Improvements to Rayna


Late June 1999





	Since I first began programming Rayna, it has seen many improvements.  Some involved over an hour of debugging (options), and some were a simple addition or modification (GetRayna, tougher bosses).  The improvements are approximately in chronological order.


A more secure code system


Multiple save slots


Code breaker  (now Master-only!)


An even more secure code system, involving a change to the encryption formula (the old formula generated the same code for different keys too often.)


Help for sending Rayna  (now Master-only!)


Tells which slots are in use


More money per battle


A Master, who gets more control over everything


Made some features with the ability to totally mess up Rayna Master-only (most notably, Purge Memory in the Help)


Options  (Master-only!)


Send saves to your friends  (Master-only!)


A GetRayna program to get Rayna and its 37 subroutines


Magic


Experience points


Spells cost less


Warning in Help about needing lots of free memory


Sleep feature


Balanced maximum spell number


Weapon and armor shops tell you how many Gaea coins you have


Info for gems


Tougher bosses.  They're no longer a joke.


Experience points gained by defeating bosses


Even tougher bosses.  It now takes real effort to defeat one.


Sleep feature that quits


Sleeping games can be forced awake by Master


Item shop tells how many Gaea coins you have


Help for sending saves


An entire town of secrets


Asks if you want to save before going to Umaro if you haven't defeated the Inferno Demon.  Will save in Raumi so you don't get stuck at Umaro.


Inn tells how many Gaea coins you have


If the Master tries to load a game when there isn't one, Rayna will ask to start a new game


Changed label and variable names to cut Rayna's size down by about 7,000 bytes.


Your potions and thunderbolts tell how much life was gained or damage was dealt


Still tougher bosses.  You may actually need to use Potions.


Copy and Search


Smarter save sender


Better character generation


Boss power boosted even more so they might actually kill you (Originally, I'd been trying to stay away from making the bosses too powerful..... and I succeeded)


Used the GraphLink software to protect the programs so nobody could accidentally mess up Rayna, making it unusable





Rayna 1.01


24 July 1999


Fixed a syntax error that caused the game to crash when it was started.


