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Black Knight Sword of Rage (Limited Edition) / IPD No. 6569


I tried to get permission from Vinch52 through Universe and VPforums, no reply. However Vinch52 did post on VPforums that anyone could modify so have taken that as permission. The table has not been touched since 2023.

"Hello to all,
 I put online the last version of the table. I don't think I'm still working on the table, it's been more than 3 months since I've touched it, it took me a lot of time for something I never did before. Unfortunately I don't have the same way of programming as everyone else... The table is functional in itself but there are still some small bugs. The table is free to reprogram.
If you want to work on it you are free to do so. (Contact me in case I have created a new version)
 Best regards,
 Vincent"

The table was actually at best, a WIP so I have basically rewritten a lot of the code, updated physics, sounds, puppack and table.

The story behind me working on this was that I got "stuck/unmotivated" on another project I was working on and needed some time away from it so I thought I would give this a shot. I got fed up of the table crashing, multiballs not working etc. so I thought it would be a simple weeks’ worth of modifying but as I delved deeper I realised it needed a lot more. This is my first table and I hope this meets with approval.

I am very nervous about submitting this as I don’t know what kind of reception it will get. I hope it will just provide a bit of entertainment for everyone. If you spot bugs please tell me about them rather than just moan, and if you want to modify then please get in touch.

Thank you to:
Vinch52 for originally producing the table and puppack which I was able to modify.
VPW tutorials they were essential and extremely useful. Especially their “VPin Workshop Example & Resource Table”, which allowed me to add Nfozzy Physics and Fleep sounds.
NailBuster, for his superb Puplayer code and tutorials. This table relies on puppack to be playable.

What I have done (Version 0.9):

· Table code modified and most routines rewritten, to allow the game to play with some additional modifications from the Stern table based upon comments from forums. There are some notes below will help understand the features I have done.
·  I have added all the features that were missing such as the powersword and super features.
· As it stands this game is set to freeplay and one player only. If people like it then I may improve in the future. It is at the stage I think people will like it.
· I have added Nfozzy Physics, and Fleep Sounds. 
· Rewritten puppack and sounds
· Modified table to "look nicer"
· When pressing start please wait for “I am the Black Knight” to be announced especially after a game.


Important notes:
This is my first table and it was a lot of work to debug and rewrite the code. It is not as clean as I would have liked but functional and plays properly now. Please ignore comments to myself within the code and also the name "Meakin" or “PM” occurring. This was often used to allow me to jump about the code, not some ego trip ;-) 

Adjustables are currently at the top of the script. I haven't added a F12 menu yet, I may do if this proves popular and people like what I have done.

It is based on the Ruleset from Stern Version 1.18, which I have included in the puppack.

The table has been written based upon a cabinet with two screens, I am sure it should work with three or desktop with the settings of the pupack.

This table has a puppack as it make no sense without one. However there are a few bits I had to "fiddle":
Skelton Animation for War Hurry-Up: The animation is using images that animate like a "flick book" ie one image after another. I have added an adjustment which sets how many balls are on the table before it switches to "static" image. I found it was no problem with performance, but the adjustment will fix lag if experienced when War happens.

Callout Sounds are based on a separate CSV which lists all the callout sounds, stored in the pupack. The callouts are played directly using a routine rather than using the puplayer events. I did this as there are a lot of callouts (500+) and I didn’t want to have to add all these to the puppack editor and have too many event numbers.

Finally the folder structure is modified from the original and had extras and some files missing. I have left the extras in for people to be able to use if they wish and I had to create my own missing files. This includes the powersword animations and final stages of black castle. I am not an artist so if you wish to use better versions then please do so (and let me have a copy;-))  

Game Adjustments:
Original adjustables from the Vinch52 table.
			
Bpgcurrent  = 5			Balls per game	(usually 3 or 5) 
ReplayAt  =  60000000		Replay At 60,000,000
BallSaverTime = 15		ball saver time for each new ball
DifficultyRageCountMystery=1 	Rage counter used to light mystery NB not implemented 
MaxMultiballs = 10		Max number of balls on playfield 
MissionTime = 65       		Time for a mission in Seconds (The default time is 65) 
MissionTimeLastChance=30	last chance Not implemented yet, may be developed later
Bk2000Time = 60		retro mode Kings ransom time
WarHurryTime = 30		war hurry up timer in seconds for each phase

New Additional adjustables. 

ReflipAngle = 20 		used in Fleep Sound
tnob = 10			used by Fleep sounds set to 10 max 

Mission amounts to complete on each new game nb automatically increases during the game
MudBogHeadsDefault = 4 
MoltenFireShotsDefault = 8
WickedCavernShotsDefault = 8
BurningSandsSetsDefault = 2
DeepFreezeLordsDefault = 4
BlackCastleRoundsDefault = 4 

KnightLampDefault = 2 		 	number of ”knight lights” lit at the start of a game 0-5
MissionAttackTimeBoost = 15 	 	Seconds added to timer when successful attack.
KeepBonusMultiplier = True		setting for bonus multiplier from ball to ball.  If True multiplier is not reset each ball
PowerSwordStartLevel = 50		When starting a new game the first powersword starts at this level. After use it resets to zero.
WarAnimationBallLimit = 9 		Based on the number of balls on the playfield before the  skeleton animation switches to single/static image may need to be reduced depending on system 0 = no animation 1 single ball play etc. 
MysteryMode = 1			Mystery award has two modes 0 is Stern Original (as of ver 1.18). Mode 1 is Modified which uses number of missions completed to affect scores and adds 2 extra items: "Fill PowerSword" and "Light BallSaver". (Again based on comments in forums) 
ExtraBallAfterMissionNum = 1		Number  of how often to award an extra ball after completing missions the format is:  +ve 1 is every mission, 2 every second mission, etc, -ve is that mission only eg -1 is first mission only, -2 2nd mission Only, 0 is NO Extra Ball after completing any number of missions.
UturnExtraBall = 8			Number of uturns to award an extra ball
backpeddle = 3				Black knight will callout when bashed if -ve callout always insulting, 0 completely random, +ve insulting until number of missions complete reach this backpeddle number then start backpeddling (more pleading). Set as 3 as this seems to reflect the original.
specialAward = "ball" 			what to award as a special/Replay "Credit", "Ball", "Score" 
specialScore = 2000000			What score to add if special award is set to score

Black Castle Settings
The original was Very Difficult and commented on in reviews and forums.  So, I have added options to allow different settings. I use the Modified Mode, Shown Below, but you can set any combination.

If you want the Original Stern Version change settings to match Stern Mode shown below.
Stern mode:  Mode = 0, MissionTime = 200, TimeBoost =  0, BallSave = True, AllowPowerSword = False
Modified Mode:  Mode = 1, MissionTime = 65,  TimeBoost = 10, BallSave = False, AllowPowerSword = True

BlackCastleMode = 1			Can be set to 0 or 1 Where 0 = if Ball drains Mode ends, 1 = Mission continues on next ball (similar to other missions) 
BlackCastleMissionTime = 65		Amount of time for mission
BlackCastleTimeBoost = 10		same as MissionAttackTimeBoost but for only Black Castle Mode
BlackCastleBallSave = False		Enable ball save on outer loops hit in Black Castle Mode
BlackCastleAllowPowerSword = True	Powersword can be used in the black castle battle If True uses Powersword advantage: Hit lights do not go out, and x2 score

RageMultiballTimed = True		Rage Multiball (on completion of Black Castle Mode) if set to true is a timed multiball (90 seconds) else its not timed and will end when all but 1 ball is drained. (90 seconds matches the music hence why this adjustable is T/F)

ResetHighScores = True			will run Reset of the Highscores on Run  (may need restart) 


I hope this all makes sense. 

The tilt settings I don’t know about as my cabinet I hope they work ok.

Finally this was a project just to improve the game. I hope people enjoy it.
