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No, Calamity is in T-Mod 1.4, but also, it just dosen’t work. Calamity and Fargo’s mod just don’t work together, it’s simple If you mean that its being ported to 1.4 then yes you are correct but it is not out yet on 1.4, and its not as simple as they don't work together cause they previously have been before the new calamity update. Of course people are
gonna come ask questions and be confused on two mods that previously worked together don't anymore Yeah, stating it "just doesn't work" is misleading. It worked in the past, updates may have taken place with one or the other that has caused them to be incompatible for the time being. Yeah, stating it "just doesn't work" is misleading. It worked in
the past, updates may have taken place with one or the other that has caused them to be incompatible for the time being. This is what shows up for me when I have both Calamity Mod and Fargo enabled which sucks cause I wanted to play with the both of them this is the last time I used this thread I may reply to some things soon but most of it is
probably no longer relevant Hey, um, I'm playing on 1.3, and whenever I equip the Omega Blue Enchantment or any of its upgrades, my character just freezes in place and I can't move. Whenever I turn off any of the enchantment thingies on the config, it does absolutely nothing. Right now, I'm using the things used to create the Omega Blue
Enchantment, and all the other enchantments used to craft the Force Of Desolation, and all of the other forces, including Soul Of The Universe, Soul Of Dimensions, Soul Of Terraria, and Soul Of The Siblings, and it works just fine, but it takes up too much space in my inventory. Can you help me fix it? I'm not having any issues with Fargo's/Calamity
at the moment (Though the world I'm in hasn't been progressed through much, I've only beaten the squirrel boss so far), but I do have 2 questions regarding Fargo's on it's own. First off, the Mutant's Gift has a tooltip stating that if you use it when Master Mode is active, it will activate Masochist Mode, so far I am on a Journey world with the enemy
difficulty cranked to Master difficulty (gotta abuse that free accessory slot), with Eternity and Calamity Malice enabled. The Gift item does not mention anything about MasoMode when I use it, so I assume it's not working because it's a Journey World, despite Master being toggled on. Is this intentional, coz I don't mind the extra difficulty, but I want
to use Journey to reduce the grind for building materials, especially since the crafting trees for Calamity's endgame stuff are long as balls. I'd rather speedrun Final Fantasy XII to get the Wyrmhero Blade, and my old savefile for that is 212 hours. Secondly, why the hell does the Deviantt keep laughing at me? Literally every time I've spoken to her in
the last 20 minutes, her dialogue is something like this. Hi, i'm new to the whole terraria modded scene. Does anyone know if fargosmutants and fargossouls mod with the coresponding dlc will be updated to run on 1.4? Sorry if this has already been asked before, i just wanted to make sure. Thanks for the help I'm not having any issues with
Fargo's/Calamity at the moment (Though the world I'm in hasn't been progressed through much, I've only beaten the squirrel boss so far), but I do have 2 questions regarding Fargo's on it's own. First off, the Mutant's Gift has a tooltip stating that if you use it when Master Mode is active, it will activate Masochist Mode, so far I am on a Journey world
with the enemy difficulty cranked to Master difficulty (gotta abuse that free accessory slot), with Eternity and Calamity Malice enabled. The Gift item does not mention anything about MasoMode when I use it, so I assume it's not working because it's a Journey World, despite Master being toggled on. Is this intentional, coz I don't mind the extra
difficulty, but I want to use Journey to reduce the grind for building materials, especially since the crafting trees for Calamity's endgame stuff are long as balls. I'd rather speedrun Final Fantasy XII to get the Wyrmhero Blade, and my old savefile for that is 212 hours. Secondly, why the hell does the Deviantt keep laughing at me? View attachment
374960 Literally every time I've spoken to her in the last 20 minutes, her dialogue is something like this. I'm not sure about the first part, but if your world is using thee "not the bees" seed, the Deviantt will only laugh after they've given you gifts (Fargowiltas/Deviantt.cs at dcdace5ea55b5afaed6bce5be091aa2eb5ffb5b9 - Fargowilta/Fargowiltas). I'm
not sure about the first part, but if your world is using thee "not the bees" seed, the Deviantt will only laugh after they've given you gifts (Fargowiltas/Deviantt.cs at dcdace5eab5b5afaed6bce5be091aa2eb5ffb5b9 - Fargowilta/Fargowiltas). Cheers, then, I didn't realize that. My world is a Drunk x Celebration x Constant seed (using a different mod to
enable multiple features), but in the configs for Mutant Mod, I found an "enable world features" tab and turned off Not The Bees, which was on by default, now Deviantt is using her quotes as normal. Also, it's worth noting that in her Happiness quotes, she Likes the Jungle, and claims that something about it makes her laugh. So it's no wonder a
jungle-only world would send her bat insane laughing. Is Fargo's Soul mod supposed to make Frost Moon/Pumpkin Moon waves regress (progess of waves goes backward) whenever a player dies? It's happening to both singleplayer and multiplayer, and it's especially annoying in multiplayer because it's very easy for someone to die. I've tested with
entering singleplayer only with only Fargo's Mutant mod and both Mutant/Souls mod, and it seems to only regress when Souls mod is on. This is for tmod 1.4 btw. Ah that's unfortunate. Thanks for the answer! Hi, just wondering if anybody is having issues to where you can't load the Fargo mod because it's outdated in 1.4. Could somebody look into it.
It says it was made for 2022.6.96.1 but I'm using version 2022.7.9.0 Hi, just wondering if anybody is having issues to where you can't load the Fargo mod because it's outdated in 1.4. Could somebody look into it. It says it was made for 2022.6.96.1 but I'm using version 2022.7.9.0 delete them from your mod list on modloader, unsub from them on the
steam page if you are subbed to them, reload modloader then download them again from the mod page there, it works fine for me now. Hope this helps =) Hi, just wondering if anybody is having issues to where you can't load the Fargo mod because it's outdated in 1.4. Could somebody look into it. It says it was made for 2022.6.96.1 but I'm using
version 2022.7.9.0 The same thing is happening to me, I already tried deleting them in the game, restarting the modloader, redownloading them from the modloader's mod manager, also from the workshop and it still doesn't work, I think we have to wait for the creator to solve this A question, can you turn off masochist mode? I wasn't aware that
defeating mutant in master mode would activate it, now he is basically unbeatable for me cause when he is about to send his four death rays it just lags the out of my game and I can't dodge them. (Edit) k, got him. Just had to make sure to fight him in space a portion of his projectiles went of the map. Last edited: Jul 19, 2022 Page 2 Are there any
interferences with using eternity mode and death mode at the same time? Plantera in my world has 280k health, and I don't know what is causing this. I'm not incapable of beating it like this, it just makes it a lot harder. Are there any interferences with using eternity mode and death mode at the same time? Plantera in my world has 280k health, and I
don't know what is causing this. I'm not incapable of beating it like this, it just makes it a lot harder. You mean like calamity death mode? Yeah, it's not recommended to have them both active at the same time, or any other difficulties in other mods if you want to play eternity. It can evidently ruin your save so try to avoid that. But, you can just turn off
the eternity and turn it back on when you want to get some eternity only items, like Eternal energy. You mean like calamity death mode? Yeah, it's not recommended to have them both active at the same time, or any other difficulties in other mods if you want to play eternity. It can evidently ruin your save so try to avoid that. But, you can just turn off
the eternity and turn it back on when you want to get some eternity only items, like Eternal energy. I tried that, but it still had the same amount of health, also it was enraged the whole time, so maybe thats just a revengeance and up kind of deal. I found on the wiki information about patreon content and that there is something like patreon names
that give various effects but when i tested it only "Sasha" name work. Anyone know if there are others working names for characters? I'm having an issue getting the Lumberjack to move in, I've collected 500 wood from trees and I have plenty of empty houses. What else can I do to get him to move in? I've recently had a problem on 3 different
remakes of a journey mode character bc after a certain point even after I disable the mutant and souls mods, I can't buy anything from any of the NPC's. If anyone could look into this, that would be amazing So, I'm not sure if I have a bug report or not, but I just forged the Soul of Terraria item, and equipped it in a standard accessory slot, and
everything was fine until I restarted and re-entered the world. I was frozen. No controls worked at all except for Enter to submit chat messages. I couldn't click on anything to make anything work or switch weapons. I could zoom in and out. I couldn't hit any other key besides enter, so I couldn't get into any menu to leave. I had to click on the HERO's
Mod bar to get into the Reforging interface, which brought up the rest of the menus and inventories. I was able to trash the Soul of Terraria item from there. I was still completely frozen until I left the world and re-entered. Any tips for this bug, please? EDIT1: This bug occurs when it's in the true Accessory slots. If Jopojelly's "Antisocial" mod is
enabled, it works fine from the Social slots. EDIT2: Ironically, this doesn't occur with the Soul of Eternity, which is crafted from (Or with?) the Soul of Terraria item. I have it in the Wings slot and I can restart and move around just fine. EDIT3: Moving the Soul of Terraria into the Social slot in my test world worked, but not in my main world where I
got stuck the first time. Odd. EDIT4: Quite the saga so far. I went into my main world, removed all of the Soul-related items so I was just left with very mundane, boring accessories, and had none of the fancy stuff in my inventory, and then I could move again. I created the Soul of Terraria item, put it in a Vanity Accessory slot, restarted, and could still
move. So it's not the Soul of Terraria. I'll be re-adding all of the Soul items one at a time until I can't move. Last edited: Aug 11, 2022 Haha wow thanks! I'm probably gonna update later today and update a few sprites and all that if you wanna wait Either way thanks alot ! you should make it so that platforms in the golem eternity mode fight don't
actuate if you have chests on top of all of them, because its funny im having a bug where in masochist mode, if a boss is alive and you are dead, the timer will stay at 1 once it reaches it and never respawns you if the boss is still alive, the problem is, bosses like king slime that can get stuck easily causes a softlock and i have to alt-f4 my game and lose
some progress. I have to alt-f4 my game because you cannot open the settings menu while dead Hi, I just beat mutant playing eternity mode and went to fight the dungeon guardian swarm to craft the guardian but the attack indicators from the boss seem to be too much for my computer. Just wanted to reach out for any possible solutions, thanks! So I
was just playing Fargo's soul mod and some accessories like the supreme deathbringer fairy and soul of eternity would give me base stats like defense health mana but weren't spawning things around me such as demon scythes or skeletron hands. Does anyone know how to fix this? I think the inclusion of the "Reindeer Bells" as a Present is a bad
game-balancing move. They are available right from the start of the game, which eliminates the significance of the mounts and wings after that. Any Idea When The Calamity soul is Getting added I have for 2 hours been trying to make the Arch Wizards Soul and it doesn't work. I have every item and the Crucible of Cosmos. any help would be
appreciated. I have for 2 hours been trying to make the Arch Wizards Soul and it doesn't work. I have every item and the Crucible of Cosmos. any help would be appreciated. For one, I strongly recommend the "Recipe Browser" mod. If you type in its name and Alt-Click on the Arch Wizard soul, it'll pin its recipe to the upper right corner of the screen.
When you have one of its ingredients, its "number" (Quantity) will turn green so you know you have it. While you're in there, check to see what kind of crafting furniture it needs. It's probably the Crucible of the Cosmos. I wonder if there are other mods that might be interfering with its recipe. What items do you see that it needs? Are any from a
different mod? For one, I strongly recommend the "Recipe Browser" mod. If you type in its name and Alt-Click on the Arch Wizard soul, it'll pin its recipe to the upper right corner of the screen. When you have one of its ingredients, its "number" (Quantity) will turn green so you know you have it. While you're in there, check to see what kind of crafting
furniture it needs. It's probably the Crucible of the Cosmos. I wonder if there are other mods that might be interfering with its recipe. What items do you see that it needs? Are any from a different mod? I do have the recipe browser mod and it says I have all the items and needed benches. I don't know if any of the mods I have are the problem. Is
calamity not compatible? It's my first moded playthrough so I didn't want to add to many mods. IMHO, if you're 100% sure that you have all of the items needed, well beyond the shadow of a doubt, matching them up with the cursor on a one-to-one basis between your inventory grid and the Recipe Browser results, while standing in front of the
Crucible of the Cosmos, then you may as well file a more detailed bug report (List your mods and the items it needs, as well as the mods you're using.) and then download the "Cheat Sheet" or "HERO's Mod" and just give yourself the item, then disable the HERO's mod. If you've earned it, you've earned it. Why should a technical glitch stand in your
way. Thanks, for the help! I appreciate it and I will send a bug report. I didn't know there was a mod to help with getting Items I will scrap the materials then grab the Soul. Last edited: Sep 24, 2022 Page 3 Are there any plans to port Fargos DLC mod to Calamity and/or Thorium to 1.4? Also 1.4.4? Greetings, I'd like to report something. I don't know
if it has already been mentioned, but in tModLoader (legacy), the mod fails to load due to a problem with recipes, this is what is shown on the screen: " [23/ERROR] [tML]: An error occurred while loading Fargowiltas The mod(s) have been automatically disabled. Terraria.ModLoader.Exceptions.RecipeException: A recipe without any result has been
added. en Terraria.ModLoader.ModRecipe.AddRecipe() en Fargowiltas.FargoRecipes.g AddBannerToltemRecipe|5 0(Int32 banner, Int32 result, Int32 bannerAmount, Int32 resultAmount, Int32 item2type, Int32 item2amount, Int32 tile, ¢ DisplayClass5 0& ) en Fargowiltas\FargoRecipes.cs:linea 361 en
Fargowiltas.FargoRecipes.AddBannerToltemRecipes() en Fargowiltas\FargoRecipes.cs:linea 683 en Fargowiltas.FargoRecipes.AddRecipes() en Fargowiltas\FargoRecipes.cs:linea 260 en Fargowiltas.Fargowiltas.AddRecipes() en Fargowiltas.cs:linea 260 en Terraria.ModLoader.RecipeHooks.AddRecipes() en Terraria.Recipe.SetupRecipes() en
Terraria.ModLoader.ModContent.SetupRecipes(CancellationToken token) en DMD(CancellationToken token) en Terraria.ModLoader.ModLoader.Load(CancellationToken token) " Any help would be greatly appreciated. I'm playing a singleplayer world with all the Non-DLC Fargo's mods (I believe) on 1.4.3.6 and I just made the World Shaper Soul, and
all the effects work except "Anything that creates a tile will not be consumed" I'm not sure if this is a bug, or if I'm just missing something, but any help would be appreciated. Last edited: Oct 22, 2022 Are there any plans to port Fargos DL.C mod to Calamity and/or Thorium to 1.4? Also 1.4.47? i noticed that too my poor rogue buddy was looking
forward to the outlaw's essence and we cant make it. I'm playing a singleplayer world with all the Non-DLC Fargo's mods (I believe) on 1.4.3.6 and I just made the World Shaper Soul, and all the effects work except "Anything that creates a tile will not be consumed" I'm not sure if this is a bug, or if I'm just missing something, but any help would be
appreciated. I have the same issue. How i can the source code of the mod? I'm using the ported version of Dragon Ball Terraria 1.0.9.9 and the most recent version of Fargo's Souls. The spiritualist soul is not in the game. Is there any way I can fix this or add it myself? Do you have the souls DLC mod? I think so, is it called Fargo's Souls Mod or is it
something else? The spiritualist's soul isn't craftable nor is it in the recipe browser so maybe I am missing something. You need the Fargo's Souls DLC mod, it adds all the souls themed around other mods. My lumberjack NPC is not spawning. I have available housing, I've gathered well over 500 wood from chopped trees, and all of my other Fargo's
Mutant Mod NPCs have spawned. He spawned in my first playthrough (I'm on my second now), so I don't know what I'm missing. Is there anyone else having this issue? so i cant get coins to stack past 100 so im having trouble figuring out how to make an endless gold coin bag? You can craft platinum coins back into 100 gold coins, so you should be
able to do that to get the coins you need. You may have to click and drag after crafting instead of just shift clicking, though. I don't know how it works with magic storage. This should work with copper and silver coins, too. You can craft platinum coins back into 100 gold coins, so you should be able to do that to get the coins you need. You may have to
click and drag after crafting instead of just shift clicking, though. I don't know how it works with magic storage. This should work with copper and silver coins, too. nope, it isnt letting any of my coins stack past 100, just tested and ya only platnium coins go to 999 They won't all stack together, but that doesn't stop you from crafting with them eternity
mode pillars are active, despite not being in eternity mode. I'm playing mage in master mode and it's making the pillars super hard, it's also disabling spawns of most pillar enemies for some reason. View attachment 288440 Welcome to the Fargo's Mod thread! Fargo's Mutant Mod This mod is a QoL mod that reduces grinding, allows more control
over the game, and overall saves you time in nearly every aspect of Terraria. Spoiler: Misc NPC Changes -All vanilla and Fargo town NPCs can be caught in a bug net (toggleable) -Merchant sells a variety of angler quest rewards -Merchant drops Mining Shirt and Pants -Nurse drops Life Crystals -Demolitionist sells ores -Demolitionist drops Dynamite
-Painter sells all naturally occurring paintings in the respective biome -Angler Quests reset instantly -Angler can drop Fishing accessories -Dye Trader sells Dye ingredients after you first find them -Tavernkeep drops Ale -Arms Dealer drops Nano Bullets -Dryad sells Strange Plants -Dryad drops Herb Bag -Clothier sells Pharoah vanity, Angler Armor,
and Dungeon Bricks -Clothier drops Skull -Mechanic drops Wires -Wizard drops Fallen Stars -Tax Collector drops Gold -Truffle drops Mushroom Statue -Rotten Eggs deal 20x damage to town NPCs -Eater of Worlds and Brain of Cthulhu can be fought anywhere -Blood Zombies drop the Bladed Glove and Bloody Machete -Hoplites drop Gladiator armor
more often -Clowns always drop a Bananarang Spoiler: Misc Item Changes * = toggleable -Max Stacks for everything is increased to 9999 * -Halloween and Christmas can be toggled by using a Goodie Bag or Present -Water Fountains will set the surrounding area to the biome they represent * -Certain fishing rods have multiple lures * -Extractinating
is much faster * -Buff potions will last forever if they are in your inventory at stacks over 60 * -Ammo (including modded) will become infinite in stacks over 3996 * -Crystal Balls also function as a Demon Altar -Music boxes record instantly -Money Trough's Pig will follow you around * -King Slime's treasure bag has a decent chance of containing a
Slime Staff -Wooden and Golden Crates have more drops to ensure all chest loot is not missable -Golden Lockbox can drop Valor -Magic Mirror and friends can be used via a hotkey -Rod of Discord can be used via a hotkey -Whatever item is in the bottom right slot of your inventory can be used via a hotkey -Convert between ores of the same tier -
Convert between Corruption and Crimson items -All chest and crate loot -All enemy and boss drops -All Dungeon and Underworld furniture -All statues Fargo's Soul Mod This mod is focused on Eternity Mode, a wide variety of new accessories, and boss versions of the Mutant Mod Town NPCs *Mutant mod is required to use this mod Discord: Join the
Fargo's Mods Discord Server! Wiki: s Mod Wiki Patreon: Fargowilta is creating Fargo's Mods for Terraria | Patreon Download Amazing how much work must've been placed in thoes two mods, bit confusing at the begining because a lack of an wiki but still incredible quality of live changes, thank you very much to gift smt like this to us Amazing how
much work must've been placed in thoes two mods, bit confusing at the begining because a lack of an wiki but still incredible quality of live changes, thank you very much to gift smt like this to us There is a wiki, but it's been moved from Fandom/Wikia (where the link in the post leads) to wiki.gg because Fandom is a pain. This might work better.
Fargo's mods are good Page 4 Please make the stat sheet icon toggleable, it overlaps with the smart quick stack button in the Helpful Hotkeys mod. Yes. It's more convenient to use a keybind for the stat sheet anyway. Edit: The mod should also disable chat info messages for features that are turned off. I keep getting messages about new items sold
from the NPCs I turned off. Last edited: Mar 26, 2023 Ok so if you are asking why there are not some souls and enchantments from fargo's souls that should be in game here's is the place I actually dont know the answer im asking bcs im to lazy to search for someone asking the same question as me so im going to explain what's this about, first of all i
have fargo's souls , fargo's mutant and fargo's souls dlc and i dont have any other mods interfering with the purpose of this post, so here's the thing i saw some post about something similar happened because im not the only one asking about why there's not the spiritualist soul from dragon ball terraria and some enchantments from calamity mod like
the victide enchantment, i know that since the fargo souls version changed to adapt 1.4.3.6 there were some bugs about crafting recipes and maybe the developers are working at it but actually i dont know so i came with this post to ask to somebody with better information about why is this happening, avoiding the fact that terraria tmodloader was
recently updated and this could be expected from before i just want to know if this can somehow be repaired or if this is going to stay for a while longer than i think because fargo's souls mod and the soul of eternity makes me have vibes from minecraft (avaritia mod and modpacks that uses it as a final objetive kinda like nomifactory and others
modpack like divine journey) and well, its just make the game funnier having to make every enchantment and doing almost every thing you can do in terraria to get to the final product of all possible crafting combinations of the fargo's soul, anyway if you know or you have a similar question about this you are free to comment and ask about, i dont
have so much information but i've been playing modded terraria for years... good luck to any other traveler like me searching for true fun in the modded community Last edited by a moderator: Apr 3, 2023 Hey guys I have a question is having an XXL Leash of Cthulhu intended or is it just another bug? Can you (re)add Echdeath please? Thanks! Just
wondering how to fight the Mutant without him dropping into the ground and despawning during his second attack on his first phase, the spinning phantasmal eyes attack. I have tried to play on every difficulty, I am not using other mods difficulties during the fight or new worlds I create, and I was not using master mode, but he still always just goes
into the ground and despawns. I've been having trouble getting the Lumberjack NPC to spawn, despite chopping down the 500 wood required for it. Is there some other requirement I do not know about? I've done full playthroughs of the game without it ever showing up. I've been trying to get the dragons demise recently, but whenever I use 10
dragon egg trays it only spawns 25 Betsy's? Help? I've had a problem with the Fargo's Mutant Mod 1.4.4 port. Whenever I have it enabled it seems to disable a bunch of particles and textures, most notably pets, friendly projectiles, and the ends of flails. I've disabled all of my mods except for Fargo's and it still happens. fargowilta pls fix I had said this
in the bug report discussion on steam but I will say it here also, when eternity mode is enabled, all npcs disappear I had said this in the bug report discussion on steam but I will say it here also, when eternity mode is enabled, all npcs disappear Oh! I can confirm this! This bug just happened to me and I had no idea what was causing it. All of my NPCs
kept spawning in over and over and over again, rapid fire, but they only appeared for a fraction of a second before vanishing again. I barely even saw one for even a frame. Disabling Fargo's Mutant Mod fixed that. Now all my NPCs are spawning back in again and we can party like we ought to. Best of luck with the bug, friendos. Oh! I can confirm
this! This bug just happened to me and I had no idea what was causing it. All of my NPCs kept spawning in over and over and over again, rapid fire, but they only appeared for a fraction of a second before vanishing again. I barely even saw one for even a frame. Disabling Fargo's Mutant Mod fixed that. Now all my NPCs are spawning back in again
and we can party like we ought to. Best of luck with the bug, friendos. Well then There's a bug I pretty often experience exclusively with Fargo's Souls, whever I enable the mod every enemy does slap hand levels of knockback and inflict the dazed debuff, is this an incompatibility with a specific mod? The game works perfectly fine and enemies
become reasonable the moment I uninstall it. Edit: Wait is this a bug or does it have something to do with that "Big Toss Mode" setting? Last edited: Sep 20, 2023 What other mods do you have installed and active? There's a bug I pretty often experience exclusively with Fargo's Souls, whever I enable the mod every enemy does slap hand levels of
knockback and inflict the dazed debuff, is this an incompatibility with a specific mod? The game works perfectly fine and enemies become reasonable the moment I uninstall it. Edit: Wait is this a bug or does it have something to do with that "Big Toss Mode" setting? Probably a bit of both. Getting this error at loading Fargo Mod: [09:45:55.812] [.NET
ThreadPool Worker/INFO] [tML]: Lade Mod: Fargowiltas (Fargo's Mutant Mod) v3.1.3.1 [09:45:55.867] [.NET ThreadPool Worker/WARN] [tML]: Ausnahme gefunden: System.MissingFieldException: Field not found: 'Terraria.Player.accFlipper'. at MonoMod.Core.Interop.CoreCLR.V60.InvokeCompileMethod(IntPtr functionPtr, IntPtr thisPtr, IntPtr
corJitInfo, CORINFO METHOD INFO* methodInfo, Ulnt32 flags, Byte** nativeEntry, UInt32* nativeSizeOfCode) in Z:\Users\aaron\Source\Repos\MonoModReorg\MonoMod\src\MonoMod.Core\Interop\CoreCLR.V60.cs:line 50 at MonoMod.Core.Platforms.Runtimes.Core21Runtime.JitHookDelegateHolder.CompileMethodHook(IntPtr jit, IntPtr
corJitinfo, CORINFO METHOD INFO* methodInfo, UInt32 flags, Byte** pNativeEntry, Ulnt32* pNativeSizeOfCode) in Z:\Users\aaron\Source\Repos\MonoModReorg\MonoMod\src\MonoMod.Core\Platforms\Runtimes\Core21Runtime.cs:line 184 at System.Runtime.CompilerServices.RuntimeHelpers.PrepareMethod(RuntimeMethodHandleInternal
method, IntPtr* pInstantiation, Int32 cInstantiation) at System.Runtime.CompilerServices.RuntimeHelpers.PrepareMethod(RuntimeMethodHandlelnternal method, IntPtr* pInstantiation, Int32 cInstantiation) at System.Runtime.CompilerServices.RuntimeHelpers.PrepareMethod(RuntimeMethodHandle method, RuntimeTypeHandle[] instantiation) at
Terraria.ModLoader.Core.AssemblyManager.Force]ITOnMethod(MethodBase method) in tModLoader\Terraria\ModLoader\Core\AssemblyManager.cs:line 405 at Terraria.ModLoader.Core.AssemblyManager.c_ DisplayClass23 0.b 1(MethodBase method) in tModLoader\Terraria\ModLoader\Core\AssemblyManager.cs:line 378 at
System.Ling.Parallel.ForAllOperator' 1.ForAllEnumerator' 1.MoveNext(TInput& currentElement, Int32& currentKey) at System.Ling.Parallel.ForAllSpoolingTask' 2.SpoolingWork() at System.Ling.Parallel.SpoolingTaskBase.Work() at System.Linq.Parallel.QueryTask.BaseWork(Object unused) at
System.Threading.ExecutionContext.RunInternal(ExecutionContext executionContext, ContextCallback callback, Object state) at System.Threading.Tasks.Task.ExecuteWithThreadLocal(Task& currentTaskSlot, Thread threadPoolThread) at System.Threading.Tasks. ThreadPoolTaskScheduler.TryExecuteTaskInline(Task task, Boolean
taskWasPreviouslyQueued) at System.Threading.Tasks.TaskScheduler.TryRunlInline(Task task, Boolean taskWasPreviouslyQueued) at System.Threading.Tasks.Task.InternalRunSynchronously(TaskScheduler scheduler, Boolean waitForCompletion) at System.Linqg.Parallel.QueryTask.RunSynchronously(TaskScheduler taskScheduler) at
System.Ling.Parallel.SpoolingTask.c_ DisplayClass2 0°2.b 0() at System.Threading.ExecutionContext.RunInternal(ExecutionContext executionContext, ContextCallback callback, Object state) at System.Threading.Tasks.Task.ExecuteWithThreadl.ocal(Task& currentTaskSlot, Thread threadPoolThread) at
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replace the old version. What does the Calamity Mod add to Terraria? - 1880+ new items - 24 bosses - 275+ new enemies - 6 new biomes - Five new difficulty modes - Post-Moon Lord content - Recipes for vanilla items that were previously non-craftable - Adjustments for many vanilla items to make them more balanced Current Items: Tier 1 - Wulfrum
Prehardmode items to be acquired before any boss is defeated. Crafted using Wulfrum Shards that drop from Wulfrum-themed enemies. Tier 2 - Victide Prehardmode items to be acquired before the Eye of Cthulhu. Crafted using ocean items and shards dropped from the Desert Scourge. Tier 3 - Aerialite Prehardmode items to be acquired before
Skeletron. Crafted using sky materials and Aerialite Bars. Tier 4 - Statigel Prehardmode/Hardmode items to be acquired either before the Wall of Flesh or upon entering Hardmode. Crafted using Hellstone Bars, Gel, and Purified Gel dropped by the Slime God. Lore (Equipment): The combat gear of a certain ninja clan, infused with the energy of the
same god whose power they drew upon. However, many of the clan's secrets were lost when they were wiped out, including the construction of their traditional armor. Only possessing a fraction of the original's agility and strength, this reconstruction more closely reflects the condition of the armor worn by Statis, the last of his bloodline, at the end of
his life. Lore (Statis): In ancient times, the world was split not between nations formed of governments, but rather of factions or clans. Among these groups, wars and battles would often break out, costing them many lives, and deepening angry wounds. Often, they would stop at nothing to destroy any particular rival of their own, and so, would bring
about destruction to themselves and their enemies. In this fashion, many lives were shaped amidst bloody turmoil, and pathetic tragedies were common. However, one clan stood separate from the mindless brutality. It hid amongst the shadows, allying none and an unknown enemy to all. Many even doubted its existence, yet, in our time, there is one
undeniable legacy which confirms its actuality. For this was the clan from which the legendary ninja, Statis was born from. Statis was raised into a troubled world. In those times, though the age of warring factions had passed, only one family held control over the land, in an iron grip. The centralized regime had taken up residence in the far jungle,
and many of the clan’s younger generation had decided that the time had come to abandon the seclusive ways of old, and join the ranks of the tyrannical army the royal family had already amassed. However, there were obviously those who sought to uphold the ancient traditions which had lasted the clan for so long. Among these people were Statis’
parents. They raised him to follow in their footsteps, to learn of the arts that his ancestors had passed down for so many generations. From the moment he could walk, they took him deep into the mountain paths, and high amongst the peaks. He spent a childhood of serenity, among the distant peaks, climbing sheer rock faces, learning to walk so that
not a sound could be heard, and to hunt while only taking what he needed. Among these, he also had his other practices, which involved deep studies of the weapons and techniques that the greatest of his bloodline had used in battle. Even as conflicts and arguments which often grew violent seemed to occur daily around him, Statis remained vigilant
in his duties. And soon, at a young age, his efforts were recognized by three elders, those who held the highest authority. Sensing great potential within the child, they decided upon something which had weighed heavily on their minds for quite some time. Who would carry on their legacy? As the number of those who remained loyal and were capable
warriors dwindled, they had realized that their clan’s fate was sealed. The golden age had passed. And so, they sought out one last person: one truly worthy of bearing the legacy of the Statigel clan upon their shoulders, one worthy enough for them to depart their knowledge, their gifts, and even their burdens upon. Receiving his parent’s blessing,
Statis was now trained personally by the elders. Learning the rituals and arts which were some of the closest guarded secrets of his clan, Statis honed his skills to a razor’s edge, and ever further. By the time his fifteenth birthday had passed, his abilities in stealth and assassination surpassed what even the elders could not have dreamed of in their
prime. And yet, he remained ever loyal, simply training daily until the time he would be needed. It was a pale winter day when the armies of the royal family first arrived at the stronghold. The method by which they had reached this secret place was immediately, and heart wrenchingly clear. Among those who lead the troops to their position, were all
too familiar faces. Those who had once been family to some, and friends to others. They had betrayed their old companions out of bitter frustration. Amongst the sea of the opposing army, the elder’s fears were finally confirmed. This would be the end of the clan’s existence. Statis truly was their last, and only hope. By now, he had grown into a young
man, and the rate by which his skills had increased since had not slowed either. Alerting him, the three bestowed their final gifts. One, gave him a kunai of phantom-like properties. The other, a sash containing the blessings and powers of an ancient god. And the final, the armor of the founder of the clan, who had forged it from the solidified essence
of the primordial god who had partaken in the creation of all life on the planet. With these, they bid him goodbye, and one last request. To never betray the teachings which he had so far stayed true to his entire life, encounter what horrors or tragedies he may. And with those final words, he struck out under the cover of a clouded night. Silently, he
carved a path of death through the encampments of the enemy army. Not until the break of dawn, when the forces rallied to finally destroy the stronghold, did they realize nearly a quarter of their army had been silently, and mercilessly cut down. From then on for decades, and even into the Jungle Tyrant’s rule, those distant mountains were
considered cursed, and none of the army ever dared to venture into its rocky valleys and dark cliffs, in fear of the silent assassin- Statis. Tier 5 - Daedalus Hardmode items to be acquired after Cryogen. Crafted using Cryonic Bars. Lore (Equipment): Having removed the impurities from the scrap found beneath the frozen tundra, the alloy once used by
the great inventor Daedalus holds many of its original qualities, though noticeably dulled by centuries spent encased in ice. Despite the fact that it was never intended for battle during its conceptualization, it’s notable strength and versatility lends it credit as equipment with considerable power. Lore (Daedalus): During his time, Daedalus was a
genius in nearly every field of science and art. He constructed weapons for battle, designed towering marvels, and peered ever further into the miracle of life. He was also an excellent strategist in battle, as proven in his efforts to protect the kingdom which was his patron. Never once did it fall to an enemy siege, nor did it fail in its conquests. Yet,
Daedalus detested war, merely seeing it as a waste of resources and time. He only ever gave advice to battles he knew would be crucial to the capitol’s survival. However, he never found these to provide him interest enough, and would always once more turn to the mysteries of life, the code of the universe. Of course, such brilliance does not go
uncredited, nor unnoticed. His name was common knowledge across the land, and many sought to possess his intellect, either to destroy or utilize to fit their needs. Unsurprisingly, every attempt to capture the scientist, be it in battle or not, failed. Even factions who aimed to recruit him peacefully found their offers rejected, for the simple reason that
Daedalus was as loyal to his patrons as he was wise. He was void of carnal desires, as well as instinctual fears. It was as if he was one of his own creations, each gear perfectly calibrated, the system fine tuned for maximum efficiency. It seemed he would never falter. However, time passes, as it does, and like any mortal man, Daedalus began to
succumb to old age. The inevitable approach of death. As he grew old, the vigor of youth fled his body. If his weary mortal form were to fail him, he would never decipher the language of the universe, as he hoped to do. He would seek a way to cheat death. Once more falling back to the reliability of calculations devoid of emotion, he devised a last bid
for life. He worked like a madman in his final days, never showing his face, nor making human contact when necessary. After countless days of toil, assisted only by his own creations, he had built a device capable of replicating the complexities of the human mind, a massive machine, the culmination of a life spent exploring every nook and cranny of
the known world. It was finally complete. And that was the year when Yharim came to power. The Jungle Tyrant’s own chief advisor and scientist, the cyborg known as Draedon, was of course aware of Daedalus’ intellect. Although he also knew of the scientist’s aversion to violence, he believed that it would be necessary in their conquests for him to
be eliminated before they could make forward progress. He himself led the Tyrant’s forces against the city, forces that far outnumbered the armies the kingdom had withstood before. Even had Daedalus not been occupied with his own dilemma, his assistance might not have been able to halt the attack. Daedalus himself knew that this would be his
final chance to complete his life’s work. As the siege above prolonged for days, which became weeks, his plan advanced, the machine working away at the challenge of preserving the miracle of consciousness. However, as he awaited its completion, yet another foreign emotion wormed into his mind. Guilt. Above, carnage raged on, and many lives
were lost. It would be one of the worst atrocities in recorded history. He knew it had been a hopeless battle from the beginning, but such a slaughter... even he could not ignore such an atrocity. In his obsession to cheat death, he had nearly betrayed those who had kindly provided for him, shelter and resources. In a fit of anger, at the invading forces
and himself, he redirected the power meant to sustain his mind after he had converted it to trigger a series of massive explosions, which would cause devastating losses to the invading army. This would mean that he would never complete his life's mission, but he knew it had to be done. He would never be able to live with the guilt that he had
abandoned his duties entirely. As the walls of the city finally fell, and its people were massacred, Daedalus at last looked death in the eye, and triggered the explosives. Most of Yharim’s army was destroyed, along with the city itself. The blast was of such power, that it incinerated Daedalus with his laboratories deep underground, embedding shrapnel
far into the earth, and transforming the area into a frigid wasteland. Tier 6 - Reaver Mid Hardmode items to be acquired after Plantera. Crafted using Perennial Bars. Tier 7 - Ataxia Late Hardmode items to be acquired after the Golem. Crafted using Chaotic Bars. Tier 8 - Xeroc Early Post-ML items to be acquired directly after the Moon Lord. Crafted
using Meld Bars. Ravings of a madman: Once worn by what can only be described as a monster, it is written that if it's original owner were to wear it once more the entire universe would not know rest for another ten thousand years. It is said that the armor was made from the flesh, teeth, and nails of its original owner. Only someone who were to
prove their strength among the strongest warriors would be able to break their seal. However, these anecdotal writings are from an age long lost to the passage of time. The being has not been viewed by the naked eye in eons and it is also written that a mere sighting of it would drive a layperson mad. Tier 9 - Tarragon Early Post-ML items to be



acquired after Providence, the Profaned God. Crafted using Ueliace Bars. Lore (Equipment): Despite wading through countless wars on the shoulders of the Great Hero Braelor, this armor remains as immaculate as on the day it was forged. Blessed by the gods with unmatched endurance, its metal grows like a living being to mend its injuries and
draws upon the energy of the planet to protect and heal its user; there is little wonder how its first master fended off the onslaught of the Jungle Tyrant's forces for years on end. Lore (Braelor): Braelor was born in a distant village far on the outskirts of the Royal Family’s kingdom. As a child, it was clear that he was blessed with herculean strength,
for at a young age he was already completing tasks that many grown men would have found impressive. Word of these feats spread quickly among the many settlements, by method of travelers who crossed those roads. Eventually, it inevitably caught the attention of the jealous and insecure ruling family of that time. They had to have control of the
young man who so impressed the people of their kingdom, or control would be difficult to maintain. Sending an envoy to recruit him into their forces, they sent all they could offer. Gold, fame, land. And Braelor turned it all down. Only until they wove a clever lie about an opposing kingdom’s army threatening war to their own, and that his village
would likely be destroyed unless he himself fought for them was Braelor convinced. He would have become a warrior for the Royal family under these mislead conditions, had it not been for another man who had heard of his power. Statis. Before Braelor left with the envoy, the assassin visited him in the night. He bore a single message and bade the
young man to follow him. Still naive, though wary, Braelor trusted Statis, as the cloaked man immediately made himself known. Statis was going to take him to see something that he would need to know. It was not a short journey, but Statis led him swiftly through the night. And they soon came upon the burnt remains of a village settlement. Having
never left far from his home before, Braelor had never seen something akin to the destruction before him. Corpses remained, festering flesh hanging off their frames and flies buzzing through their remains. And in the middle of the ruins, the Royal Family’s banner. Braelor would not return to leave with the envoys the next day. Years later as the
looming threat of a rebellion became ever more apparent, it were these two men who were the prime targets for capture and execution. What the Royal Family feared was exactly what had occurred. As a symbol of honor and valor in a battle against oppression, none would come to mind other than the warrior bedecked in the heart of the jungle’s
bark, Braelor. Any attempt to crush the rebellion failed, for in the mountains where they resided, their forces held sway with Statis’ knowledge and Braelor’s leadership. For years on end it seemed that these two would be able to overthrow the ruling class and bring about a new, better age. However even for the valiant warriors which Braelor and
Statis held command over, not all would proceed as planned. For nearing the time in which it would have been best to strike, before their very eyes, the Royal Family which they at once both hated and knew so well, was torn apart from the inside. And a new era would begin which would leave them behind, struggling to keep up. For their new foe was
stronger, more confident, and more ruthless. Yharim had arrived. Tier 10 - Bloodflare Mid Post-ML items to be acquired after Providence, Sentinels, and Polterghast. Crafted using Bloodstone Cores. Tier 11 - Godslayer Late Post-ML items to be acquired after the Devourer of Gods. Crafted using Cosmilite Bars. Lore (Equipment): Though Yharim's
overflowing charisma earned him the loyalty of monsters such as the Devourer of Gods, they still required the occasional threat of force to remain obedient. Hand-picked by the Jungle Tyrant, the keepers of the Devourer wore armor forged from its cosmic steel plating. Charged with the essence of slain gods, those who bear the armor are said to
experience apotheosis - standing above even the divine with superhuman strength and boundless durability. Tier 12 - Silva Late Post-ML items to be acquired after Phase 1 Yharon. Crafted with Post-Yharon Phase 1 eclipse drops and other materials. Lore (Equipment): The armor worn by the mythical Dryad, Silva. It is woven with the most pure and
powerful form of nature magic, as Silva herself drew from the collective life force of every plant in Terraria during the fabrication of the armor. This eternal pool of vitality is stored within the armor itself, and upon its wearer sustaining injuries, lends its spirit, mending their injuries, and healing their scars. Of course, such rejuvenating power is
difficult to sustain, and the armor must take time to renew its pool of mana, limiting its abilities. Lore (Silva): From the first day creatures probed their way onto solid ground, plant life had always held the upper hand in demographics. Trees spread their boughs over quiet hills, and algae crept its way along raging waterfalls, each leading their own,
quiet lives. However, predecessor and overseer to it all, is the first nature spirit, Silva. Having been borne from the conceptualization of flora, and becoming the first Dryad, Silva was one of immense wisdom and power. With her connection to all the plant life in the land of Terraria, her health and vitality were linked to the wellbeing of its entire
population, from the sprawling forests to each blade of grass. She would continue to live as long as somewhere, the tiniest plant still spread its leaves. In order to shave away at the countless centuries of her lifespan, much of Silva’s time was spent slumbering deep beneath the earth. As she only awoke when nature was in great peril, rarely did
anyone see her. Thus, she was naught but a legend. That is, until the flames of Yharim’s dragon, Yharon, razed much of the jungle during the time he single handedly overthrew his predecessors, the prior Jungle Tyrants, to begin his rule. The devastation caused by the attack was on the scale that Silva was weakened considerably. In order to stop
further destruction, she made the decision to stay conscious until her power had returned. However, word soon reached her ear of the mounting resistance, gathering those across the land who sought to topple the Tyrant’s rule. Rather than waiting, she took her chances, and decided to make herself known to the forces of Braelor and Statis.
Considerably encouraged by the appearance of a powerful nature spirit, the two warriors went to battle, aiming to strike down the Tyrant. They never returned. When Silva herself went forward to try her hand, it appeared that, from the information gleaned from the prior assailant’s minds, most likely Braelor or Statis themselves, the witch Calamitas
had learnt of her existence. In response, she had prepared a contingency. Taking control of the waste and pollution formed from Draedon’s constant experiments, she swallowed the Dryad within a pit of the filth. It was living torture, each breath a struggle, and the air burning as the corruption filled Silva’s lungs- yet she could not die, only fade away.
Having suffocated Silva to a near comatose state, Calamitas finally released control of the toxins, collapsing from the strain of containing the Nature Spirit, and allowing the waste to flow into the waters of the ocean. As Silva sank with the filth, the form of the Dryad began to crumble away. Only her soul was confined to the depths of the Abyss, where
the constant flow of noxious chemicals spewing from hydrothermal vents kept her from gathering enough power to rise once more. However, her influence as a powerful Dryad continues to be apparent, as her very presence allows plant life to grow in the abyss, where not even a trace of light can breach the darkness. Tier 13 - Auric Late Post-ML
items to be acquired after Phase 2 Yharon. Crafted with a ton of different materials including Auric Ore. Wings and Accessories: Items: Melee Weapons: Ranged Weapons: Magic Weapons: Other Weapons: NPCs: Basic NPCs Minibosses The Desert Scourge Lore (Desert Scourge): When the Sea King, Amidias refused to partake in the forbidden ritual
to awaken the Moon Lord/The Dark Lord from his slumber and imprisonment on the moon the Jungle Tyrant King, Yharim had the witch Calamitas evaporate all of the seas water with fire and brimstone. This event caused the great sea worm, now known as the Desert Scourge, to go on a rampage. Deprived of its previous food source, Crab and Shark
meat, it devoured all of the inhabitants of the now dried up sea kingdom. Now the sea worm has dried out and become a hollow shell of its former self, constantly seeking fresh meat for it to devour. Lore (Amidias): Of the kingdoms of the world, among those long gone and those which still stand today, none can compare to the domain of the ocean
crown. Its houses of vibrant coral and pearl shone like a jewel on the dull seabed. Those who lived there were prideful, and they distanced themselves from the rest of the world certain in their position that they were superior to the beings who traversed dry land. This led them to be seclusive, and though many knew of its existence and beauty, nearly
none knew of the world within its walls. It lay far beneath the surface away from the prying eyes and grasping hands of the humans who sought its riches, and thus existed peacefully without disruption for hundreds of years. Yet change is inevitable, and the tranquil world beneath the waves would soon be breached. Amidias was heir to royalty, and
was destined to take the throne to lead his people once he became of age. Yet, Amidias’ disparity to the rest of his kind was quite evident from the moment he could make his own decisions. Choosing to explore what lay beyond the walls of the palace, he enjoyed the company of dolphins and other fish, learning much of the world from them. However,
one day, he learnt of the terrors of the world above. A whale he had been following was brutally injured, and harpooned to death only to then be hauled onto a great wooden ship. The water turned from crystal clear to a murky red with the blood of the animal within seconds. He could not approach the area for days due to the nausea induced by the
mere smell of it. He now knew of the terrible weapons and ambitious minds of the sailors who often searched for his hidden city looking for treasures to ransack and sell. He wished only the best for his people, and as he grew older he began to worry for the protection of the kingdom in which they lived. In time, as his father passed, Amidias inherited
the crown and gained a family. No longer would he explore beyond the walls into the vibrant blue, or muse of life’s curiosities, drifting in the open waters. He constantly worried for the wellbeing of his family, never allowing his children to explore for themselves. He was brave, and a warrior in heart, but weighed down with the burdens of life. He
feared that he could not protect them all. He vowed never to allow his people to venture to the land above, and yet... even with his greatest efforts, it was once more inevitable that if they would not change, change would meet them. A man who could breathe as easily as they could, move with equal swiftness, strike with as much power, if not more,
swam to the depths to hold council with Amidias. He sought no treasures, would take no captives. All he wanted, was for Amidias to listen to an offer. One that would grant power, magic, great control... and Amidias refused. He could sense the madness in the mind of the man who had come from above. Nothing like the simple, greedy ambitions of the
men who wanted to live as kings, rich from the ocean’s bounty, but rather, a burning hatred that had cooled to the razor’s edge of obsidian. Amidias would take no part in his schemes. Upon his refusal, the man had nothing to say. He stood silently, and nodded before leaving. They would never see him again, yet that night, their world would turn to
one of scorching flames. Crabulon Lore: Calamitas' legendary ocean incineration killed off countless creatures, boiling them alive or leaving them for dead in an inhospitable environment. The large but docile crabs that once roamed the ocean floor sought refuge underground; instinct guided them to the dank caves most resembling their former
habitat...but it was simply not enough. The crabs perished in fields of luminescent mushrooms, their corpses becoming host to innumerable fungi. Only the barest scraps of meat remain in their parasite-ridden husks, compelled to move and feed even in death. The Perforators Lore: Another abomination, birthed by the twisted flesh and organs of the
crimson, with its only goal being to absorb more biomass. The Hive Mind Lore: The Hive Mind, the grotesque creature that lies in the depths of the corruption, is actually a colony of creatures that travel together, combining their abilities to form a greater presence responsible for spreading and sustaining the corruption. Corruptions are just breeding
grounds to creatures which form larger and larger clusters. The Slime God Lore: The Slime God, one of the very first creatures to ever come to exist in the Terrarian's world, is the core and control unit of all things slimy. Slimes are some of the first creatures to evolve from the very first living cells present from ancient times, and even though they do
not posses sentience themselves their 'core' is what gives them shape and allows them to move about the world. The slime god was born after a bacteria evolved and began consuming other bacteria around it. Eventually, after gaining enough cellular mass it began absorbing larger flora and fauna, gaining intelligence from each creature it enveloped.
It became large enough to begin influencing other beings around it through telekinesis. Through telekinetic energy the slime god shapes it's slimes from water and various dead plant and animal matter, it then wills them to consume more dead matter to continue growing the slime population. Through this process the slime god has formed the
Crimulan and Ebonian Slime Gods to defend itself from any possible threats. Cryogen and Permafrost Lore (Cryogen): Yharim's prison for the archmage of the ice castle, Cryogen. It is a representation of Yharim's bitter hatred for the master of ice. When Yharim was young he ventured from the jungle temple to the ancient tundra where Permafrost
resided. Yharim asked to learn from him in order to "peacefully" calm the denizens of the underworld. But the archmage saw through his ruse and viewed only bitter contempt within Yharim's heart and the fiery urge to annihilate the underworld obsidian towers and their inhabitants. When the archmage refused, Yharim prepared to take his leave.
However, the archmage had not realized that Yharim had a contingency plan in place; around his dwelling a massive trap had been set. A magic circle of runes set to trap the power of whatever was caught inside. Permafrost suspected nothing, until the moment the runes activated, causing his castle to collapse inwards, trapping his body in a radial
structure between dimensions. Cryogen is what remains, a mindless frozen structure contained by Yharim due to its uncontrollable nature and powerful magic. Lore (Permafrost): Archmage Permafrost was once renowned as the greatest wizard in all the lands. Born to a wealthy family with access to innumerable tomes and scrolls detailing mundane
and magnificent magic alike, he studied tirelessly and etched his name into history by pioneering the creation of several spellcasting systems. However, his growing pride as the brilliant mage that revolutionized magic was dashed as he enlisted in the army - shattered as he witnessed his advancements used by both sides to butcher the other with ever
greater ease, in ever more horrifying ways. Permafrost withdrew quietly as the war raged on. He collected all the literatures of his family and took them to the snow-covered mountains, where he created a frozen castle to guard that knowledge from those that would abuse such power. Rumours of the Archmage and his vast library of forbidden
knowledge in the castle of ice spread, drawing earnest scholars and wicked men alike to him. Permafrost’s perception of others sharpened until he could read their intentions with the slightest glance; in his decades of seclusion and the thousands that approached him, only a select few possessed an integrity that assured the Archmage his teachings
would not be misused. When Yharim, recently crowned as the Ruler of the Jungle, set foot in the castle of ice and asked for the Archmage’s guidance, Permafrost had already all but judged him completely; a brief talk betrayed the nature of Yharim'’s rise to the throne and confirmed his character. Permafrost refused - and Yharim never told him that his
refusal would be the Archmage’s last interaction with another human for many generations. Brimstone Elemental and the Brimstone Crag Lore (Brimstone Elemental): As the world took shape long ago, the planet's will adopted a physical form - born from the elements as they formed, becoming five as they distinguished themselves from one another.
When the first of humanity discovered these creatures, they were awed by their beauty and magic. The humans worshiped the Elementals - their faith and love empowering them into nigh-goddesses. They enjoyed their newfound strength and followers for thousands of years...but as humans grew aware of and understood the world around them, they
also grew disillusioned with their idols. Their religions and power dwindled over the course of centuries; the gift of magic was taken and harnessed by humans, further undermining the Elementals. The sprite born of the Underworld's flames was the first and the strongest of the five "sisters" - the last to retain her following while the others quietly
returned to the aspects of the world that gave rise to them. It wasn't meant to last; a human entered the Underworld one day, abyssal flames burning in her wake as she wielded catastrophic magic that put all of Hell itself to shame. Dispatched under the Jungle Tyrant's command, Calamitas laid waste to the civilization at the core of the planet and
reduced it to smoldering rubble in a single night. What had once been the capital of the Underworld was left a foul blackened monument whose unholy energy cursed all who set foot upon it. That Elemental was no match for Calamitas. Barely clinging to life after the witch tired of her massacre and vanished, what had once been a goddess in all but
name was reduced to a mere beast fighting for survival within the twisted ruins of the capital - kept alive by little more than her natural affinity with the chaotic magic that lingered within the crags. Her few remaining followers lost in a human's seemingly pointless slaughter, the Brimstone Elemental swore that humanity would be her enemy until the
end of time; any attempt to worship her doubtless a mockery for which she would use all her power to kill the perpetrator, no matter how pitiable a shadow she was of her former self. Lore (Brimstone Crag): Smoking slag, crackling flames, and charred stone are all that remain of the underworld’s once-grand civilization. Centuries ago, primitive
societies found their way to these scorching caverns and discovered power in the form of an eternal red flame. They grew to worship the flame and its otherworldly might - and over the course of generations, founded a mighty empire of magic as they learned to harness the red flame for themselves. Their hierarchy of privilege and magical prowess
fostered great conflict. Those in power hoarded power, restricting the lower classes’ knowledge and suppressing research that threatened them. One clan revolted against the restrictive and greedy ways of the capitol - but like many others in the empire’s history, they were exiled. The capitol waited for them to return for revenge, when those in
power would crush them as an example. However, that day would never come. For those exiled, had come upon a curious revelation. Centuries spent living in the presence of the eternal flame, had led to these mages to develop a natural connection to the brand of magic which utilized brimstone, rather than a forced link, such as the rituals carried out
by by the capitol. Forced to stop relying on the eternal flame, they began to develop their own style of magic, drawing from darker forces. As they built upon their own strength and training, this clan soon grew to be as powerful as those who controlled the eternal flame. Yet, they had long decided against revenge, realizing that such an act would
lower them to the level of those in hell. Decades passed, and generations passed down the gift of brimstone magic, from parent to child. In time, it would be this clan to sire the Witch, Calamitas. The empire of hell grew weak over the course of those long years, splintered by infighting and draconian rule. It was the beginning of a once-grand nation’s
collapse - but its final death was at the hands of a conflict long past. An older Calamitas descended to the lands her ancestors called home and initiated a ruthless massacre, butchering the poor and weak on the outskirts first and then working in. Every death was another hateful soul twisted to her cause - every corpse, another revenant at her
command - every life taken, another worshiper deprived from the eternal flame at the empire’s heart. These souls were twisted into abominations which to this day, haunt the slag. When no others remained, she corroded the essence of the flame with corrupt magic and flayed its spirit to the bone. Without joy, Calamitas fulfilled her orders and
unknowingly avenged an ancient grudge long since lost to history. All that remained of that once-grand civilization was smoking slag, crackling flames, and charred stone. Aquatic Scourge and the Sulphur Sea Lore (Aquatic Scourge): The long-lost relative of The Desert Scourge mutated by the toxic sulphuric waters above the Abyss. Due to its
adaptations to thrive in the sulphuric ocean and ample food supply of catfish and flounder it is far less aggressive than its relative. Those that venture to the sulphuric ocean should exercise caution however, as this sea beast is still a carnivorous predator and will immediately attack if provoked. Lore (Sulphur Sea): A festering shore, where waves hiss
upon lapping the crumbling stone of the beach. This is the Sulphur Sea, where the air stings your eyes, and each breath is a labor. Centuries ago, this was an ordinary coast, where the sun glimmered across blue waters, and fish danced in the light. A paradise, yet to Yharim, a simple tool; nothing more than a tomb for disposal of the dead who were of
no importance. The beginning of Yharim’s rule was unimaginably harsh, far worse than those who came before him. His first action upon taking the throne was to enforce control upon much of the surrounding kingdoms, cities, and capitals. He succeeded in it all. Any who resisted further had their people massacred, or captured to serve under
inhumane conditions, where they often collapsed, or ended their own lives to escape a worse fate. Inevitably, the body count rose. This increased further until finally, given no other options to dispose of the bodies, Yharim turned to what is now the Sulphur Sea. At first, it was but a gradual flow of corpses, only those of which could not be contained
within the dungeon’s crypts. This continued for quite some time, until a threat soon arose from the spirits of the dead. A raging amalgamation of hatred and desires, which tore through any of the forces sent to dispose of the bodies into the dungeon; Yharim realized it would be unwise to feed more souls to the growing threat. Thus, he began to
dispose of more corpses into the far ocean. The once crystal clear waters turned dark with the blood and entrails of many, choking life out of its waters. This process destroyed the delicate and precious ecosystem. Only the hardiest and most desperate of the creatures in its bay clung onto their last hopes, and soon had adapted to the toxic
environment. As the years passed, the waters suffered only more offenses, serving further despicable purposes, such as the containment of Silva, or the dumping grounds for the runoff of Draedon’s experiments. At last, Yharim’s rule as a Tyrant had been solidified, allowing no resistance, or his anger was pacified. The flow of corpses was stemmed,
and the cruel practice had ended. However, the damage was done. The sea was irreparably ruined, though now, centuries later, the only trace of the assault on the ecosystem is the stained beach, and poisoned water. Dangerous and toxic creatures swim within its murky waters, devouring any life which would stray into their presence. This is the
Sulfurous Sea, a story and example of the extent of the Tyrant’s tragic rule. Calamitas Clone Lore: Absolute mastery over the forces of darkness. Enough magical power to reduce whole seas to barren deserts. The bane of the Underworld. It was with great reason that such a powerful witch, whose very title became synonymous with the disaster she
heralded, was considered the prized jewel of Yharim's world-conquering forces. If she were to rebel, she would slaughter anything Yharim threw at her unless he himself confronted her - and even then, the outcome was questionable. He needed insurance in the form of an unwaveringly loyal countermeasure. Personally overseen by the Jungle Tyrant,
a project was silently initiated to produce clones of Calamitas. Physical shells were molded and artificial souls filled them, derived from past experiments and Calamitas’ own brand of necromancy. The resulting child of science and dark magic would inevitably be weaker than the original, but that too would be beneficial in its own right. However, even
with the utmost secrecy enforced by Yharim’s efforts, they underestimated the capabilities of the witch. When the project’s lead necromancer was lost in a disaster gathering souls from the depths of hell, Calamitas took an interest in the skilled mage’s demise and personally dredged his soul from the void of death. Although his thoughts were reduced
to mad gibberish, she tore enough knowledge from his fragmented mind to confirm her growing suspicions of Yharim. The tyrant’s fear was realized; she betrayed him. Loosed into the Temple by Calamitas, the reactivated Golem’s trail of chaos swept through their hidden laboratory and breached the developing clone’s containment. Yharim’s forces
swiftly destroyed the rampaging machine, but the damage was done. The clone created as a contingency against Calamitas’ betrayal had escaped - freed after inciting that very betrayal. That replica aimlessly roams the night with no will and no purpose, knowing nothing but to act and fight exactly as it was designed to from birth. The Leviathan and
Siren Lore (The Leviathan): The beast we call the Leviathan has not always been the behemoth we know it as now. Once an armored angler of unknown origins, she spent much of her juvenile life in the depths of the oceans, preying upon any unfortunate enough to stray into her territory. It was clear, however, that she was no simple fish. Constantly
surrounded by an entourage of waiting males, the Leviathan was likely an alpha female, and perhaps the very last of her kind. Any attempts by researchers to delve deeper into her habits however, had proven risky and were thus hardly undertaken, as there was little to be gained from such an expedition. And so, she lived a wanton life, devouring to
her heart’s content, finding little to oppose her. However, there would come a day when eventually, a creature would escape her steely jaws. Like a lantern in a deep night, a distant light flitted through the darkness. However foolish it was to draw attention to oneself in that ebony pit, it seemed that the creature was ignorant of dangers, or foolishly
confident. Lying in patient wait, the Leviathan hungrily eyed the dancing light. And her chance soon came. With a roar and a surge of water, which likely raised turbulence even on the surface above, she charged with her jaws agape to swallow the creature whole, and yet... In the settling debris thrown up from her attack, the light flickered in the
darkness, clearly shocked, but only for a second, as it soon departed, having learned of the dangers of the deep. The Leviathan herself lay stunned, for none had escaped so frivolously from her maw before. However, decades passed, and this singular incident soon faded from the Leviathan’s memory. She continued to feast and grow, becoming larger
and larger, until at one point, it became clear that her bulk would no longer allow to hunt as efficiently as she had done before. In a cruel twist, the once terror of the deep became immobile, and began to starve, no longer having the ability to sustain her massive physical form. She came to a rest upon the muddy seabed, hardly able to rise from her
position. Had anyone come across her at that point, they might’ve mistaken her gargantuan form resting upon the sea bed as a geological structure, so encrusted in barnacles and other ocean flotsam from age was she. And as the Leviathan began to close its eyes perhaps for the final time, in its dimming vision, it saw a dancing light. The light flitted
through the obsidian waters, like a lantern in a deep night. And the memory from all those years resurfaced. Angry and desperate, the Leviathan somehow found the energy to pull its massive form from the seabed, straining, roaring weakly, to- in its final moments- vanquish the one creature which might have reason or cause to look down on the
proud, yet crippled predator. And crippled she was. Unable to keep going, she collapsed once more to the sea bed in a massive cloud of silt.In these moments, the light came closer, wary, yet still innocently curious. The Leviathan’s massive eye shifted while it lay on the bottom, watching the light. It turned out to be a vaguely female humanoid, though
not different from a typical fish in its lower body. It gave a start at noticing that it was watched, and waved a hand in greeting. Of course, this meant nothing to the Leviathan, who rolled her eye back, and closed her eyelids. She would now rather be left to die in peace. Yet after a period of time, unmeasured from the Leviathan’s perspective as she
had long since lost track of such trivial things, she felt something brushing her scarred snout. Once again opening her eyes, she saw the creature which had visited her before. From her arms, a massive trawler’s net trailed behind her, filled with fish and attached to drowned fishermen, who had likely once called that net their own. The creature
smiled upon seeing that the Leviathan had noticed her. She swam into the Leviathan’s slack jaws, fearless of her situation, and began to empty the net. However, even as the Leviathan gradually regained her former strength, she lay still, allowing the creature to roam unimpeded around her. It was now clear that this creature had shown nothing but
good intent to her. It had an interest in the Leviathan. So when the creature began to beckon for the Leviathan to move once more, to follow her to the surface, it took only a moment of hesitation for the Leviathan to ascend, going slowly to acclimatize to the change in pressure. Nearer to the surface, though no beasts of the size she used to devour
lived there, she found an abundance of food. The Siren, for that was what the creature was, lured unsuspecting sailors to the Leviathan’s position, acting as a lure in exchange of the company and safety of the massive beast. The Siren's voice was both melodious and alluring, and her ability to cloud the skies and obstruct vision created a fantastical
illusion in which entire fleets of boats would disappear, never to be seen again. Under the Siren's care and companionship, the Leviathan eventually regained her strength. The ancient beast would spawn legends aplenty, of unknown noises in the mists, and colossal shapes moving on the horizon. However, for the most part, the Leviathan lay dormant
in shallow waters, resting, in order to conserve her strength. This was her lifestyle now, and while it may not have suited the former terror of the deep, it did not mean she was a pacified beast. If any were to disturb its slumber, or fall for the Siren’s illusions, she would awaken with her former grandeur, to devour the one who had strayed too far from
the shore. Lore (The Siren): The mysterious creature that had found and aided the old Leviathan had a long and troubled story of her own. She was born into floating city built by a civilization that worshipped a living siren goddess. Only the high caste sirens hand-picked by the goddess were allowed to reproduce, and their children were given to the
other sirens to foster. One particularly weak newborn was handed over to a troublesome siren who lived on the fringes of the city. The city's cruel laws often led to long periods of exile as punishment for insubordination or other troubles, and the elites believed raising a child could help reform this siren's spirit. The outcast siren accepted the feeble
child and gave her the name Nahlyn. Growing up outside of the city's norms, Nahlyn experienced a very unusual childhood compared to a typical siren. After learning of the twisted law of her species and the experiences her own parent, Nahlyn grew to despise the group, beginning to consider it a "cult". The elite of the city determined that Nahlyn's
upbringing and her attitude were unacceptable; Nahlyn was only fourteen when she returned home to find two zealots standing over the crumpled corpse of her mother. They bound her and brought her back to the city for cult indoctrination, gagging her when she screamed and rebelled. Nahlyn spent the next several years serving the siren cult,
feigning obedience and climbing the ranks in the hopes that one day she could escape her waking nightmare. She would prepare for years, to grasp her chance. That chance would soon come, disguised as a catastrophe. The city was prone to the whims of the ocean currents, and one day, drifted near the mouth of a massive abyss. Knowing full well
the dangers of the deep, the worshippers immediately took action, closing off many of their open streets, and propelling their home further from the mouth of the cave. However, it was too late. Rising from the darkness, a massive beast- a true leviathan- roared in displeasure. It would take all they had to even escape alive from its jaws. Nahlyn would
take advantage of this. Earlier that day, she had been entrusted with guard duty in the inner temple by the elites who had assumed her indoctrination was successful. It had been her chance to steal a powerful weapon and make an escape. This was made only easier by the Leviathan’s rage. As massive tremors rumbled through the halls, most of the
surrounding guards barked orders in confusion, and many left to help defend the walls. In seconds, she had been left alone in her area to guard the inner sanctum. Only those who were in possession of the two key parts to the sacred weapon were left behind, panicked, and hopelessly frightened. Nahlyn, however, had nothing to lose compared to
those who had lived decadent and opulent lifestyles within the temple complex. In a flash, she had slammed her spear into the back of one’s helmet, knocking them unconscious, and, turning the corner, buried it into the gut of other, pinning them to the stone. Still gritting her teeth in determination, she tore the key pieces from their necks, even as
the rubble tumbled from the ceiling above, hurriedly assembled them, opening the door to the mythical trident, Atlantis. Without hesitation, she grasped the weapon in her hands, snapping it from its pedestal. A surge of power flowed through her, as she felt the Siren’s powerful affinity with water coursing through her body. She heard shouts from
outside. Another guard, probably having also abandoned their post, rushed inside. Without hesitation, she spun the trident so its prongs pointed towards the unfortunate guard.The pressure surrounding her dropped with a lurch, and the sound of shrieking metal mixed with screams filled the air, as the guard’s armor collapsed in on itself. Turning her
back on the bloody scene, she willed the water within the chamber to burst the temple walls like an eggshell. Finally, she was free. Amidst the chaos of the city, as the Leviathan tore through its wall’s, and the sudden realization that they had been betrayed, Nahlyn shot upwards, aiming to reach the sun of the world above, and the freedom it
represented to her. Later on, she would have time to stop, and remembering the creature who had allowed her escape, she vowed that if ever the Leviathan would need aid, she would assist it in any way she could. Astrum Aureus Lore: When the Astral virus first appeared in Terraria to warp the landscape around it, the site became a phenomenon of
interest to Yharim himself. What destructive power, what force of chaos, could have made such drastic changes in a phage that it could assimilate nearly any material into something similar to its own molecular structure? Commissioning Draedon to research the pathogen, Yharim had him look for a method to take advantage of the virus’ virtually
alchemic traits, to see if they could be harnessed to serve his needs. Of course, Draedon’s first step was to collect samples. To accomplish this objective, he decided to once more construct an automaton to do his bidding. Although his assistants were at his disposal, he decided against it, as the environment would clearly not be suitable for humans.
However, his blunder was in underestimating the enslaving factor of the Astral virus. Even the circuit boards and metal of the great machine he had built to lumber across the infected landscape and bring back subjects, succumbed to the enslaving will of the pathogen. However, this was by no means a disappointment to Draedon. To him, this was a
sign of great promise, showing that the extent of the virus’ power was not limited to organic beings. Finding no need for the great machine any longer, Draedon abandoned it. Now, it stays dormant in the Astral Biomes, only awaking to protect these infections from outside threats. Astrum Deus and the Astral Meteor Lore: Since ancient times, humans
have looked to the skies with admiration and wonder; countless religions place their gods and their heavens amongst the skies. The sun was their god of warmth and life, banishing the darkness and offering hope. The moon was an idol amidst the night - a symbol of light, yet a beguiling one that beckoned with madness. The stars, they once said, were
no single gods. The wondrous stream of stars that stretched across the sky on cloudless nights - the source of those lights was a divine serpent of incomprehensible proportions. Its very nature was unimaginable, to the point that its presence in their reality could only be glimpsed through the countless stars its body birthed. As the collective faith of
humanity gathered, it gave rise to the manifestation of their belief: a true god of the stars, soaring through the cosmos. But even gods could be laid low. Conquering the land countless years after the god of the star's legend was born, the Jungle Tyrant looked to the skies and saw yet another realm to dominate - beginning by striking down Astrum
Deus with his own Devourer of Gods. Empowered by those it had already consumed, the Devourer tore open the larger divine serpent’s gut and burrowed in, feasting on its body and killing it from the inside out before crushing its husk to pieces between its coils and scattering the remains to the cold void of space. In ancient times, it was said that the
god of the stars would descend upon the planet in its last days. Its body would infuse the earth with astral power and transform lesser lifeforms into its guardians. The power lingering in its corpse attracted worms to itself, empowering them so that they may grow - and Astrum Deus may one day return to the cosmos. Even when torn asunder, the
god's corpse held power; just as the legend that gave rise to it claimed, those fragments of its body would one day fall to the planet and choose a successor to the god of the stars. The Astral infection hails from the depths of space, carried on the remains of corroded and broken planets. How those planets were destroyed remains a mystery, yet traces
of dark matter tell tale of a chaotic force. Upon being shattered, fragments are scattered across the galaxy and collide with other celestial bodies. Wherever those meteors land, the surrounding ecosystems become modified, slowly twisting and warping to the infections will. This is all brought about by a single species of pathogen, carried by the
meteor, and reformed by chaos to serve a new purpose. Gigantic monoliths of dark stone begin to rise from the ground. The trees rot away, replaced with pillar-like growths serving as further breeding grounds for the virus. Organic creatures are swiftly transformed beyond recognition as the microbe enters them and multiplies through their bodies,
twisting them into self-mockeries that live and die to protect and spread the infection. The pillars exhale a thick violet haze that blankets the mutated land and permeates the system of any living being that wanders near, warping vision and stinging exposed flesh. The virus’ control does not stop at the planet and its residents. If any entity is powerful
enough to consume these infected planets, then they too are prey for the infection. Their entire astronomical body becomes a breeding ground for its new parasites. The original host may continue to travel the cosmos - but their purpose of existence is reduced to spreading the virus across the universe as yet another vector of the disease. All across
the cosmos, brought about by the phage, these areas of infection are not uncommon. Many worlds have fallen to the virus, and grow dark, as the virus devours the planet to its core. As it continues to spread, it overrules any semblance to natural order. The weak become strong, the hunters the hunted. But in the end, the final result is a world turned
into a nightmare for all, ruled by fear. The Plaguebringer Goliath Lore: The Jungle Tyrant conducted a great number of projects and experiments during his rule. It was during one such experiment that Yharim and his researchers unwittingly created a terrible yet powerful weapon - infectious nanomachines capable of spreading to virtually any organic
material that rotted the host from the inside out, sustaining the victim's life as they suffered to enable their proliferation. Yharim swiftly declared the results too dangerous for use and locked the bio-tech virus away under high security. However, one of Yharim's head scientists recovered the nanomachines from storage and silently added them to
another of Yharim's projects as it was prepared for field use. Armed with a slew of advanced weaponry and filled with a sadistic disease, mechanized Queen Bees poisoned their hives as they were stationed throughout the Jungle. Their lesser brethren contracted the plague and proceeded to spread it further still, cascading through the ecosystem in
the blink of an eye. The outbreak was uncontrollable, the nanomachines impossible to purge from the cyborg insects without destroying them entirely. As the Jungle around him wasted away in agony, the tyrant king turned his eye to the devastating might of his living weapons. The mechanical abominations became known and feared as the
Plaguebringers - capable of razing a thriving city to the ground with ordnance as easily as they could transform it into an apocalyptic wasteland. Though not the most powerful of Yharim's forces, the Plaguebringers promised their victims a gruesome, painful, and extremely slow demise. Ravager Lore: As the Jungle Tyrant's forces conquered the land,
those who stood in his path used anything and everything they could to defeat or delay his endless onslaught. The strife of war pushes humans to the limit of their being, drawing both virtue and depravity to the surface in the darkest moments. Driven by desperation, it was in one such last stand that the honor of the dead was defiled; innumerable
corpses of those already slain in battle were reanimated as a single misshapen abomination. It was not resurrection, but allowing that which had fallen still to move once more. Its body was an unbreakable rampart of bone still blazing with an inferno of black magic, and its weaponry sufficient to equip an army. Its mind lacked the capacity for any
thought beyond slaughtering all in its sight - but that was all its creators desired in their darkest moment. After their final gambit killed the men that had cornered them, the flesh Golem's makers were butchered in short order. With the regenerative durability of a living fortress and destructive power capable of waging a war all on its own, the
Ravager was never captured or defeated. It continues to roam the land long after the disappearance of the Tyrant it was meant to combat, mindlessly following the one order built into it until the day it is destroyed. The Profaned Guardians Lore: The Profaned Guardians, born of the profaned flame that is never allowed to be extinguished, are the
eternal servants of their god, Providence. They are the physical manifestations of the souls of deceased worshipers that were promised eternal life in exchange for their protective services; they are undying, and will reform some time after their demise from the core of Providence herself. They guard to the death both Providence and her artifacts,
which were used as mediums to communicate between Providence and the flora and fauna of Terraria before Yharim appeared. When the tyrant began spreading his influence across the land the guardians fought to repel him. What started off as a perceived victory for the guardians was soon followed by the unleashing of the tyrant's trusted Devourer
and his Sentinels. The guardians were destroyed, and retreated back to their god to be reformed once more. Years later the Terrarian manages to piece together one of the profaned artifacts, awakening the guardians once again. Providence, the Profaned Goddess Lore: Fire has no desires to speak of, nor does it have pains to lament. It has but a
purpose: to burn is its meaning, to turn to ash is its resolve. Such is Providence, a being of alleviating light, and corrupting twilight. Born from a colossal impact of dark and light magic, during the ancient conflicts between angels and devils, her creation was of holy and demonic origins, and her presence embodied that concept in its denial of both. An
indifferent crystal, formed in the heat and power of the mana. Within, a conscious spark took a mind of its own. In the midst of the torrent of magic, Providence felt the good, and the evil: the utmost desires of the world, for ill-intent and to live. It was disgusted. Held in limbo between both forces, it began to take a form of its own; from the land itself,
a shell of stone, and from the blaze of battle, her wings. Anything her flames swept across was cleansed, purified, and reduced to an impartial ash. In life and death, there is vice, there is virtue. In purity, where nothing lives and nothing dies, neither sin exists. That is her objective. A world cleansed of desire. However, in the Devourer’s and its
servant’s mad search to consume her, such deeds are risky, and the scouring of a world is not an action which would escape its knowledge. Thus, Providence basks in the center of the sun, where she remains dormant, gathering power from the energy of the nuclear fusion. It is there that she waits, patient and dispassionate, to one day be able to
descend upon the earth, consuming all in a purifying flame. Nothing would be able to withstand the heat of the Goddess, tempered by the sun, and fueled by a singular purpose. She would leave nothing but an uncanny, sinless world behind. However, if you were able to grasp one of her relics, a substantial core of her power, it would surely incite her
wrath. She would descend unto the land prematurely, not having gathered enough energy, nor with her relic properly harnessed, leaving her weak. Her aim would be to reclaim her artifact, and annihilate the culprit. However, with proper exploitation of the method described, a skilled enough opponent could potentially destroy her in battle, to avert
the fate of the world. Sentinels of the Devourer They are a cross between minibosses and actual bosses. They drop materials for the Cosmic Worm. Lore of the group: The Sentinels of the Devourer are the three entities that answer directly and only to the Devourer of Gods; they hold no loyalty of any kind to anyone else, except under their master's
orders. Each one is bound to the Devourer under a magical pact - offering their abilities and allegiance in exchange for a fragment of the immense power the cosmic serpent has amassed from its divine prey. The Devourer wields their strength, and they in turn are infused with the Devourer's might. Their current collective mission is to hunt down the
Profaned Goddess and expose her where the Devourer of Gods can manifest to kill her. Drawn to the magic of Providence, it is likely that even a rune infused with that same magic would suffice to provoke them - and if all three were to fall, perhaps the Devourer of Gods may begin to take notice of what slew them... Summoning them: They are
summoned using the Rune of Cos. One is summoned in the dungeon, another in the sky, and the final one in the underworld. The Ceaseless Void Lore: The Devourer of God's ability to cross dimensions was not mastered instantly. Magic of such incredible scale demands incredibly precise use and knowledge to avoid disaster - and attempts to
experiment with it will inevitably result in at least a few accidents. During an attempt to breach the barrier between worlds, one such mishap occurred: a deadly rift formed, in which the concept of reality itself faltered. It required the power of both the Devourer and Calamitas to seal the void, stabilizing it with a localized dimensional reinforcement
field and further encasing it in a shell of cosmic steel - but a strange phenomenon occurred as the rift was contained. The matter and the lives it consumed were regurgitated as shapeless masses of dark energy, draining the life out of every living being around it. Despite being a highly valuable research specimen, it was ultimately deemed impossible
to control after extensive testing and condemned to waste away in the abandoned Dungeon. The Ceaseless Void is only technically a Sentinel. It is under the same magical contract as the others, but it has no mind - only a will to consume the life force of others. According to Calamitas’ research, one of two events will occur if its casing is ever
compromised: either reality will force the void to collapse and annihilate itself, or it will spill out and spread without end - reducing the entire universe to waste scattered in the abyss between dimensions. The Storm Weaver Lore: For all of their potential for growth and killing power, worms have been looked down upon by their enemies and regarded
as little more than burrowing pests for centuries. However, the rise of the Devourer of Gods turned such a conception completely on its head, instilling a fresh wave of fear and paranoia into the world at large. Worms were no longer merely exterminated for being a nuisance, but actively hunted and wiped out. The Devourer's own species - already
regarded with caution for their power to assimilate the abilities of their prey - was rendered virtually extinct within the span of a few short years. It was only by the hand of fortune that the Devourer itself happened across the last of its species: a newborn worm that could hardly fend for itself, starving and on the brink of death. The Devourer took pity
on its fellow kind and brought it to Yharim's forces, who restored it to health and outfitted it with armor akin to that of the Devourer. Despite having spared it once, the Devourer of Gods is highly aware of its protégé's potential, and would not hesitate to turn against the lesser worm should it grow strong enough to threaten its master. However, that
day has not yet come. The newly christened Storm Weaver resides in the outer reaches of the atmosphere, preying on the wyverns that roam the skies with it. Though lacking the advanced mind developed from assimilating countless human prey, it has enough capacity to process the orders given to it - while retaining the feral animosity of a beast to
direct against those it hunts. Signus, Envoy of the Devourer Lore: No living creature knows the true origin of Signus. Some claim it is a wraith, bound by vengeance and controllable only through dark magic. Others insist it is simply a mage of the highest caliber. Others still believe it to hail from another planet, or possibly another dimension entirely.
But all can agree on its unparalleled killing prowess - capable of exterminating virtually anyone, anywhere, regardless of the conditions or defenses surrounding its target. Even those who contract Signus can rarely say for certain who their assassin is. It has been seen consuming the bodies of others and adopting their appearance afterwards;
descriptions of its "true form" vary wildly. The most consistent pattern in those believed to have been Signus is the manifestation of ethereal lights when forced into open combat, commanded through unknown means to blind its opponent or burn them to ashes. Signus' one and only failure to kill a target was against the Jungle Tyrant, Yharim.
Manifesting from nothing in the inner sanctums of the Jungle Temple, it was foiled only by its target summoning of the Devourer of Gods to his aid - and even then, Signus evaded death for an extended period of time within the Devourer's own dimension. Both of them soon came to realize that neither could kill the other; a grudging ceasefire was
eventually agreed upon, which slowly evolved into an agreement of mutual respect. Signus itself became the Devourer's favorite means of eliminating targets when delicacy and stealth were needed over sheer power and size. Of the three Sentinels, none is closer to fulfilling their current objective than the ethereal assassin. Polterghast Lore: Over the
course of Yharim's conquest over the world, countless people perished - whether killed by his forces, imprisoned and fed alive to his monsters, or struck down by Yharim himself. Few died peacefully, and many cursed the Jungle Tyrant's name with their last breath. Some found peace in their afterlife; others lingered in the physical realm as phantoms,
their hatred and anguish immutable even by death. The Dungeon served as Yharim's prison during his rule - and for the less fortunate, his torture and execution chambers. Attracted to the bloody reek of pain and death, the restless spirits flocked to the Dungeon in droves, possessing the corpses of the deceased and animating armors and weapons.
Though easily dispatched at first, their numbers grew and grew - seemingly without end as the death toll of Yharim’s reign continued to rise. Deeming the Dungeon a waste of his men and resources, he withdrew them and left the dead to rot. As spirits clinging to reality through little more than hatred, they held no loyalty to their fellow dead. Many
swiftly turned on each other - souls devouring souls in an instinctual bid for power. As lesser souls grew swift and elusive, the first souls to feed continued to fight and consume one another until a legion took form, lacking even the concept of predator and prey. Hatred for the one that first slew them and a desire for more that could never be satisfied;
reduced from countless living men to a mindless beast, nothing else drove the amalgamation now. Scraping fragments of metal into patchwork armor and animating broken chains with its essence to better hunt its lesser brethren, the Polterghast roams the depths of the Dungeon away from prying eyes. It continues to feed and fester in the darkness
until it feels the power of the object of its collective hatred once more...or until it detects one whose power has begun approaching the point of indistinguishability. The Devourer of Gods Lore: The Devourer of Gods, originally known as a mere myth in Terrarian legends, is a monstrous cybernetic serpent from the depths of an eldritch-conceived pocket
dimension. Its home is devoid of all lifeforms, with an endless blanket of hazy purple mist extending as far as the eye can see. This was not always the Devourer's home, as it used to tunnel through the earth in the Terrarian's world, eating and crushing all that dared to stand in its way. However, as the Devourer's food sources became more adept at
avoiding its attack patterns, it began to starve, leading it to use the power of those it devoured to tear a hole in the dimensions. This is now where the Devourer hides, awaiting for some foolish challenger, be it god or otherwise, to awaken it from its slumber. The Devourer will occasionally launch 'sneak attacks' by tearing through the dimensions and
eviscerating unsuspecting victims to feed its ever-growing segments. The Devourer came to be after Lord Yharim discovered that a giant sentient vibrant purple worm creature had killed and eaten a platoon of his best soldiers. Yharim originally wanted to kill the creature for revenge, but instead he found a better purpose for the beast. Yharim made a
deal with the Devourer, as long as the Devourer would serve him until death he would feed the Devourer the most powerful entities he could capture. The Devourer agreed, and soon after Yharim captured his two most hated traitors, Braelor and Statis. Yharim threw them inside the pocket dimension without any way to defend themselves. Yharim
watched and waited until he could hear the screams of the two demi-gods as they were crunched and torn to bloody pieces by his newfound pet. Afterwards Yharim rewarded the Devourer further by armoring him with reinforced spiked steel shells, specifically designed to resist piercing and explosive attacks. Bumblebirb Lore: The Bumblebirb,
created by Yharim in a failed experiment to engineer an army of lesser Yharon clones, was released into the Terraria Jungle to wander aimlessly and attack those strong enough to pose a threat to Yharim himself. They have the uncanny ability to replicate/reproduce with themselves in order to mass-produce more tiny Bumblebirbs that will eventually
grow into larger birbs. The only thing preventing the birbs from overpopulating the entire Jungle is their engineered "hormonal reproduction limit" protocol. This protocol shuts down the birb's sexual hormones when there are a large amount of other birbs present near them, preventing the birbs from reproducing with themselves further. Jungle
Dragon, Yharon Lore: Yharim grew up with no one besides his monstrous cohorts to keep him company after the passing of (nearly) his entire family...with the exception of his leal dragon guardian, Yharon. Long ago, a powerful ranger found an egg within the depths of the Jungle Temple. She gifted the egg to her son, Yharim, to raise as a companion
while she was away on her missions. Before the egg hatched it was tossed into the underworld lava, along with Yharim's entire family due to the arrogance and despicable nature of the elder brother. However, the heat of the lava only caused the young dragon to mature more quickly. Soon, it hatched into a furious beast, and was able to save Yharim
from his demise, though the same could not be said for the rest of his family. Badly burned and filled with hatred and contempt, Yharim slowly crawled onto the back of his faithful companion. The dragon comforted him as best it could before Yharim commanded that they return to the temple, a new power and order was about to rise. From there the
dragon aided Yharim in annihilating the corrupt leaders of the jungle and putting the power in the hands of someone with a broken heart and many scars. The dragon was more than just a mere friend to the tyrant, the warmth and light from the dragon's soul often comforted the tyrant king in times of great depression. Without his pet, the tyrant
would've been dead long ago. Supreme Calamitas Lore: Calamitas' true name is unknown. She was born in a mountainous region to a family of extremely skilled mages whose destructive powers rivaled those of demigods. They taught her how to master the vehement and volatile natures of dark magic, without giving in to the negative emotions that
these powers can inflict upon the wielder. "The dark is within all of us, but when gazing into darkness the darkness also gazes into you," her father told her, quoting a famous philosopher. However, one morning, after a particularly heated clash with a rivaling faction, Calamitas woke up to find her parents and siblings dead, hung on crucifixes by an
angry mob. Filled with hatred and rage, Calamitas forgot what her parents had taught her, and brought devastation upon the mob, burning them with hellfire and teleporting them to the underworld to be tortured for eternity. Calamitas, defeated and sobbing, retreated to her now-vacant cave carved out in the mountainside, taking to practicing the
magic of necromancy in order to revive her parents and 2 brothers. After her success in bringing back her siblings she heard an ethereal and almost-mesmerizing voice telling her to seek refuge in the Jungle. Following this, Calamitas wandered toward the Jungle, entranced by some unknown force. She found her way into the Jungle Temple, where
Yharim, the man who had spoken to her, resided. He had felt her mastery over the arcane due to her immense and manic outburst of destructive power. He eventually recruited her into his army after several long and persuasive talks over what truly matters in their world. When Amidias refused to help Yharim in a ritual, to awaken a slumbering god,
Yharim had Calamitas incinerate the oceans as her first mission, thus causing the Desert Scourge to go on a rampage. But somewhere deep in her psyche, a shard of benevolence still existed. Weeks passed, each day she argued more and more with herself over what was necessary to achieve a goal, and ultimately began distrusting Yharim. One day,
Calamitas met with Yharim and attempted to convince him that his logic is flawed. Yharim heard none of it, and sent her immediately out of his throne room. That very same day, Calamitas betrayed Yharim by unleashing the ancient Golem using one of the ancient Power Cells. The Golem rampaged through the temple, distracting Yharim and his
soldiers. Calamitas used this time to escape. After Yharim and his men obliterated the Golem, he cursed Calamitas for her betrayal. Due to distance, the curse had a lessened impact on her, but it still managed to worm its way into her mind years later. Over time the curse slowly drove her mad, and ultimately she ended up returning to Yharim's side
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to playing this mod when its released. EDIT: The Exsanguination Lance handle also looks kinda weird. The only weird sprite I find weird is the Darklight Greatsword...that handle. Other than that, I look forward to playing this mod when its released. EDIT: The Exsanguination Lance handle also looks kinda weird. Just edited the hilt of the Darklight
Greatsword. Let me know what you think Will do the Exsanguination Lance in a bit. The mod compiles! Now it's time to test everything. The Desert Scourge spawns! He's still a bit buggy with how he behaves but with time I'll be able to fix it Also, his Dried Seekers are a bit too vicious at the moment. 5/30: Update! Expert mode NPCs now drop more
modded items compared to normal mode. - Wall of Flesh now drops the Twisted Tendrils. - Made Hardmode mod bars easier to craft. - All item recipes have been quality checked. - All weapon recipes have been quality checked. - All weapons have been tested. - Nerfed certain armors and buffed others. - Devourer of Gods health nerfed. - Slime God
buffed. - Desert Scourge Bag added. The Devourer of Gods is up and running with some minor bugs. You thought the Destroyer was easy? Well, here is my answer to that 5/31 - Devourer of Gods and Desert Scourge are less buggy. - Terratomere updated. - All projectiles checked. - All dusts checked. - All NPCs checked. - All armors checked. -
Devourer of Gods now becomes enraged and doesn't despawn when daytime starts. - Devourer of Gods velocity increased, larger increase if in Expert Mode. - All item sounds checked. - Exsanguination Lance sprite updated. wOW YOU update sooo fast. And i love the mod already. keep up the good work wOW YOU update sooo fast. And i love the mod
already. keep up the good work I have a LOT of free time right now I spent around 12 hours the past two days alone performing quality checks on everything Take a break ;-; the mod is high quality already. Page 2 6/1 - Devourer of Gods Bag now has a chance for Dev. Armor. - Devourer of Gods drop rates increased if in Expert Mode. - Some recipes
updated. - Xeroc Greatsword projectiles updated. - Darklight Greatsword projectiles updated. - Xeroc Greatsword resprite. - Meld Blobs can now drop from all Nebula Tower NPCs. - Desert Scourge now spawns a worm version of the Dried Seeker. - Devourer of Gods bug fixes. - Added recipes for vanilla items (Shiny Red Balloon, Cloud in a Bottle,
Starfury, Blizzard in a Bottle, and Sandstorm in a Bottle) Version 1.0 is now available! Please report any bugs on this thread or PM them to me. Any suggestions for new items, NPCs, etc. can be posted on this thread or PMed to me. Hope you all enjoy the mod Version 1.0.1 - Added Description and Link to mod page in Mod Browser Version 1.0.2 -
Updated to TModLoader Version 0.8.1.1 Just saw these messages, I'm excited to test it out!!! Just saw these messages, I'm excited to test it out!!! Yay! And don't pay too much mind if the worm bosses are a bit buggy still. And I'm also aware that the "Cosmic Worm" item is currently infinitely usable (which means you can summon the Devourer of Gods
over and over/summon multiple at once). I will fix that in the next update. Wait.. So i can fight like 10000 devourer of gods at once ? O...M...G... where has this beauty been hiding... the look of this mod brings me well back to my minecraft days playing Diving RPG, god i missed that, and now theres a mod which will give me the feel of it again EDIT:
also bit of a silly question, but how do i craft the sky mill? my worlds not being nice to me right now :/ O...M...G... where has this beauty been hiding... the look of this mod brings me well back to my minecraft days playing Diving RPG, god i missed that, and now theres a mod which will give me the feel of it again EDIT: also bit of a silly question, but
how do i craft the sky mill? my worlds not being nice to me right now :/ 10 Sunplate Blocks, 5 Cloud, and 3 Rain Cloud. Take those to an anvil and you're good to go! [doublepost=1464877213,1464877155][/doublepost] Wait.. So i can fight like 10000 devourer of gods at once ? Yes! Wouldn't recommend it though, he tends to tank the FPS if there are
more than three at once how do u craft the desert medallion? one thing im wondering, what do you plan on doing with this mod next? because one thing that most people look to see is post-moon lord content, perhaps a few additional things for after moon lord? and maybe a more advanced progression? like the ores spawning in the world after certain
bosses or events are beaten, instead of crafting it all? Because after all, everyone loves mining one thing im wondering, what do you plan on doing with this mod next? because one thing that most people look to see is post-moon lord content, perhaps a few additional things for after moon lord? and maybe a more advanced progression? like the ores
spawning in the world after certain bosses or events are beaten, instead of crafting it all? Because after all, everyone loves mining I was thinking about making three new primary hardmode ores: Perennial Ore (Reaver), Cyanic Ore (Daedalus), and Chaotic Ore (Ataxia) spawn after defeating certain mod bosses. Mecha Plantera has been another boss
on my mind for a good while now One thing to note, I don't have very much free time on my hands so the release of new mineable ores and a new boss/bosses will probably be sometime later on. Unless if I had more help that is, but everyone I've talked to is either busy with another mod or busy with real life problems Also, just made this today:
Possible upcoming item. Edit: Found a bug on a few hardmode items. I set gravity to a very small number in hopes that it would make the items float. Instead, I was supposed to multiply maxFallSpeed by that small number...whoops Version: 1.0.3 - Added Falcon Boots, fixed item gravity bugs, added more vanilla recipes for Lava Charm and Water



Walking Boots. Hey I really would like to test this out but I have this problem....so I play Terraria on a mac. I know what a scrub. So the thing is the Mod Browser doesn't work correctly for me for some reason. So could you give me the .tmod file it would be great thank you very much. Hey I really would like to test this out but I have this problem....so
I play Terraria on a mac. I know what a scrub. So the thing is the Mod Browser doesn't work correctly for me for some reason. So could you give me the .tmod file it would be great thank you very much. Here you go! Hopefully you have a program to open .zip files. All...this....content...in a few days!? And is there anything that requires a new world? I
think (at least on windows) that there's built in zip support, because it's kinda universal, so I think he can. Thanks very much I'll play 18r. I'd very much like to add this to mods list, however I'd prefer to not have to change worlds. All...this....content...in a few days!? And is there anything that requires a new world? Nothing requires a new world, but
it's recommended to play with a new world so that it can all be experienced from beginning to end. That's my opinion at least Well I have just been setting a town up for me and my friends to set off, so I am starting from the beginning, Cool thanks for you answer. Page 3 @tankedup13 Welp, I lied. I just started working on world gen for mod ores today
Planned ore spawns: Aerialite Ore: spawns on sky islands (gonna try this and see what happens) - If downed Desert Scourge a small amount spawns. If downed Brain/Eater a larger amount spawns. Cyanic Ore: spawns in Cavern Layer - If downed Slime God is true. Requires at least an Adamantite/Titanium Pick to mine. Perennial Ore: spawns in Lower
Underground Jungle Layer - If downed Mech boss 1, 2, and 3 are true. Chaotic Ore: spawns in the Underworld - If downed Plant boss is true. Uelibloom Ore: spawns in the Upper Jungle Layer - If downed Golem is true. Xeron Ore: spawns in the new Calamity biome - If downed Cultist is true. Let me know what you think! It's coming together Awesome,
and great that it's retro-gen. The voting poll is broken XD, it says 25% on all of them, there's 5 different ones with 1 vote. The voting poll is broken XD, it says 25% on all of them, there's 5 different ones with 1 vote. Now it says 2 people want more bosses, seems like the problem will fix itself. The poll system is being weird. Are spriters still needed?
This mod looks awesome already and I would like to help on it in some way.~ The desert scourge seems a bit odd, every body segment is detached from the other, is there any way that can be fixed? Also the devourer of gods, some of the body segments seem to despawn or something, and it automatically spawns with a huge cluster of body segments
in one place, which doesn't seem to go away unless you go far enough away that it would despawn. The desert scourge seems a bit odd, every body segment is detached from the other, is there any way that can be fixed? Also the devourer of gods, some of the body segments seem to despawn or something, and it automatically spawns with a huge
cluster of body segments in one place, which doesn't seem to go away unless you go far enough away that it would despawn. I think I can fix the issue with the Desert Scourge. I just need to adjust the size of the segments, and maybe the scale of the segments as well. I'm using a modified Destroyer Al for both, so that might be the issue. Also, the
Dried Seekers not despawning their body segments is intended. That way when they die the body segments 'zone off' a small area. I've got the Devourer to where the segments don't detach as often by changing the width and height in the SetDefaults method. I think I can fix the issue with the Desert Scourge. I just need to adjust the size of the
segments, and maybe the scale of the segments as well. I'm using a modified Destroyer Al for both, so that might be the issue. Also, the Dried Seekers not despawning their body segments is intended. That way when they die the body segments 'zone off' a small area. I've got the Devourer to where the segments don't detach as often by changing the
width and height in the SetDefaults method. worm type enemies... a pain to deal with in vanilla, and an even bigger pain to get working in mods, blah can tell you that with the dragonlord boss, however i did notice in tremor a worm type enemy that doesnt seem to bug out, maybe you could ask the mod dev for some tips on that? worm type enemies...
a pain to deal with in vanilla, and an even bigger pain to get working in mods, blah can tell you that with the dragonlord boss, however i did notice in tremor a worm type enemy that doesnt seem to bug out, maybe you could ask the mod dev for some tips on that? I just spawned the Devourer of Gods with some modifications I made and none of his
segments despawned. He even had the full body and everything! I just had to tweak the width and height a little bit. And yeah, I'll ask them how they managed to get it done. I'm also planning a new boss that I spent 4 hours this morning programming Do you think you could change the Desert Scourge to have a shared health bar like the Destroyer?
Unlike the Eater of Worlds, killing the head kills the whole boss, so what's supposed to happen if you destroy one of its segments first? Do they just sort of detach and stick around annoyingly like the Dried Seekers do? Is the non-shared-HP intentional? Also, the Victide Helmet says "slight increase to all damage." It's standard convention for armors to
always give exact percentages in the description. It's acceptable for vanilla items such as the Sun/Moon Stone and upgrades, where there's so much going on it'd be a pain to list, but there's no real reason to hide it here. Just change it to +X% damage; don't even need to say all damage, since not specifying a type indicates it affects everything. I
haven't gotten very far into the mod yet, so I don't know if there are any other instances of similar things. (It seems the Desert Scourge doesn't have a special Expert Mode item. Are you planning to add 'surprise' Expert Mode items in the future? I"m going to guess that the other bosses don't have such items either.) When is the recommended time to
fight the Desert Scourge? I don't want to die because I'm unprepared. (Playing Expert.) Also, a comment about my vote; I don't want more bosses (once Desert Scourge is fixed). Granted, I like bosses, but I wanna see more stuff like move-in NPCs and whatnot. When is the recommended time to fight the Desert Scourge? I don't want to die because I'm
unprepared. (Playing Expert.) I would fight him either before the Eye of Cthulhu on Normal Mode. Or after the Eye on Expert. Then again, with a good arena (and not going undergroud!) he can be killed pretty easily. The major damage buffs and the increased bleed effect on Expert Mode are kinda brutal [doublepost=1465100070,1465099865]
[/doublepost] Do you think you could change the Desert Scourge to have a shared health bar like the Destroyer? Unlike the Eater of Worlds, killing the head kills the whole boss, so what's supposed to happen if you destroy one of its segments first? Do they just sort of detach and stick around annoyingly like the Dried Seekers do? Is the non-shared-HP
intentional? Also, the Victide Helmet says "slight increase to all damage." It's standard convention for armors to always give exact percentages in the description. It's acceptable for vanilla items such as the Sun/Moon Stone and upgrades, where there's so much going on it'd be a pain to list, but there's no real reason to hide it here. Just change it to
+X% damage; don't even need to say all damage, since not specifying a type indicates it affects everything. I haven't gotten very far into the mod yet, so I don't know if there are any other instances of similar things. (It seems the Desert Scourge doesn't have a special Expert Mode item. Are you planning to add 'surprise' Expert Mode items in the
future? I"m going to guess that the other bosses don't have such items either.) Yes! I just need to find the time to program and create the special boss drops. The Slime God already has two Expert-exclusive items, and the Devourer has a couple very difficult to obtain items that it can drop on Expert. The Desert Scourge was my newest boss creation,
so I haven't been able to create unique drops for it yet. EDIT: Sorry about the double post, I'm tired after 9 hours of actual work. @MountainDrew Thanks! I tried fighting him already, but I was really cocky. Taking him on with Stone Armor and a spear didn't work too well for me. I'll probably kill King Slime, then The Grand Thunderbird from
Thorium, then decide whether or not I'm ready for him. I'm sorry for being an annoyance, but the question I gave was not answered: Are there spots for spriters here? I'm sorry for being an annoyance, but the question I gave was not answered: Are there spots for spriters here? Yes! You can sprite whatever you want for this mod and I will try to fit it
in as best I can. What I really need right now are throwing weapons for each tier and perhaps a "crabman" NPC that moves in after defeating the Desert Scourge. My rage at fixing bugs: Will this boss ever make up his mind when he is buggy and when he is not!? New Devourer Al and sprite that's less buggy. All of the segments are 50x50, but I had to
reduce the size of the worm because the larger it is, I've found, the more buggy it is. @MountainDrew The Devourer looks fine. I think that The Desert Scourge's segments are much worse. Still playable but... yeah. I fixed the Desert Scourge yesterday. Now the segments are actually attached to each other New patch will come out when I'm done
programming that one new boss and adding in world generation for the modded ores. I fixed the Desert Scourge yesterday. Now the segments are actually attached to each other New patch will come out when I'm done programming that one new boss and adding in world generation for the modded ores. Okay, cool! Do you know of a way to generate
your ores in an already made world? Page 4 ok, so i play with a mod that makes bosses use expert Al with the increased stats, i fought the slime god, and now it has switched my world to expert, is this intended, because i know this doesnt happen under any other circumstances. ok, so i play with a mod that makes bosses use expert Al with the
increased stats, i fought the slime god, and now it has switched my world to expert, is this intended, because i know this doesnt happen under any other circumstances. That is incredibly odd I'm going to test him again right now on Normal mode to see if it switches. This is after I've updated his Al to not use vanilla Slime King AI btw EDIT: With the
new Al update it doesn't seem like this issue occurs. I fought him in a new Normal world and it didn't switch to Expert. That is incredibly odd I'm going to test him again right now on Normal mode to see if it switches. This is after I've updated his Al to not use vanilla Slime King Al btw EDIT: With the new Al update it doesn't seem like this issue
occurs. I fought him in a new Normal world and it didn't switch to Expert. you mean the slime god will be getting a different AI? if so cool, and it wasnt too much of an issue with the switching to expert thing, since i just found out the mod that changes boss Al's has a /expert command so i can just switch back anyway. you mean the slime god will be
getting a different AI? if so cool, and it wasnt too much of an issue with the switching to expert thing, since i just found out the mod that changes boss Al's has a /expert command so i can just switch back anyway. Yeah. He'll be able to do some crazy stuff like the Armageddon Slime from Avalon My newest boss will the bane of everyone's existence
though, hopefully. "Tonight is going to be a horrific night..." Unsure as to if someone has already reported this, but, the Statigel Greaves seem to add 1000% minion damage instead of the 10% that the description states, which results in some very hard hitting earlygame summons. Unsure as to if someone has already reported this, but, the Statigel
Greaves seem to add 1000% minion damage instead of the 10% that the description states, which results in some very hard hitting earlygame summons. Just fixed that, my god. I can't believe I missed that. I had it set to 10 instead of 0.1 Unsure as to if someone has already reported this, but, the Statigel Greaves seem to add 1000% minion damage
instead of the 10% that the description states, which results in some very hard hitting earlygame summons. Even though it is a work in progress, you should take advantage of that bonus when you can, but thanks for pointing that out. There are other ways where we can have super powerful minions. While it's impossible to double post I'll post my
planned updates for the 1.1 release! Planned updates: Slime God no longer uses vanilla King Slime Al (Finished!) Slime God does crazy stuff (Finished!) Add a new boss (Finished!) Add incredibly difficult second phase to new boss (Finished!) Make ore spawns upon boss downs (Finished!) Make the Shredder usable and drop from Devourer (Finished!)
Make Expert drops for Scourge, new boss, and Devourer (Finished!) Make Devourer a boss after the new mod boss (Finished!) Player can be burned alive by Brimstone Flames (Finished!) Fix armor set bonuses (Finished!) - Unless if more people report more bugs Made Dried Seekers able to die when one segment is killed (Finished!) Added Brimstone
Hellfire, Brimstone Laser, and Brimstone Fire Projectiles (Finished!) Add Calamity World (Finished!) Add Calamity Player (Finished!) Update recipes to require new mod ores (Finished!) Create boss bag for new boss (Finished!) Update all current boss drops (Finished!) I don't know if this was fixed or not, but the slime god's hitbox seems a bit off, you
can only hurt it in the lower part of its body. Mwahahahaha... you made... post moon-lord... twins... may god have mercy on us all... EDIT: i just saw the third one... what monstrosity have you created?! I wanted to unleash the apocalypse on Terraria and I actually did it. I'm an absolute madman! Also, they function like Skeletron on Expert Mode. You
have to defeat the two 'Spazmatism' eyes to lower the defense of the main one. Looks like everything on the list is finished... so can we expect an update soon? Also, new boss: Nice I see plenty of potential in this mod good luck. Another spoiler, the ore generation is confirmed to work for all four bosses! Also, there are a lot of Stasis Probes on screen.
Page 5 Would anyone like to sprite one last item for me before the 1.1 update comes out? I'd like this ring: To be turned into a 2-D sprite for Terraria. I've just gotten burned out on spriting stuff and I'm not that great at spriting rings anyway. Also, I greatly encourage everyone to check out the mod front page content! A LOT of stuff has been added
Lore added for the Desert Scourge. Tell me what you think of this 'lore' idea, any feedback would be greatly appreciated. @MountainDrew We got a problem. A pretty big one. You see, the Statigel Greaves don't have a 10% increase... They have a, uh... 10x increase. Check it yourself, my Thorium birds are doing 121 Summon Damage instead of 11.
It's a BIT ridiculous. I was watching my birds suddenly wrecking enemies in two hits and I thought "wow, big difference" but didn't realize that it was THAT big until just now. Attached a screenshot for proof of the instance. @MountainDrew We got a problem. A pretty big one. You see, the Statigel Greaves don't have a 10% increase... They have a,
uh... 10x increase. Check it yourself, my Thorium birds are doing 121 Summon Damage instead of 11. It's a BIT ridiculous. I was watching my birds suddenly wrecking enemies in two hits and I thought "wow, big difference" but didn't realize that it was THAT big until just now. Attached a screenshot for proof of the instance. i think the mod dev has
said its fixed for the next update, which is hopefully soon Also, MountainDrew, can we do something about Slime God? My complaint is that he despawns when he's still on screen sometimes. I think the issue is that he's using King Slime's despawn detection. He really needs to have a longer despawn range. Not saying infinite, though infinite would be
okay since he teleports to you and you could keep him despawning when the player is dead. I just really hate being in the middle of the fight and losing the loot because he disappeared at like half health in second form. It's really annoying. It's happened twice now. Either way, thanks for reading this... I'm just really getting annoyed by this bastard.
Slime God despawn range is fixed. I think, at least I ran really far away from him before he hit his second form, then I killed him offscreen and he transformed and didn't despawn. Also, some funny stuff happened while testing. King Slime spawned after I spawned the Slime God: A Desert Scourge in its natural habitat: Apparently Version 1.1 is too big
for the mod browser. Welp, that sucks I'll just put the ZIP download on the front page then. I believe you can ask someone about that, there probably is a way to get it on the mod browser. And yay update! I believe you can ask someone about that, there probably is a way to get it on the mod browser. And yay update! Yup! New ores have been added
and that crazy multi-twin bossfight has been added. I would list everything but it would take up too much space. The Desert Scourge can also swim quite well in the ocean. But don't summon it there, because you will die in the early game. Yup! New ores have been added and that crazy multi-twin bossfight has been added. I would list everything but it
would take up too much space. The Desert Scourge can also swim quite well in the ocean. But don't summon it there, because you will die in the early game. Could You Give Me The Download Link Please? Do any bosses have expert items in the new version? In the old version, I checked Cheat Sheet and there isn't a single expert item... and Slime God
drops a rather disappointing Royal Gel. EDIT: You should really make the expert only items Rainbow rarity, and give them the Expert tag. Unless you've fixed this already...? (Old Slime God really did give a Royal Gel instead of Mana Overloader, though) Do any bosses have expert items in the new version? In the old version, I checked Cheat Sheet and
there isn't a single expert item... and Slime God drops a rather disappointing Royal Gel. EDIT: You should really make the expert only items Rainbow rarity, and give them the Expert tag. Unless you've fixed this already...? (Old Slime God really did give a Royal Gel instead of Mana Overloader, though) Check cheat sheet again. I think you will be
surprised, and hopefully happy Do any bosses have expert items in the new version? In the old version, I checked Cheat Sheet and there isn't a single expert item... and Slime God drops a rather disappointing Royal Gel. EDIT: You should really make the expert only items Rainbow rarity, and give them the Expert tag. Unless you've fixed this already...?
(Old Slime God really did give a Royal Gel instead of Mana Overloader, though) What I meant in the edit was that I found the items in the old version, but they didn't have any Expert indicators (Rainbow rarity, 'Expert' tag). I'm going to try out the new version now (and right after grabbing the horribly overpowered but now nerfed cause it was really a
typo Statigel Armor, too) ...according to the Mineable Ores section, there's some kind of Jungle Dragon boss now?? Why haven't I heard of this?? (upcoming feature leaks! oooohhh!!) What I meant in the edit was that I found the items in the old version, but they didn't have any Expert indicators (Rainbow rarity, 'Expert' tag). I'm going to try out the
new version now (and right after grabbing the horribly overpowered but now nerfed cause it was really a typo Statigel Armor, too) You should try out the Calamity Ring (Expert Calamitas item). I hear it gives some really high stat bonuses... Page 6 You should try out the Calamity Ring (Expert Calamitas item). I hear it gives some really high stat
bonuses... I also hear it gives you a curse. Maybe there is a reason why other mods (i.e. Thorium) keep their expert items secret for players to discover on their own... I also hear it gives you a curse. Maybe there is a reason why other mods (i.e. Thorium) keep their expert items secret for players to discover on their own... Once the curse effect is
discovered it's up to the player whether or not the ring is worth it. But imho, it is most certainly a worthwhile accessory. [doublepost=1465431688,1465431238][/doublepost]Oh yeah, Calamitas and Devourer now go ape when day time starts. Just to add a challenge if anyone's interested It appears my attacks against the devourer are only doing 1
damage, I'm using summoner armor with a stardust dragon staff It also appears that dried seekers segments don't all die on death It appears my attacks against the devourer are only doing 1 damage, I'm using summoner armor with a stardust dragon staff It also appears that dried seekers segments don't all die on death The dried seeker segments
not disappearing is not a bug, but a feature Dealing only 1 damage to devourer sounds like a bug though, as if it's got way too much defense. Try using other weapons to see if anything changes. I haven't gotten anywhere close to that far so I can't test things myself xD (yes I could use cheat sheet and a new character but I don't feel like doing that )
Actually it seems to be with both the desert scourge, and the devourer. I do regular damage to the head though. But is kind of impossible to direct my summons to the head. Also it appears the ores spawning from the bosses are generating on top of trees. Actually it seems to be with both the desert scourge, and the devourer. I do regular damage to
the head though. But is kind of impossible to direct my summons to the head. Also it appears the ores spawning from the bosses are generating on top of trees. Generating on top of trees? Sounds to me like the ore spawning block(s) wasn't set correctly. I remember being able to damage the Desert Scourge quite fine in the old version, including body
segments. I'll have to take a look at the new version. It appears my attacks against the devourer are only doing 1 damage, I'm using summoner armor with a stardust dragon staff It also appears that dried seekers segments don't all die on death Seems to be that I set the defense wrong. And ore spawning on top of trees? I've never had that happen
before Which ore was spawning on top of trees? [doublepost=1465439780,1465439372][/doublepost] The dried seeker segments not disappearing is not a bug, but a feature Dealing only 1 damage to devourer sounds like a bug though, as if it's got way too much defense. Try using other weapons to see if anything changes. I haven't gotten anywhere
close to that far so I can't test things myself xD (yes I could use cheat sheet and a new character but I don't feel like doing that ) Dammit, the Devourer and Scourge had their defense set wrong I've updated the mod and I've also set the Aerialite ore to spawn in WorldSurfaceLow instead of WorldSurfaceHigh. Hopefully this fixes the issues. V1.1.1
released! Updated Aerialite ore spawn to spawn lower in the world. Updated Desert Scourge and Devourer to not be invincible on Expert Mode. Fixed Verium Bullets to have their alpha values set to 255. Well that was infuriating. It seems large worlds don't like either WorldSurfaceHigh or WorldSurfaceLow. Changed it to rock layer instead. V1.1.2 -
Aerialite ore for SURE won't spawn in trees anymore. Sorry for the inconvenience as I was testing mostly on Small worlds @MountainDrew Update didn't appear to change anything. As soon as Slime God got to his second form, I barely walked off screen to heal real fast and he despawned. It's really annoying since he can TELEPORT.
@MountainDrew Update didn't appear to change anything. As soon as Slime God got to his second form, I barely walked off screen to heal real fast and he despawned. It's really annoying since he can TELEPORT. I'll look through the entire Al again tomorrow to see what the issue might be. I'm just getting very impatient right now with some of these
problems, considering I've spent months on this content and I'm not getting paid anything to do it. I'm already working a job almost every day and that's easier work than this. I'm not going to stop creating content though. I love Terraria and the modding community, but sometimes I want to just sit back, relax, and enjoy the content that I've created.
Sorry for the rant, I've just had enough stress for one day. Another solution: don't walk off screen Yup! Most of the ores are going to generate upon boss downs. Your ore spawn has no chill. Also, regarding bosses - While I wouldn't say the worm was easy, it was pretty farmable, and the armour I got from it was a major upgrade to what I had. For the
slime, both it and its minions had a hitbox smaller than their body. Combined with the slime's attacks, this actually made it ridiculously hard. Your ore spawn has no chill. Also, regarding bosses - While I wouldn't say the worm was easy, it was pretty farmable, and the armour I got from it was a major upgrade to what I had. For the slime, both it and its
minions had a hitbox smaller than their body. Combined with the slime's attacks, this actually made it ridiculously hard. It still spawns in the freaking trees even after I set it to spawn in the rock layer in the 1.1.2 update? For me, it never does this. And how does everyone feel about the new Slime God AI? Is it too hard? I know Calamitas is hard as
hell, but that's how I programmed her. Actually, I had one piece spawn in a wooden beam (the background object) that I placed for decoration. Oh! And some replaced parts of vines. I think one bit replaced a cactus... Actually, I had one piece spawn in a wooden beam (the background object) that I placed for decoration. Oh! And some replaced parts
of vines. I think one bit replaced a cactus... You're sure you're updated to the 1.1.2 version? I just killed Scourge and no ore spawned above the surface. Large world. You're sure you're updated to the 1.1.2 version? I just killed Scourge and no ore spawned above the surface. Large world. I'm absolutely certain. Though it may have had something to do
with the fact that my friend and I killed the Scourge eight times in a row when we fought it. Also it's worth mentioning that I was hosting the world, and the ore wasn't visible to me until I restarted the server. Also, regarding the difficulty of that fight; I can't give too accurate an assessment, other than to say what we were using. I had the Bellerose
(Godly modifier) and Thorium Armor, from the Thorium mod. Bellerose is roughly equal to a Falcon Blade, I would say, but launches a piercing projectile every fourth swing. Thorium armor is about silver tier in strength, and gives...well, actually the same bonuses as Victide, but at half the strength, and a bonus to critical instead of the in-water
bonuses. After boss farming, I switched to the Victide armor, which has (if I remember right) four less defence, but actually caused me to take about 10 less damage on average, and deal a little more. My friend was wearing full Crimson Armor, and an Arkhalis. I'm not sure what modifier he had. Between us, we were able to take out each of the eight
we summoned quite quickly. All in all, I'd say it only took a couple minutes for us to take out all eight, without trouble. I recall at one point getting juggled along the entire length of the worm and not needing to heal afterwards, and although we both had already farmed up full 400HP, I'm not sure I would have needed to even with half that base. I'm
absolutely certain. Though it may have had something to do with the fact that my friend and I killed the Scourge eight times in a row when we fought it. Also it's worth mentioning that I was hosting the world, and the ore wasn't visible to me until I restarted the server. Also, regarding the difficulty of that fight; I can't give too accurate an assessment,
other than to say what we were using. I had the Bellerose (Godly modifier) and Thorium Armor, from the Thorium mod. Bellerose is roughly equal to a Falcon Blade, I would say, but launches a piercing projectile every fourth swing. Thorium armor is about silver tier in strength, and gives...well, actually the same bonuses as Victide, but at half the
strength, and a bonus to critical instead of the in-water bonuses. After boss farming, I switched to the Victide armor, which has (if I remember right) four less defence, but actually caused me to take about 10 less damage on average, and deal a little more. My friend was wearing full Crimson Armor, and an Arkhalis. I'm not sure what modifier he had.
Between us, we were able to take out each of the eight we summoned quite quickly. All in all, I'd say it only took a couple minutes for us to take out all eight, without trouble. I recall at one point getting juggled along the entire length of the worm and not needing to heal afterwards, and although we both had already farmed up full 400HP, I'm not sure
I would have needed to even with half that base. Yeah, that boss is meant to be fought before the Eye of Cthulhu after all And the world generation must have been on his end, because it is for certain fixed in the 1.1.2 update. Here is my planned progression: Desert Scourge Eye of Cthulhu Eater/Brain Skeletron Wall of Flesh Slime God Mechanical
Bosses Calamitas Plantera Devourer of Gods Golem Jungle Dragon, Yharon FogBound Lunatic Cultist Moon Lord Tyrant King, Yharim That certainly makes the difficulty of the slime fight make more sense. However, I think that if the Scourge boss is meant to be pre-EoC...well, much as I hate to say it, Victide armour might need a bit of a nerf, if that's
the case. The rest of the gear in the set certainly seems right around that mark. The armour, however, acted as a direct upgrade to my Thorium set, which is overall maybe slightly better than Gold tier (despite numerically Silver stats) and barring deep caving, post-EoC content. That certainly makes the difficulty of the slime fight make more sense.
However, I think that if the Scourge boss is meant to be pre-EoC...well, much as I hate to say it, Victide armour might need a bit of a nerf, if that's the case. The rest of the gear in the set certainly seems right around that mark. The armour, however, acted as a direct upgrade to my Thorium set, which is overall maybe slightly better than Gold tier
(despite numerically Silver stats) and barring deep caving, post-EoC content. Noted. I will likely nerf the Victide set in the upcoming patch, probably the damage and defense only. I really do hate to say that, since I replaced my old armour with it. (Any chance you'd buff the boss and other gear instead? j/k) Page 7 Yeah, that boss is meant to be fought
before the Eye of Cthulhu after all And the world generation must have been on his end, because it is for certain fixed in the 1.1.2 update. Here is my planned progression: Desert Scourge Eye of Cthulhu Eater/Brain Skeletron Wall of Flesh Slime God Mechanical Bosses Calamitas Plantera Devourer of Gods Golem Jungle Dragon, Yharon FogBound
Lunatic Cultist Moon Lord Tyrant King, Yharim Is this three potential planned boss leaks? :0 haven't heard of FogBound... Hmmmmm... Also, if you're planning on having Devourer of Gods as a pre-Moon Lord fight, you may want to change its description to reflect this. Wow, it's actually supposed to be fought post-Plantera, pre-Golem now?? And
Calamitas pre-Plantera?? From what I've seen of these bosses I'm not so sure whether these locations are accurate, but I'd have to experience them first to be certain. About lore: -If the oceans had been dried up, there would be no oceans (and there clearly still are) -Is the Lunatic Cultist's ritual really for summoning Moon Lord? All the Lunar Events
only occur after killing him - hinting that the Cultists were the ones stopping it from happening. Well, either that, or the Cultists dump it on you as punishment. -I haven't heard of a curse that transforms you into three mechanical eyes. I understand part of the plan likely involves making new sprites sometime, so I'll let it slide. Sorry I'm not any good
at spriting (but on a side note, I am a decent coder, though not experienced in C#). Is this three potential planned boss leaks? :O haven't heard of FogBound... Hmmmmm... Also, if you're planning on having Devourer of Gods as a pre-Moon Lord fight, you may want to change its description to reflect this. Wow, it's actually supposed to be fought post-
Plantera, pre-Golem now?? And Calamitas pre-Plantera?? From what I've seen of these bosses I'm not so sure whether these locations are accurate, but I'd have to experience them first to be certain. About lore: -If the oceans had been dried up, there would be no oceans (and there clearly still are) -Is the Lunatic Cultist's ritual really for summoning
Moon Lord? All the Lunar Events only occur after killing him - hinting that the Cultists were the ones stopping it from happening. Well, either that, or the Cultists dump it on you as punishment. -I haven't heard of a curse that transforms you into three mechanical eyes. I understand part of the plan likely involves making new sprites sometime, so I'll
let it slide. Sorry I'm not any good at spriting (but on a side note, I am a decent coder, though not experienced in C#). I said "sea" didn't I? The oceans are still there because they are wild territory and no one lived there before, but the desert clearly has abandoned homes inside of it. I also plan to have the Desert/Sea King to move in sometime after
the Desert Scourge. The curse from Yharim (Calamity Ring) was to slowly eat away at the witch's sanity, causing her to perform a transformation spell to grant her more power. Those other two eyes are her brothers (Cataclysm and Catastrophe). And yes, the Cultist was against Yharim from the start. But again, Yharim's curse was put upon him as
well, causing him to go insane. But he was still able to hold his sanity together somewhat, and tried to stop Moon Lord from being awoken. Yharim attacks you after Moon Lord and the Calamity biome are spawned, furious that you destroyed the Celestial towers and prevented the Moon Lord from being fully reborn. I said "sea" didn't I? The oceans
are still there because they are wild territory and no one lived there before, but the desert clearly has abandoned homes inside of it. I also plan to have the Desert/Sea King to move in sometime after the Desert Scourge. The curse from Yharim (Calamity Ring) was to slowly eat away at the witch's sanity, causing her to perform a transformation spell to
grant her more power. Those other two eyes are her brothers (Cataclysm and Catastrophe). And yes, the Cultist was against Yharim from the start. But again, Yharim's curse was put upon him as well, causing him to go insane. But he was still able to hold his sanity together somewhat, and tried to stop Moon Lord from being awoken. Yharim attacks
you after Moon Lord and the Calamity biome are spawned, furious that you destroyed the Celestial towers and prevented the Moon Lord from being fully reborn. That's some pretty solid lore there! Great work. Yharim is starting to sound a little like Cthulu with the sanity deprivation stuff. Intentional? (Also, I see what you did there with that ring )
please let this be a slight LotR reference The mod items thing has so much stuff, the spoiler cut off some of it XD Currently playing through the mod right now on a new character and world. I really want that ancient fossil to increase my mining speed. I also miss my Falcon Boots I also miss my Falcon Boots This is how I feel just looking at those
boots. ...but of course, I need to beat all 3 mech bosses to get the Particle Accelerator, and that doesn't help things since I already have all the accessories for it arghhh Hello, I was playing around with you mod today. I was thinking if you ever needed a tester/bug finder I could help out! (PM me if interested) Aerialite (partially glitched/spawned) into
my castle arena thing right after I killed the Desert Scourge. Is it possible you accidentally uploaded the wrong file or something? xD I just tried to melee the Scourge on Expert Mode with only a single piece of silver armor...it didn't go too well. View attachment 116515 Aerialite (partially glitched/spawned) into my castle arena thing right after I killed
the Desert Scourge. Is it possible you accidentally uploaded the wrong file or something? xD Oh my god. I'll just make the ore spawn similar to the Slime God's instead of using in-game variables. I'll just use (int)(Main.maxTilesY * .3f), (int)(Main.maxTilesY * .8f) If this doesn't fix it then I'm gonna ask either @Gorateron or @jopojelly for help.
©@MountainDrew If it helps at all, I'm using a Medium world for the ease of access to hell since it takes forever to reach hell in a Large world. 1.1.3 released in the Mod Browser. I feel terrible not seeing these bugs occur in my own worlds. It makes me feel like I'm failing everyone who downloads my mod Terribly sorry for my own mistakes on ore
generation. 1.1.3 released in the Mod Browser. I feel terrible not seeing these bugs occur in my own worlds. It makes me feel like I'm failing everyone who downloads my mod Terribly sorry for my own mistakes on ore generation. It's okay! Personally, I don't mind having Aerialite be high up. After all, it's called AERIALite for a reason. But I don't want
it generating in my buildings either. ~~; easy fix though. It's okay! Personally, I don't mind having Aerialite be high up. After all, it's called AERIALite for a reason. But I don't want it generating in my buildings either. ~~; easy fix though. It's fixed for SURE now. I just ran through a small and medium world on V1.1.3 and NO ore spawned even
remotely close to the surface. Well, I don't know how the generation changes, really, but I was getting it on a large world before. Well, I don't know how the generation changes, really, but I was getting it on a large world before. Just tested on a large world too. Killed the Scourge and ran through the entire world. No ore spawn near the surface, only
in the lower underground Hopefully this issue can be put to rest now. Just tested on a large world too. Killed the Scourge and ran through the entire world. No ore spawn near the surface, only in the lower underground Hopefully this issue can be put to rest now. Good thing it's fixed, because, uh... Calamity kinda just ed me over. Because of the way
the ore generated, the ore destroyed a Demon Altar and now the Mechanical Bosses can spawn. Dear god. xD Page 8 @MountainDrew Fought Slime God again after updating and gotta say; MUCH better fight! Barely won, even using infinite flight from the Spoiler: Thorium Spoilers! secret Coznix mount and such from Thorium! It was ridiculous how
powerful he was in Expert and I love it! @MountainDrew Fought Slime God again after updating and gotta say; MUCH better fight! Barely won, even using infinite flight from the Spoiler: Thorium Spoilers! secret Coznix mount and such from Thorium! It was ridiculous how powerful he was in Expert and I love it! Did you like his 'Abyss Ball Volley' that
he now fires? I think it's a pretty fun attack to deal with, considering it goes through walls Did you like his 'Abyss Ball Volley' that he now fires? I think it's a pretty fun attack to deal with, considering it goes through walls Even if it didn't go through walls, walls wouldn't be a good solution since he can teleport right to you. xD soo i know some moding
about basic things like te drops,item creation,and crafting items i dont know how to do the npcs creation and bosses and thaths all :3 soo i know some moding about basic things like te drops,item creation,and crafting items i dont know how to do the npcs creation and bosses and thaths all :3 Any contributions/ideas will always be greatly appreciated
here. You can post whatever you think would be cool to add either here or in a PM with me yeah so to test i maked a doritos bag Great banner! Also... BIG ISSUES with the ore spawning!!! This isn't just about trees, you know. This is about a fundamental flaw that lets it spawn in literally any tile, from furniture to stalactites to - as mentioned - Demon
Altars. The solution is to provide a WHITELIST of blocks the ore is ALLOWED to spawn in. Ideally, this list probably contains at least: dirt, stone, ice, snow, mud, clay. Maybe don't include dirt/clay, if the idea is to keep the ore underground. In 1.1.2 I have experienced Aerialite spawns as far down as the bottom of the Underworld (note: small world
size). This demonstrates a flaw in control over where the ore can spawn. If nothing significant has changed except for one variable, nothing much has changed at all. I could take a look at the ore spawning code for you if you like. EDIT: I looked at the code, but unfortunately I do not have the documentation on WorldGen.TileRunner. If I had the
documentation on the whole WorldGen class, that would be amazing. Unfortunately, being on OSX, I do not have access to ANY tools required to obtain a Terraria source. UGH. Basically, this one thing is locking me out of 90% available features. It doesn't help that distributing the source is illegal. Last edited: Jun 10, 2016 Just added this mod in the
mods I support area in cool stuff in my signature [doublepost=1465523691,1465523628][/doublepost]btw this is how to have images links [url=" Great banner! Also... BIG ISSUES with the ore spawning!!! This isn't just about trees, you know. This is about a fundamental flaw that lets it spawn in literally any tile, from furniture to stalactites to - as
mentioned - Demon Altars. The solution is to provide a WHITELIST of blocks the ore is ALLOWED to spawn in. Ideally, this list probably contains at least: dirt, stone, ice, snow, mud, clay. Maybe don't include dirt/clay, if the idea is to keep the ore underground. In 1.1.2 I have experienced Aerialite spawns as far down as the bottom of the Underworld
(note: small world size). This demonstrates a flaw in control over where the ore can spawn. If nothing significant has changed except for one variable, nothing much has changed at all. I could take a look at the ore spawning code for you if you like. EDIT: I looked at the code, but unfortunately I do not have the documentation on WorldGen.TileRunner.
If I had the documentation on the whole WorldGen class, that would be amazing. Unfortunately, being on OSX, I do not have access to ANY tools required to obtain a Terraria source. UGH. Basically, this one thing is locking me out of 90% available features. It doesn't help that distributing the source is illegal. Yeah, I figured that out after taking a
break for a while. I'll fix it so certain ores can only spawn in certain tiles. Page 9 I killed the moonlord after killing the four pillars, but nothing happened.. I guess xD, there is no a message or something that sais "Hey mate ! the calamity biome has been created in your world ! " xD Edit : Oh, nothing nothing, the message has appeared xD, srry for my
reply c: Edit : can I know where the calamity biome is ? Last edited: Jun 10, 2016 wait... the calamity biome is already done?! or is the msg just there ready for when it is? wait... the calamity biome is already done?! or is the msg just there ready for when it is? I dont really know xD, Im waiting for the answer of the mod creator for knowing what's
going on, a message appeared to me when I killed the moon lord, and It wasnt the "The moon lord has been defeated" so... c: i noticed how a bunch of people had issues in the previous versions with aerialite ore generating on or above the surface, i havent yet updated my game, but i never had that happen on my med size world (although my world
did gen so high up that i could literally jump with rocket boots and reach the sky biome). I dont really know xD, Im waiting for the answer of the mod creator for knowing what's going on, a message appeared to me when I killed the moon lord, and It wasnt the "The moon lord has been defeated" so... c: The Calamity biome is going to take a lot of work
to get up and running. I'll work on it more when I have some more bosses and items created. I had a message programmed into the game that said, "this section of world generation is currently under development." But I removed it in the latest update. i noticed how a bunch of people had issues in the previous versions with aerialite ore generating on
or above the surface, i havent yet updated my game, but i never had that happen on my med size world (although my world did gen so high up that i could literally jump with rocket boots and reach the sky biome). I fixed the issue in the 1.1.3 update, it no longer spawns above the surface no matter what the size of your world. My biggest issue was
that it was destroying demon altars and spawning in trees before that. Glad you didn't have any issues with it before the patch though. Seems a lot of people want more items/accessories. My next update will include mostly items/accessories then! Planned vanilla items that can be crafted: Magic Mirror Ice Mirror Flurry Boots Anklet of the Wind
Climbing Claws Flipper Flying Carpet Ice Skates Lucky Horseshoe Shoe Spikes Band of Regeneration Band of Starpower Cobalt Shield Feral Claws Eye of the Golem Panic Necklace Last edited: Jun 10, 2016 Without text With text Hope you like! The Calamity biome is going to take a lot of work to get up and running. I'll work on it more when I have
some more bosses and items created. I had a message programmed into the game that said, "this section of world generation is currently under development." But I removed it in the latest update. I fixed the issue in the 1.1.3 update, it no longer spawns above the surface no matter what the size of your world. My biggest issue was that it was
destroying demon altars and spawning in trees before that. Glad you didn't have any issues with it before the patch though. So what should I do after killing the moonlord ? because I think you said it exist other boss after him, >. Btw what does the cursed? from the ring do? the 50% damage is nice but what about the curse?
[doublepost=1466434410,1466434373][/doublepost] Wow! Good job Was it on Expert or Normal mode? On Expert Mode she's an absolute terror but I haven't fought her on Normal Mode yet. Also, did you think she was balanced enough? In my opinion I think she needs a bit of a damage nerf by about 50 or 60 or her brimstone hellfire. It did 290
damage to me and i had 70 defense with ironskin wellfed etc 1 have a suggestion. You know the yoyos with a strange symbol ? Well you could make all of them materials for something.... The symbol on those yoyos is the OneDrop Yoyos logo, and all of the yoyos with that logo are named and modeled after real yoyos made by that company. It would be
interesting if all of those yoyos combined into another OneDrop yoyo, I guess...? Regardless, this mod needs yoyos! Page 21 are yoyos actually good? i've never actually used one in battle before. are yoyos actually good? i've never actually used one in battle before. Get a Yoyo Bag and a hardmode yoyo (Yelets and Kraken are good, Eye of Cthulhu is
best, Terrarian (Moon Lord drop) is just op) and try it out for yourself. I like how they are controlled by the cursor and can get around corners and attack at mid-range. I love the "Boss 2" Sound track that you added to the fight with the Blighted Eye, is the soundtrack available to download? Thank you very much ~” anyone know how to craft particle
accelerator? It was on expert mode. I had to fly around like a maniac but it was worth it > Btw what does the cursed? from the ring do? the 50% damage is nice but what about the curse? [doublepost=1466434410,1466434373][/doublepost] In my opinion I think she needs a bit of a damage nerf by about 50 or 60 or her brimstone hellfire. It did 290
damage to me and i had 70 defense with ironskin wellfed etc Holy crap, you beat her on Expert Mode in 2 attempts Also, try taking damage from from the Destroyer Head/any hard-hitting enemy with that ring equipped. Then you'll figure out what the curse is. I also nerfed Calamitas and Devourer projectile damage for the next update. Hopefully
they'll be more balanced then. Holy crap, you beat her on Expert Mode in 2 attempts Also, try taking damage from from the Destroyer Head/any hard-hitting enemy with that ring equipped. Then you'll figure out what the curse is. I also nerfed Calamitas and Devourer projectile damage for the next update. Hopefully they'll be more balanced then. I
took 325 damage from destroyer head but i still dont understand the curse [doublepost=1466445774,1466445687][/doublepost] Nice mod, I just need to know how to compile a .cs file into a .tmod file so my mod can be testable. View attachment 119732 Please dont post your mod on another persons thread. if you really need help go look up tutorials
please I took 325 damage from destroyer head but i still dont understand the curse [doublepost=1466445774,1466445687][/doublepost] Please dont post your mod on another persons thread. if you really need help go look up tutorials please It does this: player.endurance -= 0.5f; Basically like the frozen turtle shell and worm scarf giving you damage
reduction the Calamity Ring does the opposite. It nearly doubles the damage you take It does this: player.endurance -= 0.5f; Basically like the frozen turtle shell and worm scarf giving you damage reduction the Calamity Ring does the opposite. It nearly doubles the damage you take I was wondering what the curse was. This actually seems like it
would be a kinda good idea for summoner, you just hope that the boss dies really fast. Does anyone know how to craft the particle accelerator? Does anyone know how to craft the particle accelerator? recipe.AddIngredient(null, "EssenceofEleum"); recipe.AddIngredient(null, "EssenceofCinder"); recipe.AddIngredient(null, "EssenceofChaos");
recipe.AddIngredient(ItemID.HallowedBar, 5); recipe.AddIngredient(ItemID.SoulofMight); recipe.AddIngredient(ItemID.SoulofSight); recipe.AddIngredient(ItemID.SoulofFright); recipe.AddTile(TileID.MythrilAnvil); 1 Essence of Eleum, Cinder, Chaos, 1 Soul of Might, Sight, Fright, and 5 Hallowed Bars at a Mythril Anvil.
[doublepost=1466452682,1466452611][/doublepost]Also, how's this for a Tool Tip for the Starfleet? AddTooltip("Consumes fallen stars"); AddTooltip2("BLOWS UP EVERYTHING!!!"); Added Death Valley Duster, after a lot of testing. Think I'm just going to release this now as Update V1.1.4.41. New boss and summoner gear/yoyos will be added in the
next update, please report any bugs/problems to me once again Added Death Valley Duster, after a lot of testing. Think I'm just going to release this now as Update V1.1.4.41. New boss and summoner gear/yoyos will be added in the next update, please report any bugs/problems to me once again This might be a random question, but how do you
compile.cs files into .tmod file because i need to know that and also i cannot find any tutorials and also the mod is a yoyo mod if that makes any difference This might be a random question, but how do you compile.cs files into .tmod file because i need to know that and also i cannot find any tutorials and also the mod is a yoyo mod if that makes any
difference You need to compile the mod files using TModLoader. That will turn all of your modded stuff into a single .tmod file. You need to compile the mod files using TModLoader. That will turn all of your modded stuff into a single .tmod file. Do i need to put the file and the sprites into a single folder and then put it into the Mod Sources or just put
the mod into the Mod Sources How do i get the armored shell ;-;? How do i get the armored shell ;-;? Armored Diggers. They spawn in the lower cavern layer after Plantera has been destroyed. If they aren't spawning (they are fairly rare) please inform me because they are spawning for me. I have an idea for a potion its called the Reanimation Potion.
you drink it before you die and you get a buff called Reanimation- (desc) You will spawn in the same area you died. Ingrediants- 5 fireblossems 30 hellstone 10 obsidian and 5 Demon blood (demon blood is also an idea) #TextCopyRightedByGeometricDominaterXD Page 22 I have an idea for a potion its called the Reanimation Potion. you drink it before
you die and you get a buff called Reanimation- (desc) You will spawn in the same area you died. Ingrediants- 5 fireblossems 30 hellstone 10 obsidian and 5 Demon blood (demon blood is also an idea) #TextCopyRightedByGeometricDominaterXD That's a great idea! I could also make a Demon enemy like the ones from the Necro mod spawn in the
Underworld that drops demon blood (Red Devils will also drop it). Also, here is a screenshot of the newest versions Armored Digger for @Atennu Also, Catastrophe Claymore is best sword recipe.AddIngredient(null, "EssenceofEleum"); recipe.AddIngredient(null, "EssenceofCinder"); recipe.AddIngredient(null, "EssenceofChaos");
recipe.AddIngredient(ItemID.HallowedBar, 5); recipe.AddIngredient(ItemID.SoulofMight); recipe.AddIngredient(ItemID.SoulofSight); recipe.AddIngredient(ItemID.SoulofFright); recipe.AddTile(TileID.MythrilAnvil); 1 Essence of Eleum, Cinder, Chaos, 1 Soul of Might, Sight, Fright, and 5 Hallowed Bars at a Mythril Anvil.
[doublepost=1466452682,1466452611][/doublepost]Also, how's this for a Tool Tip for the Starfleet? AddTooltip("Consumes fallen stars"); AddTooltip2("BLOWS UP EVERYTHING!!!"); Thanks for the recipe! Just beat Devourer on Expert Mode Used Daedalus Stormbow + Holy Arrows because I'm a noob and I just wanted to make him pay for killing me
twice. Just beat Devourer on Expert Mode Used Daedalus Stormbow + Holy Arrows because I'm a noob and I just wanted to make him pay for killing me twice. Hehe beat devourer 1st try as a thrower on expert using my ultimate attack. Soul bombs and shade kunais from thorium ;p and my possessed hatchet Hehe beat devourer 1st try as a thrower
on expert using my ultimate attack. Soul bombs and shade kunais from thorium ;p and my possessed hatchet I tried to melee him the first two times...let's just say that without chill/freeze resistance it ended in complete failure. Who needs chill freeze resistance when you have DEATH RAIN UPON EVERYTHING MUAHAHAHAHA
[doublepost=1466468205,1466468188][/doublepost]Armored Diggers are really rare ;/ for some reason when these 2 mods are loaded together my new world stops at "creating structures"? here is a list of the mods i use,if u know that something is wrong pls tell me! 1)HyperT mod 2)Lunar Rings 3)Calamity mod 4)Easy terraria 5)Thorium mod
6)Zoaklen mod 7)More accessories+ 8)Rockos ARPG 9)Max stack plus 10)Fargo's mod 11)Ivysaur Ivl mod 12)Adventurer 13)Tremor 14)Quality of life I am really sorry for posting this...but its been an hour trying to load them :/ for some reason when these 2 mods are loaded together my new world stops at "creating structures"? here is a list of the
mods i use,if u know that something is wrong pls tell me! 1)HyperT mod 2)Lunar Rings 3)Calamity mod 4)Easy terraria 5)Thorium mod 6)Zoaklen mod 7)More accessories+ 8)Rockos ARPG 9)Max stack plus 10)Fargo's mod 11)Ivysaur vl mod 12)Adventurer 13)Tremor 14)Quality of life I am really sorry for posting this...but its been an hour trying to
load them :/ Have you waited an hour for it to create or have you kept closing terraria? Have you waited an hour for it to create or have you kept closing terraria? I kept closing and opening Terraria...trying all the mods by order with different combos to see what causes the problem...all these mods with Calamity and without Thorium are working just
fine,same happens with Thorium and without Calamity...but when i put them together i get the infinite loading screen of "creating structures" I kept closing and opening Terraria...trying all the mods by order with different combos to see what causes the problem...all these mods with Calamity and without Thorium are working just fine,same happens
with Thorium and without Calamity...but when i put them together i get the infinite loading screen of "creating structures" Uhm You are supposed to just let them create> Thorium creates lots of ore in the world so it makes the world take longer to load. Uhm You are supposed to just let them create> Thorium creates lots of ore in the world so it
makes the world take longer to load. since i am off to sleep..ill let it load all night!! Thx again for all your help and sorry for spamming you! Also, Yharim's right-hand man, my character, is based off of this guy from a certain series of video games that I adore. He's also holding my upcoming dev. weapons, Profane and Judgement. He also fed Braelor
and Statis to the Devourer of Gods as punishment for their disobedience. Can anyone guess who he is? Can devourer get some throwing item drops ;/ Also, Yharim's right-hand man, my character, is based off of this guy from a certain series of video games that I adore. He's also holding my upcoming dev. weapons, Profane and Judgement. Can anyone
guess who he is? I'm guessing this character is from a Dark Souls game and is Yhorm the Giant. Can devourer get some throwing item drops ;/ Yes! I'm planning on making the Flame Swathe boomerang-type weapon for the Ataxia items, I could also give the Devourer a throwing item similar to himself. Hmm...Statis' Gelitic Rebounder? A Statis-
themed boomerang that can be thrown out multiple times like the Seashell Boomerang and can pierce enemies like the Paladin's Hammer. I'm guessing this character is from a Dark Souls game and is Yhorm the Giant. You are SO close. He is from Dark Souls but he's not Yhorm [doublepost=1466472576,1466472530][/doublepost] You have to try out
the Xeroc Pitchforks on the Devourer. I killed him incredibly quickly with them and throwing equipment isn t that pontiff sullyvhan? [doublepost=1466472640,1466472613][/doublepost] You are SO close. He is from Dark Souls but he's not Yhorm [doublepost=1466472576,1466472530][/doublepost] You have to try out the Xeroc Pitchforks on the
Devourer. I killed him incredibly quickly with them and throwing equipment i kill devouirer in like 3seconds. fite me Page 23 isn t that pontiff sullyvhan? [doublepost=1466472640,1466472613][/doublepost] i kill devouirer in like 3seconds. fite me Becuase you AoE'd his segments when they were bunched up. Anyone can do that, try to impress me by
meleeing him next time And yes! That is good ol' Pontiff. Ninja'd me. I was just about to say that. Oh god...it's now time to farm for the Inferno Fork and Nazar. I'm going to have a great time knowing my luck. WAnt one of my 800000 inferno forks? Sike ill never let you have one But farming nazars and inferno forks and stuff is easy for me. Whats hard
for me is getting wisps to give me lots of ecto Sike ill never let you have one But farming nazars and inferno forks and stuff is easy for me. Whats hard for me is getting wisps to give me lots of ecto Just as you posted that I just got a Tactical Shotgun and an Inferno Fork...this game never ceases to amaze me. And yeah, the Wisps can be a pain.
Especially since a lot of recipes require Ecto. I had a Nazar drop from an Enchanted Sword. (Was trying to get the Rod of Discord) Last edited: Jun 21, 2016 Here is the Altar of Calamity: Good? Bad? Atrocious? Decent? And the spritesheet. Here is the Altar of Calamity: Good? Bad? Atrocious? Decent? And the spritesheet. I think it looks good. It can
be improved but right now it looks excellent. I love colorful anything (hate bland grey and black) so the colorful parts on this one get an approval from me Can Yharim be amazingly powerful in first form ( and still human sized) and then in second form Braelor and Statis say: Statis: We are with you brave hero Braelor: Cleanse this world of his evil
Yharim: Noooo And then you get a weapon to defeat Yharim with or Yharim becomes weaker(either one works). Tell me if it's a good idea please. Edit: Or you simply have to survive for long enough until this happens Edit 2: This could be done by creating a rainbow ball that spawns when he is low enough or the time has passed. This ball would drop
the weapon. Please name it what ever you wish if you choose this option. The weapon would be multiclass damage. Damage done counts as all types Last edited: Jun 21, 2016 Can Yharim be amazingly powerful in first form ( and still human sized) and then in second form Braelor and Statis say: Statis: We are with you brave hero Braelor: Cleanse this
world of his evil Yharim: Noooo And then you get a weapon to defeat Yharim with or Yharim becomes weaker. Tell me if it's a good idea please. I like this idea CHOOSE THIS IDEA Armored Diggers are really rare ;/ Maybe that drop could be added to Tomb Crawlers/Dune Splicers as well? They're already kind of armoured worms, and I'd love to have
an extra reason to take them on. maybe add some more summoner weapons. (and armor set) maybe add some more summoner weapons. (and armor set) Will be in the next update. Might have to postpone the upcoming boss to work on the summoner items, but a lot of people want summoner gear so that will be my next goal to complete. Plans for
1.1.4.42: Summoner gear. Ultimate accessories for Throwing class and Summoner class. More enemy NPCs (Plated Splicer, Overloaded Eater/Chimera, Almighty Paladin, Blighted Eye of Cthulhu). More items (probably 30 more to make it 200). Add Flame Swathe, Mangrove Chakram, True Paladin's Hammer, and Statis' Gelitic Rebounder throwing
items. Statigel sword, pickaxe, and ranged weapon. Xeroc ranged weapon. Well here's an item sprite I had made for fun. A vial containing an alien, would have to do with magic and/or summoning. Page 24 thanks man! Also awesome mod! Please tell me whether my previous idea would be possible Mountain Drew It most likely would be possible. I
would just have to create a lot of animations/lighting effects for the whole thing, which wouldn't be too hard. Programming it is the easy part, animating it is the hard part Hi I'm ThatTerrariaGuy's Friend, will you invite me to the conversation please? Also I'd like to help in any way I can so can anyone teach me how to sprite or code Can someone list
me the summons and the materials? Oh yeah. In addition to my previous idea, I also want to add that a grave stone could be added that when broken would summon a boss or enemy npc If it is to be a boss, when awakened it would say Why disturb me terrarian In it's second stage it would say Perhaps you are strong enough to face him Come forth
and show me your power And when it dies Good luck .... hero And thank you for giving me hope Or it could simply spawn a few monsters Yeah I know. Sorry for raining idea down on you but I really enjoy the story and I would like it to become very good in the future. Best of luck for this mod Last edited: Jun 22, 2016 isnt this a new mod, one that
came out just a few weeks ago? this mod grew furiously fast, not in a rushed way, in a kickass way. least to say im surprised that this mod came out to be what it is now. i wasnt expecting something as expansive and fun as this Oh yeah. In addition to my previous idea, I also want to add that a grave stone could be added that when broken would
summon a boss or enemy npc If it is to be a boss, when awakened it would say Why disturb me terrarian In it's second stage it would say Perhaps you are strong enough to face him Come forth and show me your power And when it dies Good luck .... hero And thank you for giving me hope Or it could simply spawn a few monsters Yeah I know. Sorry
for raining idea down on you but I really enjoy the story and I would like it to become very good in the future. Best of luck for this mod Sounds like a great idea for the Alpha & Omega boss fight I have planned for either right before the Moon Lord or directly after the Moon Lord. They (or he, since he's two entities but they share the same mind) hold
the key to Yharim's ethereal realm (the Calamity Biome). After he is defeated the Calamity biome will explode across a section of the world. My plan is to make Alpha & Omega kind of like Oblivion from Avalon but with an entirely new Al and MUCH more difficult. Perhaps even more difficult than the Mood Lord himself.
[doublepost=1466560055,1466559882][/doublepost] isnt this a new mod, one that came out just a few weeks ago? this mod grew furiously fast, not in a rushed way, in a kickass way. least to say im surprised that this mod came out to be what it is now. i wasnt expecting something as expansive and fun as this Thank you so much for appreciating our
hard work! I may have done all of the programming for this mod but everyone on this thread has been helping a lot by submitting their ideas/sprites for me to look at and implement. And that was my devious plan all along, create a ton of content on my own over a few months and then release it all at once for everyone to enjoy! That way all of you
wouldn't be getting impatient waiting for the mods eventual release I look forward to seeing more Keep up the good work and also I don't like the reused sprites for oblivion Could you create a cooler sprite Up until now the boss sprites (in sorry) were based off other sprites though I do commend the items for being amazing Calamitas = Retinazer
Slime god = king slime Desert scourge = Tomb crawler Devourer of gods = Destroyer\ One more thing. This is literally the mod's name. Please create calamities. Random events such as tsunamis, volcano eruptions and tornados. Let these events have their own monsters, drops and even bosses. Perhaps their own backgrounds. The monsters from
these events would have a chance to drop essence of eleum, cinder, and chaos. These event would have an item to activate it I don't expect this until much later, once you've developed the bosses. I just read the title and though it would be a good idea Last edited: Jun 22, 2016 I look forward to seeing more Keep up the good work and also I don't like
the reused sprites for oblivion Could you create a cooler sprite Up until now the boss sprites (in sorry) were based off other sprites though I do commend the items for being amazing Calamitas = Retinazer Slime god = king slime Desert scourge = Tomb crawler Devourer of gods = Destroyer\ One more thing. This is literally the mod's name. Please
create calamities. Random events such as tsunamis, volcano eruptions and tornados. Let these events have their own monsters, drops and even bosses. Perhaps their own backgrounds. The monsters from these events would have a chance to drop essence of eleum, cinder, and chaos. These event would have an item to activate it I don't expect this
until much later, once you've developed the bosses. I just read the title and though it would be a good idea This is like asking Tremor to introduce an earthquake, or Zoaklen's to introduce an NPC after himself. If you read the previous post there's plans for a Calamity Biome, so hopefully that'll satisfy your needs for a "title feature". More unique boss
sprites are up in the air at the moment. Currently the most unique sprite is Slime God AFAIK, but that's more OK than most since there's not really much room for creativity with slimes Think i should make a remix of Flight of the Zinger from DKC?2 for the Plaguebringer Goliath? (cuz it's a bee) I've used the verium bullets (cryonic ore/verstitaltum
whatever bar), and noticed that they act weirdly at some times. They stop and disappear midway, for an example, or dont appear at all, for two. I've used the verium bullets (cryonic ore/verstitaltum whatever bar), and noticed that they act weirdly at some times. They stop and disappear midway, for an example, or dont appear at all, for two. Really?
I've used them before and I've never had them disappear. btw, the bullets themselves aren't visible only the dust they create. Also, there is a limit on the amount of dust in the game that is hardcoded in and I CANNOT change it. So if the bullets aren't visible that means that the dust limit has been reached. BUT, if the bullets cannot be seen that
doesn't mean that they aren't there. They will still do damage regardless if they are visible or not. commenting so i get notificatiosn again Found an oversight with Braelor's Shield. For some reason I buffed the wrong stat instead of increasing the players max health. That's the only thing I've encountered that is wrong so far, will be fixed in the next
update. Page 25 30 new items progress for 1.1.4.42: 9 new yoyos (2 completed) 4 new throwing weapons (2 completed) 4 new ranged weapons. 1 new melee weapon. 1 new pickaxe. 4 new summoner weapons. 3 new throwing accessories (including ultimate) 2 new summoner accessories (including ultimate) 2 new regular item drops. "There was once
a time when bees and technology coexisted together, side by side. Now they have combined to form something horrifying, and it doesn't want to make honey for you." A decent remix, though it feels a lot more like background music than boss music. Most of it is more or less the same pattern over and over again, and it gives a sort of overall "there's
something going on out there and it's not you" like some kind of cutscene, or that part in a game where the apocalypse is happening outside and you're forced to watch. A decent remix, though it feels a lot more like background music than boss music. Most of it is more or less the same pattern over and over again, and it gives a sort of overall "there's
something going on out there and it's not you" like some kind of cutscene, or that part in a game where the apocalypse is happening outside and you're forced to watch. I really wasn't entirely sure of what to make, for a while, for the Plaguebringer to bee honest. This was the only thing I could really think of. If I can think of something better I'll bee
sure to update. I also just got the Shredder and Blade of Enmity in my current playthrough. Gotta test these on the poor Golem and utterly obliterate him [doublepost=1466640414,1466640393][/doublepost] I really wasn't entirely sure of what to make, for a while, for the Plaguebringer to bee honest. This was the only thing I could really think of. If I
can think of something better I'll bee sure to update. Those puns tho one thing that i love about this mod, is that it doesnt balance itself around the vanilla game, too many mods focus around vanilla, and avalons self made balance is one of the things that made it so popular, so of anything i could ask of you, i will ask this: please dont try and balance
your mod too much around the vanilla game. oh yea, catastrophe claymore is bae "gets killed 7 times in a random eclipse 3 mins later" ... claymore is still baemore. and one other thing, would it be possible to add a sword that fires spectre staff projectiles? (homing basically) of course it dont have to be a cheap item, maybe like 5 of each modded bar,
15 of each essence and 20 ectoplasms. (i am sitting in the mother of lightning storms, pray for me satan...) and one other thing, would it be possible to add a sword that fires spectre staff projectiles? (homing basically) of course it dont have to be a cheap item, maybe like 5 of each modded bar, 15 of each essence and 20 ectoplasms. (i am sitting in the
mother of lightning storms, pray for me satan...) Reminds me of an exxo avalon SHM sword. On-topic, I second this. one thing that i love about this mod, is that it doesnt balance itself around the vanilla game, too many mods focus around vanilla, and avalons self made balance is one of the things that made it so popular, so of anything i could ask of
you, i will ask this: please dont try and balance your mod too much around the vanilla game. oh yea, catastrophe claymore is bae "gets killed 7 times in a random eclipse 3 mins later" ... claymore is still baemore. and one other thing, would it be possible to add a sword that fires spectre staff projectiles? (homing basically) of course it dont have to be a
cheap item, maybe like 5 of each modded bar, 15 of each essence and 20 ectoplasms. (i am sitting in the mother of lightning storms, pray for me satan...) There may already be a sword like Soul Edge *cough* Xeroc Greatsword *cough* And thank you very much for the praise! I also hope you get out of the storm safe *sigh* why is it that everyone
seems to think that this is some kind of idea bin where dreams magically come true? There's a whole lot of "plz add this thing I think is cool" but not a lot of "i think this idea is cool, what do you think about it?" *sigh* why is it that everyone seems to think that this is some kind of idea bin where dreams magically come true? There's a whole lot of "plz
add this thing I think is cool" but not a lot of "i think this idea is cool, what do you think about it?" And some of the stuff people are asking for is already in the mod. Like the Spectre Staff sword [doublepost=1466644164,1466643962][/doublepost]Also, just killed Plantera with the Shredder + Verium Bullets. Welp, that was insta-rape. Golem RIPed
from the Shredder + Verium Bullets in around 10 seconds. I'm gonna try making modifications to the Desert Scourge by adding dried up fins, considering its origins Hey would it be possible to add in a starter minion that grows as you beat milestones and stuff? It doesnt count torwards the minion count but if you use a token or something it makes
that minion perma attatched to your character? Im not sure. Dont scold me please A decent remix, though it feels a lot more like background music than boss music. Most of it is more or less the same pattern over and over again, and it gives a sort of overall "there's something going on out there and it's not you" like some kind of cutscene, or that part
in a game where the apocalypse is happening outside and you're forced to watch. Did I just get quoted? Do you know how to get the overloaded blaster. I know it says that you get them from the slime god but I'm in expert mode and the overloaded blaster has never come from a treasure bag. Please fix this. Hey, Just noticed (and I'm not sure if it's
been reported) but Tarragon Chestplate and Xeroc Helmet both have tooltips that could be larger than the screen allows. I can't even see the Defense Value of Tarragon Chestplate and I can't read the start of the Xeroc Helmet Tooltip at all. Hey, Just noticed (and I'm not sure if it's been reported) but Tarragon Chestplate and Xeroc Helmet both have



tooltips that could be larger than the screen allows. I can't even see the Defense Value of Tarragon Chestplate and I can't read the start of the Xeroc Helmet Tooltip at all. Absolutely zero issues on my end: It must be the resolution. I play Terraria only at 1920x1080 which allows for me to see a lot more and so the game doesn't give me a migraine. erm
excuse me. Could u please read my last post Perhaps I have more pressing issues right now, but I released the 1.1.4.42 update early with no new items. I did it just to fix these bugs that people would inevitably annoy me about until I fixed them: Death Valley Duster now causes Spectre damage/healing orbs to spawn. Tarragon Helm sprite clipping
issue fixed. Error in Overloaded Blaster drop string fixed. Braelor's Shield now gives the player a health increase like it should. Might have fixed more things that I forgot about. Page 26 You should change the Breastplate tooltip to just say "10% increased damage", because it will mean the same. Will do. This is not a major issue and unless I get
reports of several bugs like a little bit ago I will not be fixing it until I have those 30 items completed for V1.1.4.43. Will do. This is not a major issue and unless I get reports of several bugs like a little bit ago I will not be fixing it until I have those 30 items completed for V1.1.4.43. eh, i too have that problem of the tooltip being larger than my screen.
just to ask, does the slime god teleport? dang son. :/ this gonna be hard as im using summoner XD dang son. :/ this gonna be hard as im using summoner XD I haven't played this mod, but I'm gonna assume the teleport might be the same as King Slimes teleport, which if it is, it would be easy to cheese him. Simple to search up how, but the premise is
that he can only teleport onto solid ground, so therefore he can't teleport on platforms or anywhere in the air. I haven't played this mod, but I'm gonna assume the teleport might be the same as King Slimes teleport, which if it is, it would be easy to cheese him. Simple to search up how, but the premise is that he can only teleport onto solid ground, so
therefore he can't teleport on platforms or anywhere in the air. But you gotta watch out for his kinda powerful Abyss Ball Volley that travels through blocks and does around 150 damage (Expert Mode) + Brimsone Flames debuff. I made him do that as an anti-cheese measure. He also spawns flying minions as well. But you gotta watch out for his kinda
powerful Abyss Ball Volley that travels through blocks and does around 150 damage (Expert Mode) + Brimsone Flames debuff. I made him do that as an anti-cheese measure. He also spawns flying minions as well. its funny, the only way i actually beat him was because i respawned before he got too far off screen, i ended up dying 3 times to him
before i finally killed him. its funny, the only way i actually beat him was because i respawned before he got too far off screen, i ended up dying 3 times to him before i finally killed him. I think I died once before I killed him the first time, beat him on my first try the next few times though. I underestimated the damage his ranged attacks could do, even
though I programmed him I think I died once before I killed him the first time, beat him on my first try the next few times though. I underestimated the damage his ranged attacks could do, even though I programmed him the thing is though, i literally died 4 times in the same battle against him, because he didnt despawn when i died, so i was able to
technically cheese him doing it, it was only the second part that i could do without actually dying. I kill the slime god without dying once. I use the terranium armor from the thorium mod I haven't played this mod, but I'm gonna assume the teleport might be the same as King Slimes teleport, which if it is, it would be easy to cheese him. Simple to
search up how, but the premise is that he can only teleport onto solid ground, so therefore he can't teleport on platforms or anywhere in the air. But you gotta watch out for his kinda powerful Abyss Ball Volley that travels through blocks and does around 150 damage (Expert Mode) + Brimsone Flames debuff. I made him do that as an anti-cheese
measure. He also spawns flying minions as well. Can you destroy the balls? Also, is it better to spawn it pre hardmode or hardmode? i don't think you can destroy the ball, and i think you spawn it after you kill twin damn daniel. Well it does say pre hardmode so ill try it one time XD wish me luck! XD GG i killed the slime god. it wasnt easy, all it was
was a endurance fight to be honest. its ballz were deadly but meh. XD gg i got op armor now Greetings! Welcome to... The Calamity Texture Pack! -This pack attempts to improve vanilla sprites and make them fit more with the Calamity mod, quality wise. -Currently, we have amassed more than one-thousand sprites from community contributions. -
More updates will be released periodically, with certain themes. The next update will come shortly and update a few things, including a complete overhaul of the corruption! Special thanks to Niorin, the creator of the texture pack! Have fun exploring the new sprites! You can contribute to the pack on the discord, which I will link below: Join the
Calamity Texturepack Discord Server! Spriters, Testers and Contributors: Ada, Aleksh, Altalyra, Beg, Ben / Termi, Blanc, Cen, Chillynuts, Cooper, Daddy, Darkpuppey, Enreden, GramofSalt, Grimalinde, IbanPlay, JaceDaDorito, JustVera, LordMetarex, Nao, Niorin, Nitro, Potat, Runefield, Shucks, Skeletony, Sok, Swamon3, Tinymanx, V1tell, Vaikyia,
Wiigirl and Xelo. Thank you to all others who have helped and contributed to this pack! You can download the pack by going to the Steam Workshop, or the Github: Spoiler: Various Sprites in the Pack Last edited: Sep 10, 2022 This looks really good, great job to everyone who contributed! This is amazing! Glad it's finally released! It looks very well
done, and I'm sure future updates will be just as good. Are you guys gonna make the blocks and decorative things? Please tell me this is gonna be full fledged because this looks fantastic, and I want these better sprites and blocks can i help but im kinda new i made a boss named the luminite cultist looks neat! Although it doesn't really look like an
improved and refined version of the original sprites, I think that's the point. I got a question how do i show images in texture pack so how do i show people what is in texture pack so they get interested i didn't actually sprite anything This is more like amazing, i love corruption textures because it looks like the hive mind textures Page 2 Interesting
stuff. Good luck Holy molly textures, my mind is blow I founded a bug inside the texture: the meteorite bars are safire texture ( or any blue circle idk ;-; ) MMMMMM Those potion textures are tasty I usually think that pure vanilla is the only way, but this is absolutely incredible. Well done! Uh, so how do I install this without breaking my Terraria?
So... I'm a bit confused. I'm assuming based on people's reactions this will include retextures for the Calamity Mod, however... I don't see anything even mentioning the calamity mod by people in this thread actually working on this pack. So... I'm a bit confused. I'm assuming based on people's reactions this will include retextures for the Calamity
Mod, however... I don't see anything even mentioning the calamity mod by people in this thread actually working on this pack. The texture pack is unofficial and it's not related to the mod itself. It just changes textures to look like the ones in Calamity Mod. the obsidian kinda looks like oblivion ore and the hellstone kinda looks like flarium (both from
sacred tools) Uhm, it appears the Discord Invite link is invalid. I can't seem to be able to join the server. I can't load it on my mac, any reason why? and although it says at least 10 mins as a member to have permission to send messages but it's been one day in the discord and I still cant Similar to Megashark's question, except I can't figure out how to
download it in the first place. When I open the .zip, it just shows a bunch of textures but nothing to download it. Am i missing something? how can i chanage the stone texture to default? the stone texture it's just.. too dark for me This mod is gonna be a banger. I'm calling it. Kudos to the devs! Looking forward to more resprites . how can i change the
stone texture to default? the stone texture it's just.. too dark for me I use an iMac so this might not work, but try looking in the Images folder that appears after you open the .zip and doing ctrl-F to find all the stone textures and simply remove or delete them. Page 3 Hey I need help I can't get the texture pack while on terraria This is what my files
look like - (I just changed it to Texture Pack.zip instead of just TexturePack) [doublepost=1555213789,1555213677][/doublepost]oh aswell, this is what it looks like while in the game Experimental features on btw Latest version of terraria btw on steam btw Last edited: Apr 14, 2019 Ok all god now sorry I added .zip because the wiki told me Man that's
confusing but I did it hooray just one thing that annoys me, the sand(or is the sand textured?(i didnt noticed tho)) the rest is incredible Is this supposed to mix with calamity? Nobody ever mentioned it. just one thing that annoys me, the sand(or is the sand textured?(i didnt noticed tho)) the rest is incredible Not everything is resprited. The sand rn
isn't. Is this supposed to mix with calamity? Nobody ever mentioned it. What do you mean exactly? This is just a texture pack that resprites vanilla stuff to look like Calamity, but it isn't directly related to the mod really. hello, can someone unban me, i don't even why i got banned, or how it happened. i'm still unrealmegashark and uh, yeah. that's it. I
noticed that sometimes the textures don't load completely. can someone help with this? I can't get this texture pack to work with TModLoader. Here's what it looks like at the moment. You've been warned many times that this type of insulting criticism is not acceptable I don't know how this texture pack can improve vanilla sprites. Because vanilla
style is already perfect, it doesn't need this toxic palletes and overshading. I don't know how this texture pack can improve vanilla sprites. Because vanilla style is already perfect, it doesn't need this toxic palletes and overshading. Since Calamity features more hi-resolution textures and a more vibrant colour spectrum, it usually stands out in-game
from both other mods and terraria itself. This texture pack merely tries to remove the difference between vanilla and calamity, by making their artstyles more similar, hence making the game experience better from a visual standpoint. Again, the matter of textures (and by extention texturepacks) in games is highly subjective, so it will not be for
everybody. Just look at the varied choices of texturepacks you find in minecraft. There's bound to be something that fits your tastes. Just the fact that we have a proper texturepack for terraria at all is in my opinion amazing, and since I've always liked Calamity's artstyle, I actually welcome these changes. Not that vanilla terraria is bad (on it's own it's
a good texture for the game), but compared to Calamity's textures I've always felt it was a bit "simple". Again, each to their own. Those palette displays I designed are literally everywhere. I think it was UniquePotatoes. I cant use it doesnt work Hey! so I have a problem... it doesn't work for some reason. when I first tried it, I put the TexturePack.zip
into the Terraria folder. And when I launched Terraria it didn't have the textures on. So I thought "Maybe it needs a space in the name." cause there was a space in the name in the tutorial post. so I renamed it Texture Pack.zip and Terraria didnt even launch.It just showed the "Preparing to launch Terraria" steam popup thing, then nothing. so I dont
know what to do now. Ok so i see u have an issue Name it TexturePack.zip inside documents/mygames/terraria/tmodloader and leave it there And also in the config you need experimentalfeatures to be true and not false in both folders terraria and tmodloader Ok so i see u have an issue Name it TexturePack.zip inside
documents/mygames/terraria/tmodloader and leave it there And also in the config you need experimentalfeatures to be true and not false in both folders terraria and tmodloader well you see I already did all of those things and it still doesnt work. Btw I'm on linux not windows. Um, I use a Mac, and it doesn't seem to be working. In my ModLoader file
in the Terraria file, I have a TexturePacks file. I put the .zip in there. Whenever I open Terraria through steam, it just doesn't launch. Am I supposed to do something else with the pack? Page 4 Quick question, do all of the bosses have resprites? Last edited: May 21, 2019 Is there a way to download without using Discord? I have this in my game files
and i have no config file if any one knows what to do here it would be greatly appreciated if some one could help, thank you May I ask for a bit of help concerning this Texture Pack? I followed the instructions with everything (Trying to set it up for Vanilla, putting the space between texture and pack, ect) But I keep being greeted with this error (see
below), I've restarted, verified game cache, uninstalled and reinstalled, and put experimental features on. All to no avail... any ideas? when is this going to be updated? will this texture pack ever work for MAc? will this texture pack ever work for MAc? Maybe eventually, but I don't think it has to do with this specific texture pack. Rather, The Terraria
folder itself doesn't ever accept texture packs, as of now. For some reason when i try to get it to work all the files in terraria are xnb files but it wont replace correctly because all the files in the texture pack are PNG files I don't know if you guys have added the sprite in yet or not, but the Clay blocks specifically won't load the texture shown in the
spoiler. Is this a bug or should I try reinstalling the texture pack? I don't know if you guys have added the sprite in yet or not, but the Clay blocks specifically won't load the texture shown in the spoiler. Is this a bug or should I try reinstalling the texture pack? Probably reinstall, it can’t hurt and you’ll get a pretty concrete cause either outcome.
Probably reinstall, it can’t hurt and you’ll get a pretty concrete cause either outcome. Reinstalled, and both Clay and Ash won't work properly, and I noticed that in the startup of ChippyGaming's Calamity S5 playthrough with the texture pack installed, it wouldn't work for him either. [doublepost=1561096878,1561096844][/doublepost] Reinstalled,
and both Clay and Ash won't work properly, and I noticed that in the startup of ChippyGaming's Calamity S5 playthrough with the texture pack installed, it wouldn't work for him either. Maybe it is just a legitimate problem with the file Reinstalled, and both Clay and Ash won't work properly, and I noticed that in the startup of ChippyGaming's
Calamity S5 playthrough with the texture pack installed, it wouldn't work for him either. [doublepost=1561096878,1561096844][/doublepost] Maybe it is just a legitimate problem with the file I’'ve Noticed this as well, along with Obsidian, Hellstone, and all the Crimsands. Maybe with other mods, the resprites are knocked down on the sprite
heirarchy? (There’s some code with another mod that over takes the respite with the original sprite) just a theory tho :/ would love to play with the true textures because these resprites look incredible! I don't know if you guys have added the sprite in yet or not, but the Clay blocks specifically won't load the texture shown in the spoiler. Is this a bug or
should I try reinstalling the texture pack? I've Noticed this as well, along with Obsidian, Hellstone, and all the Crimsands. Maybe with other mods, the resprites are knocked down on the sprite heirarchy? (There’s some code with another mod that over takes the respite with the original sprite) just a theory tho :/ would love to play with the true
textures because these resprites look incredible! These resprites are not actually in the pack, since they have not been released into it. Page 5 Does this add new music? i Have some really beautiful and calming music playing in the background of the forest biome, I would share it but i don't know how to get something on here via a bandicam
recording. Can i use it as a file? Like just upload a file? It was an effect from various weathers i'm assuming, Because i re-logged in and now the music is gone. Last edited: Jun 23, 2019 Does this add new music? i Have some really beautiful and calming music playing in the background of the forest biome, I would share it but i don't know how to get
something on here via a bandicam recording. Can i use it as a file? Like just upload a file? It was an effect from various weathers i'm assuming, Because i re-logged in and now the music is gone. Nope. Texture packs only replace existing vanilla textures (this one included), nothing more. If you're not sure what it's coming from, Various Weathers adds
music so it's likely from that. Mods however, can replace music and vanilla textures. Although for us texture pack users, it's real pain whenever mods replace textures because they may conflict/overwrite any texture packs you're using and cause other problems (visual glitches etc). It's the main reason I don't use Terraria Overhaul. Looks like the link
is broken, at least for me, probably discord shenanigans. I recommend using a mediafire or dropbox link instead. We've just updated the texture pack with a brand new update! It includes massive updates to the Crimson, Corruption, and a brand new Wall of Flesh sprite! In the files, i seem to have found a so called "skinny p-e-n-i-s" please change this.
Loving this pack so far -- first time I gave it at close look. The more detailed and darker style (which is expertly-done) is a fair bit different than Terraria, but such a large amount of sprites have been remade at this point that it's hardly a negative. Can't wait to see where it goes from here! In the files, i seem to have found a so called "skinny" please
change this. Just found it myself... well how 'bout that? lol Fortunately the image itself is just a leafy twig. I assume it was given a goofy name while being worked on and they forgot to rename it... Last edited: Jun 26, 2019 mind giving us why it doesnt work so we as a community can help you fix it? questions ill ask are follows, did you put it in the files
as its zip file type? did you put it in the right place? do you have experimental features turned on? the third question is important as answering no will give you the idea that you'll need to enable it Texture Pack heres the link for how to enable experimental features and also to sucessfully enable texture packs is there a walkthrough of where to install
for vanilla? Was hoping to give a little criticism as to the ores/bars, I'm assuming it's going for a more realistic appearance to them though it does make it really hard to differentiate what's what. The colors and texture of them all look a bit similar, but that may also very well be just something I have to adjust to identifying. Just thought I'd give my two
sense incase anyone else feels the same and just hasn't mentioned it. Love the pack all the same! Please continue with this. It's incredible. Hello! First, love the texture pack. Really excited for the last finishing touches. That being said, I think I found an error in it? During the animation with the illuminant slime, there's this distracting line of pixels
just...appearing. Only during one frame, I believe it shows when it's "unbouncing" , if that makes sense. Anyone else see it or am I just going crazy? Uhm... Guys.. Where did I go wrong? I installed it via Tmodloader. Mods I'm using: Terraria Overhaul, Antiaris, Thorium, Alchemist NPC Lite, Magic Storage, Vanilla Tweaks, Spirit Mod, Which mod is this
from, Wing Slot, Yet another boss health bar, and Crystillium [doublepost=1563192624,1563192555][/doublepost]I'm sorry for double posting, forgot to mention that hitting the grass block reverts it to the proper texture. Seems like the "grass block" is broken... For me? Hello, I seem to have an issue with smooth marble walls, the texture bugs and
leaves holes. I tried to disable all mods and it still happens. (While recording the the first example vid I also realized it's the same texture as common marble walls.) Any idea about how to fix this?? Please answer in the youtube video comments, I don't really use this forum. Edit: Sorry for the video quality, Showmore is a paid software now... Are you
going to be updating walls anytime soon? especially dirt and mud walls? because if ind when you place ones you crafted, they have the default texture Page 6 Debating whether or not to use this pack, purely because I'm torn on whether vanilla mythril armour or this looks better. Uhm... Guys.. Where did I go wrong? I installed it via Tmodloader. Mods
I'm using: Terraria Overhaul, Antiaris, Thorium, Alchemist NPC Lite, Magic Storage, Vanilla Tweaks, Spirit Mod, Which mod is this from, Wing Slot, Yet another boss health bar, and Crystillium [doublepost=1563192624,1563192555][/doublepost]I'm sorry for double posting, forgot to mention that hitting the grass block reverts it to the proper
texture. Seems like the "grass block" is broken... For me? It's probably because of overhaul. They change a few sprite tiles and tile sprites, it can be a bit annoying when working with texture packs. How do you download the texture, i'm not quite sure how to. Is there any video that shows how to? These resprites are fantastic! Hey, love this
texturepack. The Pixel art is fantastic! I am having the same problem with terrariaoverhaul. I really enjoy playing with this mod but would love to the texturepack. Is there a way to change the textures from the overhaul? so I could edit them so that they fit within the texturepack style Hey, love this texturepack. The Pixel art is fantastic! I am having
the same problem with terrariaoverhaul. I really enjoy playing with this mod but would love to the texturepack. Is there a way to change the textures from the overhaul? so I could edit them so that they fit within the texturepack style I hear ya. Sadly, there is no way to change modded vanilla textures via texture pack -- you can only achieve that via
modding. Otherwise Terraria Overhaul will either completely overwrite your textures immediately in-game, or after several seconds of playing in a world. Technically this is a problem with Terraria'a awkward implementation of texture packs rather than the mod -- but there are ways Terraria Overhaul could get around this, which would also solve the
problem. There would either have to be a texture-free alternate version of TO, or a config option could also be implemented that disables changing vanilla textures where applicable. I've spoken to Misario on this, but he said he's not willing to put in the effort to make these texture-related options until he sees more people clamoring for it (I've seen
about 3-4 requesting texture pack support in TO outside of this thread myself). It's his choice of course, and he may still change his mind and add it eventually, but I personally believe it should always be a rule with mods that if they override vanilla textures, to have an alternative to play with your own custom textures as well. As I've said before, it's
specifically because of this problem that I don't use TO anymore. If you really want this to happen in Terraria Overhaul, my advice is to kindly ask Misario to consider this yourself -- since he doesn't interact much in his forum thread here, I'd either via PM here or contact him on Discord. Considering Terraria 1.4 is supposed to have far superior
texture pack implementation, it would incredible if they made it possible for texture packs to overwrite modded textures when you're using them, or something along those lines. I highly doubt they'll put that much effort into texture packs, but I'd also love them to prove me wrong. Last edited: Sep 10, 2019 Has anyone come across this weird issue -
I'm using this texture pack, and it works great, but with the Calamity mod enabled, the hearts and mana crystals will show the updated textures (from this pack) for about half a second, then switch back to the normal Terraria hearts/crystals. Anyone else come across this issue before? EDIT: The Calamity mod overrides the heart/mana textures. Oh
well ;-) Last edited: Sep 24, 2019 The pack looks promising overall, though I may criticize the tree textures (including cactus) look really weird and unfitting for the quality of the tiles, also the cactus are flat. Edit: Further analyzed the screenshots given and had to correct that the corruption tree looks like an improvement, GJ. Yep, this is 2d
Minecraft. Looks like a really good and epic texture pack! -i dont like the rod of discord easter egg -the emblems dont need to be there as the calamity rogue emblem is stylised as the original ones from terraria +i made a straight bladetongue sprite - the twins dont really look like eye of CDFJKU + but i love how the eye of CLKHIKU looks - not all
demon eyes are retextured + i can help with the sprites, i am a great sprite artist myself, but i work like really slowly + i made the cloud button and some other ui elements - discord doesnt work for me - the twins dont really look like eye of CDFJKU They actually do look like the Eye of Cthulhu in the texture pack except that the Twins do not have the
abundance of eyes that EoC has in the texture pack itself. Like how are you supposed to go from biological to mechanical when you still have to deal with the abundance of eyes on you? -the emblems dont need to be there as the calamity rogue emblem is stylised as the original ones from terraria This is technically true, but there would be a possibility
that the Rogue Emblem would have it's sprite changed to look more like the re-textured vanilla emblems. They actually do look like the Eye of Cthulhu in the texture pack except that the Twins do not have the abundance of eyes that EoC has in the texture pack itself. Like how are you supposed to go from biological to mechanical when you still have to
deal with the abundance of eyes on you? ??? The Twins don't have servants or minions. He could have meant the veins and iris/pupil design. The twins look more vanilla then the EoC does. The Twins dont have to include the clusters of eyes, but having their designs fit in line with EoC's in the texture pack would be nice In the middle I crudely cleared
the eyes to show the diffirence. Also I think EOC's pupil is shaped like this because it hides a mouth. is there going to be a banner? The images are all .png instead of .xnb or .xwb. How fix? how do I install the texture pack in the terraria tmodloader is that I don't know how Page 7 Do you think you will ever give screenshots of the new boss textures?
The texture pack doesn't work, when I download it, then put it in the folder where is config.json and rename it "Texture Pack.zip" it just doesnt work, i watched tutorials on youtube for it but it just doesnt work, pls help The texture pack doesn't work, when I download it, then put it in the folder where is config.json and rename it "Texture Pack.zip" it
just doesnt work, i watched tutorials on youtube for it but it just doesnt work, pls help And yes i have experimental features enabled And yes i have experimental features enabled If you're using tModLoader, you need to edit the config.json in the ModLoader folder, not the config.json specified in that post. You'll also need to put the "Texture Pack.zip"
file in the "TexturePacks" folder inside the ModLoader folder, like so: Also, ensure the filename has a space between "Texture" and "Pack". Last edited: Feb 25, 2020 If you're using tModLoader, you need to edit the config.json in the ModLoader folder, not the config.json specified in that post. You'll also need to put the "Texture Pack.zip" file in the
"TexturePacks" folder inside the ModLoader folder, like so: View attachment 236707 Also, ensure the filename has a space between "Texture" and "Pack". Thanks xd how do you apply the texture pack? does the razorblade typhoon have a texture? if so it doesn't really seem to be loading in how do you do you add it? I already tried but i cant AWSOME!
I cant wait fro brain of cthulhu! hey, because the files have no .xnb extension, Terraria wont accept the files, help. I downloaded the .zip file and extracted it to the texture pack folder that terraria includes with the game. I have both the extracted version and the .zip file in the folder and neither is showing up as a texture pack. I'm not sure how to fix
this, so some help would be appreciated. As of Journey's End the zip goes in the ..\Documents\My Games\Terraria\ResourcePacks folder and needs to be formatted in a specific way Formatting[edit | edit source] Texture packs require a pack.json file; otherwise, it will be not be recognized by the game. It may optionally include an icon.png file for
display in the Texture Packs menu. A proper pack.json file will look like the following: { "Name": "Pack Name", "Author": "Author", "Description": "Place a one-line brief description of your pack here", "Version": { "major": 1, "minor": 0 } } Packs should follow the same format as your game directory's content folder, which is Content/Images. The final
pack should look like this: Pack.zip icon.png (optional) pack.json Content Images Acc Back 1.png (for example) Texture pack files are saved as .zip files with no password. Here's a temporary update, it works in game but trees at least look quite right, this is unofficial, I'm not OP or involved with Calamity in any way. download: screenshot: Last edited:
May 18, 2020 Does this texture pack work for vanilla, or just Calamity, and if it works for vanilla, does it work for the Journey's End update? Does this texture pack work for vanilla, or just Calamity, and if it works for vanilla, does it work for the Journey's End update? It works for vanilla, although some textures in the files will just not be used, like the
DoG boss. There is one glitch I have seen though with the twins, the texture doesn't seem to want to work for Spazmatism, just using the original texture, not sure why this happens. The original post's texture pack was missing the sprites for stone doors and slabs, not sure about the one posted afterwards. Yes, the screenshot I took was w/o calamity
Page 8 I have serious trouble downloading this ive downloaded and extracted the zip in the resource pack file that comes with terraria and it doesnt work pls help I have serious trouble downloading this ive downloaded and extracted the zip in the resource pack file that comes with terraria and it doesnt work pls help You don't extract the zip. The way
texture packs work has been changed, anyways. Where is the 1.4 download? Good day boss, Unfortunately I have no idea how to upload this texture into the new 1.4 update. I thought moving the texturepack.zip folder into My Games/Terraria/Texture Packs would solve the problem, but no. Some say you must edit this pack by yourself, why couldn't
the uploader done it already? Downloaded the Tmodloader, tried to find this mod with texturepacks, no success.. Can someone update this thing please? Good day boss, Unfortunately I have no idea how to upload this texture into the new 1.4 update. I thought moving the texturepack.zip folder into My Games/Terraria/Texture Packs would solve the
problem, but no. Some say you must edit this pack by yourself, why couldn't the uploader done it already? Downloaded the Tmodloader, tried to find this mod with texturepacks, no success.. Can someone update this thing please? There is no pack.json file in the zip. You create one by entering { "Name": "Pack Name", "Author": "Author",
"Description": "Place a one-line brief description of your pack here", "Version": { "major": 1, "minor": 0 } } into notepad or go here ( Official - 1.4 Texture Pack Support & Setup ). Then save it as pack.json and add to the zip. I would suggest changing "pack name" so you can keep track of it. Hope this helps! Last edited: May 20, 2020 There is no
pack.json file in the zip. You create one by entering { "Name": "Pack Name", "Author": "Author", "Description": "Place a one-line brief description of your pack here", "Version": { "major": 1, "minor": 0 } } into notepad or go here ( Official - 1.4 Texture Pack Support & Setup ). Then save it as pack.json and add to the zip. I would suggest changing "pack
name" so you can keep track of it. Hope this helps! I did what you wrote sir, but nothing happened.. I added .txt file, copyed what have you sent and changed file into pack.json. Pack appeared in Texture Packs but when I enabled it nothing has happened, as if pack was corrupted or not as how it is supposed to be.. well.. I hope Dev's going to fix this
How to make it work on terraria 1.4 1. Find Terraria\ResourcePacks folder(or press Open Folder button in Terraria main menu> Texture Packs ) and create a new directory called, for example, "calamity" 2. Go to the previously created directory and create a new text file and rename it to "pack.json" (make sure file extensions is enabled in your
explorer) 3. Paste in pack.json the following code { "Name": "The Calamity Texture Pack", "Author": "v1tell", "Description": "-This pack attempts to improve vanilla sprites and make them more pleasing to the eye.-Currently, we have amassed more than one-thousand sprites from community contributions.-More updates will be released periodically,
with certain themes. The next update will come shortly and update a few things, including a new Brain of Cthulhu sprite.", "Version": { "major": 1, "minor": 0 } } 4. Now, create a new folder called "Content", now copy and paste the "Images" folder into the "Content" folder. 5. Folder structure should look like this ResourcePacks -—calamity
F—pack.json L—Content .—Images 6. Now enable this texture pack. Go to main menu>Texture Packs > 2nd button Last edited: May 20, 2020 texture packs go in the ResourcePacks folder now. Click on "open folder" in game to take you to the right folder from the Texture Pack menu. Hey! I was trying to create a texture pack of my own, and I
noticed that the new sprites have to be the same size as the original. As far as I'm aware this is a new thing, and was wondering if this texture pack has been experiencing problems with that? I wanted to create bigger item sprites for Terraria, but it seems now that is not possible. If any of you know a work-around for this I'd appreciate it, thanks!
Hey! I was trying to create a texture pack of my own, and I noticed that the new sprites have to be the same size as the original. As far as I'm aware this is a new thing, and was wondering if this texture pack has been experiencing problems with that? I wanted to create bigger item sprites for Terraria, but it seems now that is not possible. If any of
you know a work-around for this I'd appreciate it, thanks! There is no work around without mods unfortunately. This texture pack is quite notably suffering from the aforementioned problems. (Look at all the 1.4 release threads made by various people). Unfortunately, we gotta work with what we got. The texture pack no longer works, it doesn't show
up when the zip is in the ResourcePacks folder. How to make it work on terraria 1.4 1. Find Terraria\ResourcePacks folder(or press Open Folder button in Terraria main menu> Texture Packs ) and create a new directory called, for example, "calamity" 2. Go to the previously created directory and create a new text file and rename it to "pack.json"
(make sure file extensions is enabled in your explorer) 3. Paste in pack.json the following code { "Name": "The Calamity Texture Pack", "Author": "v1tell", "Description": "-This pack attempts to improve vanilla sprites and make them more pleasing to the eye.-Currently, we have amassed more than one-thousand sprites from community contributions.-
More updates will be released periodically, with certain themes. The next update will come shortly and update a few things, including a new Brain of Cthulhu sprite.", "Version": { "major": 1, "minor": 0 } } 4. Now, create a new folder called "Content", now copy and paste the "Images" folder into the "Content" folder. 5. Folder structure should look like
this ResourcePacks L—calamity —pack.json .—Content .—1Images 6. Now enable this texture pack. Go to main menu>Texture Packs > 2nd button Absolute legend, for all having problems with the pack just follow this step by step guide, worked like a charm. Hmm something might not be working now that I see it or maybe there's something
I'm not aware of, loaded it normally but looks like it is not loading the assets of the pack, tried restarting the game and still nothing, not giving up though, I'm sure I'll find the answer I can get the texture pack, but the trees are half textured and the sandstone building materials such as sandstone doors and chests and the like, are invisible I walked
into one without realising. anyone know a fix or is that just something that will come in a later update? Okay, i made a Hot Fix for the pack, most of the things should be working now. this is not official, but this is great and playable in 1.4 There might still be things that arent fully working, but the most important things are. (though things like the new
mowed grass doesent work since i havent realy made any textures, but just ported the old ones) Download: Calamity 1.4 Fix I've been checking this thread near daily for any updates on the 1.4 version. @Jakub Vymetal thanks a ton for taking the time in making a fix! Page 9 ok so i have a guestion is the lead armor gonna be fixed ( as far as i know the
helmet has diferent sprites in inventory and on player character ) otherwise i love the pack Am I missing something? I've unzipped, and put in resourcepacks directory, but it doesnt show up in game. Also tried having it zipped as well. Tried creating the pack.json file as well. Still nothing. It isn't changing the file to a .json file, it is staying a text
document. I've made plenty of batch files to run servers in Notepad before, so I'm not entirely sure whta the problem is. Last edited: May 31, 2020 can this be played in the vanilla version of terraria? It's so good :0 ' how do i use the pack? i downloaded it but i dont now how to use it. Hello everyone! I would like to take a moment to tell you all that the
download on this thread is outdated. If you want to download the working texture pack, please join the discord server. Thank you! Hello, CTP trial mod here, the guy above is correct, and this thread is not the place to ask for support either. The discord server is the place to go with any and all questions. how do i use the pack? i downloaded it but i
dont now how to use it. See the first half of my message Hola el antlion larva banner no se ve visualmente con el packete alguno mas le pasa o es solo a mi, habra alguna solucion? Hola el antlion larva banner no se ve visualmente con el packete alguno mas le pasa o es solo a mi, habra alguna solucion? Hola joka Estoy usando el traductor de Google,
asi que lamento cualquier confusion. Los banners y otros sprites que faltan en la dltima version se conocen y se solucionardn en la préxima actualizacién. Gracias is there a way to get the texture pack without using discord? (looking for a download that doesn't use discord) is there a way to get the texture pack without using discord? (looking for a
download that doesn't use discord) As I said, the forum post is obsolete. You are going to have to use discord. The reason we cannot update this one is that the poster is not a member of staff anymore, and the moderators cannot edit someone else's post. (oof.. seems like i cant get the pack... it looks nice so I guess I rate it a good rating due to how
nice it looks) (oof.. seems like i cant get the pack... it looks nice so I guess I rate it a good rating due to how nice it looks) Is there any reason why you cannot get discord? I could ask one of the moderators to put an updated version in the comments? I find the site overused...... I once used it but now I don't.. I got my own opinions... I was on the
terraria server once but my account is left behind....... so yeah...... I just use the forum and steam discussions to discuss terraria Hmm... strange. It doesn't look like that in my game. Some of the textures. The inventory looks superior in the screenshots, but nothing changes in mine. Also, the stone platform is missing :/ It is invisible when I place it.
Hmm... strange. It doesn't look like that in my game. Some of the textures. The inventory looks superior in the screenshots, but nothing changes in mine. Also, the stone platform is missing :/ It is invisible when I place it. Did you download the pack from the forums or the discord server? Because the forum post is long outdated. Although missing
sprites in 1.4 is very well known I downloaded the forum post thingy. I rarely use discord mate. I'll try get there now. And yeah, stairs apparently, and some platforms are missing when I use this texture pack. Why does that happen? Thanks in advance for info! I hope to get into some modding, myself. Page 10 I downloaded the forum post thingy. I
rarely use discord mate. I'll try get there now. And yeah, stairs apparently, and some platforms are missing when I use this texture pack. Why does that happen? Thanks in advance for info! I hope to get into some modding, myself. All platforms use the same image file. So if the file is from 1.3.5.3, the platforms from 1.4 won't be there. I downloaded
the forum post thingy. I rarely use discord mate. I'll try get there now. And yeah, stairs apparently, and some platforms are missing when I use this texture pack. Why does that happen? Thanks in advance for info! I hope to get into some modding, myself. The forum post download is years old, it should NOT be used Allright. Thanks for the
clarification! I found the discord server through Google, and managed to obtain the texture pack from there. I got it now. I tried it out and I quie enjoy the level of details. Though, dirt and wood are too dark, and I think the sand and marble blocks should be changed somewhat. All else looks real good. Why would you make joining a discord server a
requirement to get the up-to-date file? That's just annoying extra steps IMO. Why would you make joining a discord server a requirement to get the up-to-date file? That's just annoying extra steps IMO. V1tell, the creator of the thread, is not a member of our staff anymore, so he doesnt update the thread. The server also has a support channel and
notifications for those who want to know when updates come out. Last edited: Jun 11, 2020 have yall changed the npc's? i hope not, cause i have a kobold texture pack downloaded. HELP! I'm putting the Zip folder in Documents > MyGames > Terraria > ResourcePacks but it isn't showing up in the game settings. What the heck am I doing wrong!?!?
HELP! I'm putting the Zip folder in Documents > MyGames > Terraria > ResourcePacks but it isn't showing up in the game settings. What the heck am I doing wrong!?!? Support is offered in the discord server. Im almost certain you didnt download the pack from there either. The forum post download has never been updated Support is offered in the
discord server. Im almost certain you didnt download the pack from there either. The forum post download has never been updated AHHH so I have to download it in the server for it to work? I'll try that then Edit: It worked! Thanks have yall changed the npc's? i hope not, cause i have a kobold texture pack downloaded. Put the Kobold texture pack at
the top and your kobolds will always appear regardless of what other packs you're using. I have found a few bugs, here is a list Mobs I have found that only have an updated sprite when killed and gore is on: - Eater of Souls -Skeletron -Blood Crawler (walking) -(Probably) Queen Bee -Eater of Worlds, the sprite shows up, but the gore doesn't match
Items that don't have an updated sprite: -Wooden Helmet -Crimson Helmet I'll keep this updated as I find them. Last edited: Jun 19, 2020 Page 11 I have found a few bugs, here is a list Mobs I have found that only have an updated sprite when killed and gore is on: - Eater of Souls -Skeletron -Blood Crawler (walking) -(Probably) Queen Bee -Eater of
Worlds, the sprite shows up, but the gore doesn't match Items that don't have an updated sprite: -Wooden Helmet -Crimson Helmet I'll keep this updated as I find them. Most of these are fixed, and missing sprites really shouldnt be reported. You shouldn't waste your time on it Last edited: Jun 23, 2020 Works with 1.4 in general? hey this texture pack
doesnt appear in my terraria how do i properly install this? the pack won't show up in my pack menu. help Im kinda a noobie but how do i set up the texture pack? Hey, i am trying to get the pack running on my game, but it wont show up. does this work fr 1.4? or am i doing something wrong. If annyone knows how to do it, please let me know! I'm a
bit confused. Is this to be used with the Calamity mod, or vanilla? If it's for Vanilla, is it compatible with 1.4? Edit: Can confirm it is compatible with 1.4 to an extent. It seems to have some lighting issues. I formatted the file structure within the pack to work with 1.4 in order to make it work. Last edited: Jul 19, 2020 I'm a bit confused. Is this to be
used with the Calamity mod, or vanilla? If it's for Vanilla, is it compatible with 1.4? Edit: Can confirm it is compatible with 1.4 to an extent. It seems to have some lighting issues. I formatted the file structure within the pack to work with 1.4 in order to make it work. This is really just supposed to be for vanilla, after all it’s updated for 1.4, and is
supposed to make terraria look better I'm a bit confused. Is this to be used with the Calamity mod, or vanilla? If it's for Vanilla, is it compatible with 1.4? Edit: Can confirm it is compatible with 1.4 to an extent. It seems to have some lighting issues. I formatted the file structure within the pack to work with 1.4 in order to make it work. Dont download
from the forum post. Thats why it doesnt work This is really just supposed to be for vanilla, after all it’s updated for 1.4, and is supposed to make terraria look better It can be used for both vanilla and modded, though its original purpose is to make vanilla fit with the Calamity mod Hey, i am trying to get the pack running on my game, but it wont show
up. does this work fr 1.4? or am i doing something wrong. If annyone knows how to do it, please let me know! See messages above. Support questions go in the discord server, its much easier and faster to help there. The most likely issue is that you downloaded from the forum post See messages above. Support questions go in the discord server, its
much easier and faster to help there. The most likely issue is that you downloaded from the forum post Where do you find the link to the discord?, i cant find it Page 12 how do i apply it to the game i put both the files in resorce packs in terrairias files but when i open the game its not there and if i restart its still not there how do i apply it to the game
i put both the files in resorce packs in terrairias files but when i open the game its not there and if i restart its still not there Support questions go in the discord server. Its much easier and faster to help there, and it has multiple guides for you Can someone please give me the pack with the forums link and not the discord's? I don't think you'll want
me to elaborate... how do i get it. I put the folder in right spot but nothing shows up. Can someone please give me the pack with the forums link and not the discord's? I don't think you'll want me to elaborate... Please? I'm playing tModLoader and I'm putting 1.4 texture packs into the folder but nothing happens. Please can you send me the 1.3
version? With the forums link? can this texture pack work on tmodloader? Ever since the Calamity Texture Pack was released, I wanted to install it. One problem, though. The forum page set the installation link to discordapp.com. And I can't access it. Why? Not gonna tell ya. But, the texture pack (very) recently updated to 1.4, which made me want it
even more. So, please, please, please can someone send me a forums link for it. Just send it to my profile comments. And make it a rule guideline to send a forums link for a texture pack that doesn't already have it, for people in need who are desperate, like me. P.S. "Why am I so desperate?" you might ask. I've asked this question: Can someone send
me a forums link for it. three times and no one cares. So, again, please. This post is specified to Niorin, the person who shared it on the forums, but if anyone could help, that'd be great, thanks. Also, with that forums link, can someone please tell me in full detail how to install and enable a tModLoader texture pack? Because, right now, I'm clueless.
Last edited: Jul 28, 2020 Then un-outdate the forum post! Simple! PLEASE? that cant be done, as only the creator of the forum post can change it. just join the discord and download it from there Yes this is right. Its not like we havent tried to get it updated, or at least have the file removed. Sorry, just hasn't happened. Again remember, youre totally
free to just leave after you've gotten the pack installed. Yes this is right. Its not like we havent tried to get it updated, or at least have the file removed. Sorry, just hasn't happened. Again remember, youre totally free to just leave after you've gotten the pack installed. No. That isn't the point. I cannot join. That's the thing! Oh, wait. Never mind . But
still. For those who can't. I think he's hinting at either his parents won't let him use discord for some stupid reason or he's under 13 Page 13 damn this makes me want pc terraria No .json so its easy to enable it? I'm kinda dumb at this What do you mean? There's no .json in your Terraria folder? I wanted to put it into the texture option in game, so I
can enable/disable when wished but there's no .json on this pack I wanted to put it into the texture option in game, so I can enable/disable when wished but there's no .json on this pack Theres layers of things you're doing wrong here, but its easiest for us to help you if you ask in the discord server I tried using this but my Terraria doesnt recognize it
as a texture pack What about the rod of discord? its discord, but i think that wasnt there on the latest version, it seems to have an actual resprite of the normal iem What about the rod of discord? its discord, but i think that wasnt there on the latest version, it seems to have an actual resprite of the normal iem That was a joke, not an actual texture
thats meant to be used. It was removed That was a joke, not an actual texture thats meant to be used. It was removed thats sad, i wish i could have that... is there any mod that adds it as a resprite or even as a new item? (i preffer to only use textures on modded for some reason, though i have downloaded on vanilla) good texture im send the noice
default texture before 1.4.0.5 texture Hey, the texture pack doesn't appear in the game, could you help me? pack does not work. I can't get terraria to recognize it. for whatever reason the discord link isnt working, its not giving me the popup to join. is there an updated one i could try? LINK TO THE DISCORD SERVER have fun! Page 14 This doesn't
work for me... I'm used the Texture pack and I liked it... but my grass is showing the vanilla version instead of the one from the texture pack. Is it a bug? can anyone help me with it Nao consigo colocar ele no jogo It look good but why does it have calamity in the name. Yay you updated the forum post FINALLY okay this is hella beautiful I had a
question, is there a version with ONLY the UI? I really like it but don't really change the entire feel of the game! this pack is amazing playing the game over again finished onexbox; mobile and now on pc the texture pack gave me a fresh experience of the game is there any recent updates for 2021 or is everything fully textured? i can't tell since i'm on
1.4.1.2 i havent reach far on new items so I dislike the new wooden armor sprites like why change it it looked actually good and now it doesn't I had a question, is there a version with ONLY the UI? I really like it but don't really change the entire feel of the game! just go in the files and scroll through until you find the inventory slots, select them then
go to the top and click "invert selection". Press del (or delete) and there you go. Thank you, i just installed the texture packs and it all looks amazing! i bet you can predict terraria's 1.4.3 release is this unfinished? because some bosses aren't retextured or is meant to look like it? is this unfinished? because some bosses aren't retextured or is meant to
look like it? In the Normal Terraria Calamity Mod whit this Texturepack the Bosses have just been slightly adjusted, to make em look better but not ccompletly different. Also is this Texturepack still beeing worked on? Since the Grass looks like nothing has changed. My friend and I are trying to farm Harpies to get some early wings. We only have a
few mods installed, and have determined that none of them are the issue, as Harpies will spawn in other worlds with them on, and still won't spawn in our world with them off. We have built up to the build limit, and waited with a Battle Potion, and nothing would spawn except for the occasional Slime or other ground enemy on our platform. On other
worlds, they spawn just fine. Have they somehow been disabled on our world or something like that? Where are you trying to spawn them? In normal mode harpies won't spawn about 400 blocks in each direction from the center, could that be it? I see. I confused normal mode (as in pre-hardmode) with normal mode (as in non-expert mode). Ah, I
didn't think of it that way, my bad. I never play expert, maybe that's why. I hope that whole conversation helps OP in any way. The issue has since been resolved, but not fully. We built a rope straight up to nearly the top of the world, with platforms, right next to our hotel. Harpies never spawned up there and still refuse to, even with a Water
Candle/Battle Potion. After I built a skybridge, I noticed that if I went outside the forest biome (the one we spawned in) while up there, they would spawn normally. The issue has since been resolved, but not fully. We built a rope straight up to nearly the top of the world, with platforms, right next to our hotel. Harpies never spawned up there and still
refuse to, even with a Water Candle/Battle Potion. After I built a skybridge, I noticed that if I went outside the forest biome (the one we spawned in) while up there, they would spawn normally. Take this quote from the wiki: Prior to Hardmode, they cannot spawn on the horizontal middle of the map, around an area equal to one tenth of its complete
length. This restriction is removed in Hardmode. Take this quote from the wiki: Prior to Hardmode, they cannot spawn on the horizontal middle of the map, around an area equal to one tenth of its complete length. This restriction is removed in Hardmode. I have literally NO idea what you mean by the quote: Prior to Hardmode, they cannot spawn on
the horizontal middle of the map, around an area equal to one tenth of its complete length. This restriction is removed in Hardmode. That means that before you defeated the Wall of Flesh, harpies will not spawn in an area that equals 10% of the map size, centered on your spawn point. On a large map, this means 420 blocks in either direction (840
feet), you won't find any harpies in the skies. In hardmode, harpies can spawn in that formerly protected area. Sorry for necro but Lavendarjosh mess up a very important information , wiki say : " Prior to Hardmode, they cannot spawn in the vertical section of the map centered around the player's spawn point " Idk why he wrote "horizontal". Sorry for
necro but Lavendarjosh mess up a very important information , wiki say : " Prior to Hardmode, they cannot spawn in the vertical section of the map centered around the player's spawn point " Idk why he wrote "horizontal". I'm fairly sure I copied that passage directly from the wiki back then. I don't know if it only protected the original player spawn
point (which is dead center) originally, but with the current wording it seems like it would protect the area around whichever spawn point you set. I always keep my spawn points in the middle, so I wouldn't know any better Infact (IMO) it mean they don't spawn in the green area (so vertical) like here : Also no worry , maybe the wiki had wrong info at
the moment you copy pasted them ™~ Btw if i said that in my first post , it was for correct something , not to be rude ~ ", infact i've find this topic because i didnt know why they didnt spawn in my current world (and i'm above my map spawn so...) while making a fallen star hoik block system. @[+] Dr.Shadox No offense taken. I'm not sure why the
wording was changed, in the end it doesn't matter if it's horizontal or vertical, it simply concerns the sky/space layer above your spawn, in an area that's 5% of the total map size (horizontally) in either direction. The thing that likely changed is that the spawn point in question is no longer limited to the horizontal middle of the map (if it even has been
in the first place). (I have a feeling a thread like this exists already but I couldn’t find it with the search or similar thread functions.) I feel like the quality of Calamity is a controversial subject. Some praise it, some condemn it. I was wondering how the community at large feels about this mod. This thread is mostly intended for the core mod itself, not
the addons. Personally, the boss fights (to my knowledge) are pretty good, but it suffers from a few things. Its recipes are off compared to Vanilla. Terraria doesn’t really use other materials in accessory combos while Calamity doesn’t hold back with them. For instance, in Vanilla has Mechanical Glove + Magma Stone = Fire Gauntlet, while Calamity
adds Scoria Bars to the recipe. I can’t really tell if this is a bad change, but I prefer Vanilla’s system. There’s also weird “super-materials” like Life Alloys and Ascendant Spirit Essences. To me these seem like a worthless grind and are overused where they shouldn’t be. Like, why should Ataraxia use ASE? What does it add? Over-centralization is
certainly another issue. The later in the game you get, the more apparent this gets. Like, towards the end of the game you get less and less options until all that’s left is one armor set (Auric Tesla) and an ultimate accessory for each class (or two in Rogue’s case.) Furthermore, it has trouble leaving things behind. Anhk Shield has no business in a ram
dash, and Terrasparks have no business in wings. I will never understand the nerfs to Vanilla stuff. Why can’t the gloves stack with downgrades? What does that add? It lacks some non-combat features... but that’s okay. I'd like some more, but stuff like Cosmolite Furniture is enough sometimes. Rage is... okay? Doesn’t really add anything save for an
extra button to press. Adrenaline is similarly weird, but it’s a bit better. Overall, I don’t think they were needed but they aren’t too bad either. The spriting is amazing, yet a bit off-putting. It’s too good for Vanilla and just calls out itself awkwardly. Nevertheless it still looks good. It’s new class, Rogue, is surprisingly fun. Consumables trigger my
anxiety though, so sometimes it’s not the greatest. Doesn’t stop it from being cool, though. Stealth is a good mechanic due to making you think beyond “point and die.” The new biomes are cool. They add much needed variation, especially to the ocean which is desperate need of something; they also look very pretty. Like I said earlier, bosses are good
and engaging, the music is phenomenal, there’s some cool weapons (Biome Blade my beloved,) and the effort the team put in to it is incredible. Overall, I have mixed feelings on it. It does many things right and a lot of things wrong. I'd like to hear your thoughts, and remember: Calamity has a lot of effort put into it, so try to not be too harsh. Last
edited: Apr 19, 2025 If Calamity has a million fans, then I am one of them. If Calamity has ten fans, then I am one of them. If Calamity has only one fan then that is me. If Calamity has no fans, then that means I am no longer on earth. If the world is against Calamity, then I am against the world. Jet-Powered Rope God said: If Calamity has a million
fans, then I am one of them. If Calamity has ten fans, then I am one of them. If Calamity has only one fan then that is me. If Calamity has no fans, then that means I am no longer on earth. If the world is against Calamity, then I am against the world. Expected as such Serious answer: Your arguments don't really make sense. Its recipes are off
compared to Vanilla. Terraria doesn’t really use other materials in accessory combos while Calamity doesn’t hold back with them. For instance, in Vanilla has Mechanical Glove + Magma Stone = Fire Gauntlet, while Calamity adds Scoria Bars to the recipe. I can’t really tell if this is a bad change, but I prefer Vanilla’s system. I can see this, and the
only thing I heavily dislike is incessant use of ASE in things. Calamity adds Scoria bars to lock it behind post golem. which I kinda get? not really tho, unless it was buffed in clamity, which it wasnt. TECHNICALLY it is available at the same time as Mechanical which may be why they did that? There’s also weird “super-materials” like Life Alloys and
Ascendant Spirit Essences. To me these seem like a worthless grind and are overused where they shouldn’t be. Like, why should Ataraxia use ASE? What does it add? actually, ALL items crafted using ASE were originally crafted from its components, so they added them all together. They are a little overused, but still. they add a little interest to
recipies beyond "Smash two s together to make a bull" Over-centralization is certainly another issue. The later in the game you get, the more apparent this gets. Like, towards the end of the game you get less and less options until all that’s left is one armor set (Auric Tesla) and an ultimate accessory for each class (or two in Rogue’s case.) To be fair,
all of post ML is like this. which is different from vanilla by design. its a flaw, but not a horrible one. Furthermore, it has trouble leaving things behind. Anhk Shield has no business in a ram dash, and Terrasparks have no business in wings. That shield gives it defense and debuff immunity, and DO NOT diss the celestial tracers. they are awesome. I
will never understand the nerfs to Vanilla stuff. Why can’t the gloves stack with downgrades? What does that add? calamity stuff has this too. not nerfs, consistency. It lacks some non-combat features... but that’s okay. I'd like some more, but stuff like Cosmolite Furniture is enough sometimes. I agree, but why are you playing calamity if youre not
looking for only combat features? Rage is... okay? Doesn’t really add anything save for an extra button to press. Adrenaline is similarly weird, but it’s a bit better. Overall, I don’t think they were needed but they aren’t too bad either. Is everything from Calamity just alien to you? OF COURSE its not going to fit in perfectly, its a MOD. The spriting is
amazing, yet a bit off-putting. It’s too good for Vanilla and just calls out itself awkwardly. Nevertheless it still looks good. Kojoten disproves this. He could not tell the difference between modded and vanilla things. It’s new class, Rogue, is surprisingly fun. Consumables trigger my anxiety though, so sometimes it’s not the greatest. I will reiterate: your
problem Doesn’t stop it from being cool, though. Stealth is a good mechanic due to making you think beyond “point and die.” It is cool. The new biomes are cool. They add much needed variation, especially to the ocean which is desperate need of something they also look very pretty. grammatical error, but otherwise I agree. Like I said earlier, bosses
are good and engaging, the music is phenomenal, there’s some cool weapons (Biome Blade my beloved,) Exoblade better Overall, I have mixed feelings on it. It does many things right and a lot of things wrong. I'd like to hear your thoughts, and remember: Calamity has a lot of effort put into it, so try to not be too harsh. You just seem to think
everything from Calamity HAS to fit in to vanilla perfectly when thats LITERALLY what it DOESNT do in the first place. mods arent supposed to fit into vanilla. Jet-Powered Rope God said: I can see this, and the only thing I heavily dislike is incessant use of ASE in things. Calamity adds Scoria bars to lock it behind post golem. which I kinda get? not
really tho, unless it was buffed in clamity, which it wasnt. TECHNICALLY it is available at the same time as Mechanical which may be why they did that? What? Can accessory combos not be unlockable at the same time? Jet-Powered Rope God said: actually, ALL items crafted using ASE were originally crafted from its components, so they added them
all together. They are a little overused, but still. they add a little interest to recipies beyond "Smash two s together to make a bull" "Mash two !@#$ and a lil extra useless crap to make a bull!@#$" is all it does Jet-Powered Rope God said: To be fair, all of post ML is like this. which is different from vanilla by design. its a flaw, but not a horrible one.
Eh, already DMed you all that Jet-Powered Rope God said: That shield gives it defense and debuff immunity, and DO NOT diss the celestial tracers. they are awesome. Yes. I'm saying why the hell should one accessory do all of that. Jet-Powered Rope God said: calamity stuff has this too. not nerfs, consistency. What? Nerfing Vanilla Ranger as it buffs
Melee to the moon and beyond? Jet-Powered Rope God said: I agree, but why are you playing calamity if youre not looking for only combat features? I said it's not a big deal. Jet-Powered Rope God said: Is everything from Calamity just alien to you? OF COURSE its not going to fit in perfectly, its a MOD. I'm not saying it doesn't fit, I'm saying I'm not
really sure if it was necessary. Jet-Powered Rope God said: Kojoten disproves this. He could not tell the difference between modded and vanilla things. Just look at Sky Glaze vs Night's Edge. Why should it be more detailed than the blade of darkness and all of pre-Hardmode? Jet-Powered Rope God said: I will reiterate: your problem Fair Jet-Powered
Rope God said: You just seem to think everything from Calamity HAS to fit in to vanilla perfectly when thats LITERALLY what it DOESNT do in the first place. mods arent supposed to fit into vanilla. Some of it is just bad game design though. Like the "adding bars to accessory combos" I called "weird, but fine ig" while the "add ASE to all sorts of bs" I
called "bad." What? Can accessory combos not be unlockable at the same time? no. they should never. upgradable at the SAME TIME YOU GET IT? That's just bloat. Yes. I'm saying why the hell should one accessory do all of that. oh my goodness? mods having different balance than vanilla? imagine that! just look at the Terraspark boots. still not
great in vanilla even with those added stuff, and the cel. tracers REMOVE most of those effects. and besides? Why shouldnt it? AE is not overpowered, or else the game would be trivial with it equipped. What? Nerfing Vanilla Ranger as it buffs Melee to the moon and beyond? Vanilla melee is better. And it doesnt nerf vanilla ranger? I'm not saying it
doesn't fit, I'm saying I'm not really sure if it was necessary. It want, but it's cool regardless. also its a nod to MGR revengance Just look at Sky Glaze vs Night's Edge. Why should it be more detailed than the blade of darkness and all of pre-Hardmode? The context barely matters, but still. seems borderline petty to be complaining about this. This isn't
a problem, unless you're suggesting calamity sprites should be worse? Some of it is just bad game design though. Like the "adding bars to accessory combos" I called "weird, but fine ig" while the "add ASE to all sorts of bs" I called "bad." ASE is moreso lore than anything else. some recipes can go without them though. calamity is okay. it's not really
super good, but it's still pretty cool Personally, I only play on a very old version of the mod. I disagree with some changes made in versions past the one I play (Lore items no longer giving effects when favorited is one thing, proficiency being removed is another thing), and one of my lore worlds is directly based on that old version anyway. Anything I
say will be based on my opinion on the version I specifically play. I think the mod is alright, the music is always good and the bosses are okay. I love the (old) lore a lot because of how dark it can be (I got pretty annoyed when they reworked the lore entirely), and the lore items are one of my favorite mechanics to mess with in my loadouts. I remember
having my summoner build sacrifice half my health with the Calamitas Clone item to get a few extra minion slots, and one of my other builds sacrificed absolutely everything, even mobility, for health to help us beat DoG. (Somehow, that build won us the fight, probably because I could pretty much just tank everything, activate my set bonus (I was
using Omega Blue Armor), and oh look I'm back at full health). I still miss that run, it was super fun but burnout ended it when all that was left was Yharon 2 and SCal. I like(d) the rare and legendary items (Glacial Embrace, formerly Cold Divinity, my beloved... Never understood the rename.), and would usually go out of my way to get them by
grinding an easy boss for money, buying treasure bags from an AlchemistNPC NPC, and opening them, then selling everything for money for more boss summons. All in all, T have an alright opinion on the mod, but I like Thorium and Orchid mod a lot more. I feel like it's one of those things that's simultaneously overrated and overhated, from my little
experience it's not really bad but there's also not much to justify how it still continues to oversaturate the terraria modding scene. I think modern day calamity is held afloat in popularity solely by all the fan additions being made for it. While I really do like Calamity, it has a few flaws: 1: Horrible development pacing. The reason why Fables exists is
because the people who made it were sick of Fabsol's ty pacing, organizing, and developing. (Note that he did apologize sincerely to everyone after the event) 2: It heavily favors Melee and throws Ranger into the ditch. Melee has a ton of accessories and other stuff, while Ranger has barely any accessories to use from Calamity, and Ranger
playthroughs get repetitive fast. 3: Super thin progression in the late game. At the end of the game (post Yharon), there is 1 set of armor and 1 or 2 accessories for each class to use. That is it. Technically, Gem Tech exists, but it kinda sucks, and needs Exo Prisms. 4: Lack of non boss content post ML. This is a big issue a lot of people have brought up,
and is a massive issue with Calamity. The only event Calamity has post ML is Acid Rain (Post DoG moon events are super boring and feel tedious), and even then it kinda sucks. I'd like to remind you all that they are planning MASSIVE overhauls and MASSIVE content additions, including post ml stuff, as well as a lot of retiers. Calamity currently, yea,
I can see the flaws. That doesn't mean it's bad, I think it's Great compared to vanilla, But it will not stay like this forever. Jet-Powered Rope God said: I'd like to remind you all that they are planning MASSIVE overhauls and MASSIVE content additions, including post ml stuff, as well as a lot of retiers. Calamity currently, yea, I can see the flaws. That
doesn't mean it's bad, I think it's Great compared to vanilla, But it will not stay like this forever. Yeah, but as mentioned above, the development pace rivals Silksong and GTA 6 in pacing. Personal pros and cons list for Calamity: Pros Cool, hype boss fights Flashy weapons Much longer progression A plethora of addons Makes a lot of vanilla weapons
feel better through accessories, balance changes, or small reworks New class New difficulties Adrenaline and rage Best feature: soundtrack (fight me) Cons Handles summoner like crap Weird to adjust to from vanilla Unforgiving Does get a little cramped towards the end Adrenaline and rage Makes some vanilla weapons feel worse Jet-Powered Rope
God said: No, we agree on this Agreed, but they're adding a whip in the next update with more to come That's just calamity, modded items will generally outclass vanilla items YEAH BUDDY Wait, they're adding whips? We're saved! (mostly) No, some items get nerfs or other things are adjusted which makes them worse. It's not about the other items,
I do want to say that during pre-ML Calamity does a decent job of staying balanced with vanilla. It my opinion, Calamity has a lot of flaws, but has a lot of heart and passion behind it resulting in a fairly decent product. It's far from perfect, but it's a fun and unique and well made mod. Page 2 As they say, quality over quantity. Yes, Thorium adds less,
but the things it does add in my experience (read: mostly plays older version or newer version + Orchid) are high-quality. This I can also agree with. I think calamity having a lot isn't outright a bad thing, but when something has less like thorium, it is more likely to be more well polished and balanced. As they say, quality over quantity. Yes, Thorium
adds less, but the things it does add in my experience (read: mostly plays older version or newer version + Orchid) are high-quality. Thorium fails at having quality content regardless compared to Cal! This I can also agree with. I think calamity having a lot isn't outright a bad thing, but when something has less like thorium, it is more likely to be more
well polished and balanced. I think that Calamity Fables will take this route instead of Calamity’s route, quality over quantity. They have said not all the bosses from original Calamity will make it in (mainly the filler bosses like Old Duke, Ravager, and maybe Dragonfolly) I think that Calamity Fables will take this route instead of Calamity’s route,
quality over quantity. They have said not all the bosses from original Calamity will make it in (mainly the filler bosses like Old Duke, Ravager, and maybe Dragonfolly) ... And crabulon and ds ISN'T a filler boss? Jet-Powered Rope God said: ... And crabulon and ds ISN'T a filler boss? Scourge is (fairly) important in lore, and Crabulon is a super good
concept. They probably won’t add calamity bosses with boring concepts or no lore significance. They are also adding new bosses to the mod, for uniqueness Scourge is (fairly) important in lore, and Crabulon is a super good concept. They probably won’t add calamity bosses with boring concepts or no lore significance. They are also adding new bosses
to the mod, for uniqueness Scourge is just "Serpent of desert that didn't die from calamitas" Crab is a good concept ig The draconic offshoots have lore significance arguably more than scourge, and ravager is a filler for now But he's getting reworked after gta 8 seraph tracers are upgrades to elysian tracers, and sidegrades to Drew's wings. it is not a



different. Not really sidegrades. It is plain better save for a bit of extra flight time. Oof That’s like after ZoteBoat Zoteboat is nice, but have you heard about the fourth? Slywing! I think that Calamity Fables will take this route instead of Calamity’s route, quality over quantity. They have said not all the bosses from original Calamity will make it in
(mainly the filler bosses like Old Duke, Ravager, and maybe Dragonfolly) I know nothing about this "Calamity Fables." Please explain? This I can also agree with. I think calamity having a lot isn't outright a bad thing, but when something has less like thorium, it is more likely to be more well polished and balanced. Yes Just yes No other thoughts I
know nothing about this "Calamity Fables." Please explain? This is the wiki, it is hard to explain. Also to @trya , Calamity Fables is a project that some of the developers that split off the main team due to the ty management from Fabsol are doing, remaking and adding stuff into a new mod. Calamity is actually a really unbalanced mod. So? you're main
point doesn't hold up, because the Drew's wings aren't part of the accessoruie tree. Huh? Seraph Tracers are pretty much a direct upgrade to Drew’s Wings available at the same time. Fables is a remake of calamity. I don't really like it. in my words "if it aint broke don't fix it" It is in fact broken. The best fix is honesty what Fables is doing and just
plain rebuilding from the ground up. It is in fact broken. The best fix is honesty what Fables is doing and just plain rebuilding from the ground up. I'll ignore this opinion. Huh? Seraph Tracers are pretty much a direct upgrade to Drew’s Wings available at the same time. yeah, but they're ALSO an upgrade to the ELYSIAN tracers which is only
available before now. the one with he longer crafting tree has priority. so the seraph tracers are an upgrade to the elysian tracers. I'll ignore this opinion. yeah, but they're ALSO an upgrade to the ELYSIAN tracers which is only available before now. the one with he longer crafting tree has priority. so the seraph tracers are an upgrade to the elysian
tracers. By that logic, FG is an upgrade to Magma stone (available before) and is therefore fine. By that logic, FG is an upgrade to Magma stone (available before) and is therefore fine. no. that's what YOU said. the fire gauntlet is an upgrade to the mechanical glove, because the mechanical glove has the longer crafting tree. no. that's what YOU said.
the fire gauntlet is an upgrade to the mechanical glove, because the mechanical glove has the longer crafting tree. Why does longer crafting tree matter? Page 3 Why does longer crafting tree matter? If this sounds rude, I'm sorry. Is the true night's edge an upgrade of the night's edge or the souls? Are the frostspark boots an upgrade of the lightning
boots or the ice skates? ok, so new idea: for combo Accesories, which one are you likely to get the ingredients for first. for both the seraph tracers and the neucleugenesis, it is the former (the STG and the Elysian tracers) because lets face it if you don't have hermes boots by pml you have a serious problem ok, so new idea: for combo Accesories,
which one are you likely to get the ingredients for first. for both the seraph tracers and the neucleugenesis, it is the former (the STG and the Elysian tracers) because lets face it if you don't have hermes boots by pml you have a serious problem Idk fine you win this argument I'll find a better counter, give me a moment. {Sorry if I'm getting rude;
arguments can make me really competitive sometimes and for some reason I'm not feeling very empathetic today.} {Sorry if I'm getting rude; arguments can make me really competitive sometimes and for some reason I'm not feeling very empathetic today.} I do think there could be some head cooling in here, but you haven't been rude per se There
is the potential for rude tho Okay... Ice Skates are available before Lightning yet are combined to make Frostspark. No one has a problem with this from what I can tell. That’s because Terraria’s accessory combing system is built around combinations while Calamity’s is built around upgrades. Idk if one is specifically better than the other, but it can
make it stick out from Vanilla in a potentially bad way. Okay... Ice Skates are available before Lightning yet are combined to make Frostspark. No one has a problem with this from what I can tell. That’s because Terraria’s accessory combing system is built around combinations while Calamity’s is built around upgrades. Idk if one is specifically better
than the other, but it can make it stick out from Vanilla in a potentially bad way. Ok, yeah. The problem here IS that they have fundamentally different ideas behind this. Trying to apply one's logic to the other is using the wrong equation. its fine I guess. I just don't like fighting with clockwork because he's like my first friend on these forums I liked the
old versions better, when it felt like I was playing terraria. I liked the old versions better, when it felt like I was playing terraria. I personally like it more now, when it feels like it has its own identity and isn't trying to copy base Terraria. Now, most of the bosses dont have terrible sprites and reuse vanilla Al (unfortunately Yharon fits both of these, but
he WILL be reworked soon to be an epic fight, and no longer have Duke Fishron Al.) I personally like it more now, when it feels like it has its own identity and isn't trying to copy base Terraria. Now, most of the bosses dont have terrible sprites and reuse vanilla Al (unfortunately Yharon fits both of these, but he WILL be reworked soon to be an epic
fight, and no longer have Duke Fishron Al.) I've seen the similarities but I don't consider Yharon's sprite to be THAT bad nor his ai/attacks to be too similar to DF. Are you tired of downloading modpacks only to find unbalanced gear, overwhelming content, or broken mechanics? Or perhaps you've spent hours crafting your own modpack, just for it to
feel poorly executed? Introducing The Calamity Modpack, a carefully curated and balanced large-content modpack designed to deliver a seamless, immersive, and engaging Terraria experience. This modpack combines the best of Calamity Mod, Spirit Mod, and other Calamity addons like Calamity's Entropy and Clamity Addons, with my own custom
mod, The Calamity Modpack: Addons. It introduces: New Content: Talismans, Quests, Races, Classes, and Origins to enrich gameplay. Custom Mechanics: Recipe changes and balance tweaks to ensure compatibility and fairness across mods. Immersive World Generation: Beautiful biomes and structures from mods like Spirit Mod and Remnants.
Custom Textures and Configurability: Everything is adjustable via config files to suit your preferences. Vanilla-Friendly Features: A built-in recipe browser integrated into the Guide NPC for a seamless, non-intrusive experience. A storage manager from Quality of Terraria that links to in-world chests, avoiding the "cheaty" feel of mods like Magic
Storage (not included by default). Easy Installation: The modpack is pre-configured to work out of the box, so you can jump right into playing without hours of setup. The modpack avoids mechanics that break immersion, prioritizing a sandbox experience that feels rewarding without feeling like cheating. To support this, I've created a dedicated wiki
to guide players through progression, materials, and more, ensuring you’'re never left confused or lost. The goal is to provide a well-balanced, large-content modpack that feels as polished and cohesive as vanilla Terraria, while being accessible for players of all skill levels. Key features include: Balanced Gameplay: Expert Mode (or higher) is
recommended, with Revengeance and Death Modes disabled for compatibility with other mods. Immersion First: No default inclusion of mods like Recipe Browser or Magic Storage to maintain a vanilla-like feel, though you can enable them if desired. Comprehensive Wiki: A work-in-progress resource detailing progression, materials, and more to
make starting the modpack as smooth as possible, especially for beginners. The modpack is in early alpha and has been primarily developed by me, with the wiki also being a solo effort so far. I'm new to modding, so please bear with me as I learn and improve! There’s still work to be done: Balance Tweaks: Ongoing adjustments to ensure a fair and
fun experience. Wiki Completion: Guides, class setups, and progression details are still being fleshed out. Bug Fixes: Some issues can only be discovered through playtesting. For now, players can use the Materials page on the wiki (sorted by progression) alongside the in-game recipe browser or mods like Quite Enough Recipes to navigate
progression. I need playtesters to help identify bugs, balance issues, and refine class setups for the wiki. Playtesting is crucial to ensure the modpack feels polished and complete. If you're interested in: Testing the modpack and providing feedback. Helping with class setup guides or other wiki content. Contributing in any other way (e.g., balance
suggestions, textures, etc.). Please reach out! You can contact me on Discord: m4tata or the discord server here. No modding experience is required to help out, and I'd love to hear from players of all skill levels. Download the modpack (link TBD, pending alpha release). Install it easily with everything pre-configured for immediate play. Check the wiki
for setup instructions, progression guides, and material lists. Play on Expert Mode or higher (Revengeance/Death Mode off) for the intended experience. Share your feedback to help shape the modpack’s future! The Calamity Modpack: Addons is a passion project aimed at delivering a balanced, immersive, and content-rich Terraria experience that’s
easy to jump into. As a beginner modder, I'm learning as I go, and I don’t have all the answers yet, but I'm committed to making this modpack the best it can be with community support. If this sounds like your kind of modpack, join me in shaping its future! Let me know what you think, and I hope to see you in the Discord! I'm interested in
playtesting, but one thing: The discord invite is expired. Edit: I looked at the wiki, and Cal overhaul? I really don't like that mod, and it can brick characters and worlds, along with having stolen code, so maybe not. Last edited: May 26, 2025 I'm interested in playtesting, but one thing: The discord invite is expired. Edit: I looked at the wiki, and Cal
overhaul? I really don't like that mod, and it can brick characters and worlds, along with having stolen code, so maybe not. Not for me, it hasn't. that particuar "factoid" is as outdated as 2000s fashon Not for me, it hasn't. that particuar "factoid" is as outdated as 2000s fashon what exactly do you mean by that Spoiler: cal overhaul in a nutshell (minor
swearing included) this is by an official dev for the Calamity mod just 4 months ago Cal Overhaul hasnt updated in that time. Edit July 6th, 2023 Added vanilla Terraria download option for 1.4.4.9! Hey guys, [ made this medieval themed starter town/base for me and some friends to run through calamity mod with, but I put so much effort into it that I
figured I'd throw it up here in case anyone else would like to use it :3 The world is untouched, only the area where the base has been built has been messed with, and no bosses have been beaten. So feel free to use fresh characters on it. It has areas for most early game crafting stations, a farm for potion herbs and enough rooms for the all the NPC's
in the game (not a truffle house though). I kept a lot of the blocks I used to build stuff in chests around, as well as labeled a lot of chests for organization. A few NPC's accidentally spawned, but if you're playing Calamity Mod on expert mode I'm sure you won't mind too much lol. Almost every block that is placed has paint on it, so be careful about
accidentally breaking blocks! Crimson world btw Spoiler: Blacksmith House and Workshop Spoiler: Tailor and Tavern/Inn Spoiler: Mountainside House and Mine Entrance. East Edge of Town Spoiler: Castle East Entrance and Barracks Spoiler: Castle, Church, and West Town Entrance The mine entrance is just an entrance to a cave system for early
game mining. Also... the castle has a dark secret that they don't want any residents to know about... I hope everyone finds it! Will this world break if played on vanilla terraria? Will this world break if played on vanilla terraria? Most likely. Since you would be playing vanilla, all modded tiles would be gone. The Sulfuric Sea and the Abyss would look
like a massive pit, plus the Brimstone Crag would just be a large crater in the underworld. Most likely. Since you would be playing vanilla, all modded tiles would be gone. The Sulfuric Sea and the Abyss would look like a massive pit, plus the Brimstone Crag would just be a large crater in the underworld. I see, thank you for the response. Been looking
for a town like this very nice one but for vanilla, but it looks as though I'll have to continue my search. I see, thank you for the response. Been looking for a town like this very nice one but for vanilla, but it looks as though I'll have to continue my search. I've actually played a bit of it on vanilla, the east ocean is a giant pit, and the biome under the
underground desert is also a giant pit. If you're fine with having those then it's not a big deal, it won't break your game I've actually played a bit of it on vanilla, the east ocean is a giant pit, and the biome under the underground desert is also a giant pit. If you're fine with having those then it's not a big deal, it won't break your game Sorry for the late
response, Thank you very much for the info, having a few gaping holes in the world has never bothered me before so I can't see it bothering me now! Thanks again! Edit: I apologize if I'm just being dumb, but is there a way to convert a .twld file into a .wld file? When I put this file in my worlds map it doesn't appear in my world list, when I replace the
.twld extension with .wld it appears but says no backup found. That aside, I have been trying out the calamity mod(super duper hard btw lol) with the tmodloader on steam(a friend convinced me to try it out) I also tried to get this map on there, but I apparently need both a .wld and .twld file in order to play it. (this download link only gives me the
.twld file) (Also I'm just going off stuff I looked up to try and help my situation). Any help for me to understand this better would be greatly appreciated! (I'm pretty new to this sort of stuff as I've mostly just been a vanilla player for many years). Hello, nice map ya got there! There's one problem tho, which is that I can't access the world w/o a normal
.wld file alongside the provided one. Hoping you could add it to this thread sooner! Thanks Sorry for the late response, Thank you very much for the info, having a few gaping holes in the world has never bothered me before so I can't see it bothering me now! Thanks again! Edit: I apologize if I'm just being dumb, but is there a way to convert a .twld
file into a .wld file? When I put this file in my worlds map it doesn't appear in my world list, when I replace the .twld extension with .wld it appears but says no backup found. That aside, I have been trying out the calamity mod(super duper hard btw lol) with the tmodloader on steam(a friend convinced me to try it out) I also tried to get this map on
there, but I apparently need both a .wld and .twld file in order to play it. (this download link only gives me the .twld file) (Also I'm just going off stuff I looked up to try and help my situation). Any help for me to understand this better would be greatly appreciated! (I'm pretty new to this sort of stuff as I've mostly just been a vanilla player for many
years). i mean if you really wanted to, you could probably just grab tedit and open the world in that to copy the town over to a vanilla world and not have any huge pits, i also think that it would solve the twld problem too since you would just be moving the vanilla buildings to a vanilla world (i mean thats just what i would do for this just so that im not
missing part of my world because that would bother the heckers out of me) (it would all depend on if the creator of this awesome map was okay with that though) Hello and congratulations on your Work. But unfortunately with the .twld file it's unusable. I tried everything without result. It would be nice if you would share your .wld file. Thank you in
advance. Kind regards Sorry if my english is bad I'm french Looks so nice, wish it was a .wld file How do you convert .twld to .wld? Hey guys, I made this medieval themed starter town/base for me and some friends to run through calamity mod with, but I put so much effort into it that I figured I'd throw it up here in case anyone else would like to use
it :3 The world is untouched, only the area where the base has been built has been messed with, and no bosses have been beaten. So feel free to use fresh characters on it. It has areas for most early game crafting stations, a farm for potion herbs and enough rooms for the all the NPC's in the game (not a truffle house though). I kept a lot of the blocks
I used to build stuff in chests around, as well as labeled a lot of chests for organization. A few NPC's accidentally spawned, but if you're playing Calamity Mod on expert mode I'm sure you won't mind too much lol. Almost every block that is placed has paint on it, so be careful about accidentally breaking blocks! Crimson world btw The mine entrance
is just an entrance to a cave system for early game mining. Also... the castle has a dark secret that they don't want any residents to know about... I hope everyone finds it! Hey guys, I made this medieval themed starter town/base for me and some friends to run through calamity mod with, but I put so much effort into it that I figured I'd throw it up
here in case anyone else would like to use it :3 The world is untouched, only the area where the base has been built has been messed with, and no bosses have been beaten. So feel free to use fresh characters on it. It has areas for most early game crafting stations, a farm for potion herbs and enough rooms for the all the NPC's in the game (not a
truffle house though). I kept a lot of the blocks I used to build stuff in chests around, as well as labeled a lot of chests for organization. A few NPC's accidentally spawned, but if you're playing Calamity Mod on expert mode I'm sure you won't mind too much lol. Almost every block that is placed has paint on it, so be careful about accidentally breaking
blocks! Crimson world btw The mine entrance is just an entrance to a cave system for early game mining. Also... the castle has a dark secret that they don't want any residents to know about... I hope everyone finds it! The world is in 1.4 so I can not play it in Tmodloader. Can u convert the world to the latest version that Tmodloader is in? Thanks. Will
this world break if played on vanilla terraria? Crazy late but, I generated a new world on 1.4.4.9 and via TEdit I copied and pasted the town from the calamity version onto the new world. I added a new download link in the main post if anyone would like to play this world on vanilla Terraria Last edited: Jul 31, 2023 Edit July 6th, 2023 Added vanilla
Terraria download option for 1.4.4.9! Hey guys, I made this medieval themed starter town/base for me and some friends to run through calamity mod with, but I put so much effort into it that I figured I'd throw it up here in case anyone else would like to use it :3 The world is untouched, only the area where the base has been built has been messed
with, and no bosses have been beaten. So feel free to use fresh characters on it. It has areas for most early game crafting stations, a farm for potion herbs and enough rooms for the all the NPC's in the game (not a truffle house though). I kept a lot of the blocks I used to build stuff in chests around, as well as labeled a lot of chests for organization. A
few NPC's accidentally spawned, but if you're playing Calamity Mod on expert mode I'm sure you won't mind too much lol. Almost every block that is placed has paint on it, so be careful about accidentally breaking blocks! Crimson world btw The mine entrance is just an entrance to a cave system for early game mining. Also... the castle has a dark
secret that they don't want any residents to know about... I hope everyone finds it! Hey quick question why is the water gone?.. Like it's really gone all the way up if u look there's only water at the bottom? I am using calamity mod. Este mod fornece uma traducédo néo-oficial do Calamity Mod para o Portugués Brasileiro. / This mod offers a unofficial
translation for Calamity Mod to Brazilian Portuguese. Descri¢cdo em portugués: (Portuguese description) O que o mod traduz? Spoiler: Lista de coisas que o mod traduz Acessérios; Munigoées Armaduras e seus bonus definidos Blocos Materiais Inimigos NPCs Armas do tipo fisico e ataque a distancia
Tinturas Mdveis Itens de invocacgdo de chefe e eventos Variados sacos de coleta Lore Nomes dos Registros de Draedon Montarias Animais de estimagcdo Consumiveis Mensagens de status no chat Ferramentas Didlogos de NPCs Encantamentos da Calamitas na descrigao do item O que é planejado para atualizacoes futuras? Planos futuros para o mod
incluem: - Traduzir o resto das armas - Traduzir efeitos e efeitos negativos Como baixo o mod? Simples, basta pesquisar "Calamity Mod PT-BR Translation" no Navegador de Mods nativo do tModLoader. Se por algum motivo, o Navegador de Mods estiver offline, use o mirror. Se preferir, o arquivo do mod em .zip esta disponivel abaixo. Apos baixar e
extrair o arquivo, cole CalamityModPTBR.tmod em Documents\My Games\Terraria\ModLoader\Mods. Se vocé ainda estiver em duvida sobre algo, ou quer reportar um erro encontrado na traducdo, me deixe sabendo nos comentarios abaixo! Agradecimentos Master Dong/Skyshadow - Criador do mod Calamity mod Traduccion Espafiol, me ajudou com
cbédigo do mod. Tolsyak - Criador do mod Calamity Mod French Translation, possui o seu mod de traducdo como cédigo aberto no Github. English description: (Descricdo em inglés) What does the mod translate? Spoiler: List of things that the mod translates Acessories; Ammo Armor and set bonuses
Blocks Materials Enemies NPCs Melee and ranged weapons Dyes Furniture Boss and event summoning items Various grab bags Lore Draedon's Logs' Names Mounts Pets Consumables Status messages on the chat Tools NPC dialogue Calamitas' enchantments on the item's tooltip What is planned for future updates? Future plans for the mod include:
- Translate all missing weapons - Translate buffs and debuffs How do I download the mod? Simple, just search "Calamity Mod PT-BR Translation" on tModLoader's native Mod Browser. If, for any reason, the Mod Browser is offline, use the mirror. If you prefer, the mod's file in .zip is available below. After dowloading and extracting the file, paste
CalamityModPTBR.tmod in Documents\My Games\Terraria\ModLoader\Mods. If you are still in doubt about something, or want to report an error found in the translation, let me know in the comments below! Special Thanks Master Dong/Skyshadow - Creator of the Calamity mod Traduccion Espafiol mod, helped me with coding the mod. Tolsyak -
Creator of the Calamity Mod French Translation mod, has their translation mod open sourced on Github. Histérico de atualizagées v1.1.2.5 - Armas de ataque a distancia traduzidas. - Armas de ataque fisico adicionadas na atualizagao 1.5 traduzidas. - Armas retrabalhadas na 1.5.1 traduzidas. -
Melhoria na traducgdo de alguns itens. - Alguns itens diversos que nao tinham traducdo agora foram traduzidos. - Novo icone para o mod. - Encantamentos no nome e na descrigdo do item traduzidos. v1.1.2.4 - Vérias traducgdes ajustadas para estarem de acordo com a 1.5. - Traducao de "Rogue" alterada de Assassino para Ladino. - Traduzido tags como
Fire Weapon, Ice Weapon e Nature Weapon, bem como Developer Item e Donor Item. v1.1.2.3 - Compativel com a versao 1.5.0.003. - Itens introduzidos na versdo 1.5 traduzidos. - Draedon e seu trio Exo traduzidos. - Novo didlogo da Calamitas Suprema durante a batalha traduzido. v1.1.2.2 - Compativel com a nova versdo 1.5 do Calamity (o contetudo
novo ainda nao foi traduzido). - Icone atualizado. v1.1.2.1 - Descri¢do do mod alterada. v1.1.2 - Didlogos de NPCs traduzidos (exceto as opcdes dos mesmos). v1.1.1 - Ferramentas traduzidas. - Bénus definidos traduzidos. - icone atualizado. - Dicas de hotkeys traduzidas. - Dicas de itens no Modo Morte traduzidas. - Modificadores traduzidos. v1.1 -
Todos os consumiveis traduzidos. - Novo icone adicionado ao mod. - Todas as mensagens de status no chat traduzidas. v1.0.3 - Montarias traduzidas. - Animais de estimacéao traduzidos. - Adicionado um novo icone para o mod. v1.0.2 - Tinturas traduzidas. - Moveis traduzidos - Itens de invocacao de chefe e eventos traduzidos. - Variados sacos de coleta
traduzidos. - Lore traduzida. - Nomes dos registros de Draedon traduzidos. v1.0.1 - Adicionado uma pagina inicial para o mod. v1.0 - Lancamento do mod - Acessérios traduzidos. - Munic¢ées traduzidas. - Armaduras traduzidas (sem o bonus). - Blocos traduzidos. - Materiais traduzidos. - Inimigos traduzidos - NPCs traduzidos. - Armas do tipo fisico
traduzidas. Last edited: Mar 21, 2022 Mano, muito muito obrigado, a tradugao esta ficando 6tima, Parabéns . Estou ansioso para conclusdao do Mod Edit v1.0.2: Mais uma excelente atualizagdo, Muito obrigado!!! Parabéns cara vc fez oque ninguem tem coragem de fazer espero que vc nunca desista desse mod assim todos que nao sabem ingles védo
poder jogar calamity sem ter que perguntar oque e oque no mod parabens. Gostei muito da proposta, mas nao consigo utilizar. Nao sei usar muito bem foruns. Tem algum discord em que eu possa entrar em contato mais facilmente? Ultimamente comigo esta dando erro, n estou conseguindo por o mod Ultimamente comigo esta dando erro, n estou
conseguindo por o mod O mod ainda ndo estd atualizado para o Calamity Mod 1.5.1, em breve vou langar uma atualizacdo que torna-o compativel, e outras coisas. Opa, Vocés podem atualizar o mod atualmente? Vejo que é bem antigo, quando coloco o mod diz que eu preciso de uma versao para usar o mod Os devs do tml mudaram a forma como texto
é colocado nos mods, nao tem como ele atualizar esse arquivo agora, qualquer pessoa que queira traduzir um mod agora do 1.3 pro 1.4 tem que comecgar do zero com um arquivo hjson extraindo esse arquivo de localizacdo do mod atual e mandar esse arquivo pro dono do mod For those who don’t know, Calamity Fables was a recently introduced mod
that plans to make Calamity from the ground up, with scrapped designs and new and interesting equipment. It currently adds 3 bosses, 1 new and 2 from Calamity. I must say, this mod holds SO MUCH potential, I can’t wait to see it bloom into a beautiful mod! I must ask, what are your opinions on this mod? You should note that this is not from a
Fables dev, this is just to discuss the mod currently, and in the future. I'm not a huge fan, I like calamity and this just looks unremarkable. Not to mention it replaces one of the best soundtracks in gaming history. Jet-Powered Rope God said: I'm not a huge fan, I like calamity and this just looks unremarkable. Not to mention it replaces one of the best
soundtracks in gaming history. I do personally like the original Calamity soundtracks better, but these aren’t terrible. There is a config to turn the original Calamity themes on. Jet-Powered Rope God said: I'm not a huge fan, I like calamity and this just looks unremarkable. Not to mention it replaces one of the best soundtracks in gaming history. Also,
I like the designs for the bosses in Fables better compared to original Calamity. They look much more polished and unique than the originals. Crabulon especially. Dude look at Crabulon His og theme barely fits although it's good But the animation is absurdly good For the most part it looks like calamity if it was fun, but I wish it didn't have a quest
system, I've gotten pretty tired of quest systems in content mods. Sure they are a good way to walk the player through new content once, but after one playthrough they become annoying and tedious. I haven't played the mod yet though so this is just from an outsider perspective currently. Haven’t played through it, but it doesn’t have a lot of the
absolute design disasters and sheer drama around the original calamity so I'm a lot more open to it honestly Dude look at Crabulon His og theme barely fits although it's good But the animation is absurdly good Yeah, it really fits the puppeted feel that it originally had, I also love how it slams down and stops moving for a second, like the puppet
master accidentally dropped the strings. I also love how the Desert Scourge uses electrical attacks that shock platforms. I'm a big fan. I haven't tried it for myself since it's pretty small in its current state, but I've seen all the content showcased and it's absolute eye candy. Quest system definitely could get old fast depending on how it's implemented,
but overall I'm very excited to see how the mod develops. I'm a big fan. I haven't tried it for myself since it's pretty small in its current state, but I've seen all the content showcased and it's absolute eye candy. Quest system definitely could get old fast depending on how it's implemented, but overall I'm very excited to see how the mod develops. Same!
I haven't played it yet but I do think's refreshing to hear that Fables abandons all the weapon reworks and balance nonsense and just doubles down on adding new, interesting content. The amount of bandaid fixes and poorly-thought-out reworks to a lot of the vanilla gear, only for those bandaid fixes and reworks to cause more problems later on down
the line and require more fixes and reworks is probably my biggest issue with Calamity, so hearing that Fables is doing none of those is very heartening and I do hope to give the mod a try in the future. I haven't played it yet but I do think's refreshing to hear that Fables abandons all the weapon reworks and balance nonsense and just doubles down
on adding new, interesting content. The amount of bandaid fixes and poorly-thought-out reworks to a lot of the vanilla gear, only for those bandaid fixes and reworks to cause more problems later on down the line and require more fixes and reworks is probably my biggest issue with Calamity, so hearing that Fables is doing none of those is very
heartening and I do hope to give the mod a try in the future. I absolutely love how unique the weapons they have added are. A flail that explodes into pushing air? A claw that allows you to grab and move around enemies? A weapon that can be dribbled like a basketball to gain power? All here! They also added a new whip, which Calamity seems
allergic to. Fables is way better and I can only hope it surpasses the original at some point Fables is way better and I can only hope it surpasses the original at some point It is incredibly promising, and I agree! I like the original, but it is unbalanced in some ways. Fables is looking to be an incredible mod! I can’t wait to see an Auric plated Devourer or
really cool sprites for the Perforators and Hivemind, hell I can’t wait to see what the Fables team cook up for boss sprites! The weapons also look phenomenal, and can’t wait to see more! Didn't try it yet. I saw Chippy's video about it, and it looks cool, but I think I'll play it later. I don't know which part of my brain, but this mod strikes a cord for me. I
like it But it also has to issue of almost every single weapon in the mod outshining vanilla weaponry. (I'm not joking, I dare you, go do a calamity playthrough where you can only use nilla weapons that are still technically up-to-tier. See how it works) I don't know which part of my brain, but this mod strikes a cord for me. Also It has to issue of almost
every single weapon in the mod out shining vanilla weaponry. (I'm not joking, I dare you, go do a calamity playthrough where you can only use nilla weapons that are still technically up-to-tier. See how it works) Most mods have that issue. Isn’t a Calamity issue, but a mod issue. If vanilla weapons outclass the mod’s weapons, what the point of the
mod? what the point of the mod? I'm gonna assume this applies exclusively to content mods, at which point my answer would be. Adding stages of progression before, after, and in between existing bosses. Not rewriting it entirely. There's a line between added content and being it's own content. Again just my own thoughts, the latter is best off under
the name "spin off game" Este mod traduce el Calamity mod al lenguaje espaifiol/This mod translates Calamity Mod to Spanish language Este mod esta hecho para que todos los espafioles puedan disfrutar del Calamity Mod aun sin entender ingles. DEBES tener Calamity mod instalado para que funcione, ya que esto solo es una traduccién El mod lo iré
actualizando para mejorar y traducir mas contenido NO ESTOY afiliado con Fabsol o los creadores del Calamity mod, esta es una traduccién hecha por un fan Que traduce? -Todas las armaduras -Todos los accesorios -Todos los materiales -Todos los minerales -Todos los debuffs -Todos el lore -L.os nombres de algunos jefes -Armaduras y sus bonuses -
Armas -Herramientas -Frases del Chat Que traducira en un futuro reciente? -Bénus de armaduras (en proceso) -Frases de los jefes en el chat(hecho) -Buffs de pociones y armas/armaduras(hecho) Tieneses alguna pregunta? o tal vez has visto algo de arriba que no esta traducido o puede mejorarse su traduccién? Hazmelo saber! Descargalo ya desde
aqui: CalamityModEsp o desde TmodLoader bajo el nombre de Calamity mod traduccion espainol! Muchas Gracias a: Diavoloh: Por ayudarme, ha traducido casi todo el lore! Tomas: Por ayudarme, ha traducido algunas armaduras! Pixelnando: Traductor de Calamity Mod a Polaco (nos ayudamos mutuamente ) Davitroon: Me avisé de fallos y cosas sin
traducir NicolasPL: Me corregia fallos publicados en la traduccién This mod is made for all spanish people so they can enjoy the Calamity Mod even without understanding English. You MUST have Calamity mod installed, since this is only a translation I will update the mod to improve
and translate more content I AM NOT affiliated with Fabsol or the creators of the Calamity mod, this is a translation made by a fan What does it translate? -Chat -Lore -All (or almost) all accessories -All (or almost) all materials All ores -Armor and their bonuses -Weapons -Tools -What will It translate? -Amor/weapon and potion buffs (Done) -Boss chat
messages (Done) -Do you have any question? Or maybe you have seen something above that is not translated or can improve your translation? Make me know! Download it now: CalamityModEsp or from TmodLoader under the name of Calamity mod traduccion espaiiol! Calamity Mod Wiki: Calamity Mod Wiki Download Calamity Mod: tModLoader -
Calamity Mod or use TmodLoader! v1.9.4 -Corregidas varias descripciones antiguas -todos los acentos y s se muestran correctamente v1.9.3 -Traducidas las alas y las botas v1.9.2 -Mejorada la calidad de la traduccion -Preparados ciertos requerimientos para actualizar los Sets de Armadura(Los jugadores que usen el
mod no veran diferencias actualmente) v1.9.1 -Corregidas descripciones de armas y objetos. -Traducidos items que quedaron sin traducir en otras actualizaciones. v1.9 -Traducidos todos los mensajes del chat(Mensajes de estados y frases de jefes). -Traducidos algunos objetos de pasadas actualizaciones. v1.8.11 -Traducido el arsenal de Draedon y
todos los objetos de los laboratorios. v1.8.10 -Puesto al dia con las aztualizaciones del Calamity Mod. v1.8.9 -Traducidas las pociones y los power-ups permanentes. v1.8.8 -Traducidas algunas cosas que antes no estaban. v1.8.7 -Nombre de criaturas traducidos. v1.8.6 -Armaduras traducidas (sin bonus). v1.8.5 -Armas de Rogue traducidas. v1.8.4 -
Armas de Invocador traducidas. v1.8.3 -Armas Magicas traducidas. v1.8.2 -Armas A Distancia traducidas. v1.8.1 -Armas Cuerpo a Cuerpo traducidas. v1.8 -Traducidas todas las herramientas. -Mejorada la calidad de la traduccion. v1.7.9 -Arreglado un error por el cual el mod no funcionaba. v1.7.8 -Traducido todo el lore restante. v1.7.7 -Traducidos los
materiales restantes. -Mejorada la calidad de la traduccién. v 1.7.6 -Mejorada la calidad de la traduccién. v 1.7.5 -Traducidos todos los tipos de municién -Traducidos algunos debuffs mas -Traducido mucho lore v 1.6.2 -Traducidos la mayoria de debuffs -Traducidos aun mas jefes -Afiladido un icono v 1.5.1 Traducidos algunos jefes Calidad de la
traduccién aumentada, ahora los acentos y N se puedes ver, ya no aparecen como * Porque no haces un discord para tener un poco de feedback o ayuda de personas que apoyen tu trabajo. Como yo! Me gusta que alguien se haya preocupado y haya puesto en marcha en hacer un mod de traduccién para los que hablamos en espaiiol, ya que el calamity
tiene bastantes cosas y se confunde uno en que se emplean, y que hacen, pero con este mod serda muy mucho mas sencillo y divertido entender lo que pasa en nuestro mundo cada vez que avancemos al derrotar a los jefes Me gusta que alguien se haya preocupado y haya puesto en marcha en hacer un mod de traduccién para los que hablamos en
espaiiol, ya que el calamity tiene bastantes cosas y se confunde uno en que se emplean, y que hacen, pero con este mod serd muy mucho mas sencillo y divertido entender lo que pasa en nuestro mundo cada vez que avancemos al derrotar a los jefes Muchas gracias por el apoyo, significa mucho! Porque no haces un discord para tener un poco de
feedback o ayuda de personas que apoyen tu trabajo. Como yo! Supongo que si mas personas me lo piden lo creare, pero de momento seguiré manteniendo este post. Muchas gracias por la idea, la tendré en cuenta y gracias tambien por apoyar mi trabajo ~~ I support your mod. It's a great idea to expand the Calamity Mod's community to new parts
of the world. Do you plan to translate it to any other language? I support your mod. It's a great idea to expand the Calamity Mod's community to new parts of the world. Do you plan to translate it to any other language? I dont think so, im Spanish so It was easy for me to translate It. But i have a friend that is translating the Calamity mod to Polish. I
may translate other Big content mods like Thorium, but first i Will finish this One. Thanks for your support!! Muchisimas gracias por hacer esto! Me pregunto si podria ayudarte con esto porque yo desde hace tiempo también queria traducirlo pero no sé cémo hacer el mod xD I also would like to expand the Calamity Mod to my native language. Do you
have a Discord, for easier contacting? Muchisimas gracias por hacer esto! Me pregunto si podria ayudarte con esto porque yo desde hace tiempo también queria traducirlo pero no sé como hacer el mod xD Gracias por el apoyo, si quieres ayudarme puedes traducir lo restante y yo implementarlo. A no ser que sepas programar, en cuyo caso seria
estupenda tu ayuda I also would like to expand the Calamity Mod to my native language. Do you have a Discord, for easier contacting? Of course! i was helping my polish friend translating it so i can help you too! my Discord nickname is Skyshadow#8535, feel free to send a message ;D There is no reason this mod should exist as it's own mod, Have
you attempted to contact the Calamity team to directly add this content to their mod? That would be ideal. There is no reason this mod should exist as it's own mod, Have you attempted to contact the Calamity team to directly add this content to their mod? That would be ideal. I contacted them so i could create the mod, so I have the official
permission to add It here. Also, some people prefer the original language instead of the translation, which is completely fine. Thats why i prefer the translations to be in other mods Hola me Podrias Mandar lo que te queda por traducir ya que quiero constribuir a tu trabajo Hola me Podrias Mandar lo que te queda por traducir ya que quiero constribuir
a tu trabajo Hola Tomaés, muchas gracias por la iniciativa, he de decirte que todavia me quedan bastantes cosas, como la mitad del Lore, las herramientas, las armaduras y las armas. No voy a darte todo ya que es mucho, pero te puedo pasar bastantes cosas. Contactame al Discord y te pasaré algo, tienes mi Discord tag en mi perfil, y gracias por
apoyar mi trabajo! Last edited: Nov 27, 2019 [12:51:53] [19 / INFORMACION] [tML]: Cargando Mod: [12:51:53] [19 / ERROR] [tML]: se produjo un error al cargar CalamityModEsp Las modificaciones se han deshabilitado automaticamente. System.NullReferenceException: referencia a un objeto no establecido como instancia de un objeto. en
CalamityModEsp.CalamityModEsp.PostSetupContent () en CalamityModEsp.cs: linea 35 en Terraria.ModLoader.ModContent. c. b 39 1 (Mod mod) en Terraria.ModLoader.ModContent.LoadModContent (token CancellationToken, Action" 1 loadAction) en Terraria.ModLoader.ModContent.Load (token CancellationToken) en
Terraria.ModLoader.ModLoader.Load (token CancellationToken) [12:51:53][19 / INFORMACION] [tML]: Deshabilitar Mod: CalamityModEsp [12:52:01] [1 / DEBUG] [tML]: Process.Start (UseShellExecute = True): "C: \ Users \ Axel \ Documents \ My Games \ Terraria \ ModLoader \ Logs \ client.log" Que significa esto Maestro, que tengo que hacer
para que funcione el mod [12:51:53]1 [19 / INFORMACION] [tML]: Cargando Mod: [12:51:53] [19 / ERROR] [tML]: se produjo un error al cargar CalamityModEsp Las modificaciones se han deshabilitado automéaticamente. System.NullReferenceException: referencia a un objeto no establecido como instancia de un objeto. en
CalamityModEsp.CalamityModEsp.PostSetupContent () en CalamityModEsp.cs: linea 35 en Terraria.ModLoader.ModContent. c. b 39 1 (Mod mod) en Terraria.ModLoader.ModContent.LoadModContent (token CancellationToken, Action" 1 loadAction) en Terraria.ModLoader.ModContent.Load (token CancellationToken) en
Terraria.ModLoader.ModLoader.Load (token CancellationToken) [12:51:53] [19 / INFORMACION] [tML]: Deshabilitar Mod: CalamityModEsp [12:52:01] [1 / DEBUG] [tML]: Process.Start (UseShellExecute = True): "C: \ Users \ Axel \ Documents \ My Games \ Terraria \ ModLoader \ Logs \ client.log" Que significa esto Maestro, que tengo que hacer
para que funcione el mod Curioso error, eso se produce cuando hay mala sintaxis de cédigo. Lo raro es que nadie mas se haya quejado. Preguntaré a mis amigos a ver si han recibido el mismo error. Eso es que en la linea 35 hay algo mal escrito. No es fallo tuyo sino mio, en cuanto lo solucione te avisaré. Tu solo tienes que tener Calamity mod y este
mod para que funcione. Edit: Un amigo me lo ha confirmado. Siento mucho las molestias. Lo solucionare en cuanto vuelva de trabajar, es un error de nada asique el mod serd arreglado rapidamente. Edit Final: He hecho pruebas y al parecer no hay errores y mi amigo tenia error porque no tenia el Calamity actualizado a la dltima version. Actualizalo
que seguramente sea eso, después funcionara bien Last edited: Dec 18, 2019 Curioso error, eso se produce cuando hay mala sintaxis de cédigo. Lo raro es que nadie mds se haya quejado. Preguntaré a mis amigos a ver si han recibido el mismo error. Eso es que en la linea 35 hay algo mal escrito. No es fallo tuyo sino mio, en cuanto lo solucione te
avisaré. T solo tienes que tener Calamity mod y este mod para que funcione. Edit: Un amigo me lo ha confirmado. Siento mucho las molestias. Lo solucionare en cuanto vuelva de trabajar, es un error de nada asique el mod serd arreglado rapidamente. Edit Final: He hecho pruebas y al parecer no hay errores y mi amigo tenia error porque no tenia el
Calamity actualizado a la tltima versién. Actualizalo que seguramente sea eso, después funcionara bien Muchisimas gracias me habia descargado el calamity hace 5 dias y ya volvio a actualizar seguro de alli salto el error y que rapides para responder a estas cosas 10/10 Maestro algun dia quisiera ser como usted Muchisimas gracias me habia
descargado el calamity hace 5 dias y ya volvio a actualizar seguro de alli salto el error y que rapides para responder a estas cosas 10/10 Maestro algun dia quisiera ser como usted Jajaja muchas gracias! Un placer ayudar ~”~ (llegue a este forum por algunos mods pero nunca mande un mensaje ya que esta es la primera vez que escribo pero bueno) me
descarge el mod y lo meti ala carpeta pero nada cambia y en la lista nisiquiera aparece y no se me traduce nada acaso estoy haciendo algo mal? Page 2 DracoTheNightmareKing said: (llegue a este forum por algunos mods pero nunca mande un mensaje ya que esta es la primera vez que escribo pero bueno) me descarge el mod y lo meti ala carpeta
pero nada cambia y en la lista nisiquiera aparece y no se me traduce nada acaso estoy haciendo algo mal? Estoy suponiendo que te lo descargaste de MediaFire. Poco puedo ayudarte ahi (quiza lo subi mal pero no creo). En caso de tener dudas descargalo de TModLoader, que te lo pondra bien. También asegurate de tener la tltima versién de
Calamity, ya que sino no funcionarda/lo hara mal. Si te sigue saliendo el error vuelve a contactarme! Estoy suponiendo que te lo descargaste de MediaFire. Poco puedo ayudarte ahi (quiza lo subi mal pero no creo). En caso de tener dudas descargalo de TModLoader, que te lo pondrd bien. También asegurate de tener la tltima versién de Calamity, ya
que sino no funcionara/lo hard mal. Si te sigue saliendo el error vuelve a contactarme! losiento por la tardansa es que se me olvido. ya tengo la ultima version y me va super bien pero se podria traducir tambien lo que dicen los npcs y los bosses, nombres entre otras cosas y una pregunta por que los * no entiendo DracoTheNightmareKing said: losiento
por la tardansa es que se me olvido. ya tengo la ultima version y me va super bien pero se podria traducir tambien lo que dicen los npcs y los bosses, nombres entre otras cosas y una pregunta por que los * no entiendo Tengo pensado traducir las frases de los NPCs(tanto jefes como los que viven contigo), de hecho estuve mirando como hacerlo ya que
no sabia. Pero en el trabajo estoy teniendo mucho lio y lo dejé. Ahora mismo estoy con las armas de rango y una vez haya hecho todas las armas me pondré con el chat. Los * son letras con acentos o la letra N. Trabajo en ASCII. Suelo corregirlos antes de actualizar el mod pero supongo que los de la tltima actualizacién se me pasaron. Dentro de poco
tendré tiempo libre y retomaré el proyecto Tengo pensado traducir las frases de los NPCs(tanto jefes como los que viven contigo), de hecho estuve mirando como hacerlo ya que no sabia. Pero en el trabajo estoy teniendo mucho lio y lo dejé. Ahora mismo estoy con las armas de rango y una vez haya hecho todas las armas me pondré con el chat. Los *
son letras con acentos o la letra N. Trabajo en ASCII. Suelo corregirlos antes de actualizar el mod pero supongo que los de la tltima actualizacién se me pasaron. Dentro de poco tendré tiempo libre y retomaré el proyecto Aprecio mucho el trabajo que hacen. Tengo un amigo que solo habla espafiol y este mod nos ayudara mucho. Quisiera ayudar pero
soy un tarado. Gracias por el mod. Aprecio mucho el trabajo que hacen. Tengo un amigo que solo habla espafiol y este mod nos ayudara mucho. Quisiera ayudar pero soy un tarado. Gracias por el mod. Gracias por el apoyo, me alegro de que te guste el mod! No pasa nada por no poder ayudar, el mod esta casi terminado. La Unica razén por la que no lo
he actualizado es que no tengo tiempo para hacerlo por un proyecto de clase y el trabajo. Un saludo para ti y para tu amigo! Gracias por el apoyo, me alegro de que te guste el mod! No pasa nada por no poder ayudar, el mod esté casi terminado. La Uinica razén por la que no lo he actualizado es que no tengo tiempo para hacerlo por un proyecto de
clase y el trabajo. Un saludo para ti y para tu amigo! Gracias a ti amigo. La descripcion de los cascos de victite no corresponde con su casco correspondiente Ej: El de Mellee tiene la descripcién de el casco de summoner y del casco de rango tiene la descripcion del casco de mago. /"Reporte de Bug"/ por llamarlo de alguna forma. Posdata gran trabajo
amigo La descripcién de los cascos de victite no corresponde con su casco correspondiente Ej: El de Mellee tiene la descripcion de el casco de summoner y del casco de rango tiene la descripcion del casco de mago. /"Reporte de Bug"/ por llamarlo de alguna forma. Posdata gran trabajo amigo Muy buenas, en primer lugar gracias por apoyar mi
trabajo! En cuanto a los cascos, tenia problemas con los bonuses e hice la traduccion del casco de victide como prueba, por lo que seguramente se me escaparia y confundiria los nombres, ya que las traducciones de los cascos casi no cambian. Atun asi, muchas gracias por decirmelo; lo corregiré cuando actualice el mod con las armas de rango
traducidas; Un saludo! el texto del item invocador del dios slime no existe xD (deshabilite todos los mods aparte del calamity y la traduccion obvio ,aunque me olvide del magic storage pero no tiene nada que ver) estuve apunto de decir que el nombre del invocador del dios limo no tenia nombre pero veo que no fui el inico que lo a notado xD XD, por
valor piedad. Prometo que lo solucionaré XD Mas bien no te exigimos, sino que te apoyamos y mencionamos las fallas que haya para que lo puedas realizar sin problemas ya que nos haces un favor para los que no tenemos la capacidad de hacerlo ---por cierto hay un problema aparte que confunde el texto de los cascos de diferentes clases (de victide,
el unico que me he fijado) y los pone igual o se intercambian--- Mas bien no te exigimos, sino que te apoyamos y mencionamos las fallas que haya para que lo puedas realizar sin problemas ya que nos haces un favor para los que no tenemos la capacidad de hacerlo ---por cierto hay un problema aparte que confunde el texto de los cascos de diferentes
clases (de victide, el unico que me he fijado) y los pone igual o se intercambian--- View attachment 237353View attachment 237354 Cuando pedia piedad estaba bromeando XD, yo os agradezco que apoyeis mi trabajo y que me deis feedback, ya que asi mejoro la calidad de la traduccion. En cuanto a lo de los cascos, sé que hay un fallo, estuve
haciendo pruebas con la armadura de victide para poder traeros todos los sets traducidos(los bonus funcionan distinto y no se puede traducir asi como asi) y al parecer me equivoqué con los cascos de melee e invocador. Dentro de nada sacaré una actualizacion corrigiendo varios fallos, después vendran las armas de mago ™~ Cuando pedia piedad
estaba bromeando XD, yo os agradezco que apoyeis mi trabajo y que me deis feedback, ya que asi mejoro la calidad de la traduccién. En cuanto a lo de los cascos, sé que hay un fallo, estuve haciendo pruebas con la armadura de victide para poder traeros todos los sets traducidos(los bonus funcionan distinto y no se puede traducir asi como asi) y al
parecer me equivoqué con los cascos de melee e invocador. Dentro de nada sacaré una actualizacién corrigiendo varios fallos, después vendran las armas de mago ™~ xD se que era en broma, solo que era una forma de agradecer y decir que te lo tomes con calma Hola amigo, espero que estés teniendo un maravilloso dia. Venia a agradecerte por
semejante empefio para traer a nosotros una gran traduccion de un gran mod como es Calamity. También, aprovecho para pedirte ayuda al respecto. Estoy interesado en traducir mods para comodidad de los jugadores de habla hispana que no estén acostumbrados al inglés, o qué no gusten de disfrutar Terraria en Espanenglish. Pues nada, eso.
Queria pedirte ayuda para saber como puedo hacer para colaborar en la traduccion, incluso si ti necesitas ayuda en eso. Puedes comunicarte conmigo por este medio, o por discord. Espero no ser una molestia. Un saludo! Hola amigo, espero que estés teniendo un maravilloso dia. Venia a agradecerte por semejante empefio para traer a nosotros una
gran traduccién de un gran mod como es Calamity. También, aprovecho para pedirte ayuda al respecto. Estoy interesado en traducir mods para comodidad de los jugadores de habla hispana que no estén acostumbrados al inglés, o qué no gusten de disfrutar Terraria en Espanenglish. Pues nada, eso. Queria pedirte ayuda para saber como puedo hacer
para colaborar en la traduccidn, incluso si ti necesitas ayuda en eso. Puedes comunicarte conmigo por este medio, o por discord. Espero no ser una molestia. Un saludo! Hola, espero que también tengas un buen dia. Sobre todo teniendo en cuenta cémo andamos... En primer lugar gracias por apoyar mi trabajo, me pone contento ver qué tanta gente
disfruta de ver Calamity en espanol . En segundo lugar no, no me molestas ni mucho menos y si, te pienso ayudar en lo que necesites. Mi discord estd puesto en mi perfil y me parece muy buena idea eso de traducir otros mods, tenia pensado hacerlo pero este es muy grande XD. Un saludo amigo! Hola, ¢como hiciste este mod de traduccion?
¢Trabajaste directamente con los desarrolladores o usaste otro programa / método? (Perdén si mi espaifiol es malo) Gracias por adelantado Hola, ¢como hiciste este mod de traduccidon? ¢Trabajaste directamente con los desarrolladores o usaste otro programa / método? (Perddn si mi espafiol es malo) Gracias por adelantado Buenas tardes, no trabajé
directamente con los desarrolladores, les pedi permiso para desarrollarlo pero lo hice yo. Use un programa llamado Visual Studio, es una herramienta para programadores. Use el lenguaje de programacién C# Buenas tardes, no trabajé directamente con los desarrolladores, les pedi permiso para desarrollarlo pero lo hice yo. Use un programa llamado
Visual Studio, es una herramienta para programadores. Use el lenguaje de programacion C# Tengo Visual Studio, solo queria saber cémo hiciste el proceso de traduccién en el cédigo Page 3 Tengo Visual Studio, solo queria saber cémo hiciste el proceso de traduccion en el cddigo Escojo los objetos por su nombre interno y después simplemente le
anado un nombre en espanol con AddTranslation Lo siento si estoy siendo demasiado molesto, pero estoy teniendo problemas de codificacion, ¢crees que podrias ayudarme (a través de la Discord o algo asi)? Lo siento si estoy siendo demasiado molesto, pero estoy teniendo problemas de codificacion, ¢crees que podrias ayudarme (a través de la
Discord o algo asi)? Podria intentarlo, mi Discord esta disponible en mi perfil ~~ Hola, Muy buen trabajo. Quisiera aprender para poder traducir otros mods en terraria. Al momento de estar en el visual studio solo puedo seleccionar los items del juego vanilla, no tengo idea de como poder seleccionar los del mod. Hola, Muy buen trabajo. Quisiera
aprender para poder traducir otros mods en terraria. Al momento de estar en el visual studio solo puedo seleccionar los items del juego vanilla, no tengo idea de como poder seleccionar los del mod. Buenos dias, me encontré con el mismo problema en su momento, si necesitas mi ayuda tienes mi discord en mi perfil, simplemente mandame un
mensaje ™~ we neta create un discord :3 me encantaria que las noticias sean algo mas ordenadas (aunque apenas descubro esto XDDDD) una pregunta no esta el tmodloader para la ultima version de terraria? we neta create un discord :3 me encantaria que las noticias sean algo mas ordenadas (aunque apenas descubro esto XDDDD) una pregunta no
esta el tmodloader para la ultima version de terraria? No creo que vaya a crear un discord(me parece que ya hay alguno o alguna comunidad de habla hispana del Calamity), las noticias las pongo lo més ordenadas que puedo XD, aunque tendria que actualizar este post. No, el TModLoader no esta en la 1.4 Hola , me gusta mucho ya que no soy experto
en inglés pero con la tGltima actu del calamity al iniciar mundo me sale un "error" creo, no sé si hay forma de omitir el "error" e ir jugando con las partes finales sin traducir(que no importa mucho ya que la mayoria ya estd traducida), sélo queria consultar eso, buen mod, me ayuda mucho. Buenas, vengo a informar que al actualizar el Calamity Mod a
su dltima version me produce un error que no me permite cargar el mod, a continuaciéon dejo el error: Se ha producido un error al cargar CalamityModEsp Se ha detectado que este mod fue creado para tModLoader v.0.11.7.1 Sin embargo, estas usando la version tModLoader v0.11.7.5 Los mods se han desactivado automéaticamente.
System.NullReferenceException: Referencia a objeto no establecida como instancia de un objeto. en CalamityModEsp.CalamityModEsp.PostSetupContent() en CalamityModEsp.cs:linea 353 en Terraria.ModLoader.ModContent.c.b 38 1(Mod mod) en Terraria.ModLoader.ModContent.LoadModContent(CancellationToken token, Action" 1 loadAction)
en Terraria.ModLoader.ModContent.Load(CancellationToken token) en Terraria.ModLoader.ModLoader.Load(CancellationToken token) Oye hay alguna forma de que yo tambien pueda ayudar? Para rapidamente traducir las cosas que salgan en actualizaciones Cool! I feel so out of place here... Me acabo de enterar del error y estoy mirando las causas
y una solucién, arreglaré esto lo antes posible, siento la tardanza y las molestias No te preocupes pana, con todo lo que has hecho por la comunidad algo asi es entendible. Muy buenos dias, he actualizado el mod anadiendo mas contenido actualizado y de paso he arreglado el error. Muchas gracias a todos por la paciencia y por avisar del error
Muchas gracias mi pana, eres un crack. Oye, excelente trabajo!!! No has pensado colocar el mod en github? Ya sea para que otras personas colaboren con codigo para las traduccion asi como para recibir feedback de las mismas afuera del foro, seria cool que fuera de cédigo abierto para fortalecer un poco el panorama de los mods y que esto aliente a
otros a crear proyectos similares, o quien sabe, hasta un nuevo mod, desde ya un saludo uwu Page 4 Oye, excelente trabajo!!! No has pensado colocar el mod en github? Ya sea para que otras personas colaboren con cédigo para las traduccién asi como para recibir feedback de las mismas afuera del foro, seria cool que fuera de cédigo abierto para
fortalecer un poco el panorama de los mods y que esto aliente a otros a crear proyectos similares, o quien sabe, hasta un nuevo mod, desde ya un saludo uwu Gracias por el apoyo, ya pensé es subirlo a GitHub, pero al final, para que? Este mod no es muy adecuado ya que depende de Calamity, por lo que si una sola variable falla, el mod no funciona(de
ahi el error de hace unos dias, no funcionaba porque borraron un item). Ademas las traducciones rara vez cambian una vez escritas, por lo que no me es necesario. Gracias por el apoyo, ya pensé es subirlo a GitHub, pero al final, para que? Este mod no es muy adecuado ya que depende de Calamity, por lo que si una sola variable falla, el mod no
funciona(de ahi el error de hace unos dias, no funcionaba porque borraron un item). Ademas las traducciones rara vez cambian una vez escritas, por lo que no me es necesario. Pues subiendolo podras asegurar que alguien més le dé mantenimiento cuando no puedas y no tanto por modificar a cada rato las traducciones uwu Hola! Principalmente
quiero agradecerte por tu trabajo y dedicacion al traducir Calamity, ya que hay personas como yo que, aunque sepan ingles, no quieren pararse a leer detenidamente cada cosa en este idioma, especialmente si somos nuevos en el mod jajaja. Me ahorraste mucho tiempo!!! Muchas gracias!!! Hola! Principalmente quiero agradecerte por tu trabajo y
dedicacion al traducir Calamity, ya que hay personas como yo que, aunque sepan ingles, no quieren pararse a leer detenidamente cada cosa en este idioma, especialmente si somos nuevos en el mod jajaja. Me ahorraste mucho tiempo!!! Muchas gracias!!! No hay de que, me alegra saber que te es 1til, gracias por el apoyo ™" Speaking hypothetically.
If I want to translate the mod to another language, could I just copy your code and swap the text? I think every translation mod share the code, but with swapped text. Speaking hypothetically. If I want to translate the mod to another language, could I just copy your code and swap the text? I think every translation mod share the code, but with
swapped text. Yeah, i mean, everybody uses the same Code but with translations to their own language. Its better to understand the Code so you can solve problems, but whatever. Hola amigo, antes que nada me gustaria agradecer tu esfuerzo en traer un mod que traduce el calamity me encanta tu trabajo y me gustaria ofrecer mi ayuda para
colaborar con tu proyecto, estaria encantado en que me dejara ayudar. Hola amigo, antes que nada me gustaria agradecer tu esfuerzo en traer un mod que traduce el calamity me encanta tu trabajo y me gustaria ofrecer mi ayuda para colaborar con tu proyecto, estaria encantado en que me dejara ayudar. Hola, buenas noches. En primer lugar
gracias por el apoyo, vuestro apoyo es genial para que contintie ~”. De momento no tengo nada para darte para que me ayudes pero en cuanto surja algo te lo diré. Agregame al discord update it to work in 0.11.7.5 please me da un error al poner el mod Lo miro ahora y hago una Update Esta fila la escribo después de mirar, al parecer el mod a mi me
va bien y no parece que de conflicto. Si me pudieras agregar a discord y pasarme una foto de tu error te podria ayudar a solucionarlo Disculpas por las molestias fue un error de descarga mio y gracias por todo Tengo una pregunta, quiero utilizar esta traduccién para que mis amigos puedan entender mejor el mod. Pero a la vez, yo prefiero el juego en
inglés. Si tengo el idioma del juego en inglés, esta traduccion va a "re-escribir" los textos ingleses del Calamity a esparfiol y por lo tanto solo las cosas vanilla quedaran en inglés o este mod depende del idioma del juego base? Desde ya, gracias. Tengo una pregunta, quiero utilizar esta traduccién para que mis amigos puedan entender mejor el mod.
Pero a la vez, yo prefiero el juego en inglés. Si tengo el idioma del juego en inglés, esta traduccion va a "re-escribir" los textos ingleses del Calamity a espafiol y por lo tanto solo las cosas vanilla quedaran en inglés o este mod depende del idioma del juego base? Desde ya, gracias. Buenos dias, este mod solo funciona si tienes el juego entero en
espafiol, esto es para que todo parezca mas "natural" por asi decirlo. Si tienes el juego en espanol veras todo en espanol, si lo tienes en inglés no veras nada en espanol. Por lo que si tu quieres tenerlo en inglés siempre puedes descargar el mod y ponerlo en el server y que tus amigos tengan el juego en espafiol para ver las traducciones. Tt verias todo
en inglés. Espero que te haya ayudado Hola, En la proxima actualizacion de este mod, podrias hacer una traduccion a todas las configuraciones(mas sus descripciones) del calamity? Saludos oye al instalar el mod en espanol me sale que solo es compatible con la version 0.11.7.5 y tengo la 0.11.7.7. ademas lo instale en el propio browser de
TmodLoader Page 5 Buenas, ¢cambiaron a la versién 0.11.7.8.? no me funciona Esté genial, la verdad que se agradece muchisimo poder disfrutar del mod en espafiol. Muchas gracias de antemano por tu trabajo @Master Dong Buenas, ¢cambiaron a la versiéon 0.11.7.8.? no me funciona Estd genial, la verdad que se agradece muchisimo poder disfrutar
del mod en espafiol. Muchas gracias de antemano por tu trabajo @Master Dong Gracias por el apoyo, pero no creo que haya nada mal. Lo actualizaron hace poco asi que se me haria raro. De todas formas le echaré un vistazo @Master Dong Es que me aparece éste error, por eso pensé que habian cambiado de version o algo ¢como podria
solucionarlo? Last edited: Nov 23, 2020 Buenas tardes, eso es que actualizaron tmodloader y tengo que actualizar el mod. Ahora estoy en clase pero lo actualizaré al llegar a casa. Un saludo ~” Buenas @Master Dong , veras, me lo he bajado tanto del link como directamente dentro del Modloader pero me aparece este error al cargar, no se de que
pueda ser. Last edited: Nov 24, 2020 Buenas @Master Dong , veras, me lo he bajado tanto del link como directamente dentro del Modloader pero me aparece este error al cargar, no se de que pueda ser. Es muy curioso dado que a mi no me aparece, pero hace unos dias hubo una Update para tmodloader. Has mirado si esta todo actualizado,
incluyendo los mods? Actualmente estoy trabajando en otra Update y no me aparece eso como error. Sino contactame por discord y te ayudaré Ya esta arreglado, he decidido borrar todo y reinstalarlo de nuevo. Tanto el tmodloader como todos los mods y ahora funciona a la perfeccion. De todas formas te agregaré a discord si no te importa por si
surgen nuevos inconvenientes o problemas. Gracias de nuevo por tu atenciéon. Buenas, me gustaria saber si se va a volver a actualizar el mod. Lo digo porque la versiéon del mod es la 0.11.5 y la del tmodloader es 0.11.8.4 y me da error. Espero tu respuesta @Master Dong Hola que tal, vengo a preguntar sobre un error que tengo al intentar jugar con
el mod de traduccion. Adjunto imagen para mejor comprension: Soy totalmente nuevo en esto de los mods y no tengo mucha idea de como guiarme. También quiero decir que ya he reinstalado el mod e incluso el tmodloader, el calamity todavia no por que no creo que ese sea el problema. Gracias por leer y espero respuesta Me pasa lo mismo cuando
intento implementar el mod de traduccion, todo lo tengo en la ultima version (el Calamity y el tModLoader), ¢Cuando estara disponible la nueva versiéon? No soy bueno con el ingles, y agradeceria mucho este aporte. Gracias. Muy buenas. He estado inactivo por los estudios pero he vuelto a trabajar en el mod ahora. Hay problemas puesto que me sale
que hay fallos en el cédigo en zonas que en teoria no deberia haber fallos. Estoy arreglando el mod ahora mismo, postearé un mensaje cuando esté arreglado Buenas, he actualizado el mod de traduccion, sin embargo han habido varios problemas. Para empezar han actualizado el compilador. Por lo que deberiais iniciar el TModLoader y actualizar el
compilador Segundo, Calamity parece haber corrompido bastantes partidas, si este es tu caso veras el personaje con el nombre en rojo y stats y ropa default. No hay nada que puedas hacer, los de Calamity Mod la han liado parda con las partidas a la hora de meter la Draedon Update. El error especificado en los mensajes de arriba deberia
desaparecer una vez actualizado mi mod y el compilador (Si lo necesitais os lo deberia pedir, sino avisadme por Discord e intentaré ayudar. Discord en mi perfil). Gracias por avisar, un saludo a todos! Buenas, he actualizado el mod de traduccidén, sin embargo han habido varios problemas. Para empezar han actualizado el compilador. Por lo que
deberiais iniciar el TModLoader y actualizar el compilador Segundo, Calamity parece haber corrompido bastantes partidas, si este es tu caso veras el personaje con el nombre en rojo y stats y ropa default. No hay nada que puedas hacer, los de Calamity Mod la han liado parda con las partidas a la hora de meter la Draedon Update. El error
especificado en los mensajes de arriba deberia desaparecer una vez actualizado mi mod y el compilador (Si lo necesitdis os lo deberia pedir, sino avisadme por Discord e intentaré ayudar. Discord en mi perfil). Gracias por avisar, un saludo a todos! Muchas gracias Hola, espero estés bien Master Dong. Primero que nada te agradezco por tu trabajo y
por el esfuerzo que has hecho para traerle a la comunidad habla hispana la traducciéon de uno de los mejores mods de Terraria. Escribo para comentarte un problema sobre el mod, esta es la primera vez que busco para instalar tu traduccién en el Calamity y me salta un error, asumi que tiene que ver con la versién porque solo me salen dos Links en
tu post y los dos me llevan a la versién 0.1 de la traduccion que pesa solo 48 kb. No sé si fue un error mio y no se donde descargar la ultima version o si es que colocaron el link de la primera inicamente. ¢Me podrias decir donde descargar la ultima version de tu traducciéon compatible con el Draedon Update? Espero tu respuesta y de nuevo muchas
gracias. Hola, espero estés bien Master Dong. Primero que nada te agradezco por tu trabajo y por el esfuerzo que has hecho para traerle a la comunidad habla hispana la traducciéon de uno de los mejores mods de Terraria. Escribo para comentarte un problema sobre el mod, esta es la primera vez que busco para instalar tu traduccién en el Calamity y
me salta un error, asumi que tiene que ver con la version porque solo me salen dos Links en tu post y los dos me llevan a la version 0.1 de la traduccion que pesa solo 48 kb. No sé si fue un error mio y no se donde descargar la ultima versién o si es que colocaron el link de la primera inicamente. ;Me podrias decir donde descargar la ultima versién de
tu traduccion compatible con el Draedon Update? Espero tu respuesta y de nuevo muchas gracias. Buenas, probablemente sera porque estés usando la versién de Mediafire (Creo). Si ese es el caso, borrala. Como todo el mundo usa TModLoader para descargar, esa version del mod es la primera. Prueba a descargarla desde el navegador de mods de
TModLoader. Si el problema persiste mandame un mensaje por Discord y te ayudaré. Un saludo y gracias por el apoyo dado Como busco el mod de traduccién del Calamity en el navegador e TModLoader? osea, como se llama para identificarlo mas facil. Calamity Mod traduccién Espafiol/Calamity mod spanish translation. Lo buscas y al bajarlo
deberia ir bien. Te saldrd para actualizarlo(o abajo si puedes dale a Actualizar todos en el buscador)

¢ plantillas portadas para word formales gratis


http://ipublicity.cz/data/file/47941508265.pdf

fast and furious 7 summary short
https://termokingbt.com/ckfinder/userfiles/files/fobol.pdf
fukuya
https://classofjoy.com/KK/userfiles/files/53863167872.pdf
bohegi

fake youtube accounts to use

what does a buzzer in a circuit do


http://www.bluewhaleline.com/image/upload/File/jagodinav.pdf
https://termokingbt.com/ckfinder/userfiles/files/fobol.pdf
http://hotechike.com/files/files/61169717545.pdf
https://classofjoy.com/KK/userfiles/files/53863167872.pdf
http://zlatoeu.space/upload/files/0bcea0e9-4767-430b-b1d1-91c4bbb87ec5.pdf
http://pilotgen.com/upload/file/8715b409-ae4a-4f7b-994b-92cba570d414.pdf
https://corpus.bg/files/fck/file/78468111196.pdf

