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130.1) Fixing mod bugs.

►a) Fixed a bug that led to the incorrect location of the inventory chest, merchant and blacksmith after reading the game from the game record window. This error was identified by LeonserGT, for which he is very grateful.
►b) Small corrections in the interface display (shifting of some elements of drawing frames). These are probably not bugs, but rather nice adjustments for the eye.
130.2) Bug fixes.

►a) "GFXSTARTUP / GFXLOADING" bug was the fact that the possibility of multiple selection of start and boot images provided by the developers did not work because of an unfortunate error in the code. The essence of multiple choice — if you write in the configuration file several parameters GFXSTARTUP (for start image) and GFXLOADING (for boot image) with different names of pictures, they would be chosen randomly every time you start the game or read the save file

►b) "UiTGA" bug was that the texture boundaries of some pictures were set incorrectly, which led (at best) to the appearance of artifacts (pieces of adjacent pictures). At worst, the picture was distorted.

►c) "Level reduction" bug consisted in the fact that at high levels of the hero after reading the saved game significantly reduced the level of enemies.

►d) "sec2562" bug was that after starting a new game (by any hero) sector 2562 (which is in the center of Shires-Pen) was marked as visited. That you can see on the world map (red diamond of dots). This bug was present in earlier versions of the game. So, for example, in version 1.5.2.5 such a visited sector can be seen east of Florentina…
130.3) Refinement of the mod.

►a) At the request of our Chinese friends (fans of the game) we added an extended overview map (the same as in the NL mod). It is called with the hotkey Ctrl+V. In the configuration file is a parameter PHD_OVERMAPEX to enable (value 1) and disable (value 0) the possibility of calling the extended map.

►b) The new game mode Hardcore is available in campaigns (Ancaria and Underworld), as well as in online game (all modes).

The mode can be turned on/off at the stage of selecting (importing) a character. This can be done by a button in the form of a skull.

In the game, the indicator of Hardcore mode is a skull (to the left of the elixir panel). Has three main colors — green, yellow and red. The colors smoothly change into each other as the hero's health decreases. You can still see information about Hardcore mode on the overview map (by Tab)

►c) All difficulty levels (from "Bronze" to "Niobium") are now initially available at the beginning of the new game.

►d) Added parameter PHD_FPS_LIMIT, which is responsible for enabling / disabling the FPS limit.

The value 0 removes all restrictions on the game FPS. This is the default value.

Setting it to 1 limits the FPS to 60. In addition, it is possible to apply the standard WAITRETRACE parameter (synchronization with intervals between frames).
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120.1) New configuration file parameters.

a) From now on in the configuration file all the parameters introduced by the mod are prefixed with "PHD_".

b) Added new parameters PHD_RES_SCX and PHD_RES_SCY (replacing the old parameters WINDOW_WIDTH and WINDOW_HEIGHT) — width and height of the game screen. By default, it is 1366 and 768, respectively. The old WINDOW_xxx parameters are also supported.
120.2) Fixing bugs of the game significant (and not).

a) bug "WorldView2.uvCoords" consisted in disjointed tiles, which was especially noticeable on snow and sand (since version 1.10, but not described).

b) "LittleLine" bug consisted of drawing an artifact in the form of a small stripe to the left of the ability icon circles.

c) "F9/F8" bug — gave the ability to pass the quest several times through a quick save (F9) and the subsequent multiple fast loading (F8), each time receiving a reward for the quest, due to the accumulation of dialog windows.

d) bug "Language vs FPS" — consisted in a strong subsidence of FPS for the Russian and Polish languages (since version 1.10, but not described). 

e) "Partner replicas" bug — consisted in the fact that the replicas of nine possible companions of the main campaign hero (when clicking on them with the mouse) depended on the language of the text. For example, Wilbur's lines were not heard when Russian, Japanese or Chinese were selected. And Itaria's novice remarks could only be heard when German was on.

f) "30px" bug — consisted of the fact that immediately after loading (or starting) the game the hero's feet were in the center of the screen, and after opening/closing the inventory were shifted down by 60px (on average) and remained so all the next time (since version 1.10, but not described).

g) "CreditsBack button sound" bug — consisted in the fact that the "Cancel" button of the "Creators" screen made a click sound, being invisible. This was observed in the "Main Menu" and "Advanced" screens.

h) the "Abandoned Mansion" bug was that in the Abandoned Mansion (where the vampireess appears) on the first floor to the left of the bookstand (where there is a box by the wall) you could go outside through the wall.

i) the bug "Equipment Boots" was that due to an error in the code on the heroes did not show their shoes (in the window for selecting a new hero).

j) "Riddle in Desert" bug — occurred after completing the quest "Riddles of the Desert" (or more precisely, after breaking the "right" vase). It consisted in the fact that in the notebook ceased to be added to the quest items (tab Hero | Quest Items) and, even worse, some quests could not be completed.
120.3) Source code for the mod. 
As of version 1.10, the source code of the mod has not been updated. There are several reasons for this…
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110.1) Ability to rename pureHD.exe.

It is now possible to rename pureHD.exe without any consequences.

This is important when running the mod on Steam (there the name must be sacred.exe).

The error (if you can call it that) lay in the very basis of the mod, namely in loading the exe-file into memory for further modification.

The name "pureHD.exe" was hardwired into the code. Now the name is read dynamically.
110.2) Printing the pureHD version.

The bottom left corner of the Main Menu now prints the pureHD version.

This is another example of how the text output functions are applied.
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100.1) Basic concept.
pureHD is a minimalistic version of HD mod. Allows you to choose any resolution (up to 1920 × 1080). It has several new console commands. The peculiarity is the open source code. The mod is intended for programmers who create mods. Uses the Sacred API and Ecx Library.
100.2) New configuration file settings.
In the Settings.cfg configuration file, the new parameters WINDOW_WIDTH and WINDOW_HEIGHT are the width and height of the game screen. By default, it is 1366 and 768, respectively.
100.3) New console commands.
You can use the following new commands in the console:

pure — displays the version of pureHD;

goto X Y — moves on tile coordinates;

time H M S — setting the game time;

k N1 — test command (does nothing, example for developers).
100.4) Log file.

After starting pureHD creates a log file pHD.log with diagnostic information.

