= BULLET HELL ARTISTRY CONTEST #11 =
= UNCEASING TERRORS =

= THATONEFROGXD'S / GREN'S JUDGING =

Well, the submissions have been accepted, let’s get to judging.

Few things to note:
· Each entry, as aforementioned in my judging criteria, will be played twice minimum, up to ten times maximum.
· Entries will be played in order of submission, excluding the entry exclusive to itch.io - this entry will be played the last for the sake of properly organizing everything.
· Each submission will be judged thoroughly for particular sections and patterns. I will try my best to be equal with everyone in regards to judging particular sections.


Without any further ado, let us begin.

= ENTRY #1 =
= GAME_DEMO2026 =
= PARTICIPANT: MAKUTA MATARA =


GAMEPLAY

Played on Normal difficulty, without changing anything else.

Stage Part 1

I must admit, I had lots of fun attempting to understand the gameplay mechanics. The first part of the entry does help with you practicing it here and there – I got the hang of it easily.

Gotta say, I can already tell where you plan to go with this. Cosmic/eldritch horror was always my favorite stuff.

Gameplay in itself felt fine, nothing felt too out of ordinary, and I didn’t feel overwhelmed.

1st Midboss

Nothing much to say here, besides that I love boss patterns that enforce you to move to different parts of the screen. This was exactly that, and I am glad about it! 

Stage Part 2

Things started to get a bit more rough here, I had to lock in to ensure that I wouldn’t get sniped too much. This is where I discovered the Breakthroughs, and honestly I had to enforce these a lot to keep surviving. Fun mechanic!

Balancing was also just about right. No complaints here.

2nd Midboss

The “delulu” enemy is one of my favorite parts of the script. Felt wonderful to blast its ass (whatever it is, that is) and milk it for an extend during my blind playthrough.

I didn’t necessarily enjoy the enemy waves that came from the bottom and almost sniped me. They screwed me good in subsequent playthroughs.

Aside from that, nice stuff.

Stage Part 3

This felt like a bit of relief after the madness that had transpired from the midboss with the jingly music. No complaints here either.

3rd Midboss

Same here as well. At this point in the script I was genuinely applauding your way of making stronger enemies stand out significantly from the entire madness that was already happening. Good work there!

4th Midboss

THE RED BALLS OF CARNAL DESTRUCTION ARE UPON US
And as you expected, no complaints here either. I really like what you went with here in terms of patterns, I don’t think you see dual midbosses in any kind of shmups as often as one would like.

Boss Fight

Genuinely a fan of every single pattern present here – everything felt balanced (I tried out Hard as well after judging this and I had no complaints there either) – your usage of variety of bullets to make interesting patterns, along with utilizing boss minions and boss movement made this a splendid cherry on top.

Gameplay score: 38.5/40

Notes: I had to unfortunately deduct points for lack of warnings for certain enemies. While I had absolutely abandoned the concept of “hurr durr blindkiller bad”, I do believe it had put me against odds and costed me a credit or two in subsequent playthrough. Aside from that, very well done! Your scripts’ quality never disappoints me, no matter what. Applause!

DESIGN

Tapping into the liminality of cosmic/otherworldly horror was something I was expecting, and I was not disappointed.

The overall vibe certainly fits the theme, no questions asked. I will expand upon this in the Presentation section, but nevertheless, you absolutely nailed it. You don’t get to see stuff like this in scripts nowadays, let alone in the Touhou derivatives. (Lunar if you’re reading this I pray to god HoHH will be about that exactly or you’re getting banned from BHE)
Despite being majorly resistant to horror, I am more than appreciating the direction you went with into this.

By the way, you should write more. The excerpt in the manual got me hooked.

Design score: 35/30 (SCORE COUNTED AS 30)

PRESENTATION

The artistic direction you went with has sufficiently met my demands. The slow transition from the empty liminal space to a disturbing looking dimension filled with eldritch abominations was exactly what I wanted to see. I must applaud your simplicity and capability of balancing the visuals – not everything was outright horrifying, but it was certainly unsettling the longer I kept playing.

I must unfortunately say that the backgrounds during later parts got my eyes tired very quickly. It is bound to happen with so many things going on at once.

Music felt oddly fitting, I will be honest – I didn’t expect such jiggly, joyful tunes to be used for boss fights against horrors beyond my comprehension. But hey, if it works, it works, and you have my respect for that.

Presentation score: 28/30

No. of entry plays: 6

FINAL SCORE:  96.5/100

Starting off genuinely strong, as expected of Makuta’s work. I can only hope my scores will keep being as big. Well done, my man!

= ENTRY #2 =
= HOUSING SUMMERTIME =
= PARTICIPANT: SYOUDRE =

I must emphasize it: Judging of this particular entry is not supposed to be malicious or hateful towards Syoudre in any way whatsoever.

Yes, I am aware this is a shitpost script, and I am judging it in the shitposty way as well. This is to be taken in the same lighthearted way as it was during Bullet Hell Artistry #8.

GAMEPLAY

…

I…

Okay, I will try to divide this somehow properly while trying to not contemplate choices as to how I should brutalize the entrant in question.

Housama 97 Portion #1

I can’t really say anything about this because it’s obvious that it’s straight taken from the actual game made by kobito. I still like the gameplay, but you won’t get any points for this. lmao

Housama 97 Portion #2

Ditto. Syoudre why.

Housama.exe Boss Fight

Here’s what actually took my interest. I won’t lie that I did like dodging the patterns despite just how accursed this entry was in every single aspect. I’m completely gagged, but this part was fun.

(Don’t get me wrong, the entire script was fun, but I need to act offended as I believe this entry to be a personal attack on my dignity. Or rather whatever is left of it once I finished playing this.)

Gameplay score: 17.5/40


DESIGN

Well, I can’t say it for other judges, but you pretty much met the basic quota of fitting the entry into the contest theme – which is basically making a haunted script. And I do indeed feel haunted by even entertaining the thought of playing this again.

It is haunted alright. And you will be haunted by me for causing irreversible damage to my brain, Syoudre.

Design score: 1/30

Yes, I’m spiting you by validating your entry even though I expect it to be disqualified by other judges.

PRESENTATION

Despite this being an evident shitpost script, I do believe praise belongs here. More or less.

I do appreciate the way you decided to use the dialogue system to present the lore, as cursed it might be, your usage of music and writing did actually give me chills. And that’s actually tough to do properly.

Of course, I couldn’t take seriously the usage of the typical satanism in regard to score, or using Beacon of Treason as the boss fight theme for the Housama.exe, but I digress. Aside from that I do believe there is some credit to be given in consideration that you did your best to, despite the context, make an actual haunted script.

Presentation score: 25/30

No. of entry plays: 2

FINAL SCORE: 43.5/100

All in all, as much as this is a shitpost, I had given praise and recognition to the parts that didn’t cause me an instant lobotomy.

With all jokes aside, I appreciate the effort you put into the parts that mattered for the contest. I do have a request, however.

FOR THE LOVE OF GOD, IF I WILL JUDGE THE NEXT BHA AND YOU PARTICIPATE IN IT, DON’T TORTURE ME. PLEASE.

Thank you. :3

= ENTRY #3 =
= TOUHOU KOUCHAKAN ~ 
EMBODIMENT OF SCARLET DEVIL =
= PARTICIPANT: IESUA INANE =


GAMEPLAY

List of anomalies I had encountered during my playthroughs (not the ones mentioned in the readme):
- The white big doll that paralyzes me and wants me dead;
- Rumia’s portrait face going blank;
- The void summoning Spirits at stage 1;
- Something falling upon me during dialogue on Stage 1;
- Rumia’s spellcard portrait being replaced by some entity of sorts;
- Invisible and unkillable enemy on Stage 2;
- The same white big doll that appeared on HUD appearing during stages to haunt me;
- I don’t exactly remember when it happened, but I saw Daiyousei’s corpse somewhere on Stage 2;
- Stage 3 background elements going completely black;
- Reimu disappearing from the title screen;
- Beating Hong Meiling Kurenai Misuzu, causing her to spew Base64 dialogue in front of my face before ending the game (i can’t feel my body but i’m not in pain, it’s just a strange nothing, i forgot what my skin felt like);
- Accessing Stage 4 which shortly sent me to the replay screen.

Played both on Normal and Hard difficulties, with all shottypes.

Stage 1

With what I saw so far in this stage, my anticipation for just how fun the formations will get keeps growing. I don’t think I had fun seeing someone’s unique take on EoSD like this before.



Midboss

Genuinely appreciating Rumia getting some more colors while keeping her pattern design consistent. Thank you for making Moonlight Ray look like it should always have.

Boss

Very interesting twists on her patterns here, where she actually uses her manipulation of darkness, and doesn’t make it unfair via bullet obscuring (!!!).

Genuinely fun boss fight. Yes, I’m withholding all my impressions regarding the horror elements for the next sections.

Stage 2

Some interesting twists here as well, but just as welcome. I always felt the original Stage 2 in EoSD felt so bleak and repetitive. The death fairies here gave the stage a lot of volume and gameplay.

Midboss…?

I have no idea what part was supposed to represent the midboss here, so refer to the paragraph above.

Boss

Cirno was SO FUN OH MY GOD. Putting the ice powers into play by intentionally slowing down the player was quite smart here, while it made sure it didn’t necessarily screw me over. Thank you for giving Cirno and Daiyousei justice. Very happy with how you put lasers away in favor of giving her more ice-ish patterns too.

Stage 3

While I did like the stage formations and the unique twists, I must say I got a bit irritated by just how beefy the enemies were here in comparison to the previous stages. To me, it felt a bit of an unnecessary difficulty jump, but I digress. I played with all shot types and Marisa suffered here the most, in my experience.

Midboss

Really liking the redone patterns here. Not much to say here, as I believe that most of my praise goes to the actual boss battle.

Boss

I feel like you made the boss fight exactly what I wanted it to be. The emphasis on rainbow patterns like in the original game on top of making it feel this intense (especially in combination with the boss theme, ON TOP of the timer that had me hooked up) just made it wonderful.

Stage 4

I feel uncomfortable. I feel like I wasn’t ever meant to access that stage after pulverizing Misuzu like this.

Gameplay score: 38/40

Very slight penalty for Marisa feeling particularly weak, on top of Stage 3 mostly consisting of tanks. Otherwise, pretty much amazing stuff.

DESIGN

Jesus Fucking Christ.

I wasn’t expected this much effort into making sure that this game will make me this damn paranoid.

Making the player get lightly startled by the unexpected anomalies, pretty much goading them into playing the game again to ensure that they’re not crazy (they will be by the time they will fully play the thing), in combination with so many other elements which I will describe in the section below, ON TOP of making the gameplay rather accessible thanks to easy extends is… least to say, beyond phenomenal.

Masterful work. I’m speechless.

Design score: 50/30 (SCORE COUNTED AS 30)

PRESENTATION

Graphics? Wonderfully executed. Made me feel like I’m playing an actual unreleased demo of EoSD. Genuinely a massive fan of how the visuals were improved while remaining faithful to their originals.

Portraits? Gave off great feeling of how the demo was unfinished and presumably abandoned.

Gameplay anomalies? Got me genuinely disturbed, and that’s what I exactly wanted. Giggled at the casual trope of erasing Rin Satsuki from existence as well. The white doll person was my favorite, I won’t lie, even though she screwed me up for the first few times.

Music? Amazing. Genuinely adoring the dissonance in boss themes (whether it was intended or not), and don’t get me started on Vermillion Alice. PumpkinPielex’s work never disappoints. You don’t get to hear such intense themes nowadays. (Also, loved the swap for the Stage 3 and the Boss themes as well!!)

It goes beyond saying that the effort put into the artistic section of the entry was just as phenomenal. Huge props.

Presentation score: 40/30 (SCORE COUNTED AS 30)

No. of entry plays: 7

FINAL SCORE: 98/100

Absolutely incredible entry. Huge kudos to all who were involved in making this entry, because I would be lying if I said I didn’t have this much fun play something so liminal.

Congratulations on the highest score from this judge!!!

= ENTRY #4 =
= EVERYDAY LIFE WITH
CUTE DEMON GIRL =
= PARTICIPANT: CREATE2019 =


GAMEPLAY

Since the game in itself doesn’t feature major differences between the stages/levels, I will put my thoughts here.

Overall, very fun and unique in terms of being a shmup of sorts! The gimmicks genuinely intrigued me, and for being simple, it’s very engaging especially if you aim for a high score too.

And yet, I do kinda felt it can get a bit boring after going for a while. My second attempt managed to reach stage 14, before I ended up throwing the run because I felt like I wouldn’t achieve anything past that.

No complaints about the balancing itself. The gimmicks in regard to enforcing the player to hurry up, while tempting their greed at the same time is really something I like seeing in games like these.

Overall, well done work!

Gameplay score: 33/40

DESIGN

I feel like the game fits relatively well into the contest theme considering everything. Even though (it’s genuinely a personal thing, don’t take it to yourself, dear entrant) I am a bit bored of including demons into haunted games, I must say that this particular entry did it in a refreshing way. I do feel like there was a bit lacking in this regard, perhaps in terms of intensifying the feeling the game is indeed haunted. Still good, though.

Design score: 25/30

PRESENTATION

The presentation has been done nicely in here. Through little details and glaring lack of certain elements, I did indeed feel uncanny while playing the entry (and that’s something I WANT to happen in this contest!!!). I appreciate keeping the consistency with graphics, especially considering that pixel art has its own charms that fits haunted games. I also appreciate the choice of the sound effects here, as well.

Yet again, I feel like there could’ve been a bit more in regards to the presentation, but I am satisfied with it the way it was executed here.

While I won’t apply a penalty for it, I recommend putting some sort of warning that the game features heartbeat sounds in the future.

In today’s age, a lot of people (including me, but not in this regard) experience anxiety due to auditory perception of heartbeat. Just a tip!

Presentation score: 26/30

No. of entry plays: 4

FINAL SCORE: 84/100

Even though it was short, I really enjoyed this entry either way. Well done! Hopefully Satan can give me more useful tips for my everyday life.

= ENTRY #5 =
= SUPER GRUNGY BULLET HELL SHMUP =
= PARTICIPANT: KEVIN MINH =


GAMEPLAY

Played with both Erika Rankyuu and Solaris Lightblaze. Cleared one credit each in Rainstorm and Monsoon difficulties.

Stage…?

Well, this looks promis-

Actual Stage

Ah.

Yes, because that’s what exactly a haunted shmup full of horrifying enemies looks like. THANK YOU SO MUCH KEVIN. /j

Ahem– Very solid gameplay right here. The stage kept being very engaging, cats included. Very good pattern design and in comparison with the available shot types and gimmicks, it makes nothing short of masterful work.

KAWAII PENMASTAH OwO

Oh my god bru– AHEM.

Nothing short of my previous comments. Really had fun with the boss as well – it didn’t feel too difficult or too easy (I played on Rainstorm and Monsoon), the balance was just right. Your pattern design never disappoints.

I see the goddamn infamous pattern of Evaccaneer Doom, though. It wasn’t bad as I thought it’d be considering my previous experiences of the recreations in other games.
Penmaster, Bulwark of the Talented

The highlight of the boss fight – it left me speechless. Holy shit, that was SO fun. The intensity forcing me to lock in on my blind attempt was nothing short of splendid. The sync with the music regarding exploding cats was a cherry on top.

There was a pattern that did particularly piss me off, but it was probably a skill issue on my part. I don’t remember what it was, though.

Gameplay score: 39/40

DESIGN

I’m honestly conflicted.

I am aware that this is a parody of a haunted shmup, but even then, it does sorta contain haunted elements here and there one way or another. It did like the sudden 180’s in terms of the game’s theming. Scary at beginning, cute in the middle, and scary again in the end.

There’s certainly charm in fooling the player in regard to what they’re playing. It induces this lack of trust and unexpectedness in what’s going to come ahead.

I feel like there could’ve been a bit more emphasis on it, though. Still, good enough!

Design score: 25/30

PRESENTATION

If we take into consideration the context of this particular entry, the presentation was really nice. Seeing Kevin’s graphics is always refreshing, especially with how his crazy ideas are fit so well into the game.

I have to appreciate the overdone difficulty stat on the player select screen, the obstructed manual, on top of the glitched title screen with no music, and even naming the executable to made you get a bad itch. It did really give off the premise this was going to be something scary. And it was, but not in the way you expect. Again, I do wish there was just a bit more oomph put into it, but I won’t complain about what I was presented with.

Presentaton score: 28/30

No. of entry plays: 5

FINAL SCORE: 92/100

I personally had not expected such a twist to the contest theme, but I do believe Kevin had pulled it off rather well in terms of everything for this BHA. I will be replaying this later as I always do, because Kevin’s scripts scratch this nice itch I tend to get for scoring every few months.

I absolutely love Risk of Rain references, though. Kudos.

= ENTRY #6 =
= HAKUREI REIMU MAKES A FRIEND =
= PARTICIPANT: ROGER L =

GAMEPLAY

Played on Extra difficulty.

Pre-midboss Stage

Very engaging stage portions here and there! I absolutely have to praise the usage of enemy movement and the particular low amount of bullets – planning these properly made the stage interestingly difficult. I liked it!

At that point on my blind playthrough, I was excited about what I would be dealing with further in regard to the difficulty.

Midboss - Yukari Yakumo

Gorgeous patterns that fall into Yukari’s fighting aesthetic. Genuinely loving the direction you went with in here, I feel like you did well to emphasize her boundary manipulation abilities.

Post-midboss Stage

This section started kicking me in the shins a bit, but it was still manageable on further playthroughs. Again, repeating my praise with the stage design, as it was genuinely fun to go through. I did like the rain of fairies at the end before the death fairy – it felt like they were running away from what was coming up ahead.

Boss - Reimu Hakurei

Oh boy. Major positive feelings about this, but I will have my complaints here. Her patterns were GORGEOUS – you truly went ahead with experimenting Reimu’s capabilities while mixing in the unique haunted trait of hers mentioned in the dialogue. I genuinely enjoyed this in every single aspect. Well, almost…

I do feel like certain patterns were a bit too difficult, even for my Lunatic-level skill. Not saying it was bad, but I do feel Reimu’s buff from the devil itself had slightly hindered my enjoyment. Not that it was significant. Huge props for pulling off such a good boss fight though, really had fun playing this entry–

Boss - Ŝ̵ͅ ̴̤͛À̷̰ ̴͖̉Ṭ̸̓ ̶̳̏A̸̡͋ ̸̰̏N̷̲͒

OH SO IT’S NOT OVER I SEE HOW IT IS.

This section genuinely took me off guard. I must say, I absolutely LOVED IT. Fighting Satan itself after exorcising it from Reimu had me genuinely startled for a bit, but her, it was just as enjoyable. I felt like you nailed the balance here perfectly. It felt satisfying beating the thing on 0/0 resources, haha!

Gameplay score: 35/40

DESIGN

I genuinely like the way that the contest theme was integrated into this primarily through the vague feels I had during the playthrough, on top of the dialogue just… straight up delivering the haunted vibes, especially communicated in such a straightforward, nothing-out-of-ordinary manner.

It certainly showed its true colors during the final boss fight. And I adore that.

And that comes from someone who is a bit tired of the satanism trope, but I can’t blame people for going in that direction. It’s just a personal thing, after all.

Design score: 28/30

PRESENTATION

The presentation was just as great. Making the script appear normal only to devolve into complete madness later on was just great. While I do feel like the stage part in itself didn’t have much to offer besides being particularly dark (but I assume it was night), praise certainly goes to elements like dialogue, wrecking HUD elements during the last boss part, danmaku style, and more.

Presentation score: 27/30

No. of entry plays: 4

FINAL SCORE: 90/100

I will replay this later, for sure! Great work right there!

= ENTRY #7 =
= FRACTURED MEMORIES =
= PARTICIPANT: SELENE =

Oh hey, a Turbowarp entry! Didn’t expect that for the BHA. I wonder how much the limits of the engine can be pushed. Probably not much, huh?

I WAS SO GOD DAMN WRONG.

GAMEPLAY

LOOP 1

I won’t lie, I was greatly fooled that the first part just glitched out and made me restart the script.

LOOP 2

When I played it again, I was hoping for the bug to get fixed only to get greeted by the very familiar “cutting lasers”.

LOOP 3

I would obviously play the game again because the instructions at the beginning told me I should expect anything. What I didn’t expect is that the bastard informant would start screwing with the game and give the midboss fairy so many god damn lives. Literally at this point I ragequit thinking I’m being screwed with.

And I was, because the knives at the title screen weren’t too kind towards me.

LOOP 4

The game started to get very eerie with some enemies outright missing. I stopped believing the midboss was an actual softlock and that something was gonna slowly creep on me to kick my ass.

Needless to say, no Arde, you can’t access my camera. It’s turned off.
Stage

Overall, rather calm stage. That is, unless the anomalies start making themselves apparent, making the game a bit chaotic here and there. I liked it though, it felt like a nice break from all the intense stuff. Surely nothing will screw me over at this point, right?

Boss - Suzumi Kuzu “Arde”

Right.

I didn’t enjoy the original boss fight in the original BPoHC. This one? This hit the itch on the bullseye. I just feel like the patterns were actually fair while remaining faithful to the original inspiration.

The original spells felt really fun to play around with despite the insane situation I was in. Y’know, as in “TSUBAKURA IS TRAPPED IN THE TORMENT NEXUS” kind of thing.

The fakeout timeout was also a very cool spell, so was the labyrinth. I would’ve appreciated a mention that this is also a timeout, because for the first two times, I genuinely thought I had to suicide somewhere.

The boss fight was very good, all in all. While I understand the engine limitations, I do believe there were things that could use up a lil polish, at least on the stage part.

Gameplay score: 35/40

DESIGN

As seen in the entry done by Iesua Inane, the way you integrated the contest theme into your entry was absolutely wonderful. I ALWAYS love stuff that ropes you into playing the game again and again just to make it more screwed up with each iteration. All elements you used to make it more disturbing with each attempt, especially done to make it seem that not just the game is haunted, but so is your browser (to an extent), is literally a cherry on top. Amazing!!

Design score: 40/30 (SCORE COUNTED AS 30)

PRESENTATION

The usage of glitched graphics, overloading them (in that midboss section in terms of pattern amount left), adding creepy ambience, on top of messing with the game parts itself and even breaking the fourth wall was all the stuff I absolutely loved. Nothing felt out of place here, and I’m very happy with what I witnessed.

I must unfortunately complain about the background during the boss fight, as I do feel like this was a bit unfair in terms of nonspells. Though I can understand you worked with what you had, considering Suzumi’s gimmicks.

Presentation score: 27/30

No. of entry plays: 4

FINAL SCORE: 92/100

Never expected I’d uncover such a treasure by playing an entry in a browser like this. Amazing work.

== AND THAT’S A WRAP! ==

I must say, this contest was full of pleasant surprises left and right.

I hadn’t expected that people would diversify this much with the contest theme, but I am glad it happened! It shows just how everyone was able
to fulfill the hauntedness in their own way.

I am very satisfied with every single entry I’ve played, and I will be keeping them with myself for sake of my personal entertainment.

Little things like these make it worthwhile to keep my passion towards horror and creepy things burning brightly in my heart.

I hope yours can burn like so as well.
Fire is a wonderful thing to see.

It always was.
And it will be.

Forever.
and.
ever.
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<o>

May we meet again, on the next Bullet Hell Artistry.
Thank you for your participation, it was an honor to be the Executioner of this contest.

I eagerly await for the results to release soon.
Until then… sleep with one eye open for now.

== THE EXECUTIONER’S
LIST OF VICTIMS ==

1st place - Iesua Inane - 98/100 points
2nd place - Makuta Matara - 96.5/100 points
3rd place - Kevin Minh - 92/100 points
3rd place - Selene - 92/100 points
5th place - Roger L - 90/100 points
6th place - create2019 - 84/100 points
7th place - Syoudre - 43.5/100 points

^
Deserved.

