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This game has lot of potential and some really professional devs that are cranking out bug fixes and content improvements at an
alarming rate. If they keep this up it won't be 'early access' for long. The game itself is an well done mash up of RPG, Strategy
Survival, Crafting, and a City Builder games. It works together very well and once it is all smoothed out and the gaps filled in, it
will be a great game in my opinion. Keep it up Devs.. I have had a lot of fun with the game since I started playing. The game is
still in early access, with constant updates from the Dev. Playing lots of early access games I can say it is impressive the amount
of updates given.. Game is still alpha and has some issues, but the developer is committed and very responsive. Haven't spend a
lot of time in game yet, but from what I've played it seems fun.. This game has lot of potential and some really professional devs
that are cranking out bug fixes and content improvements at an alarming rate. If they keep this up it won't be 'early access' for
long. The game itself is an well done mash up of RPG, Strategy Survival, Crafting, and a City Builder games. It works together
very well and once it is all smoothed out and the gaps filled in, it will be a great game in my opinion. Keep it up Devs.. Game is
still alpha and has some issues, but the developer is committed and very responsive. Haven't spend a lot of time in game yet, but
from what I've played it seems fun.. Game is still alpha and has some issues, but the developer is committed and very
responsive. Haven't spend a lot of time in game yet, but from what I've played it seems fun.. I have had a lot of fun with the
game since I started playing. The game is still in early access, with constant updates from the Dev. Playing lots of early access
games I can say it is impressive the amount of updates given.

Alpha 13.8 - New Trees, Falling Leaves, and Settings : Tonight's build includes the new tree settings with more options, an
override to use the old trees if you prefer them, and the falling leaves system. The new cherry blossoms and new weeping
willows are also in this build! If you want to use the new trees, be sure to go into the settings and uncheck the "Override to use
old trees" check-box. Even if you've changed the settings to use the new trees, you'll still need to do this. This is the default for
now as all of the videos and screenshots for HammerHelm use the old trees and I'm still testing the new trees. Once everything is
updated, the new trees will become the default.. In Development - Paintings (New Early Access Rewards) : Working on one of
the Story Quests that involves helping a Dwarf create some paintings for their home gave me the idea to add paintings that you
can hang in your house! The paintings are themed on HammerHelm's development over time, starting with it's 2D beginnings all
the way up to upcoming new trees, water, and the new logo. (click to see full size image) The paintings have a nice watercolor
look to them when you see them in game. I also thought it would be cool to have the first bunch, the ones based on
HammerHelm's pre-full release, be rewards for Early Access. So the first five will be Early Access only! And here's what they
will look like hanging in your home.. Alpha 11.2 - Mining Quest Updates : Got some good feedback that the difference between
the mines quest that grants you the next level of ore and the one that was just about monsters attacking in the mines was
confusing. So I changed the way it works! The quest that grants the next level of Ore is still called "New Ore Discovery" and
overall remains unchanged. I did update the quest manager to make sure this quest gets picked in a reasonable amount of time
once it's available. In the old system it was possible to get really unlucky and not get to upgrade to the next ore for a long time
leaving you unable to craft the next set of armor and weapons. The bigger change is to the quest that used to be called "New
Mine Level". It's now called "Enemy in the Mines" and its been updated to be more clear that this quest is for existing levels, not
for a new level with new ore. When this quest is active, your miners will also be a little bit less efficient, reducing the amount of
ore they deliver to the storehouse.. Alpha 13.6 - Optimizations, NPCs, and New Tree Tests : Tonight's build includes some
updates to the optimizations and a preview of the new trees! In the title screen settings you can choose from three different tree
options using the slider. The first option is the current trees. The second option is one of the new trees, set to static, meaning it
doesn't animate with the wind. And the final is the same tree, but animating. The non-animating tree setting will eventually be
the default for the best performance. I'll be adding more options as I set up the new trees, eventually creating one that has all of
the new trees, with different leaf colors, and animating as the top quality option. The new trees should work the same as the old
trees. However, you will notice some popping in and out of other things in the game since these don't hide what is in front of
you as much as the old trees did. I'll be updating the map to account for that too. One last note is that these aren't optimized. So
even the low tree setting will get even better! Edit: I should also mention that right now the tree option choice doesn't save. So
you'll have to select it each time you load HammerHelm. When this is fully in it will save of course. Adding the new trees is my
focus for this week. This build also includes: Updated the optimizations to no longer hide townspeople. The system was a bit too
aggressive and would hide them even when you should see them. I'll be working to add this back in once I figure out the issue.
Fixed an issue that sometimes caused the shadow of something that is behind you to disappear while you could still see the
shadow. So the shadows would pop in and out as you moved. This should no longer happen. Also updated your weapons to
ignore the optimization system as they should *always* be in view. Made a change to the NPC pathfinding code to resolve an
issue where an NPC could walk away from you during a conversation, leaving you stuck in place. Removed a large collider from
the tall, thin, green trees. This was way too big and was causing NPCs to get stuck while pathfinding and cause you to get
blocked by what felt like an invisible wall when walking near the tree. Fixed a few quests that were not saving correctly if you
were on part 2 or part 3 of the quest.. Alpha 11.3 - Herbalist Tending : Quick update today as some of the larger things I am
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working on aren't ready yet. In this build Herbalists will now tend their herbs similar to farmers with their crops. This is actually
part of a larger system that will eventually have shopkeepers move around a bit more, such as the Metalsmith walking into her
shop, then after a while, going back outside and using the anvil, etc. Shopkeepers will always stick close to their shops unless
they are delivering something such as the Carpenter placing some furniture or getting resources. The second big thing is the
teleport system. I have the actual teleport platform in the building list and placeable now as well as the craftable teleport stones.
They're turned off in this update since the teleport system isn't active yet. I'm probably going to allow teleport stones to be
placed in the hotbar for easy use. And last, I'm also working on some better quest branching systems. Right now there are a
couple of quests that can branch, but they are special cases rather than part of a larger system. Such as where the bandits are in
the Strange Activity Quest. They can be out in the wild, at the ruins, or if you have a sewer, sometimes they are hiding out there.
But it's still the same quest - kill the bandits. The new system expands on this so quests can branch in more meaningful ways. I
talked about this in a previous update, but the idea is a quest to find out why the Sewers are broken could lead to fighting
monsters in the sewers or the pipes are broken and you have to fix them. That way it's not always the same challenge. Plus i like
the idea of some quests involving crafting. This update also includes some optimizations to the NPC code that I made while
working on the shopkeeper stuff. And since this is a small update, a quick preview of the new Copper Armor! Making some
minor tweaks, but overall I'm super happy with how they came out.. Behind the Scenes - Falling Leaves : I'm wrapping up the
first phase of adding the new trees with the addition of the falling leaves. If you're interested in some behind the scenes stuff, I
created a video showing how the leaves are created. The system is optimized to only use a few falling leaves generators, moving
them around and coloring them to match the tree they are falling from as you move around in the game world. I think It's a neat
little system so I figured I'd share. :) This will be in the next build. I'm still adjusting the leaf canopy colors and once that's done,
the falling leaf colors will be updated to better match the trees. I have some more stuff I want to add with the trees but the basic
implementation is done. Hoping to have the remaining trees (weeping willow, cherry blossom, and pine trees) in the game in a
few days. Once that's done, I'll work on the better looking tree falling system. I also need to audit all of the trees on the map to
make sure they aren't floating or too close to another tree. My plan is to do that last once I'm happy with the rest of the parts of
the trees.. In Progress - New Trees on Map : Some good news.all of the new trees and other flora are done and I've started the
process of updating the map with the new stuff! These shots show the new cherry blossom trees at the ruins and the new
weeping willows and Willow Grove. Like the other new trees, these also move about with the wind. I'm also updating how the
trees are loaded into the game, so there can be settings to use the old trees (for those that prefer them) in addition to reduced
tree variety for those with lower specs while still maintaining good visuals. The weeping willows branches moving in the wind
makes Willow Grove look even more magical. When I get a chance I'll make an animated gif. I'm hoping to have everything
changed out with settings support over the weekend. Changing out the trees and rocks is pretty straightforward, but adding the
bushes, plants, and the new flowers will take the most time. There are also new pine trees. I'm probably going to section off an
area of the map and make it a pine forest as a new POI and then scatter them just a bit around the rest of the map. I'll take a
shot when that's all set up too.. Alpha 12.5 - More Bug Fixes! : Spent some more time fixing bugs this evening. Tonight's build
includes a bunch of Orc Quest fixes as well as some others. The Skeletons during the Orc quest will no longer spawn in places
where they cannot be found. Orcs will always have a greeting of some kind rather than having a blank conversation box. While
on Orc Island, you can no longer press the Build Mode tabs to see Dwarf buildings in the build list. Likewise, Orc buildings will
no longer appear in town build list after returning from Orc Island Orc health and stamina bars no longer cover up hit point and
stamina numbers. Orc Archers no longer have a crafting option since they don't craft anything. You can now use Fitted,
Masterwork, and Poor quality items to craft the armor sets Using the town resource menu to transfer stone from the town to
yourself will no longer give you two stone for every one in the town. ( bad bug!!! ) Fixed a bug that caused the Build Mode
information panel to fail to display all of the text. Updated me email in the welcome message to use jonhammerhelm.com edit:
added these two fixes in Alpha 12.5.1 Placing an item over a gem in a storage chest will no longer result in the gem being
deleted. You can no longer collect the glowberries from the Herbalist's garden. There are also a couple of bugs that I am aware
of, but haven't been able to reproduce myself yet. Sometimes attacking a monster will always result in a miss when it should
have hit. Workers sometimes get stuck in a loop, running around in a circle. Both of these can be fixed by restarting the game,
but if either does happen, please send me your save and your outpitlog file before restarting the game. These two have eluded
me so far and I really want to knock them out. You can find info on how to send me the files here: Again, and I can't say this
enough, I really appreciate the bug reports. I've been playing this game for so long I often miss things because when I play, I
play it the way I expect it to be played. But that's an illusion that never holds up once people get their hands on it. It's always
fascinating to me read a bug report and think "Why would you do that!?" - and then figure it out and fix it. :) Focusing on bugs
has also been really helpful for me to gauge HammerHelm's overall polish. As I fix bugs I also make note of things that aren't
necessarily broken, but could be improved or made more fun. That's where the idea for new building animation I showed the
other day came from. Meanwhile the artists continue to work on the new weapons and armor. The Copper Armor and Copper
Weapons are ready for review so I'll probably show them tomorrow if they look good once in the game. The Jade Armor and
Weapons need some rework as getting the Jade looking good has been tricky. He's also made some progress on the Zombie too,
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so hoping to show his work-in-progress soon. Lots going on! Also, that something special I mentioned in the roadmap update is
also ready for review. Can't wait to check it out. Again, it's not a huge thing, but it's special to me, and I hope you all like it.
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