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First of all, let me say that V3.3 is an interim-release, and the list below is not a comprehensive list of changes and modifications from V3.2. The main change is that, at Pulsar Games' request, I removed sections of copyrighted text from the Power, Skill, and Advantage/Drawback descriptions. There will be a V3.5 sometime before the end of the summer that will incoporate more enhancements, a new HTML-format print style, and the addition of a Character and Gadget Manager program. My apologies to everyone for the amount of time it took to get this one out, but I've been particularly busy as of late.





I would like to thank those who have made bug reports and aided me in tracking them down and squashing them. Also, I appreciate the suggestions I've received for additional features. There are still some things I would like to add and stamp-out (spelling mistakes), so this is probably not the last version to be released.





Note below that the file format for Rule Sets has changed!








Bug Fixes, Modifications, and Feature Enhancements:





DC 3.3 (5/17/99):


Overall:


	1) Recompiled the programs using Visual Basic 6. Updated all components to take advantage of VB6 features, including bug fixes and performance enhancements.


	2) Columns in the listboxes can be reordered to suit the user by dragging the header bar to its desired place.


Printing:


	1) When printing a character, the descriptions of Gadgets and Pets are now indented.


	2) Sometimes, when scrolling through Print Styles, your selected Print Style would be changed.





Rules Editor:


	1) Fixed a bug that would cause Base Costs for Powers and Skills to be set to zero if the Character or Gadget Builder loaded a ruleset that contained custom Advantages or Drawbacks. To take advantage of this fix, please run the File Update Wizard update all of your rulesets.





Character/Gadget Builder:


	1) Improved the loading speeds of Characters and Gadgets.


	2) When changing your Wealth, the real-world value wasn't being displayed in the status section.





File Update Wizard:


	 1) File Update Wizard will convert Version 3.0 Rulesets to Version 3.2, and will correct correct the Zero Base Cost bug for both versions.





DC 3.2 (9/14/98):


Printing:


	1) Fixed a bug stupid bug that caused some print routines to not word-wrap. I must have accidentally commented out a line before the last compile!





Rules Editor:


	1) Corrected crash associated with deleting custom Advantages and Drawbacks.


	2) Corrected many problems with Advantages & Drawbacks. As a result, the file format for Rule Sets has slightly changed. Because of corrupted data, if you try to load a Ruleset made under Version 3.0 or 3.1, the customized Drawbacks will not be loaded in either the Rules Editor or the Character or Gadget Builders. Advantages will have their structures set correctly, so you won't mess up the Base Costs of Powers and Skills anymore. If you had added your own Drawbacks to a ruleset, you will have to reenter them. Rulesets made under Version 3.2 cannot be loaded under earlier versions of the program. If you continue to have problems with Advantages and Drawbacks under 3.2, it is recommended that you recreate your Rule Set from scratch.





Character/Gadget Builder:


	1) Corrected a problem where the Character Powers and Character Skills lists wouldn't update their costs if you added or removed the Intensive Training Advantage. The cost totals would still be correct, however.


	2) If you had negative Hero Points when you switched to XP Mode, the program would crash.


	3) If you selected a Drawback, then an Advantage, then clicked the Add buttons for the Drawbacks, the Advantage would be added as a Drawback. Now, when you select Advantages and Drawbacks, the appropriate Add button is disabled.





Miscellaneous:


	1) The AP-Chart plugin has been changed to allow you to view it while still being able to work with your Character or Gadget.


	2) Eliminated the annoying flicker of Attribute text as you moved the cursor from one Attribute to another.


	3) Moved some external data into the main programs. If you upgraded from an earlier version, you can safely delete any .CSV file in the DC directories.





DC 3.1 (8/17/98):


Printing:


	1) Pets no longer print Reliability #'s and other Gadget-associated stats.


	2) Made more modifications to word wrapping and printing routines to clear up some spacing problems.


	3) Characters with XP now have their Hero Points and other costs printed correctly.


	4) Corrected a problem where Gadgets and Pets that had Powers with modifiers would print the Character's Power Modifiers, instead.


	5) Made a slight correction to the faded box behind your Character name in the "Rulebook (New)" print style so it lines-up better. Before, it was shifted a pixel or two to the right instead of being left-aligned to the Attribute Box underneath it.


	6) Overhaul of print code corrects some margin issues and allows the use of top and bottom margins


	7) The "Print" button in the Print Preview screen now works correctly.


	8) Added a statusbar at the bottom of the Print Preview screen that displays the margin values as you change them.


	9) Added dashed lines to the Print Preview that show the minimum margins allowed for your printer.


	10) Corrected an error that occurred when you printed a Character with Gadget/Pets that had Description text. The Gadgets/Pets following the first would be shifted into the left margin and would print all over each other.





Character/Gadget Builder:


	1) When in XP Mode, Gadgets now have their costs calculated correctly.


	2) Corrected another bug that could cause the program to crash if you switched between Hero Point and XP Mode while editing a Power or Skill.


	3) Attribute Spinners update correctly when Powers modifier their values.


	4) Put a space between the bonus/limitation text and its value for things like Power Reserve and Detect, so it displays correctly.


	5) Initiative displays N/A in the Gadget Builder if the Gadget doesn't have an Intelligence greater than 0.


	6) The If All/Then interface component functions correctly now. The was noticable with the Invisibility Power, where the base cost is increased to 90 if you select all of the senses. Because of a bug, this wouldn't happen.


	7) If you had a Character with Intensive Training and a Gadget, the Intensive Training would no longer give you a factor bonus.





Miscellaneous:


	1) Corrected some spelling mistakes in the random name generator and various description texts.


	2) Updated SpinX control with new PreText and PostText properties. The two properties are added before or after the value of the spinner to form the text in the textbox.


	3) The text-style buttons for Character/Gadget descriptions don't look funny on low-color displays, or on displays with customized colors.


	4) Implemented a PlugIn interface for libraries, so I turned the AP Benchmarks and Random Name Generator into plugins. I'm also working on other little utilities to be included like an Online AP Chart.


	5) Corrected a bug that caused the program to fail to terminate and release its memory correctly when trying to print or preview.








Service Pack 4 (7/29/98):


Printing:


	1) Fixed problem where Powers that used Spinners such as Power Reserve and Detect wouldn't print their associated values (i.e., Power Reserve wouldn't tell you how many stats were powered by the reserve).


	2) Eliminated "Advantages" header from being printed when there were no advantages.


	3) Corrected tabbing problems in some printouts. As part of this fix, I also rewrote the word wrapping routine into something that's much more logical and a lot less hacked.


	4) If you used the Mailing List style printout and your Character used both Gadgets and Pets, all Gadgets and Pets would be listed under both Equipment and Pets.





Character/Gadget Builder:


	1) When you Saved your Character or Gadget, its filename wouldn't be reflected in the window caption.


	2) Cleared highlighted items in the Basic Modifiers list when switching between Powers; mostly a visual enhancement.


	3) Fixed the tabbing order of some items so they make more sense.


	4) This was fixed in an earlier Service Pack, but wasn't documented: The program now saves Motivations that have been selected from the dropdown box. The program had no problem with Motivations that were typed-in manually.





Miscellaneous:


	1) Fixed a bug in the SpinX control (windows/system/spinx.ocx) that caused the spinners to stick in some cases. This was most notable in the Base Multiplier spinner.





Service Pack 3 (7/21/98):


Character/Gadget Builder:


	1) Because of differences between program behaviour in the development environment and the runtime environment, XP failed to calculate correctly on any machine other than mine. This has been corrected and XP should function correctly, or at least correct enough to find genuine bugs.


	2) Corrected some problems with enabling/disabling the AP spinners depending on what the Linking options were set to.


	3) Corrected a problem that would cause the program to crash if you changed from Building to XP mode several times and tried to edit a Power or Skill that was displayed on the edit panel.


	4) Got rid of the Create/Remove XP Template menu option and changed it simply to an "XP Mode" item that indicates the current mode by displaying a check in the menu.


	5) Removed "Is Multiplied by Character Base" checkbox from Miscellaneous Advantages and Drawbacks in the Gadget Builder. This option was useless since Gadgets don't use multipliers.


	6) Included a slightly more advanced version of the random name generator button.


	7) Corrected crash when trying to edit items after loading a character that was saved with XP.


	8) Fixed a bug where the buttons that allow you to move Powers up and down the list wouldn't update properly if you selected New Character. Pressing one of these that was highlighted when there were no powers loaded would cause the program to crash.





Service Pack 2.5 (7/19/98):


This was a quick release to fix a major problem that was introduced by a bug in SP2.





Character/Gadget Builder


	1) Made a mistake that caused Characters with Experience to stop loading. Made a minor change to DCClassLibrary.dll to fix it.





Service Pack 2 (7/17/98):


Printing:


	1) Descriptions that spanned multiple pages would cause the program to crash.


	2) Improved detection of page breaks.


	3) The program now remembers the last Print Style you selected, and defaults to it.


	4) Cancel Button added to the Print Preview box, so you can close the preview without saving your changes.


	5) Removed phantom commas that could appear at the end of Advantages and Drawbacks.


	6) Added a new Print Style: Rule Book (New). This style resembles the format used by the DC 3rd Edtion Rulebook more closely than the original Rule Book style. This new style includes bullets, boxes, and a faded gradient behind your Character's name.


	7) Fixed problem with printing Gadgets in 3-Column View where ammo and reliability wouldn't print correctly


	8) Powers weren't separated by commas in the Mailing List Print Style.





Rules Editor:


	1) If you deleted a Power, Skill, or Advantage/Drawback from the ruleset and then chose to "Write New Database", the deleted item was still available as 0 Base Cost, 0 Factor Cost. This has been corrected. If you experienced this, load the Rule Editor and select "Write New Database" again, and the database will be updated correctly.





Character/Gadget Builder:


	1) Powers that required at least one of their modifier checkboxes to be selected (Invulnerability, Invisibility, etc.) would cause the program to crash if one of the basic modifiers (lethal, power burnouts, etc) was selected.


	2) The main Lists sort themselves at load and when the rulesets are changed, so your added Powers, etc., aren't listed at the bottom anymore.


	3) Added a random name generator to the Character Builder. Just click on the Name button and a random character name will be generated for you. Great for getting ideas, and it can be pretty funny when certain combinations pop up!


	4) Removed an unncessary slowdown when some converted Characters accessed the Gadget List from the Advantages/Drawbacks tab. Converted Characters had their ruleset filenames set to uppercase, causing the program to think that the Gadgets were built in a different ruleset. Rulesets filenames are no longer case-specific.


	5) Changed the rounding method used to calculate Stat Modifiers so it now works correctly. Before, if you used a Power such as Density Increase, your Dexterity would be reduced incorrectly. Normally, Density Increase decreases your Dex at a rate of 1AP of Dex for every 2APs of Power. Because of rounding, these results were off. Examples: 5 APs of Density Increase would cause your Dex to drop by 3 rather than 2.


	6) When you were Editing Powers, the APs displayed in the Edit panel were altered when you pressed "Replace".


	7) If you specified a Hero Point total for your character that failed to match the value that resulted from the Base Multiplier (Example: You used a Multiplier of 2, but specified 1000 Hero Points), the Hero Point total reverted back to the Multiplier value when the character was reloaded.





Miscellaneous:


	1) Corrected a crash problem with some Description text. Changed the File Update Wizard to change how Description text is formatted, to help prevent some converted Characters and Gadgets from crashing the program. I don't think this is my fault; I believe it to be a runtime library bug.


	2) Improved error reporting.


	3) If you used the Fast Find feature in the Power List by typing the name of the Power you wanted to select, the Power would be selected in the listbox, but wouldn't appear in the Edit Panel.





Service Pack 1 (7/5/98):


Printing:


1) Program crashes when closing the Print Preview window.


2) Characters and Gadgets will now print with the specified font, rather than showing it in the Print Preview and defaulting to Times New Roman when actually printing.


3) When printing, the Description would be indented by 1/4 inch despite being shown correctly in the Print Preview. Descriptions now print right-aligned with the Description header, as shown in the Preview.


4) The 'Rulebook' print style now prints your characters using the selected font





Rules Editor:


1) Corrects problems with editing Advantages and Drawbacks in the House Rules Editor. Drawbacks would have seemingly random values, and the Interface options would not work correctly. Also corrected some display problems.





Character/Gadget Builder:


	1) Advantages and Drawbacks now apply their Attribute Modifiers. Examples: "Lightning Reflexes" and "Age: Old" have modifiers to your Initiative and Dexterity, respectively.





Miscellaneous:


1) The File/Exit menu option now works.








