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Prison Build Logs for v3.2.x



Build logs


	v3.3.x - Current


	v3.2.0 through v3.3.0-alpha.14


	v3.2.0 - 2019-12-03  
v3.2.1 - 2020-09-27  
v3.2.2 - 2020-11-21  
v3.2.3 - 2020-12-25  
v3.2.4 - 2021-03-01  
v3.2.5 - 2021-04-01  
v3.2.6 - 2021-04-11  
v3.2.7 - 2021-05-02  
v3.2.8 - 2021-06-17




Greetings!  I’m delighted that you are interested in the build logs for the
Prison plugin.  I’m wanting to provide a more formal documentation as to what
is going on in each build so you have a better idea if it may be something
that you need.



NOTE:


	A big amount of changelogs for 3.2.x version are listed under changelog_v3.3.x.md, this’s
because of an early release of 3.3.x, then lately renamed back to 3.2.x, sorry for the confusion but just to know, newer changelogs are there.






v3.2.6 2021-04-11


	v3.2.6 2021-04-11


	Start to add in a PrisonMinesBlockEventEvent class.
It has been disabled because it cannot be used yet; the BlockEvents need to under go some major changes to support its use.
Currently the BlockEvents receive only references to the sources (block names and not the actual blocks), but in order to hook this up properly, all blocks and details need to be passed.  The current system for controlling the BlockEvents is unable to support that kind of an environment right now. It will be changed in the very near future to get this working.


	v3.2.6-alpha.4 2021-04-09


	Fix to the new PrisonMinesBlockBreakEvent.
Found out the hard way that since this extended the BlockBreakEvent it was picking up all the registered handlers for the BlockBreakEvent. LOL  So fixed that to prevent a possible stack overflow exception within prison.


	New Feature: Added PrisonMinesBlockBreakEvent to all auto manager event handlers.
This allows the canceling of prison’s handling of the block break event before they are processed.  This event type also contains the mine in which the blocks exist in, along with the list of any exploded blocks.  This event also identifies the BlockEventType along with the TokenEnchant triggered event if it is set.  Through these prison related objects (Mines and SpigotBlock) the consuming plugin can extract a lot of detailed information about the event and conditions.  The event also includes getOriginalTargetBlock() function that can be used with any of the provided blocks in this event to identify what the original block within the mine was set to, along with the mine’s stats that goes along with that block.


	Fixed a backpack error for backpack set size
If too many items were in a backpack and it got resized to a smaller
size than the number of them, it won’t give an error anymore.


	Fixed backpacks issue with dimensions
Custom backpacks dimensions were resetting when adding an item to the backpack.


	v3.2.6-alpha.3 2021-04-07


	Removed the minepacks maven repo and just included the api jar because their maven repo was failing for over 24 hours.
Removed jetbrain annotations since they were preventing the project from compliing since the classes could not be found by the compiler.  By changing the build.gradle script to remove the maven repo for minepacks it forced an update and the updated resources were unable to locate jetbrains classes.


	Player GUI aka /gui ranks have more internal placeholders
You can now use {rankName} and {rankTag} for the Player Ranks GUI lore
editor in the guiconfig.yml, they’ll be replaced automatically with the
rank name and rank tag.


	Option to enable or disable numbers in the /gui ranks or /ranks for players
It’s now possible to show or not the rank number in the GUI by changing in the guiconfig.yml
this option:
Number_of_Rank_Player_GUI: false


	Edited /gui main GUI design and added backpack admin button
Added Backpack Admin button to the /gui so it’s available directly from there.


	Added SellAllUtil to the PrisonAPI
You can now access the whole SellAllUtil from the PrisonAPI with
the getPrisonSellAll method.


	Added a character to prevent the collapse of the indents under some reporting conditions… generally when copying and pasting in to other tools.


	Many SellAll GUI Fixes
SellAll GUIs will now update dynamically, some double messages errors got fixed,
also a typo that was breaking the delay GUI.


	SellAllUtil for SellAll
Moved many sellall code management to the SellAllUtil class, this can add new
issues but also fix many, please report them if you found any.


	SellAll disabled worlds
It’s now possible to add disabled worlds where /sellall sell and /sellall auto toggle won’t
work to sellall from the sellallconfig.yml.


	Trying to double register Prison with papi, once as normal, and with upper case prefix.


	Changed placeholder replacements to be case insensitive when performing the replacements.
This probably only applies to chat prefixes.
This probably will not be unicode sensitive.


	Provide a sanity check when creating a mine greater than 20,000 blocks.
If a mine is a lot larger than expected, it may be due to a stray point set from another mine, which a super huge mine could destroy the surrounding builds.  So if something is horribly wrong with the selection, it may save someone’s builds.


	Backpack Admin Player Backpacks List GUI
A sub-GUI of the Admin Player List GUI, which will show all the backpacks own by a Player, only a maximum of 54 backpacks of the Player can be shown, pages will be added in the future.


	Backpack Admin Player List GUI
A sub-GUI of the backpacks ADMIN GUI that will show a list of players owning at least one backpack, only 54 players can be shown for now, not one more, pages will be added in the future.


	Backpack admin GUI
A new admin GUI for backpacks got added, you can open it with /backpack admin.
NOTE: You need the permission prison.admin to use it.


	Backpack Internal Error fixed
Fixed an internal backpack saving error, this didn’t compromise the use of backpacks but just the ADMIN management.


	v3.2.6-alpha.2 2021-04-03


	Modified how the configuration of the block break events are processed to give better granular control over them.
Added a BlockBreakPriority of DISABLED so individual events can be fully controlled, even turned off.
Expanded the block break related priorities so they can be better controlled and even disabled.  This will allow for a fine grained control over each plugin instead of lumping them all together, along with prison.
These changes should provide a much greater degree of flexibility to help get environments working properly.


	Backpack disabled worlds
It’s now possible to disable backpacks in some worlds, give a look to the backpacksconfig.


	Enabled /backpack set size
Enabled /backpack set size command, it must be a multiple of 9.
The permission to use it is prison.admin.
The format of the command’s /backpack set size   , ID
is OPTIONAL and required only for multiple backpacks when enabled.
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Prison Build Logs for v3.3.x



Change logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.3.0-alpha.14





	Known Issues - Open


	Known Issues - Resolved




These change logs represent the work that has been going on within prison.



3.3.0-alpha.15 2023-07-07


	2023-07-07 v3.3.0-alpha.15 Released


	This doc was failing to generate github docs due to issues with non utf-8 characters.
Changed them to dashes.  Not sure what caused these characters to become non-compliant.


	Update the known issues doc…


	Doc updates for the latest alpha.15 release.


	Added comments to the prison-spigot/build.gradle configs to add more descriptive comments.
Checked the libraries and all are up to date.


	Setup the topN stats to be included in the /prison version information.


	Added the language files for the three new topN messages.


	Update the topN command to eliminate the use of the save file.
All players are dynamically loaded by the refresh task.  Stats have been added and are not a new option for the command.
To act as a form of debugging feature, the save of the topN data has been disconnected from the current process.


	Updated ItemsAdder from v3.2.5 to v3.5.0b
because github’s build was failing to find v3.2.5 online and was killing the prison build.


	Update topN Stats.  This is not the same as topNPlayers and this is not yet being used.
This tracks topN on blocks mined, tokens, and the player’s ranks and balances.
The comparator was not correct and was fixed.


	MC 1.18 new world height support.
Prison now supports the newer world heights as found in mc 1.18.x and newer.
The new range for Y is from -64 to 320.


	Bug fix: found that under a rare situation that it was trying to use an empty String with decimal formatting.
This was found while testing some placeholders while players were offline.


	I made a mistake when adding the new feature to skip player scans on startup.
I added a new root perm in config.yml that started with prison-ranks when ranks already existed.  Therefore, I changed the defaults in config.sys to fix this and changed the code to allow the old version of the config (the bad version) and the newer version.


	Changes to the help for /rankup and /prestige commands to make it a little more clearer as to what is expected with perms and to provide more details.
Added a new config setting to disable the need to use the prestige perm ranks.rankup.presetiges which may make it easier to get presetiges working on most servers.
Prestiges still requires the use of the ranks.user perm which is the same perm used for /rankup.


	Updated the PrisonJarReporter tool to include java versions 19, 20, and 21.
Also fixed a bug in which if the version signature is not known, then it was returning a null.  Now it returns an enum of type “JavaSE_UnknownVersion” which will prevent future errors.


	2023-06-20: Version 3.3.0-alpha.14c released


	Totally stupid change: github’s compiler forgot how to use overloaded functions so it was trying to use the wrong one.
Renaming the function should help it’s anti-AI skill sets.


	Fixed the way prison was using the nbt-api.
Now using the correct repo and the newer API functions.


	Trying to get nbt-api setup properly with shadowing.  It looks like it’s correctly shadowed, but it’s being improperly reported as not being shadowed.  I have a conversation with the developer open to figure out what’s going on with this issue.


	Update the item-nbt-api library to v2.11.3 from v2.11.2.
Turned out the maven repo they actually use was not mavencentral.com, of which, has not yet pulled in the updated version.  Using the correct repo now.


	Update libraries:
Update bstats from v3.0.0 to v3.0.2.
Update XSeries from v9.2.0 to v9.4.0.
Update vaultAPI from v1.7.0 to v1.7.1.


	Changed config.yml to be able to bypass the add new player at prison startup.  This would be more related to servers that already have a large player base when they switch to this plugin.
NOTE: It’s not possible to fully test all conditions where a player object may be null. Use at your own risk if you do not allow prison to scan for new players at startup.  If an error is found, please contact support ASAP in our discord server so we can get it fixed for you.




2023-06-13 :


	Update how the player objects are written when dirty. There were some situations where the RankPlayer object would be written to the file system 2 or 3 times for one change.
The logic of how things are nested remains the same (to minimize breakage of the code), but the RankPlayer is not utilizing a dirty flag internally so if it’s saved once, it skip the other attempts to save without changes.


	Simple example illustrating the weakness of doubles with large values.


	Update nbt api to v2.11.2 from v2.11.1


	Added ExaltedEconomy to the soft depends so prison will wait until it is loaded before trying to startup. 2023-05-24


	Fixed an issue that if the prison config files are manually modified and as a result, the block events cannot be parsed, this fix prevents a null value being inserted in to the loaded block events.
For example, a trailing comma would produce a null block event because the parser that prison uses will read the comma, then with nothing else following it, it injects a null in to the collection of raw data for the block events.  Then when that raw data is parsed, it passed along that null as a valid block event.  The fix, prevents any of the nulls from being added to the active block events.


	A sellall gui message that was supposed to say that the gui was not enabled only said sellall was not enabled.  Added a  new message to clearly state it’s the gui that is not enabled.


	Get part of sellall to work if ranks are disabled.  The command /sellall sell works, but the other sellall commands need to be tested and fixed.


	Bug fix: bstats and topn was using the wrong function to check to see if ranks were enabled.


	Fixed an issue when cannot get a player from bukkit


	AutoFeatures bug fix: If normal drops is enabled (no auto pickup), and sellall was disabled, then normal drops were being disabled.
The location of checking for if sellall was active was in the wrong location, which was preventing prison from actually dropping the blocks for the player.


	**Fixed an issue with prison utils potions where if the player was null, then it was throwing an NPE.  **


	AutoFeatures: Rev Enchants JackHammerEvent: Bug fix: The jackhammer event was not returning a list of all of the blocks involved in the event, which could be excluding hundreds if not more than 1000 blocks.
The fix, uses the two points to calculate which blocks to include, and then include them through that cuboid instead of getting a list of blocks from the event.


	BugFix: Fixes an issue with sellall where it is trying to sell an invalid ItemStack.
As a result, the sellall pays the player for the itemstack but the itemstack is not removed.  This fixes it by not trying to sell the questionable itemstacks.


	AutoFeatures: Add a bukkit drops multiplier which is applied to the bukkit drops before the fortune calculations are performed.
This can be used to reduce the total number of drops if a value less than 1.0 is used.  A value of 1.0 does nothing.  A value greater than one will increase the bukkit drops.  All values are floored and are integers.




Update to v3.3.0-alpha.14b 2023-02-26


	AutoFeatures bug fix: If global fortune multiplier is set to a value lower than 1, then there is a risk of zero drops; this prevents zero drops and returns a drop of one.


	Fixed an issue with the initial event check for events that will break multiple blocks.
The issue is that the initial check will ignore the event if the primary block is air.  The issue is that since the events are fired based upon the BlockBreakEvent then the odds of the primary block is AIR is very high.  So for those events, the primary block should not be checked for AIR to be bypassed.  This fix allows things like explosions to work.




Update to v3.3.0-alpha.14a 2023-02-25


	Enhanced the debug reporting for fortune calculations and fixed a few uses of the newer fortune settings, some of which were used in the wrong locations.


	Updated the formatting on the prison’s mine wand for debug reporting of which blocks are clicked on.
The information has been cleaned up to be easier to read and follow.  It’s now being logged in the console too so the details can more easily be reported back for troubleshooting.


	Updated the auto features config file to include the ACCESS priorities in the list of priorities so its better understood what the real options are.


	Enhanced some of the auto features logging related to fortune, silk touch, and event and drop canceling to eliminate ambiguity and provide more specific details.


	Fixed an issue with player counts being doubled.  Counts should no longer be done within the auto pickup or the normal drops… it’s being handled at a higher level for consistency with other priorities.


	Added a fortune multiplier that is applied to all fortune calculations, which allows for increasing or decreasing the results of the fortune.


	French support added by Maxcension. Thanks Maxcension!


	Move the check for access to the OnBlockBreakMines.ignoreMinesBlockBreakEvent so it is logged with the other conditions.


	Setup minecraft statistics so prison can report block mining through a new setting within the auto features.


	Enable silk touch enchantment by dropping the actual blocks that are being broke.
If alt fortune is being used, then fortune will apply to these silked drops.
If players place silked blocks back in the mines (fi that feature is enabled), prison will ignore those blocks and won’t break them… it will let bukkit or another plugin deal with them, but it will not apply any fortune to them.


	Bug Fix autosell: was trying to access autosell when it was disabled.


	Update google gson (json IO tool) from v2.8.6 to v2.10.1


	Update google guava from v19.0 to v31.1-jre.  Guava is used for internal event listeners.


	Prison Debug Block Inspector: Expand and enhanced the prison tool to provide an inspection of the block break events.
Added event block details and drops being canceled for each listener. Reformatted to make it easier to read.


	Remove the optional from getModule functions since java 17.0.6 was failing.
Not sure if it’s an actual java issue, or a problem caused by another plugin, or etc… this works well with java 17.0.2.


	Minor improvements to the EventResultsReasons to show a success and more detailed debug logging.


	Relocate the ACCESS failure which will trigger a TP to an accessible mine…
this is relocated because it’s not an event, but a behavior triggered by an event condition.


	Setup a temp test to test ItemsAdder.


	AutoFeatures: new feature to process MONITOR and BLOCKEVENTS only if the block is AIR.
The reason for this is that if we are monitoring a blockbreak event, then we can assume that the block should be AIR.  This setting is important for enchantment plugins handling the block break events, since a non-AIR value would indicate that the player was not successful in breaking the block.Added more detailed debugging logging if the event is fast-failed or under normal conditions.


	Change the block break priority BLOCKEVENTS to MONITOR.  Updated the docs too.


	Add new autoFeature setting to allow non-prison placed blocks to be handled by bukkit: ifBlockIsAlreadyCountedThenCancelEvent: true. (default setting).
Prison was canceling the event if it found a block placed in the mine that it did not place during a mine reset.  This would allow players to place blocks and then remove them if they have the worldguard perms to do block breaks.
These blocks are not tracked in prison and are not handled.  Prison just ignores them.


	Fixed the gui config which it needed to load after loading ranks and mines.  So it’s initialized a second time in the startup process.


	Gui Player Mine config settings:  Added Options.Mines.MaterialType.NoMineAccess which defaults to REDSTONE_BLOCK.
If it does not exist in a player’s GuiConfig.yml file, it will now be auto added.
Also if the Options.Mines.MaterialType block list of material types to use for each mine does not exist, it will auto add them, using the first block in the mine’s block list.


	Some adjustments to AutoFeatures and monitor priority… it was processing block events under some conditions.


	Mine BlockEvents: Enables the use of pipes in commands and messages now.


	MineBombs: Added a new field specifically for the item name for the bomb.
The mine bombs now auto load upon startup and will auto update now if there is a change in mine data versions.


	Changed the example world names in the config.yml file where Prison is disabled. Too many people were running in to the problem where they just happened to have those worlds, and that’s where they were trying to use prison.  So they were thinking Prison was not working instead of Prison being disable in those worlds because that’s what was in the configs.




Prison v3.3.0-alpha.14 2023-01-23

The following are significant changes that are included in the alpha.14 release since the alpha.13 release was posted.


	Support for RevEnchants


	Added more flexibility in supporting Prison Event Listener priorities for block break events so prison is better suited to support more enchantment plugins under more conditions. Added ACCESS, ACCESSBLOCKBREAKS, and ACCESSMONITOR to provide far more flexibility when prison is NOT managing the block breakage.


	General improvements in how Auto Features manages the event listeners for all of the block break events. Includes some bug fixes and performance improvements too.


	Preparing to support ItemsAdder… will be available in next alpha release.*


	Prison Placeholders: Added a few more, fixed a few bugs, and improved documentation so its easier to understand how to use them. Added more features to the command /prison placeholders stats.  The stats command can actually be used to troubleshoot issues with third-party plugins trying to use prison placeholders.


	Top-n reports and placeholders: bug fixes and added a few more features.


	Mine commands: refactor and improvements to some of the general mine commands.


	Prison Placeholders: general bug fixes and performance improvements with the placeholder cache.


	Prison’s bstats: Expanded the reports that are being included.


	Prison Command Handler: ability to lockout players from commands and tab-completes based upon perms.


	Mines GUI Bug fixes: fixed a few issues.


	Issue with vault not working with essentials: Not able to access player’s balances through vault and provided alternative paths to resolve this issue.


	Prison support new feature: tracking command usage along with average run times: /prison support cmdStats.


	Improved some of the /prison support submit features to include more of the newer data that prison is using.


	Updates to a number of libraries that prison uses:
placeholderApi: v2.10.9 to v2.11.2
XSeries: v9.0.0 to v9.2.0
item-nbt-api: v2.10.0 to v2.11.1


	Removal of support for MVDW placeholders since it’s not able to support some of prison’s advanced features, plus it’s 100% redundant since PlaceholderAPI works in conjunction with it. No loss of service since PAPI is a better solution and works with MVDW.


	Added a Prison Backup feature that can make a backup of all the settings within prison’s plugin directory (small zip file backups).  It is setup to make a backup whenever it detects a change in the prison versions.  In the future, it could be automated to make snapshots of all settings and player status so there can be abilities to “rollback” to a prior instance.


	Added new translations: Finnish, Chinese,


	Enhanced the player GUIs for mines and ranks to use NBT to control the options to simplify how the options work. Eliminated a lot of old code and added more flexibility.


	Enable the sellall command to be ran from the console or from a prison command.


	Enhanced the debug logging detail related to the auto features. Provides better logging for troubleshooting.


	Using a static global setting for decimal formatting to better control how numeric formatting works with various language settings.


	Able to now control suffocation in the mines, so you can now allow players to die if they logged out within a mine and they log back buried in rock.


	Able to control mine reset teleportation controls.


	Added direct support for translating placeholders through the Prison API so its easier to use externally through another plugin.


	Now able to set a prestige rank tag to use for players that do not have a prestige rank. This allows for better customization for chat prefixes.


	Fixed a bug when trying to move a mine from one world to another world.  There was a conflict with an internal value not being cleared/reset.


	Fixed a Prison Mine Bomb bug that was making them incompatible with bukkit 1.8.8.


	Fixed a bug with how a vector’s length was being calculated. Not sure how frequently this would have been used.


	Refactoring Prison Backpacks. Getting ready to hook them up to a new internal backpack cache to improve performance.  Not yet completed.


	Fixed bug with /rankupmax and rewrote prestiges to better align it with the ranks module instead of relying upon the GUI code to manage it.


	Enhanced many mine and rank commands to apply changes to all ranks or all mines with one command to make it easier to customize prison.


	New feature setting (optional): Forced rankup as soon as the player earns enough money through sellall.


	New feature setting (optional): Forced sellall before performing a prestige.


	New feature setting (optional): Prevent access to prior mines when ranking up. This foces the player to only have access to mines that are linked to the current rank.  This feature allows the use of Mine and TP access by rank instead of having to setup complex settings with perms through a permission plugin.






3.3.0-alpha.13 2022-08-25

Highlights of some of the changes included in this alpha.13 release. Please see the change logs for all details.


	Added a new tool: mines tp list which will show a player all of the mines they have access to.  They can also click on a listed mine to generate the TP command.  This command can also be ran from the console to inspect what players have access to.


	Fixed a recently introduced bug where if the server starts up, but someone has no ranks, it was not able to properly assign them their first default rank. It was leading to circular references.


	Fixed an issue with color codes not being translated correctly with placeholderAPI.


	Prison has a rank cost multiplier where ranks on different ladders can increase, or decrease, the cost of all ranks the player buys.  So when they prestige, it makes ranks A-Z cost more each time.  What’s new is that now you can control which ladders these rank cost multipliers are applied to, such as not on prestiges, but only on default.


	Fixed calculations of the placeholder prison_rank__player_cost_rankname.  It was not fully working with every possible rank on every possible ladder.  Now it works correctly if trying to get the player’s cost for even many prestige ranks out (it includes cals for all A-Z mines at multiple passes).


	Mine bombs: Changed to only allow mine bombs to be setoff withn mines the player has access to. Fixed an issue with color codes within the mine bomb’s tags.


	Fixes issues with NBT, color codes with prison broadcast commands.


	Rewrote topN for better performance: /topn. Older players are archived within topN and can be queried: /topn archive.


	Update ladder details on a few commands.


	Update XSeries from v8.8.0 to v9.0.0 so prison now supports 1.19.x blocks.


	Bug fixes with first join events.  Bug fix with a few guis.


	CMI update: If CMI is detected at startup, and delayed startup is not enabled, prison will go in a simple delayed startup mode to allow CMI a chance to enable it’s economy through vault.  This reduces the learning curve with CMI users.


	New feature: Prison will now make an auto backup of all files in it’s directory when it detects a change in version.  Can manually backup too. The backup stores temp files then removes them from the server, this helps keep the server clean.


	Update bstats: Gained control of the account and started to add useful custom reports to help zero in on what we need to help support.


	More work on block converts. Will be added in the next alpha releases.


	Bug fixes: mines gui fixes for virtual mines.  Sellall bug fixes. Placeholders fixes.


	Minor addition to bstats.


	Player Mine GUI had the wrong calculation for volume which also threw off blocks remaining and percent remaining.
The calculation for volume was using the surface area and not the total number of blocks.




v3.3.0-alpha.12L 2022-08-25


	Updates to the bstats….


	New placeholders: prison_rank__linked_mine_tag_rankname and alias prison_r_lmt_rankname.
Similar to prison_rank__linked_mine_rankname but uses the mine’s tag instead of the mine’s name.


	Mine TP list: use mine tags and clickable mines to teleport to them.


	Mines TP list.  Added a new options to mines tp command to list all mines that the player actually has access to.
Not finished with it… will add clickable links to them when in game.


	There was an unused updated tool in prison.  It’s against my policy to auto update this plugin, which would need to be consented to anyway, but I feel that admins need to be in full control of updates and know what is included in the updates. There was identified a potential exploit called zip-slip-vulnerability that could hijack a server if malicious zip is extracted.  Prison never used this tool, so it’s been fully disabled with no intention of reenabling.  It may be deleted in the near future.


	TopN bug fix: If a player was in an archived state, they were not being moved to active when they would login.


	If the player is holding the mine bomb in their off hand, then remove the inventory from their off hand.


	v3.3.0-alpha.12k


	Fixed an issue when starting the server an no ranks exist.  Also fixes an issue when starting the server an a player has no rank.
Was using a mix of really old code, and the latest code, which caused a conflict since neither was doing what it was really supposed to.


	Added the custom bstats report for Prison Vault Plugins.
This reports all plugins that have been integrated through Vault.  This report does not impact any other plugins report.  This is segmented by integration type.


	Fixed bug when server starts up when no player ranks exist.
It will now bypass the player validation until ranks have been configured.


	v3.3.0-alpha.12j 2022-08-21


	Update bstats to remove old custom reports that are not wanted/needed anymore.
Added 6 new placeholder reports that classifies placeholders ini various categories related to how they are used within prison.  Any placeholder that appears in these lists, will not be included in the generic 4-category placeholder lists.
Added a few more simple pie charts to cover a lot of the details on ranks, ladders, and players.  Simple is better so you can just glance at all of them, without having to drill down on each one.


	v3.3.0-alpha.12i 2022-09-19


	TopN players - fixed an issue where topN was being processed before the offline players were validated and fixed.
There was an issue with processing an invalid player that did not have a default rank.


	v3.3.0-alpha.12h 2022-08-19


	Rankup costs: Minor clean up of existing code. Using the calculateTargetPlayerRank function within the RankPlayer object.


	PAPI Placeholders: Force color code translations on all resulting placeholders.
There were a few issues where placeholder color codes were not being properly translated.  This was not consistent with everyone.  Not sure why it was working for most.
These changes are more in line with how chat handlers and MVdW placeholders works.


	Ladder: apply rank cost multiplier to a ladder or not.
This new feature enables you to disable all rank cost multipliers for a specific ladder.  Normally that rank cost multiplier applies to all ladders, but now you can suppress it.  It’s for the whole ladder, and not on a per rank basis.


	Fixed an issue with calculating the player’s rank cost when they already on the presetiges ladder and calculating the higher prestige ranks.
Appears as if this becomes an issue when at the last rank on the default ladder.


	v3.3.0-alpha12g 2022-08-14


	Fxing of the calculations of the placeholder prison_rank__player_cost_rankname and related placeholders.
The original implementation did not take in to consideration the prestige ranks in relation to the default rank.The improvements in this calculation now generates a list of all ranks between the current rank and the target rank.  So if a few prestige ranks out from the player’s current prestige rank will result in calculating every rank in between including multiple passes through all default ranks.  So if there are 26 default ranks, and the player is at rank A with no prestiges, then to calculate rank P4 would include the following ranks:
b –> z + p1 + a –> z + p2 + a –> z + p3 + a –> z + p4.This results in a total of 107 ranks that must be collected, then the player’s cost for each rank will have to be calculated.  Then all of these must be added together to get the player’s cost on rank P4.
This calculation has to be performed for each rank in it’s entirety
Warning: this calculation on high prestige ranks will be a performance issue. If this becomes a problem on any particular server, then the only recommendation that can be provided is not to use any of the prison_rank__player_cost placeholders.


	TopN : a few more adjustments to fix a few issues with duplicates and also with using values from within the topN to include in the report to help minimize the need to recalculate everything especially with archived entries.


	Mine bombs: Fixed an issue with the mine bomb names not always working with color codes.
Honestly the wrong function was being used so how it even worked I don’t know. lol


	New topN functionality: far better performance, with regular updates.
TopN now is a singleton and is self contained.  When the singleton is instantiated, it then loads and setup the prisonTopN.json file on the first run.  30 seconds after the initial load, it then hits all players to load their balances in an async thread.The command /ranks topn, or just /topn has new parameter: “archived”.  Any player who has not been online for more than 90 days will be marked as archived.  The archived option will show just the archived players.
Setup new parameters within config.yml to control the topn behavior with the async task.


	**v3.3.0-alpha.12f 2022-08-08 ** (forgot to commit when made this version)


	Mine Bombs: Only allow bombs to be placed when within a mine that the player has access to.
This will help prevent wasted bombs.


	Fixed an issue with nbt items not having a value for toString().


	Encode color codes for the prison utils broadcast command.


	Added an “invalid player name” message to the rankup commands.
Also added missing messages to the zh_TW.properties file.


	BlockEvents were changed to auto display the existing rows so it’s easier for the end user to know which row to select.
All they need to do is to enter the mine’s name, then press enter to submit the command, and then the existing rows details will be shown.  Then the user can select the row and complete the command.
Updated docs on block events.


	BlockEvents were changed to auto display the existing rows so it’s easier for the end user to know which row to select.
All they need to do is to enter the mine’s name, then press enter to submit the command, and then the existing rows details will be shown.  Then the user can select the row and complete the command.


	minor updates for disabled mine reset times. No functional changes were  made.


	Fixed a potential NPE with giving the players overflow blocks, but not sure what the exact cause was, but looked like there was an issue with mapping to a spigot item stack.




CMI delayed startup: Added new feature to try to auto enable Prison’s delayed startup if CMI is detected as an active plugin, and if the delayed startup is disabled within the config.yml.
This is to help get more CMI users up and running without more effort, but yet still provide the ability to customize how it is triggered.
If CMI is active, there is NO WAY to disable a delayed startup check.*


	Added the the option for playerName to the /rankup command so the command can be scripted and ran from the console.


	There was another issue with using /gui related to no ladders being loaded.
This fixes that problem, and it appears like the issue was caused by plugman messing things up.  This does not “solve” the problem with ladders not being loaded, but prevents the NPE from happening.


	There was an issue with /prison reload gui causing a NPE.


	Fixed the /ranks topn command (/topn) to sort the list of players before printing the list.
The list was being set a server startup time, and if someone would rankup or prestige, it was not reflecting their new position.  The list is also now sorted after each rankup.  Sorting should be a low cost operation since the list used never is regenerated so the changes made during sorting is minimal at best.


	Added the ability to control the prefix spaces on the unit names.
NOTE: may need to enable the use of the core_text__time_units_short since the long units are not being used.  May need to create another placeholder for short/long.  It used to be short, so may need to use long with the new placeholder and convert the calcs to the short as the default.
This was requested by PassBL.


	v3.3.0-alpha.12e


	Fixed issue rank null issues when showing ladder details.


	Prison backups: Fixed an issue with folders not existing when running the backups the first time.


	v3.3.0-alpha.12d 2022-07-25


	Added more information on ladder listing to show name, number of ranks, and rank cost multiplier.


	bStats update: Added a new bstats custom chart for auto features.


	Update some docs. Added docs for Prison Backups
Prison Backup Document


	Upgrade XSeries from v8.8.0 to v9.0.0


	Fixed issue with prison version check triggering a backup upon startup.
It was always bypassing the previous version check, so it was always creating another backup.


	Update bstats by moving to its own class in its own package.
Added 4 new custom charts to split the plugins in to 4 parts.


	Fixed a few issues with the ranks gui where they were using the wrong message key (placeholder).


	Prison v3.3.0-alpha.12c


	Prison bstats: setup 4 new bstats charts for prison.  May change a few charts or add new ones in the near future.
Got control over the prison bstats so can now add custom stats.


	Prison backups: Created a Prison/backups/versions.log file which gets logs when a new prison version is detected on startup, which also performs a backup.All backups are also logged in the versions.log file too.


	v3.3.0-alpha.12b





	Added the fix for the placeholders. See next note.





	Fixed an issue with placeholders not be properly evaluated; there were 3 sections and they were combined in to one so it would not bypass any.


	Possible bug fix with first join: it appears like it was inconsistant with running the rank commands.  Fixed by rewriting how the first join event is handled.


	Prison backups: Added new features where it is generating a stats file in the root of the zip file which contains all of the “prison support submit” items.
This is just about ready, but lacking support for auto backups when prison versions change, or job submission to run auto backups at regular intervals.


	Setup a prison backup command that will backup all files within the prison plugin folder.
When finished, it will delete all temp files since they have been included in the backup.
The new command is /prison support backup help.


	v3.3.0-alpha.12a


	Added a new set of intelligent placeholders: these show the tags for the default ladder and prestige ladder, for the “next” rank but are linked together.
They only apply to the default ladder and the prestige ladders.  The tags are only shown if the player has that rank, or if that will become their next rank.These ONLY show the tags that will be appropriate when the next rank up.  So if the can still rankup on the default ladder, then only the default rank shows the next ranks tag.  If they are at the end of the default rank, then it will show the next rank on the prestiges ladder; if they do not have a rank there currently, then it will show the next prestige rank with the default rank showing the first rank on that ladder.


	When the command handler starts up, it now logs the pluigin’s root command and the command prefix which is used if there are duplicate commands found during bukkit command registration.


	Bug fix: Placeholders search was missing the assignment of the placeholderKey, which is what would like the search results on the raw placeholders, with the actual data that is tied back to the player.
In otherwords, without the PlaceholderKey it was not possible to extract the player’s data to be displayed within the command: /prison placeholders search.


	Added constants for the default and prestiges ladder name so it does not have to be duplicated all over the place, which can lead to bugs with typos.


	**Sellall bug fix: There wasn’t a common point of refernce to check if sellall is enabled.  Many locations were directly checking config.yml, but the new setting has been moved to the modules.yml file. **
If config.yml has sellall enabled in there, it will be used as a secondary setting if the sellall setting in modules.yml is not defined or set to false.  Eventually the config.yml setting will be removed.


	Found that bStats was erroring out with the servers hitting the rate limit so this makes a few adjustments to try to get prison to work with bstats.
Basically plugins that load last will be unable to report their stats since every single plugin that is using bstats submits on it’s own, and therefore it quickly reaches the limits.


	BlockConverters: More changes to block converters.
Added defaults for auto blocking, and for auto features with support for all blocks.


	**Bug fix: mines gui was not able to handle virtual mines with the internal placeholders.
This bug fix was included with the deployment of alpha.12 to spigotmc.org.


	Pull Request from release.branch.v3.3.0-alpha.12 to Master - 2022-06-25




This represents about six months of a lot of work with many bug fixes, performance improvements, and new features that have been introduced. The last two alphas were not pulled back to main, but they were released, This PR will preserve the released alpha as it has been published.

Also, this helps to ensure that this work will not be lost in the event the bleeding branch is lost/removed. Hopefully it won’t be, but a lot of work has gone in to it and it will be impossible to recreate the current state of the alpha release.

This version, v3.3.0-alpha.12, has 300 commits and 323 changed files. The list of actual changes since v3.2.11 is substantial and the change log should be referenced.

Highlights of some of the changes include (a sparse list):


	new block model - full support for CustomItems custom blocks - updated XSeries which mean prison supports Spigot 1.19.


	major improvements to auto features - streamlined and new code - higher performance - many bugs eliminated - now supports drop canceling to make prison more compatible with other plugins


	better multi-language support - supports UTF-8


	Improved rankup - rankup commands are now ran in batch and will not lag the server if players spam it


	rewrite of the async mine resets - next to impossible for mine resets to cause lag - Uses a new intelligence design that will throttle placing blocks as the server load increases, which makes it next to impossible for it to cause lag.


	Enhanced debugging tools - if a server owner is having issues, prison has more useful tools and logging to better identify where the issues are - new areas are not able to log details when in debug mode - debug mode now has a “count down timer” where if debug mode is 8enabled like /prison debug 10 then it will only allow 10 debug messages to print, then it will turn off debug mode automatically. This is very useful on very heavy servers when a lot of players are active… it prevents massive flooding of the console.


	Major rewrite of the placeholder code that identifies which placeholder raw text is tied to, so it can then retrieve and process the data. - Pre-cache that provides mapping to raw text, so once it is mapped, it can prevent the expensive costs of finding the correct placeholder - Added the beginning of tracking stats (through the pre-cache0 and will be adding an actual placeholder cache in the near future.


	Mine Bombs - fixes and enhancements


	Starting to create a new sellall module that will support multiple shops and custom blocks (not just XMaterial names)


	Block Converters - Will allow full customization on all block specific things within auto features - will eliminate all hard coded block


	Started to add NBT support. - Used in mine bombs - Starting to use in GUI’s to simplify the complexity of hooking actions up with the menu items.


	Added rank scores and top-n players - Rank score is a fair way to score players within a rank. It’s currently the percentage of money they have to rank up (0 to 100 percent), but once they cross the 100% threshold, then 10% of the excess subtracts from their rank score. This prevents camping at levels.


	There is more stuff, some major, a bunch of minor, and many bug fixes along the way.


	v3.3.0-alpha.12 2022-06-25


	v3.3.0-alpha.11k 2022-06-20
Plus luckperms doc update.


	Mine resets: Fixed an issue when dealing with zero-block resets on a very small mine, such as a one block mine in that the 5 second delay was preventing from rapid resets.
Bypass both 5 second cooldown on resets and blockmatching when 25 blocks or less for the mine size.
With running resets in async mode, with rapid resets for a one-block mine, the handling of the block breaks can occur out of order, which will trigger the block mismatch.


	Fix issue: On the creation of a new mine, it would reset the mine a number of times.  This fixes the problem by only allowing one reset every 5 seconds at the soonest.


	Placeholder fix: The PAPI placeholder integrations should not be prefixing raw text with “prison_”; that is the task for PlaceholderIdentifier.


	minor items changed with the GUIs… no functional changes.


	Update a number of docs…


	Fixed an issue where if you try to use a % on a number it’s causing String format errors.
This now strips off % and $ if they are used.


	Update Docs: LuckPerms groups and tracks… added images and fixes a few minor things too.


	Update some of the docs on setting up luckperms and tracks.


	v3.3.0-alpha.11j


	Since the chat event is handled within the spigot module, and since ranks and mines would just duplicate the processing since they both will hit the SpigotPlaceholder class, it made sense to handle the chat event directly within the spigot module.


	Updates to the prison placeholder handler.  This fixes a bug with chat messages return a null value.
These changes also allows the pre-cache to track invalid placeholders now, so it can fast-fail them so it does not have to waste CPU time trying to look up which placeholder key they are tied to.


	v3.3.0-alpha.11i
Getting ready to release alpha.12.


	Placeholder stats: A new feature that is tracking usage counts with placeholders.
This is not a placeholder cache that caches the results, but it caches the placeholder that is associated with text placeholder.  The stats currently only tracks the total number of hits, and the average run time to calculate the placeholder.
The pre-cache will reduce some overhead costs.  This also provides the framework to hooking up a formal placeholder cache.


	Placeholders: changed the two top_player line placeholders that are the headings
since they originally had nnn pattern that is getting messed up in some settings.  So removal of the nnn helped to getting it working.


	GUI MInes: Update support for custom lore support within the gui configs.


	Update XSeries from v8.7.1 to v8.8.0 to better support the newest blocks.


	Updated item-nbt-api-plugin from v2.9.2 to v2.10.0.


	v3.3.0-alpha.11h 2022-06-14


	Prison Placeholders: General clean up of obsolete code.
Since the new placeholder system is working well with the new class PlaceholderIdentifier, obsolete code that was commented out has been removed.
The obsolete class that used to be the key component to identifying placeholders was PlaceholderResults and is no longer used anywhere.  It’s core components were moved to PlaceholderIdentifier and therefore all references to this obsolete class has been eliminated.
At this time, PlaceholderResults has not been deleted, but will be at some future time.


	Prison Placeholders: Major rewrite the handling of placeholders.
Prison’s placeholder handling was completely rewritten to better handle the matching of a placeholder text with the actual placeholder objects.  Over the last few years, many new features were added to prison’s placeholders, but the way they were implemented were through patching existing code. This rewrite starts from scratch on how placeholder are decoded. Placeholders are now only decoded once instead of being decoded when attempting to match each internal placeholder.  The results are significant performance improvements and eliminates a lot of redundant code. Some new features were add, such as supporting more than one placeholder attribute at a time.  Also it streamlines how parameters and data is passed from the outer most layers of prison to where the placeholders are calculated.




Another major benefit of this rewrite, beside reduction of code complexity and performance improvements, is that it opens the door to being able to implement an internal placeholder cache.  Some plugins request placeholder data once per tick, or 20 times per second.  Multiply that by 50 online players, and you got prison performing the same calculation 1000 times per second. Caching could help reduce that to only one calculation per second (assuming a cache time to live value of 1 second. Caching will not always be so simple, or possible, or every placeholder.  Player-based placeholders can’t be cached like static mine placeholders (mine names and mine tags as an example).


	Add support for Portuguese.


	BlockConverters: fix issue when block converters are not active.




v3.3.0-alpha.11g - 2022-06-11


	Disable the gui for autofeatures configs.  They are so out of date, they were causing problems.
Autofeatures should be manually edited.


	Fix a problem when BlockConverters are disabled, and doing a reload on auto features, it’s not able to find that config file so its throwing an exception.


	The build was failing intermittently on the continual integration (CI)
pertaining to the item-nbt-api-plugin, so an entry to added to “lock it in” to the correct path within the mavenrepository.com repo.
This should prevent the resource from being paired with the wrong repo.


	There is a situation when checking for new updates to the language files, that it needs to write the new file, but the old one has not been archived.
This now checks to make sure the old one has been renamed, and if it hasn’t, then it will rename it.


	Added an entry for the sellall module in the modules.yml file.
Code has been setup to check, with a default fall-back on to the sellall settings within config.yml file.  The entry in config.yml has been commented out.
Either will work, but the setting within modules.yml will take priority.


	Update XSeries to v8.7.1 from v8.6.2.
Note that this does not add any of the newer 1.19 blocks or items.


	GUI: Fixed some issues with the gui and admin perms.  Added some admin perms to a few gui commands to lock them down.
Found a serious issue with non-admins being able to edit rank costs and sellall item costs.  The GUIs were not locked down and if the players knew the commands, they could edit the costs.


	v3.3.0-alpha.11f 2022-06-06


	BlockConverters: minor changes.


	Bug fix: Backpacks were not working properly with just “.save()” but had to add “.setChanged()” too, otherwise minepacks will not actually save the status of the backpacks.


	BlockConverters: rename targets to outputs.


	BlockConversions: hooked up the code to not only filter and return the blockConversions for the player and the block, but to also return the item stacks from the results.
This is just about ready to be used in the code.


	Romanian Locale language files were placed in the wrong location.
Oreoezi provide two new language files for the Romanian Locale, but they were placed in the wrong location.
They were added to “prison-core/out/production/resources/lang/core/” and “…/mines/”.  For them to actually
work correctly, without being deleted, need to be placed within the following path:
“prison-core/src/main/resources/lang/core/” and “prison-core/src/main/resources/lang/mines”.
These should now be usable.  Also the LocaleManager now has alternatives setup to default to en_US; future
alternative languages can be added in the future.


	BlockConverters: add some validators to the BlockConverters.
Reports various issues, fixes non-lowercase source block names, and also disables invalid settings.


	BlockConverters: Adjusting around how they are setup, and how they are generated.
BlockConverters are now in their own config file: blockConvertersConfig.json.
They are no longer being stacked/placed in the autoFeaturesConfig.yml file, so all the conversion code is no longer required. With it being json, it now can reflect the java classes without any special considerations on the conversion process.


	BlockConverters: More work on these settings.
Setting up to work with AutoFeaturesConfig.yml, but having second thoughts about adding these configs to that file since it will complicate the config details.


	Fixed a bug on the smelting of coal_ore which was yielding 10 times too much, but this was never seen since a silk touch pickaxe would have to been used.


	Placeholder fix for prison_mines_blocks_mined_minename since it was not being incremented after the fixing of the autopickup=false and handle normal drops = true.
Also found that the calculated field for the mine’s total blocks mined was not being recalculated after load the mines from their save files.  This now is working properly.


	Major exploit fix: sellall was not indicating that the inventory was changed within the Minepacks backpacks,
and therefore players were able to sellall of their inventory, logoff, and then when they log back on, it will be restored.
Now, all inventory changes are forcing a save for the backpacks.


	Fixed an incorrect mapping to a message: auto features tool is worn out.


	v3.3.0-alpha.11e 2022-05-23


	Bug fix: Fixed an issue with sellall when the module sellall is not defined but sellall is enabled in the config.yml file.


	Bug fix: Minepacks has a new function in their API to force backpack changes to be saved.
Before it could only be marked as changed, which was not enough to get it to save in all situations. Prison is now calling “save()” to ensure its behaving better now.
NOTE: releasing this fix with alpha.11d even though it has been added after being set to 11d.


	Prison v3.3.0-alpha.11d 2022-05-22


	GUI messages: a few more updates and corrections


	GUI: More fixes to the gui messages… including moving all of the new gui specific messages out of prison-sellall module to the prison-core module so they will still be accessible if the prison-sellall module is disabled.


	GUI cleaned up by eliminating so many excessive uses of translating amp color codes to the native color codes.
Found some locations where there were at least 7 layers of function calls, with each layer trying to translate the color codes, which of course was excessive.


	Change the name of the SpigotSellallUtilMessages class to SpigotVariousGuiMessages due to the fact these messages are used in more than just sellall.
It should be noted that eventually the non-sellall messages may have to be removed from the sellall module.


	Spigot GUI Messages: Hook up more messages to prison’s messaging system.


	Sellall messages: Start to setup the correct usage of the multi-language message handling through the new prison-sellall module.
This fixes the messaging within the SellAllUtil class.


	Move auto feature messages to the spigot message file so they can be customized.
Removed the inventory full messages from the AutoFeaturesConifg.yml file.


	The normalDrops processing was not hooked up to the newest way auto pickup is disabled, which was skipping normalDrops if auto pickup was disabled.
The number of blocks in the normalDrops is now being passed back through the code so it can identify that it was successful and finalize the processing.


	3.3.0-alpha.11c 2022-05-14


	GUI Menus enable NBT support.
This is a major change.  The details for the menus options and commands are now stored in NBT data so they do not have to rely on the item name, lore, or other tricks.
This is a first phase, and more work needs to be done to remove hooks with the item names for other menu options.  Main set of changes has been done to the menu tools.


	Changed placeholder attributes to print the raw value and placeholder.
Changes to the logging to allow & to be encoded to the unicode string of
U+0026 so it can bypass the color code conversions, then it is converted back
to an & before sending to bukkit.  This works far better than trying to
use Java regEx quotes.


	Fixed signs for sellall to enable them to work with any wood variant.


	3.3.0-alpha.11b 2022-05-02


	Placeholder fix for formatted time segments to use the values setup in the language files within core.
This allows the placeholders to use the proper notations for singular and plural units of times as configured for each language.


	Placeholder fix for rankup_cost and rankup_cost_remaining on both the formating of the percents and the bar.
The percents were being displayed as an integer, so with rounding, they were very misleading since they would show 100% when they were really hitting 99.5% and higher.  Also the bar is not working better, and if the percentage is less than 100%, then it will always show a RED segment at the end of the bar; it will ONLY show GREEN when it’s 100% or higher.


	Mine Bombs fix to allow color codes within the bomb’s name.
The color codes are removed for the sake of matching and selecting when giving to players so you don’t have to use them in the commands.


	Placeholder issues when not prefixed with “prison_” is being addressed by prefixing the identifier with “prison_” right away.
This “is” addressed, but it’s deep in the code and for some reason certain parts of the code is not making the connection to the correct placeholder without that prefix.  So this really is not the desired way to address this, but it eliminates the problem.  The reason why it’s not the desired way, is because it’s exposing buisness rules of how to handle the placeholders, outside of the placeholder core code.


	Bug fix… with placeholder prison_rank__player_cost_remaining_rankname, and its variants,
eliminate the calculation of including the current rank since that has already been paid for.  Prior to this fix, it was only excluding prior ranks.


	3.3.0-alpha.11a 2022-04-25


	Mine Bombs and NBT settings: this fixes mine bombs to work with NBT tags, which are being used to identify which items are actually mine bombs.


	Fixes the mine bomb usage of lore where the lore that is defined in the settings is no longer altered so it’s now used verbatim.
Also the check for mine bomb is removed from using the name, or first line of lore, and now tries to use NBT data.
But note, that the NBT data is not working correctly yet.


	Fixed the usage of setting up the NBT library within the gradle config file.
Fixed issue with unknown, or incompatible items were unable to be parsed by XMaterial which was resulting in failures. This fixes the problem by preventing the use of a partial created SpigotItemStack.


	Hook up the NBT library to the SpigotItemStack class.
This has not been tested yet to see how it works, especially between server resets.


	Added NBT support to prison.  This loads a NBT library to be used only with the spigot sub-project.
This has not been hooked up to anything yet.


	Placeholder fix: Problem with the placeholder getting a prestige rank that was one too high.
The following placeholders were fixed: prison_rrt, prison_rankup_rank_tag, prison_rrt_laddername, prison_rankup_rank_tag_laddername


	Hooked up the BlockConvertersNode to the yaml file IO code so it will save and load changes to the auto features configs for anything with the BlockConverters data type.
Removed unused functions.


	Mine reset potential bug fix: Some rare conditions was causing problems, so using another collection to pass the blocks, and getting the size prior to calling the function to prevent the problems from happening.
This appeared to be happening when a mine was being reset multiple times, at the same time.  The mine should never be resetting multiple times, at the same time.  May need to add more controls to prevent it from happening.


	Bug Fix: The IGNORE block type was not marked as a block, therefore could not be used within a mine.


	New feature: Block Converters. Setup the initial core settings for block converters within the auto features.
The core internal structure is in place and so is the ability to write the data to the file system.
This has not been hooked up to anything yet.


	Setup placeholder formatted time values to use the language config file.
This set of values will “NOT” reload when the command /prison reload locales is ran.  The server must be restarted to reload these values.


	CustomItems getDrops() debug mode will list the results of the get drops.
This will help track what’s going on with the getDrops function since it’s a complicated process.


	Placeholders: prison_rankup_rank_tag (and the ladder variants) now shows the prestiges next rank when at the top rank in the default ladder.
This only applies to the default ladder and only if the prestiges ladder is activated.


	Pull out the setBlock and blockAt functions from the SpigotWorld class so that way it would properly track within Timings.




** v3.3.0-alpha.10 2022-04-02**

** Release notes for the v3.3.0-alpha.10 release as posted to spigotmc.org and polymart.org:

v3.3.0-alpha.10

This alpha.10 release includes many significant performance improvements and bug fixes.  Although this is an alpha release, it is proving to be stable enough to use on a production server.  Please make backups and test prior to using.  This v3.3.0-alpha.10 release is “still” backwards compatible with v3.2.11 so you should be able to down-grade back to v3.2.11 without major issues. The breaking changes that will be in the final v3.3.0 release have not been applied yet to these alpha releases.

Please see our discord server for the full listing of all bug fixes and improvements, there have been more than 70 updates since the alpha.9 release.  The following is just a simple short list.


	Many bug fixes.  Some that even predates the v3.2.11 release.


	Performance improvements: startup validations moved to an async thread. Slight delay between mine validations to allow other tasks to run (needed for less powerful servers). Improvements with sellall performance.


	Added more support for Custom Items (custom blocks)


	Added support for top-n players and added over 30 new placeholders.  Top-n support for blocks mined and tokens earned will be added shortly too.


	Upgraded internal libraries: bstats, XSeries, gradle, custom items, and a couple others.


	Many fixes: Mine bombs, sellall, autosell, auto features, block even listening and handling.





	Ran in to an issue with spigot versions < 1.13 where a data value outside of the normal range prevents XMaterial from mapping to a bukkit block.
This change provides a better fallback which ignores the data value, which is the varient.  The drawback of ignoring the varient type, which is outside the valid ranges anyway, is that it may not accurately reflect the intended block types.  But at least this will prevent errors and being unable to map to any blocks.


	Change to prison startup details reporting to elminate duplication.
Near the end of the prison startup process, prison would run the /prison version command to provide additional information in the logs.  This was duplicating some of the information that was already printed during the actual startup process.
Changes were made to only add the information that was missing so the whole command does not need to re reran.  Overall this is a small impact, but a useful one.  It does shift where these functions live and ran from.


	ChatDisplay: An internal change that controls if a chat display object (multi-lined content, such as command output) displays the title.
This will be useful when integrating in to other commands and workflows, such as redesigning how the startup reporting is handled.


	v3.3.0-alpha.9g 2022-03-29


	auto features: Enable player toggle on sellall for auto feature’s autosell.


	sellall reload - fixed issue where the reload was not chaning any online valus or settings.


	**Mine bombs cooldown - ran in to a null value in the cooldown timers. Handles this situation now. **


	Sellall - added debug logging on the calculation of sell prices.


	Sellall bug fix on calculation boolean config values; it was not returning the correct value.
This was found by a report that /sellall hand was not working.


	Auto features bug fix: was paying the player, instead of just reporting the value when in debug mode.


	Update debug info in auto features to properly show it’s within the BLOCKEVENTS priority processing.


	Topn calculations: handle a null being returned for the prestige ladder.


	Enabled a sellall feature to enable the old functionality where sellall ignores the Display Name or is not a valid prison block type.


	Fixed an NPE issue with checking to see if a block exists within a mine.
This issue was impacting spigot versions less than 1.13.  The problem is with data values being abnormal and out of the standard range.


	Fixed a NPE on the topn calculations.


	auto features autosell when inventory is full when using the priority BLOCKEVENTS.


	topn fix: If next rank is null, then try to use the next prestige rank for the cost.


	v3.3.0-alpha.9f 2022-03-25


	Placeholders top player: added new placeholders based upon the nnn pattern to identify the player.


	Top-n players listing: added an alternative line.


	Placeholder Bar Attributes: Now supports a non-positional keyword “reverse” which will take any bar graph and reverse it.


	AutoFeatures debugging: Some color change in the logging details for failures so they are easier to see.


	Prepare for the handling of STATSPLAYERS placeholders, which will be the ones that provides the placeholders for the top-n players.
This handles the workflow on handling the placeholders.


	Slight update on how the top-n players are printed… simplifies and also cleans it up the formatting.


	Updated the rankup accuracy to be greater than or equal to 1.0.
And conditionally only report the accuracy_out_of_range if >= 1.0.


	When validating the success of a rankup transaction’s abiliity for the rankup cost to be applied, the validation is now checking to see if it’s within a plus/minus of 1.0 from the target final balance of the player.
This covers the inability of floats and doubles not being able to accurately repesent base 10 numbers all of the time, which the accuracy may be off by a small value such as 0.000001, but that will prevent an equality check from passing.By checking that it’s within a range of plus/minus one will help prevent false failures.


	Fixed issue where ranking does not which rank is associated with each rank.
Now the ranks will properly track the players at their ranks.


	3.3.0-alpha.9e 2022-03-14


	Top-n: More work to enable.  Now supports /ranks topn, with alias /topn.
The rank-score and penalty is not yet enabled.  Placeholders will be enabled after the command is fully functional.


	Prison startup performance fix: On large servers with many players, the process of getting the player’s balance from the economy plugin can cause significant delays if that plugin is not able to handle the load…
so the validation of the players and the sorting of the top-n list is now ran in an async thread so it will not cause lag or delays on startup.


	Prison version: including more information on ranks and add the ladder rank listing to the prison version command.


	Removed some old code from block event processing…


	Mine bombs getting a replacement blocks from the player’s location.


	CustomItems drops: If custom items do not produce a drop, then default to dropping the block itself.


	Sellall: prevent selling with custom name items.


	PlayerCache earningsPerMinute: Sychronize to prevent an issue with concurrent mods.


	Mine bombs: Fix an issue with the generated mine bomb tool not being enchanted with the specified fortune, which also was effecting the durability and dig_speed too.


	Reworked how some of the registered event listeners are setup, which is needed for expanding to supporting other plugin’s enchanments.


	Update the bstats configs for v3.0.0.
Although it compiled without the bstats-base, it failed to run.  I suspect my local cache for gradle was incorrectly providing objects when it shouldn’t have.


	Upgrade bstats to v3.0.0, was at v2.2.1.
Hoping this will better report the proper usage.
Added more custom details on the graphs: player count, defaultRankCount, prestigesRankCount, otherRankCounts.
Set api version to v3.3.


	BugFix: Prevent a possible NPE when blocks are null when calculating gravity effected blocks, and ensuring there is a location when trying to place blocks.
Both of these should never be an issue, but based upon different conditions, they can become an issue.


	Added an autoFeatures to enable/disable the use of CustomItems’ getDrops().


	CustomItems integration: Adding support for getDrops() from CUI.
This integrates custom blocks in to getting the SpigotBlock (an internal prison block).
It’s not yet functional due to issues within CUI, but this is the initial setup.


	Report that bedrock users are not getting their tokens.
When in debug mode, if their balance is not correctly updated it will report it in the console.


	v3.3.0-alpha.9d 2022-03-10


	Within the SpigotBlock, now has hooks to load CustomItems blocks when trying to convert an org.bukkit.Block to a SpigotBlock.


	For unbreakable blocks, reinforce that the location, which is the key, will not be null.
The block sometimes can be null, so by having the seperate location will not cause a failure if the block is null.


	Fixed an issue when checking if a block is unbreakable… it should not have been null, so this is a temp fix to prevent an error.


	CustomItems custom blocks: Hook up the new drops for CustomItems plugin.


	Update some of the gradle settings and fix the new custom items api.


	Upgrade XSeries from v8.5.0.1 to v8.6.2.


	Update CustomItems API from v4.1.3 to v4.1.15.
This update adds support for prison to get the drops from the CustomItem blocks.


	Changed the development environment and updated the java 1.8 to the latest release.


	v3.3.0-alpha.9c 2022-03-06


	Enable the ability to split messages in to multiple lines by using the placeholder {br}.


	Small adjustments to the MineReset handing of the targetBlock collections.
Prevent their instantiation in the constructor since they are being lazy loaded.  Also synchronizing on the adding of target block, since there was one report on an issue with that not being synchronized.


	Added more validation checks and reporting on rankups and demotes.
So if something goes wrong, it can hopefully identified and tracked.If rank change failed, or if a refund failed, it will now better report these conditions.


	Setup a return of success, or failure, on custom currency functions.
GemsEconomy does not indicate if it was successful, but added code to check to see if it was successfully manually/indirectly.


	Sync set blocks fixes. Isolate the targetBlocks and add a null check to ensure thre are no problems.


	RankLadder: removed obsolete code that was never used.


	Some initial setup for a rankScore.
This is not hooked up yet, but the the core basics are there and should work soon.


	Bug fix:  Fixed an issue were a block would be added, or changed, and it would change all similar blocks in all mines to have the same percentage.
This issue was intermittent and was caused by directly getting the block from the master list, without cloning it.  The correction to this issue was to use a search function that would clone the block, but it also would compensate for custom blocks if the block’s namespace was not initially provided.


	Bug fix: Risk of a null on the blockHit, so add checks to ensure it’s not before trying to process.


	Bug fix: The clickable delete code is that is generated is off by 1 on the inserted row.
The row number needed to be reduced by one since the row number was incremented right before this final injection.


	v3.3.0-alpha.9b 2022-02-28


	Fixed the command ‘/ranks ladder command remove’ when specifying a row value that was too large.
The message was only providing one value when it should have had two, and the first parameter was ‘%d’ instead of ‘%1’.


	PlayerCache: Unloading Players… when a player is being unloaded, and they are not in the cache, the unloading process is now able to indicate that the player should not be loaded.
Also when trying to load a player, it will not attempt the load if the file does not exist.


	Sellall bug fix… was using the wrapper to map it to an XMaterial which was causing NPEs.
Using the prison’s compatibility functions to perform the mapping, which will now provide a safer mapping that will not cause NPEs.


	Module prison-sellall cleaned up gradle config to remove a few configs that are not needed.


	Fixed a bug with the blockEvent block filter for adding blocks, it was using the blockEvents collection instead of the prison blocks collection.


	Fix placeholder for prison_player_tool_lore to provide the actual tool’s lore.
The placeholder was not hooked up.


	Mine manager when enabling mines after the delayed loading from multiverse-core delayed loading…
put a slight delay on each submission of the startup air counts for each mine… spacing them out by one tick so they are not all trying to run at the same time.


	v3.3.0-alpha.9 2022-02-27


	Bug fix:  Sellall error:  Resolve an issue with the off-hand not being removed when selling.
Turned out that you can read all inventory slots, which includes the off-and slot, but when removing ItemStacks, the remove(ItemStack) function then ignores the off-hand slot.  Has to directly remove from the off-hand slot.


	Mine bombs: fixed issue with lore not being added.
Was adding the wrong source; was adding the destination to the destination.


	Mine Bombs:  Add some basic validations when loading the mine bombs from the config files


	Mine Bombs: add a reload function for mine bombs.
/prison reload bombs  or  /prison utils bomb reload


	Removed warnings from the Vault economy wrapper since NPCs can actually initiate commands and NPC will always return nulls for OfflinePlayers…. therefore just return a value of zero.


	New command added to ‘/prison support runCmd’ to allow an OP process, such as a NPC in Citizens, to run a command as a player.
For example this is handy for having an NPC open the player’s GUIs such as mines or ranks.


	v3.3.0-alpha.8h 2022-02-26


	Bug fix: Synchronized some of the collections that are needing it within the PlayerCache.


	Bug fix: Fixed an inventory glitch that was preventing items from being added to the inventory.
Basically the inventory had items, but it was not updating the contents of the inventory on the client side.  This was fixed by updating inventory when finished processing the adds.
If autosell on full inventory is enabled, and there are extra drops, then sell them all before they make it to the inventory.  This works most of the time, but sometimes the inventory still fills up.  This is now more of a characteristic than a bug.


	3.3.0-alpha.8g 2022-02-25


	More adjustments to the block events so the config setting can be shown in the header of the /prison support listeners blockevent command.


	Setting up support for the BLOCKEVENTS on all block break event listeners.
Changed around how the listeners are created to simplify and be more accurate in the event states.


	Extracted the BlockBreakPriority enum to be an object on its own.
Added BLOCKEVENT and added information on what the various priorities should do.  This is in preparation to refactoring how events are processed.


	Prison tokens: externalize the messages related to the admin tokens commands.


	For the admin commands for tokens, added an option to be able to suppress the messages.


	v3.3.0-alpha.8f 2022-02-23


	The creation of a new sellall module which will eventually contain the code to manage multiple shops that will be based upon ranks.


	Adjustments to the configuration of the mutex to better ensure that only one job is submitted for the reset, and to ensure other tasks are not locked up, or locked out.
There was a report that the prior way was causing the mines to lockup.


	v3.3.0-alpha.8e 2022-02-20


	Mine reset mutex is conditionally enabled to ensure the locks remain balanced.
To ensure the mutex is enabled ASAP, its engaged outside of the normal location… it may only be a few nano-seconds savings, but with OP pickaxes mining with many players within one mine, the mutex must be enabled rapidly.


	Bug Fix: Mine reset changes: Eliminate paged resets, some code that is not being use anymore, disabled the RESET_ASYNC type to be similar to RESET_SYNC since they are now the same, locked out checkZeroBlockResets so mines cannot reset multiple times at the same time using the MineStateMutex.
The major issue here was that mines were being reset in the middle of a reset action.  Used a preexisting MineStateMutex to secure the checkZeroBlockResets() function to prevent it from kicking off many resets.  These multiple resets were happening because many players were triggering the resets… as a side effect, there were many situations of collections failing due to concurrent modification exceptions.


	Getting the collection size was an issue by the time it was done processing the blocks, so getting them first may help prevent errors.


	Made many changes to the default configurations of the autoFeatures.
This is to try to make it easier to use prison by using more of the settings that are most useful.
Added more comments to make it easier to understand these settings too.


	Release v3.3.0-alpha.8d 2022-02-20





	Fixed issues with vault economy and withdrawing from a player’s balance.
It now also reports any errors that may be returned.





	To prevent NPEs, isBlockAMatch has been changed to use the MineTargetPrisonBlock as a parameter and then internally, checking for nulls, it will extract the status data block.
This was causing errors when processes were trying to access target blocks before they had a chance to initialize.


	Address a rare condition where the mineTargetPrisonBlocks is being “accessed” before the system is done initializing the mine.
This creates an empty collection, but it will prevent errors in the long run.


	Add equals and hashCode to the MineTargetBlockKey so it can be better used in structures like HashMaps.


	Mine bombs: Added a {countdown} placeholder for use with the MineBomb’s tagName field.
A few other adjustments such as adding more “color” to the default bomb tagNames.


	Added validation check to make sure the player’s balance was decreased, or increased, successfully before actually applying the rank change.
If the balance does not reflect the change, then the rank change will be prevented.


	Slight adjustment to addBalance so as to help reduce out of synch possibilities.
The access to economy hooks, has been moved in to the sychronized block.


	v3.3.0-alpha.8c 2022-02-16


	Fixed a start up issue with multiverse-core in that it now runs the air-count processes so the mines can have their targetBlocks defined.
Many issues were resulting from failure to get the target blocks.  Not sure how it was working before, other than targetBlocks were not being used as much as they are now.


	Fixed a potential error if targetBlocks are not loaded yet, or loaded at all for a given mine.
Was causing NPEs….


	Added logging for when a delayed world comes online and list all mines that are activated.


	v3.3.0-alpha.8b


	Clean up the way the command tasks were being called.
Added mine name to the blockEvent logging.


	Fixed a reversal of some calculations when converting nano seconds to milliseconds.


	New feature: debug count down timer.
Able to now set a debug count down timer where debugging is turned off after logging that number of entries.


	Potential bug fix in better managing if sellall should be enabled by directly checking the configuration parameter that enables it.
Better logging of sellall when inventory is full.


	Commit some SellAllUtil comments that are useful for debugging timing issues.
These are now disabled, but can be manually reenabled when needed.


	Some changes to Sellall to provide more flexibility and to fix some potential bugs
The isEnabled now uses the proper boolean settings to indicate if the sellall utility is enabled or not.  Before it was trying to treat strings as boolean.


	Add prison command descriptions that goes along with the placeholders.
They are not yet hooked up, but they will provide more information to the admins on what the placeholders will provide, and also how they can use them since some of these will include examples of the formats.


	Bug fix: The cancellation of the event was not being returned in the correct locations,
so it was bypassing all of the before mine reset commands. The before mine commands will now run correctly.


	Prison commands: reorganize some of the structures used for the prison commands.
Hook up some of the logging to track run times for each command.


	Prison commands: reorganize some of the structures used for the prison commands.
Hook up some of the logging to track run times for each command.


	Prevent the autosell happening just because someone is op.
To make this work, and to prevent odd behaviors where OPs suddenly are not able to mine correctly, OP can no longer use the autosell based upon perms.


	Setup the time durations on reporting of mine resets to use external settings.
Enables the use of singular and plural unit names.


	Rework how rankup commands are ran: in progress.
This new way of dealing with rankup commands is to collect all commands that need to be ran, from all rankups, then run them in one group when the player is done being ranked up.
For most changes in rank, this will have zero effect on anything (mostly), but it has a huge impact with the rankupmax command.When hooked up (which is is not), this will take all commands and run them in a sync task.  So “every” command will run in a sync task. But each command will be monitored for run time, and if the runtime for one command exceeds a threshold, then the sync task will resubmit itself to run again after on tick.  This will slow down the process of running all of the commands, but it will help prevent them from causing lag.
With tracking run times on each command, if prison is in debug-mode, then it will generate console logs identify how long it take to run each command.  So if any given command is causing lag, then it would be possible to identify what the offending command is.


	Fixed a problem before releasing… was not using the correct variable so the generated File object was not getting used.


	Bug fix: If a player cache file does not exist, it now prevents it from loading.


	Fixed an issue with the GUI, such that if the player does not have a rank on the ladder,
that it will now force the creation of a PlayerRank object so it does not cause a NPE.


	Mine bombs: Enable the use of color codes on the armor stands when setting off the bombs…


	Mine bombs: Added durability and digspeed enchantments to the mine bomb data.
This will allow for greater flexibility in how the tool in hand behaves.


	If using a mine bomb, then do not allow durability calculations to be used,
since if the pseudo tool breaks, then what ever the player is holding will be removed, which is usually an item stack of mine bombs.


	Mine Bombs: The mine bomb give command now is case insensitive.


	Mine Bombs: Add ability to set the Y offset.
It defaults to a value of -1.  This allows fine tuning of bombs to better position them to sink deeper in the mine to increase the number of blocks that are included.


	Fix issue with mine bombs not dropping blocks.
The underlying block changed and therefore so did the behavior of the equals() function.


	Added various token functions to the prison spigot API class.




*3.3.0-alpha.8 2022-02-12


	Enable debug mode from within the config.yml file.
It was not hooked up before.  This is useful for initial logging of the mine air-counts.


	Redesigned the initial mine air-counts which not only identifies which blocks are within a mine upon startup, but it also establishes the number of air blocks in a mine to help ensure it’s able to properly reset when the mine is empty.


	Bug fix: cleaned up the way PlayerCache files are managed.
Eliminated a lot of old code and simplifed the logic to ensure the liklihood of preventing corruption of the player caches.  There has been some reports that the files were not being properly tracked and stats were being replaced with new entries. This also fixes some performance issues by caching the files in the directories.  So once loaded, the loaders no longer need to read the file listings, which could take a while with a lot of files.


	Provide information on locale settings within the /prison version command.
Falls back to the en_US properties file if the selected language file does not exist.
If the non en_US properties files are found to be missing a property, then the english property is used as a fallback.  These fallbacks are not written back to the save files.


	v3.3.0-alpha.7 2022-02-09
Set this back on an alpha release schedule.  The betas appear to have been pretty stable.


	Disable the player’s nms attempts to get their locale… spigot 1.17 and higher no longer can get that value.
Just use the server’s default value.


	For the /prison support commands, the output is now sent to the player instead of just the console.


	Some minor changes to /prison debug to give it an alias of /prison support debug.
Format a few of the messages to make it easier to understand.


	Removed the backpack’s object from the player’s cache.
Backpacks are too massive for the player’s cache and needs thier own cache system.


	On the command /ranks set tag, added the note that if a tag is removed from a rank, then the rank name will be used instead.
Fixed the placeholder for rank tags so if it is null, it no longer show a null, but now it show the rank’s name.


	Fixed the generation of the player mined block count placeholders.
Was missing one _ after generating the specific block related placeholder.


	Upgrade gradle from v7.3 to v7.3.1 to v7.3.2 to v7.3.3
This is at the latest release.


	Upgrade gradle from v7.2 to v7.3





	Changes to provide better security when runnign gradle to prevent injection attacks.





	Upgrade gradle from v7.1 to v7.1.1 to v7.2.


	Upgrade gradle from v7.0.2 to v7.1.
NOTE: There are a number of updates to apply for gradle.  Will commit on the minor versions and final version.


	Added a few new placeholders and a new placeholder type of PLAYERBLOCKS.
Added raws to the player_block_total per mine.  Added player_blocks_total and its raw counts, which is a PLAYERBLOCKS.


	Added a few new placeholders and a new placeholder type of PLAYERBLOCKS.
Added raws to the player_block_total per mine.  Added player_blocks_total and its raw counts, which is a PLAYERBLOCKS.


	Changed around the logging of messages related to the use of autofeatures autosell.
Added permissions to enable autosell on a per block.


	Update CustomItems api from v3.7.17 to v4.1.3.
This newer version of the API still does not have a getDrops() function.


	Add more support for CustomItems plugin.
It appears like this is working really well with auto pickup.  It should be noted that the CustomItems’ API does not have a getDrops() so it’s impossible to get the correctly configured drops for the block, so for now, it will only return the block itself and not any configured drops.
Sellall may need to be fixed and there could be some other areas that needs some fine tuning, but so far all is working well.


	For CustomBlockIntegrations added getDrops().
This has to be used instead of bukkit’s getDrops() since that will return only the base item drops, which are the wrong items.
For CustomItems plugin, there currently isn’t a getDrops() function in the CustomItems API so instead, the integration’s getDrops() returns the block.


	If cancelAllBlockEventBlockDrops is enabled when it’s not valid on the server version, then it will print the error to console, then turn off this features


	CustomItems: Hook up on server startup the ability to check for custom blocks when scanning the mines to set the air counts and block counts.


	Clean up the formatting on /mines block list so it’s easier to read and looks better.


	If fail on /mines reset, then needed a missing return so the mine reset success message won’t follow the error message.


	Bug Fix: When mine reset time is disabled, set to -1, and then all mines are reset with ‘/mines reset *all* details’ it would terminate the reset chain on that mine.
This change allows the next mine to be reset by not trying to set this mine’s next action… which is none because reset time is -1.


	v3.3.0-beta.2 2022-02-03


	Added an error message when failed to add a prestige multiplier.


	New feature: cached adding of earnings for the default currency.
This was causing a significant amount of lag/slow down when performing autosell, or spamming of sellall.  The lag was in the economy plugin not being able to accept additions of money fast enough.Now this simple cache, will wait 3 seconds before adding the player’s earnings to the economy plugin.  When it does, it will do so in an async thread so as to not impact any performance in bukkit’s main thread.  Also prison’s getBalance() functions, which includes the use of all prison placeholders, will include the cached amount, which means the player’s balances appear as if they are not being cached.
Still need to cache the custom currencies.


	Update /ranks autoConfigure to set notifications to a radius of 25 blocks, and enabled skip resets at a limit of 90% with 24 skips.
Also moved DARK_PRISMARINE down a few levels since it’s not as valuable as the other blocks.


	Bug fix: Correct the comparison of a prison ItemStack by using compareTo.
The old code was using enums, so the check for equality of enums resulted in comparing pointers, which will never work.
Updated a few other parts of the code to use the compareTo function instead of the equals function since that may not work correctly all the time.


	For command /mines set notification added all for mine name so all mines can be changed at the same time.


	Change notification alerts from runnign every 5 minutes to every hour.
Got a few complaints within the last fewa days that the notifications are too frequent.


	Modified SpigotPlayer to add getRankPlayer() and modified RankPlayer to add getRankLadder, with short cuts for default and prestige so you don’t have to always refer to their names (reduce errors).
This is to remove the “mess” from other functions that need to get these player objects, of which sometimes they are not going about it the correct way.


	sellall multiplier add - Now reports if a multiplier cannot be added.  Also now adds the multiplier based upon the actual rank name,
of which it was what the user entered with the command, which may not match the actual rank name.


	RankLadders - Added a boolean function to check if the ladder is the default ladder or prestiges ladder.


	sellall multiplier - Now able to list all multipliers.
It lists them in a 5 column listing.


	Add debug logging when calling the external events.
Will have to revisit this when hooked up to multi-block events, otherwise it could overwhelm the logging.


	Ladder rank cost multiplier has 100 percent limits removed.
Value can be any positive or negative number now.


	Update some documentation related to CMI Economy.


	Broadcast the prison welcome message to all online players when prison is loaded with no mines or ranks defined.
The messag is loggd to console 8 sconds after prison loads.  The broadcast messags are sent 16 seconds after logging the welcome message.
The intention is to help bring awareness to new mods/admins that there is an easy way to get started with prison.


	Broadcast the failed ranks loading to all online players.
Its important that they know ranks failed to load.


	Release v3.3.0-beta.1 !! Hooray!! 2022-01-29 2:11 PM EST


	Added nano-second timing autosell to confirm if there is a performance issue.
My initial testings are showing that sellall has significant chance of performance problems in that selling items takes way too long.  Will address in the future.


	Disable all ranks related commands within the GUI menus.
GUI was bypassing safeguards that were in place when the ranks module failed to load.


	Update the placeholderAPI docs to correct the formatting of the docs to match what they should be.
Had to indent by two spaces.


	Created updated documents for the placeholderAPI wiki.
These are local copies of the content since the prior content was removed/vandelized.


	New Feature:  Added support for Quests so that block breakage within mines can now be tracked and be applied towards quests.


	Bug fix: Lapis_ore appently does not drop lapis_laluzi when using the bukkit’s getDrops() function, it instead drops blue_dye, then when it gets to the player’s inventory, it is then converted to lapis_lazuli.
Therefore, auto sell cannot sell lapis_ore drops unles blue_dye is within the shop.  I added blue_dye with the same value of lapis_lazuli to the sellall shop.  This allows it to be sold now through auto pickup and auto sell.


	Bug Fix: Damage was being applied all the time.
Found a field being initialized with a value of 1 when it should have been 0.


	Prevent sellall from loading if ranks does not load.  Sellall uses too many rank functions to stand alone.


	Bug Fix: The new Ranks error message handler which intercepts all ranks messags was failing to load properly when prison startup was not set for a delayed startup,
which was because the ranks gui command (/ranks) was always being set even when ranks module failed to load.  Now /ranks gui loads only if ranks was successful in being started.


	Initially setup to use the actionBar for the messages, but that is not working correctly with such high volume of messages.
So disabled them for now, but will switch them over shortly…


	Format the earnings amount properly, so it will have a consistant format.
Once in a while, instead of showing a value like 165.00 it shows 165.000000000000001.  This is caused by the fact that doubles are binary, not base-10 so it canot always show the correct values.


	Deprecated the MessagesConfig class since it is not implemented correctly.
The messages should have been handled through Prison’s multi-language tool, of which this does not use.


	Try to use a different way to identify the item stack, especially if the bukkit item stack does not exist.
This was a random error when using gravel, sand, and dirt on spigot/paper 1.12.2.


	Clean up some of the refrences to the new/old block models.


	Added the new command: ‘/sellall list’ that will list all blocks and their prices.


	Added comments that usage of auto features cancel drops will not work from spigot v1.8 through 1.12.x.
Should work with v1.13.x and newer.


	Fix some block issues, mostly getting the correct block bukkit block and limit it to only one location and function that ultimately provides these hooks.
This release appears to be more functional, but it still should not be used since it’s not fully tested.


	First pass at removing the old block model.  Do not use this release!!
This compiles and runs on the server.  Most commands appear to work, including mine resets, but no visual confirmation has been performed in game yet.  Since so much has been changed and it has not yet been tested in-game, this release should not be used until such rudementary testing can be performed.


	3.3.0-alpha.7 2022-01-22




A return to the v3.3.0 release track.  The alpha.7 release represents a continuation of where we left off before.  Once we got to alpha.6, it became apparent that it was critical to release before v3.3.0 was ready, so we returned to the v3.2.x track, including everything up to and including the v3.3.0-alpha.6.



3.2.11 2022-01-22



v3.2.10 2021-08-22



v3.2.9 2021-07-03


	release v3.2.9






v3.2.8.1 2021-06-18


	Note: Bug fixes for 3.2.8.


	Fixed a failure on startup for new installations of prison.
Basically it was unable to deploy the language files due to try-with-resources closing the initial zip connection.






v3.2.8 2021-06-17

Prison V3.2.8 Release!
Prison now fully support Spigot 1.17 and Java 16!

NOTE: Since the start of the development on v3.3.0, Prison has had a few other releases under v3.2.7 and v3.2.8.  The reason for these releases is that the major structures (and code) that would make prison v3.4.x, are not complete.  Therefore, to get out new updates sooner than later, v3.2.7 and v3.2.8 have been release.


	Released v3.2.8!


	v3.2.8-alpha.3 2021-06-16


	v3.2.8-alpha.2 2021-06-12


	Spigot 1.17 release - v3.2.8-alpha.1 - 2021-06-11
Only known issues:


	Unable to use nms to get the player’s preferred language






	v3.2.8-alpha.1 2021-06-07
Internally set the version, but will not release it until a few other things are finished.
The prison version is set to 3.2.8-alpha.1 to prepare for the release of prison that is compatible with Java 16 and Spigot 1.17.




NOTE: v3.2.8-alpha.1 is identical to v3.3.0-alpha.6.  V3.3.0 is far from being ready to be released.  So v3.2.8 will enable Java 16 and also Minecraft 1.17.



v3.3.0-alpha.6 2021-06-07


	v3.3.0-alpha.6 2021-06-07
Setting the version.  The v3.3.0 release will be put on hold since focus will be to get v3.2.8 out which will support Java 16.  It is unknown how many of the spigot 1.17 blocks will be initially supported.


	v3.3.0-alpha.5c - 2021-06-06


	v3.3.0-alpha.5 2021-06-01


	v3.3.0-alpha.4 2021-05-15


	Next release will be v3.3.0-alpha.3
Please note that the correct order of releases have been:
v3.2.6, v3.3.0-alpha.1, v3.3.0-alpha.2, v3.2.7, v3.3.0-alpha.3






v3.2.7 2021-05-02


	Set version to v3.2.7


	Note that all changes that were made under v3.3.0-alpha.1 and v3.3.0-alpha.2 have been publicly released under v3.2.7






	3.3.0-alpha.2 2021-04-23


	v3.3.0-alpha.1 2021-04-16


	v3.3.0-alpha.0 2021-04-11

Start on the alpha.1 release.
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Prison Known Issues and To Do’s

This document is intended to keep track of known issues and also provide for
a short list of To Do’s. This list is intended to help work through known
issues, and/or to serve as items that should be added, or fixed.


	Known Issues - Resolved






To Do Items


	BlockEvents - Action based upon blocks broken, not a percent chance.




NOT an Issue: OfficiallyGuo — Today at 5:41 AM
[19:34:33 INFO]: | Prison |  Spigot18Blocks.getBlockType() : Spigot block cannot be mapped to a prison BlockType : CONCRETE id = 251 data = 11  BlockType = null
Should I worry about this? Prison Version: 3.2.5.  Even tho I get this message, there aren’t any actual errors happening in-game.
NOTE: This is not an issue.  OfficiallyGuo is running spigot 1.12.2 and trying to use concrete. More of a reason to use the new block model.

DONE: * Warning if using /mines set area and volume is over 20k in size.  Could possibly be an error.


	ladder commands


	global virtual mine:  To apply mine commands & blockEvents to all other mines.




DONE * TP warm ups - for /mines tp


	Take a look at how essentialsX deals with it




DONE * Issue with /ranks autoConfigure if Mines module is disabled.  Gets a NPE, which is not surprising.  Note: line number is from v3.2.4 so does not match source anymore.
[21:00:38 WARN]: Caused by: java.lang.NullPointerException
[21:00:38 WARN]:        at tech.mcprison.prison.spigot.SpigotPlatform.getModuleElementCount(SpigotPlatform.java:1077)
[21:00:38 WARN]:        at tech.mcprison.prison.ranks.commands.RanksCommands.autoConfigureRanks(RanksCommands.java:202)
[21:00:38 WARN]:        … 28 more


	possible change to /prison version all to include errors during startup.  Errors would need to be captchured.


	To /ranks autoFeatures add warnings at the completion identifying that the user must create any needed groups.





	Note that WG global region needs to have the flag passthrough deny set.




DONE: Look at sellall and XMAteral’s use of parse.  Needs to handle it with an item stack.

Personal mines.  Work in conjunction with a plot world?


	sellable and so would be the features with various upgrades


	Create a new module based upon Mines with new features to support player interactions and upgrades.


	Hook up block filters on the block events.


	/prison utils mining


	Add XP direct and ORBs








Auto features not working outside of the mines.


	Maybe be enabled and working now?


	Add new placeholders:


	Top-n - Blocks mined for mines


	Top-n - Most active mines (based upon blocks mined)


	Update papi’s wiki


	Track stats on placeholders?  Could be useful in tracking down expensive stats.






	




Add blocks mined for players



Review the chat hander in the spigot module. It was rewritten a few weeks ago to fix some issues and to optimize how things are handled.  The issue is that the new code (way of handling things) needs to be extended to other areas.  So review the SpigotPlaceholders class and see how it can be updated.  Then end result will be less code and less potential issues.


	Update /prison autofeatures to include new settings.


	Could make /prison autofeatures reload happen. Alias: /prison reload autofeatures




Not sure if the following is fixed?
old block model - block constraint - excludeTop - not allowing block counts to be shown


	air block count fixed and working


	Optimize the handling of chat placeholder.  They will always be the same for the whole server, so cache the PlaceholderKeys that are used.


	Partially done.  The chat handler was updated, but the change could be pushed in to other existing code to improve the flexibility and resolve some of the weaknesses that may exist.






	/mines set size  walls 0 is not refreshing.
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Prison Known Issues and To Do’s for v3.3.x

These known issues are an informal list of concerns and bugs. Also includes some wish-list items too.

These are notes for personal references.  These are not intended to explain anything useful, but they do track some issues and perspectives that may not be fully expressed in the change logs because initial impressions may not turn out to be the actual problem or the final course of changes and enhancements.

Resolved issues have been relocated to:


	Known Issues - Resolved






TODO Items for v3.3.0-alpha.15


	Reported that a freshly placed mine would not work with an /mtp command - noza3
(marked as done below since it could not be reproduced, but should test with a new build)


	Mine bomb save files - the name used for the data structure (in the hash) is ignored when loading? - FqdedStqr


	He changed that name and it caused problems.  Maybe change the bombs to just an array?






	Prestige confirmations are not working - Axar


	Cannot prestige without a confirmation too.






	Auto pickup is not working when OP’d in creative mode vs survival mode. - Axar


	New alpha release for alernos - drops and sellall are messed up - notify when published to spigotmc.org - slab


	break one block but blocks counts register 2 - Aimatt


	On the new cmdStats details, add nano run times for commands so we can include avg run times.


	File save to new format - OmarG


	pre-req for turning off TP


	pre-req for custom mine shapes






	Ability to turn off TP on mine resets.  OmarG


	Maybe have a special value for spawn to indicate it should TP?


	Could still have a spawn point, but just not tp during resets.






	Custom mine shapes - Chain / darragh


	custom mine shapes - Chain and Fiba1 and OmarG


	Have a new command to edit and save the mine’s shapes


	edit would spawn red/yellow wool - remove blocks - save would only save the wool blocks.


	when testing the block breakage with the SHIFT-click with the mine wand, I also saw that it processed the same block twice.  The first time looked as if the drop was being canceled, then the second time the event was being canceled.  Or vice-a-versa.  I don’t remember setting it up both ways.


	NOTE: This is an issue with Google Guava. I am not sure why it submits all listeners twice, but it does.


	/ranks player is not including all of the info for rank multipliers like it should have.


	add them


	List total rank multiplier. Show the multiplier per ladder.






	admin - prevent you breaking mine liners - me… on other people’s servers. lol


	It looks like the following text field is no longer being used, but it should with the placeholders prison_mines_timeleft_minename … looks like it’s using the long version.  May want to provide a short and long format?  Long (the current default) may be way too long…
core_text__time_units_short=y,m,w,d,h,m,s


	There is a potential error with the class tech.mcprison.prison.util.TextMessage in that all of the messages are using .withReplacements( "%s" ) but yet none of the text components are using parameters.  So if a parameter is added to any of those, the %s could potentially cause errors!?  Need to test and if errors, then remove all of the .withReplacements() in that class.


	For v3.3.0 release:


	BlockConverters


	docs






	Sellall - use prison blocks and not XMaterials - Move more code to the sellall module


	Backpacks - create a new player cache for backpacks.  Copy the current player cache.


	ranks and ladders


	auto prestiges (unlimited) based upon formulas


	new file formats - json ORM?






	DONE using topn: archiving old players


	DONE: more work on top-n rankings


	/mines wguard - worldguard hints for mines (generate scripts to run?) - Use patterns that can be edited









	BlockConverters


	placeholder bar debug is not showing anything useful.





	New custom block support: Based upon holding an item or a block. /mines custom <block/item> <namespace> <hand> <value>


	Way to add custom blocks outside of the CustomItems plugin.  Capture NBT values too?  Not 100% what can easily be captured, or how to always id a custom block; has to be fast for block break handling.






	Transaction logs - Rankup and player joins would be good to take these messages out of the console.


	Print warnings if auto features configs prevent any drops. Include notice when drops don’t occur due to autosell.


	On server startup… not sure how to best check.






	auto pickup off, nothing was dropping.  LurgenAU


	autofeatures BLOCKEVENTS priority - include backpacks on auto sell - Ryankayz


	TopN for tokens - Phoung Nguyen


	(done ??) auto features autosell - tie to sellall’s player toggle - Ryankayz


	SQL support - Six


	Mine Resets - Glass block not being removed - harold


	Placeholders - dynamic content -


	custom placeholders based upon other primary placeholders?









	Add a preformatted sellall multiplier


	{prison_player_sellall_mutiplier::nFormat:#,##0.0000}





	GUI forces admins to run auto configure.  Review and remove?





	messages - split on \n character to multiple lines


	player messages


	console messages






	Mine bombs:


	glowing effect (enchantment)


	give madog24 stone{Enchantments:[{}]}


	ItemMeta.addFlags(ItemFlag.HIDE_ENCHANTMENTS)






	throwing… as in egg or ender pearl
throwableEnable: true,
throwVectorVelocity: 1,
thrownInstantExplode: true,






	HiPriority: calculated infinite prestiges - Fluffy_ak47


	HiPriority: sellall for custom items





	In mines block list, new feature to prevent drops for that item… which then can use blockEvents, but that would bypass auto pickup and autosell.


	update LP docs with more info…


	https://discord.com/channels/332602419483770890/943874819101982790/943905937641574420


	%prison_rrt% (prison_rankup_rank_tag) Does not show the next prestige rank if you are not on the prestige ladder yet


	Prison GUI modifications to allow customizations


	Notify Nick1 when changes are made






	custom block support: Items Adder - No one is using it currently.


	add /mines set rank *all*


	add /mines set mineAccessByRank *all*


	add /mines set tpAccessByRank *all*


	add /mines set resetTime *all*


	custom blocks not working with sellall.   Sellall is not honoring the custom block’s names.


	Add ItemAddr for another custom block integration


	Smelt and blocking: rewrite to provide a list of conversions to eliminate current hard coding.


	Auto smelt is missing some blocks?  Symadude23


	placeholder attributes: Add overrides for “units”.  kstance requested it for time, such as h,m,s…


	Need to get CustomItems working with sellall


	sellall get player multiplier needs to be rewritten - cached?  Currently goes through all perms


	automatic prestiges


	Docs:


	finish luckperms doc


	Placeholders details - Explain each placeholder






	Rankup commands: placeholders for {promote}{demote}


	Mine reset notifications logging to console - options?





	Problems with blocks:





	Sand or any other block that falls is no longer in original location so cannot break it.


	Might have to tag the blocks with NMS?


	Just fixed an issue with a block that was in a mine with gravel, sand, and dirt.  MIght have been sand causing the error.  NOTE: prevent error, not fixed the actual problem.






	Problem with actionBar - messages are not going through.


	sellall updates every second - different messages - but never show first one - PlayerMessages


	block stats based upon drops instead of breakage?? (not sure if this has merit?)




-> Support for eco enchants:


	Need to add an event listener and then have a new function in EnchantmentUtils handle the event, with passing continuing to call the normal rehandleBreaking.  Maybe name it rehandleBreakingEvent?
https://github.com/Auxilor/EcoEnchants/blob/master/eco-core/core-plugin/src/main/java/com/willfp/ecoenchants/enchantments/ecoenchants/normal/BlastMining.java
https://github.com/Auxilor/EcoEnchants/blob/master/eco-core/core-plugin/src/main/java/com/willfp/ecoenchants/enchantments/util/EnchantmentUtils.java





	calculate mine worth?


	ShiftAndRightClickSellAll is not working


	Found a problem with mcMMO, Quest, and EZBlock support… only works on BlockBreakEvents.  I added logging to identify when they are called, but if an explosion has 20,000 blocks, then it will log 20,000 times!  😂  So I need to figure out something before hooking it up to multi-block breaks.


	sellall - ladder based sellall rank multipliers


	so a ladder value of 0.05 would apply p1 = 1.05, p2 = 1.10, p3 = 1.15, etc…






	auto run autoConfigure upon startup.  Use autoStart as the base configuration for prison instead of nothing.






Completed tasks
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Prison Known Issues and To Do’s - Completed listings

These have been marked as completed over the last few years, and encompasses many different versions.  The original known issues doc was over 1500 lines so they are being moved to here to shorten that document



These known issues are an informal list of concerns and bugs. Also includes some wish-list items too.

These are notes for personal references.  These are not intended to explain anything useful, but they do track some issues and perspectives that may not be fully expressed in the change logs because initial impressions may not turn out to be the actual problem or the final course of changes and enhancements.

DONE - permission for prestiges not working correctly
Rayne - Today at 9:52 AM
hey @RoyalBlueRanger, so someone is trying to prestige and they can’t?
there’s no errors or anything and they don’t get a message it worked for me when i was op
Rayne - Today at 10:52 AM
So it turns out that the ranks.rankup.prestige permission works but not the ranks.user


	NOTE: Fixed some issues with prestiges and perms. But mostly was an issue with the help not properly explaining how important the perms are.  Also added a new feature to turn off the need for the presetige perms so all players can use it without the perms; they may still need to have ranks.user enabled.




DONE - budderman18 reports:
Budderman18 - 06/21/2023 11:56 AM
If your server runs any plugin using java 19 or higher (java 18 might be the case as well), prison won’t be able to startup


	NOTE: Updated NBT-api for v1.20.1.  Found out Prison’s use of NBT-api was setup wrong which caused conflicts.  Now working the way it should.


	DONE: change BLOCKEVENTS to use MONITOR priority - PrinceHatem


	DONE: add option to allow AIR when at MONITOR priority - PrinceHatem


	issue with when a break is canceled on RevEn such as when durability is zero.






	DONE - Add a command usage count to commands.  Then a simple report to list what commands were used, along with total command count of active commands.


	DONE - Expand upon the config.yml command lockout so that if the player does not have access to a command, then suppress that command from all players, including command listings.  Not all commands will be able to reject access due to the nature of the commands (all access to everyone) and/or the use of alt-perms (programmatic evaluation to the commands).  - Josh-65




DONE: > noza3 - 2023-06-29 at 1:09 PM


Thanks royal blue but i’ve already fixed it. Only problem I was facing was using /mtp {minename} after creating the mines, which would say this is a virtual mine blah blah, but madog told me to do a restart which fixed the issue, so I created all of my mines, set them up properly, then restarted the server and all of the /mtp {minename} works now. Also the portal at my spawn that allows people to jump into and go to their mine works, now that I use the player command /mtp with the portal. Thanks for the help





	NOTE: could not reproduce this issue.


	DONE - fix gui ranks to remove italics from the rank names.  This may be the gui ranks and/or the gui prestiges.  - Bryton
Cannot reproduce - No italics are being added by prison.
Changed the player gui for ranks and mines so it does not add anything extra. Can now fully control all of the lore.


	DONE: Gui prestiges - option to remove the gui prestige button.  Not sure if any of the options in the config.sys really supports that.  - Bryton


	Prestige - needs improvements
DONE: rewrote the prestige handling to exist in the ranks module. Everything is handled properly now. The GUI is passed the correct lore so no rankup logic is in the gui anymore. Prechecks are now enabled too.


	DONE: Confirmation does not perform any prechecks to confirm if the player can even prestige


	DONE: Confirmation does not reflect prestige settins. It always shows that rank and balance will be reset, even if that is disabled.


	DONE: It’s not clear how to confirm via chat






	bStats:


	DONE: Remove Plugins & Prison Ladders


	DONE: Add: modules, Economy (integrations), Perms (integrations), Placeholder (intg)


	DONE: Add: Language


	Eliminate zero counts (don’t report)


	DONE: validate that plugins listed in other reports are being removed from plugins a-z.


	DONE: Removed the a-z listings of plugins.




DONE - TEST: Add nbt support to gui menus.  Issue with rankup not getting the correct ladder name.


	Partially added and is working.  Expand to other menu options, which will be time consuming.


	DONE?:  Archive old players - budderman18


	archive all player files to a zip. Remove the originals. If player logs back on, then restore the archives. Prevent startup from adding these players back.


	Archiving players in topN - this may address the archive needs.  Part of the issue was related to performance calculations upon startup, which the new topn does address.








-> DONE: Hook in to quests - Only on block break events so may not work as expected?


	DONE: prison commands if using ; for multi-commands, and if a space follows ; then it’s not working.


	DONE: The command /rankupmax needs to be fixed - redonthehead


	DONE: /rankupmax, or /rankupmax default is fine, but replaced getting the next rank with the new code so it works better.


	DONE: /rankupmax prestiges is the same as /prestige and /rankup prestiges.  Change so it will go through the default ladder, then prestige, then repeat if enough money.






	NOT AN ISSUE: In the GUI menu, the config setting: Enchantment_effect_current_rank is off by 1.  If D rank it shows E being unlocked. - CITYJD


	Looking at the code where this is used (player ranks and prestiges), the intention of this setting is to highlight the player’s next rank.  So the settings name is wrong… It should be Enchantment_effect_next_rank: true


	Locate docs that covers this topic and make a note explaing what this is for and why the settings name is wrong.






	DONE: Add *all* to /mines set notification - CITYJD


	Fixed a few other commands too to provide applying the command to all mines.


	DONE: Force sellall before prestiges - kikiisyourfriend


	DONE: Auto-Forced-Rankups and prestiges when the player has enough money.  Kikiisyourfriend


	a new autoFeatures entry


	DONE: Enable Access to prior mines - kikiisyourfriend


	disable to prevent going back to prior rank mines.


	See prison-mines.access-to-prior-mines in config.yml


	DONE: prison_rank__linked_mines_rankname prison_r_lm_rankname provide a placeholder for the mine’s tags.  B0mer


	DONE: Mines tp: option to list all available mines per rank? Thaysa


	DONE: Option to skip applying the rank cost multiplier to a specific ladder.




. DONE: Use of placeholders in gui mines is not working correctly - PassBl


	Trying to use: - ‘&7Test Cost P1:  &3%prison_rank__player_cost_formatted_p1%’


	Using deluxe menus - may not be sending player info with placeholders?


	Fixed: complex new calculations for prison_rank__player_cost calculations.


	DONE: Mine Bomb Name and tags not showing color - Thaysa


	Works with 1.8.8


	Fails with 1.18.2 - colors are fine in GUIs and commands






	DONE: Modified the /mine blockEvent commands to auto show the existing rows if only the mine name is entered for the command.  It will show the list of rows, then the user can select it, then continue entering the rest of the command.  There has been a lot of confusion on how to work with the blockEvent rows since it was not obvious they had to first “list” the blockEvents for that mine.


	DONE: If prison cannot hook in to the economy, prison should see if CMI is a plugin on the server, then it should try to enable the delayed startup for CMI.  Kind of a forced-auto-enable if CMI is detected.


	DONE: Mine bombs - If at rank d and in mine w and I set off a mine bomb, it will not break any blocks, but it will lock them and prevent others at that rank from breaking them. - redonthehead


	player should not be able to “lock” blocks


	DONE: Player should not be able to drop a mine bomb in a mine they don’t have access to


	DONE: command /ranks topn - does not appear to be sorting by prestiges first - redonthehead


	Fixed? Force sort when using the command each time.


	When player’s rankup, should probably force a sort.


	The sorting should be somewhat low cost, since if players are in the same position, it short-circuits the sorting so there is less processing.  Ie.. if nothing is sorted, it’s only one quick pass.  If only one player changes, then it’s only moving that player.


	DONE: Issue with topn Rank-Score.  When player is at top of default ladder and has not prestiged yet.


	Rank-score looks like it’s just their money balance?


	DONE: Sellall enablement - needs to be in module.yml, but must enable it in config.yml?


	bug in alpha.12?






	DONE: A placeholder in PLAYER that will show the next tag for both default and prestige. - surawesome


	but only show next prestige if on last rank in default.  Default will show first rank.


	{prison_rankup_linked_rank_tag} <- [p]\[d]


	{prison_rankup_linked_rank_tag_prestiges} {prison_rankup_linked_rank_tag_default}






	DONE: Top block and top tokens - Phoung Nguyen


	DONE: When placing a mine, it spams resets while it’s setting up the liner and the primary mine.  May be an issue with zero block resets and having zero block counts remaining.  May want to initially set the block counts to something like 1, then after the mine is done being laid out, then reset it.  When it’s in “tracer” mode, no blocks exist that can be broken, so a value of 1 cannot be decreased.i


	DONE: percent is not being filtered from /mines blockevent percent and is causing errors in the formatting of the number. Percent is also not showing the list of events to get the rows…


	Mine Bomb Issues


	DONE: Not dropping blocks


	DONE: give bombs only works with lower case… camel case not working


	DONE: with a stack of 2 oof bombs, setting off one removes both.


	The is happening when the bomb is so large that it breaks the durability on the pseudo tool, which then removes whatever is in the player’s hand when it breaks the item.






	DONE: color names for bombs do not work - xGeorge26


	DONE: Control Y adjustment when setting the bomb.  Defaults to -1.


	DONE: armorstand appears in animation when using color coded bomb name? - xGeorge26


	DONE: Update to include more colorful names..


	DONE: Provide a “count down” placeholder function within the armor stand bomb name??






	DONE: Need to externalize the time defaults… like Mine x will reset in x seconds from now.  1 seconds.  - ShockCharge


	DONE: Six - air count needs to be asynch’d since it is causing server not to respond for more than 10 seconds upon startup.


	Most mines are greater than 120,000 blocks.






	DONE reload is doing NPE when blockconverters are not setup and disabled.


	DONE mine gui - add custom lore to the configs


	DONE: can now use either {mineName} or {mineTag} and title is now rankTag too. fix using the mine tag and not mine name









	FIXED: GUI Ladders - Perms are not checked so anyone can run these GUIs.  But other than viewing the ladders, they cannot run successfully the /rankup ladder command.





	FIXED: autosell not working.  McPingvin


	FIXED: Sellall signs not working when variant is other than oak.  BOmer


	DONE: placeholders are not using the time units as the mine notifications are using.  Therefore, they are continuing to use english units.  Need to fix the placeholders.  One is prison_mines_timeleft_formatted_Mine. kstance


	DONE: add support for NBTs - mine bombs - ClumbsyIsNotReal


	having problems formatting mine bomb lore with current restrictions since it prevents bombs from working.






	DONE: placeholders - show next rank is skipping p1 when no p is assigned to player. xGeorge26


	DONE: Many errors when prison hits a standard potion. - jamo


	DONE: autofeatures BLOCKEVENT priority - check for full inventory and perform sellall - Ryankayz


	DONE: Rankup - Still not working correctly.


	DONE: takes money but does not rank them up?


	DONE: rank changes does not alter the list of players at the ranks


	DONE: Top-n: hookup rank-score and penalty.


	Placeholders - hookup placeholders to support top=n players.






	DONE: Top-n balance calculations using essentials - 2 mins 31 secs - Budderman18


	DONE: move to async thread on startup - high priority






	Top-n - phuong Nguyen


	CustomItems drops - harold


	DONE: Sellall - custom blocks/items and items that have been renamed - harold & RomainD


	DONE: sellall - no sell renamed items - RomainD


	DONE: mine bombs - fortune not using the mine bomb’s pick with fortune.. always zero - RomainD


	debug is showing fortune 0






	DONE: CustomItems - not doing drops, even when drops are set - harold


	DONE: CustomItems - Not block counting custom blocks


	DONE: Upgrade bStats to v3.0.0


	auto features - normal drops may not be happening. May be using auto pickup code.





	DONE: The function isUnbreakable could return a null for the SpigotBlock/PrisonBlock. Change it so the primary check for that function is location, then block is optional.  This is failing because the bukkit block cannot be mapped to a XMaterial which should not be a factor.  XMaterial will be null for custom blocks.





	(done ??) Placeholder bar is reversed.  As the player earns more money, it shrinks instead of grows. - harold


	prison_rankup_cost_bar_default





	Mine bombs:


	DONE: prison reload bombs


	DONE: validate mine bombs when initially loading…


	bomb name cannot have spaces or color formatting


	initial validation added










	DONE: Works for me. HiPriority: Inventory full not producing any messages. 	alexaille


	DONE: HiPriority: NPCs are generating a lot of errors. Real_Ganster





	Citizens running command mines as player
 Prison |  VaultEconomyWrapper.getBalance(): Error: Cannot get economy for player vote so returning a value of 0. Failed to get an bukkit offline player.


	https://pastebin.com/JusySWDs





	DONE: HiPriority: Add a event priority of BLOCKEVENTS which only does the block events and counts.





	DONE: Fixed issues with vault economy and withdrawing from a player’s balance.
It now also reports any errors that may be returned.


	DONE: placeholder for player blocks mined.  artic1409


	maybe use prison_player_total_blocks__blockname






	DONE: update placeholderAPI with prison’s updated placeholders


	DONE: prison support submit are only sending to console, not the user if they are in game


	DONE: When a mine reset time is disabled… it cancels/stops a /mines reset all


	DONE: when rank tag = none - was showing “null” for placeholder


	DONE: work on getting CustomItems working in mines again


	DONE: remove this warning message:  no longer used.
18:58:51 INFO: | Prison |  Cannot initialize NMS components - ClassNotFoundException - NMS is not functional - net.minecraft.server.v1_18_R1.EntityPlayer


	DONE: RankPlayer addBalance cache for default currency


	RankPlayer addBalance cache for custom currency - still needed!


	DONE: You cannot afford the rankup is using a NBSP for the thousand separator. Using Prison v3.2.11, Java 16, and spigot 1.16.5. Cannot reproduce. Was a server hosting config issue, but not sure why it only impacted that one message.






	DONE: SELLALL has huge performance issues!  It takes 2.3 ms to autosell, and full auto features block handling is 4.2 ms!!  Serious performance issue with sellall, and autosell is bypassing the command handler too!


	added ‘autosellTiming:’ stats to auto features autosell to track actual sell time using nano-seconds… initial tests show there maybe significant performance issues.


	autosell in auto features causing lag?  Flaco21


	Issue with autosell causing lag?






	DONE: see RankPlayer addBalance cache - 1250 times improvement!


	DONE: admin gui - allows them to bypass No Economy safeguards.





	DONE: Add commands to list shop prices in console. Currently sellall is 100% gui so cannot be used offline.





	DONE: lapis lazuli is not auto selling


	DONE: Upon startup the first time, broadcast to everyone that they should use /ranks autoConfigure.


	Broadcast failed ranks too.






	DONE: update CMI delayed loading docs… they are “backwards”


	DONE: No economy error message not showing


	works on delayed startup


	Fails when not delayed - gui ranks was registering on top of ranks warning






	DONE: /ranks autoConfigure - review setup and maybe enable skip resets and tweak some notification settings.
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Prison Build Logs for v3.2.0 - 2019-12-03 +


Build logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.2.10




Greetings!  I’m delighted that you are interested in the build logs for the
Prison plugin.  I’m wanting to provide a more formal documentation as to what
is going on in each build so you have a better idea if it may be something
that you need.




V3.2.0 - 2019-12-03


	Now works in 1.14.4!!
Added in the missing library to get it to work with 1.14.4.


	Fixed issue with pull request 132
Fixes the https://github.com/PrisonTeam/Prison/pull/132 pull request.
It causes prison to fail on a clean server and throws a class not found exception.
The new library needs compile instead of compileOnly and it must also be shadowed.


	Update to org.inventivetalent.spiget-update Updated to version 1.4.2-SNAPSHOT since
the old version 1.4.0 was no longer available.


	Updates to bStats  The Maven repository was updated and so was the version of
bStats that is being included on the project.  It is now using the current 1.5 version,
was using 1.3 which is no longer available in the repository and was causing a build
failure for gradle.


	New Feature - Decimals in Block chances now supported!
Added support to display and use two decimal positions on block chances.


	Fix - TP of Players out of the Mines upon Rest
This is one part of a multi-step process to help ensure players are TP’d out of mines upon
a reset.  In an effort to help start to address the
known bug [[image: https://github.com/PrisonTeam/Prison/issues/82]Mine doesn't teleport to safety #82]
Rewrote the player teleport function to help address the issue.


	New Feature - Block search!!
You can now search for blocks to add to the mines!  It uses the BlockTypes and is able
to search on the ID and the enumeration name.  It displays up to 10 at a times and
provides Next Page and Previous Page controls to page through the results.
If you click on a BlockType, it will suggest the command for adding blocks:
** /mines block add   %**  All the user needs to do is
fill in the percent and change the “” to a valid mine name.
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Prison Build Logs for v3.2.1 - 2020-09-27


Build logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.2.10




Greetings!  I’m delighted that you are interested in the build logs for the
Prison plugin.  I’m wanting to provide a more formal documentation as to what
is going on in each build so you have a better idea if it may be something
that you need.




V3.2.1 - 2020-09-27


	New Release!! v3.2.1 published!!
Bleeding was pulled in to master branch.  And published to spigotmc.org too. :)





tag v3.2.1-alpha.20 - 2020-09-27


	Fixed issue with sorting of the mine name in the gui.
They are now strictly by alphabetical on the mine name.


	New Feature: Custom sorting of mines, ladders, and ranks.
Currently mines and ranks are alphabetical in sort order.
Ladders sorts default first, prestige last, and everything else is alphabetical between them.
The PrisonSortableLaddersRanks will first sort ranks by ladders, then within each ladder, they will preserve the ladder rank order, then all ranks that have no associated ladders will be sorted alphabetically and added to the last of the list.
This new feature has not been hooked up yet to any interfaces, but it’s ready.
Need to add mines, but right now there is no way to link mines to ranks.


	Bug Fix: Prevent mines from being created that have spaces or no names
A bug was found where the admin was able to create a mine with the name of two spaces.  Changed create mine function to disallow any spaces within the name, or an empty name. Also setup the parms to “require” a name, but not sure if that will work correctly. If it does, then there will be multiple layers of protection to prevent spaces.


	New Feature: GUI Works with Spigot 1.8 now!
Prison’s GUI now works with spigot 1.8.


	New Feature: The command /prison now includes all other root commands!
When the command prison is used, it shows a list of all sub-commands.  Now it also includes all other Prison registered root commands so the uses do not have to guess what other commands are available within prison.  This will provide a listing so they can explore others.
Also disabled the prison troubleshoot command since its not of any benefit.


	Moved the spiget project in to the prison project’s class path
Move the spiget in to the project’s directory with shadowJar since there has been a few issues with the build.


	New Feature: /mines tp Can Now teleport players within a rank command
Allow only admins or console commands or rank commands to teleport someone by name.
This allows rank commands to use this to teleport a player when they rank up.


	Alpha 20 - 2020-09-16
Yeah.  I know. Alpha 20 and not beta!
But many releases have happened under Alpha 19 including some bug fixes.  This is incrementing to help ensure when someone grabs the most recent, they know if they have the most recent.
Beta will follow shortly, but there are still a few more additions and adjustments.


	Tweaks to auto manager
Found duplication on durability processing.  Eliminated the duplication, but now it will only be applied when auto pickup is enabled.  Not 100% sure if that is the best logic, but figuring if prison does not handle the block break event, then do not apply the durability.
May have to revisit and tweak how smelt and blocking is working too.
Changed the ALL pickup to be the first processed since that is probably going to be the most common situation so bypass the many block checks to save some CPU time.


	Attempts to force the plugin’s config.yml file to be reloaded
It “should” work, but it does not.
Keeping this code since I will expand upon it and get it working, even if I have to go outside the bukkit handling of that file.


	Bug fix: Duplication of mine blocks. Only impacts more recent Alpha.19 releases.
Duplicate blocks are now “fixed” when loading a mine.  If a duplication fix is applied, the fixed mine data will be saved and a message will be shown that an inconsistency was detected and fixed.
Overall this did not cause any crashes or corruptions of mines, but it did duplicate internal data for the blocks associated with a given mine.
Symptoms were loss of air blocks (if you had an air percentage) or if enough blocks were duplicated, the GUI would give you an error message indicating there were too many blocks and it could not display them all.
The issue was initially thought to be related to a lambda function, but that was rewritten and confirmed that it wasn’t there.  The issue was ultimately tracked back to a typo on the new block handling.  So this would have only impacted the more recent alpha.19 releases (not all).


	New Feature!! A Reset Threshold Percentage has been added.
Before the reset threshold was set to zero blocks.  Now, if enabled, it will reset the mine at another predetermined percentage of blocks remaining.
A value of zero disables this feature since that is the same as a zero block reset.


	Changed mines placeholder for time remaining formatted
Dropped the decimals since it does not look good when updating every second or less.


	New Features! PLAYERMINES placeholders!! Added 24 new placeholders including aliases!!
These placeholders are a hybrid between player and mine placeholders.  These placeholders can only return results when a player is actually within a mine, and these are the mine’s stats.  In other words, whichever a mine a player is in, it can show all of that mine’s stats.
This will not work in holographic displays since they are not associated with any players.  It will work with chat prefixes, but these are stats you generally don’t want as chat prefixes (maybe just the mine’s name?).
But where these really can be awesome is used in the player’s scoreboard.  So when they hop in a mine, they can pull up in their scoreboard stats on the mine itself.


	Bug fix: Placeholder progress bar configs in config.yml not working
This addresses some issues with being able to load the placeholder progress bar configs from the config.yml file.Ran in to issues with symbols not being quoted. Strings normally do not have to be quoted, but yaml was interpreting them incorrectly and was trying to treat them as special values.  So quoting prevents that.
Also had unicode characters in the comments which also may have be causing issues indirectly, so removed them.


	New Feature!  Placeholder progress bars!
prison_rankup_cost_bar, prison_rankup_cost_bar_laddername, prison_mines_timeleft_bar_minename, prison_mines_remaining_bar_minename, plus their aliases.
This adds a configurable progress bar to the list of placeholders.  The /plugins/Prison/config.yml file can be reset to load the parameters to customize the progress bars.  For now, if the configs do not exist, they will fall back on to the default values.


	Minor fix: Found that some placeholder key values were not being generate with all lower case characters.
This could have resulted in problems if the users were trying to use all lower case.
Also provided a placeholder flags exclusion filter to remove the wrong compound types within mines.


	Minor improvement to placeholder search when using Players
Added player information when it’s supplied with the placeholder search.  This provides important feedback to the user that the supplied player is valid.


	Bug fix: For the PlayerManager was not allowing PlaceHolderFlags types of LADDERS to be processed.
So ladder based placeholders were not being translated correctly (sometimes they were). This was fixed.


	Eliminate the obsolete message and .meta checks.
This version of prison cannot perform any updates on the old obsolete versions of data.  That functionality was removed prior to the v3.1.1 release.  To upgrade from v2.x they will first have to upgrade to v3.0.0 and then to the current release.


	Move the player mine cache to the PrisonMines object
This will allow it to be accessible from other areas within the prison plugin.  This will need to be used with more advanced placeholders that will be added shortly.


	Enhancement: Optimize the generation of placeholders
OPtimizing placeholders by eliminating the generated placeholder that lacks the prison_ prefix.  Instead, adding the prison_ prefix to all identifiers that are lacking it so it can get a hit on the real entry.  Fix the display of the stats… was calling wrong function.


	New Features! Added 4 new placeholders - Cost Remaining
These pertain to cost remaining for rankup.
prison_rankup_cost_remaining, prison_rcr, prison_rankup_cost_remaining_laddername, prison_rcr_laddername
Now you can count down the amount of money needed for players to rank up!  Remaining value is never negative, but it shows zero instead.


	Few Feature!  Reload Placeholders
Provided a reset function for placeholders.  The new command is registered twice to provide the most flexibility.
/prison placeholders reload and /prison reload placeholders


	Realigning source for Spigot Placeholder code.
Moved a ton of placeholder code to the tech.mcprison.prison.spigot package to get it out of the SpigotPlatform class.There was way too much business knowledge being exposed within SpigotPlatform and wanted to group it all under a placeholder’s package.
The real meat of placeholders has to come together within spigot because core has no knowledge or access to the mines module, or the rank module.
This required creating a new interface and pulling the majority of the functions out of the Platform interface.


	Change in SpigotListener to use the singleton that already exists
Changed to use the singleton instead of the passed object. Cleaner.


	Bug Fix: Fixed a mine’s block type loading issue.
The blocks are now checked against a greater range of possible values to improve match rates when reloading mines.
If a block cannot be mapped, then an error message is now printed to the console so it can be addressed.
There was an issue with QUARTZ_PILLAR not being able to be mapped back to the correct block type.


	New Feature: Add the internal placeholder counts on startup.
These counts are the total generated placeholders and some placeholders have more than one key.


	New Feature: Added reset notification permissions
Now only players with the mine’s permission can be notified if the feature is enabled.
This setting is on a per mine basis, and the permission used is displayed in the /mines info listing.


	Admins and console are able to view player’s past names with /ranks player
When admins and console use /ranks player command it will show past names for all players that have more than one name recorded.


	This implements the tracking of the player’s name
This now tracks and detects when player names are changed so it can record the change.
This is passive in that it does not try to actively detect name changes unless the player is active within the prison and using features that require the use of the player ranks and associated details.
Offline players will never have their names updated if they are changed and they never return to prison.  It is possible that a player could change their names a few times and if they do not log in to prison, then it will not be able to track all the interim name changes, only the current name they just logged in with.


	Setup the internals for tracking the blocks mined for each player
Established the core internals on tracking blocks mined per player.  Nothing uses this yet.


	Add support for recording player names within the RankPlayer.
This will help admins manage their data especially if they have to work with the raw data.
Multiple names can be tracked, with the last name in the list being the current name. Players can change their name numerous times and always go back to the same name multiple times and this will record them.
This only establishes support for names, but this commit does not get the actual names.  This update is able to save and read the data from the saved file.


	Enhanced the /ranks info details
Changed around the /ranks info to show the actual rank name and tag so it’s obvious.  Also moved the player count outside of the admin block so all players can see it.


	Added GUI Compatibility interfaces and support classes
Restructure the compatibility classes to separate the blocks from non-blocks and added in GUI support.
It maybe a little odd how the interfaces extend from other interfaces, but the chaining allows separation of functionalities to keep the code cleaner at the interface and implementation layers.


	Alpha.19 - 2020-09-08
Final alpha version prior to beta!  Yeah I know I said that before, but I did not expect so much awesome stuff to be added!  Need to have a clean transition to beta, so this has to happen first.


	New Features: Show all ranks and player counts upon startup and on demand
For each ladder, all ranks with the number of players at each rank is now displayed at startup of the plugin.
Also a new command was created to be able to display this information at any time. The command has the option to change the parameters to fine tune the results.  The command is /ranks players.
When the rank of a player is viewed, it is now displayed to the log. An admin reported that all ranks were changed on their server, but no transactions appeared in the logs. It was shown in the logs when players checked their ranks, but it is unknown what thoes ranks were. SO this tries to record that.


	New Feature: Language files are written to the prison’s plugin directory by defaul
If the language files do not exist at startup, then they will be written to the proper lang directories. This helps admins find the files and edit them without having to try to pull them from the jar file.
The core module, which is not a true Prison module is now correctly being remapped to the /plugins/Prison/module_conf/core/ directory for all language file uses.  This keeps things consistent and clean.
The normal use case is that the jar file language files will be loaded first, then the external files will be loaded and replace any key value pairs that may have been loaded previously.
Warning… the language files ignore the package names and goes strictly by the key value in the files. Therefore if the same key exists in more than one language file, then the last one loaded will replace any other previously loaded values.
This has been tested and it works great.  No new mapping have been added.


	Added a unique permission for /rankupmax so it can be disabled.
Its ranks.rankupmax.[ladderName] but the player must also have ranks.user.


	Added more details to Ladder save files
Added Rank names to the ladder’s save file. This will help figure out what is what and could help eliminate possible errors.  If a ladder is loaded and a name is added, then it will flag the ladder file to be resaved after being fully loaded to ensure the contents of the file is up to date.
No one should ever make manual changes to these files, but this at least give more information due to the use of the magic numbers with the rankIds.
Added a link to the actual Rank object to simplify the use of the objects.


	New Feature: Broadcast Rankups and Demotions
There is a now a new feature that will broadcast to the whole server when someone gets a Rankup Or a Demotion.
This can be disabled within the config.yml file.  If the entry is not there, it is the same as if it has a true value.  Any other value is considered false.


	Alpha.18 - 2020-09-01
Final alpha version prior to beta!


	New Feature: Mine Reset Paging
Finished hooking up the paged mine reset code.  And it works too!  Tweaked some of the timing settings such as milliseconds and block thresholds which will better tune this to be more responsive to paging.
Had to add comparable to the MineTargetBlockKey for the map to work correctly.
To enable use /mines set resetpaging help.


	Bug fix: Correctly using magic values with XMaterials
This fixes the usage of the magic value with bukkit/spigot versions prior to 1.13.  The issue was that the only way to set the data value was through the BlockState and I did not force the update.  Now the block type and rawData are being set only within the BlockState and then the update is forced.  This resolves the issue and should work for all block types that rely on using the magic values.
The way the mapping to the XMaterial was changed to try use the name matching first since they have a high correlation.  Also the the legacy matching is the last resort now.


	Added v1.16.1 now officially supported and added to the test environments
Working fine. No issues found.  Now have a working v1.16.1 environment to test from to ensure issues are addressed.


	Reporting for supported block types
Added a raw spigot/bukkit test to round out the test to see how many blocks are available to prison.
Running this test on any version should give a fairly accurate idea of how many more blocks are gained with the newer versions of spigot.
Pre 1.13 versions of spigot cannot be fully tested to identify all possible block types due to lack of ensuring individual Material types with different data values within the ItemStack cannot be identified as being invalid since that is left for the client software to decide.
This test adds no new functionality, but provides a reporting on how the newer infrastructure will work.


	More work on new block type support
Got a lot of the questionable code working better so 1.8.x and 1.16.x will not have problems with class or method not found exceptions.  Pushed a lot of version specifics to the compatibility classes.
This does not add new blocks to prison, but lays the foundation and support for new block types.


	Major New Feature: Work In Progress!  New handling of Blocks and Materials!!
Starting major changes to how the block types and materials are processed.This is a Work In Progress! Use with caution until stabilized.
Upgrade the spigot API to 1.13.2!!!
This should make Prison more 1.13+ compatible and support more block types, and transition to supporting all block types that exist for a given version.
Add in the cryptomorin’s XSeries to better deal with newer block types.  Trying to get rid of deprecated function usage, except for within spigot 1.8 specific code sets.
Finally got lapis lazuli working!  So this is heading in the right direction.


	Alpha.17 - 2020-07-28


	New Feature: Sellall has been added


	Worked on enhancements for the auto features.
Enhancements and hooking up fortune, silk (does nothing… yet), durability, and additonal drops.
Enhancements to improve stability and quality
Eliminate the switch statements when dealing with Materials since there are a few that cannot be hard coded and instead must use the Material.matchMaterial() function since the type may not exist in all versions.  It’s also preparing to transition to another way of dealing with materials, but cannot use them until after prison is migrated to 1.13.x.


	Fixing some block types so they are not hard coded.
Initial setup.  This will help transition to 1.13.x which will better position to supporting 1.15.x and 1.16.x block types.
Not all issues have been addressed yet, like the GUI.  Want to confirm this is working before expanding.


	Prevent the default ladders from being deleted
The default ladder was actually deleted by a user. Could prevent a ton of issues by preventing these from being removed in error.


	Enhanced the handling of unloaded modules.They were not behaving correctly and causing issues.  Also better log the warnings that the module was not loaded.


	Add documentation for Mine Commands
Added documents for mine commands.  Document how to setup a Parent Mine with Child Mines.


	New Enhancement: Mine Commands Enabled and Enhanced!
Mine commands have been enabled.  They have been enhanced by adding the ability to have some commands ran before the reset, or after the reset.  This gives a great control over customization and integrating external commands to operate most efficiently with actual block resets.  One example is to have a real forest of trees reset and completely rebuilt each time.  The other example of usage is to setup up a parent mine to control the resetting of all child mines.


	Alpha.16 - 2020-07-04


	More Enhancements to AutoManager
Some refactoring and some enhancements to AutoManager.
Added isCalculateDurabilityEnabled, isCalculateFortuneEnabled, isCalculateSilkEnabled, and lore durability resistance.
Feature enhancement: Permissions added to config file so they can be customized as needed.  Added these custom permissions to the /prison automanager command so they always reflect the correct permissions.  If changed online, everything reflects the changes right away.  The AutoFeatures now are able to record their parents so it makes possible the ability to get all permissions related to a given section.  For example all permissions, or all autoPickup permissions.


	Enhance Auto Manager Features
Still a work in progress, but becoming more mature.Added new feature: Durability able to be turned on/off.Added new feature: Durability resistance is now able to be used as a lore. With no integer value it will have 100% effect and disable durability calculations on the item that has the lore.  If less than 100, then it’s a percent chance durability will be skipped.
To do: Hook up a new block drop calculation and use the new fortune and silk functions.
Removed some hard coded Material types to make it more compatible with newer releases of spigot.
Reworked how lapis lazuli auto block is processed to work with v1.13.x and higher.


	Upgrade the Spigot API to v1.12.2 from v1.9.4
Prison was built on spigot api v1.9.4 for the longest time.  Looking in to trying better support newer block types, had to upgrade the version to something newer.  Tried v1.13.2 but it failed to compile.  V1.12.2 works well.


	Fixes to AutoManager and new file IO
Got the new file IO working better since there were a few issues with getting the actual values from the spigot yaml reader.  Also made changes to the ValueNode objects to make them easier to use and to be consistent between them all.


	Bug Fix. NEATHER_QUARTZ is not a block
But its type was set to a MaterialType of BLOCK. It is actually the result of breaking NEATHER_QUARTZ_ORE, of which, that is the proper block type to use.  Use of neather_quartz would result in many exceptions in the console, one for each attempt.


	New feature: Moved AutoManager to prison core and out of spigot module.
This will allow access to these settings in all other modules instead of just the spigot module.
Rewrote the interface on how the the properties are saved and loaded to elimiante the dependancies upon spigot.


	New Feature: Ladder specific placeholders for player ranks
Add in placeholders for ladders.  These are rank placeholders, but targeted for specific ladders.
Enhanced the /prison placeholders search to work with player based placeholders, and added support to specify the actual player too so it can work from the console. The placeholder search should now work with all placeholders and will be able to provide values for players if ran in game, or if the player’s name is provided within the console.


	Ranks names cannot contain formating
Made it so new rank names cannot contain & formatting.  It causes issues and that’s what tags are for.
This change mitigates any preexisting ranks that may have been created with formatting, the /ranks list now escapes the & characters by replacing them with -.  Then the /ranks info command is now  able to use those escaped names.  The results of this change is that new ranks cannot contain & formatting, but preexisting ranks should continue to work and could eliminate issues.
There was an issue with /ranks list and formatted names causing issues with on click events.


	New Feature: Prestige!  Significant work on Prestige added!
Gabryca provided a lot of enhancements and features to the new Prestige system that he has been working on.  It was merged with bleeding from it’s own branch.  It was pulled in because it has reached a point where it can start being used and undergo testing.


	New features: AutoManager perms and lore enabled.
Players can now use auto pickup, auto smelt, and auto block can be used if they either have the perms (all or nothing) or if the tools have the lore (0 to 100.00 percent chance).
The tool lore supports full enablement (no number following the lore) or a percent chance than can range from 0.001 through 100.000.  Allows for tools to gain better chance.
The config setting Options.General.AreEnabledFeatures enables all mines and overrides player perms and lore. Set to false to allow perms and lore to work.
May need more testing, but looks functional so far.
Added new command /prison automanager to just display info on automanager and the perms that will enable it.  The command only shows the help.


	PlaceholderAPI Troubleshooting and Tips
Update PlaceholderAPI install docs to reflect a possible way to get it to work with other plugins when the other third-party placeholders are not working.
At this time, it does not appear like this applies to Prison, but it coud be a tip that could be a solution for an edge case issue that someone may experince in the future.


	Performance improvement in auto manager.
This change to the auto manager has a significant performance improvement per block break by not having to reload all of the parameters each and every time a block breaks (it no longer loads from the file on each block break event which really reduced the overhead too).
This also sets up the auto manager for the next phase of enhancements.


	New feature: The /mines tp now can be used by players
If a player has the new permission: mines.tp.[mineName] they can use this command to tp to the mine.
The mine name must be all lower case.


	New Feature: altPermissions on commands!
Now if there is a permission that is internally checked within a command, it can be reported with the altPermissions so it can displayed if the user does the help keyword.
Examples: /rankup, /mines tp, and /ranks




AltPermissions are alternative permissions that are not checked internally, or automatically.
It is up to the programmer to put hooks in to the code to check on these altPermissions.
This field of altPermissions is strictly for displaying helpful information to the end users
and it is only helpful if it is included.

For example the command /rankup has an optional parameter ladderName.  If a ladderName is
provided, then it checks to see if the player has the permission: ranks.rankup.[ladderName].

Because these permissions are not ever used to check for actual permissions, it is very
important to provide parameters such as [ladderName] to signify where the server owner, or
admin, must place the real ladder name within the permission.

This is such a critically helpful feature because otherwise the only way you would know
that you need this permission is to look at the source code, of which many cannot do, and
those who can, may not know where to look.  So this provides very important information that
was not available before.


	New Feature: Command help keyword now includes permissions
New Feature: Now includes the permissions in the help commands so users do not have to guess or hunt down what permissions are needed for these commands.


	Fixes ladder commands: delrank and addrank
Fixes the problem with removal and readding ranks from a ladder.
You can use /ranks ladder delrank   to disconnect a rank from the ladder.  Then use /ranks ladder addrank    to put it back in to the ladder in a new position.
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Build logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.2.10




These build logs represent the work that has been going on within prison.

Will continue as v3.3.0-alpha.7 2021-06-?? in the near future.

#Build v3.2.10 2021-08-23


	Many new placeholders added.  Prison now has 240 base placeholders including their aliases.


	Numerous improvements and bug fixes in many areas


	Improvements in multi-language support. Able to support UTF-8 encoding.


	Player Cache: Improvements and enabling tracking of blocks broken, time spent in the mines, earnings, and online time.  This will be used to enable many new placeholders and more features in the near future.


	Auto add all players on the server that are not in prison.


	Enable /prison support submit features where players can get better support by making it easier to share their configuration settings. Using paste.helpch.at.


	Provide a more robust support system in prison, in addition to the support submit features.  Can now enable more debug mode targets to better trackdown potential issues.


	Prison now supports reloadable locales and auto features.  For the auto features, it now unregisters all previously registered block event listeners, and the re-registers them based upon the updates to the settings in the reloaded auto features.  The server no longer needs to be restarted if the configuration settings for event listeners have changed in any way.


	Auto features has undergone more refactoring to prepare for future enhancements, and to streamline the existing processes.  A few undiscovered bugs were found and fixed during these enhancements.  As a result, auto features works better with other enchantment plugins.


	Rewrote some of the auto features to resolve some obscure issues, and to provide performance improvements and greater flexibility.


	Redesigned the commands /ranks list, /ranks info, /mines list, and /mines info


	Modified the way Prison edits commands (ranks, mines, blockEvents) so the row numbers can be used instead of copying and pasting the whole command(s).


	Update many of the internal libraries.


	Performance improvements with GUIs, backpack, and Sellall features.  Includes fixs and some layout functional improvements too.


	Expand Prison’s utils features. Added a few more utilities.


	Added support for Ladder Base Rank Cost Multipliers which enables the ability to make rank costs more expensive when prestiging.






v3.2.10 2021-08-22


	Prison Release v3.2.10


	Updated to the support of the Prison’s ExplosiveBlockBreakEvent. There were a few adjustments that were needed.


	Some blocks within the liners are not compatible with all versions of bukkit/spigot/minecraft.
Added minimal versions to the patterns so as to help prevent the use of the wrong patterns for the server version.


	Found an error with two Mine Liners that had pillar_quartz_block instead of quartz_pillar.


	Added support for Prison’s own ExplosiveBlockBreakEvent.
This will be used for Prison’s up coming Prison Bombs.  Also this can be used by other plugins too.


	Update the PrisonEnchants code for handing their PEExplosionEvent object.


	Fix a problem with NPE when getting the player’s Locale when it wasn’t set.


	More adjustments to the /ranks list to add information about the player’s current multipliers on all the ladders.
This makes it easier to understand why the rank multiplier is a specific value.


	Some adjustments to /ranks list to remove “admin stuff” from the list for non-admins.


	v3.2.10-alpha.14b 2021-08-22


	Removed the option to delete a rank from the ranks info command since it should not be that easy to remove a rank, which could easily be clicked on in game.
Also commented out dead code.


	Hook up the process to have all unjoined players added to prison by giving them the default rank.
This is also ran now at the end of the /ranks autoConfigure to ensure all players are hooked up as soon as the default ladder and it’s ranks exists.


	Player join bug: Fixed a bug… if a player is not on the default ladder, then this was preventing them from being added.


	Added virtual checks to prevent placeholders from trying to access mine features that do not exist.


	v3.2.10-alpha.14 2021-08-21


	reduce what is shown on /rank if for non-op players.


	Decrease the autoConfigure’s prestige costs from 2 B to just 1 B.


	Reload auto features after running ranks autoconfigure to enable the auto pickup.
It wasn’t working right after generating the mines.


	Fixed an issue with virtual mines not being included in /mines list all command.


	**Now /ranks autoConfigure creates 10 prestiges ranks.  **


	Have placeholders reload after mines or ranks are created, removed, or renamed.
Create mine and create rank now has an option to suppress updating placeholders since commands like autoConfigure will cause tons of messages to be generated.  The placeholders are regenerated after all mines and ranks are created.


	Command ‘/mines set area’ fixed confirmation to use yes or confirm.
Added the ability to set size when using feet.  The size is what is used with the ‘/mines set size’ command.  So 20 width is really 41 since it’s adding 40 blocks in all directions.


	Redesign the /mines info command to reduce and compact the listing.
/mines info <mineName> is the reduced listing where disabled features are not shown. /mines info <mineName> all is the expanded listing that includes more details.
Reworked the block list to use the String.format for spacing instead of manual adjustments.


	v3.2.10-alpha.13 2021-08-20


	Fixed an issue with null for the playerUuid..
it’s rare, but it could be null.  This prevents the failures.


	Fixed a few issues with ranks, a NPEs.


	The text for ladder info was changed to remove player’s name, which does not make sense to include, especially if ran from console.


	Yet another situation where CMI needed prison to start with a delay; confirmed setting is correct.
It was confirmed for the second time that ‘Economy_CMI’ works so I moved that to the ‘vault-economy-name:’ setting.


	Fixes a bug when checking offline players which was returning a null with rPlayer.getRank().  Was fixed.


	Ranks autoConfigure: Add to the prestiges ladder the base rank cost multiplier of 10 percent.
Provide a few messages to document it when the /ranks autoConfigure command is ran.


	For the /ranks autoConfigure command, setup an alias to /prison autoConfigure.


	Setup a task that is to be ran whenever there is a rank change within a ladder, or if the ladder has the base rank cost multiplier changed.
This helps to ensure that the rank costs are correct for all players.


	Renamed the command /ranks remove rank to /ranks removeRank since the prior command was a single command within it’s own sub-group.
This change will now list the command with the others when using /ranks.  It was “lost” and “hidden” and admins were not able to find it that easily.


	Changed the /ranks ladder delete command to prevent a ladder from being deleted if it has any ranks associated with it.
To delete a ladder with ranks would corrupt the ranks.  The ranks would have to be removed first to ensure no players are on the ranks.


	After a change in a player’s rank, have the player’s Rank Cost Multipliers recalculated.


	The command /ranks player  perms was generating an error with offline players so this fixes that issue.
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Prison Build Logs for v3.2.11



Build logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.2.10




These build logs represent the work that has been going on within prison.



3.2.11 2022-01-22



Prison supports:


	Java 1.8 through Java 17.


	Spigot 1.8 through 1.18, and other platforms based upon Spigot.





	Many updates and bug fixes. Please see the change log for all of them. Below is just a limited summary of some of the more important updates.


	Asynchronous mine reset enablement


	Prison can now be disabled completely on a per world basis.  See setting in config.yml.


	If the server is missing an economy plugin, prison now does a better job at communicating what the problem is so it can be fixed quickly. An economy plugin is required for the ranks module to function.


	Added a debug mode for inspecting a block.  To enable, enable prison debug with /prison debug then while holding a prison wand /mines wand click a block and it will show a couple of lines tied to the information that prison has recorded for that block.  If you shift-right click a block, then prison will check each event listener to see what it does with the block.  It will report when a block event is canceled and other details, on a per listener basis.


	Start to add tokens to prison.  Players can now earn tokens while mining. Its a work in progress, but they cannot spend them yet.


	Updated block constraints so blocks can be spawned in specific layers within a mine, and with a minimum or maximum amounts.


	Placeholders - Prison now has 258 placeholders, including aliases.  Added many placeholders and improve a few that were having some issues.  There are still more that are planned to be added.


	Added new Prison Mine Bombs - Work in progress - Basics exist and have a lot of functionality, but more work will be done to add new features and address issues when found and reported.  If you have ideas, or need something specific, please visit our discord server and talk to Blue.


	Coming Soon: Mine Region. Mine effects that are applied to Mine Regions. Mine Effects will include potion effects like night vision, and other effects such as no hunger, no fall damage, and fly.  Also may be adding enchantments soon too.


	Significant improvements for handling multi-block explosions with a major rewrite to improve the overall performance within the handling of block break events within the auto features. Many changes to improve performance on a per-block basis, and to prevent a block from being counted more than once when many different players are trying to break, or explode the same blocks.


	Significant updates to most Prison GUIs and sellall




NOTE: It is currently recommended that the old Prison Backpacks should not be used at this time.  They will be rewritten shortly to address the current issues.



3.2.11-alpha.17 2022-01-18


	Added to SpigotPlayer the ability to enable flying and to check to see if the player is flying.  This is to prepare for mine effects.


	Considering adding heads support to prison.  Added a few parts, but they are not functional.


	3.2.11-alpha.17 2022-01-18


	More updates to the player’s rank menu with the ability to add rank specific lore to the configs.
When referring to ranks, the names much match exactly since they are case sensitive.


	Bug fix with the rank cost calculations since they were not pulling in the last rank in the rang of ranks.


	Fixed an issue with CI’s function that was not returning any ids.


	Mine auto resets can now be disabled.
When disabled, they will never reset based upon time. The resets can still be triggered by blocks remaining thresholds.


	3.2.11-alpha.16 2022-01-16


	Lot of updates to the GUI menus.
Major improvements to the player’s /gui ranks to work better with placeholders. Added comments to the GuiConfig.yml file on how to use it and the placeholders.
Delete the GuiConfig.yml file to regenerate with the updated information on lore settings.


	Update a few of the player’s GUIs to support the SpigotGUIMenutools.
Added capability to control the return command and the paging command so it now works more intuitivily.


	Fix issue with the placeholders related to prison_rankup_cost.
This now works correctly to include the next prestig rank’s cost when at the last rank in the default ladder.


	Bug fix: Get the 32 placeholders related to prison_rankup_cost working correctly when dealing with various prestige conditions.


	**Bug fix: The player based playSound was not working, but the world’s playSound works perfectly.  Not sue why bukkit player would be messed up that **


	Bug fix: Hooking up the rollover to the next prestige rank cost, when at th end of the ladder, had a typo where it would not evaluate any rank.




3.2.11-alpha.15 2022-01-13


	Bug Fix: If the wrong sound file was being used it used to throw a NPE.
Now this is a safer way to find the correct file, and it will fall back upon a plink sound for any version of spigot.


	If upon loading a mine, there is a reson or need to resave the data, since this is an auto update, then this will make a backup copy of the mine’s save file before saving it.


	Bug fix: If spigot version is less than 1.13.0, and trying to use a _WOOD block, XMaterials cannot map that correctly to a Material and then back to the same XMaterial.
This is causing a problem when using in a mine since it cannot be tied back to the block that was placed.  So for these versions, all _WOOD blocks are removed from the server.  If a _WOOD block is saved in a mine, it will be remapped to the same _PLANKS block, which will work just fine.


	Bug fix: Prevent stack traces when a broken block cannot be mapped to a PrisonBlockStatusData object.
This is happening with spigot versions 1.8 through 1.12.2 when using “WOOD” blocks since XSeries translates these blocks to LOGs, so they will never map back to the XMaterial WOOD entries.  This was producing a stacktrace and would prevent the proper handling of the auto features.


	3.2.11-alpha.14 2022-01-11


	Update the failed rank message so it is clearer.


	When a player is on the default ladder at the last possible rank, instead of showing nothing for rankup costs, percent, bar, etc, it will now use the next prestige rank if prestiges are enabled.

These changes apply to the following placeholders:

prison_rc prison_rankup_cost prison_rc_laddername prison_rankup_cost_laddername
prison_rcf prison_rankup_cost_formatted prison_rcf_laddername prison_rankup_cost_formatted_laddername
prison_rcp prison_rankup_cost_percent prison_rcp_laddername prison_rankup_cost_percent_laddername
prison_rcb prison_rankup_cost_bar prison_rcb_laddername prison_rankup_cost_bar_laddername
prison_rcr prison_rankup_cost_remaining prison_rcr_laddername prison_rankup_cost_remaining_laddername
prison_rcrf prison_rankup_cost_remaining_formatted prison_rcrf_laddername prison_rankup_cost_remaining_formatted_laddername
prison_rcrp prison_rankup_cost_remaining_percent prison_rcrp_laddername prison_rankup_cost_remaining_percent_laddername
prison_rcrb prison_rankup_cost_remaining_bar prison_rcrb_laddername prison_rankup_cost_remaining_bar_laddername



	On delayed startup, allow a combination of selectors to target essentials, since the class name has changed in v2.19.x


	Setup the block inspector to auto select a diamond shovel, a diamond axe, or a diamond pickaxe.


	On the blockbreak debug information, show the information on either the block that was hit, or if that is null, just dashes to show such a block was not provided.


	For EssentialsX v2.19.x, the class being used to identify if the economy has been loaded has changed.
This commit has the references to the proper class to use depeending upon the version of EssentialsX.  It should be noted that this only applies if delayed startup is enabled for the EssentialsX economy, which generally does not require it.


	Change in how prison deals with ranks when there isn’t an economy plugin loaded.
Now, instead of printing a simple little message in the console, which everyone appear to miss, it also enables a generic /ranks command that only displays a message indicating that no economy was found, with links to documentation.  This should make it more obvious.


	Change to auto features for the event listeners: now MONITOR is not enabled unless set to priority of MONITOR.


	If a language file has a message that is set to an empty string or a space, it will now no longer generate an empty message.
Instead it will supress the sending of any message that is blank.


	Move the placeholder prison_player_blocks_total from being a player mine placeholder, to a player placeholder since it is not tied to a specific mine.
Added a formatted version (with commas) and this one became unformatted so it can be used within scripts if needed.


	The use of the /ranks command remove within the /ranks info, or /ranks command list was not correctly including the correct row number; it was using one higher than what it should have due to prior incrementing.


	Issues with SellAll when dealing with varient block types when bukkit version is less than 1.13.
Eliminate usage of org.bukkit.Material where possible.  XMaterial must generate the ItemStack directly, instead of creating a Material object.


	Fix some issues with canceling drops:
Will not work on 1.8.x and maybe a few other versions of spigot with no work arounds. Works on newer versions.




New Feature: Dump the BlockBreakEvent and monitor changes per listener.
This provides a great deal of information on what is modifying the blocks.
To use, enter prison debug mode with /prison debug and then shift-click on a block using the prison wand (/mines wand).


	Bug Fix: When loading the mines, and if using the old block model, some blocks were not mapping to the new PrisonBlocks.
When this now happens, the loader now tries to use the old block model’s getXMaterialName() function, which returns one or more names that can map to XMaterial objects.  It tries all of them until it is able to get a non-null PrisonBlock result.


	Added a safty backup of the player’s cache file… if it is detected that the new size is smaller than the prior size, then make a backup copy saving the original version instead of deleting it.
This implies that stats will always be added to the player’s cache and that the file should alwaysbe getting larger.  This only makes sense when recording stats.  The file could become smaller when balances are reset, such as spending a lot of tokens.
This also implies that some times, such as player inventories, should not be stored in this object… player’s backpacks will be removed in the near future.
It should be mentioned that on a test server I saw my player stats for my test player being wipped out.  I have no idea if it was because of file system commands that I ran, or if it was a bug in prison that reset it.  But because there was a potential loss, I’m making sure certain things cannot happen anymore, or trying to reduce the risk of losses.


	Fix the sellall block list gui for when there is an invalid XMaterial name, that it will print out the error to the console, and continue with using COBBLESTONE instead of producing a NPE.


	For the list of displaying the ranks on a ladder, split them up to show 15 per line which will help when there are a lot of ranks on a given ladder.


	Increased the confirmation on mine size from 25,000 to 50,000 blocks so as to minimize the number of times this will occur.


	Add support for specifying the sound to use for inventory full event.
Valid sounds can be listed with the command /prison utils sounds list.


	Added support for doubles in the AutoFeatures settings.
The basics were there, but the actual AutoFeatures enum did not have them hooked up.


	Remove an unused function on the PlayerCache.


	Bug fix for mohist, or other platforms that are trying to use SuperPerms, or other perm plugins that do not support groups.


	Add all to the command /mines set tpAccessByRank.


	Add ‘all’ as an option for applying Access by Rank for mines command: /mines set mineAccessByRank.


	3.2.11-alpha.13 2021-12-24


	Prison command handler: adds the ability to add new aliases from the config file.


	For ranks that are null, made some changes so either empty strings are used instad, or most of the time the rank name is used.


	Fixed a potential issue with nulls in the language file parameters.  All nulls are replaced with empty strings.


	Added the ability for admins to add aliases to commands so they can better customize their environment.


	Disable block break events in the worlds where prison commands are disabled.


	Added the ability to disable prison command hander is specific worlds.
The settings are within config.yml.  The disabling of prison is only done on the command handler, and will soon be hooked up to the block break events too.
The command /prison now lists worlds in which prison has been disabled




3.2.11-alpha.12  2021-12-21
Alpha 12 released.


	Fixed issue with XMaterial when trying to parse a custom blcok that is not compatible with prison.
The function will now return a null value and everything that uses it, must ensure it’s not null before trying to  use it.


	Make sure the targetBlock is not null before trying to process it.


	Docs: Updated the LuckPerms Tracks and Groups document to provide more details on how to set them up.


	Bug fix: Ran in to a rare situation where the use of essentialsX economy failed to allow prison to load the players during startup.
Prison was trying to “rank” the players within each rank that they were in, and that required prison to get their balance…. but bukkit was not able to return an OfflinePlayer instance for any of the plyers.  Therefore prison could not access the player through vault.  No idea why bukkit is not able to provide the players.  The server in question had about 2500 players.
So to prevent this from happening, the initial ranking bypasses the loading of any monetary amounts; they will be updated later.


	Update and create some new LuckPerms docs.


	Move gui tools menu changes to improve them and hook them up to menus that did not have any paging.


	Adjustments to improve the way the new gui tools work to reduce the amount of use of lore, or at least the visible lore.
This visually cleans it up a lot.


	Hooked up some of the new features to the /gui ranks menu, plus added a /gui ladders and hooked that up. Simplified how the ladders page was setup.


	More work on the GUI menu tools to not only get them to work better (correctly) but also add new capabilities… now supports adding a menu option and the tool auto assigns it to the next available slot.


	GUI menu tools update…


	Prison Tokens:  Remove the alias so they will not cause conflict with other token plugins.


	Potential bug fix: There was a situation where with multiverse-core a delayed world loading resulted in the world not being found, and therefore it was preventing the loading of all locations tied to the mine. This now allows the locations to be loaded without a valid world.  Then when the world is finally loaded, it will refresh the references to the world objects.


	GUI Menu: a few minor changes before more radical changes to go with the final “idea”.


	GUI Menu Tools - Added a first page and last page button.


	GUI Bug fix:  If there are more than 45 ranks on a ladder, the GUI will NOW be able to provide paging capabilities to view all ranks.
By default it will start off with page one, but this can handle an unlimited number of pages.
This paging system can be expanded and easily used on other GUI lists with minimal changes to hook it up.


	Found a bug in XMaterial where it was converting “melon” to melon_slice instead of the melon block.


	Bug fix:  Fixed an incorrect use of XMaterial which prevented it from working properly with spigot 1.8 through 1.12.
It was using XMaterial to get the Material value, which is wrong, since it’s the item stack that contains the variants of the materials.  So the change is to extract the item stack directly from XMaterial which solves the problem.
Also there was another error where if amounts are greater than 64, setting them to 1 so the GUI will still work, but it will suppress the incorrect counts for the itemstack.


	Update XSeries to v8.5.0.1 to better support spigot 1.18.




Prison tokens: Add a few more prison tokens placeholders.
Fixed the admin token commands to use longs and not integers.


	Ranks GUI Error. ~~Fixed an error with Ranks GUI.~~  This did not fix anything.


	Some adjustments to admin token functions.


	Bug fix: Rankup on a ladder in which there is not already a rank was producing an error.
Similar to prior problem… just did not fix it correctly for all situations.


	Start building the structure for the Top N rankings.


	Mine Bombs: Noticed the player inventory was not be “updated” through bukkit.
This could help prevent wrong item amounts.


	Mine Bombs: Set them up to auto refresh the data structure that is being saved, if it is detected that there has been a change.
Added a version number to the mine bomb save data structure so as to use that to detect when the structure changes.  That number will be updated in code when it has been modified.  So when running the mine bomb loader, it will detect that the saved data is in an older format, and so it will rename the old file to preserve it as a backup, then write the new data to the file system.  This will allow new fields to be added,and then they will appear in the save file upon the next restart.  This will make it easier for admins to update and use the new features.


	Bug fix: Was causing a null pointer exception when trying to add a player to a new ladder.
This now correctly gives the player the requested rank, or if not specified, then the lowest rank on that ladder.


	3.2.11-alpha.11 2021-12-07


	Mine Bombs: A few other minor fixes and changes.


	Mine Bombs: Some changes in how they are setup. Added a bombItemId which becomes line one of the lore and is used to identify that it’s a mine bomb.
Added a nameTag that is used to put a nameTag on the armor stand. Added a itemRemovalDelayTicks field to better control when the armor stand is removed (exact time).
Update a lot of Mine Bomb code for creating the time, placing the item (armor stand) etc… It’s working better overall.


	Update Tokens to fix an issue with the admin set.
Added better tracking of adminAdded and adminRemoved stats.


	Bug fix: Fixed a class not found except caused by google guava trying to load functions that it should not have been using for their event manager.
Moved the PEE event out of this class all together, so now it’s safe to use in other areas of prison, such as with guava’s event handler.  This was not an issue with spigot 1.8.8, but manifested itself with Spigot 1.16.5 since I believe that version of spigot is using a newer version of guava that has that behavior.


	Upgrade XSeries to v8.5.0


	3.2.11-alpha.10 2021-12-05


	Bug fix: There was an issue that I found where blocks outside of the explosion events were being marked as mined without actually being broken.
Therefore prison would not be able to break those blocks. This was caused by the initial explosion setting off a chained reaction explosion through a blockEvent.  Now blocks that are part of an explosion cannot be part of a future explosion.


	Added a new debug mode to inspect blocks by click on them with the mine wand tool when prison is in debug mode.


	Renamed Prison’s PlayerListener to PrisonPlayerListener to reduce a conflict and to make it more obvious which object is which.


	For the bukkit 1.8 through bukkit 1.12, if an object has a different data value than what it normally has,
it would not be matched through XMaterials… Examples are leaves, chests, etc… if there is no match initially using the block then try to then match on just the name, which eliminates the problem of a failed match.


	Add a selective debug option where only the selected element is loged through the debugger.


	Removed the DebugTarget value of “support” since it is not using anymore.


	Bug fix: If a block has been placed in the mine that should not be there, prison was canceling the event which was preventing other plugins, or normal breakage, from breaking the block.
The event is no longer being canceled.


	Added 12 new placeholders:  4 new ones for player balances and 8 new ones for tokens.


	Prison tokens: Added admin functions of balance, add, remove, and set.


	Added the title and actionBar to the Player object so it will work in all forms of Player, such as RankPlayer.
Had to use the Platform to cross over to spigot from core.


	Added access to the player cache within the Player object so it’s easier to use it.


	Updates some documents.


	Bug fix: One of the blockEvent placeholders was inserting the wrong value.
{blocksMinedTotal} was inserted the blockName.


	Slight adjustment to the mine backups’s file name.


	Move the messages for /mines tp to the language files.


	3.2.11-alpha.9 2021-12-02
Version v3.2.11-alpha.9


	Added a new feature to back up a mine and to provide a way to convert a mine to a virtual mine.
When converting to a virtual, with the command ‘/mines set area  virtual’, a back up is made first.
The new backup command is ‘/mines back help’.
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Prison Build Logs for v3.2.2 - 2020-11-21


Build logs


	v3.3.0-alpha - Current


	v3.2.0 through v3.2.10




Greetings!  I’m delighted that you are interested in the build logs for the
Prison plugin.  I’m wanting to provide a more formal documentation as to what
is going on in each build so you have a better idea if it may be something
that you need.




V3.2.2 Release - 2020-11-21

This version is being released to fix outstanding bugs and to provide a better end user experience.  Preparing for a few other changes, so want to get this released before possibly changing the stability of any feature.


	v3.2.2-alpha.14 - 2020-11-21
Bump version… preparing for v3.2.2 bug fix.


	Refactored where the commands that are outside of the modules are registered.
They are now registered within the function where the modules are registered to allow the related commands to either be registered or not, based upon the modules.
Refactored how some of the commands/configs are setup to be more flexible, or to better follow the standards of how prison has been instantiating them (ListenersPrisonManager).


	Split out the gui ranks and gui mines commands from the main spigot gui commands. This allows them to be enabled on their own, or more importantly, prevent them from being registered if the modules are not loaded.


	Changes to the gui commands to prevent console from running a few gui commands.
Also remove the alias of “prisonmanager” for “gui”.It was reported that when a non-admin tried to use /mines that it was giving the error message associated with /gui.  Cannot see a direct relationship there, but hard linked /mines to /gui mines by calling the function directly instead of resubmitting the command.  Not sure if this fixes the issue, but I was unable to reproduce it.


	Minor changes
Add more to the BaseCommands and start to hook them up. Fix usage of getting the current economy.


	To prevent prestige related commands from being registered with bukkit,
pulled prestige related commands in to their own command class and then conditionally register them if prestiges are enabled. Cleaned up a few other things such as remove use of deprecated functions and
moving the implementation of isPrisonConfig to SpigotPrison to simplify a few things and eliminate duplication.


	Fixed a problem with bukkit on a paper v1.16.4 server where the Bukkit.getOfflinePlayers() was returning either a null player, or a player had a name that was null.


	v3.2.2-alpha.13 - 2020-11-15


	Updates to the GUI: many.
Moving configs to a common package to better manage them, or to prepare to merge them in the future. Many other fixes and enhancements.


	Updated the SpigotMineBlockPercentageGUI to include a Close button and to show the selected block top and center.
Also provided links back to the block list gui.  Setup the parameters to return back by setting the font color to black so it is visible that they exist as the players hover.


	Fixed issue with GUI block list.
Using a combination of XMaterial and ItemStacks, its able to display the viewable blocks. Added Prior button to go back to prior page.  Got the Next page button working (it was incorrectly just blindly deleting the first two characters of the button name; changed it to strip color so it is not destructive.  Setup this page to be able to return to it from other pages. Confirmed that this works with spigot v1.8.8 and spigot v1.16.3.


	Fix issue with GUI not being able to display red or lime stained glass panes
due to use of material instead of ItemStacks.  This applies to mc v1.8 through mc v1.12 and they display as plain glass panes (no colors).


	Added a SpigotPrison function to strip all colors from text.
Needed in the GUI to hide extra parameters.


	**GUI direct support for ItemStacks when creating buttons for mc v1.8 through mc v1.12. **
With the use of magic numbers with Minecraft versions less than 1.13 the use of Materail to create ItemStacks fails to get the correct type if magic numbers are involved.  Created a new createButton function to work directly with item stacks so the proper blocks can be used with mc v1.8 through v1.12.


	Additions to PrisonBlock handlers to provide more utility functions
and to solve a few complex challenges.  Removed NULL_BLOCK from the valid block lists.


	Found function names that started with capital letters and changed them to lower case.
Function names should never be capitalized since that would imply they are classes, or similar objects, and not functions.


	Compile error with the removal of the prison core gui…
Removal of this code was forgotten when removing the prison core gui code.  Not sure how that passed the compiler before committing to git?


	cleaned up unused imports in the gui code; were causing compile warnings.


	New feature! Hooked the prison GUI up to the new prison command manager.
Assigned aliases so as to preserve backwards compatibility with admins who are used to the prisonmanager command.The /prisonmanager command has been replaced with just /gui.  Tested and appears to be working well.  Can do /gui mines, /gui ranks, /gui prestige, /gui prestiges.


	Added /mtp as an alias to /mines tp.


	New GUI config system





	It’s an improvement. Has many code changes


	Deleted the GuiListener.java class, only SpigotPlatform was using it so nothing should break.





	New Feature!  Tab complete is now functional with prison’s command handler.
When typing in prison related commands, you can now press tab to complete the typing for you if there was only one option available, or it will fill in common letters until you need to make a choice.  Also typing in a command pressing space then tab shows all available options.  In game is slightly different that in console, where in game show a ghosting of the command where you are typing so tabbing will select that option.
Works on spigot 1.8 through 1.16.x. Also works in console.  Functional with aliases too.


	New Feature! Command Aliases!
Add the complexities of supporting aliases in the prison command handler.  Each command can have one or more aliases mapped to almost any level of paths.
This also includes a rich support of the sub-command and help listings to better identify which commands are aliases and also what aliases are available. There is room for enhancements that will be added soon.


	v3.2.2-alpha.12 - 2020-11-10


	removed the trailing &f from the rank tag
This was within the new feature /ranks autoConfigure.  It was reported that there were issues within the plugin Scoreboard-r by RienBijl that data was being truncated and lost.  Looking in to the issue it was found that there was a stray &f at the end of a tag.  It had no impact, but it was removed anyway since it does nothing.  It was determined that the scoreboard-r plugin is buggy and was causing errors.


	New Feature: Now provides the capture of the actual label that a command is registered with Bukkit when there is a conflict.  The prison Command Handler now uses the registered label when displaying any of the sub commands or list of all registered root commands.  This will allow the users to know what commands they actually have to enter to get them to work, instead of guessing when there is a conflict.


	Improve block matching for pre mc v1.13.0
For the 1.8.x material types in prison, there exists different states with the data value that could result in block types that are unknown.  Some of it may be orientation or degree of flowing water, or even wetness of soil. I’ve seen it with leaves of different shades, or even with logs.
The idea here to fix this issue is not so much that we don’t know the block type as much as it shouldn’t matter the slight variations in the data field.  Therefore if we fail to match on the id and data, then go off of the material name.  That’s a good fallback.


	Bug fix: Fix incorrect display of no other mines near for /mines whereami
If the player was standing in a mine and there are no other mines around, it used to show the mine they are in, plus say there are no other mines within 150 blocks.
Now it will not show the “no other mines in 150 blocks” message.


	Mines Blocks GUI Fix


	Bug Fix: Found a bug in the command registration code that could result in failing to properly register commands. This would have been an issue if there were upper case letters in a command, since all commands are converted to lowercase when added, but when checking to see if a subcommand was already processed (ie… the “set” in the following two commands:  /mines set tag, /mines set resetTime).  The symptoms would be missing commands at runtime.  I actually have seen this failure in the past, and realized that all commands should be entered as lowercase due to this error.  Now it should work correctly.


	Clarify the role of a CommandHandler field that is used in a situation of when there is a command collision.


	Fix typo: In the /mines command add function, a & was placed one character to the right of where it should have been.


	Added an unregister all for the commands and hooked it up on the plugin’s onDisable.


	Fixed issue with dropping of inventory.
Had a ! where it shouldn’t have been and forgot to hook up the new messageId variable so the warning can change.
I’m not so sure about messaging this way, using the action bar, but don’t want to flood chat with a ton of messages either.  Would have to put a limiter on the chat messages?


	Fixed an index out of range issue in the gui.Was 45 when should have been 44.


	New Feature: Added XP calculations to the block break (auto pickup) function
which can be disabled.  Give the option to drop the xp as orbs (default) or give it directly to the player with no orbs.


	It was realized that dropItemsIfInventoryIsFull was not hooked up.
Hooked it up.


	Update some docs and added a few screen prints.
Updates to a few documents to reflect some of the more recent updates to prison.


	Updates to the IntegrationManager so the variable is more consistent and especially the message for WorldGuard integration is clear that it is not an error that it is not yet active.


	Change the command /prison alerts so they can be ran from the console since it made no sense why the console was locked out from using them.
Slight changed the information for /prison gui that shows that it could be preferred to configure the autofeatures.


	Ch