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[header]0.11.07 - Nibble & Nap 
  

  

** Hot Topics ** 

  

* - Nibble & Nap 

 Your Vikings' needs got a thorough overhaul (sleeping & 

eating). Each Viking now has a meter ranging from 0 to 

25 indicating the need for food and sleep. 

 A 0 on the sleep-meter  means the Viking is well rested 

while 25 means extreme sleep deprivation. 

 A food-meter at 0 means the Viking is well fed while 25 

means your Viking is starving. 

 

Until now, different actions used up energy (like running, 

carrying stuff, letting time pass etc...). This is a thing of the past, 

now energy consumption is tied to specific actions or daytimes: 

 

 SLEEP INCREASE: Each evening, the need for sleep rises 

4 points. Vikings will also become increasingly tired when 

they work or carry goods. 

 

 REGENERATION: If the sleep-meter reaches 15 or more 

points, the Viking needs and probably wants to sleep. 

Vikings assigned to a dwelling will go there to rest. 

Without shelter, Vikings will just go to an adequate spot 

and rest there. While resting in the open, sleep will 

regenerate at a rate of measly 2 points per 5 seconds. 

Resting in a dwelling will decrease the need for sleep by 

impressive 5 points per 5 seconds. As you can see, having 

your Vikings sheltered is pretty efficient! 

 As soon as your Vikings are well-rested, they'll get back 

to work. 

 

 FOOD CONSUMTPION: Every Morning hunger increases 

by 1 point. Every act of working also increases hunger. 

Light chores, like storing goods will increase hunger by 1. 

Hard work, like mining increases hunger by 4 points. 

 

 FOOD REGENERATION: If hunger gets higher than 15 

points, your Vikings will get hungry. They'll start 

searching for food near their current position.  

 

 Different food now offers different nourishment 

(up to now, each meal did the same for a hungry 

Viking): 

 Mushrooms will reduce hunger by 3 per 

mushroom 

 Berries will reduce Hunger by 4 

 Fish reduces hunger by 5 

 Meat reduces hunger by 6 

 Bread reduces hunger by 8 



 

 Sandwiches reduce hunger by 10   

 

 

New Game Mode: "Open Game" 

When starting a new game, you can now choose between 

"Normal Mode" and "Open Game" mode. 

 "NORMAL MODE" is the mode you're already used to: 

it starts easy and levels will only contain game 

elements you've already unlocked, including 

buildings. Through your actions while playing, new 

game elements and achievements will be unlocked. In 

this mode, and only in this mode, your Vikings will 

accumulate Honor! 

 

 "OPEN GAME"  instantly offers all game elements right 

from the start: the mountain is more diverse, the 

enemies significantly more dangerous and  you can 

construct all available buildings right away. However, 

you can't unlock further game elements and your 

Vikings won't accumulate Honor in this game mode. 

  

Halloween 

The spirits of Halloween have risen in Valhalla Hills :)  

  

Graveyards 

There will be the occasional graveyard guarded by skeleton-

warriors in the mountains. 

 

Progress 

We sped up progress in regards of unlockable content. You can 

now play larger maps faster. Also, farmers and bakers are now 

earlier accessible. 

  

** Vikings ** 

  

 The hunter will now go for the nearest animal, no matter 

if rabbit or wolf. 

 

 

 The lumberjack will now  collect logs first, before cutting 

down more trees. 

 

 Ice Vikings and beasts now have a truce of some sort and 

won't attack each other anymore. 

 

 Your Vikings now don't have to be so close to a portal 

anymore if they want to open it. 

 

 

 The geologist can now find stones beneath the earth. A 

miner can mine for those. 

 

 Soldiers won't get bored anymore, they're now always on 

guard. 

 



 

 Military camps can no be built in steep places. Now your 

fighters can reach areas that were inaccessible before. 

 

 Fighters will now react immediately if their camp is 

relocated. 

 

** UI ** 

  

 You can now keep a closer look on your Vikings with an 

own observation-window. 

 Please note: This feature uses up quite a bit of processing 

power. If your machine slows down noticeably you should 

probably turn this feature off. 

 

 Geologist signs are now clickable. If you click one, you 

will see what resource your geologist found. 

 

 The number of Vikings will now be constantly displayed. 

 

 Tooltips will now show nutrition facts. 

 

** OPTIONS **  

  

 You can now choose in the options, if the scroll wheel 

should scroll to where the cursor is, or if you want to scroll 

to the screen center. 

  

** GRAPHICS ** 

  

 Depth of Field will improve the overall look of the game 

(activate/deactivate this in the Graphics Options, starts 

from 'middle' settings and is visible when you zoom in) 

 

 Vikings will now spill (fake)blood. This option can be 

de/activated in the Graphics Options 

 

 The Viking model went through some slight adjustments.  

 

 Our Vikings worked out. It's still not enough for a solid 

sixpack, but we're getting there ;o) As a side-effect they 

now look a bit more fierce. But who wouldn't on a diet like 

that? 

 

 There is a new Russian font. 

  

  

** Odds & Ends ** 

  

 Fix: Zoom speed for zooming in/out (Mouse wheel) has 

been normalized. 

 

 Camera controls now adapt better to terrain. 

 

 Relocateable buildings can now be repositioned by a 

simple right click after selecting them. 

 



 

 

 A troops supply can now hold 10 units of beer  & 10 gold 

 

 Sacrifices on an altar will now grant all Vikings honor. 

 

 It's getting cold outside. Perishables will decay at a slower 

rate. 

 

 

[header]0.11.01 – Some Vikings like it rough! 
  

We added a ‘True Viking‘ difficulty setting. This mode features 

tougher enemies, but if you prove worthy, you will be rewarded 

with even more honor.  

 

Cosmopolitan: Added Russian translation to Valhalla Hills. 

 

  

** Hot Topics ** 

 

Please help us: in order to keep improving Valhalla Hills, we want 

to better understand and analyze player behavior. For this, we’d 

like to gather and process anonymous (!)  data regarding player 

behavior. 

 

IMPORTANT FACT: we WON’T collect ANY data if you do not 

ABSOLUTELY agree. You will be ASKED in the game, if you want 

to agree to this.  

 

If you say ‘No’, that’s already it. You can just keep playing the 

game, no data gathered, no strings attached! We promise. 

If you agree, the game will collect data in certain game situations 

and will send those to our server, again, absolutely 

ANNONYMOUSLY. 

 

WE WON’T GATHER ANY DATA THAT’S NOT RELEVANT FOR THE 

GAME OR THE EXPERIENCE OF PLAYING THE GAME! 

 

No IPs, no user names, passwords, hardware specifics, your 

installed programs or anything like that! We don’t want to know 

that stuff and it’s definitely none of our business. 

 

We also take the greatest possible effort to protect your data. 

We won’t pass it to anyone else and we won’t publish the data in 

any way. We will delete all data after we’re finished evaluating. 

So, this being said: it would be great if you could agree to this 

and help us improving the game. If you don’t want to, that’s okay 

too! 

 

 Carriers: you can now assign carriers to storages and 

production buildings. Carriers help workers getting the 

resources they need to get their job done. This way, 

workers can focus on their tasks with fewer interruptions. 

 

 Retry: You can now replay your recently played map.  

 



 

 They are a girl's best friend: diamonds! You can find 

them as random drops in mines or loot them from fallen 

enemies. Right now, diamonds are sometimes a 

requirement for sacrifices. We will, however, implement 

more uses for these valuable gems in the upcoming 

versions. 

 

 Bows: the armory now crafts high quality bows which are 

superior to your warriors standard bows. That’s kinda his 

job… 

 

 Stones: We threw more stones into the world. Your 

masons should be happy now. 

 

 I agree to the terms of this sacrifice: sacrifices are no 

longer executed automatically as soon as all resources are 

present, but have to be completed manually. 

 

 Oldie but Goldie: owners of older systems will be 

pleased to hear that there’s a 32-bit version now. This 

means, Valhalla Hills is now also playable on 32-bit 

Windows systems. 

 

  

** Vikings ** 

  

 We had some heart-to-heart with the geologist: he’ll now 

work more thoroughly and in a greater radius. He’ll also 

stop working in contemplate silence, but instead will 

notify you, when he finds something. And his signs will be 

around for a longer time. And last but not least, all 

geologist-signs got a new paintjob for convenience and 

better field-recognition. 

 

 We dragged the Vikings into the recording booth! They 

are now significantly more eloquent. And as a little 

something extra, you can watch a video of the live session 

right here: 

https://www.youtube.com/watch?v=rXeuwfVIlZQ 

 

 You can now mourn your Vikings: if a Viking dies (yet 

again), we will now place a little headstone in their 

memory. 

 

 Vikings without work will now gather around campfires 

and the starting portal. 

 

 You can now select Vikings by clicking their names or their 

health-bar. 

 

 Balancing: Vikings now have a smaller cooldown if they 

need to try to find food after a failed attempt. 

 

 Balancing: Vikings who camp in the open recover more 

slowly than in a cozy dwelling. Less need for sleep means 

more time to work… 



 

 

 Fix: the workers of a storage will now get goods from a 

production building right away (up until now, they only 

did that once the production building had reached 

maximum capacity) 

 

 Fix: the courier will now stop to eagerly deliver goods to 

deactivated buildings and construction sites. 

 

 Fix: every Viking will now let you know if they’re hungry. 

These messages won’t be combined anymore. 

 

  

** MILITARY ** 

  

 After a good drink, the health of a fighter will be fully 

replenished. However, this special brew is something only 

warriors can stomach. For them, it’s like basic food. 

 

 Military and army camps now have specific tooltips for 

their assigned Vikings indicating their health and damage 

information. 

 

 Cows and boars will now fight back if they’re attacked. 

They will also call for help and may alarm other beasts of 

their kind. 

 

 Balancing: Fighters will now be capped at 20 upgrades 

through beer or gold. 

 

 Balancing: enemies will drop more beer and gold. 

 

 Fix: Warriors will now only search for food within the 

radius of their camp. 

 

 Fix: Even at higher game speed, you can now assign or 

decommission warriors at their respective camp.  

 

 Fix: Warriors will now use the whole area of a camp. Until 

now, they were curiously afraid to use the last outer tile. 

Maybe they were afraid to fall off the edge of the world? 

We’ll never know… 

 

  

** UI ** 

  

 The loading screen now has a ‘Tip of the Day!’ feature.   

 

 Tooltips in the building menu now show how many 

buildings of each specific kind already have been build 

and also how many are currently under construction. 

 

 If you select a road, it will be highlighted. 

 

 Courier posts now also show what goods the assigned 

courier needs right now.  



 

 

 The ‘New Map’-screen had some minor rework.  

 

 The display of damage and health information in your 

warriors‘ info-sheets has been optimized. 

 

 The resource slots in the small storage are no longer 

combined. All slots are now displayed. 5 units per 

resource and one slot for each resource. 

 

 Messages regarding a Viking will now be color-coded for 

your convenience. 

 

 Path-building mode can now be deactivated by pressing 

‘R’.  

 

 Fix: Shortcuts, like 'Y', 'X', 'C', '.', 'B' will no longer be 

blocked by relocating or constructing buildings. 

 

 Fix: The radius of dwellings, courier posts and military 

camps will now be displayed correctly. 

 

 Fix: In your resource overview, resources that are not 

even used yet will no longer be displayed. 

 

 Fix:  Resources stored in a production building for 

production (like flour in a bakery) will now count towards 

relevant statistics. 

 

  

** OPTIONS **  

  

 You can now adjust mouse and keyboard sensitivity. 

 

 You can now adjust UI scaling. 

 

 Fix: Languages can now be changed while playing the 

game. 

  

  

** SOUND ** 

  

 There are new themes that will vary, depending on the 

current mountain type.  

 

 There’s also a new theme fort he credits. Keep your eyes, 

and especially ears, open, you won’t regret it! 

 

 All sounds are now correctly allocated on Stereo and 

Multichannel-systems. 

 

 

** GRAPHICS ** 

  

 The ice wolf is now fully grown and bigger than an 

ordinary wolf, just like the descriptions says. 



 

 

 Wheat will now grow more densely on the fields.  

 

 Valhalla Hills now has its own task-bar icon. 

 

 Transition between terrain-visuals has been optimized. 

 

 Clouds above the islands will now be placed depending on 

altitude. 

 

 Lighting on trees during night time has been adjusted. 

 

 Lens flare-effects have been optimized.  

 

 Water now no longer reflects green torchlight from certain 

angles. 

 

 Mapping and shading of the cliffs at the islands edge and 

in the sea have been adjusted.  

  

  

** Odds & Ends ** 

  

 Roads: we added a new type of road: the dirt track. After 

building them, they will continuously develop into high 

quality ways and roads by using them. 

 

 Perishable goods (leather, fruit, fish, meat and bread) will 

now spoil if they aren’t placed in a proper storage. 

 

 You can now increase your Viking capacity on the current 

map by opening small portals. 

 

 There are now two new tutorial texts. 

 

 Fixed various typos.  

 

 Fix: The camera can no longer be placed inside of cliffs. 

 

 Fix: The legendary Ocean Axe no longer swims behind the 

island.  
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 The bakery now bakes 3 loafs of bread from 1 bag of flour 

instead of only 2 loafs. Also he can now store 10 loafs of 

bread. 

 

 The bakery will only show coal if it is has been unlocked 

already. 

 

 Bug Fix: When possible the armory now always produces 

iron axes.  

 



 

 The armory only stores iron bars if he is able to 

manufacture iron axes. 

 

 The armory only stores leather if he is able to 

manufacture bows. 

 

 Berries on bushes now need more time to ripen.  

 

 Snow islands now have more grass.  

 

 Enemies now from time to time drop malt beer or gold 

when defeated. 

 

 Bug Fix: Big storages didn't store all goods. For example 

they didn't store coal. 

 

 The resource wood log has been removed from berry-

bushes.  

 

 Two completely new helms can be unlocked. 

 

 Resource-overview added and made standard-tab of the 

ingame statistics. 

 

 The ttoltip for resources now includes the current stock of 

inventory.  

 

 Building's entrances are highlighted during the 

constrution of roads. 

 

 New keyboard shortcuts ('O' View start portal, 'I' Open 

Statistics). 

 

 View name of building (switchable with space key). 

 

 The info screens for the military camps now show the 

correct picture. 

 

 Font in the tooltips for unlocks has been adapted.  

 

 Tutorials are now also shown in the statistics, not only 

ingame.  

 

 Camera controls adapted. Movement stops immediately 

when the keyboard is used for controls.  

 

 Fix: Unlocks now show the local time instead of UTC. 

 

 Fix: Vikings now inform you should they lose their life 

because of starvation. 

 

 Fix: All buildings are now selectable via mouse click. 

 

 IntroMovies now start fullscreen.  

 



 

 Flintstone texture modified to make them more 

distinguishable.  

 

 Ice-building meshes prolonged, they no longer hover. 

 

  Fix: Mesh-error fixed for surging billows on cliffs. 

 

 Fix: Portal particle material. 

 

 Fix: Underground-textures now seamless. 

 

 Various fixes in the localization 
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Release! 

 


