Release Notes for Public Beta Version 04.04.01.00
(changes since 04.02.00.00)

All Modes of Play

Optional Rules
1. 	Added code to implement the optional rule Isolated Reorganization Limits.  

2. 	Added code to implement the optional rule City Based Volunteers.

3. 	Added code to prevent France from building city based volunteers until after Free France has been created.

4. 	Fixed a problem placing City Based Volunteers on the map. 

5. 	Fixed a problem with City Based Volunteers being placed in the Future Force Pool instead of the Force Pool at the start of a game where the CBV‘s city is controlled by its owning major power.  For example, the SS unit for Vienna is now in the German Force Pool and available to be built (for free) in the first production phase of the Global War scenario.	

6. 	Fixed a problem with not being able to set up a City Based Volunteer in an off-city hex when its designated hex for placement was fully stacked.

7. 	Fixed a couple of problems with gearing limits when building carrier air units that cost zero.  Some changes for City Based Volunteers that cost zero (when they are first built) had caused the gearing limits for zero cost carrier air units to be incorrect.

8. 	Completed code the for enabling Search and Seizure.  This is not an optional rule, but it is similar in that the opportunity to perform a search and seizure rarely occurs.

9. 	For the optional rule Isolated Units, reduced the maximum distance for a unit to avoid being isolated from 50 hexes to 10 hexes.  Units that are out of supply and more than 10 hexes from a supply source are now isolated.  This change was to improve the response time when moving units.

10. 	Skipped over the code to increase the number of available pilots after the loss of an air unit when the optional rule for Pilots is not being used.

11. 	Finished the code for implementing V-Weapons.

12. 	Finished the code to fly A-Bombs for port attacks, strategic bombing, and carpet bombing.

13. 	Enabled the destruction of oil resources and saved oil points even when not playing with the optional Oil rules.  However, this only applies if playing with the optional saving resources and the factory destruction rules.

14. 	Enabled Flying Bombs in the Start Game form - for beta tester debug testing purposes only.		

Scenarios
15. 	Fixed a problem with Barbarossa Solitaire when at the point the USSR is suppose to set up its reserve units, the program had halted.

16. 	Fixed a problem in Barbarossa where a recent change to support NetPlay (all scenarios) was causing the program to halt on the Neutrality Pacts form at the end of a turn, and also when advancing to the next phase.  The latter case was halting during the DOW phase.

17. 	Fixed a problem with starting a new game for the Guadalcanal scenario.  The program needs to set up Vichy France because that major power controls some islands in the Pacific.  Changes that I had made recently to fix some problems with the normal creation of Vichy France for the NetPlay mode of play (applicable in other scenarios) had caused this problem with Guadalcanal.		

18. 	Fixed a problem with starting a new game for scenarios that begin after Vichy France has been formed.

19. 	Corrected the Decline and Fall scenario Fighter-2 setups for Germany.  Also fixed a major problem with the V-Weapons setups [they had been arriving as Japanese saved oil points].

20. 	Fixed a problem with some later scenarios (e.g., Missed the Bus, Lebensraum) where the German replacement battleships were included in the German setup.  Now those units can only enter the game if the German player explicitly builds them.	

Reinforcements
21. 	Added code to check for naval replacement units during the reinforcement phase so only replacement units still in the Future Force Pool are considered.  This solves a problem with later scenarios where replacement units are part of the unit setup lists.

22. 	Fixed a problem with placing the AOI territorial unit reinforcement in a city.

23. 	Added a few lines of code so any division placed on the map, when a corps/army sized unit is broken down, arrives organized.		

24. 	Made some change to the code so unloading a carrier air unit from a carrier during the Remove Air subphase of the Reinforcement phase is handled as a unique case.  The carrier air unit no longer remains in the list of units in the hex.

Lending
25. 	Added a check to avoid a non-fatal error in the Lending phase when selecting a trade agreement.	

Initiative
26. 	Fixed a new problem in changing from the Initiative form to the Move First form.  This bug was created when I was adding branching logic for the AI Opponent code.

Air Operations
27. 	Fixed a cosmetic error in the Spend Surprise Points form when the winning side used surprise points to change the air-to-air combat odds.  This error only occurred when the Allied side was the winning side for using surprise points.		

28. 	Corrected the Kamikaze setting for a Japanese bomber in a naval combat so when there is only 1 bomber, the player is asked a simple question about whether the air unit flies as a Kamikaze instead of displaying a form to choose which units fly as kamikazes.

29. 	Fixed a problem where a DOW by the USSR on Japan was causing the Japanese units to be surprised by the Communist Chinese - and unable to fly Ground Support air missions..

30. 	Fixed a problem where carrier air units aboard damaged carriers were still able to participate in naval air combats.

Land Operations
31. 	Fixed a problem with stacking NEI territorial units with Netherlands units.  

32. 	Fixed another combination of a Commonwealth territorial unit cooperating with units belonging to a Commonwealth aligned minor country.  The program now let’s them stack together.

33. 	Added a line of code so USSR units can now attack Italian peacekeepers in Rumania (or Finland, etc).
		
34. 	Fixed the problem with SCS units being unable to load from a coastal hex after possibly being intercepted.

35. 	Added a check for invalid Land Combats and eliminated them when found.  This situation is extremely difficult to recreate, since it only happens in a NetPlay game when one side does not fully process the last Land Combat.  The game continues correctly thereafter, but when it is restored later, one of the computers has data that indicates that a land combat has not been fully resolved.  This change cleans up that little mess.

36. 	Fixed a problem where Nationalist Chinese and Communist Chinese units were able to cooperate on land attacks, amongst other things.

37. 	Fixed a problem with relocating units when they have been forced to relocate during the Rail Movement phase.

38. 	Fixed a problem with railing German units through Sweden when Norway has been completely conquered by Germany - and the other conditions for railing units through Sweden have been met.
			  
Naval Operations
39. 	Fixed a problem when there are too few naval units to take the full number of destroyed/damaged/aborted results in a naval combat.  This had been fixed previously, but I forgot to add it to the list of Changes Since.

40. 	Fixed a problem with naval combat where the defenders’ attack on the attacker was not being executed when all the defending units were destroyed by the attacker.

41. 	Corrected the Naval Interception form so it shows the maximum section box correctly, instead of the maximum movement points for the naval stack.  

42. 	Added a couple of lines of code to close any open informative forms prior to displaying the Naval Combat Include form - which is used for multiple purposes: (1) select section boxes to include in a sea area combat, (2) choose the sea area combat type, and (3) decide whether to abort or stay for further rounds of combat in a sea area.  The last occasionally caused a minor problem for NetPlay games, preventing a manual save of the game before making that decision. 
									
43. 	Fixed a problem with moving naval units from a port where they are out of supply, into a sea area where enemy units can attempt an interception, and the interception is either not attempted or fails, so that now the moving naval units suffer both the 1 movement point loss for starting out of supply, and a second movement point loss for entering a sea area where enemy units can intercept them, and there are no friendly units.  The latter cost is for the optional rule “In the presence of the enemy”.  Prior to this correction, the moving naval units were only suffering a 1 movement point penalty, instead of 2.

44. 	Corrected the count of naval movement points expended by a moving stack after an attempted interception.  Previously the code had been forcing the moving stack to stop when it still had one movement point remaining.	

45. 	Fixed a problem with destroying two or more naval units which were forced to rebase but had no available rebase hexes.  Destroying them one at a time worked.  This correction means a stack of units can be destroyed all at once.

46. 	Fixed an obscure problem with loading units onto a naval transport that had been a floating port (but that optional rule had been turned off during the game).

Reorganization
47. 	Removed a recently added line of code which was forcing the cost for an HQ to reorganize an armor/mechanized unit to an minimum of 1.  When an armor HQ uses an offensive chit, the cost can be less than 1 (e.g., 0.5 reorganization points).

Supply	
48. 	Extended the maximum distance for a railway supply path for the Commonwealth where the secondary supply source is in Iraq and Persia to 60 hexes (it had been 20).		

49. 	Fixed a bug in tracing a Basic supply path greater that 1 hex from a port to a primary supply source.  This was causing some overseas units to be out of supply which needed to find primary supply 2 or 3 hexes inland from a port.

50. 	Fixed a problem with the Axis propagating overseas supply through Gibraltar (when it is Axis controlled).

51. 	Fixed a problem with the form that displays Supply Sources and Routes.  It had not been showing the capitals of conquered minor countries which trace supply to a major power that cooperates with the conquering major power.

52. 	Fixed a problem with tracing overseas supply through the Eastern Med for Italy when the conquered Greek city of Athens must be used.		 

53. 	Standardized and optimized the supply search routines for overland routes: from units to ports, ports to supply sources, supply sources to supply sources, and units to supply sources.  These improvements shaved roughly 5% off the calculation time for determining supply.

54. 	Fixed a problem with finding overseas supply for France when: (1) it has a new home country, (2) Vichy France does not exist, and (3) France does not cooperate with any other Allied major power.  The bug was buried in the routine to determine maximum basic path hexes for major powers.  As has happened before, in trying to reduce the search time for finding supply, a situation had occurred where the program did not find a viable supply path.		 

55. 	Fixed a problem with overseas supply taking a long time to calculate for an incompletely conquered France.  In this instance, the program was trying to use the Caspian Sea for tracing supply for France to Dakar in Senegal.  There was code to prevent that search from occurring but it was only in 1 of the 2 places where it was needed.

56. 	Fixed a problem with tracing basic path supply overseas to Baku in the Caspian Sea.

57. 	Fixed a problem with supply calculations taking too long.  Incompletely conquered France, with a new home country in, say, Western Africa should not attempt to find supply overland to its new capital from ports in the USSR or Scandinavia.  Indeed, no ports in Europe should be investigated unless the new capital is in Syria, Tunisia, Algeria, Morocco, or Yugoslavia.		

58. 	Fixed a supply problem where if France is incompletely conquered and its new home country is in equatorial Africa, the program no longer tries to find a path from ports in Iraq and Persia to the new French capital.  I had corrected the same problem earlier this year for ports in Scandinavia, the Baltic States, and the USSR.  The effect of this change is to drastically reduce the time the program spends recalculating supply under the above circumstances.

59. 	Fixed another problem with supply calculations taking too long.  The program was searching for an overland path from ports to a Commonwealth primary supply source from ports in Scandinavia, the Balkans, Greece and Turkey.  No port in those countries is ever going to be able to reach a city in India (primary supply for the Commonwealth), so the searches shouldn’t even be attempted.

60. 	Fixed an obscure supply bug where Mao was unable to trace supply to a Chinese city controlled by Communist China once Japan was conquered and China became neutral.

61. 	Fixed a problem with finding primary supply cities for China when Japan has been conquered and China is neutral.

62. 	Fixed a problem with finding supply from a tertiary supply source to a secondary supply source belonging to a cooperating major power.	

63. 	Fixed a problem with finding supply from a tertiary supply source to a secondary supply source belonging to a aligned minor country. 

64. 	Fixed a problem with finding tertiary supply to Tangier. 

65. 	Fixed a problem with finding supply from a Tertiary to a Secondary supply source where the program had been going into an infinite loop.  

66. 	Fixed a problem with finding supply from a Tertiary to a Secondary supply source for aligned minor country capitals.

67. 	Fixed a newly created infinite loop when searching for supply from aligned minor country capitals (e.g., Warsaw) to a primary supply source.

68. 	Shortened the time required to recalculate supply substantially by eliminating searches by Japan and its aligned minor countries (e.g., Korea) which checked if ports in Europe could reach a primary supply source in Japan.  In one instance the search time went from 64 seconds to under 1 second.

69. 	Fixed a problem with units belonging to a major power tracing supply (overseas) to a primary supply source belonging to an aligned minor country.  For instance, Commonwealth units were incorrectly being shown as in supply when they could trace (overseas) to a city in Egypt.

Peace					
70. 	Fixed a rare problem in the Conquest phase where one computer in a NetPlay game was having trouble processing the conquest of a “governed area” - e.g., the Mariana Islands.  		

71. 	Fixed a problem with collapsing Vichy France where the red factory in Lyon was not being converted to a damaged factory controlled by the Axis.  Now the Axis is able to use the red factory - although the Axis has to repair it if playing with the optional rule for Factory Construction and Destruction.

72. 	Fixed a problem with conquering a new home country for a minor country/major power where the conquered country has another viable/aligned minor country that can become its new home country.  The rules are quite explicit that a country is only completely conquered when it has no aligned minor countries that can become its new home country.

73. 	Assigned Yugoslavian partisans, which had been French controlled, to control by the USSR when France is completely conquered.		

US Entry	
74. 	Added a check to avoid a non-fatal error when the program tries to display the US Entry Pool form to draw a marker for US Entry and the form is already showing.

Production Planning
75. 	Fixed a problem in Production Planning when there is no path for a build point to be sent to fulfill a trade agreement.  This change drastically reduces the search time in some cases.

76. 	Made another small change to reduce the search time for sending build points as part of a trade agreement.  This mainly helps when no path exists.    

77. 	Enabled changing the source of a traded Build Point during the Final Produciton Planning phase.  This is needed because if a game is restored after the Preliminary Production Planning phase, the program creates new Build Points during the Game Restore process and loses all the information associated with the previous traded build points.  In particular, the source city for a traded build point is lost and becomes the sending major power’s capital.

78. 	Added a new section of code expressly for sending NEI oil resources to Japan (and the Commonwealth).  Those trade agreements are now processed in a manner similar to the processing of the US to Japan trade agreement.  That is, it is performed before and separate from assigning resources to fulfill other trade agreements.		

79. 	Added a line of code to prevent the Canadian oil resource in Estevan from ever being used to fulfill a Commonwealth to China trade agreement for an oil point.
						
Game Save/Restore
80. 	Fixed a problem in restoring saved games, created with version 04.02.00.16 (and later), where all trade agreements became mandatory.  When restoring a saved game, the program now checks for those that are marked as mandatory to see if they really should be mandatory.  If they are marked incorrectly, the program sets them as having a duration of One Turn.

81. 	Improved the text message when the program is unable to open the game record log file.  The message now identifies the cause as: “Most likely the program (MWIF) is already running”.

82. 	Fixed a problem with restoring damaged games where sometimes the correction to data was causing the program to go into an infinite loop.

83. 	Added checks when restoring a saved game so that the number of resources, oil points, and build points in a trade agreement cannot exceed 200.  This change, primarily, is to fix damaged games where the amount of non-oil/oil/build points in a trade agreement became set to -1, which for a byte variable appears as 255.	

84. 	Added code to the routine that restores saved games to repair NetPlay saved games that have missing unit data.  This problem occurs when building units (probably pilots or convoys).  The unit count recorded in the saved game file is higher than the number of data sets for the units.  With this correction, the unit count now matches the actual number of units with data sets.  

85. 	Added a few lines of code for restoring saved games to change the controlling major power of partisan units when their current one is completely conquered.  For example, if a partisan is controlled by France, and France has been completely conquered, then the controlling major power is changed to a different Allied major power,  This enables the partisan unit to be destroyed in land combat.
	
Cosmetic
86. 	Modified the position of the openiong splash screen so when playing with a larger monitor, the form is centered in the monitor (instead of being in the upper left hand corner)
	
87. 	Modified the terrain type displayed on the Main Form panel for lake and swamp hexes during snow and blizzard weather to be: Lake (Clear) and Swamp (Forest) respectively.  This is to provide some additional help to players that the terrain types Lake and Swamp have different characteristics during winter weather (i.e., snow and blizzard).  

88. 	Added code to remove informative massages from the screen before another message prompt is displayed.  This primarily is for NetPlay games where one player may be advancing the sequence of play while the other payer’s computer is waiting for an acknowledgment of an informative message.  After this change, the second player’s computer shows and then removes some messages without an acknowledgment by the second player.  Previously, the second player’s computer would sometimes accumulate several message prompts on the screen and not all of them could be cleared,.

89. 	Modified some code for removing informative messages from the screen when about to show a new informative message.  My last iteration to avoid requiring the player to respond to older messages did not close the form in the standard manner.  Now the old message on the form is cleared and the form closed normally.

90. 	Fixed a newly created problem with displaying the Simple Message form.  A recent change cleared forms that were presently displayed (e.g., no Allied targets in a naval combat).  The sequence in which forms were being cleared generated a Mad Except error at times in NetPlay games.

91. 	Improved the messages about no bombers receiving AA fire so that it states that explicitly.  Previously, the message simply said that there were no bombers.  Likewise, improved the message when there are no bombers bombing enemy units (e.g., after they have been aborted due to AA fire).

92. 	Removed some of the recent changes to automatically close informative messages, such as “No Allied naval targets”, “No anti-aircraft fire”, etc.  Because some of these routines incestuously referenced similar calls to display informative messages, the program was freezing at times when executing NetPlay games.  

93. 	Modified some code for clearing informative message prompts so the program no longer generates spurious Mad Except errors.

94. 	Improved the embedded message/notes for the Use Oil form.

95. 	Corrected the spelling of city based volunteers (in one place).

96. 	Adjusted the Summary panel in the Production Planning form so it is higher in the form and no longer overlaps the resources panel below it.
									
Other
97. 	Added the ability to view the Foreign Troop Commitment data between two major powers.  This information is available using the Relationship form (<Ctl> R).  At the bottom of the form there is a new button: Display FTC.  After selection a cell within the form’s large matrix, with both the column and the row of the cell being major powers, clicking on the Display FTC displays a simple message reporting the number of HQ reorganization points in the country and the number of non-HQ units.  As part of this change, the Help Content.txt file has been updated to include how to use the FTC Display button.

98. 	Added code to display an illegal filename when it contains more than one period.  Previously, the message simply stated what the problem was without identifying the bad file name.

99. 	Added a check to avoid a non-fatal error when using the Flyouts form.

AI Opponent
100. 	Added AI Opponent to the Modes of Play section of the Start form - for beta tester debug testing purposes only.

101. 	Restored the form Test LAIO Scripts to the Debug drop down menu list.  

102. 	Added a new folder for each of the scenarios to hold (future) AIO Scripts.

103. 	Created the AIO scrap list and AIO saved setup for the USSR in Barbarossa.

104. 	Finished coding the AIO so it uses predefined Scrap lists and Saved Setup lists.	

105. 	For the AI Opponent, added a set of variables for how many of each air unit type is available during setup.  This change required adding this information to the saved game files (GAM).  The program can still restore older saved games, as before.  The AIO uses this new data when selecting which air units go into the Reserve Pool (when playing with the optional rule Pilots) or how many air units are returned to the Force Pool (when not playing with Pilots).

106. 	Coded the AIO to select the best of the air units when the number available is greater than the number that can be placed on the map.

107. 	Made numerous changes to parsing AIO scripts.  The program now correctly identifies logical lines within the script and echoes them back when Test LAIO Scripts is used.  It can be found at the bottom of the Debug drop down menu on the main form.

108. 	Made some corrections to the AIO parser code so it understands a few more lines of the test LAIO script for setting up Barbarossa.

109. 	For the AIO playing the USSR in Barbarossa, added code to always place the USSR submarines in Leningrad and the naval transport in Sevastopol.

110. 	Added code for the Debug drop down menu for units during Setup.  It now shows both the Setup Group Index and the Combat Value for the unit.  The latter is only used by AIO.

Debug
111. 	Modified the code for moving units so the Place/Move Units Debug form can be used during all DOW subphases									

NetPlay  

Declarations of War
112. 	Changed the major power which advances the sequence of play to the phasing side for some of the DOW subphases.  This prevents the sequence of play advancing before a player can place the units of an attacked minor country on the map.  The problem of advancing the sequence of play too soon only occurred if the US was at war with all the Axis major powers and the Axis declared war on a minor country.    

113. 	Fixed a problem with the USSR claiming the Finnish Borderlands causing the program to halt if the claim was denied and the USSR was therefore required to declare war on Finland.
		
Air Operations
114. 	Fixed a problem with anti-aircraft fire over land hexes.	

Land Operations
115. 	Corrected the processing of the use of Snow Units during land combat resolution, especially when the 2D10 Land Combat Table is being used.  These changes cause the non-deciding player to wait until the deciding player (first the defender and then the attacker) decides to gain the benefit of snow units, which require a snow unit to take the first loss.  It primarily prevents the non-deciding player’s computer from advancing the sequence of play to deciding about Assault or Blitz prematurely.

116. 	Made some changes to avoid a rarely occurring non-fatal error at the end of resolving the last land combat when playing via NetPlay.

Naval Operations
117. 	Added a check when one naval unit takes both a Destroyed and Damaged result and the Destroyed result destroys the unit, so the program no longer tries to apply the additional damage result.

118. 	Fixed a couple of problems with executing a series of naval interceptions.

Reorganization
119. 	Rewrote some of the code for reorganization so using Air Reorganization followed by HQ Reorganization on a single unit works correctly even when different major powers are supplying the reorganization points.

Search and Seizure
120. 	Modified Search and Seizure so it doesn’t skip the phase when playing using NetPlay.
										
Peace
121. 	Added code so when China is conquered, it is marked as completely conquered on both computers.

Cosmetic
122. 	Added some code to remove informative messages when the Surprise form is displayed and also when the Abort/Stay from a naval combat form is displayed.  This is primarily for NetPlay games where the lingering forms get in the way of understanding what is happening on the screen.

		






			
