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1. Introduction

After a LONG time of working on it, Hellforge's first stage was completed and ready to be downloaded. This mod is certainly NOT a multiplayer mod, so if you play single player (the game must be hacked to do so) a lot of things may be morphed or even cause a crash!

2. Features

Ofcourse there are new features in the game, and since it is a singleplayer game, every player will pay attention to everything in the game! (at least I do…) Changing a few monsters and bosses isn’t all that it takes to make a good mod. This current version even has 5 or 6 original quests! Some without sound, some with sound. You will come across a Soulstone, arcoss Leoric’s Sepulchre where you’ll find the king crucified!

I made some very cool monsters (let some Battering Drakes attack you -> FUN, FUN, FUN!). Most of the monsters have been replaced, and some of the Hellfire monsters have been implanted in the original Diablo levels.

Spells have also been changed, but I am not going to tell everything.

And yes, I have decided not to make it possible to enter any Hellfire level anymore in my mod! I have removed Lester the Farmer, so you can’t get the bomb to blow the Hive! I found the Hellfire levels and monsters unfitting in the Diablo plot (what are Venomtails anyway, stupid things!) Levels such as Hive or Nest aren’t just gothic levels. They are kinda like a space adventure and the player is some sort of astronaut who ventures into the slimy world of Hellfire… The Crypt levels are, however, gothic enough for me, so I’ll try to make it possible to enter it. I am working on it, so in the next version, you WILL be able to make your entrance to the Crypt.

3. FAQ

Q: I noticed that there are new quests in the game. Is there any consistency between them?

A: Technically, yes. They appear in correct order in the mod, as this mod plays a little storyline through the original storyline. 

Q: Why didn’t you modify the characters?

A: I found it not neccesary to rename, modify or just alter them. They are good as they are.

Q: Is this game playable with the Monk?

A: Yes, it is possible, but not recommended. As I use unused sounds from the CD in my mod, the warrior, rogue and sorcerer will say ‘new’ things. But, as these sounds are labeled by Blizzard “UNUSED”, Sierra had no reason to record them for the Monk, which makes me impossible to use the sounds for the Monk. However, the Monk is stupid, anyway!

Q: Will there be drastic changes in the next version?

A: Not really. The Crypt levels will be named “The Burial Chambers”, and the two quests “Cornerstone of the World”  and “Na-Krul” will be named “The Trapped Soulstone”  and “Baal”. Furthermore, the monsters will be enhanced more, and some small changes. Not much, but enough for a quick download!

4. Thanks to
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And all the others who helped me (even though they don’t know…)

5. Beta Testing

This mod will be an ongoing development, so beta testers are required. If you want to sign up for a  single time beta testing or to be a definite beta tester (to test ever release), please mail to: t_the_king@hotmail.com, and call the subject of your mail “Beta Testing HF”. Thank you! 

