesses, I’ve assigned the shop items by alphabetical order rather than by item ID.

New NPC: “Dr. Nexus.” He is the “inventor” of the special weapons and offers Powerstick Man six of the more popular weapons for free (one of each). He also gives a brief instructional on how to use them, when to use them, and when not to use them. On top of the lengthy conversation (I tried to keep it short, but it wasn’t practical), he mentions the missing page in the master list of items and suggests that it might be somewhere in Primex. He also talks about his interns who can be found on the streets and highways throughout the country selling the special weapons. They are identified by their “blue lab coats and Sparticus helmets.” The six weapons he gives for free (one time only) are the banana gun, big shoe, bottle of mace, cologne, mouse trap, and salt chips.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 303 (June 22, 2013):

A shallow but significant update this week. The last three weeks have been dedicated to implementing a new feature that enhances the experience of dealing with random enemies. Once again I’ll send this out to the honorary playtesters since this is a game-changer, and I could really use the feedback. Read on to find out more.

The Fixes:

Made some changes to the “Special Weapons” selection for the Fight Manager to better reflect my intention for the feature. First of all, the price of weapons changes if you land a successful hit, or even a marginal hit. Weapons that match preferred enemy types will refund the player anywhere from $75 - $180 of the original $200 price tag depending on the item. Weapons that are hurtful but not perfect will refund anywhere from $25 - $50 off the $200 price tag. I also changed the effects of using a hurtful weapon (the imperfect but still damaging weapons against specific enemy types). I had it so that the heroes would take damage and enter the battle (the same function that missing a run attempt yields), but I had meant to set it so that the imperfect but functional weapon will still take off 20% of the enemy’s HP prior to entering the battle. Now it’s fixed to the desired result.

Note: The weapons that Dr. Nexus gives Powerstick Man will not add a refund to his bank account regardless of success level. So, no exploitation here. Sorry.

Improved functionality of the “Special Weapons” menu selection in the Fight Manager to leave any weapon marked with a 2 (the code number for a successful strike) as a 2 when searching for the enemy majority. This fixes the problem of split majorities getting ineffective or even harmful labels.

Replaced the missing sound effects that were mysteriously deleted in an older version of Custom. These included effect IDs 603-627. Fortunately the names were stored in the HSI file, so I was able to identify which effects belonged to which numbers. But having 24 sound effects missing for nine months kind of sucks.

Adjusted the parenthesis position for the Run/Hit probability display to move 8 pixels to the right if the value for either is 100.

Set the menu tags for the 16 special weapons to turn off after making a selection. This fixes a host of problems that were popping up during special weapons tests. This, I believe, completes the error-checking phase on this feature, and I can officially wrap it at its base. The only changes from here on out will involve adding new enemies to the list.

The Additions:

New NPCs: “Weapons Dealers.” The four representatives of Dr. Nexus—Dealer Mack, Dealer Johnson, Dealer Paulette, and Dealer Makela—can be found in various locations throughout the game along major highways and passes, each one selling the full gamut of pre-battle special weapons available. The current locations so far include spots along “Hitcher Highway,” “Coastal Run,” “Isolation Beach,” “Sandy Smack Island (North),” “Cannonball Outskirts,” “Cannonball City Heights,” “Cannonball Mountain Pass,” and “Highway Split.”

Added an announcement image to the Fight Manager. Prior to the screen appearing, a logo that says “Enemy Attacking!” will swing in from the upper right corner of the screen, freeze for half a second in the middle, and then fly off to the bottom left. Comes with randomized musical sound effects. Can be turned off in case it gets annoying.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Feedback and criticisms on the new feature are welcome. Please pass some of it along.

Actually, don’t get it from the usual spot. Castle Paradox is down at the moment. I’m gonna attempt to upload to SkyDrive or Dropbox.

Week 304 (June 29, 2013):

No update this week.

Week 305 (July 6, 2013):

No update this week, either.

Week 306 (July 13, 2013):

The Fixes:

None this week.

The Additions:

Added an emergency stairwell to the Nectarine Institute of Research. The access point is the emergency exit at the top of the office block that’s normally blocked off during crisis. The stairwell will open after the factory is cleaned (which happens after the alert ticker announces that “Business is back to normal”). The stairwell leads to the medical wing on the second floor and to an as-of-yet-drawn-or-implemented recreational wing on the third floor. The security guard manning the exit on the second floor will move to the side, allowing for smooth journeys between floors. (His dialogue will also change.)

New NPC: “Mr. Marvin.” Appears in Nectarine’s office block near the eastern exit after the cleanup announcement triggers. It seems he has left something of value on the third floor, and he needs Powerstick Man to help him find it. If Powerstick Man can locate the item and bring it back, he will give him an item of value. Pretty straightforward.

Note: Even though his dialogue and scripting is complete, the actual quest will require a new section of the factory, which I am unlikely to start working on for a little while still. So, I won’t be able to test him out until later.

New Item: “Glasses.” A quest item used to satisfy Mr. Marvin’s request. Won’t be technically available until I design the quest that allows Powerstick Man to find it (one that may also, as a side effect, change how the Powerstick Man dating mechanic works), but it is defined, and it is mentioned in the Master List of Items.

New Item: “Map #1.” The prize that Mr. Marvin gives to Powerstick Man for successfully bringing back his glasses. Whoever owns the map can find the location to the Alley of Thebes in Cannonball City, which won’t be implemented for quite some time still.

Note: The “City Maps,” as they are officially called in the Master List of Items, will be used to access several major locations around Cannonball City that aren’t readily available otherwise. These locations, which are used frequently in the books, include the Alley of Thebes, the Clothing District, the Art District (may have a different name in time), and Smack Burgers (the mirrored diner where the superheroes hang out for lunch). None of these locations will actually be built until I’ve finished more important areas first.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 307 (July 20, 2013):

The Fixes:

Added the long-awaited supplemental cut scene to Pilephile Cutscene 2 that shows what happened to Jack Ice after he fled Primex. Introduces the original field agent for the Antiterrorist Task Force, Agent Rick Shaw. Cut scene still isn’t finished, though. I still have to tweak the animations for the Jack Ice portion, and I still have to add the supplemental cut scene that shows where Bald Hairypit has gone. This is in the section for fixes since it modifies an existing cut scene.

The Additions:

New Enemies: “Zip Lagomorphic,” a speedy bunny with a parrot riding on its back; “Hookworm Beast,” a larger standard enemy that burrows into its enemies and poisons them; and “Parrot Warriors,” a duo of soldiers who come to the aid of the parrot riding on the back of the bunny when certain elements attack it. Each of the enemies has graphics and tentative stats, but I’ll save the attacks for another time. They will be used in the eastern regions, so I won’t be placing them for a while still.

New NPC: “Rick Shaw.” Field commander of the Antiterrorist Task Force and superior to Max Powers, he shows up in a cut scene only, but will likely make an appearance down the road whenever I get around to building the Antiterrorist Task Force Headquarters. Even though Max Powers dominates the story that’s told in cut scenes, and is the main friendly antagonist in the books, Rick Shaw gets the ball rolling for him.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 308 (July 27, 2013):

The Fixes:

Added the second supplemental cut scene to Pilephile Cutscene 2. This one features Bald Hairypit attempting to set a trap for Powerstick Man outside the entrance to the Kajagoogoo Suburbs. Also added rain to both supplemental scenes since the eastern Cannonball Strip is supposed to be in the middle of a storm while Powerstick Man attempts to rescue the mayor of Cannonball City, hence why he can’t venture out on the Dead End or No-Outlet Highways until later.

Fixed the overhead tile for the statue at the Hedge Garden Entrance for Raindrop Groves (in the Pilephile Cutscene 2 sequence). Jackson will no longer walk on the statue’s head. Now he’ll walk behind it. 

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 309 (August 3, 2013) – Week 331 (January 4, 2014):

No updates during this period of significant OHR inactivity. Much of this time was spent working on Entrepreneur: The Beginning, Cannonball City, or projects unrelated to the OHR or Powerstick Man.

Week 332 (January 11, 2014):

The Fixes:

Finished updating Pilephile Cutscene 2. Rick Shaw, Max Powers, and the police officers now draw their weapons, and Rick Shaw now takes Jack Ice down with the taser. Meanwhile, Bald Hairypit now chops down the slash pine and carts the trunk to the trigger tree where he hangs it up. Also has a cool but cheesy moment where Bald Hairypit looks at the camera prior to cutting down the tree and lightning cracks. Comes with sound effects.

Had left out a piece of dialogue after freeing Alana (of the Pirate Force Camp) from her chains. Put it back in. Same goes for Mindeena.

Small graphic detail on Retch’s foot. His normal walkabout has two black shoes, but his special set had one black, one brown shoe. Now he’s wearing black shoes in both sets.

The Additions:

Added an NPC blocker to the door for the cabin on No-Outlet Highway to keep Powerstick Man out. This will be important for when Bald Hairypit springs the trap and misses, since he’s supposed to be hiding in that cabin.

Added a few new palettes to test beach colors. It may be a while still before I go through and match preferred palettes to specific areas, but I do want to move in the direction of blending yellows with proper shoreline tans soon.

Added a special feature for Dumpy. If he’s in the active party during the journey through the Pirate Force Camp, he can sniff out the keys whenever he’s in the same room (or within a few tiles) as they are. If Junkyard Bob is in the party, he’ll mention Dumpy’s special skill after Powerstick Man talks to Mindeena. I may exploit this feature in other places as the game deems necessary.

Left 10 sticky gloves and $100 above the crate that Ronnie Malt crashes into when he takes his spill off the ledge in the Pirate Force Camp.

Started working on the quick events that involve Retched and his fight with Powerstick Man by the kitchen in the large mazelike house. If Powerstick Man approaches from the hall to the north, Retched will knock the plant over, blocking Powerstick Man’s path to him. If he tries to move the plant, he and Retched will have a match of taunts. Once Powerstick Man approaches from behind, the quick event setting up the fight will begin. The quick events are mostly finished, but I have a few details to clean up. Also have to consider what happens if the player heads straight for the kitchen and bypasses the initial confrontation completely. The battle itself isn’t yet designed, but it’ll feature three levels, starting with Retched hurling basic body attacks in the first fight, using the plant in the second, and throwing books in the final fight. Each segment should require Powerstick Man to knock out about 400 HP or so. Winning will earn Powerstick Man an item that will allow him to call his horse. Item not yet implemented.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

Just a few errors in the quick events for Retched.

Week 333 (January 18, 2014):

The Fixes:

Rewrote the script for “hero knock.” The original version was too slow and awkward, so I gave it a new contemporary walkabout set and plotscript design.

Some adjustments to the scripts involving Retched to work more smoothly.

Fixed the southern approach to the saw horse magazine in the main hall for the Pirate Force’s maze house.

Changed the “Don't Save Gameover/Loadgame Script IDs" preference bit to ON so that “allocate timers” and the rest of the loading script can work properly.

The Additions:

New NPC: “Rayna Ann.” My solution for forcing the player to run down the hall before coming up through the kitchen to face Retched. Basically she’s a new hostage who blocks passage to the kitchen. To free her, Powerstick Man has to locate a special cutting tool and then use it on her bonds. No key required. Comes with sound effects.

New Item: “Duct Tape Cutter.” The item required to free Rayna Ann. Can be found in the bedroom down the hall on one of the nightstands. Note: If the player throws the cutter away, it’ll automatically appear back on the nightstand.

New NPC: Sleeping guy with a bag over his head. Basically serves as the visual for the story that Rayna Ann tells Powerstick Man regarding her capture. Comes with sound effects.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 334 (January 25, 2014):

The Fixes:

None this week.

The Additions:

Drew a couple of big enemy sprites for the battle with Retched. Nothing’s assembled, though, and the sprites still need polish.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 335 (February 1, 2014):

The Fixes:

Fleshed out most of the sequence where Powerstick Man battles with Retched. I still have to update the battles to include actual battling, and I have a tongue-in-cheek ending I want to add before I call it done, but it’s more or less scripted to completion. I’ve also added in the sound effects.

A side effect to the battle with Retched is that it changes the landscape of the house, so I had to also update the script, “Pirate Relocation Program,” to make everything stick.

The Additions:

New Item: “Horse Whistle.” A placeholder for now, but it will eventually allow Powerstick Man to summon his horse (once he designates it). I still have no idea how I’m gonna make it work, but that will also come eventually.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 336 (February 8, 2014):

The Fixes:

Fixed the victory song interruption for the battle with Retched. Now the cinematic song plays throughout the entire sequence.

Made the “Den of Filth” nastier than before. More blood on the walls (in decorative fashion), more gunk on the floors, and a host of small changes make it even creepier.

Updated “Fighting Retched” to include a last-minute attack from the naked paper bag-headed guy from the bedroom next to the hall. Though, Powerstick Man doesn’t actually enter battle with him. He just punches him. The end result causes the man to drop the “stash key,” which Powerstick Man picks up, ending the sequence and returning control back to the player.

Updated the cage rescues of Ronnie Malt and Joline by adding sound effects to the opening and closing of the cage doors.

Fixed the gate to the “Den of Filth” stash room to keep Powerstick Man out if he doesn’t have the key. Likewise, if he has the key, he can open it. I have not yet scripted it to stay open. Will do that for the coming week.

The Additions:

New Item: “Horseshoes.” Found in the chest at the edge of the horse pasture in the Pirate Force Camp, these are necessary for “branding” the horse that Powerstick Man can claim as his steed. Although I won’t actually implement horse-calling and riding until sometime after the entire Pirate Force sequence is finished, the plan is to script Thunderboy as Powerstick Man’s horse of choice. The tag required to brand him is already defined (Tag 874).

New Item: “Stash Key.” Required to open the cell that holds the treasure hoard at the end of the Den of Filth. Collected after Powerstick Man knocks out the sleazy guy with the bag over his head.

Note: New items, including last week’s horse whistle, now have entries into the Master List of Items. The stash key is filed under the entry for “Pirate Force Keys.” All three items are under the category for Access Items.

New Weapon: “S&M Whip.” A gimmick whip that’s slightly weaker than the Mullet Whip but much easier to find. Everyone but Dumpy can use it. Located on a table in the Den of Filth.

More scenery triggers to the “Den of Filth.” Mostly added small observable things on the tables, but I did add an additional gimmick called the “bubble inhaler,” which acts as a faux healer. Where most “fountain” type objects are used to restore a hero’s health and magic (or in Powerstick Man’s case, health and power), the bubble inhaler merely gives the illusion of healing. The way it works is that it saves every hero’s current and maximum HP and PP stats, then offers full healing. After a minute passes, Powerstick Man will “gag,” and his and everyone else’s HP and PP stats will return to whatever they were prior to visiting the inhaler. The idea is that he is too dazed to realize that he is not actually healthier, and he’ll continue to think he’s healthier until the bubble effects wear off.

Added a breathing effect outside the dining room where Rayna Ann is held captive for whenever Powerstick Man draws close. The effect only works if Rayna Ann is still bound. Once she’s freed, the sound effect no longer triggers.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 337 (February 15, 2014):

The Fixes:

Slightly modified Powerstick Man’s dismount animation when he climbs off the x-ray machine at the beginning of the game.

The naked guy with the bag over his head now spins and drops when Powerstick Man decks him at the end of the Retched battle.

The gate to the stash room will now remain open once Powerstick Man accesses it.

The Additions:

Added close to 20 ambient sounds to the “Den of Filth,” making it one of the most disturbing maps in the game. I’m not actually sure how this one’s gonna play out once I’ve finished with it. The sound effects are quite unsettling. Each sound is triggered by zone and many will only play if the player is facing a certain direction. Anyway, I don’t expect it to be a fan favorite.

Edit: Actually, I kinda hate the aesthetic, now that I’ve played through it, and I think it clashes too much (or, in some cases, is too drowned out) with the music. I’m gonna have to change this.

Powerstick Man will stop and comment on a few of the sounds that he hears in the Den of Filth. For one of them, we actually catch a glimpse of his fear. 

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 338 (February 22, 2014):

The Fixes:

Readjusted the soundscape for the “Den of Filth.” Between the music and all the extra guitar riffs and whatnot, it was too darn cluttered. Now it’s set up to keep the music turned off until the player reaches “Lagoon Falls,” which will eventually be transformed to require defeating the pirate boss (Vile Morgan?). Once the caverns are cleared, the Den of Filth soundscape will get turned off and the original ambient music will return. Also fixed the triggering methods for several of the bigger sounds. I may need to do more work on it, but it’s a lot better now.

Changed the “Message Alerts” triggering system to activate only once when Cannonball East is unlocked. This will prevent stacking if the player decides to tackle all three challenges (Treasure Cove Cave, Cannonball Mountain, and Pirate Force Camp).

The Additions:

New NPC: “Sunbake Charley.” A hapless construction worker who was given a pickaxe and told to start digging by his company. Has no idea why, and has no idea what he’s supposed to dig. Powerstick Man gives him advice. Can be found in the heart of South Drive. Will eventually lead to a new area (once the mine is dug). Right now he only swings the pickaxe. In time, the map will change textures to show the mine in development after certain checkpoints are reached.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 339 (March 1, 2014):

The Fixes:

Changed the ending of the battle with Retched to account for the arrival of the naked guy with the bag over his head. It was awkward having the naked guy complain about his downed leader when the leader had already departed. Now Retched comes back, claiming that his house is the other way, and Powerstick Man trips him as he leaves. Once the naked guy hits the floor, Retched will get up and leave properly.

The key that’s supposed to fall out of the naked guy with the bag over his head’s hand now slides away from him.

Added more sound effects to the Retched endgame.

Some dialogue changes.

Made more adjustments to the Den of Filth’s soundscape, including silencing certain sounds at certain junctures and implementing a new one for the new hall.

Improved the Den of Filth’s atmosphere by adding mood lighting. The dungeon will lower its gradient among reds, greens, and blues by up to 15 off from center. It never gets too dark to see or too much off from the original colors to become overly distracting.

Note: I tried using this mood lighting in “Boondock Caverns” and quickly felt tired by it. This is definitely not a gimmick I want to exploit, not unless I want a cure for insomnia. It works for the Den of Filth, but probably not anywhere else.

Changed Bennett (from “South Drive”) to avoid Zone 1. This will prevent overlapping when Sunbake Charley begins digging the mine.

Modified the stone path in “Cannonball Valley” to run into the cliff wall and added a couple of trees around it. This will mark the path to the Pirate Force Camp once it’s cleared. A blocking NPC stops the player from accessing it prematurely.

The naked guy with the bag over his head is supposed to return to bed after the player clears “Boondock Caverns,” but thanks to me forgetting to set the trigger that calls it, he never did. So, he should now.

The Additions:

Designed Lumberjack Jack to change locations after certain milestones are achieved. When he clears the path to the “Hidden Side Road,” he’ll stall at the end of the road just outside the Pirate Force Camp. Once Retched is defeated, he’ll then move to a patch of woods at the eastern end of the camp (just above the fencing that rings off the horse pasture) and start cutting. Once “Boondock Caverns” is cleared (or the pirate boss is defeated), he’ll open the path to “Cannonball Valley.”

New NPCs: “Georges,” “Stanley,” and “Urgle.” These guys are observers, thieves, and wannabe rescuers (who aren’t brave enough to rescue anyone) that stalk the northern road between the village along the Hidden Side Road and the Pirate Force Camp. They give Powerstick Man information about the camp and try to discourage him from moving forward. Stanley serves a double function in leading Powerstick Man to Ronnie Malt, who has the key to the shed. He only speaks of it if Powerstick Man talks to him after defeating Retched and hasn’t yet found the shed key.

Built a new hall in the “Den of Filth” to tempt heroes onto a collapsing floor (which I have not created yet but will soon). This hall will lead to another section of the dungeon where machines and lighting will form a cell-unlocking puzzle.

Added a new section to “Boondock Caverns.” This is where the collapsing floor will drop the heroes, and the path needed to climb out will take them to that room with the water pit and dock. Still need to work out the kinks.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

At one point the “bag man snoring” script (an each-step script) kept running even after I had left the map, though I don’t know why. I could only get it to do it once, and I don’t know what I had done. An engine glitch, maybe? I don’t know.

Somehow most of my wallmaps were erased from Boondock Caverns (either after I extended the map or after I drew a new corridor and mass-animated maptiles).

Week 340 (March 8, 2014):

No update this week. But this does mark the weekend that launches the novel series narrative.

Week 341 (March 15, 2014):

The Fixes:

Powerstick Man and company now fall through the crack in the Den of Filth into Boondock River (the wide pool of water in the Boondock Caverns). Once in the water, they can all swim around. Once they get out, they cannot get back in. (This may change at some point.)

As a side effect to allowing heroes to swim around in Boondock River, I altered some of the graphics to include half-body submerging and water splashes in idle mode.

Fixed the over/under bridge travel path that links Boondock River to the rest of the cave. Added sound effects to the bridge.

Modified Zone 4 of Boondock Caverns to include the new corridors that link Boondock River to “Boondock Pool.” (This is the zone that gives the cave its running water sound effect.) Modified Zone 5 to include Boondock River. (This is the zone that plays the waterfall sound effect.)

The Additions:

New Map: “Boondock Pool.” This is still under construction and not hooked up to anything yet, but it will serve as the dividing line between the Boondock River area and the rest of the cave. Its purpose is to deliver a 2-D side-scrolling diving obstacle course in the vain of “Dock Dive” to make the passage back to the Den of Filth more interesting.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 342 (March 22, 2014):

The Fixes:

Finished the layout for “Boondock Pool.” The way it works is that depending on which side he approaches, Powerstick Man will either descend the left ladder or the right, and be forced to swim through a labyrinth of rocks and stalagmites/stalactites to reach the other side. Along the way he can collect treasure (not yet implemented). But he has to watch out for the sharp rocks, or they will cut him up. Rocks will take off 10 HP from all heroes in the party for each brush, but no hero will dip below 10 HP, so it is impossible to lose underwater.

Note: The hit detection on the rocks is bad. I think it has to do with the script that controls swimming movement. Sometimes they injure; sometimes they don’t. I probably won’t try to fix this unless it’s painfully bad in common practice.

While porting over the “Dock Dive Redux” and “Underwater” templates for “Boondock Pool,” I noticed a bad equation in the strength level up for the Field Stat Climber when swimming in the ocean. Basically, the script tries to divide 1000 into the hero number rather than the strength counter, causing no change in the strength value if the counter happens to flip while the player is underwater. Obviously, this is undesirable, so I fixed it. I also matched the counter values with those found in the swimming pool and Boondock River (everyone but Stacklash grows 3 strength field points for swimming; Stacklash grows 4 points).

I also extended the bottom edge of “Coastal Run” by three tiles to prevent the camera skip when the heroes dive off the dock into the ocean.

The hole that forms under Powerstick Man’s feet in the “Den of Filth” now maintains its state until he repairs it. If he tries to walk into it, he’ll either stop, or try to fix it (if he has a plank).

Linked the Field Stat Counter displays back to the menu so that the player doesn’t have to keep re-accessing the counter from the “Special Functions” menu.

Fixed the Street Identifier to include maps 99-103 (not sure why they weren’t included before) and everything from map 117 on up. None of these maps have streets, so they get the “No Street Here” message.

The Additions:

New Item: “Plank.” This is needed to bridge the hole that breaks under Powerstick Man’s feet. Located in one of the chests in Boondock Pool. (Will probably be the only item down there until I update all of the empty chests I still have throughout this part of the game.) Added to the Master List of Items under the “Access Items” menu.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 343 (March 29, 2014):

The Fixes:

Fight Manager menus now prevent the player from exiting by hitting ESC. This should prevent a permanent lockup.

Fixed a broken overhead tile in the Nectarine Institute’s main storage hangar. A shelf near the T-Rat crate was drawing the wrong tile whenever Powerstick Man walks behind it.

Updated the Hotel Primex Swimming Pool to include each hero’s idle swimming graphics. Updated each graphic with water particles.

Fixed the Nectarine Institute’s Power Plant from buzzing if Powerstick Man walks into the anteroom while the cones are zapping with electricity. Further error-proofed the level by stopping the timers as soon as he walks back into the main unrestricted hall.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 344 (April 5, 2014):

Just wanted to say a special thanks to Willy Elektrix for discovering a host of early game bugs and listing them for me. The last couple of weeks’ early game bugfixes have been a result of his findings.

The Fixes:

Fixed a broken wallmap behind the weapons dealer along the Hitcher Highway (accessible from the section of highway on the other side of the trees).

Fixed the problems with player control resuming during the opening sequences of the game (and possibly any other quick-time event throughout the Nectarine Institute of Research) by adding a zone to Gadgets Mahoney’s storeroom and making sure the player is standing in it before his script is run. Because his script was attached to “Scenery Sounds,” player control was resuming with every step, real or scripted, that the hero took throughout the factory ground floor.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 345 (April 12, 2014):

The Fixes:

Addressing more stuff from Willy Electrix’s playthrough:

The Flashbringer’s mechanic is not readily inherent. Instead of simply picking it up out of the crate, Powerstick Man now comments on how dangerous it is, and basically implies that it’s a weapon. This should make the player more keenly aware of its use. Also, I added an ownership tag to the weapon, which is now the requirement for turning off the basement shadows. So, you no longer have to keep the weapon in hand all the way back to the House of Sammy. I don’t think this affects the end game for this quest, since “Clean Basement” is the tag required to close the areas below the surface, and I think that only happens after the Shadow Boss is defeated. I’ll have to test it for myself at some point, though.

Changed the battle menus to “Pause on All Battle Menus” per Willy’s suggestion. He says it would cause the player to think through the battles more. I’ll give it a try, see if I like the change. This may or may not be a temporary.

When speaking to Linus (in the Forgotten Junkyard), Powerstick Man makes a reference to his car stalling on the highway (and him owning a car). I wrote alternative dialogue to accommodate the condition that the player never retrieves the car from the parking lot.

Other stuff I’m on top of:

Fixed the issues with parallax on Mayor Applewhite’s balcony. The y-axis scrolling still isn’t perfect, but I think that’s more an issue with the engine than it is with the scripting or design. Maybe I can do more with it. I don’t know. It seems to jump every time it stops (perhaps to align with the nearest tile). Not sure how I would change that. The x-axis is more dramatic than it used to be. I also extended the source background to prevent seeing blue space when the camera gets close to the eastern edge, and moved everything down by three tiles to keep the blue from showing up when heading toward the doors. Finally, I integrated parallax into the automatic camera pan when Powerstick Man notices movement in the window. Unless I’m missing anything in one of the alternative scripts (which I don’t believe incorporates camera panning), this should solve all the parallax problems on the balcony.

Adjusted the transitions from balcony to inside the penthouse and back again during the mayor’s wife or mistress cutscene(s). Now there’s a fade hidden under the hard black screen to prevent map name from showing in that single tick where it slips in. Fixed it for all relevant scripts.

Added a “hide string” function to the timer that counts down until the mayor’s wife or mistress returns to bed when a condition interrupts it. This prevents permanent string display if Powerstick Man is caught.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 346 (April 19, 2014):

No update this week.

Week 347 (April 26, 2014):

The Fixes:

Willy Elektrix reported that the photo album in the Hotel Primex could cycle through the images on arrow key presses, but it retriggers when the player hits Spacebar. I’ve rewritten the script to use right and left arrows to cycle forward and back, and up, down, Enter, and Space to close the book. A new message will preface the controls. Also fixed a textbox that had cut off the word just.

Converted the waits used in the Hotel Primex’s security guard’s (Buford’s) movement scripts to timers to eliminate the obnoxious pauses during other actions. Also tweaked the existing scripts to prevent lockups and to prevent stopping him on the wrong pixel, thus making him impossible to talk to. Shouldn’t be anymore problems with Buford.

Likewise, I bound NPC automations for the hotel maid and the bookworm to zones so that their implicit waits won’t interfere with other scripts. This should make most of Hotel Primex work smoothly. If there’s anything else out of sync, I don’t yet know about it.

All automated NPCs in the Hotel Primex now use “set npc obstructs” to eliminate the misuse of “suspend obstruction.” Changing the maps before scripts finish will automatically set them back to regular obstruction use. One of these days I’ll go through all of my scripts and implement this type of change.

Some logic fixes in the Hotel Primex: Powerstick Man now comments differently at the cleaning cart if the maid is outside of Zone 6, which extends to just outside the mayor’s door, and does not include Powerstick Man’s room. This prevents that awkward moment when the maid comments on his investigation when she’s not even in the hallway. Also, when Powerstick Man has a team, he’ll say “I guess whoever’s at the front of the line should go into the pool,” when he approaches the changing rooms. I’ve now changed the dialogue to “changing room” instead of “pool.” This prevents that awkward moment when he, or whoever’s at the front of the line, is already in his swim trunks and not about to go into the pool.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 348 (May 3, 2014) – Week 356 (June 28, 2014):

No update during this period. Focused on finalizing 120,000-word version of Cannonball City so I can start shopping it around and made some headway into Entrepreneur: The Beginning v1.3.

Week 357 (July 5, 2014):

Gonna send out a lopsided update this week simply because it’s been a solid year since the last official e-mail report, and I think that’s pretty lame. I kept delaying it for lack of any real significant changes, but my life these days doesn’t allow me the kind of time to really knock the good updates out anymore (unless I want to cease work on everything else).

Anyway, there are a lot of dead weeks here, so as before, I’ll report only the weeks that matter and lump sum the rest. The biggest thing to notice here is the subtle progression of the Pirate Force Camp subplot. It’s ridiculous how long I’ve spent on this section, but it is what it is. I also had some late bug-discovering help from Willy Elektrix, whose been playing the game since April and finding some obscure bugs for me to squash.

I’m including James and Wobbler on this list for prestige.

So, here’s what happened since June of last year.

The Fixes:

Thanks to some transmogrification advice from James on the “Question on making a battle system” thread (by marionline), I found out a better way to make the “revealer” item work. So, instead of the attack transmogrifying everything into Arachnoviolets, the “RevealTrue” attack now casts a new elemental called “Transmogrify,” and when the Arachnoinvisist (Arachnoviolet’s invisible form) is hit with the Transmogrify elemental, it will counter with a self-inflicting attack called “Arach-Reveal” (ArachRevel) that transmogrifies it to its true form. With the inclusion of this new element, I can find other uses for the revealer.

More Willy Elektrix discoveries round out the remaining fixes for this week:

Some dialogue fixes.

Fixed a bad wallmap on “Cannonball Outskirts” on one of the first pink trees.

Fixed a bad ordering issue with Lucas, the Grungies sergeant who’s sitting on the car in the alley (in the slums). If you initiate a bribe, but then decline payment, Powerstick Man would respond as if he never initiated the bribe. Now his dialogue corresponds appropriately with the choices made.

Note: I still need to finish this side quest. It’s supposed to lead to the introduction of Hack Rabbit in the Pickerton District. Probably best if I finish it sooner than later. (I wonder how many other side quests are still incomplete.)

The machine with the conveyor belt inside the factory at the industrial district now has an alternate piece of dialogue if Powerstick Man looks at it from behind. He can now get $50 from checking the backside. (Previously, he had no reaction, which Willy Elektrix thought was weird.)

The Dumpster to the far left of the industrial district had no flavor text attached (whereas all the others throughout the map and the adjacent slums had something), so I gave it something. Calling it a fix rather than an addition because it fixes consistency.

Updated the graphic for the cannon statue in the hidden alcove of “Cannonball Outskirts.” Willy Elektrix claimed that he had no clue what it was. I also added a sign north of the cannon to better clarify what it is.

Fixed the tops of the lockers in the Nectarine Institute of Research’s ground floor area. This was actually part of Willy’s early reports, but for some reason I had forgotten to address it.

Revised the graphics for the guard shack along the Nectarine parking lot to look a little fuller. It now has a legitimate roof.

The Additions:

Put Coldplay’s “Magic” in the soundtrack. I have no idea yet where I’m gonna use it.

Added a dirt road at the true exit from the Forgotten Junkyard, and a guard shack to signal its importance. Comes with flavor text. This should make the way out more obvious.

Added flavor text to the guard shack outside the Nectarine parking lot to be consistent with the one I added to the junkyard.

Note: I just discovered that Coldplay’s first song was called “Ode to Deodorant.” Maybe that should be Powerstick Man’s official theme song. I downloaded the midi for it just in case (but it’s not in the game file).

Here’s a link to the song on Youtube: https://www.youtube.com/watch?v=JtBLyseeU3c
The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

And that covers the latest changes. Sorry I’m not nearly as far along as I should be after so much time has passed. Maybe the next report will be better.

Here’s the link: [redacted]
Enjoy.

Week 358 (July 12, 2014):

No update.

Week 359 (July 19, 2014):

The Fixes:

Fixed the reversible/irreversible graphics and bits for a few of the Pirate Force attacks so that kicks and blunt weapons should display properly in battle.

Fixed the graphic for the S&M Whip’s attack (the equippable weapon, not the one that Chunky Mama uses). Previously used an old whip graphic (as a placeholder?). Attached “WhipSmack” attack to the whip’s “When used as weapon” bitset. This should fix any problems with using the whip in battle.

Gave Retched his attacks. Each form has several basic attacks and at least one desperation attack. Each form can also take on a defensive role, especially in desperation mode. It’ll be a while before I can test this legitimately.

Not that it matters this early since it’s not even implemented yet, but I noticed that Mr. Marvin’s glasses aren’t fully donned in the animation frames, so I added to the last two frames.

Changed the response trigger outside the first Pirate Force house to Mindeena (the first chained girl) calling out to Powerstick Man if he ignores her initially. This address a peeve that Giz (and maybe other players) has about heroes who defy the player’s control by saying they don’t want to go where the player is trying to go.

Note: There are probably a number of places where this happens, so I’ll have to keep an eye open for it in future playtests. 

Updated the tiles for the Pirate Force Camp’s indoor area to reflect changes in lighting. This is done primarily to identify room exits where they may not be otherwise obvious. Inner rooms have darker tiles; doors that lead outside will have lighter tiles. The tile changes are made for one-tile entryways only. Actual doors do not have tile color changes.

The Additions:

New NPC: “Marcus Smooth.” A reporter for the Cannonball City Times who’s observing the Pirate Force Camp from the northern fence. He’s looking for a story, but he’s also concerned about his girlfriend who was recently kidnapped and brought to the camp. Maybe Powerstick Man can help him with both issues. The conversation Powerstick Man has with him plays out according to where he’s standing in relation to Marcus and whether or not he’s traveled the camp prior to talking to him.

Note: Marcus Smooth disappears after Martinique is rescued. Also, once he’s gone, he’s gone until I build the newspaper office far in the future, so his role at the moment is for flavoring the story.

New NPC: “Hazer.” A generic-looking NPC who can be found inside the first Pirate Force house. His job is to talk about the dangers that Powerstick Man will face should he talk to anyone else in the camp, and how best to handle them.

New NPCs: “Pirate Force Lawyers.” This team of seven can be found throughout the Pirate Force Camp, and can aid Powerstick Man’s quest in defeating the Pirate Force, if he doesn’t piss them off first. When Powerstick Man talks to a lawyer, they will ask him a question that he must either answer correctly, answer close to correctly, answer kinda wrongly, answer very wrongly, or decline response. Correct answers will earn him a special trinket designed to defeat select members of the Pirate Force in battle. Almost correct answers will earn him a healing item. Sort of incorrect answers will earn him nothing. Very incorrect answers will earn him a slap to the face (costing him up to 20 HP), and declining response will earn him $20, and a possible consequence down the road, which I haven’t decided on yet. If Powerstick Man has less than 20 HP when he’s slapped, he’ll be reduced to 1 HP. The lawyers are professionals who are caught in a sleazy world, and their names and wardrobes reflect this. The lawyer’s names are Johnny Trash, Nicky Breeze, Peter Ballzay, Stacy Desire, Bunny Menagerie, Slasher Attache, and Honey Brutiful. They’re as trashy as their names sound. Johnny Trash is the first one Powerstick Man will encounter, and Powerstick Man can’t access the others until he’s talked to Johnny first.

Note: Johnny Trash has two encounter locations. Powerstick Man will find him either in the bedroom of the first house, or just outside the patio in the first house’s backyard. If Powerstick Man enters the bedroom, he’ll trigger a tag that erases the outdoor Johnny Trash. This is a safeguard in case the player doesn’t notice the bedroom when he walks through the house. The tag erases the outdoor Johnny Trash for continuity purposes, but there is no contingency for the reverse—reason being that I don’t want to risk locking Johnny out of the game before the player talks to him. I have to assume the player will talk to him in one location or the other.

Note 2: I won’t confirm this, but one idea for declining answers is that seven declines might lock Powerstick Man out of his home (because the lawyers legally buy it for $140). There can be lesser consequences depending on count, but I think that’ll be the top penalty.

Note 3: Although the NPC sprites are drawn and most of the dialogue is in place, I didn’t actually finish implementing the seven lawyers, so I’ll have to work on that for the coming week.

New Items: “Exploit Balls.” These nasty little trinkets are designed to distract select members of the Pirate Force during a battle. Throw the ball that matches its intended target and gain a powerful blow against his or her HP (60% for minions, 50% for bosses). As of now, there are seven of them: one for Plant Punk, one for Pasty Skinhead, one for Chunky Mama, one for Pirate Runt, one for Leather Nymph, one for Bikini Gimp, and one for Retched. Using them against an unintended target will only take off 5 HP, so it’s best to use them in the appropriate battle. I may or may not make more down the road, and I may or may not make more for different types of enemies in later places. These can only be acquired by guessing the Pirate Lawyers’ questions correctly. Added to the Master List of Items (under attack items).

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week. 

Week 360 (July 26, 2014):

The Fixes:

Finished writing the text and question boxes for the seven lawyers, but I still have to commit everything to scripting. One of the question boxes receives the same response from the lawyer no matter which name Powerstick Man picks: when Honey Brutiful asks Powerstick Man what the name is of the woman who the tennis player in Primex most fancies, he’ll slap him no matter what he says. The gimmick here is that whoever Powerstick names will be the one who gets bonus attention whenever I start the dating story.

I was gonna do more, but I spent most of the week playtesting Okedoke: La Leyenda Mexicana for its final version.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 361 (August 2, 2014):

The Fixes:

Noticed that Plant Punk is relocated to the vestibule area of the big house after his first battle with Powerstick Man. This, unfortunately, puts him in the direct path of both Retched (during the battle sequence) and the naked guy with the bag over his head when he comes out to intervene on Retched’s behalf. So, I moved him to the alcove in front of the painting (same hall) and restricted his movement to just that tile. This allows his escape script to work as originally intended without causing him to block the others.

Implemented the scripts for Nicky Breeze, Peter Ballzay, and Stacy Desire. I actually had no idea how long this would take. I had to draw give and slap gestures for each lawyer beyond Johnny trash. I also had to set the appearance for 300 text boxes and link each one accordingly. I decided just to link boxes as I go. The whole process so far has taken me about four hours. I didn’t think it would take so long. I basically ran out of time for the week (after getting another late start). So, when I resume, I’ll have three more lawyers to script.

The Additions:

New NPC: “Harky Leigh.” She had a bit too much to drink after eating something disagreeable the night before, so now she’s sitting beside a bathtub writhing in her misery. Added her just because I had an area in the Pirate Force Camp that had nothing else going for it, and I didn’t want it empty.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 362 (August 9, 2014):

The Fixes:

Finished scripting the dialogue, questions, actions, and giftings for all seven Pirate Force lawyers. This more or less completes the primary interactive elements for the Pirate Force Camp. Though, I imagine I’ll have at least one or two more fringe characters guiding our heroes’ journey to acquire information, I don’t think the topside gameplay will be more in-depth than what it is already. I just have to deal with bugs and cosmetic things now.

Note: Each lawyer has a different amount of power in each slap. Johnny Trash hits for 20 HP, Nicky Breeze and Peter Ballzay hit for 40 HP, Stacy Desire and Bunny Menagerie (and their sharp nails) hit for 50 HP, and Slasher Attache and Honey Brutiful, the bruisers, hit for 75 HP. Honey Brutiful attacks at least once due to a question he asks about Powerstick Man’s love interest that he thinks there is no right answer for. This is unavoidable and will cost Powerstick Man an additional 75 HP. Whatever Powerstick Man says will influence the dating game sometime later. I don’t know how yet.

Changed Harky Leigh’s access type to “Do Not Face Player.”

The Additions:

New Menu Item: “Action Use Items.” Although I spent the last part of this design week giving new tags to old items and creating menu entries, I did not actually get around to implementing the heart of this feature yet. The idea here is to allow the player easy access to inventory items that do interactive things (whether action based, like bus passes, or readable, like notes) without having to search them out in the inventory menu, which can be clunky. So, bus passes, bus tickets, lottery tickets, etc. can be used from this new menu, as long as the player has at least one. Menu items won’t display if the player has zero. I’ll have to change the single-use items slightly to check for selection, since using the menus won’t directly eat up the items that would normally trigger these scripts. But, it’s too late right now to hunt down all the relevant text boxes and scripts to make this fully functional. That’ll have to happen later.

Note: Searching through my items again reminds me that I have several open-ended quests and no memory of what they were for. This would’ve made a great case for designing Powerstick Man with the Entrepreneur style of journaling. Oh well. I’ll figure this stuff out as I go.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 363 (August 16, 2014):

The Fixes:

Modified the bus traveling scripts and lottery ticket script to include a condition that checks whether the items were selected from the menu or not. If they were selected from the menu, they will automatically delete one from the inventory. Selecting the item directly from the items menu will not trigger the condition, so the “consumed by use” bit will continue to function as usual.

Changed the bus travel script name “Escape to Faberge” to the more relevant “Escape to Nectarine.” I was getting tired of remembering what this one was called every time I need to update it.

Finished including the trigger texts to each Action Use Item in the menus. The feature should work as intended now. I also added one that I had initially overlooked but is still quite important to the menu: The Master List of Items. I set that at the top of the Notes and Things menu.

Created an entry for “Notes and Things” on the Action Use Items main menu. I had forgotten to do this last night (though, I didn’t forget to include a back button to the first menu). This should complete the Action Use Items feature so far. Later on I may need to add additional items, like phone numbers and whatnot.

Fixed the floors on the Pirate Force Camp battle backdrops to look less ugly. They fit a more sensible design now. Also added a bathroom backdrop (red and black) for the Pasty Skinhead. Began swapping out old backdrops for new ones. This will be a work in progress that I hope to finish this week, but because I hate doing backdrops, this could take longer. I still have to draw backgrounds for at least two different room types (bedroom and kitchen) with a possible third type (game room or master bedroom). Although I won’t use all of the backgrounds, I’m still making red and black options for each room. If the momentum continues, I plan to make the backdrop for the Den of Filth this week. If. I try to save backdrops for those moments when I really need to move on.

Changed the length of certain chains in the Den of Filth to accommodate its prisoners. Also changed the swinging animations for the chains.

The Additions:

New NPCs: “Heidi Lake,” “Albert Socks,” and “Harmony Rose.” These are the people that Powerstick Man can rescue from the chains down in the Den of Filth. Like the ones in the Pirate Force Camp, they need keys to unlock them. Each has his or her own backstory that contributes to the location’s narrative.

Note: When Albert Socks is rescued, he has to pass through a chain of spiked floors in order to exit. He’ll actually wait at the first tile until all the spikes in his way are clear. Then he’ll make a run for it.

New Item: “Den of Filth Key.” This is the key necessary for unlocking the chains hanging from the walls of the Den of Filth. I won’t actually implement these until I have all the prisoners in place and the battles ready to go (and until I figure out what I want in all of the treasure boxes that are still unfilled).

Edit: Actually, I am going to leave a dummy key on the medical bed just outside of the first two dungeon rooms for now, for testing purposes. I’ll remove it once all the prisoners’ releases have been tested.

Added flavor text to the wad of string (or rope or whatever) sitting on the floor in the Den of Filth’s main lobby. I think I had meant to write something for it once upon a time but forgot.

Forgot to add “Duct Tape Cutter” to the Master List of Items. Added that along with the new Den of Filth Keys. The Den of Filth Key has a separate entry from the Pirate Force Keys mainly because a.) it has a different prefix and b.) I plan to add one more type of key before this section is complete, and adding it to the Pirate Force set seems like overkill. Plus, I can justify leaving the Stash Key as part of the Pirate Force set (which has the PF prefix) because it’s recovered from the camp, whereas the Den of Filth set (prefix DF) is recovered from underground.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

I haven’t really been testing a lot of the latest additions, so it’s possible there are lingering bugs that I haven’t caught yet.

Week 364 (August 23, 2014):

The Fixes:

Added some lighting to two frames belonging to Albert Socks that I had missed initially.

Some dialogue fixes that Willy Elektrix caught.

Fixed a problem with the Heights Hotel that’s leftover from the time when I split all the dialogue boxes in half. As can be expected, some conditions appear in both halves of the cloned textbox, and this is one of those cases. Essentially, the request for selecting the inn appears a box too early and appears again in the next box, which could make things disastrous for anyone who actually chooses to take a nap. Anyway, it’s fixed now.

Changed what happens when the player tries to wander too far from the Cannonball City Municipal District Community Center as Jimmy Knightly. This addresses the issue some players have with the character disobeying player control and the game boxing them into a set narrative.

The Additions:

New NPCs: “Wendy Kale” and “Fade Laker.” Two more prisoners that can be found and liberated from the Den of Filth. Fade Laker provides additional insight into the way the Pirate Force thinks and operates.

New Item: “Den of Filth Golden Key.” Like the regular Den of Filth Key, this is needed to unlock prisoner shackles. The difference is that golden keys are reserved for Pirate Force members who are being punished for something they did against gang standards. They can be found on chains that hang over spiked tiles. Added it to the Den of Filth Key description in the Master List of Items.

Note: Like the regular Den of Filth keys, this key will have a temporary spot on the metal table for testing purposes. Eventually, it can be obtained only by defeating the lead executioner (group title yet to be established), Tasker Milde.

New Font Symbol: “Key.” Not sure how often I’ll use this, but abbreviated words (like those used for items) can now have a key symbol included if the word “key” cannot be spelled out. The above item is the first to use it.

New NPCs: “Jimmy Knightly Fans.” These are the people who swarm the Municipal District when Powerstick Man tries to walk too far away from the community center as his alter ego, Jimmy Knightly. They appear if he crosses the original lines of demarcation (north or south), and they won’t go away until he changes back to the Powerstick suit.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

Still haven’t tested anything.

Week 365 (August 30, 2014):

The Fixes:

Super fans now change positions whenever Powerstick Man either exits the community center or the bank. They’ll surround the entrance to the community center if he emerges as Jimmy Knightly (after he triggers them on the street, reenters the center, and exits without changing back to Powerstick Man), preventing him from moving around much, or block the cross-street by the hedges, with a few stragglers turning to pursuing fans near the fountain, if he enters and exits the bank as Jimmy Knightly.

Forgot to set Tag 957 when Powerstick Man (as Jimmy Knightly) suggests that he not venture further into the city without his Powerstick uniform. This was essential for triggering the fans. Fixed now.

The bathroom stall in the Community Center had been erasing a framing tile when Powerstick Man enters and exits during the alter ego switching sequence. Added two additional graphics layers to prevent this.

Added tops to the Community Center bathroom stall frames to look less cut-off.

Readjusted the box positions for the fans when they first appear onscreen in the Municipal District.

Rescripted the southern wall of fans to move forward even if Powerstick Man triggers the north wall. This keeps them from hugging the edge of the map.

Some dialogue fixes.

Changed the flickering bathroom lights in the Community Center to work on a series of timers rather than a series of waits. This should minimize script-clashing while it cycles through the flashes. The lights are more likely to pause during other actions than the other way around.

Note: I started work on rewriting the bank customer queue scripts to use timers and fake-multitasking action codes, a la Entrepreneur: The Beginning’s customer navigational AI, but that, too, is giving me more problems than I can track, so I’m gonna table it for the time being—at least until I can give it more time and focus. The relevant scripts are “bank action codes 1-8,” “advance customer in queue redux,” “next in line redux,” and “set action code.” I’ll probably come back to it after I finish with the Pirate Force stuff.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 366 (September 6, 2014):

The Fixes:

Well, it’s not really a fix yet, but I’ve finally moved the bank teller announcements to a position over the caller’s head instead of the top left corner of the screen. Unfortunately, this has introduced a new set of problems that I haven’t fixed yet, including the issue of text lines overlapping each other or simply not going away, so maybe next week I can iron those kinks out. I just wanted to get something done toward that fix before the week ended, though.

The Additions:

Added the Strangler to the main dance floor at the Foxberry. Follows the same general script as the dancing hitcher. Eventually he’ll do tricks with his whip, but not this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

The bank teller announcements are still funky.

Weeks 367 – 370 (September 13, 2014 – October 4, 2014):

No update.

Week 371 (October 11, 2014):

The Fixes:

None this week.

The Additions:

Began working on battle backgrounds for pirate bedrooms. Unfinished at this time.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Weeks 372 – 378 (October 18, 2014 – November 29, 2014):

No update.

Week 379 (December 6, 2014):

The Fixes:

Some dialogue fixes and formatting.

The Additions:

Another Pirate Force bedroom battle background (with pool table). Still without color.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 380 (December 13, 2014):

The Fixes:

None this week.

The Additions:

New Items: “Unstable Chargers,” “Fusion Core Chargers,” and “Fusion Core X.” These new chargers heal the upper tier levels of hero HP, taking the power of the hyper charger to grander heights.

Unstable Chargers, when used out of battle, can heal exactly as much as a hyper charger can (400 HP), but do so on a fixed target (hyper chargers are divide spread only cures). When used in battle, unstable chargers are still capable of healing 400 HP, or they may break early, sending out healing waves of 200 HP, along with the effects associated with milk pills, adrenaline shots, and capsule shields (+10 strength, speed, and defense). Even though the amount they heal is identical to the hyper charger, the ability to focus on one hero, or change the hero’s fighting stats in battle, raises the price of unstable chargers to $250 (as opposed to the hyper charger’s $200 price tag).

Fusion Core Chargers are single use items that can cure an individual hero’s HP to max. Fusion Core X is the ultimate single-use charger that can cure the entire team to max. The individual fusion core can be bought for $300; the team fusion core can be bought for $400.

New Item: “Constant Core.” The charger to end all chargers, this super item, which costs a whopping $15000 to own and is extremely difficult to find, takes the power of a hyper charger but never runs out of juice. The hero who finds this item may as well be rebranded an immortal, as he’ll never need to buy a healing item again.

Note: None of these new healing items are in-game yet. I’m just defining them for now. I may sprinkle an unstable charger or two in one or more of the three side missions that unlock the eastern regions of the Strip, but they won’t become common until later areas. Most likely Alpha Red and Kajagoogoo will sell them. Fusion core chargers will probably appear in all shops once a certain late stage condition is met. The constant core item will most likely be hiding behind the heavily protected walls of the Mysterious Land of Mystery’s northern section, which will require five CD covers and three golden tickets to access.

New Items: “Energy Core,” “Reactor,” “Lightning Rod,” and “Lightning X.” Basically the EP (power/magic) counterparts to the new chargers.

Energy Cores, though the first to jump more than $100 higher than the previous iteration of battery (the generator)—sold for $500 instead of the expected $400—it restores more than double what the generator restores, 250 EP to be exact. Unlike the earlier battery types, energy cores can be used only on individual heroes.

Reactors are potentially weaker than energy cores for full parties, but massive restoration batteries for parties of one or two. Mandatory spread healing that can restore up to 600 EP, it charges up one EP per dollar, hence the $600 price tag.

Lightning Rods and Lightning X are the full power restorative batteries for single heroes and whole teams. They cost $750 and $1000 respectively.

Each new battery chains to a lower level charger similar to what the generator does.

New Item: “Constant Reactor.” This is the unlimited battery source that acts like an ongoing reactor, similar to how constant core can give unlimited health. The most expensive item in the game (so far), costing an insane $20000.

Note: Like the new chargers, these are not in shops or boxes yet, but will be as I move further east. I will most likely pair the constant reactor with the constant core, but require an additional item to buy it with (something you have to win from the last battle at the Blood Dome near Speedwright most likely.

New Items: “Cold Shower,” “Nut Kicker,” “Hot Massage Oil,” “Jaws of Life,” “Jumper Cables and Battery,” and “Life Pod.” These are the new revive items to serve as upgrades to the 14-years-solo “Saliva (Bottled Kiss).”

Cold Shower revives a single hero for 75 HP and costs $250 (bottled kisses cost $200 and heal 50 HP for comparison).

Nut Kicker does it for 125 HP and $300.

Hot Massage Oil does it for 250 HP and $400.

The Jaws of Life revives and heals the hero for his full HP. It’ll cost a whopping $500 a pop to have just one.

The Jumper Cables and Battery heals as much as the hot massage oil and costs the same, but is intended for team revival.

The Life Pod is the ultimate single-use life restoration item. Not only does it heal the entire team of its full health, but it can prevent a game over should all heroes be down for the count at the end of battle. It will automatically wake them up with full health when the battle is over, and then deplete. I’ll script the game over prevention later. I’ll want it to show the life pod in action. Costs $800 each.

New Item: “Constant Massage Oil.” Just like the other two “constant” items, this rare item can be used as many times as needed…for a price of $25000! Like the life pod, this item can prevent a game over, even though it will revive only the lead hero automatically. (Will also need scripting next time.)

Note: I’ll likely put cold showers and nut kickers in existing parts of the game retroactively, since I really should’ve had some middle-tier revive items implemented by the player’s arrival to Cannonball City. Everything from hot massage oils on up can appear in later sections of the game. The constant massage oil will be placed in the same location as the other two constants but require yet another mysterious item to retrieve. Obviously, this means that none of the constant items will be implemented for a long time still.

All new items come with entries in the Master List of Items. The new revive items also have new sound effects. Good times.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Week 381 (December 20, 2014):

The Fixes:

Fixed most of the problems with the bank tellers’ caller texts. The only issue that still lingers is that occasionally the text will freeze onscreen if two or more tellers call for one customer, and only one of the tellers is satisfied. As of now, the extra string stays frozen until the player leaves the map, even after I clear the strings, hide them, and free the relevant slices. I think this may have to do with my use of “get npc slice.” I think its stacking the slice rather than clearing it, due to the fact that the script creates a new slice every time it’s run. Investigating the problem further. Hopefully I’ll have a solution soon.

Note: I checked the in-game slice editor via Ctrl+F4, and I can confirm that the slices are stacking onto the parent slice, the NPC slice I can’t free. I think the best solution here will be to create a unique invisible sprite that I can position over the hard-coded one and free it as needed.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

The bank teller scripts are still a bit 
litch, but they’re passable for now. I’ll have to iron them out more as I understand slices better, or when we get arrays.

Week 382 (December 27, 2014):

No update.

Week 383 (January 3, 2015):

Just realized that it’s been another long session since the last playtester update (six months almost to the day), and I want to make a major change to the progress report starting with next week, so I figured this is a good place to break and update you guys with all that’s happened since July.

This one’s actually tough to summarize because much of it is focused on bug-squishing and small changes throughout the game. But I can say that with this update, I am one battle backdrop shy of finishing the Pirate Force Camp’s topside content. And I can’t wait to finalize that last backdrop because I am so sick of working on this area. I can’t believe how much time I’ve sunk into designing it. Granted, I still have a few things left to do in the Den of Filth and a few things left in the Boondock Caverns to call this side story complete (hopefully that’ll be part of the next progress report e-mail update), but anything that feels like real progress is worth mentioning.

So, read on to find out what’s new and what’s changed for this update. At the bottom of this report, I’ll give you a head’s up on what I’m planning for the future of the Powerstick Man Progress Report.

The Fixes:

Some dialogue fixes – correct usage of “whom” throughout.

Gave the computer room on the second floor of the Nectarine Institute a flashing doorway to make it more appealing to adventurers (and more interesting as a theme).

Started cutting various midi files that get off to a late start, but it seems Audacity has this habit of changing the instruments on import, so maybe I won’t actually continue this, at least not while the program I’m using changes things without asking. For now I’m discarding the changes I made. Just writing this in as a record that I tried to fix the opening music delays on some tracks.

Got rid of the foemap in General Storage B (of the Nectarine Institute). I decided it was stupid to have enemies attacking in there when it’s basically a treasure room (Mullet Guard) with a guy working inside. It should be a place of refuge after possibly getting ambushed by statue monkeys on the way in, not another battleground.

Finally got in the bedroom backdrops for the Pirate Force battles (including the one with the pool table). That just leaves me with the kitchen. Then I can call the Pirate Force Camp complete. Finally. Well, minus testing, which I may still need to do since I haven’t tested the lawyers much. Hopefully by next week I can get my backdrops done for the kitchen and for the Den of Filth. That’ll feel like progress. But I’ve said that before….

Note: I’m not ready to do it quite yet, but I do want to move into dialogue editing soon in an effort to tighten the story a bit. I think I need to start thinking about the fundamentals of storytelling regarding inciting incidents, character growth, and so on. This means putting some focus on Powerstick Man’s paranoia about losing his house (after all the stuff that had happened to him in California), confronting his fear during the Primex fire, and setting loose his anger against the Order of Pilephile in the aftermath. It’ll mean changing a few things again, but this would set up his character arc a little better, so I’m in favor of it. Also, I need to trim down Protester Harry’s and Miss Honeysweet’s dialogue as best as I can. No one’s gonna want to spend that much time with either character as I already have them spending. Even I get tired reading what they have to say. Whenever I’m ready to break from current progress, I could work on trimming those down a little.

The Additions:

None this week.

The Needs:

Add shadows to earlier tile sets.

Add a heart trail to Cannonball City Central Park.

Add the newspaper office to the business sector.

Add a clothing and art district between the business sector and the civic center.

Finish the three main branch missions to unlock the eastern regions.

Finish the CD Cover quest.

Add the construction zone to the Primex Orange Light District.

Add the Blow Hole northwest of Cannonball City.

Begin populating the eastern regions with NPCs.

The Bugs:

None this week.

Okay, so not including the six months I was working on the Bog of Volatility and related areas prior to starting the progress report, or the handful of weeks I’d spent in 2005 working on the first four CD Cover quests, I’ve spent 383 weeks reporting updates (or lack of updates as has been the case since 2011 or so), and I’ve made a lot of progress. Yet, I’ve barely cracked “The Needs” section, which I find ridiculous. It’s basically taking up space on my journal, and I don’t even read it anymore. So beginning Week 384 (or whatever the next week is that I spend any time updating the game), I’m removing the section.

In its place, I’ll be gradually building a separate document that has the above listed needs, plus everything else I have planned for the game, in an effort to keep track of everything. This is important because as I go through the game, test things, run through others, and so on, I realize that I have quite a few open quests that I’ve completely forgotten about, and don’t even remember what my goal was for solving them. Crazy!

In fairness, when I started this game in 2000, I was 24, had a solid memory, and knew exactly where I’d put everything, and what I still needed to add. And the game was a lot smaller then. But as I’ve added and added some more and thought of new side stories and quests and trinkets to add along the way, and, let’s call it what it is, as I’ve gotten well into my 30s, my ability to remember things and keep track of locations and plans and everything has lessened, and I feel like my design sensibilities are out of whack. In other words, I start on a subplot that sounds like a great idea, get the introduction down, even though the conclusion is to be resolved in an area I have yet to build, and then I forget about it!

So, instead of having an abstract “Needs” section, I’m gonna start building a separate journal that catalogues every quest that still has no solution, every idea I’d still like to implement, and the areas I still need to create to fulfill these plans. And that’s just for starters. Basically, it’ll be a roadmap to help me keep track of what I’m doing and give me some idea what I have left to accomplish. Then, as I accomplish each task, I’ll log in whatever date I completed it. I’ll also write down the date that I begin them (which won’t apply to those that I’ve already started as of this writing).

Hopefully that’ll give me some picture of where I’m going with this game.

To keep it from getting terribly overwhelming, I’m gonna limit the new detailed “Needs” report to things that can be done in the Cannonball Strip prior to the ending of the Extended Edition content. I will only include major plots points and the solutions to quests that begin in the Cannonball Strip but end in the Hardcore Countryside prior to working on the Final Edition, which I still shudder to think about given how much time I’ve spent on the Extended Edition.

So, that’s what’s going on. Expect the new document with the next official update. I also hope to have the rest of the Pirate Force subplot finished by then.

The file location as usual:

[redacted]

Enjoy, if you play it.

P.S. This is the first progress report sent from my new computer, using Windows 7. I’ve been opening zip files using the built-in 7zip program for the last month. Tonight is my first time updating the playtest zip file, and already I’ve noticed a lock icon on it. I don’t know if this affects your ability to open it, so please tell me if it gives you trouble. If so, I may have to download WinZip and repack it again. Let me know. Thanks.

Week 384 (January 10, 2015):

No update.

Week 385 (January 17, 2015):

No update.

Week 386 (January 24, 2015):

The Fixes:

Changed the “Jaws of Life” item to “Defibrillator.” This is the item it was always meant to be, but somehow I had gotten myself confused (and couldn’t find the correct spelling at the time), so I had used something intended for a far different purpose. Anyway, it’s fixed now. Master List of Items is updated, too.

Updated the scenery to “Lagoon Falls” a little. Map is still largely incomplete, but this is the first bit of map work outside of the Pirate Force areas I’ve done in nearly two years.

The Additions:

Added some rocks to the shoals in “Fall-down Lagoon.” Keeps the rocky shoreline a bit more consistent with the areas near Sandy Smack Island.

The Bugs:

None this week.

Week 387 (January 31, 2015):

No update.

Week 388 (February 7, 2015):

The Fixes:

Changed the battle backdrops for the kitchen battles at the Pirate Force Camp. This, to my knowledge, finalizes the top-level area. The only thing left that’s kinda related but not exclusively is to activate horse claiming, which I’m a long way from doing.

Switched Albert Socks’s and Fade Laker’s rescue scripts to timers to avoid the potential lockup that the inherent while/do commands would cause on the spikes’ timers. This is necessary because both NPCs are scripted to wait for the spikes to go down before they’ll race for the door.

Fixed “the slap” that Harmony Rose delivers after Powerstick Man frees her. I was using the wrong walkabout set previously.

The Additions:

Added two new NPCS: “Transvestite Burglar” and “Secret Dancer” to the Den of Filth. These characters were created as enemies some time ago, but never put into the game until now. They’re terribly incomplete at the moment. I just have their sprites drawn and placed and their dialogue written. Nothing is scripted in yet. Eventually, they’ll be the source of two dungeon keys and will be recycled to another area (most likely into Boondock Caverns) for a second conflict.

The Bugs:

None this week.

Week 389 (February 14, 2015):

The Fixes:

Linked up the textboxes related to Transvestite Burglar’s and Secret Dancer’s dialogue (first encounter) and set them in the right positions (I hope they’re right, but I may reverse them to account for choice boxes), but otherwise no updates this week.

The Additions:

None this week.

The Bugs:

None this week.

Week 390 (February 21, 2015):

The Fixes:

Set Transvestite Burglar and Secret Dancer to plotscript. This is for their first encounters only. Includes battles (with placeholder background).

Set Johnny Trash’s default movement zone to zero (inside the house) once Powerstick Man answers his question. He was just disappearing previously. Not sure if “NPC obstructs” works inside a movement zone, since he’s glued to Zone 11, and that zone has plenty of space for him to move all the way to the door. Leaving him hardcoded for Zone 11 caused him to stop at an obstruction. By changing the movement zone to zero, he was no longer inhibited.

EDIT: I extended the zone by 1 (over the door) and deleted the movement zone. Then I retested. It worked. So, it’s not a bug at all. The script won’t send the NPC to any coordinate outside of the movement zone it’s restricted to. Good thing to remember. 

Adjusted Georges’s (in the Pirate Force Camp) exiting path to avoid walking through Powerstick Man when he leaves. Does not account for caterpillar parties, though. Only noticeable if Powerstick Man is standing to his south.

The Additions:

Added a trigger south of the stash gate (in the Den of Filth) that checks whether Transvestite Burglar is still uncontested and causes him to respond if he’s still lurking in the area.

New NPC: “Douglas Fresh.” He’s a spy from the Hidden Side Road who will give Powerstick Man “detailed” information about the higher ranking members of the Pirate Force. He’s basically a redundant character, since the lawyers will get more into everyone’s background, but his purpose is to give the players something to anticipate, especially when it comes time to enter the Den of Filth. He’s basically adding to the Pirate Force Camp world-building. He starts off on the south side of the first house, but changes location once Powerstick Man locates the shed key. His house dialogue is partially conditional on whether or not Powerstick Man confronts either or both of the lieutenants (Pasty Skinhead and Chunky Mama) inside the house. When Powerstick Man locates the shed key, Douglas Fresh will relocate next to the shed’s entrance. Conversation then depends on whether Powerstick Man has spoken to him by the house, and it depends on whether or not he’s still holding the key. If Powerstick Man loses the key (i.e. if the player accidentally throws it out), he can ask Douglas Fresh for another. He’s got an endless supply. Key request covers all conditions I could think of. I’ve also scripted in exit dialogue and movement for when Powerstick Man defeats the Pirate Force boss, Greasy Lovekick, later in production.

New Item: “Hostage List.” Powerstick Man obtains this from Douglas Fresh during his first conversation with him (either at the house or at the shed). It will be a list with the names of every hostage the Pirate Force has kidnapped, once it’s been fully scripted in. For now, it’s something else to take up space on the inventory menu.

The Bugs:

Need to check whether timers are affecting NPC exits in the Pirate Force Camp.

Week 391 (February 28, 2015):

Well, I was planning on holding the update until I’ve reached a major milestone, but decided it was better not to blast the mailing list with a ten thousand-word breakdown, so I’m giving you a more compact report in the tradition of the old days (when I was updating nearly every week).

But more importantly, I wanted to post the first iteration of the new and improved Needs List, which can be found as a separate document in the playtest zip, to give you all an idea where The Adventures of Powerstick Man: Extended Edition is still going. It’s nowhere near complete (the list or the game), and I’ll be adding to it as I go, including more detailed accounts of the maps I still have plans to create, the skills that future heroes should employ, major villains (possibly) and so on. I hope you all will take the time to glance at the document and give some feedback on the plans I have. Like I said, it’s not finished, so just because it’s not yet on the list doesn’t mean it won’t be soon.

Note: I’m including James and Wobbler in this update to notify them of the list (and so Wobbler can see why I’ve done so little on my Hans Stinkman entry).

Other than that, it’s time to show you what’s new and what’s newly fixed. Here’s a hint: it’s not much.

The Fixes:

Some dialogue fixes.

Repositioned the textboxes for Douglas Fresh, so that his dialogue happens at the bottom of the screen. I can’t always predict where the player will stand in relation to an NPC, but in fixed cases, I should make sure the dialogue appears behind Powerstick Man.

Updated the dental room in the “Den of Filth” to appear more menacing. Also comes with an additional magician’s theme to compensate for the new arrival.

Powerstick Man will now make additional comments as he waits outside the dental room for the first drill to stop (assuming he comes in from the south entrance). This will keep the sequence from feeling quite as long (even though it’s still the same length).

Drill conditions are now dependent on whether Powerstick Man has spoken to the victim in the dental room and whether he has traveled far enough away (or given himself enough time away from the room) to allow the dentist to return. I’ve also rescripted both entrances to check whether this is the first or second drill that Powerstick Man hears. The first drill is supposed to signal the problem; the second is supposed to signal the dentist’s presence.

In one portion of the story, when Powerstick Man has to deal with a villain, the metal table in the dental room will temporarily disappear. This is to give the player more room to navigate the area and make decisions on whether to fight or view new angles of the room. The unwritten story point is that the dentist has moved the table offsite to better prepare for his plans.

Shortened the arms on Dr. Holloway Cashew, the Repair Guy, the Catwalk Tech, and all of the male technicians and nurses in the Nectarine Institute’s medical wing and restricted area. Side views, second frame only. They were previously one pixel too long.

The Additions:

The hostage list is now functional and implemented. Normally I’d put this under the “fixes” category, but because the core feature wasn’t available last week, I’m putting it here, since it’s basically the difference between a textbox and a working feature. So, how does it work? A chart listing all potential hostages will appear when the item is selected (15 on Page 1; 5 on Page 2). In each case, the hostage’s status will be displayed at the end of the dotted line. If the hostage is still in the camp, his or her status will show “captured.” If Powerstick Man rescues her, it’ll change to “freed.” The only initial exception is Ronnie Malt, since he won’t be captured until Powerstick Man talks to him the first time. If he’s still staking out the Thief Magnet, his entry on the list will show “empty cage” and status “unknown.” Once Retched captures him, his name will appear on the list. As of now, all existing hostages are accounted for. The remaining names will represent those I still have to implement. The good news is that now I know exactly how many I have and how many I still need. For the longest time I’ve had no idea how many I would end up with.

Note: Because this feature is string intensive, I’ve limited the display to maps related to the Pirate Force. Any location outside of the Pirate Force’s jurisdiction will yield Powerstick Man’s comment that the list is irrelevant here. This will allow me to recycle those strings for other location-specific purposes if needed.

New NPC: “Bob Fortune.” This is the captive that Powerstick Man encounters in the dental room of the “Den of Filth.” According to the story, he’s a magician who made Greasy Lovekick’s money disappear and never bothered to make it reappear. Now he’s secured to a dentist’s chair by chain, shackles, and straightjacket (and handcuffs, superglue, etc.). To rescue him, Powerstick Man merely has to track down his tormentor and defeat him. Once the tormentor is gone, Bob Fortune will have enough confidence to escape his bonds himself. When he does finally free himself, he’ll leave a Den of Filth key behind in the chair. He’s already added to the hostage list (last entry).

New NPC: “The Dental Torturer.” This is a contractor for the Pirate Force whose job is to inflict pain for pleasure. He’s the reason Bob Fortune doesn’t feel safe enough to escape from his many bonds. He thinks that as long as the torturer is out there, there’s a chance he’ll be caught and tortured again. Defeating him will allow Bob Fortune to save himself.

Note: The Dental Torturer’s exit script is still incomplete (even though his “defeat” and disappearance still happens). I had Friday and Saturday to finish this sequence, but Alpha 30 of Prison Architect was released this weekend, so I spent my game time playing that instead. It’s an addictive game. I know, I’m the guy who complains when people waste hours playing games instead of working on their stuff, but, you know…it’s an addicting game. On that note, I haven’t done anything toward the battle with the torturer yet.

New NPC: “Fortune’s Rabbit.” Hops around the dental room while its master struggles to free himself from his many bonds. Powerstick Man can either ignore it or throw it behind him. Throwing the rabbit will essentially move it out of Powerstick Man’s way, which is necessary given the room’s tight quarters. If Powerstick Man’s back is to a wall or solid object, like a crate, he won’t throw the rabbit, citing animal cruelty as his reason.

New Weapon: “Magician’s Hat.” Can be found on a crate in the dental room. It’s one of Bob Fortune’s many trinkets left scattered around the place. Can be equipped by another Bob, Junkyard Bob, whenever he returns to the battle party. Taking the hat will activate a third option for the rabbit: “capture.” Capturing the rabbit will mean Junkyard Bob can have a possible chain attack if he throws the hat as a weapon. I’ll try to draw and implement the attack in the coming week.

Filled the dental room with interactive scenery, including those with sound effects. How Powerstick Man observes each object will depend on where in Bob Fortune’s story he’s currently walking through. Included in the interaction is several event flags that trigger different responses when he enters the room (again, depending on where he is in the story).

Added additional triggers around the “Den of Filth” and “Boondock Caverns” to regulate when new story points regarding Bob Fortune and the Dental Torturer can be activated.

Added the hostage list to the Master List of Items. Description changes depending on whether or not you have it. Prior to finding it, its description is ambiguous. Once you have it, it’ll give you the straight-up description.

The Bugs:

I didn’t test anything yet, so there could be plenty.

And that wraps up another report session. But, before I tie the bow on it, I wanted to say that I’m nearly finished with the Pirate Force subplot (after far too long), and that I hope the next progress report will be the one that confirms it. So, stay tuned.

As usual, get it here:

[redacted]

Until next time.

Week 392 (March 7, 2015):

The Fixes:

The lone crate in “Boondock Pool” that was supposed to have a plank inside was, in fact, empty, so I attached the required textbox to it.

Updated underwater crates (and objects) to trigger a new animation called “underwater hero hand.” I won’t actually add this to existing underwater crates until later, but the function is now written in plotscript. The crate in Boondock Pool uses it.

Stopped the “breathing” sound effect that happens in the “Den of Filth” hallway when Powerstick Man falls through the collapsing hole into “Boondock Caverns” just before fading in.

Even though the plank was not actually available until this week, the script used to patch the hole in the Den of Filth hallway was printing the wrong tile. Fixed that.

Changed some of the graphics for captives, Heidi Lake and Wendy Kale. I didn’t like the sharp angles to their hips or other parts of them that should’ve been curvy. Also wanted to adjust a few of the leg poses to keep them from being too much of a palette swap from one another, and I wanted to make sure that the next batch of captives aren’t also 100% palette swaps of these two, or others like them. They’re still very similar, but not quite identical.

The Additions:

New Map: “DOF – Machine Room and Storage.” This is the final area I need to complete the Pirate Force subplot. Located down the long hallway at the backside of the Den of Filth, this area is the heart of the Pirate Force Camp, and the control room for many of its horrors. All but one of its lights are off, but Powerstick Man can navigate the dark to find its many power switches and turn them back on. But he must be careful: the machine room can handle only six power adapters charged at a time. Throw seven switches or more (up to 10) and Powerstick Man will blow a fuse, resetting all the lights. The machine room is also home to three cells, two of which are occupied with captives. Pulling the right switches and locating machine room keys can help Powerstick Man free them. He’ll also want to initiate each hostage to help him rescue the other.

Note: This area will utilize a local lighting system, where everything is black except for the two or three tiles ahead of him (and one or two beside him). However, if he has the Flashbringer and equips it, he can light up a much larger area. I didn’t get a chance to implement the lighting system this week, but I hope to get to it very soon.

Note 2: I’ve posted the map of this area on the “Hype Up Your Game” thread on 3-4-2015.

Note 3: I’ve managed to implement the plank puzzle, outside help for reaching impossible locations, and three of the ten switches this week. I’ve also got all of the map changes on autorun in place (I think all of them). I’ve also implemented most of the scenery sounds and much of the flavor text I need. I hope to finish the map in its entirety in the coming week.

New Item: “Machine Room Keys.” These are the keys needed to unlock the prisoner chains inside the cells. Note: Switches in the machine room are used to open the cells themselves. Updated the Master List of Items with a third page to the Pirate Force Keys heading. Neither key is actually in the game yet.

New Items: “Phone Numbers 3 – 6.” Just adding in the definitions for now, but Phone #6 is supposed to call in a leaping master when Powerstick Man needs him to leap the most.

New Item: “Cellphone.” Use this when Powerstick Man needs to call a friend. Must acquire phone numbers in order to put people on his contacts list. Note: Julie Alundruss and Rachel Faberge are already available for the contacts list, but because I’m not yet ready to rewrite their dating subplots (or add in the other three women taking up phone numbers 3 – 5), contacting either woman will just yield a “gone to voicemail” message. I’ll actually do something more relevant with them at a later time. Find the phone on Powerstick Man’s kitchen counter (Primex Yellow Light District). Included in the “Action Use Items” menu. Added to the Master List of Items.

Note: Phone responses will depend on location used. Some locations will render interference. Some will be out of service. Some areas (like underwater maps) will yield a denial of use. Obviously, responses will also be recipient specific (like, Leaper can be called from Zone 4 in the machine room). This will take some time to sort out, so I probably won’t make the phone fully functional until after I’ve finished the Pirate Force subplot. Also, this is for my own notes, but call recipients should have their text boxes displayed in the yellow border (box style 4).

New NPC: “Leaper.” An entrepreneur in the jumping arts, the leaper can be found along the “Hidden Side Road” practicing his leaps over one-tile wide gaps in preparation to retrieve what the Pirate Force had stolen from him. Basically works like the rock jumper from the “Rock Garden”—in fact, the story says they’re brothers. Talking to him will earn Powerstick Man phone number 6. Call him on the cellphone whenever a one-tile gap needs to be crossed.

Note: I’ll update this progress report with any location I add his support to. For now, the only thing he’ll be useful for is jumping the gaps in the Den of Filth machine room. Eventually he’ll be required for accessing impossible to reach items.

New Test Feature: “Test Song.” Can be accessed from the “Special Functions” menu. It’s strictly a for-testing feature that I’ll hide for the release. Its job is to overwrite any song or ambient sound effect to see if that particular song or sound effect would work better for that area. Once you select the option, you simply type in the number of the song or sound effect you want to test and hit Enter (allows for three-digit inputs currently). Highlighting “Play Default Song” will return the map to its currently designated song. Because this is strictly for testing and not for players, I won’t bother fancying it up. There’s no string or textbox that tells you to type. You just type and Enter. 

New NPC: “Sienna Mist.” The relatively chill captive who’s held in the first cell at the front of the machine room. Sprite and dialogue are ready to go, but I ran out of time for the week to get her scripting in. Will talk more about her in the coming week.

New NPC: “Destiny Moore.” The captive who occupies the cell at the far end of the machine room. She’ll be instrumental in helping Powerstick Man free to the otherwise chill Sienna. Like Sienna, her sprite and dialogue is pretty much ready, but I ran out of time to script.

The Bugs:

Machine room has incomplete switches, and those that I had time to implement are sketchy to operate. Also noticed a number of bugs with the dental room during my testing that I’ll have to fix in the coming week.

And, this isn’t a bug, but Leaper is the NPC who has officially brought Powerstick Man over the original 1000-tag limit. It’s so great when the OHR receives changes that I need to finish my game. Hopefully global variables in battles will come soon. Hopefully, hopefully, hopefully, hopefully, hopefully….

Week 393 (March 14, 2015):

The Fixes:

Committed Sienna Mist and Destiny Moore to their respective plotscripts. Both are exceptionally complicated compared to other captives around the Den of Filth. Even though they use the same basic sprite set and rescue script that the others use (with modifications specific to the situation), unlike the others, these two are dependent on each other, and how you rescue one depends on how you rescue the other. The hostage list has been updated with their status reports.

Note: The game is heavily weighted toward Powerstick Man having to rescue Destiny before he can rescue Sienna. I do have backup dialogue in the event that the player figures out how to free Sienna first, but I’m not yet sure if it’s possible to actually do that. I don’t have a full backup script sequence in place yet for that eventuality. I don’t know if I want to force the player to rescue one before the other or allow him to decide who goes home first, but until I finish the switch puzzles, I can’t make that decision.

Note 2: Destiny Moore actually has three potential phases of activity. If the player follows the scripting exactly as intended, he’ll rescue her, send her to the locker area, use her to acquire the spare machine room key, send her to the computer room to open Sienna’s gate, and have her wait by Sienna’s cell until she’s freed from her chains. Destiny won’t actually leave the Den of Filth until Sienna’s free, so it’s important to get Sienna out of those chains if you want to rescue both captives.

Note 3: Gonna move on for now, but I’m thinking I may rescript her again to require an open path to the computer in the coming weeks.

Updated “scenery sounds” to account for the prisoner chains and their locations and their status of usage.

Reversed the values on “set machine switches”—the script that determines how the machine room switches should look on entering the map. This fixes the problem with all the switches set to the ON position (visually, not actually) whenever the hero enters.

Fixed the light attached to “machinelight3.” This is the one beside the two switches south of the lifts. I had a second layer over the first, so turning the light on had appeared to fail. I deleted the extra tile, so it works fine now.

Updated “switch 3,” the one that activates machinelight3, to require Powerstick Man to stand in front of the switch in order to flip it. This means he has to navigate around the spike tile to get to it, and it also means that he won’t disappear under the ground tile when it changes layers to hide the lowering lift.

Note: I still have to figure out how to position the other heroes if there’s a caterpillar party trailing behind. So much of the extra scripting has been about figuring out where to move them in such tight quarters during NPC moments. I’m tempted to make them wait outside. But I won’t. I’m sure, though, that the lift will hide them, too, if I don’t move them.

Fixed the lights to show “glow” on the floor and wall tiles if they’re mounted on or next to either. Chasm lights do not have surrounding glow, but their bases now light up.

Changed the way machine generators work. Previously they would light up if one or two switches dedicated to that engine were flipped, but I decided that that was stupid in that it gave no indication of how many switches were actually on, so I’ve changed it so that flipping one switch will power on the next generator, and flipping one off will power off the most recently activated generator. This should give players a better sense of what they’re working with.

Some of the gates were not properly blocked, due to the invisible NPCs blocking them all getting sent to the same gate on map entry.

Updated all of the switches to turn on specific lights (except switch #8). I have a feeling that this is gonna require some tweaking as I playtest. I’m not worried about lights working as much as I am worried about their relevance to their respective switches (and the trouble it takes to get there). My goal is to allow the player to light a helpful path for himself and open the necessary gates without having to flip more than six switches. Granted, I’m considering the possibility of allowing the player to come up with a strategic “blowout” to help him maximize his chance at opening all gates and lowering both lifts, since the only thing the blowout will affect is the lights and computer. I’m still thinking about the necessity for this.

Note: Switch #8 operates the computer (next to it). This switch is essential for releasing Sienna. Unlike gates and lifts, a fuse blowout will force the computer into the OFF position. It does not control any lights, and once Destiny uses the computer, you can turn the switch off to free up a generator. Of course, I may change this if it makes things too easy. I’ll wait for the playtesters to let me know.

Note 2: Switches control not only the lights, but also lifts and gates. Unless I see a reason or feasible way to change this without breaking the game, lifts will stay down once they’re dropped, and it takes only one respective switch to lower them. Gates, on the other hand, can be raised and lowered, but require two switches to do either. So, to open the gate guarding Destiny’s cell, you’ll have to activate both switches #1 and #10. Likewise, to lower it, you’ll have to shut both switches off. So, turning one off and the other on won’t affect the gate, which means you can leave switch #1 on, but turn #10 off once the gate’s open, and you won’t have to sacrifice passage through it. You’ll lose the light that #10 is connected to, but not the gate. Fortunately, a fuse blowout will cut off the power to the gates, so they will remain in whatever position they’re in. It’s a way to possibly get more lights on at a time once the power is recharged.

(Here are the combinations for each gate: Gate #1 = computer, Destiny, switch #9; Gate #2 = switch #2, switch #6; Gate #3 = switch #5, switch #6; Gate #4 = switch #7, switch #8; Gate #5 = switch #3, switch #4; Gate #6 = switch #1, switch #7; Gate #7 = switch #1, switch #10)

Note 3: I’ve required switches #8 and #9 to be on before Sienna’s gate can open. If for any reason switch #9 is off (the computer script can’t run if #8 is off), Destiny’s dialogue will change during the computer programming sequence, and Powerstick Man will have to switch on #9 after she leaves to get the gate open.

Fixed machine lift #1 to lower without “bleeding through” the gate behind it.

Fuse blowout now works. Essentially, turning on more than six switches at once will overload the power system, causing systematic shutdown of all lights, switches, generators, and the computer. The blowout will happen in four stages, beginning with the quadrant wherever the culprit switch was thrown. The other quadrants will blowout from nearest to farthest.

Fixed the issue with Leaper running through the spiked tile on his way to the crate. I had forgotten to set “loop” to true.

Fixed the text lockup on the magician’s rabbit (in the Den of Filth’s “dental room”). I had forgotten to add “advance text box” and “resume box advance” to each menu selection script.

Increased the time delay between textboxes during the “Dentist Drill” sequence, which plays when you enter the dentist room from the south for the first time, so that they fill the empty space a little longer. Also, I set the “moaning” sound effect that plays when you step up to the dental room doorway (or walk away from it if you’ve come in from the other side) to work only when the “Dental Drill” NPC is set, so there’s no more “random” wailing after immediately talking to Bob Fortune. Also reset the sympathy text to “scroll” down the screen as time goes on.

Updated the scripts for both Transvestite Burglar and Secret Dancer with proper exits. Before, the textboxes were advancing before the player would have a chance to read them, and thanks to my using “defaultavoidancezone” to change their restrictive behavior rather than “defaultmovementzone,” neither character was actually leaving the scene before disappearing. They were also walking away too slowly. Everything should be better now.

Fixed the camera on “Enter the Dentist.”

Updated the dentist’s confrontation script to include his “ending.” Basically, Powerstick Man stuffs him in the box.

Wrote a contingency script for the dentist in the event that the player doesn’t talk to Bob Fortune yet still manages to use up all the drill effects (which are supposed to signal the dentist’s presence). Previously, this would lock the dentist out of the game. Now, if the player is really inept at locating Bob until the sounds are used up, he can still get the dentist to appear (after he talks to Bob) if he attempts to exit the Den of Filth back to the camp or Boondock Caverns just before the confrontation with the boss. Hopefully no one will ever need it, but it’s there just in case.

Leaper’s alternative text is now dependent on whether you’ve actually spoken to the rock jumper at the Rock Garden.

The Additions:

New NPC: “Pirate Security Guard.” I had the dialogue for him written last week, but now I’ve got his sprite and plotscript in place. His job is to guard the computer section of the machine room. If Powerstick Man wants to free Sienna Mist from her cell, he’ll have to gain access to the computer, which he can’t do if the guard is watching. So, he’ll have to fight him…whenever I work on battles again. The goal is to have two possible outcomes: Powerstick Man sends the guard running, or the guard locks Powerstick Man up in the cell nearest the room. Until I implement the battle, only the first outcome will be possible.

Added more scenery triggers for the machine room. Every light, every gate, every switch, every locker, and the computer can now be viewed or accessed. Both Sienna’s and Destiny’s gates have alternative texts depending on the state of their rescues. Obviously, these gates can only trigger a response if they’re in the closed position.

Added the treasure chest with the machine room key designed to open Destiny’s chains.

Powering on any light will start the map’s music: “Lights” by Ellie Goulding. Once the music is triggered, it will stay on.

New Item: “Spike Lever.” An access item that allows Powerstick Man to use the box machine in the northwest quadrant. Insert the lever to operate the machine. Use the machine to toggle the floor spikes on and off for the Den of Filth. Added to the Master List of Items.

New Objects: “Fuse Box” and “Facility Reset.” Both of these can be found on the wall outside the machine room entrance in the “Den of Filth.” Until Powerstick Man explores the machine room, neither object will mean anything to him. But, once he overloads the system, he can use the fuse box to reset the power, allowing him to use switches again. If he needs a room reset (put all gates, lifts, etc. in their starting positions, as well as lights and switches), he can press the facility reset button. Using the facility reset comes with a strict warning, however, reminding him that he can close off access to certain things depending on how he originally left the room. The warning is especially pronounced if one of the captives has left, as resetting the room with one imprisoned and the other gone runs the risk of making the other impossible to free. Of course, selecting this option anyway will ultimately yield a degree at the yearend awards ceremony (eventually).

Note: I don’t think it’s possible to free Sienna before freeing Destiny, and as long as Destiny is still in the room, she can be used, even if she’s by Sienna’s cell waiting for her release. It’ll aggravate her, but she can be recruited to use the computer a second time if Powerstick Man chooses a facility reset while she’s waiting to leave. But, you really shouldn’t use it. I’ve only added it for emergencies in case the player really screws something up.

Note 2: I’ve confirmed that you can mess up the rescue if you reset the facility after rescuing one captive or the other. For now I’m gonna chalk this up to Pirate Force planning – because they have a security guard manning the computer room, they can operate Gate #1 from in there, which explains how they can still get the thing open, even though Powerstick Man can’t. However, if this proves annoying to players, I’ll change it so that Powerstick Man can find an alternative way to get the gates open. There are probably a number of ways I could adjust this area to account for everyone’s play style.

Added a new lighting system to the Den of Filth Machine Room. The way it works is that the map is drawn with a dark layer over everything else, and every light source has a glow radius with semitransparent fringe surrounding it. Every light or generator that comes on will also activate its radial glow (lighting that particular area) when Powerstick Man throws the switch that activates it. Likewise, every character in the map has a personal glow area representing his or her ability to see in the dark, which to say is pretty poor. Leaper and the Pirate Security Guard have small radius flashlights (according to the story, though I haven’t actually put anything like that in their hands), so their fields of vision are wider, but still not great. Eventually I want to give Powerstick Man the ability to use his own small range flashlight, which extends one tile further and two tiles wider than basic vision, or the Flashbringer, which would light up a massive radius (maybe as much as ten tiles out?). But not right now. I want to get this area in a finished state before I take it to a polished state.

Note: Because the timer that checks everyone’s position for lighting won’t run every tick (I had to set it for every 2), there is a slight lag in performance in the machine room now. I can probably fix this by limiting the script to changes in direction or to the movements of other NPCs. Again, I’ll mess with that later. I want to move on now. I’ve been working on this area every day for a week and a half.

Added the beginning stages of the next wave of hostages by adding hatch tiles in various places around Boondock Caverns.

The Bugs:

Everything’s better than it was last week.

Week 394 (March 21, 2015):

The Fixes:

Updated the captive door hatches in “Boondock Caverns” with rock borders that match the surrounding tiles.

Just realized I had never drawn a wallmap across the back wall of the Boondock Pool area (not the actual map “Boondock Pool” but the part where Powerstick Man falls in from the Den of Filth), so I added that.

Updated the pool area with a new ledge and searchable object. Relevant to the final round of rescues for the Pirate Force hostages. Note: I didn’t actually set the NPC that overlays the object yet. Trying to lay some other groundwork down first. The text is ready though.

Fixed the sprite animation for the caterpillar party when Powerstick Man and friends fall through the hole and splash down into the water. I’m also trying to fix the issues with the waterfall drawing overhead tiles while they fall. What I’ve figured out is that the script “set boondock railings” is set to run on each step (in “scenery sounds”) and it resets the tileset state if the state comes back with a value of zero. This is what affects the various states of tiles that toggle display over and under the heroes. My head’s in too much of a fog right now, but this is where I’ll need to go when I fix the waterfall officially.

I’ve removed the NPC that blocks Powerstick Man from reentering the water after he falls. This is to allow him the chance to swim to the new ledge where the funny-looking device is sitting to retrieve the hidden object should he hear about the hidden object after he gets out.

The Additions:

New Item: “Magnetic Key.” This will be the official key of the Boondock Caverns used for demagnetizing bonds from their captives. Updated the “Den of Filth Keys” entry on the Master List of Items. Haven’t set it yet.

I’ve also drawn quite a few sprite sets for the next round of hostages, and thought for sure I’d get around to implementing them all, but I’ve had a week full of other projects and distractions, so I didn’t get nearly as much done as I thought I would. I should have them all implemented for the coming week.

The Bugs:

I’ve left quite a few cosmetic bugs behind in my reworking of the pool area in Boondock Caverns, so I’ll have to work on those more later.

Also, not really a bug, but verification that hero party members are kind of a burden once you get down into the Den of Filth, since spikes can hurt any member that’s standing on one (even if the lead hero is a few tiles off). Sensing any hero on a rising spike was supposed to add to the challenge, and justify having such long intervals between up and down states, but it doesn’t do much good in tight quarters when there are fewer than three tiles between each plate. Large parties are bound to result in someone getting stabbed in the feet no matter how careful you are. So, I think I need to give the player the option to send his team back to the team shelter at the first sign of spikes, in case he’s no fan of hero maintenance.

Week 395 (March 28, 2015):

The Fixes:

Fixed the waterfall in Boondock Caverns so that Powerstick Man and company can fall through the hole without disappearing behind the water. Just as I thought, it required adding a new condition to “set boondock railings.” I also fixed the palette problems with Junkyard Bob, Dumpy, and Mythical Creature, should they go back into the water.

Note: Members of the caterpillar party are not responding to their “hero is walking” commands. Only the character at the front of the party seems to react to this conditional. I verified this by moving the hero in the second slot to the front, and suddenly his swimming animation works as intended.

Note 2: James confirmed that this is a Beelzebufo problem and that it’s already fixed in the nightlies.

Got the swimming mechanics down as well as I need to at this point. I’ll have to polish it more later (with smoother entrances and exits from the water), but it’s sufficient for the time being.

Added two more layers to “Boondock Pool” (the underwater map) and filled in all the remaining gaps and dead walls with pulsating rock tiles to give it that complete look.

Updated Leaper’s platform to include a caterpillar party separation script called “Suspend Ladderpillar.” It basically works like it sounds. Powerstick Man climbs the ladder, but the other heroes stay on the ground. They regroup once he climbs back down (using “Resume Ladderpillar”).

The Additions:

Added the magnetic key to the blue box on the platform to the east of the Boondock Pool waterfall. (Again, to avoid confusion, I mean the pool in Boondock Caverns, not the actual map called “Boondock Pool.”)

New NPC: “Harvey Grout.” The first of the four new hostages that can be discovered and recovered down in Boondock Caverns. He’s located in the oxbow cave just south of the pool area (and just north of the underwater pool area). He tells Powerstick Man how the magnetic key system works, how it requires a separate device called a “lock scrambler” to actually power the keys, and how Powerstick Man has to use the scrambler in a certain order for the “code” to work. It’s a complicated system that will test even diehard players’ willingness to finish the hostage side quest. I plan to implement a degree if the player takes Powerstick Man all the way to the promise that he’ll free Harvey, but doesn’t actually free him thanks to exhaustion from wandering the cave.

New Item: “Magnetic Locator.” This item will be used to identify the locations of the hidden Boondock hostages. Its job is to flip the hatches where they are hidden. Not yet placed in game.

New Item: “Lock Scrambler.” The device needed to identify which lock in the sequence is ready for the magnetic keys next. The magnetic keys cannot free the hostages until the lock scrambler resets the code that’s keeping them bound. Not yet placed in game.

Expanded Boondock Caverns with an extra chamber to account for a new side mission with Leaper.

Began scripting a new mission for Leaper where he has to recover two of the items needed for rescuing Boondock Caverns hostages. Got about halfway through the scripting, but it’s a bigger job than I first thought, so I’m not yet finished.

The Bugs:

Nothing new.

Week 396 (April 4, 2015):

The Fixes:

Finished scripting the side mission for Leaper at Boondock Caverns. It was a lot more complicated than I expected it would be, and I’m pretty sure there are some broken bits about it. As it stands, most of Leaper’s mission depends on menu selections, most of which keep the player suspended until he returns to Powerstick Man’s side. If anything is broken, it’s probably that. I’ll test it more thoroughly once I get near the end of production on this side quest.

The second magnetic key and the lock scrambler can now be recovered via the Leaper side quest.

Reorganized “Action Use Items” to be fully alphabetical. I’m not sure why I hadn’t already set it that way.

Redesigned the prisoner hatches to operate as step-on activated NPCs that respond according to whether Powerstick Man is on top or to the side of them. The new script also detects which hatch is encountered first and shows the corresponding text based on order rather than location.

The Additions:

New Item(s): “Surprise Items.” These are the things that Leaper may uncover if Powerstick Man asks him to surprise him. By themselves they may not mean much, but together they might actually create something powerful (in theory). The surprise item in Boondock Caverns is leather underwear.

New Item: “Red Ball: Water.” Another teachable spell item for Stacklash. Gives him the ability to wield “splash,” the basic water attack that Real Mullets use. I hope it doesn’t suck. Can be found during the Leaper Boondock side mission.

Added NPCs to the crates along Leaper’s alcove (“Boondock Caverns”) to provide visual proof of his findings. From inside these crates he can recover the third red ball and the lock scrambler for Powerstick Man. 

The crate at the dead end overlooking the pair of waterfalls in the western portion of Boondock Caverns now contains the magnetic locator item.

Added the magnetic locator to “Action Use Items.” Can also be accessed from inventory. Triggering it will access another menu full of power control options. From the menu, Powerstick Man can turn the machine on or off, set the power mode, or read the warning label. Using the machine now depends on battery stock (similar to the Aura Scent). However, unlike the Aura Scent, the magnetic locator can use conductors or generators, as well as batteries, to operate. The higher tier power sources will keep the thing running longer per unit. Batteries, like in the Aura Scent, will be used up once per minute; the conductors will be used up once per three minutes; the generators will be used up once per five minutes. If the current power source runs out, the machine will shut off, and Powerstick Man will make a note that he either needs to buy more of that source, or switch to a new source. Also, the game knows whether a battery source has been selected, and whether Powerstick Man has one of that selected type in supply, before it will actually begin working. The “Refresh Power” option is there in case the machine is ON, but the proper power source has not yet been selected. Hitting “refresh” after selecting the proper source will get the machine working as intended.

Note: Whichever power source is in use will come with a memory system that detects how much juice has been taken out of it. This is to prevent exploiting the timers by turning the machine on and off just before expiration. Each time the system is switched off then back on, the game will remember how much time was left on the current power source and resume from where it left off. This will happen regardless of whether the player switches power sources. Unless I missed something, there should be no cheating the system here.

Note 2: Eventually I’d like to rewrite the Aura Scent to operate under the same conditions as the magnetic locator. But not until sometime after I’ve finished the Pirate Force Camp subplot.

New NPCs: “Nina Scint,” “Erica Updo,” and “Jenny Harp.” These are the final hostages under Pirate Force control, and they can be found in the hatches etched in the floors and walls of “Boondock Caverns.” To reveal them, Powerstick Man must have the magnetic locator activated before he accesses the hatches. Each woman spouts nonsense when her hatch is opened on account of her not yet having her eyes adjusted after having spent so much time in complete darkness. Also, if Powerstick Man does not talk to Erica Updo or Jenny Harp right away, they will call out to him, asking him not to leave (they can’t tell if he’s still there on account of their temporary blindness). After three attempts, they will give up. Talking to them will stop their rambling.

Note: I’ve established a hostage interaction menu that will give Powerstick Man options for dealing with all three captive women, depending on which items he’s found, but I haven’t yet scripted the results of each selected action, so there isn’t much to do yet other than to talk to them (and not even completely).

Note 2: Even though it’s possible to open the hatches with the magnetic locator, I haven’t yet scripted it to fail if the batteries are used up.

New NPC: “The Dust Blower.” Most of the hostages are stuck waiting for their rescuers, but one guy found a way to escape. And he’s got some advice for Powerstick Man, if Powerstick Man knows the right questions to ask, namely how to unscramble the locks in the prison hatches. Find him near the Boondock Caverns exit.

Note: He’ll switch locations between two alcoves each time Powerstick Man enters that section of the map.

New NPC: “Darkstalker.” A ninja-like character who may or may not become the official “Jackal” type character for The Adventures of Powerstick Man: Extended Edition. For now he gives advice, but he may play a much larger role down the line. Possibly. Or he might be a one-off. I don’t know yet. He can be found near Erica Updo’s prison hatch.

New NPC: “Siren.” The official chief of security for the Pirate Force’s underground lair. He informs Powerstick Man that taking treasures from the underground area may not be such a great idea. If pressed (after talking to Jenny Harp), he’ll also reveal the locations of the magnetic keys, magnetic locator, and lock scrambler.

Note: Getting him to reveal each location will require a step that in turn requires that Powerstick Man owns and knows how to operate the magnetic locator. I’ll probably place an additional NPC somewhere who can elude to the location of the magnetic locator at the very least. Treasures won’t be automatically trapped (when I get around to implementing them). The traps will work on a quantity scale.

Added a fourth hatch representing the Dust Blower’s former captivity location. Does not contain anyone to speak to, but it will be required to unscramble the locks.

New Item: “Lock Scrambler Code.” A note revealing today’s lock combination for the Boondock hatches. When fully implemented, the lock scrambler will require that Powerstick Man visit each hatch and “Enter Code” in the designated order. If he attempts to “Unscramble Locks” in the wrong order, he’ll reset the system and have to try again. Can be viewed from the items menu or the “Notes and Things” menu (found in “Action Use Items” menu). 

The Bugs:

Haven’t tested any of the new additions this week, so there is probably some massive breakage. Most of this week’s features are only half-complete. I’ll try to finish them next week.

Week 397 (April 11, 2015):

The Fixes:

Finished scripting the conditions for interacting with the Boondock hostages. As it stands, entering codes will record a position number relative to the hatch that Powerstick Man is scanning. Unscrambling the code requires that “lock code,” which is updated prior to testing the lock, matches “Monday code,” which is set once the scrambler is found. Keys can only be used once per hostage, so the game more or less remembers the protocol for unlocking them. Once the locks are unscrambled and the keys are turned, Powerstick Man can free the hostage. He has to free all three hatch-hostages before he can free Harvey Grout.

Note: This is still untested, so bugs and overlooked cosmetic issues are inevitable.

Rewrote the Dust Blower’s old hatch slightly to carry with it limited interaction, and to stay open once Powerstick Man opens it. Can only be used for setting the lock scrambler code.

Set the hatches to require that the magnetic locator is actually turned on before Powerstick Man can open them. The variable “locatorinuse” will keep track of the locator’s status.

Some dialogue fixes (including box positions).

Fixed hatches to allow for “use” functionality. Had to fake a multipurpose access NPC for each floor hatch in much the same way I had to fake it for the contact lens in “Coastal Run.” This meant potential reusability problems (without walking away and coming back), especially if the player uses the magnetic locator on the spot, so I had to tweak the scripting slightly to reactivate the fake “use” script should the player stay put. As of now, accessing nearly any menu from the spot will break it, and I don’t particularly want to set every single menu to check for that (yet) just for that odd possibility that someone might, but I did set it for the magnetic locator menu, as I think that’s the menu they’re most likely to use on the spot.

Note: Implementing this script does convince me that I may have a need for general on close scripts for all menus (much like how “scenery sounds” is my general each-step script for all maps) that runs certain scripts under specific conditions. One day, I’ll have to go back and reevaluate that need.

Updated a few scripts related to Boondock hostages and NPCs to suspend timers while they execute in order to avoid conflict with the magnetic locator potentially using up battery power, thus draining resources unnecessarily or interrupting the narrative to report that a power source has been depleted. Ultimately, I’ll have to include this all over the plotscript file, which could be very time consuming, for it to be effective wholesale, and I’m not in love with that idea, so I may want to rethink how the power source works before I finalize it. The less I have to modify to get it working properly the better.

Note: I could require automatic shutdown after each unit (not stock) is depleted, which might discourage the player to use it willy-nilly. I could also force the script to avoid reporting depletion and turn the machine off silently (power saver mode). I’ll give it more thought as I near the end of Pirate Force production.

Removed the wall tiles around the hooked pipes in the “Den of Filth” that sit on the south side of the rooms and set the pipes with overhead layers. This makes navigation in that area smoother.

Removed the wall tiles around the bathroom sinks along the south bathroom walls in the Pirate Force Camp. Also updated the “Pirate Force Indoor Objects” script to account for the new angle allowed for reading one of the magazines.

The Additions:

Added “Magnetic Locator,” “Lock Scrambler,” “Scrambler Code,” and “Hidden Secret Items” to the Master List of Items. Also updated the entry for “Red Balls” to include a listing for Red Ball: Water.

Added a selection to “Action Use Items” for the lock scrambler. Selecting it will reveal the currently entered code, which the player can use to cross-check with the scrambler code that the Dust Blower gives Powerstick Man to see if he’s on the right track. Can also be accessed directly from the lock scrambler item.

Added shadows to the “Den of Filth.” As of now it’s a work-in-progress that is subject to change. Given the number of unique tile situations, I may have to rethink which shadows are important to me and which ones I can forgo.

The Bugs:

I’ve done a thorough playthrough of the Pirate Force Camp topside using a four-man team (Powerstick Man, Stacklash, Rapid Pestilence, and the Mythical Creature) and uncovered a number of bugs, including two game-breaking ones. I’ve made a note of them in the Needs file, and will make an effort to fix them once I’m ready to start finalizing everything in this section.

Week 398 (April 18, 2015):

I was gonna hold the progress report for another couple of weeks, but so much has been done since the last report that I think holding it two more weeks will make the reading session too daunting, so I’m dropping it off early.

So, what’s new? It’s probably better just to read the list. Too much to summarize here. Let’s just say this report is the biggest one I’ve done in probably two years.

And no, this doesn’t finish the Pirate Force Camp, but it does bring us very, very close to the end. I still have some battles to add and some loose ends to tie up, but that’s about it. I’ll be able to move on to new things soon.

The Fixes:

Set up alternate encounter text for Mindeena and Douglas Fresh should Powerstick Man use the chainsaw to bypass entering the first Pirate Force house. This avoids NPC lockup if he decides to enter the house from the south and walk up through to the north and encounter Mindeena afterward. For Douglas Fresh, talking to him before entering the house now affects whether he mentions Pasty Skinhead and Chunky Mama as someone Powerstick Man has seen in the house or is in the house.

Fixed the fences at the Pirate Force Camp to stay destroyed (visually) if Powerstick Man cuts through them with a chainsaw. Also set his sprite to face the proper direction once he’s done cutting.

Changed “Pirate Runt’s” defeat bit to “Flee Instead of Die.”

Changed “Pirate Relocation Program” to alter NPC movetypes temporarily prior to moving their locations and then reset them back to their normal movetypes. This shouldn’t really do anything different, but because Bikini Gimp was inaccessible on the second encounter during one of my playthroughs, I wanted to error-check any potential misalignment bug, even if it’s unlikely to happen by simply changing a moving NPC’s position. I don’t know if this actually prevents the problem I saw initially, but I don’t think it’ll hurt anything, either.

Sped up all eight Pirate Force lieutenants by 3 points in battle. With the exception of Pirate Runt, I thought they were all too slow.

Set six of the eight lieutenants (not including Tranny Burglar or Secret Dancer) with stronger stats for their second encounters. They basically fire up with adrenaline prior to the second battle, making them stronger, tougher, and more agile (except for Bikini Gimp, who becomes less agile), but slower and unhealthier (fewer HP), thus giving Powerstick Man a bigger headache in the short-term, but perhaps with the ability to end things quicker. The stat alteration depends on the lieutenant’s general physical design.

Fixed the victory music for the Pirate Force leaders.

Followed every instance of “alter npc (npc,npcstat:movetype,0)” with “wait for npc (npc).” This should drastically reduce or even eliminate the chance of NPCs locking out of sync with tiles after they’re set to stop wandering. Not sure if this is redundant, but some NPCs continue to go out of sync prior to them stopping momentum without it, so I think it’s worth a test.

Attached the proper dialogue to Peter Ballzay (pirate lawyer), so his choice box should work now.

Fixed the choice order for Stacy Desire’s actual roulette question (about New Swiss mutants) to correspond to her respective responses.

Fixed the problems with Bunny Menagerie’s choice box distraction script. Had to split it into two parts to avoid premature advancement and add the “allow gameplay & scripts” bit to the first menu (the one with the visible choices) to prevent lockup. Also extended the amount of time it takes for Powerstick Man to get too distracted to remember his choices.

Fixed the choice confusion attached to Slasher Attache’s Lawyer Roulette box. He should give the appropriate responses to each option now.

Adjusted menu positions for the Lawyer Roulette choices to stick closer to the text box.

Powerstick Man now visually reacts to the lawyers slapping him.

Added a hero variable to “reset hero picture” in the chain fences script. Not sure if it’s even needed, but I noticed it was missing.

Fixed some dialogue placement and story issues regarding Tiffany (tree hostage) and set the wait for the proper NPC ID when she’s exiting the area.

Fixed Honey Brutiful’s exit path.

Added an overhead layer to all the doors in the Pirate Force Camp topside area. Also set an extra broken glass tile down by the southwest house (by Tiffany).

The fourth hero in the caterpillar party wasn’t appearing in the waterfall pool area after the “filthy hole” landing because I was setting his position twice (in separate locations). I also had heroes 2 and 3 set in the wrong direction. So, those are now fixed.

Fixed the alternative text triggers for Siren. The tags weren’t getting set.

Fixed Jenny Harp’s blind calling to trigger the proper textboxes and not the ones set for Dr. Smack.

Fixed battery selection mode for the magnetic locator to clear all battery types before selecting the new one. This prevents it from always reselecting your first choice.

Changed the depth of “Boondock River” (this is the actual name of the drop pool area in Boondock Caverns, which I’ve forgotten until now, so it’ll henceforth be known as such) near exits to signify areas shallow enough for wading. This creates a smoother transition in and out of the water for caterpillar party members, who now change to wading sprites in the designated areas, and eliminates the need to draw a mass of water tiles over the heroes still in the water.

Note: I’ve also created a wake sprite for each hero, but this is noticeably choppy as I don’t want to mix a keyval script in with a number of potentially interfering scripts (or rather I don’t want it interfering with them). This is one of those things I’ll have to fix when we get script multitasking, or when I feel like sitting down to craft a better solution for handling all of the necessary running scripts. For now it’ll look a little stupid.

The Additions:

Added “Smart Mode” to the magnetic locator. Selecting this will automatically load the magnetic locator with the most plentiful power source in Powerstick Man’s inventory, turn the device on, and set the power-saver feature on, which will automatically turn the device off after a single battery (or conductor or generator) is used. This is handy for anyone who’s likely to eat through their power supply because they forget the locator is on. Selecting Smart Mode ON will enable all of the above features. Selecting Smart Mode OFF will reset the device to its original functions and allow the player to decide for himself how the device will be used. The “Warning Label” and “Check Power Mode” selections have been revised to include information about Smart Mode.

New NPC: “Vile Morgan.” The third commander and first wench of the Pirate Force. She appears after Powerstick Man takes her whip from the table in the near empty room south of the dentist’s office. When fully implemented, she will serve as a mini-boss who can lock Powerstick Man up in chains should he fail the fight. Not sure yet if it will be a game over or just a credibility loss. I may have another hero come rescue him. As of now, she’s just an NPC and a script.

New NPC: “Greasy Lovekick.” Pirate Force second-in-command and main boss for the Pirate Force subplot. He’s the reason that Powerstick Man has so many captives to free from the camp and its filthy dungeons. If Powerstick Man can knock him off his pedestal, literally, he’ll have made the Cannonball Strip a safer place. Various texts are determined by how many hostages Powerstick Man has freed and how many pirate force members he has defeated. Eventually, Greasy Lovekick’s battle stats will be determined by how many hostages are still captive. The more Powerstick Man leaves chained up, the stronger Greasy Lovekick will be. As of now, because I haven’t worked on battles for any of the new villains yet, this feature is still planned rather than implemented. But Powerstick Man’s response post-battle is still affected by how many he’s rescued. Likewise, determining how many pirate force members have been defeated won’t be a completed feature until I’ve finished implementing everyone I have planned. Fortunately, I’m almost there.

Note: Greasy Lovekick’s script is still a bit buggy. His departure will need some trial and error since it blends animation with motion and speed adjustments. But when it’s fully implemented and polished, it will be one of the darkest boss defeats in the game. It’s the perfect ending to a disturbing side quest. Thinking about the final version of the battle and defeat gives me chills.

The Bugs:

Nothing other than what I’ve mentioned above.

And that concludes this session’s report. I may or may not do an anniversary announcement in a couple of weeks, depending on how much I get done between now and then. For now, enjoy the massive new update.

Week 399 (April 25, 2015):

The Fixes:

Cleaned up Greasy Lovekick’s introduction and conclusion scripts. Everything about his scripting is nice and smooth now (and still disturbing). Also modified the autorun script for “Lagoon Falls” to continue playing the theme from “Boondock Caverns” if Greasy Lovekick is still standing and to switch it to the regular lagoon theme after he falls. His battle music also starts once he and Powerstick Man agree to fight and doesn’t end until he disappears under the ocean.

I had the wrong NPC assigned to Leaper’s Boondock script, so he wasn’t actually present during the sequence. He is now. Updated all of his scripts to refer to the correct NPC. This should fix a host of presentation problems.

Turned Powerstick Man to the west (away from the wall) when Harvey Grout explains his problem.

Adjusted a few Leaper Boondock related scripts to account for some cosmetic and flow control flubs. Tried to keep the player from having to relaunch entire missions just to gather another item. The old way was tedious. Also instated the proper “Mission Accomplished” script if Leaper is dismissed after he’s leaped the gaps and Powerstick Man says “no” when Leaper asks if there’s anything else he needs.

Gave Leaper new intro dialogue if he’s already been called to Boondock Caverns to leap the waterfall gaps. Likewise, if he’s gathered everything there is to gather, the next call will go straight to voicemail.

Note: Powerstick Man shouldn’t be able to call him while he’s in the area, since the script suspends player control until he leaves, so there is no contingency for those phone calls.

Fixed the script error that triggers upon leaving “Boondock Caverns” if a floor hatch has been accessed from the side (fake “use”).

Made some more adjustments to how the magnetic locator (advanced model) works. Still not sure if it’s perfect, but it should be more manageable than it’s been.

Wrote an alternative script for triggering hatches (in an attempt to abandon the fake “use” script that I currently have, thus making access to the hatches far more reliable), but it can’t work the way I want without multipurpose NPC activation triggers (NPCs that can be triggered on touch and step-on and use), and/or a script that can detect how the NPC was activated. For now, the hatches will remain sketchy to use. As soon as I have the ability to detect NPC activation in plotscript, I’ll be able to fully implement the changes.

Re-bound Nina, Erica, and Jenny to the hatches when Powerstick Man leaves the area and comes back. Previously, they could escape their walls and wander around out of the hatches while still in their “captive” states.

Moved the “Den of Filth Golden Key” to the Stash Room and reset its attributes to be taken once.

Rewrote Bob Fortune to require the golden key before he can escape.

The Additions:

I’ve implemented placeholder fight formations for “Dental Torturer,” “Pirate Security,” “Vile Morgan,” and “Greasy Lovekick.” I have these in place to test pacing and whatnot, but I won’t actually design the real battles until I’m about ready to finalize the rest of the Pirate Force questing and scripting elements. Their current stats are WIP only and will unlikely remain as they are.

New Item: “Magnetic Locator (Basic).” Thanks to the trouble that the magnetic locator has been giving me, I’ve decided to design a more basic version to help with the magnetic doors. This locator works like the old version, in that it is required to open magnetic doors, but unlike the other one, it does not need batteries. The flipside is that it cannot locate smaller objects, like the magnetic keys. But that’s the price of simplicity. The locator will shut off automatically after five minutes.

Note: The old locator has been rebranded as “Magnetic Locator (Advanced).” So, it will still be in the game, and it will still be required for locating smaller objects, like magnetic keys, but Powerstick Man will have to upgrade his basic model first (which won’t be in the game until a later time) to get it.

Added a new feature to the magnetic locator (basic and advanced models) to make a “five-beep” noise when close to a magnetic source, to produce a “long beep” when it’s within a tile of the source, and to produce a “shut down” sound when it’s turned off. The shutdown noise will be the new alert when the device goes into automatic shutdown after running out of batteries or remaining idle for too long. Powerstick Man will still comment that the device has shut down on the first instance (to remind players what the sound is for), but will remain silent for each additional shutdown. As of now, he’ll comment each time a new power source runs out, but I may cut it down to one general comment, or just get rid of it completely and let the player figure it out. I think this is the most minimally intrusive way to signal its shutdown without interrupting a cutscene or character dialogue.

Added a new treasure crate to the Den of Filth Stash Area and filled it with $1000.

New Items: “Clothing Gear: Leather, Metal, Cloth, Plastic, Vinyl, and Experimental.” These will be crafting items that can be transformed into armor equipment (body, legs, head, and wrists). Once fully implemented, they can be personally crafted or submitted to a “clothsmith” for paid custom upgrading.

New Items: “Clothing Hammer,” “Sewing Kit,” “Scissors,” “Mesh,” and “Power Cells.” These items will be necessary for crafting clothing gear into custom body armor (all four types). These also officially take my items count beyond the original 256 limit.

Note: Leather Gear can be found in the Den of Filth Stash Area (the vault), and the Clothing Hammer can be found on Greasy Lovekick’s chair after he’s been defeated. The other items are defined, but not yet placed anywhere. All of these can be found on the Master List of Items.

Added some treasure NPCs to about half of the crates in Boondock Caverns. Will probably fill the others up with power-ups when I get around to making more.

The Bugs:

None this week.

Week 400 (May 2, 2015):

The Fixes:

Changed the way hatches work again, this time using stacked NPCs (one “use,” one “step-on”) to regulate usage. The “use” NPC has its obstruction removed whenever Powerstick Man comes within range, and restored when he moves out of range.

Still had problems with the hatch ladies “wandering” out of their assigned tiles, primarily with Jenny Harp. Went ahead and placed default wallmaps around her hatch since I cannot think of a single reason why I wouldn’t want them there in the first place.

Note: My initial solution causes potential lag when entering new parts of Boondock Caverns, so I’m attempting to rely on default walls first. I’ll have to keep an eye on things.

The “empty hatch,” where the Dust Blower used to be held, now stays open visually when Powerstick Man walks away. This was another symptom of “set boondock railings” interfering (like it had with the waterfall).

Neither the Dust Blower nor Greasy Lovekick’s chair were dropping the items I thought I had scripted them to drop (scrambler code and clothing hammer respectively), so now they do.

Some dialogue fixes.

Added some texture to the walls in Boondock Caverns. Now they don’t look so plain.

Some landscape updates to “Lagoon Falls.”

Made it possible to pick up the Den of Filth keys that Transvestite Burglar and Secret Dancer drop.

Because I’d changed the usage requirement for the golden key, Fade Laker now requires a new kind of key to be unlocked.

“Fortune’s Key” now gives a “silver key” instead of a normal Den of Filth key. Find it in the chair after Bob Fortune escapes.

Den of Filth keys are now consumed every time one is used to free a prisoner.

Deleted the test DOF key from the metal bench near the start of the Den of Filth. All prisoner keys should now be accessible in the common playthrough.

Repositioned Den of Filth key NPC visuals to appear more centered.

The Additions:

New Map: “Boondock Annex.” This is actually the last map associated with the Pirate Force Camp (if all holds up according to plan). This is a smaller cave that loosely belongs to the Boondock Caverns network, and can be found on the upper ledges of “Lagoon Falls.” This is the place where the defeated Pirate Force lieutenants will flee for their final battles with Powerstick Man. It represents the misplaced architectural ideas the Pirate Force may have had before settling on the Den of Filth as their main base of underground operations.

Note: Pirate lieutenant battles in the Boondock Annex will only begin when all members of that side of the sex are present (Transvestite Burglar fights for the ladies’ side), and winning the battle will send one of the vanquished pirates to run for the location where the last Den of Filth keys are hidden.

Note 2: Secret Dancer can be liberated from the Pirate Force only when Powerstick Man speaks to her in the back room at the “Boondock Annex” after he’s met Bunny Menagerie.

New Item: “Den of Filth Silver Key.” I’d forgotten that Fade Laker required the DOF Golden Key to be released (because he’s locked up in a special dungeon for underperforming as a pirate), and I’d given the golden key requirement to Bob Fortune, so I made this key to make up for my oversight. This is now what’s required to unlock Fade Laker. Updated Master List of Items to account for the change.

New NPC: “Tasker Milde.” The Pirate Force executioner in charge of keeping the silver key. He gives Powerstick Man loose information about where the silver key might be found. He stalks the “Boondock Annex,” proving his incompetence further (since it’s nowhere near where he lost the key).

The Bugs:

None this week.

