The DiaryJournal of anthe Inmaku Developer

Part 1 of the Epic Saga

Bitzeralisis
Day 29 – Working Day 18 (8/22)
11:20 AM – Started programming. I’m working on ray pseudodelay.

12:10 PM – Off to lunch and then SAT prep class. It’s like the one and two changed places in the time, lol. Time spent: 0:50
5:01 PM – Back to working on ray pseudodelay.

5:13 PM – Going biking, bye. Time spent: 0:12 (lol)
8:28 PM – Back from biking. I rode 13 miles because Alex Wang is evil. Anyways, back to ray pseudodelay.

8:41 PM – Dinner. Time spent: 0:13 (lol)
9:32 PM – Back from dinner. Back to pseudodelay, again…

10:09 PM – Ray pseudodelay, as well as defining better graphic rectangles for shots 3008 through 3015, is done.

10:36 PM – Ray pseudodelay looks kinda ugly; I’m going to replace it with a line of delay color tomorrow. This will involve a giant switch statement and new drawing code. But it will wait until tomorrow. Built a release. Time spent: 1:04

Day 30 – Working Day 19 (8/23)
10:38 AM – Good morning. I am working on Ray pseudodelay, hurp durp.

10:55 AM – Okay, need to eat breakfast, bye. Time spent: 0:17
12:36 PM – Back to pseudodelay, arrgh.

1:01 PM – Done with ray pseudodelay! And I also debugged it. Hooray! One last thing to do with lasers: laser delay (the normal kind). Oh joy. Hopefully, this won’t take too long to do, but I need to go do some work first. Stopped programming. Time spent: 0:25
3:12 PM – Okay, now I’m working on laser delay, yeah.

3:39 PM – Lasers are completely 100% complete. Well, not really; different laser styles have different delays and stuff, but it generally works now. Hooray! I don’t think I’ll be touching laser and projectile stuff for a while now, and start working on other aspects of the engine (like items and player shots).

3:39 PM – I will make items now. I’ll start with a basic framework, then work my way up to full-fledged items.

5:02 PM – Preliminary lumen items work, though it looks kinda funky. Anyways, I’ll take a break, and then draw graphics for Point items and Lumen items, and then add a bunch of functions for handling power/lumen/other stuff gain to the Player class, and then update the Item class to reflect those changes and draw using the item graphics. Time spent: 1:50
7:28 PM – Okay, so I’m not going to draw the item graphics first, but make all those Player class functions I was talking about. Yeah.

7:40 PM – Leaving for dinner. Steak, yum. Time spent: 0:12
9:58 PM – Back to programming items.

11:07 PM – Working on lumen/illumination mechanics, and the item collect circle. Goodnight for now; I will work on it some more tomorrow. Time spent: 1:09
Day 31 – Working Day 20 (8/24)
3:31 PM – Started programming, still working on lumen/illumen mechanics and item collect circle.

5:06 PM – Still working on the above stuff. I’m going to draw lumen and point items now, as well as a small number font, then make the graze effect.

6:20 PM – Done with graze effect. Taking a break. Time spent: 2:49
8:23 PM – Back from dinner and I drew the items without telling you. Har har. Anyways, I’m going to implement said items now.

9:36 PM – The internet died ;~;. Well, time to see how well I can do without any references.

10:46 PM – Items release 1! There’s no support for extra lives or power or anything like that yet, and you can’t even see your current lumen+ or score, but there are lumen/point/power items that you can assume are acting on those unseen variables! I’ll work on displaying score, etc. tomorrow. Built a release and stopped programming. Time spent: 2:23

Day 32 – Working Day 21 (8/25)
11:00 AM – Hi. I’m going to tweak a few constants and give the player a graze-range circle, as well as make an illumination giant spinning item collection double hexagon effect for the player.

12:07 PM – Being dragged around by my mom, break. Time spent: 1:07
1:20 PM – Working on the number display function.

1:27 PM – Dragged away for lunch. Time spent: 0:07 (lol)
2:23 PM – Back to programming.

3:30 PM – Numbers that show score/lumen/power increase now appear when an item is collected. It looks super-cool! Also, score/lumen/pv displays are now on the HUD, although it uses the tiny numbers font. I’m going to draw a larger font for displaying those things.

3:54 PM – So I just rasterized another font to get the larger font, but whatever. I don’t feel like organizing the giant clump of numbers by giving them labels or something, ‘cuz I don’t feel that’s necessary right now. Instead, I’ll work on some effects for going in to / out of illumination, dying, extra life, etc.

4:03 PM – Taking a food break. Time spent: 1:40
4:49 PM – Back to programming. I’m making the point crystal’s stencil special effect before the power up! and stuff effects.

5:51 PM – For some reason that took a really long time. Anyways, I’m making a release and then taking a break in general. Yup. Time spent: 1:02
10:00 PM – Drew my own hitbox graphic, now adding it to the game.

10:46 PM – Played around a lot with some constants and made my own hitbox look better. Feature add: instead of automatically illuminating, the player now has to activate illumination by pressing space. This gives them the choice between giant item collect range and double lumen. There’s an effect when at max lumen+ and an effect when illumination is activated (although it’s not the real shiny part of the effect with the giant “ILLUMINATION” appearing on the screen (which is what’s supposed to happen, but will probably end up being changed.) Also added a small power level number display.

10:54 PM – Built a release, and goodnight. Time spent: 0:54

Day 33 – Working Day 22 (8/26)
1:55 PM – Adding a hitbox effect for when the player gets hit by a bullet.

2:38 PM – Drew a bunch of effect text: “Illumination Bonus!!”, “Illumination”, “Invokation Bonus!!”, “Extra Bomb”, “Extra Life”, and “Willpower/Dexterity/Stamina Break!” I’m going to add them in CreateTextures.cpp now.

2:40 PM – Have to leave for lunch first. Bye. Time spent: 0:45
Day 36 – Working Day 23 (8/29)

4:57 PM – There’s been a lot of work in the past few days, so I haven’t been able to program Inmaku at all that much. I did come up with what most of the effect text conceptually looks like, though. First of all, I have to change the color of some of the numbers: non-full score is now blue, full pv score is now white, and power is now teal. Power items should also theoretically display the current power as a decimal number but I don’t have a function that draws decimal numbers yet.

5:10 PM – Forgot to mention: illumination is mandatory again, because people could misuse obligatory illumination by illuminating when the boss’ attack breaks, and get 10×2 lumen for each bullet on the screen. Instead, I replaced activated illumination with illumination chaining: now the illumination bonus lumen goes directly into lumen+, so if one grazed hard enough during illumination they could get another illumination very easily.

5:15 PM – I’m considering reading danmaku from outside files to prevent recompiling-type issues. Then again, the reason I hard-code danmaku is to prevent people from manipulating outside danmaku files to make the bullets however they want them to be.

6:02 PM – Items are displaying their collect numbers in the correct colors, and power items show your current power after being collected as well. A function was written specifically for power items. Stopped programming. Time spent: 2:05
7:52 PM – I am programming again. I need to make effect text work now, but I have no idea how I should manage this. Global variables and a draw function in the main draw loop, or a namespace equivalent, or a new object type and rparray?

8:02 PM – For Power Up effects, I’ll do it the same way I differentiate between 5 power gain and 0 power gain when collecting a power item at less than full power and full power, respectively. Adding 1000 to the double that stores the power that the collection of a power item caused the player’s power to increase means that it added no power, i.e. it was collected when the player’s power was already at max.

9:59 PM – There’s this really weird bug where if I comment out an unused variable, some of the textures in the game get completely screwed up. This is extremely perplexing and I’m rebuilding both debug and release builds of Inmaku to see if I can get rid of it. Meanwhile, I’m going to stop programming. Time spent: 2:07
Day 39 – Working Day 24 (9/01)

3:09 PM – I don’t have much time. Anyways, I solved the bug; it was because another variable (an array) was too small, and the extra variable I removed was providing buffer space for the other variable’s overflow. I’m updating the effect text image, and am going to create the EffectText class.

3:45 PM – Have to do work now, bye. Time spent: 0:36
9:41 PM – I have a bit of free time to work some more on EffectText.

10:05 PM – Power up and max power effect texts work now; power -1.00 effect text theoretically works, and power items should not be flying off the screen when the player dies at the edge of the screen now. Time spent: 0:24
Day 40 – Working Day 25 (9/02)

8:26 PM – Started on Inmaku, still working on the same stuff as I was yesterday.

9:18 PM – Power up, max power, and power -1.00 effects are operational, as are Break! effects, although the break effects only flash right now (which is not what I want). Built a release. Time spent: 0:52
Day 42 – Working Day 26 (9/04)

9:54 PM – Still working on effect text, making [something] Break! effect text look prettier.

10:37 PM – Okay, time for Illumination Bonus text.

11:05 PM – There’s no Illumination Bonus text yet, but there is the normal Illumination text for when the player’s in illumination. Built a release. Time spent: 2:09
Day 44 – Working Day 27 (9/04)

8:43 PM – Illumination text is going to rotate around the player, instead of just appearing on top of him. You’ll see what I mean.

9:26 PM – Done with the whoashiny Illumination text, and I am very satisfied with it. Next up: Illumination bonus font. Built a release.
Day 50 – Working Day 28 (9/10)

10:37 PM – Messing around with some stuff, mainly Illumination Bonus text and the actual bonus itself.

11:19 PM – Ilumination bonus text is coming along nicely, but I need to go to sleep now. Goodnight! Time spent: 0:42
Day 51 – Working Day 29 (9/11)

11:46 AM – Programming time. I’m going to finish up Illumination Bonus stuff.

12:06 PM – Leaving to do homework and stuff. Time spent: 0:20
3:39 PM – Back to programming and stuff. First I need to increase the size of the Illumination text, and then I’ll finalize their positioning and appear/disappear effects.

5:31 PM – Done with Illumination Bonus Text and chaining! Hooray. Time spent: 1:58
Day 59 – Working Day 30 (9/19)

5:25 PM – Started programming. Working on enemies.

6:22 PM – Taking a break.
Day 60 – Working Day 31 (9/20)

3:40 PM – That sure was one long break! (jk) Anyways, working on the enemy draw function. I don’t actually have sprites for enemies yet so all you can see is the enemy attack range circles.

4:26 PM – Homework time.

9:29 PM – Time for a bit more work on enemies. I’m making acceleration a native enemy thing, instead of something that I have to add in for each enemy that uses it. Mainly because every enemy I can think of uses acceleration one way or another. Eh.

10:00 PM – Goodnight.
Day 61 – Working Day 32 (9/21)

9:00 PM – Continuing work on enemies.

9:33 PM – Starting on player shots and player shots hitting enemies.

10:00 PM – Goodnight.
Day 62 – Working Day 33 (9/22)

3:46 PM – Doing just a bit of work on Inmaku. Still working on enemies and player shots.

4:22 PM – Time for real homework and stuff. Kthxbye.

9:02 PM – Started programming. Working on enemies, pshots, etc.

10:13 PM – Stopped programming.
Day 63 – Working Day 34 (9/23)

8:47 PM – Started programming. Adding blob graphic for enemies.

10:14 PM – Quitting for tonight, goodnight. I’ll add notes on what I completed today tomorrow.
Day 64 – Working Day 35 (9/24)

6:32 PM – Started programming.

7:09 PM – Dinner.

8:29 PM – Back to programming.

9:32 PM – Done a lot with enemies. Going to add in enemy death effect tomorrow. Built a release.
Day 65 – Working Day 36 (9/25)

11:34 AM – Started programming, doing a few bug fixes and improvements.

12:01 PM – Stopped programming.

Day 66 – Working Day 37 (9/26)

10:48 AM – For those who are wondering, I was upgrading some of the graphics yesterday night. That’s why nothing was logged in this programming journal. Actually, I think I’m supposed to log everything Inmaku-related I do in here, because this is the journal of the Inmaku developer, not the Inmaku programmer, but whatever. Starting programming, doing two more item bug fixes.

11:21 AM – Bug fixes were done a while ago, I’m Inmaku-izing all the graphics now so I can start posting alpha releases on the web. Frame is done, now for the loading screen.

11:47 AM – Okay, done with Inmaku-izing graphics and stuff. Later I’ll add the player healthbars.

5:50 PM – Probably going to add the player healthbars now.

6:50 PM – Added a preliminary power healthbar, added two new number fonts for HUD display.

7:10 PM – Found a bug where autocollected score items wouldn’t give the player full PV, fixed.

7:34 PM – Dinner.

8:30 PM – Working on score display.

9:01 PM – Score display is done, although I’m a bit iffy about its position. Also, this means the power bar’s size has to be adjusted. Darn. Stopped programming; watching Mistsudomoe! Hooray. No release, because this build looks too ugly.
Day 67 – Working Day 38 (9/27)

9:07 PM – I just died in NetHack, so I guess I’ll program stuff now. I’m going to adjust some of the numerical displays in the HUD, and then start adding other numbers – PV, Lumen, et cetera.

10:11 PM – Stopped programming. Lined up all the numbers for the HUD, and colored them; going to add a few effects for Lumen+ and illumen, tomorrow. Also, I need to change the “/” in the HUD24 font to a “+”.

Day 69 – Working Day 39 (9/29)

9:30 PM – Started programming and stuff. Changed the “/” to a “+”. Adjusted HUD numbers position right by 8 pixels. Added power bar (again). Added preprocessor commands for easier changing of positioning of stuff. Added winInt for checking if the window’s size modifier is an integer. winInt now causes some specific textures, such as items, to use nearest filtering when the winInt is true.

10:02 PM – Stopped programming.
Day 70 – Working Day 40 (9/30)

8:10 PM (Instant) – Fixed a bug where non-integer window size modifiers would still cause winInt to be true.

9:00 PM – Started programming, making power bar look prettier. I’m using const declarations now instead of #include, so I am a good boy.

10:07 PM – Stopped programming. Added all the bars, although they’re a bit uneven at the bottom, and aren’t using textures yet. That will be for tomorrow.
Day 71 – Working Day 41 (10/01)

7:35 PM – Started programming.

7:41 PM – Stopped programming. Made scoping slightly more efficient. Made illumination cause collected point items to always give max score. Messed around with headers and put the Inmaku game loops and texture loading stuff into the Inm01 namespace.

10:00 PM – Started programming.

10:17 PM – Cleaned up bars code.

11:29 PM – Did a lot of work on bars, they’re almost done now, and stenciled and textured and everything. Gonna try to finish up Shiny Sunday tomorrow (one day left oh no). Stopped programming.
Day 72 – Working Day 42 (10/02)

4:58 PM – Fuuu, Shiny Sunday is due in two days. Noo! Adding big display numbers of current power/lives/bombs.

5:27 PM – Adding PV and Lumen+ bars.

6:22 PM – Pretty much done with the bars! Now I just need to add labels and percentage numbers!

7:22 PM – Dinner.

8:03 PM – Back from dinner, finishing up HUD text.

8:14 PM – Adding small % numbers.

9:28 PM – Finished Shiny Sunday 1.0! Yes! Now I can just mess around with whatever I want. Stopped programming. Built a release.

