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This guide is confirmed to work today 3rd of November 2020. When new game versions are released you need to adjust the steps accordingly. Confirmed to work with Terraria version 1.4.0.5 which is the current mobile version. I followed the below steps to make it work, and now I can play on PC together with my kids, who are both playing on mobile
(iPads, also confirmed to work with my Android tablet). Required: Terraria bought on Steam and Terraria bought on mobile (game is cheap and worth it so don't even think about piracy). Another requirement to run the DepotDownloader is to download and install the .NET Core 2.2 SDK from here: Download .NET Core 2.2 (Linux, macOS, and
Windows) In order to play together both the mobile and PC version must be the same, so here are the steps to downgrade Terraria on PC to version 1.4.0.5 1. Download the Steam DepotDownloader from GitHub: Releases - SteamRE/DepotDownloader 2. Unpack the file and adjust the depotdownloader.bat file as follows @echo off dotnet
DepotDownloader.dll -username YourSteamUserName -password YourSteamPassword -app 105600 -depot 105601 -manifest 5578977409290338966 This will basically tell the DepotDownloader to login to your Steam account and download Terraria (app 105600) from the Windows release depot (depot 105601) and take version 1.4.0.5 (the written
manifest). I found all these id's by simple search on SteamDb correlated with the desktop release dates on the terraria wiki Desktop version history 3. Open cmd or another command line interface and navigate to the folder with the depotdownloader.bat file and execute it from in there 4. When it is done downloading you can login to Steam and add
the Terraria.exe file from the depotdownloader-2.3.6\depots\105601\5683958 folder as a Non-Steam game and rename the shortcut to Terraria 1.4.0.5 5. If you host and play a multiplayer game from your PC using that exe file you will be able to join the game from any mobile devices on the same LAN. And that is it! If you feel like it you can also use
TerrariaServer.exe in the same folder as the Terraria.exe to host your game world for any mobile devices (and any PCs running version 1.4.0.5) when you are not playing on PC yourself. These instructions don't quite work, but they took me 90% of the way there. I did some trial and error and it just needs a different manifest number. @Echo off dotnet
DepotDownloader.dll -username YourSteamUserName -password YourSteamPassword -app 105600 -depot 105601 -manifest 2857434596711182063 With the mobile server 1.4.0.5 the OP's manifest was the right one for me. The DepotDownloader gave me such encouraging messages as Failed to find any server with chunk
91c59a3637cce6283fec29b202aec6ae6379dbce5 for depot 105601. Aborting. App 105600 was not completely downloaded. The operation was canceled. Connection timeout downloading chunk 169776740c94c2a4b30d0e3ea2eddb4a6b05delf Disconnected from Steam but after running it a few times I got a fully working 1.4.0.5 steam client
(Terraria.exe) The manifest NobleHeretic suggested didn't work for me as it gave me the version 1.4.1.0 and wasn't compatible with the mobile server. This said ... all in all getting this to run was a tedious and from my perspective needless process. I got my kids the mobile versions (Android) as a holiday gift. They liked the game as much as me when
it came out (and the game only grew from back then). Getting to browse steams depos just to join (all in all a now simple solution looking back, but coming from 0 knowledge about crossplay compatibilities it was a 2 day long journey), identifying the right server version (I'm surprised there is a mobile version, at all), then finding out the PC client
can't connect to it, but it kind of can if you try steam console, but the old manifest isn't available to download, so there is DepotDownloader and trying to identify the right version ... and after all that it just seems to work perfectly. I have NO idea why the developer wouldn't just synchronize the PC and Mobile releases and let us play together. You
won't catch me playing the mobile version with my old fat fingers and my kids don't own their own PC's each ... don't make us jump through hoops to have some fun together if there is a technical possibility that makes this game worth much much more and adds huge value to people who want to play together with (very slightly) different versions. I
personally miss nothing from the latest Steam version and was glad to have been able to legally download an older version (I will say it again, in a tedious and needlessly complicated fashion), but I think the developer should make this simple for us. Last edited: Dec 28, 2020 Thank you so much for these instructions! I was able to get this working with
your original instructions. Here are a few more details for anyone that wants them. Phone: Galaxy S20 FE Mobile Terraria version: 1.4.0.5.2 Build 543 PC: Windows 10 x64 Installed .NET Core SDK 2.2.207 Downloaded DepotDownloader: 2.4.0 and unzipped into C:\Tools\depotdownloader-2.4.0-prerelease\ Then in the depotdownloader-2.4.0-
prerelease directory: dotnet DepotDownloader.dll -username YourSteamUserName -password YourSteamPassword -app 105600 -depot 105601 -manifest 5578977409290338966 After this, the Terraria 1.4.0.5 files are located in C:\Tools\depotdownloader-2.4.0-prerelease\depots\105601\5811633\ Right-clicking on TerrariaServer.exe > Properties tab
shows that the version is 1.4.0.5. I double-clicked Terraria.exe and ran Terraria for the firs time to generate a new player and a new world (named "WorldName"). I copied the serverconfig.txt file to serverconfig.WorldName.txt. Put the full path to the WorldName.wld file in there, along with the options I want. I copied start-server.bat to start-
server.WorldName.bat and edited it to point to the serverconfig.WorldName.txt config file Then I double-clicked the start-server.WorldName.bat file, and was prompted with a Windows Firewall prompt asking if I want to allow TerrariaServer through the firewall. I allowed it for private networks only. Then I found the IP address of my Win10
computer using "ipconfig" (192.168.x.y). Then on my phone I went to Multiplayer, added a new server using the 192.168.x.y IP address, port zzz (matches the serverconfig.WorldName.txt file) Note that both my phone and PC are connected to the same WiFi network. And it worked! I was able to use the player from my phone in the brand new world
being hosted on the server. Thanks again. bruh im doing this on my friend's computer and it ran out of storage while downloading lol Does this allow me to play with mobile players on a different wifi? Asking cause I want to play with my cousin who doesnt have a pc. Does this allow me to play with mobile players on a different wifi? Asking cause I
want to play with my cousin who doesnt have a pc. Pretty much no I guess... You need a server for it with a known IP. We all know we don't want our actual IP to be exposed, so it's safe to have an IP masked under a web address of some sort, or probably use any hosting sites (only if their servers also allow the new crossplay) Hi everybody! I'm
completely new here, this is my first post, came here looking for a way to play on two different devices (as in the title), so.. I found out much faster way to connect Mobile Terra with PC version. True is that you have to use DepotDownloader anyway, so... I've spend about 30/40 minutes to do everything (twice, because it hasn't work for first try) as in
manual and... I could connect to PC server from PC version BUT mobile has just found the server but couldn't connect says "connection timeout". I was thinking while I was wondering "if I do everything as in the manual and it works for everyone - why doesn't it work for me?" As I mentioned, I spent a moment on it, deleted files 2/3 times, set up again,
modified files (as @c_coder 2 mentioned), checked everything again and the end was still the same ... The phone refused to connect to the PC server despite connections on the same WiFi network and the same versions ... o that's what I thought "what if I host the server directly from my phone and then connect to the IP (phone IP, can be found in
WiFi settings) straight from my laptop. So I did, 1. I started the game on the phone first (ver. 1.4.0.5.2 build 543) 2. I chose the Multiplayer mode, I clicked "host the game" 3. I chose the character and the world I wanted to share. 4. I chose the server settings (number of players, password etc.) 5. I launched the game - the server started up - world
show up. Everything's fine, but where's here PC? Well, after all this : 1a. I started the game on a laptop, [DepotDownload same as above (-app 105600 -depot 105601 -manifest 5578977409290338966)] 2a. I chose the Multiplayer mode 3a. Join via IP 4a. I entered the phone's IP which I found in the WiFi settings. 5a. "Server found" appeared on the
screen 6a. I enjoyed playing with my sister on the server playing on two different devices. All in all, this is a much shorter scenario and much simpler. I hope this helps many of you and all who will need help on this topic in the future. Sorry for this "essay", it could be shortened to the "steps" But I hope that thanks to this I have dispelled many people
questions "where from", "how" "why" etc. Thanks alot to everyone that has already posted any instructions and infos. It helped me to got what i was looking for. Everything went great, I figured out how to do it all, but when the .bat finished its magic, but it said Got AppInfo for 105600 Using app branch: 'Public'. Got depot key for 105601 result: OK
Downloading depot 105601 - TerrariaRelease Downloading depot manifest...Got CDN auth token for steamcontent.com result: Fail (expires 1/1/1970 12:00:00 AM) Disconnected from Steam , I went into the depots and to my horror, there were no terraria.exe! may someone please help? yo i did everything, but it wasnt working like it appears and
dissapears, so i watched some vids and they put username and password last, so i tried doing that and it showed connecting and logging onto steam when i tried again, but now it suddenly dissapears after saying "Logging "Me" to Steam." , theres also a slight glimpse of words just before the cmd prompt is gone and it says Disconnected from steam,
Unable to get steam3 credentials and Error: Initializesteam failed Edit: fixed now, had to put the username that you use when logging in on the Username section Last edited: Nov 28, 2021 Used same steps as ¢c_coder 2 above and everything worked. The one big difference between now (2022) and then (2021) is that the new DepotDownloader 2.4.5
requires Dotnet 5 (not Dotnet Core 2.x). This is due to an update they did on the repo. So if you are doing this in 2022, download .NET 5.0 SDK instead of dotnet core 2.x. Everything else worked the same as the steps outlined above by ¢ coder 2 and predecessors. Thanks! Hey, anybody figured on how to play Crossplay with the latest version of
Mobile version, which is 1.4.3.2.2 Build 8767 I think i will only need to download different version of Terraria PC from Depot Downloader, but i didn't know the correct manifest code Hey, anybody figured on how to play Crossplay with the latest version of Mobile version, which is 1.4.3.2.2 Build 8767 I think i will only need to download different
version of Terraria PC from Depot Downloader, but i didn't know the correct manifest code I ended up starting from scratch (for no reason other than I was cleaning stuff up anyway) I used Depot Downloader, version 2.4.6 I used .Net version 6 Finally the specific manifest I used was 7573196773923640738 so that my download looked like: -app
105600 -depot 105601 -manifest 7573196773923640738 This version ends up not being an exact numerical match, but it IS a 1.4.3.2 version and it was released in November 2021, just like the mobile version I was trying to match up with. I've played it from my Windows PC with people using the 1.4.3 version on Kindle Fires and it works perfectly
from what we've seen, so hopefully that helps you as well. Anyone have any luck getting this method to work with the latest 1.4.4 release? Mobile is 1.4.4 Build 960 and Steam is 1.4.4.1 Don't know about the 1.4.4 release for mobile. We're looking at 1.4.4.5 build 977 here in the house on our Kindles. That said, we're back up and running with the
following manifest number: 9089490579085838330 Just to try and enable the next people to check out this thread. When a new version comes out you only need to figure out one thing, the new manifest number. That ends up not being too hard a thing to uncover. Here is how I do it. Go to this page and check out the version history for Terraria's
mobile version: Mobile version history In this case I was looking for 1.4.4.5 and I can see the dates that got released. So I jot down the dates. Oct/Nov 2022 Then I flip over to the SteamDB's manifest page for Terraria: I look for a manifest that is the same (or pretty close) to what I got from the version page. Then I use that manifest number to
download, make sure it's a match and works...and away we go. Hope that helps when the next update happens and anyone is wondering how to get the right manifest id. Last edited: May 20, 2023 Hi everybody! I'm completely new here, this is my first post, came here looking for a way to play on two different devices (as in the title), so.. I found out
much faster way to connect Mobile Terra with PC version. True is that you have to use DepotDownloader anyway, so... I've spend about 30/40 minutes to do everything (twice, because it hasn't work for first try) as in manual and... I could connect to PC server from PC version BUT mobile has just found the server but couldn't connect says "connection
timeout". I was thinking while I was wondering "if I do everything as in the manual and it works for everyone - why doesn't it work for me?" As I mentioned, I spent a moment on it, deleted files 2/3 times, set up again, modified files (as @c_coder 2 mentioned), checked everything again and the end was still the same ... The phone refused to connect to
the PC server despite connections on the same WiFi network and the same versions ... o that's what I thought "what if I host the server directly from my phone and then connect to the IP (phone IP, can be found in WiFi settings) straight from my laptop. So I did, 1. I started the game on the phone first (ver. 1.4.0.5.2 build 543) 2. I chose the
Multiplayer mode, I clicked "host the game" 3. I chose the character and the world I wanted to share. 4. I chose the server settings (number of players, password etc.) 5. I launched the game - the server started up - world show up. Everything's fine, but where's here PC? Well, after all this : 1a. I started the game on a laptop, [DepotDownload same as
above (-app 105600 -depot 105601 -manifest 5578977409290338966)] 2a. I chose the Multiplayer mode 3a. Join via IP 4a. I entered the phone's IP which I found in the WiFi settings. 5a. "Server found" appeared on the screen 6a. I enjoyed playing with my sister on the server playing on two different devices. All in all, this is a much shorter scenario
and much simpler. I hope this helps many of you and all who will need help on this topic in the future. Sorry for this "essay", it could be shortened to the "steps" But I hope that thanks to this I have dispelled many people questions "where from", "how" "why" etc. Thanks alot to everyone that has already posted any instructions and infos. It helped me
to got what i was looking for. Thank you so much. Although I used a different way than yours, it still worked. We bought terraria in both pc and mobile and since both have the same versions now, it is unnecessary to change the version of the pc acc. I first created the world in mobile and its password. Then, I clicked "Join Ip" in pc. Finally, I typed the
ip of the wifi both of us are using and the pc account successfully joined. Excuse me for lacking vocabulary or terminologies I should've used . Thank you again and God bless you Greetings Terrarians! August was quite an eventful month for Team Terraria. We are well into the final push for Terraria 1.4.5 (for real, more on that below), and tickets are
flying through the system. Several members of the team were also able to get together in person this month for the first time in many years - and for the first time ever with some folks. We have also been able to take care of a lot of planning for "what comes next" that will hopefully make for more consistency down the line. More on that in the future.
With that said, we are all back home and ready to push this over the line. Let's get right into it, shall we? Greetings Terrarians! Hot enough out there for everyone? Seems like there is nowhere that is safe from the heat wave this summer! More time to stay cool, stay indoors, and play video games, right? On our end, work on Terraria 1.4.5 continues
unabated - we think this month's spoiler is a particularly fun one. Still no dates to share, which we know will be disappointing to everyone, but we are doing our very best to get to that day as quickly as possible. That said, again we hope that you enjoy what we have in store for you this month... and hopefully it will not be too much longer before we
can give you that launch window. Let's dive right in and see what's in store this time! Greetings Terrarians! Happy summertime everyone! Well, at least in the Northern Hemisphere. All hands remain on deck in regards to Terraria development. To get the tough part out of the way first, we still do not have a release date to give out. Every day is one
day closer, of course, but we are trying to remain overly cautious and conservative in regards to giving out any timing. We do not want to repeat the mistake of giving out a timing window and then have things change and it not be accurate. So, we must once again ask for your continued patience as we do the hard work that needs to be done in order
to ensure a quality update for everyone. Short of pushing crunch time on the team (which we are not going to do), things are proceeding as fast as they can at this point. With that said, we have a few fun spoilers this month that we hope everyone will enjoy. So, without further ado... Let's see what is in store this month! Greetings Terrarians! May has
come and gone already? Time is really flying this year - or maybe it's just us? Terraria turned 14 years old this month, which is crazy to think about - a massive thanks to each and every one of you for your support over the years! Anyway, another month of progress is in the books and the concerted effort (and extra hands on deck) towards tackling
tickets is already paying off. Our rate of working through these has accelerated noticeably. There is still a good ways to go, but we are very pleased with the pace. We know that everyone is desperately wanting a release window. We discuss this very topic on a regular basis - ultimately, we don't want to ever cut corners, and we want to be very sure of
any date/timing we give whenever it is ready for prime time... so just hang in there with us a bit longer. We know this update has taken a long time, and we thank you for that patience you show each month. That said, let's dive into the latest and greatest, shall we? Happy Terraria Day! Fourteen years ago today, a little game called Terraria launched
on Steam and the rest is history. Since that time, over 64 million Terrarians across the globe have accepted the challenge - to traverse the dangerous biomes of Terraria in search of fortune, glory, and the defeat of the nefarious Moon Lord.To say we appreciate each and every one of you would be the understatement of all time. Quite simply, your
support is what keeps Terraria alive, vibrant, and growing. Here’s to many more years of Terraria! In celebration, we have released the latest in our “Retro Terraria” collection on Steam: Terraria 1.3 - Lunacy! If you missed the first appearance of the Moon Lord, or you just want to check it out for the nostalgia, this is your chance! To... Greetings
Terrarians! Spring has certainly sprung in our neck of the woods. Everything is greening up, flowers are in bloom, and the allergies are off the charts! Lots of interesting things going on behind the scenes as of late - hopefully some of that comes to fruition and we can share the details in later months. We know things are a bit chaotic in the world
right now as well, so we do hope that Terraria can at least provide an area of respite for everyone. We also know that releasing the update would certainly help in that regard. We are doing all that we can to not only get this one done, but also plan a bit ahead to streamline things for down the road - but that's a story for another time. For now, let's dig
in to the latest news from the world of Terraria! What awaits us in this month's State of the Game? Greetings Terrarians! Anybody feeling especially lucky this month? We sure hope so, because we have some fun stuff to share this month - and we are one month closer to getting this update into your hands. It is crazy to see that the first three months
of 2025 have already flown by. We promise that there is a pretty cool update sitting in the pot of gold at the end of this very long rainbow. One upside is that the extended update timeline has given DR Studios the chance to dive into even more polish and improvements on things specific to Console and Mobile. We hope that love and care will come
through to everyone when the time comes. With that said, let's see what is in store for this month's State of the Game! Greetings Terrarians! Ah February, the month of love, or something like that? Well, we certainly love and appreciate each and every Terrarian out there, so let's go with it! Anyway, the team is whittling away at the remaining tickets
in the system and making great headway down that road. We also have some fun new spoilers to showcase this month that we hope everyone will enjoy. Beyond that, we are really just hoping to be able to finally give a release window with some certainty sometime soon. We know that this update has taken a very long time and we appreciate your
patience more than we can say. Please just hang in there with us a bit longer. With that said, let's get right to it! Greetings Terrarians! 2025 is here and we are here for it! Things are setting up for this to be quite the year for Terraria and Terrarians everywhere, and we hope that everyone is as excited as we are for what is to come. From the long-
awaited update to (hopefully!) the release of crossplay to the release of Terraria: the Board Game and more - there will be lots to do and enjoy. Team Terraria is - as always - beyond appreciative of each of you that choose to continue along with us on our journey. So, let's settle in and learn a bit more about what this year has in store! On with the
show... Greetings Terrarians! A Merry Christmas and Happy Holidays to each and every one of you from Team Terraria! We hope that everyone has found ample time to spend with family and friends during this time. That has been the focus of our team over the past couple of weeks - a good chance to rest and recharge for the push into what is to
come in 2025. That said, we did take a few days away from the holiday celebrations for a quick playthrough on the new Skyblock seed. As with all of our playthroughs, shenanigans quickly followed: dev duels, Chippy vs Red for the CEO crown, even what has come to be known as "debug command battles" commenced over the course of the adventure.
These are always not only a lot of fun, but also beyond useful in assisting with bug fixing and balance. We can't wait to see what you make of this seed when the update drops! Let's see what is under the Terraria tree this year, shall we? Greetings Terrarians! Happy Thanksgiving to everyone! The Terraria team is certainly thankful for each and every
one of you and your support for us over the years. We hope that as we enter the holiday season, you will have some time to rest, relax, and reconnect with family and friends. We are looking to get things all wrapped up for 2024 ourselves - it has certainly been a productive and unpredictable year. This month's State of the Game is a good one - with
spoilers, updates on the future, some new product releases and more. You will definitely want to dive in and check it out. With that said, let's get to it shall we? Greetings Terrarians! October is quite possibly our favorite month here on the Terraria team. We are big fans of the turn towards the Fall alongside all of the spooky happenings that come
along with Halloween. Speaking of which, if you have any amazing Terraria-themed pumpkins, costumes, or anything similar that you put together for Halloween this year, we would love to see them - and maybe feature them in the community section next month! On the development side, the team is pushing hard towards the end of the year,
checking off items on the team's collective list at a blistering pace. More on that later, but for now, let's see what treats the Terraria team has waiting for our amazing community this year! All that said, let's see what's going on in the world of Terraria... Greetings Terrarians! Fall is almost here, and we can't wait. For several members of the team, this
is their favorite time of the year - Halloween decorations are already starting to go up! Speaking of, we hope everyone is already coming up with ideas for cool Terraria pumpkin carvings, costumes, and art because we always love to see them. In the meantime, the teams remain hard at work on adding/tweaking/fixing content for Terraria 1.4.5. The
finish line is starting to take shape, though we admittedly do have a couple of decent-sized ideas we want to discuss internally and decide if we should take those on before we can say for certain. How's that for vague? All that said, we are pretty excited for what is in Terraria 1.4.5 already, what we know is still to be added, and what may or may not
be yet to come. Just a little while longer... All that said, let's see what's going on in the world of Terraria... Greetings Terrarians! Back to school already? That may have set the record for the fastest-feeling Summer of all time. We hope everyone at least got a chance to grab some fun times with friends and family over the past few months - before we
all plunge headlong into what Fall has in store. On the Terraria front, we are full speed ahead in the second half of the year, with development of 1.4.5 still going quite well (we are nearing the 50th beta of this dev cycle!). Each month sees the addition of even more cool stuff - we are particularly excited for what was added this month, though we are
only going to spoil one of the more "shocking" tidbits for now. We know everyone wants that juicy release date still, but we are patiently working through our list of "to do's", and we do not want to ever cut any corners... so it will still be a bit longer, I'm afraid. With that out of the way... let's take a look at a particularly intriguing State of the Game!
Greetings Terrarians! What a ridiculously hot month July has been for pretty much everyone, and we are not just talking about the temperatures outside. Can you believe that it has been a year since the Great War of Axes & Trees? Of course, this year, it's been the the Terraria CEO Standoff - which way did you fall on how Terraria should be
pronounced? What did you make of Temporary-CEO Chippy's ideas for the game? Anything there you'd like to see become a reality? All that said, let's get into the latest and greatest of all things Terraria! Greetings Terrarians! June has been an exciting month, to be sure! Alongside the steady forward march of Terraria development, we saw the
Terraria Board Game crowdfunding campaign go completely nuts and we also were able to finally reveal the special vanity set designed by a huge Terraria fan, Frank, via Make-A-Wish®. Suffice to say, it was an eventful month - and July looks to be just as hot. Speaking of heat, it seems to be ridiculously hot everywhere this summer - so no better time
to keep cool, stay inside, and start that next Terraria playthrough! Now, let's dive into some refreshing Terraria news... Terrarians! We have been hard at work filling all outstanding orders and preparing things for a couple big announcements. Let's not waste any time and get right to it! 50 AMP STORE RE-OPENING ON JUNE 26! We will be
reopening our web store on Wednesday June 26! Thanks for your patience while we took the time needed to fully integrate our brand new logistics and fulfillment system. We are confident that you will have a better experience moving forward. Lower international shipping costs and more reliable and timely delivery should be the expectation with our
new logistics partners. Check out all of the Terraria Graphic Novel Issues over at 50ampproductions.com! As of now, every item we make from Issues 1 - 6 is ready to go, and all orders will ship within 5-7 days of you placing your order! If you have been holding out to avoid the wait that comes with preordering, this... Greetings Terrarians! As you all
know, we cannot say enough about how much we appreciate the members of our community. In addition, we have always tried our best to be a charity-minded company. With that as background, we are beyond thrilled to share that we are partnering with the Make-A-Wish® Foundation to make a young Terrarian's wish come true! Make-A-Wish®
New Jersey contacted us a few months ago to share that they had a huge Terraria fan whose biggest wish we could help make a reality. Of course, we jumped at the chance to make this happen and we were quickly introduced to Frank. Frank is a 17-year-old teenager from Rockaway, New Jersey who is battling a critical illness. Frank declared to
Make-A-Wish® New Jersey that his one true wish was to have his own Vanity Set in Terraria. Since then, we have been working closely with Frank to bring this Vanity Set to life - from initial concepts to... Greetings Terrarians! Summer is finally here - well for some of us at least. We are greatly enjoying the warmer temperatures and the chance to get
outside a lot more. Of course, development work remains at a steady pace as we draw ever-closer to Terraria 1.4.5. In the meantime, we hope that you enjoyed the 13th Anniversary celebration (and re-release of 1.1) earlier this month... and that you are looking forward to the upcoming board game as much as we are! 2024 is nearly half-done, and we
are quite excited about what the rest of the year has in store for Terrarians everywhere. With that out of the way, let's dip our toes into this month's pool of Terraria news! Greeting Terrarians! The moment you have all been waiting for is finally here! We’re delighted to announce that official Terraria Board Game is now live on Kickstarter; find all of
the details and join the campaign via the link below: TERRARIA: THE BOARD GAME KICKSTARTER PAGE Back the game, listen to new Terraria music and join the community over on the campaign page. FULL TRAILER AND NEW MUSIC You might have seen the teaser... Page 2 You heard right, everyone - Terraria has officially entered its teenage
years. Don't worry, we promise that we won't be any more moody and rebellious than we always have been! This time of the year is always special to the Terraria development team. It is a time of celebration, but moreso a time of reflection: on the journey we have taken thus far, what is coming soon, and what may lie ahead beyond that horizon. It is
humbling to know that our small team has been able to release and support a game as successful as Terraria for all these years. Even more humbling is the unwavering support that each of you have shown us throughout those thirteen years. Through the ups and downs that game dev and even life has thrown at us - and all of you - your support has
been the one constant that we know we can rely on each and every day. In fact, we appreciate you so much that we got YOU a birthday... Greetings Terrarians! Spring is finally here - and with it, warmer weather, green plants, and colorful flowers. We noticed lots of speculation that spring would bring the release of 1.4.5 - sorry to say that those
guesses were incorrect. The team still has quite a few things that we want to get to, and you never know what else might come up. Terraria development has always been sort of organic in that way. Rest assured that we share your desire to get this out just as soon as possible - but we have always stuck to the mantra that we will only put out an
update when we feel it is fully complete and ready. So, hang with us just a bit longer, it should be well worth the wait! That said, let's take a moment to meander through the garden of Terraria news and spoilers shall we? We have heard the Terraria Community's cries to bring back the versions of Terraria from long long ago for many years now.
Frankly, we appreciate the nostalgia as much as anyone, but to say that the daunting task of trying to remove 13 years of content from the game has held us back from doing so would be a massive understatement! That being said, we are pleased to share with you all that starting today, the Terraria Undeluxe Edition is available for fans everywhere to
enjoy! Highlights of this massive downdate include: DIG 12 Biomes to explore - who needs locations like the Ice Biome... too darned cold! Be careful not to trip as you leap over single-high blocks Rope? Minecarts? Blocks and platforms will suffice. The Crimson was deemed too nasty and the Hallow too sweet, so they both have been kicked to...
Greetings Terrarians! Another month has flown by - seriously, 2024 feels like it is moving along at warp speed. The development teams have continued to make great progress on Terraria 1.4.5, and we are back this month with some fresh spoilers that we hope everyone will enjoy. The team has recently been diving into some multiplayer testing that
has triggered a few ideas within the team that we are planning to explore in the near future. Beyond that, we are seeing lots of good progress on the Board Game and Graphic Novel fronts. Really feels like as the weather is starting to heat up, so are all of the things in the world of Terraria. We may even have a little special something to share with
everyone next week. All that said and without further ado... let's get to it! Greetings Terrarians! We hope that 2024 has been treating you right so far. Terraria development progress has ramped back up quickly, with productivity improving by leaps and bounds. We certainly do not want to jump to any conclusions here, but we still maintain that 2024
may be the best year for Terraria yet! Yes indeed, the team has a real spring in their step you might say. Well, I suppose we should hop right to it and dive into this State of the Game, right? Otherwise, before you know it, spring will have sprung. Let's jump right in head-first, shall we? Greetings Terrarians! We hope that everyone that was interested
had a chance to pick up the Terraria x Makeship Hallowed Armor Plush late last year. Those should be shipping out just as soon as Makeship completes manufacturing, etc. In the meantime, we are pleased to reveal the second in our plush armor series with Makeship - Silver Armor! The subject of Terraria's box/cover art for many years, Silver Armor
has always been an iconic set - since the very early days of Terraria itself! Casting a shimmer all around from the sun glinting off of its polished surfaces, Silver Armor is the best way to adventure in style early on in the world of Terraria! Taken straight from the iconic Terraria cover art, the Terraria Silver Armor plush includes a Silver... Greetings
Terrarians! 2024 is here at last and we feel like it has the potential to be a huge one in the world of Terraria! Just looking at the existing plans for Terraria development on 1.4.5 and then looking one step beyond that into (hopefully) the world of Crossplay, this year has the potential to be the most impactful year for the game and community since the
release of Journey's End. Of course, there is lots to do between where we are today and reaching that potential, but our team is fired up and ready to make it happen. We hope each of you enjoy following along with us this year and here's to making 2024 one of the best years for Terraria yet! Let's get started, shall we? Greetings Terrarians! Happy
Holidays everyone! 2023 has been a rollercoaster of a year, but we feel we are ending it on a high note. The team is feeling confident and cohesive, excited for what awaits for us and for Terrarians everywhere in 2024. By this point, most all of our team is on holiday break enjoying some time with family and friends - and we hope that each of you find
the time over the next little while to do the same. Don't worry, we have left a few presents under the tree for you all to enjoy in this month's State of the Game. Of course, the greatest gift that we receive each year is your immense and unwavering support. Thank you all so much for everything, Happy Holidays, Happy New Year, and let's make 2024
the best Terraria year yet! Now, let's get to unwrapping those packages... Greetings Terrarians! Thanksgiving has come and gone, but our thankfulness for all of you - your support, passion for Terraria, and so much more - will never fade. As we look to close out yet another year of Terraria development, it is a great time for us to reflect on what has
been a challenging, but productive 2023 thus far. With Crossplay and 1.4.5 on the horizon, 2024 is shaping up to be a big one - thanks for coming along with us on this amazing journey. Without further ado, let's jump right in to what you came here for! Hey, fellow Terrarians! We hope that you all had a killer Halloween and joined in on the contest
fun. We were almost overwhelmed with 650+ entries, so our squad teamed up with the awesome folks from the Terraria Discord to help Re-Logic pick out the top dogs. Let me tell you, it was tough, but we've locked in our winners and are ready to share them with you all!l While the winners will be receiving prizes, they are not the only ones that have
produced fantastic spooktacular creations. We're sharing some of them in the latest State of the Game thread, so make sure to swing by and check them out! There sadly were too many great entries to be able to show them all off, so make sure to post yours here too so that everyone can marvel at your skills! Drumroll, please! Here come the... The
day is finally here! The first issue in Book Two of the TERRARIA Graphic Novel Series is available for pre-order starting today! Read on for all of the details on how you can get your hands on the next installment of this unique Terraria adventure... What dangers will our friends face in the next chapter of their Terraria Journey? Click the cover above to
pick up your copy of Issue 5 to find out! TERRARIA ISSUE 5 CELEBRATION - PC GIVEAWAY! In order to celebrate the release of Issue 5 (the first issue of Book Two) of the Terraria Graphic Novel Series, 50 Amp worked with Singularity Computers to create a one-of-a-kind Terraria PC that they are... Here you go, Terrarians: the 2023 Terraria Holiday
Shopping Guide! Take a look at the merch hub as well as all of the new stuff and pick up something cool for yourself or a loved one today. Happy Holidays! TERRARIA MERCHANDISE HUB Throughout the year, best place to be able to see all of the available Terraria merchandise listed in one place is our Terraria Merchandise Hub (terraria.org/store).
This is constantly updated, with all current Terraria merch collected in one place to make shopping for gifts (or gifts for yourself) easy. Click the banner above to check it out... Greetings Terrarians! For a good while, we have seen what the good folks over at Makeship have been doing with plush for some of our favorite games (Spiffo from Project
Zomboid) and our favorite creators (@Khaios has done several). So, when they reached out to us to see if we might be interested in expanding the Terraria plush lineup in new directions, we thought it sounded like a great idea! Terraria is so full of items, monsters, and more that could make some amazing plushies. What we have planned with
Makeship is a series based upon some of the more popular armor sets in Terraria - starting today with the Hallowed Armor! Crafted from the finest Hallowed Bars and the souls of vanquished mechanical monstrosities, Hallowed Armor protects the hero from all manner of evil that awaits in the world of... Greetings Terrarians! Spooky season is finally
upon us! We hope that your pumpkin carving, candy collecting, haunted house visiting, and trick or treat preparations have been going quite well. On our end, we have loved seeing the Halloween Contest entries coming in (over 300 entries and counting - you still have time to get your amazing Pumpkins, Costumes, and more in!) while we continue to
work away on 1.4.5. We are also getting really excited to see some of the other Terraria things that will be coming out over the Holidays, such as the next wave of the Terraria Graphic Novel, new merch stuff, and more. It is also the time of the year where we really start to reflect on how much we appreciate each and every one of you and your
support. We will say it again (probably more than once) - thank you so much for all that you do for us! That said, let's go door to door for the latest Terraria treats - no tricks, we promise! Trick or Terraria!? It is that time of year again! Happy Halloween fellow Terrarians! We're pleased to announce that we are running another Halloween contest!
Much like last year, not only will members of the Terraria Community Forums (TCF) be able to participate, we are also inviting participants from Twitter (X), Discord, Reddit and Steam! We want this contest to be a celebration of the entire Terraria Community as a whole, so whichever of the communities you are a part of, you'll have the opportunity
to submit a spooky Halloween themed creation for this contest! Continue reading for the details regarding submission, deadline, and prizes! You will have your choice of 5 categories to submit to. No matter what category, this is a... Greetings Terrarians! We are growing ever closer to quite possibly our favorite month of the year. Cooler days? Spooky
times? Tricks and Treats? Maybe, just possibly, another Terraria Halloween Contest (we are looking into if we can make this happen)? Count us all the way in! For now, though, let's not sleep on September, because plenty of fun and interesting things took place over the last month. From the rise of more cool Terraria merch to the ongoing
development of 1.4.5 to the fall of Unity, September was a month to remember! Enough with the small talk - let's check out all of the latest and greatest in regards to all things Terraria! Greetings Terrarians! Back to school time already? Whether you are already back, heading back, or glad to have school way back in your personal rear-view mirror;
there is always time for the latest Terraria news! Our teams have been working feverishly all month, adding new goodies to the game and balancing and fixing what already exists. Beyond that, we saw three product launches in the month of August - busy times! You will definitely want to dive deep into this State of the Game, as there is a good bit of
juicy and important information to cover. Fall is right around the corner, and it is one of our favorite times of the year. Who knows, maybe we will see a return of the always-popular Terraria Halloween Contest... Without further ado, shall we get right into all things Terraria? Greetings, Terrarians! We are very excited to be able to at long last share a
very unique partnership that has been in the works for some time now - Terraria x Madrinas! That's right, we have been working hand-in-hand with our good friends over at Madrinas to create some unique coffee flavors that we hope everyone will really enjoy! It has been a lot of fun trying out flavors and bouncing ideas off of each other, and we are
pretty pleased with how it all turned out. Besides, who doesn't need some extra fuel for those late night (or early morning) Terraria sessions? That one more cave beckons! If you are not familiar with Madrinas, they are a well-known coffee company focused on providing innovative new coffee flavors while using only all-natural ingredients. From
Whole Bean to Cold Brew, they aim to have a coffee out there that is right... Greetings, Terrarians! We are very pleased today to be able to share some brand new Terraria merch products from our latest amazing partners - Eighty Sixed! If you are not familiar with them, they are a gaming-focused full-line merchandise company that focuses on
bringing unique artistic styles to officially-licensed products. The entire Re-Logic team has been quite impressed with their level of creativity and sheer artistic talent - we hope that you will agree! This will be the first wave of Terraria product releases from Eighty Sixed, so you can expect even more amazing new stuff across a variety of product
categories in the months to come. Well, enough from us, let's take a look at the actual products that are releasing today... As always, simply click on a product image to head on over to purchase that item, and... Greetings Terrarians! Whew, what a month July has been! We saw the great Tree vs Axe War of the Terrarians take place on Terraria
Community Forums as well as all over social media? Which side did you wind up supporting? The good news is that things are back to being nice and peaceful again with the leaders of each side reaching a spruce to end hostilities. The even better news is that we will all get to enjoy a couple of new items as a result! We cannot wait to share what we
have in mind there when the time comes. Beyond that, we are hammering out the final bits and going through one of our first team Terraria playthroughs in quite a while. These are always fantastic to do near the end of update development for balance, QA, and even the occasional new idea. We know that everyone really wants a launch date window,
but we still are not quite ready to share that at this time. Soon though, hopefully! Let's dive headlong into July's happenings and hints of what is to come in August and beyond! Page 3 Greetings Terrarians! We hope everyone is enjoying the summer months and getting some much-needed time in the sun. Don't worry, Terraria will be waiting for you
when you come in from the heat! We are closing in on the last stages of 1.4.5 development, and we hope that we will be able to have the latest version of Terraria in everyone's hands soon. Beyond that, we have seen several cool things come out lately - from the new minifigures to the Terraria Board Game announcement - and we expect to have a few
more fun bits to share in the coming months. We love seeing cool stuff get made that expands and expresses the world of Terraria in different ways, and we hope that you are as well. With all that said, let's get in to the latest and greatest surrounding all things Terraria! Greetings Terrarians! Things are certainly heating up outside - but the team has
been able to keep its cool by continuing to push ahead with Terraria 1.4.5! We have had some successful localization tests this month (more on that below), while our good friends at DR Studios released 1.4.4.9.2 and have been hard at work fixing a handful of bugs that have cropped up on Console. We have enjoyed watching your reactions to our two
big reveals over the last two weeks - hopefully we will have more to come as the years moves on. For now, let's settle in, grab a cold drink, and catch up on the latest and greatest happenings in the world of Terraria! Greetings Terrarians! As you may recall, we teased the Terraria Chibichan minifigures in last month's State of the Game... and we said
at the time that more information would be coming up in May. Well, we are very pleased to announce that the awesome first series of these minifigures are now available for preorder over on Terraria.shop! We have all of the juicy details below, so read on to learn more! TERRARIA CHIBICHANS Terraria Chibichans will be released as series of 12
minifigures at a time, with one Rare figure (so, 13 total in each Series). Each figure is up to 3" tall and made of vinyl, with a unique and consistent art style... Greetings Terrarians! We are very excited to at long last be able to reveal that we are working with our good friends at Paper Fort Games on the official Terraria Board Game! As you can
imagine, this is a huge project - and not one that we take lightly. This board game adaptation will expand the universe of Terraria by faithfully combining the digital game’s biome exploration, character progression, base building and epic combat with tabletop mechanisms - alongside a fresh new art style - to create a co-operative adventure that will
resonate with both long-time fans and novice Terrarians! "We are very excited to work with Re-Logic; as an indie design studio ourselves, we have deep respect for what such a small team have achieved, their commitment to making the best game possible and their dedication to the Terraria community. We can’t wait to bring the world of Terraria to
the tabletop!" - Paper Fort... Greetings Terrarians! Can we just say that we are always so excited when Spring finally arrives? Everything turning green, the temperature outside finally making it pleasant to get outdoors - new life springing up everywhere. Sort of how it has felt on the Terraria teams as well, with everyone finding their stride again as
we push towards the completion of the 1.4.5 update. Even so, it is hard not to look beyond that into the work in front of us to try and make crossplay a reality (no promises!) and whatever else lies ahead. This is a really exciting time for our team, and we hope that all of you are ready to embark on the journey ahead alongside us. However, that's a
story for another State of the Game. For now, let's get rolling on the latest and greatest Terraria news! Greetings Terrarians! March already - Spring is nearly here! We will be glad for it and the chance to enjoy some warmer weather and the "greening up" of the outdoors. Fresh air is never a bad thing! It has been quite a challenging month for our
entire team since the passing of our dear friend and colleague, Jason "Leinfors" Parker, at the end of February. The team has had a lot to sort through on this - but we are back up and running. It may still take some time to fully figure out the best ways of working moving forward, but we feel like we at least have a handle on things well enough to get
1.4.5 back on the road to completion. Thank you all again for your love and support, it means more than we can say. Let's get into the latest then, shall we? There will be no State of the Game this month. It was scheduled to go live today, but obviously, this is not the time. We will fill everyone in on what's going on next month. Please feel free to ask
any questions, share memories of Leinfors, or just to grieve together here in this thread. We love you all - thanks for your support in this devastating time. Greetings Terrarians! Happy 2023 to you all - we hope it will be an amazing year for you and for Terraria! The team is back in action after a well-needed break over the month of December (which
is why we had no State of the Game to provide for that month) - and work on Terraria 1.4.5 is in full swing. As you can imagine, most of the new stuff we have planned for this update is not quite ready to be shown. However, we have been able to provide a tidbit or two that we hope you will enjoy and that will increase your anticipation for this latest
update. 2023 is going to be quite the year for Terraria, based on what is in our plans. Hopefully, it will go down as the year of Terraria Crossplay, amongst other things. As always, we enter this new year energized and empowered by your amazing support. We cannot wait until you can see what is in store. Here's to another fantastic year of Terraria!
Greetings Terrarians! Thanksgiving is here, and this is always a great time for our team to reflect on the earlier parts of the year as a reminder of just how blessed we are to have such amazing fans and for the opportunity to do what we do each and every day. This feeling is perhaps stronger this year than in the past, owing to the Labor of Love
update - how it came about, how we built it, and your reactions since it was released. Starting 2022 with a Steam Award that you all voted to give us, being inspired by that to make a truly fan-focused update, and then interacting so much with the community to share ideas... what a year it has been! We know we say it all the time, but we are truly
thankful for all of you out there. You make this fun and worthwhile, even after all this time. Heading into 2023, we are already looking forward to what Terraria 1.4.5 will have in store for everyone - and we hope you are as well. Enjoy the Holidays, Terrarians, and thank you so much for being who you are and for all of your support for our team!
Happy Holidays, Terrarians! 2022 has been a heck of a year in the world of Terraria. We started off the year with the fantastic news that you all had voted us the winners of the 2021 Labor of Love Steam Award, later to be recognized in amazing fashion with the Labor of Love update release on all platforms at once - a first for Terrarians! We also saw
the release of the first four issues/Book One of the Terraria Graphic Novel series alongside a ton of other cool merch. Topping it off, we shared the news a bit ago that Terraria 1.4.5 is coming your way in 2023... hopefully with Crossplay to come sometime after that. As always, we are beyond thankful for the loyalty and support that you all have shown
us over the years. We do not take it lightly, and we can only hope that you feel that we have and will continue to do that support justice. All that said, the Holiday Season is indeed upon us - and coming... Greetings, Terrarians! We are very happy to share that Terraria has made its way into the insanely good metroidvania hack-and-slash roguelite,
Dead Cells! As always, we are thrilled to collaborate with our fellow top-notch indie developers out there. If you want the full scoop behind the new Terraria content in Dead Cells, check out the details of their update (that landed today) below! Click the Banner above to check out everything there is to know about the latest Dead Cells update! Check
out the Trailer for today's Dead Cells update! ... Greetings Terrarians! After a month off - I mean what would the "State of the Game" have been, "Labor of Love is out, go play it instead of reading this"? - we are back once again with the latest and greatest news from the world of Terraria. It has been a month of bug fixing for all of our teams and that
work should continue for at least a bit longer. What's next after that? Well, we have already had a few meetings about Crossplay strategy... so that's a thing. Beyond that, you will have to wait and see what we might have in mind in regards to what direction our team decides to head. For now, let's head out for some spooktacular treats - and maybe
only a few tricks. Happy Halloween! Greetings, Terrarians! Here we go - the conclusion to Book One of the Terraria Graphic Novel Series! All of the preparations have been made and it is time for our heroes to do battle with the dreaded Eye of Cthulhu. How will they fare? What will happen in the aftermath? Read on to find out! In case you missed our
earlier announcement about the series as a whole, you can check out those details HERE, and you can still get your orders in for the initial shipment of Issue Three for a little bit longer. We have been really impressed with the array of packages and options 50 Amp has put together for this release... and we hope you agree! As a reminder, we are
planning to roll out Issues 1-4 (Book One) over the next few months... Update: Contest deadline has been reached. Form Submission has been closed. Thank you to all Participants! Update 1: November 1st, 2022 The Labor of Hallow's Eve Contest has concluded. The Judging process has started and will take roughly 3 weeks. Shortly after that period,
a new thread will be posted to share the Winners & Runner Ups. No announcement date confirmed for certain at this time. Update 2: November 8th, 2022 Phase 1 of Judging has concluded. Over 900 entries were submited. Phase 2 has begun and will involve moderators from TCF, Discord, and Reddit in scoring. Phase 3 will narrow the number of
entries down to the best 125 (25 from each category) and Re-Logic Developers will vote on those. A Thread showcasing many... Happy launch day, Terrarians! We are celebrating the occasion with some fun surprises as well! The team will be out and about today, hanging out, collecting bugs and feedback, etc. Be sure to catch us at any of the
locations below! Terraria Community Forums Terraria Discord Terraria Twitter Steam (Launch Post) And we will likely be dropping in on any live streams of the new content that are going on! LABOR OF LOVE BANNER ART (by Orange Dude) WALLPAPERS Deck... Greetings, Terrarians! We are back again - this time with the juicy details around the
release of Issue 3 of the Terraria Graphic Novel Series! Issue 3 is all about the journey and getting to know some of our party of heroes a bit better - just as our friends are doing the same as they enjoy a quick meal while camped out at an oasis. In case you missed our earlier announcement about the series as a whole, you can check out those details
HERE, and you can still get your orders in for the initial shipment of Issue Two for a little bit longer (details below - but don't fret if you miss the first shipment or if you missed out on Issue One, see here for details!). Our team is once again thrilled with the packages that 50 Amp Productions has put together in support of the Graphic Novel rollout -
and we hope you will feel the same way! ... Greetings, Terrarians! We are finally ready to reveal the details for the second issue of the Terraria Graphic Novel Series! Our story starts to ramp up in this issue, as you can probably tell by the cover art shown below! In case you missed our earlier announcement about the series as a whole, you can check
out those details HERE, and you can still get your orders in for the initial shipment of Issue One for a little bit longer (details below - but don't fret if you miss the first shipment, see here for details!). Our team is once again thrilled with the packages that 50 Amp Productions has put together in support of the Graphic Novel rollout - and we hope you
will feel the same way! As a... Greetings Terrarians! Alas, Summer is drawing to a close. Back to School, work, or just whatever your daily grind may be - we hope your Summer was a fun and relaxing one! As we head into the Fall - probably our favorite season - the development teams are making huge strides towards getting the Labor of Love update
into your hands. This is a State of the Game that you will not want to miss, because we are at long last going to be able to dive into some details around the launch of this fantastic Terraria update. So, sit down, buckle up, and let's get this month's SOTG underway! Greetings, Terrarians! The day is finally here - orders for the first Issue of Book One of
the Terraria Graphic Novel Series are now open! In case you missed our earlier announcement about the series as a whole, you can check out those details HERE. The team at Re-Logic in conjunction with our partners at 50 Amp Productions is very excited to be able to roll out the first part of Book One at long last to all of you. The 50 Amp team has
also gone above and beyond the Graphic Novel itself and put together a few additional collectibles that fans can pick up as well should you feel so inclined. With all that said, let's dive right in to how it will all work, what is available and... Greetings Terrarians! Summer is nearly over already?! My how the time flies when you are having fun - which we
certainly hope has been the case for all of you out there! We have been having a TON of fun during the development of the Labor of Love update. Reading fan ideas, brainstorming other cool new stuff internally, seeing where the creativity takes us: it has been a real blast. That said, we can definitely see the light at the end of the tunnel. So, let's dive
right into the late-summer State of the Game news shall we? Page 4 Greetings Terrarians! We are beyond thrilled to be able to at long last reveal a project that has been going on behind the scenes for quite some time - the Terraria Graphic Novel series! We here at Re-Logic have been working closely with our partners at 50 Amp Productions on all
aspects of the graphic novels - from script to lineart to coloring and more, we really feel like these are a perfect balance between staying authentic to the Terraria experience while taking enough creative license to be able to craft an engaging story within the Terraria universe. We are nearly finished with Book One in the series, and we wanted to give
you a sneak peek (well... beyond the one we gave you in June's State of the Game) at what is to come. Each Book will contain four parts... and this is the cover art for Terraria - Book One, Issue One. (Cover art is... Greetings Terrarians! We don't know about you, but the heat this summer has been brutal so far to us! Sounds like a good excuse to grab
some gaming time and catch up on the latest and greatest Terraria news, right? Development work on the Labor of Love update is in full swing across both the Re-Logic and DR Studios teams - and we are really excited for some of the juicy spoilers that we have in store for you this month (on top of those we have already shared this month in case you
missed them on our socials). That said, grab a cold beverage, cool off, and settle in for this month's State of the Game! Wow, what a milestone for our amazing r/terraria subreddit! One of our longest-standing communities, r/terraria has always been a fantastic place to discuss news, share epic builds, ask for advice, and just generally hang out and
shoot the breeze with other Terrarians. If you haven't taken the time to check out r/terraria, there is no better time to do so... over one million Terrarians can't be wrong, right!? In celebration of r/terraria hitting this momentous milestone, we thought we would take a few minutes to ask everyone to share their favorite r/terraria threads of all time.
Could be something awesome or funny or just plain bizarre. Anything goes - just share the thread link and why you think its one of... 11 years ago, Terraria was shared with the world for the first time, and 11 years later, Terraria remains our Labor of Love - a game that is like a child to us. We have enjoyed watching Terraria evolve and grow over the
years and equally continue to enjoy the outpouring of support from all of you. Thank you all so very much! We look forward to continuing the Terraria franchise journey with you for many more years to come! In celebration of Terraria’s 11th Anniversary, we are proud to introduce the latest addition to our Pet License roster: Town Slimes! This cast of
characters is packed with personality and players will get the chance to have one Town Slime move into their towns when the Labor of Love update comes out later this year. Which Town Slime are you hoping will move in with you? Happy launch day, Terrarians! We are pleased to share that the Terraria 1.4.1 - 1.4.3 updates are now available for play
on PlayStation, Xbox, Nintendo Switch, Android, and iOS devices! This has been a new experience for the team - trying to release across 5 platforms at once - and we have learned a lot that we will apply moving forward to make things even more efficient. After all, if we are someday able to pull off Crossplay, this will be the way that all updates will
have to work, right? Today's update will bring all currently-developed Terraria platforms up to content parity, which has been a very rare occasion. The team is, of course, aware that the upcoming Labor of Love update for PC will break content parity once again... but the team is standing by to make that gap as small and as fast as possible. Once any
needed fixes are done for the 1.4.1 - 1.4.3 updates, the team will launch... Greetings Terrarians! March already... well almost April really?! 2022 is flying by - but we are sure glad to see Spring starting to come into full bloom and with it, a lot of the plans we have been discussing in earlier States of the Game are close to coming to fruition! 1.4.3 for
Consoles and Mobile (parity... at least for a time!) is right around the corner, Labor of Love draws ever-closer, and we have a lot of exciting things to come on the community and merch fronts as well. So much has already happened this year, but we are just getting warmed up. Let's see what is in store shall we? Greetings Terrarians! The Terraria
Wiki has been a valuable resource to players everywhere over the nearly 11 years(!) of Terraria's history. With so much content to explore, having such a comprehensive summary of everything at your fingertips is simply fantastic. The Wiki has undergone quite a few changes over the years from its beginnings alongside Terraria Online all the way to
the current iteration run by Fandom. Throughout that time, we have been so fortunate to work with a lot of awesome partners in order to evolve and maintain a strong wiki for our fans. The time has come for the next step on the Terraria Wiki evolutionary journey! Starting today, Re-Logic is proud to announce that we are launching a new location and
partner for the Official Terraria Wiki! Moving forward, we... Greetings Terrarians! In case you missed it, 2022 is certainly turning into a lovely year for Terraria! From starting the year with a pair of awards to last month's reveal of the big "parity" update for Console & Mobile Terrarians to this month's surprise sneak peek into the upcoming - and
aptly named - Labor of Love Update for Terraria, how can you not love all that is going on in the world of Terraria right now? Of course, we couldn't do any of this without the love and support that you show us each and every day. So thank you, once again and we love you all! Now... on with the show! Greetings Terrarians! As we have mentioned over
the past few months, the team has been hard at work on an update to further optimize Terraria for Steam Deck play - inclusive of performance and controls. With the Steam Deck officially shipping out to players starting today, we are pleased to be able to push this update out to everyone just in time! For Terrarians that are not playing on Steam Deck
at this time, dont fret, as we have some quality of life, balance, and bug fixes for you as well. Without further ado, let's dive right in! Please note that this update also includes an update to the Terraria Dedicated Server application. You can always find the latest version of this at the bottom of Terraria.org, but we have included a link below for today's
version as well: Hello one and all, and welcome - to CC #87! Wow, what a huge number of these we've had. There's been a great selection of entries submitted over the last couple of months, and we'd love to see more! Here's a guide on how to enter - please send them to @Khaios next month! 1) All entries must be submitted to the hosting member's
profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only



submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited and proof of consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as soon as
possible. The CC operates on a 'two strikes and you're out' system; after two offenses a user will be permanently banned from entering into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected. These
"low-effort entries" will be taken out at the CC team's discretion. 6) Entries must be of decent quality. Blurry images, distorted sound files, and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted (that are
within the rules) will make it into the post. If you have any further questions, feel free to ask @darthmorf @Khaios or any TCF Staff member. Now, the entries! @yonkou Greetings Terrarians! We missed you over the holiday break - between all of the usual family and friends, running around, and with more or less all of the pertinent news items being
covered off at the end of November, we decided to push off the State of the Game and just move on into the new year. So here we are, 2022 has kicked off with a bang. Week one saw Terraria winning the 2022 Labor of Love Steam Award as well as the launch of Journey's End on Nintendo Switch. Week two saw the re-imagined China Mobile version
of Terraria winning TapTap's 2021 Game of the Year. Behind the scenes, things have been equally busy, with each development team hard at work on what is to come later this year. What all does that entail, you say? Let's get into the details! Happy New Year! Switch Terrarians, it is here at last... welcome to Journey's End! Initially released in May
2020 for PC, Journey's End brings Terraria to the next level, to a place where the core game can finally be called "complete". From new ways to play the game, to over 1000 new items to find and craft, to new bosses to challenge, and even a full-pass review of all content of the game for balance, graphic quality, and mechanics - truly, Journey's End has
something for everyone. We cannot wait to see your reactions as you dive in to all that this update has to offer, and we hope that you thoroughly enjoy our gift to you. It has been an amazing journey indeed... but we truly feel that this end is really just a new beginning for the amazing world of Terraria. This release will bring Switch up to an equivalent
(content-wise) of the 1.4.0.5... What else can we say but wow. Just wow, Terrarians. You are all simply amazing and it is so humbling to finally be able to pull down the win here - and against rather stiff competition. We know it is 100% due to your loyal support of our team and game over the years, and it is truly a pleasure to be able to work on an
amazing game such as Terraria and then to share it with all of you. Terraria truly is a Labor of Love for our team - like a family member to us - and to see it gain recognition such as this means more than we can say. From the bottom of our hearts, thank you so much to each and every fan out there and for each and every vote. It has been and remains
our honor to deliver the Terraria experience to you. We look forward to an even brighter future ahead - with Steam Deck optimizations, content parity for all platforms, and (hopefully, fingers crossed!) crossplay later this year. Journey's End may have... What's this? Has the Creation Compendium finally made its return!?!? Finally, welcome to CC#86!
To enter your Terraria fanart into the next compendium, send your entries to @darthmorf this month! Unsure how to enter? Check out this fancy guide! Be sure to brush up on the rules first ~.” 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries
must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all members who worked on the project
must be credited and proof of consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as soon as possible. The CC operates on a 'two strikes and you're out' system; after two offenses a user will be
permanently banned from entering into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected. These "low-effort entries" will be taken out at the CC team's discretion. 6) Entries must be of decent quality.
Blurry images, distorted sound files, and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted (that are within the rules) will make it into the post. If you have any further questions, feel free to ask
@darthmorf @Khaios or any TCF Staff member. We have entries from a few months for you, so let's get started! @Marukoy Greetings Terrarians - and welcome to The Constant! As we revealed just a few short weeks ago, we have been hard at work in secret with our good friends at Klei Entertainment in order to bring the fans of both Terraria and
Don't Starve Together a brand new free content update that faithfully pulls part of each game into the other. How will all of this work? What precisely do we have in store for our side of the crossover? Venture forth, brave Terrarians and learn more about what awaits you as The Constant collides with the world of Terraria! TERRARIA 1.4.3 HOTFIXES
TERRARIA 1.4.3.2 BUG FIXES Fixed (again) Abigail's Flower growth not appearing on servers, requiring... Greetings Terrarians! We have a whole handful of new merchandise offerings we wanted to share with you - just in time for the Holiday Season! We are working hard on the Terraria x DST update (as well as DR working hard on Switch and
more Console fixes) - stay tuned for more on that front. For now, feast your eyes on these amazing new Terraria Merchandise items! TERRARIA MERCHANDISE HUB Of course, you will want to keep a close eye on our Merchandise Hub (terraria.org/store) - where these, and all of our other available merchandise items are constantly updated and
collected in one place to make shopping for gifts (of gifts... Greetings Terrarians! One of our favorite holidays approaches - Halloween! We don't know about you, but between the decorations, costumes, parties and more, it is just such a fun time of year. We hope that each of you gets a bit of time to indulge your spookier side and to maybe enjoy a
handful of tricks or treats. Speaking of, we have a full candy pail of both to hand out for this month's State of the Game... so step right up, ring the doorbell, and let's see what horrific surprises await Terrarians everywhere! Page 5 Good Afternoon, Terrarians! Just wanted to share a quick update on stuff the team has been doing. As we mentioned
before, we are doing some Steam Deck optimization-focused stuff, and that work is going quite well... ... beyond that, you know how we always say that we are done adding content to Terraria? Well, about that... oh, wait, sorry, wrong game! Carry on, nothing to see here... Console Terrarians, it is here at last... welcome to Journey's End! Initially
released in May 2020 for PC, Journey's End brings Terraria to the next level, to a place where the core game can finally be called "complete". From new ways to play the game, to over 1000 new items to find and craft, to new bosses to challenge, and even a full-pass review of all content of the game for balance, graphic quality, and mechanics - truly,
Journey's End has something for everyone. We cannot wait to see your reactions as you dive in to all that this update has to offer, and we hope that you thoroughly enjoy our gift to you. It has been an amazing journey indeed... but we truly feel that this end is really just a new beginning for the amazing world of Terraria. This release will bring Console
up to an equivalent (content-wise) of the... Greetings Terrarians! Fall is nearly upon us, as 2021 turns towards its latter stages. We have always figured that the final few months of this year would be an intense and fantastic time for Terraria and Terrarians, and the reality is lining up with that quite well. From Xbox/PlayStation getting Journey's End in
a week to ongoing work on Switch to a wide array of new merchandise items and much more - 2021 may be winding down, but Terraria is just getting started! We have a ton to go over this month, so let's jump right in! That's right Terrarians - we have an official launch date for Journey's End to arrive on Xbox and PlayStation - September 30th! As we
mentioned a bit ago, we have been in submission with Sony/Microsoft - and we did have to conduct a second pass/submission after fixing up a few things. However, we are completely confident in this second pass - enough so that we are ready to give you all an official date. We will have a changelog and more information available on launch day. So,
settle in for a bit longer and start the countdown, Terrarians - Journey's End will be with you soon! Greetings Terrarians! It's back to school time for those of you still in school - and for everyone else, its the dog days of Summer as we look forward to cooler temperatures of what will hopefully be an amazing Fall season. One thing we know for certain
is that the last few months of 2021 will see a lot of exciting happenings for Terraria! We have lots of juicy news across the board this month, so let's not waste any more time chatting! Greetings Terrarians! The first half of 2021 is behind us - and what a first half it was for the world of Terraria. The second half of the year is setting up to be even bigger
- with the release of Journey's End on Xbox, PlayStation, and Switch all slated to come in the next handful of months alongside some pretty darned cool merchandise offerings... and maybe even a few surprises along the way. Let's jump right in and kick the second half of 2021 off properly. The first half was crazy and fun, but we are just getting
warmed up! Greetings Terrarians! Things are certainly heating up everywhere we are located - and the same can be said for all of the goings-on in the Terraria world. From development news to the results of the huge Tenth Anniversary Contest, this month's State of the Game is jam-packed with fun tidbits for everyone. The second half of 2021 is
setting up to be even bigger than the first half... and its been a pretty darn first six months already! Hang on tight, Terrarians - 2021 is nearly half over, but the fun is just beginning! Greetings Terrarians! May is here - and with it comes the start of the Summer months for some of us out there. We hope that whether you are getting ready for Summer
or are already there, that you will have an amazing and relaxing time - and stay cool as things heat up. Of course, you can always head inside for some Terraria - and we do hope that we will be a big part of your summer plans! So, what's going on in the world of our various development and community teams? Let's dig right on in and find out! Can
you believe it, Terrarians? In a week's time, the game we all know and love so much will reach its tenth birthday! No doubt, it has been a long and amazing journey that we have enjoyed taking with you - one full of twists and turns, ups and downs, and more than a few surprises along the way. Even crazier is that Terraria is stronger than ever as it
heads into its second decade - with no end in sight! We could not do it or be here without the amazing and passionate support of each and every one of you - so we want to formally invite you to join in on the Terraria Tenth Anniversary Celebration! What all do we have in store? Well... here's the plan (though we won't rule out the possibility of there
being more along the way): Happy Birthday, Terraria and Terrarians! Today, the game we all know and love so much turns 10 years old. It has been a great time to look back and reflect on the past as well as look forward to what the future might hold. We hope that everyone has been able to participate in our "Pre-Anniversary" Contests thus far... and
is looking forward to what today and the rest of the celebration holds. We did promise a few surprises along the way did we not? Let's dive in and open up this first birthday present... TERRARIA 1.4.2.3 LAUNCHES TODAY! Greetings Terrarians! April showers are supposed to bring May flowers... or so we are told. So, what kind of showers can you
expect in April's State of the Game? Well, the kind that get everyone hyped up for what is yet to come in 2021! We certainly have some items of interest to hit for everyone this month - so enough of the flowery language and on with the news! Welcome everyone to CC #85!! Better late than never right? We've got a whole load of great entries this
issue, so let's check them out! First though, the boring stuff - please write your entries for the next issue on @Khaios' profile! Don't forget to make sure it follows the rules too: 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria
related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited
and proof of consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as soon as possible. The CC operates on a 'two strikes and you're out' system; after two offenses a user will be permanently banned
from entering into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected. These "low-effort entries" will be taken out at the CC team's discretion. 6) Entries must be of decent quality. Blurry images,
distorted sound files, and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted (that are within the rules) will make it into the post. If you have any further questions, feel free to ask @darthmorf @Khaios or
any TCF Staff member. Now, the entries! @BigManTing Greetings, Terrarians... and happy Terraria 1.4.2/Steam Workshop Support launch day! That's right - at long last, we are able to provide an easy-to-use system and location for Terrarians everywhere to showcase their creative energies in all new ways. Starting today, everyone will be able to
create, upload, share, download, and play a variety of types of game modifications within the vanilla Terraria game. Let's break down the new toys at your disposal! NEW WAYS TO MODIFY THE CORE TERRARIA EXPERIENCE WORLD UPLOADS Have a really cool map that you want to share? The best Terraria golf course ever? Maybe an epic
adventure map that would blow peoples' minds? This is your chance to... Greetings Terrarians! Spring has sprung... or at least it sure seems like it is trying to in our neck of the woods. We surely welcome the warmer weather with open arms. In the spirit of Spring being a time of growth and new things, we have tons of fun new tidbits to share in this
month's State of the Game... including one release date (no, its not the one you are thinking of... but there is some pretty nice news in console-town to share that you won't want to miss) and much more. So, let's bask in the sun as we peruse the latest and greatest in the world of Terraria, shall we? Greetings Terrarians! We remain hard at work on the
litany of updates across the board as we press forward into 2021. Things are really starting to come together, and we are beyond excited for what the rest of the year has in store. That said, we did our usual numbers updates to close out 2020 and we wanted to share that once again - thanks to your beyond-amazing support - Terraria has reached
another units sold milestone! Terraria has officially exceeded 35 Million copies sold across all platforms! As of the end of 2020... 17.2 Million sold on PC 8.5 Million sold on Consoles 9.3 Million sold on Mobile devices Oh, and we just passed Portal 2 for the top spot on Steam250’s highest rated games on Steam to boot! All of this comes less than a
year's time from when we... Greetings Terrarians! We don't know about you, but February brought lots of cold weather (and not a small amount of snow and ice) our way. Hopefully you have been able to stay warm and safe. While the weather may be chilly, the action on the Terraria development side is continuing to heat up. On the PC side, the team
is doing a lot of polish work for the upcoming Steam Workshop/1.4.2 update - and things are really starting to come together. Meanwhile, our partners over at DR Studios are making fantastic strides on what is arguably the toughest task for Console 1.4: UI & Controls! Rounding it all out, we have some cool new Terraria merch and community tidbits
to share. So, come in from the cold and let's sit around the fire and talk some Terraria! Greetings Terrarians! As you may have seen a while back, famed YouTube and streaming star PewDiePie had a good time playing through Terraria - both in its 1.3 and 1.4 incarnations. During that time, we had a lot of fun watching his exploits in the world of
Terraria, and the two sides had a chance to make some connections and have a few chats along the way. Flash forward several months, and the idea came up to do a limited edition crossover merchandise campaign! This will be launching today on our Terraria.shop storefront (links below), and we hope you are as excited about this as we are. What
will be available? Want to learn more? Read on! TERRARIA.SHOP STOREFRONT Click on any image below to check out that item - or the banner above... What a lovely time for some new entries! Welcome to CC#84! To enter your Terraria fanart into the next compendium, send your entries to @darthmorf this month! Unsure how to enter? Check out
this fancy guide! Be sure to brush up on the rules first ~.” 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of
modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited and proof of consent from each member must be given... Greetings Terrarians! Welcome to 2021! Here's hoping that
the new year has as much good in store as 2020 had bad... then again, 2020 brought us Journey's End for Terraria, so maybe in this context we can hope that 2021 brings us more Terraria goodness? While action on the PC front is focused on Workshop as well as some team learning activities, development on Console (with even a little new tidbit for
you Mobile fans) continues to heat up. On top of all of that juicy news, we will be setting the stage for what comes next after everyone reaches Journey's End and we have all platforms at parity later this year. There's no better way to kick off Terraria in 2021 than an action-packed State of the Game... so let's dive right in! STATE OF THE GAME -...
Hello Terrarians! The 1.4 Journey's End update has been out in your hands for a bit now, and since you've had a chance to play through and experience most of the new, exciting changes and additions, we thought it would be fun to give you a chance to ask some behind the scenes questions of the skilled programmers and gifted artists of Re-Logic
that spent their time working on this update. Best of all, just for joining in you may even win a prize! THESE TALENTED INDIVIDUALS ARE PART OF RE-LOGIC, THE DEVELOPMENT TEAM BRINGING YOU TERRARIA ON PC, AND AS SUCH, DO NOT HAVE ANY INFORMATION OR ANSWERS TO GIVE IN REGARDS TO TERRARIA ON CONSOLE
OR MOBILE. Now's your chance to ask those burning questions, such as what was the hardest thing to code, how do the artists get inspired to create a new item, what goes into the balancing of a new weapon, etc. You can ask your question to the group in general, or if you want to ask a specific Terraria dev, here's who will be joining us in this Q&A
event: Happy new year! Let's hope 2021 brings good fortune - it's off to a great start afterall, with CC #83! Entries to @Khaios for next month please! As always, click here for instructions on how to enter. Please read the rules below! 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who
is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all
members who worked on the project must be credited and proof of consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as soon as possible. The CC operates on a 'two strikes and you're out' system;
after two offenses a user will be permanently banned from entering into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected. These "low-effort entries" will be taken out at the CC team's discretion. 6)
Entries must be of decent quality. Blurry images, distorted sound files, and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted (that are within the rules) will make it into the post. If you have any further
questions, feel free to ask @darthmorf @Khaios or any TCF Staff member. Now what you've all been waiting for... @ardentArdant Page 6 You did it everyone! Terraria is officially a Nominee for the 2020 Labor of Love Steam Award! On behalf of the entire Re-Logic development team, a sincere thank you to each and every Terrarian out there for your
support. Now we need your help to finish making this a reality by getting your votes in now for Terraria to win the 2020 Labor of Love Award! 2020 has brought a lot of insanity to all of us - but also one constant, and that is Terraria being in our gaming lives and releasing more amazing content. 10 years, from 250 items to over 5000. Never a
microtransaction. Never a paid DLC. If any game defines the "Labor of Love", it is Terraria. This is it... Greetings Terrarians! Happy Holidays everyone! It certainly is getting quite chilly where we are, as Winter settles in for the next several months. We are getting ready to enjoy whatever time with friends and family we can get in the insanity that is
the Holiday Season in 2020... and we certainly hope that you all get an opportunity to do the same. That said, we wouldn't want to close out the year without giving you one last look at the goings-on in the world of Terraria development in 2020. So, settle in and let's unwrap December's news... STATE OF THE GAME - TABLE OF CONTENTS PC NEWS
TMODLOADER NEWS... Hello...? Hello...? Is anyone still there...? Yes!? Good! In classic CC fashion, we've been pretty busy recently and so there's been a short hiatus. Our apologies! Entries to @darthmorf for next month please! Click here for a guide on how to enter, and make sure you've read the rules: 1) All entries must be submitted to the
hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each
user may only submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited and proof of consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as
soon as possible. The CC operates on a 'two strikes and you're out' system; after two offenses a user will be permanently banned from entering into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected.
These "low-effort entries" will be taken out at the CC team's discretion. 6) Entries must be of decent quality. Blurry images, distorted sound files, and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted
(that are within the rules) will make it into the post. If you have any further questions, feel free to ask @darthmorf @Khaios or any TCF Staff member. Now, the entries! @Sybonn Happy Holidays everyone! The team at Re-Logic has been hard at work building an awesome set of Terraria Merchandise over the past couple of years, and our efforts are
really starting to build up momentum - resulting in some of the best Terraria merch offerings to-date (in our opinion at least)! In last week's November State of the Game, we revealed an amazing Collector's Vinyl Soundtrack that will be coming soon from Laced Records (preorders start this week!). This week, we are beyond pleased to share with
everyone that we have recently partnered with the fantastic folks over at Vidglo on what will become an expanding line of Terraria Merchandise that you will not want to miss! Kicking off this launch will be some of the highest quality Terraria clothing that we have had the pleasure of witnessing to-date, featuring some classic designs as well as new
offerings... Greetings Terrarians! Happy Thanksgiving (at least for our American friends... but really, everyone could use a day to give thanks for the good things in life right?)! We are very much looking forward to digging into whatever socially-distanced feasts await us as we enter the Holidays, and we hope that you find time to celebrate with you
and yours in a safe and healthy way. November saw the release of the latest hotfixes for PC as well as a lot of progress down the road to Console 1.4, and an imminent second wave of fixes for Mobile. Want to learn more? Pull up a chair and tuck in that napkin as we set the table for the rest of 2020! STATE OF THE GAME - TABLE OF CONTENTS PC
NEWS [COLOR=rgb(44... Greetings Terrarians! Throughout the past few years, we have been hard at work building up a suite of awesome and diverse Terraria merchandise options in partnership with some truly amazing merchandise partners. As we do not yet have "one place" to go and see everything, we thought it would be a great idea to put
together a quick Shopping Guide to aid you in your gift-buying adventures (hey, that includes gifts for yourself too! ). If you see an item that catches your interest, simply click the image and you will be whisked away to a page where you can learn more and/or make your purchase. We have laid things out by Category below so that you can quickly
navigate to products of interest. We will keep this updated as we move forward so that you always have the latest and greatest information right here! ... Greetings Terrarians! Happy Halloween! This is absolutely one of our favorite holidays of the year - a time to watch some scary movies, dress up as your favorite monsters, eat way too much candy,
and just be a kid (again). October was a massive month for Terraria, with Mobile receiving Journey's End, PC 1.4.1 coming out, and Console Journey's End development ramping up to full speed. With that said, let's dig into our pumpkin-shaped pail here to see what treats await - no tricks, we promise! Mobile Terrarians, your time has finally come...
welcome to Journey's End! Initially released in May 2020 for PC, Journey's End brings Terraria to the next level, to a place where the core game can finally be called "complete". From new ways to play the game to over 1000 new items to find and craft to new bosses to challenge and even a full-pass review of all content of the game for balance,
graphic quality, and mechanics - truly, Journey's End has something for everyone. We cannot wait to see your reactions as you dive in to all that this update has to offer, and we hope that you thoroughly enjoy our gift to you. It has been an amazing journey indeed... but we truly feel that this end is really just a new beginning for the amazing world of
Terraria. But wait, there's more! Mobile Terrarians are also receiving the 1.3.1 through 1.3.5 updates at the same time. That's right, you are... Greetings, Terrarians! Welcome to launch day for Terraria 1.4.1 on PC! As we have alluded to in previous news items and spoilers around this update, Terraria 1.4.1 is primarily focused on adding in pieces
that were not quite ready in time for the Journey's End launch date - along with more fixes, balance tweaks, and a few new tidbits that we decided to add along the way. Located below, you will find the full changelog for Terraria 1.4.1 A SUMMARY OF TERRARIA 1.4.1(OFFICIAL CHANGELOG) So, what all does Terraria 1.4.1 contain? Here are some
of the bigger topline tidbits of note - but again, refer to the full changelog for a more complete accounting of things. VANITY CONTEST WINNER... Greetings Terrarians! At long last, the cooler temperatures of Fall are descending upon us! We hope that everyone is remaining safe out there, and that back-to-school has gone well for those who have
done so (be it virtually or in-person). 2020 only has a few more months left - so hang in there! There is so much going on with Terraria right now, let's dive right in! Greetings Terrarians! We are quite pleased to share with you that the latest update for Terraria on Nintendo Switch has been approved by Nintendo and that it will be making its way to
everyone today! This update includes the highly-anticipated two-player Splitscreen mode! Along with this long-desired feature comes a solid handful of bug fixes - both for two-player Splitscreen and for the core Single Player experience. Let's take a quick moment to dive into the details so that you can get started today on your Splitscreen experience!
To start your Splitscreen adventure, you will need a second paired set of controls and each player will need their own user account on the Switch. With all of that in place, here is how you get going! Player One should start up a Single Player game - choose their character and the world on which you want to play Once the game has loaded completely,
Player... Greetings Terrarians! We have a pretty packed bunch of news this month, as we turn the corner from the scorching heat of the Summer months into the cooler climate of Fall (one of our favorite seasons)! We hope that everyone is staying safe out there, and that those of you that have returned to work or school have been able to do so
smoothly. We have a lot to cover, so let's dive right in, shall we? Happy Thursday, Terrarians! Out today is the Quality of Life update for Console Terraria that we have mentioned in past State of the Game news articles. Alongside an armful of various bug fixes, the team is proud to be able to bring the following new QOL features to XB1/PS4 Terraria!
MULTIPLAYER QUALITY OF LIFE The team took some time out to address a handful of the most-often-voiced frustrations with Console Terraria Multiplayer. With the features listed below, you can now more easily find games to join, create your own private rooms (no more random people dropping in uninvited!), and your map data will now be
persistent for any worlds you join. Save the map data for worlds you join in multiplayer games (Previously, map data would be reset for Clients whenever they rejoined a world hosted by another player) Allow password protected multiplayer games... Hello one and all, and welcome to CC #81! There are loads of great entries this time round so make
sure to check them all out! As always, click here for a guide on how to enter. Entries for next month should be sent to @Khaios please! Make sure to read the rules: 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some
way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited and proof of
consent from each member must be given. Group entries do count as a user's single entry. 4) Plagiarism is strictly not tolerated. Any evidence of such matters should be sent to a member of staff privately as soon as possible. The CC operates on a 'two strikes and you're out' system; after two offenses a user will be permanently banned from entering
into all future Creation Compendiums. 5) Content such as memes, image macros, and other such content that does not contribute to the Compendium's message of expressing your creativity will be rejected. These "low-effort entries" will be taken out at the CC team's discretion. 6) Entries must be of decent quality. Blurry images, distorted sound files,
and entries of obvious minimal effort will not be accepted. Entries will be reviewed by the CC team, and may be removed at their discretion. 7) The CC is a showcase, not a contest. All entries submitted (that are within the rules) will make it into the post. If you have any further questions, feel free to ask @darthmorf @Khaios or any TCF Staff member.
On to the main event! @ppowersteef Greetings Terrarians! Things just keep getting hotter outside... and inside the development work and community for Terraria! This month's State of the Game is packed with cool tidbits for everyone, as we wind through the Summer months on the way to the next releases for each platform . All that said, let's dive
into the latest and greatest across the board! Greetings Terrarians! Since we last left you, the hotfixes have been rolling out (with more to come!), along with some special surprises coming your way a bit later on. Things have been heating up - literally speaking with the outside weather as well as for those "fortunate" enough to survive their
encounter with the Torch God. All that said, let's dive into the latest and greatest across the board! New logo and dividers for the CC by @ItsComix The weather isn't the only thing heating up as Summer rolls around. CC#80 turns up the heat with these fiery entries! To enter your Terraria fanart into the next compendium, send your entries to
@darthmorf this month! Unsure how to enter? Check out this fancy guide! Be sure to brush up on the rules first .~ 1) All entries must be submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art,
music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each user may only submit one entry per month. Group entries are... Greetings from the post-launch side of Journey's End! Now that we have emerged from the madness that was the final launch
push for Journey's End and are into the equally-insane hotfix scramble, we are happy to take a few minutes out to celebrate... and to give some very juicy news for our non-PC Terrarians. If you have been paying attention this week, a lot of this will be summary for you - but either way, read on! PlayStation 4, XBOX ONE, Nintendo Switch - PIPEWORKS
We are happy to report that the fixes for Xbox One and PlayStation 4 1.3.5 have arrived! What all does this include? Let's check em out! XBOX ONE AND PLAYSTATION 4 TERRARIA 1.3.5 FIXES Fixed issue with paint displaying incorrectly (the Transparent Blocks bug) Grand Design now works correctly in multiplayer Water waves now render
correctly... Greetings, Terrarians! At long last, the day is here - Nintendo Switch players are getting Terraria 1.3.5! Not only that, they are getting 1.3.2, 1.3.3, and 1.3.4 at the same time! That's a lot of content packed into one update... so let's dive into what all is coming your way today! Party Event Parties have now been added! You can start your
own via the Party Girl's Party Center or the Town NPCs may start one, if certain conditions are met.... These include fun new party-themed items such as Bundled Party Balloons Balloon Animal Party Hat Silly Tied Balloons Pigronata Party Center... Good afternoon Terrarians! What a few days it has been since the launch of Journey's End, right? We
hope that everyone is thoroughly enjoying the update, as our team is hard at work capturing and fixing bugs from your reporting and our own internal testing. We will keep those hotfixes coming in, so stand by for more information there as the days progress. All that said, let's keep the good times rolling with some news from our fantastic partners
over at Sanshee - brand new Terraria items, including a handful of Journey's End merchandise! [ATTACH... Page 7 Happy Launch Day, Terrarians... and welcome to Journey's End! This update has been a labor of love, tirelessly worked on by our team over a good while, and we truly feel that it brings Terraria to the next level, to a place where the core
game can finally be called "complete". From new ways to play the game to over 1000 new items to find and craft to new bosses to challenge and even a full-pass review of all content of the game for balance, graphic quality, and mechanics - truly, Journey's End has something for everyone. We cannot wait to see your reactions as you dive in to all that
this update has to offer, and we hope that you thoroughly enjoy our gift to you. It has been an amazing journey indeed... but we truly feel that this end is really just a new beginning for the amazing world of Terraria. So, what awaits you in Journey's End? In case you missed our advance... Journey's End is very near, Terrarians! This update has been a
labor of love, tirelessly worked on by our team over a good while, and we truly feel that it brings Terraria to the next level, to a place where the core game can finally be called "complete". From new ways to play the game to over 1000 new items to find and craft to new bosses to challenge and even a full-pass review of all content of the game for
balance, graphic quality, and mechanics - truly, Journey's End has something for everyone. In the writing of this changelog, it was even more apparent than ever to our team just how much has been packed into this epic final major content update to Terraria. Truly, a fitting end to an absolutely amazing journey. So, what awaits you in Journey's End?
Read on below for the juicy details... and for the truly brave, check out the more complete changelog linked at the end of each section... Happy Launch Week, Terrarians! We truly are on the home stretch now - and the development team is working feverishly to get the final bug fixes, tweaks, and polish into Journey's End so that everyone can have an
amazing experience from moment one. It has been an exciting journey indeed, these past couple of weeks, as we have introduced you to some of the new content and features that you will soon enjoy - and this week will be no exception as we count down to launch in a few short days. Today's feature covers something that caught quite a few
Terrarians by surprise when it was first revealed way back at the PC Gaming Show during E3 in 2019: Golf. "Golf?!" we still hear you saying... and we are here today to help answer some of those burning questions that you have about this fun new way to play Terraria. So, get your clubs in your bag... a fresh set of golf balls... and let's grip it and rip it
out on the... The world of Terraria is so chock-full of content, it can be hard to keep track of it all! Sure, the Guide has you covered for crafting recipes and the Terraria Wiki is fantastic - but don't you wish there was a way to know more about your foes in game? Where can I find the Lost Girl? How much health does a Derpling have? How many coins
can I get from farming Jellyfish? WONDER NO MORE, FOR THE TERRARIA BESTIARY IS HERE! How will you ever fill out this voluminous tome and just what all will it contain? Let's turn the page and begin our careful study of the Terraria Bestiary! A TERRARIA BESTIARY PRIMER: WHAT LIES WITHIN So, what sorts of information can you find
within... INTRODUCING JOURNEY MODE THE ACCESSIBLE EVOLUTION OF THE TERRARIA EXPERIENCE Welcome back aboard the Journey's End express everyone! Today's Feature Article is one that we have been looking forward to for quite some time, as we will be giving you a first glimpse into the brand new Journey Mode. The goal of
Journey Mode is to provide a more accessible experience by providing the player unprecedented control over the gameplay experience. A way to bring in all players of various skill levels and to be able to customize your experience to optimize the fun you have in game. This is not Creative Mode, this is a whole new way to experience Terraria - and one
we feel represents the ultimate evolution of being able to play your Terraria any way that you want. What does all of this mean? How does it all work? Let's dive into just the high... WHAT WAS OLD IS MADE NEW AGAIN - REVISITING THE TERRARIA EXPERIENCE Happy Monday, Terrarians and welcome to a fresh week on the road to Journey's
End! To kick off the week in style, we wanted to share one of the more impactful - but often unappreciated - aspects of Journey's End. On top of all of the shiny new content and features, the team has spent countless hours giving the entire game a thorough review across the spectrum of Balance and Aesthetics. The truth is that over time, as updates
have released, some content felt "left behind", imbalanced, or it didn't feel quite "right" any more. So, we took on the arduous task of giving those things a makeover. Today's Journey's End feature article touches the surface of these efforts - read on to learn more... Happy Friday Terrarians! Remember a few State of the Game's ago when we
mentioned that we were working on something pretty cool that would potentially change the way that people approach certain aspects of the game? Well, the time has come to give you a peek behind the curtain at Terraria HQ and let you in on some juicy details surrounding this new feature coming to Journey's End! Building has always been a staple
of the Terraria experience - but functionally-speaking, there has never been any real reward to making fun creations outside of the adoration of the community. Similarly, everyone builds their central base and sort of shoves everything there... sure, some folks build in other biomes, but only for fun. What if we told you that Journey's End is going to
change all of this up, raising building up to being a core gameplay feature with its own rewards? Introducing... Greetings, Terrarians! We are just shy of three weeks out from the highly-anticipated release of Terraria: Journey's End, and we know that as the anticipation builds, so will the excitement! Well, allow us to add more fuel to that fire with the
official announcement that the long-standing "Terraria mod to make and play mods", tModLoader will be coming to Steam as a free DLC for Terraria alongside Journey's End! Though fully-integrated official mod support is not something that is feasible within the Terraria codebase, tModLoader has served faithfully as that "bridge" between the main
game and the amazing library of player-created mods that exists for Terraria. With this launch, modding has never been more visible or accessible for Terrarians - so, if you have not ever tried out modded Terraria, there is no time like the present! ... Terraria Mobile 1.3.0.7.9 (Build 390) Update Notes This update primarily covers bug fixes from the
Controller + Customization Update (1.3.0.7.8) as well as enhanced gamepad support. PLEASE NOTE: It is not possible to support all controllers and there is a chance that your gamepad may not be supported, even after the update. If your controller isn’t able to connect or to have its buttons mapped after the update, please check your device setup
and consult the manufacturer. Due to the sheer number of third party controllers we’re unable to provide a list of supported or unsupported devices. NEW FEATURES Added a new settings option in Controller called Setup Controller Hardware: If your controller does not have bindings already setup in the game system, but is detected on your device
and the game can see it, you... Greetings from self-quarantine, Terrarians! As the impacts from COVID-19 continue to disrupt so many lives, we once again hope that you are all doing as well as can be expected in these trying times and that everyone is doing their part to keep themselves - and your fellow humans - as healthy as possible! Please,
please stay safe out there! Across the Terraria development teams, everyone is now firmly entrenched in the work from home environment. That said, we are doing all that we can to keep the development trains moving unabated towards the latest and greatest for everyone out there to enjoy. So, relax, kick back, and let's dive into the latest Terraria
news! PlayStation 4, XBOX ONE, Nintendo Switch - PIPEWORKSWe hope that everyone on Xbox One and PlayStation 4 has been basking in the glow of parity over the last few weeks... Good afternoon Terrarians! It is such an exciting time to be a part of the Terraria Community right now... from the recently-announced Journey's End launch date to
the cascade of updates on Console and Mobile, it seems like there is big news coming almost every day! Adding to this, Re-Logic is thrilled to share that we are partnering with the fantastically-creative folks over at Sanshee to produce a brand new line of Terraria merchandise. We have big plans here, so this is a space you will want to watch over the
weeks and months ahead as more and more items are revealed and become available. To start off these fresh Terraria merch offerings, we are introducing the first in our Terraria pin series as well as a really unique shirt design - both of which we think you are really going to enjoy! ... Hey guys, I am extremely excited to announce that we will be
releasing Journey's End on the 9th anniversary of Terraria- May 16, 2020! We hope you enjoy this latest reveal... see you in a month, Terrarians. Happy Controller & Customization launch day, Terrarians! At long last, the teams at DR Studios, Re-Logic, and 505 Games are pleased to bring our first Feature Update to Mobile Terraria in the post-1.3 era.
The focus here is to bring a whole new level of customization to the controls and interface for players along with implementing robust and fully remappable controller support for bluetooth-capable gamepads. We are thrilled with how all of this turned out and we cannot wait to see what you all do with this newfound power! Please send us your very
best setups and gamepad mappings - we would love to see your creativity at work! As always, please report any bugs or issues that you encounter so that we can get any needed hotfixes out there as quickly and completely as possible! With this update out and once the hotfixes are done, we will be moving on to our next stage in our Terraria Mobile...
Greetings Terrarians! At long last, we have reached the day that once seemed impossible - Terraria on Xbox One and PlayStation 4 will receive the 1.3.5 update today, bringing console Terraria up to parity with the live PC version of the game! Terraria 1.3.5 brings a handful of new furniture items, a couple of really cool developer armor sets, and the
long-anticipated UI size slider. As usual, the team has tried to roll in a round of bug fixes into the update. So, without further ado, here is the Terraria 1.3.5 for Console changelog! As for what is next? The console team is planning to look into a few quality of life features we have had in mind for a while, along with any further needed bugfixing from
this or prior updates. So stay tuned for that! Before anyone asks, no this does not mean that PC and Console can now crossplay - as most of you are aware, there are a ton of other hurdles beyond just "same content"... Hello all, and welcome to Creation Compendium #79! I hope everyone is staying safe (and inside!) in this difficult time. Hopefully
some amazing creations from the community can help cheer you up! Now, as you probably noticed, the CC is moving onto a bi-monthly schedule - this may change in the future if they get super busy! If you'd like to enter for the next CC, please send you entries to @Khaios! Make sure you read the rules below: 1) All entries must be submitted to the
hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of the entry. 3) Each
user may only submit one entry per month. Group entries are allowed, but... Greetings Terrarians! We wanted to take a moment out of our final push to complete the eagerly-anticipated Journey's End update and celebrate a little something with our loyal and awesome community. Terraria has officially reached the epic milestone of having sold 30
Million copies across all platforms! Some fun details: 14 Million sold on PC 7.6 Million sold on Consoles 8.7 Million sold on Mobile devices What is even more crazy is that the momentum behind our game remains as strong as it has ever been - even in advance of Journey's End arriving soon, which is sure to blow the lid off once again! To say that this
floors all of us in regards to the sheer level of support and love you have shown us over the years is a massive understatement. We can only hope to return the favor by continuing to provide amazing gaming experiences for years to come (whether it be on Terraria or... Happy February, Terrarians! So much love is in the air this month (and even an
extra day to boot!), we cannot help but take time out to make sure to mention just how much we appreciate each and every one of you! We hope that you will find the sweet treats below to your liking. We know everyone is anxious for release dates for everything - nothing specific to share this month, but we think you will start to see a few things
rolling your way at least on the Console/Mobile side of the house... and progress on Journey's End continues unabated. That said, let's open this box of chocolates and see what we get.... PlayStation 4, XBOX ONE, Nintendo Switch - PIPEWORKSHello Terrarians! So, what's been going on in the land of Console? Just a few things, really. We are happy to
share that the release of Terraria 1.3.5 for XB1 and PS4... Roses are red, violets are blue. Terraria is sweet, here's some fanart for you! To enter your Terraria fanart into the next compendium, send your entries to @darthmorf this month! Unsure how to enter? Check out this fancy guide! Be sure to brush up on the rules first ©~.” 1) All entries must be
submitted to the hosting member's profile NOT via PM (See the previous CC to determine who is next on the rotation). 2) All entries must be Terraria related in some way or another, whether that is in-game, art, music literature or any other form of creativity. Fanart of modded content will be accepted at the discretion of the CC team after review of
the entry. 3) Each user may only submit one entry per month. Group entries are allowed, but all members who worked on the project must be credited and proof of consent from each member must be... Happy New Year, Terrarians! Welcome to the the latest Terraria community update on development progress across all active platforms! We are
feeling really good about how 2019 ended up... and even more excited about what could turn out to be the best year yet to be a Terrarian. So, without further ado, let's dive right in to the latest and greatest across the various development teams and within the community! PlayStation 4, XBOX ONE, Nintendo Switch - PIPEWORKSHello Terrarians! A
quick update for you on Terraria for consoles! You may have noticed that we combined Playstation 4, XBOX ONE, and Nintendo Switch together this month - that is by design, because we are on the road to version parity! Content-wise, the Nintendo Switch team has caught up with PS4/X1 and they're now working on the same updates for different
platforms. More... Greetings Terrarians! May has come and gone already? Time is really flying this year - or maybe it's just us? Terraria turned 14 years old this month, which is crazy to think about - a massive thanks to each and every one of you for your support over the years! Anyway, another month of progress is in the books and the concerted
effort (and extra hands on deck) towards tackling tickets is already paying off. Our rate of working through these has accelerated noticeably. There is still a good ways to go, but we are very pleased with the pace. We know that everyone is desperately wanting a release window. We discuss this very topic on a regular basis - ultimately, we don't want
to ever cut corners, and we want to be very sure of any date/timing we give whenever it is ready for prime time... so just hang in there with us a bit longer. We know this update has taken a long time, and we thank you for that patience you show each month. That said, let's dive into the latest and greatest, shall we? STATE OF THE GAME - TABLE OF
CONTENTS PC NEWS - RE-LOGIC TMODLOADER NEWS - TML TEAM CONSOLE & MOBILE NEWS - DR STUDIOS COMMUNITY NEWS SLIME - NOT JUST FOR BREAKFAST ANYMORE! Often, early game Terraria can feel a bit limiting in regards to gear choices. Sure, you will eventually find enough ore to slap together a cool new sword, or
perhaps luck will favor you with a shiny drop from a chest hidden near the surface... but outside of getting desperate and turning to Wood gear, what choice do you have? This becomes even more of a factor on World Seeds with limited resources, such as Skyblock. What if you could craft a nice early weapon out of the most common enemy that roams
the plains and forests of Terraria - the humble slime? Well, in Terraria 1.4.5 you will be able to take some of that extra Gel and form it up into one of two new early game weapons: the Slime Spear and Slime Whip! These weapons will also inflict the Slime debuff on enemies. This will make them both easier to keep track of - and (also new to 1.4.5),
more susceptible to fire! This makes for a nice one-two punch alongside some fire arrows, Wand of Sparking, or anything else that can inflict On Fire! This will also make these Slimy weapons a bit more "interesting" in multiplayer situations... Let's just hope Baby Slime doesn't ask what that whip is made of... Now you're cooking with Slime! In case
you missed it, we also released Terraria 1.3.0.8 as a beta branch on Steam in celebration of Terraria's 14th Anniversary. Read our note to the community and check out the details around how you can access the latest retro version of Terraria via the link below! TERRARIA TURNS FOURTEEN STEAM WORKSHOP NEWS Countless Terraria texture
packs and worlds await you in the Terraria Steam Workshop! You are missing out if you haven't taken the time to check out these amazing creations from the community. Click the banner above to check out the Terraria Workshop! WHAT ELSE IS GOING ON? Trying our very best to narrow in on that elusive launch window... As always, keep your bug
reports coming via the handy bug report button below! Thanks again, Terrarians - we are as always blown away by your support! Back to Table of Contents Hello everyone! We've hit another impressive milestone this month. The workshop now has over 10,000 mods available! That's amazing! Be sure to regularly check the workshop for newly
released mods, we're positive you'll always find something fun and interesting to try out. Each month hundreds of new mods are released, each a result of countless hours of work put into them by their creators. Here is a collage of the icons of the most-subscribed Terraria mods available on the TML Steam Workshop! On June 1st the monthly update
release of tModLoader will go live. We are once again grateful for the massive amount of community participation in developing and testing new features each month. This month's release contains new capabilities and examples, such as new hooks for properly implementing custom equipment layers and a full custom ModType example in
ExampleMod that modders can use as a reference for implementing their own custom ModTypes. Modders and users should also keep an eye out for our monthly Steam announcement on the 1st where a complete listing of bug fixes and API changes for this month's release will be shown. The in-game news button on the main menu will send you
directly to the announcement once it is live. We look forward to seeing how mods make use of these new features. As always, if you are having issues of any sort, definitely don't hesitate to check out our FAQ on github or reach out to us at our Discord. tModLoader Steam Workshop - New Mods every Day! The TML Steam Workshop now has over
10,000 mods for you to enjoy! Coupled with the in-game mod browser, the TML Steam Workshop is a great way to explore what modded Terraria has to offer - check it out today by clicking the banner above! WHAT'S NEXT FOR TML? More features, continuing to evolve and grow what TML can do... and getting ready for 1.4.5. As always, you can
keep track of the current progress and much more in real time at tModLoader/tModLoader (But note that the completion percentage doesn't mean anything, because issues and PRs don't have weights.) Developers who are willing to contribute may do so by doing PRs to the tModLoader/tModLoader branch. (See tModLoader/tModLoader) Hey there,
Terrarians! As you may have seen over the past few months, we’ve been looking to simplify mobile’s control scheme through the addition of various new Quality of Life features. We have another one of these to share with you today: a feature called “multi-touch”! In short, multi-touch is a new feature that can be toggled for each button in your control
scheme. By enabling it for a button, the following changes occur: You can now drag your finger off the button and have it remain held. The button is now only released when your finger leaves the screen itself. With your finger still pressed to the screen, dragging it to another multi-touch button will press that button too. However, dragging your
finger away from this new button will stop pressing it. Through this change, it is now much easier to perform actions simultaneously. Were you wanting to continuously fire in a direction and periodically jump, you can now do so by pressing the fire button and dragging on / off of jump.Taking advantage of this feature, we have also added a new
optional control scheme - single stick! This removes the right stick in favor of target locking, alongside a few other changes. In tandem with multi-touch, it now serves as a competent yet approachable way of playing. To that end, here’s some footage of us putting it through its paces in a Pre-Mech Duke Fishron fight! --- Until next time, Console &
Mobile friends - thanks for all of your love and support! The team is feeling pretty good about console & mobile at this point, but we know that the bug reporting never stops! So, please, as you run into any issues, be sure to file a Bug Report via the links below! CONSOLE BUG REPORTS MOBILE BUG REPORTS Back to Table of Contents Greetings
Terrarians! Here's the latest and greatest happenings on the Community side of things. Thanks as always for being the most engaged and awesome gaming Community ever! TERRARIA MERCHANDISE HUB The Terraria merchandise hub is where you can find all of the latest and greatest Terraria merchandise all year round - with new stuff arriving
all of the time! Check out the latest merch drops as well as some classics and pick up that epic Terraria gift for a friend (or yourself!). Click the banner above to head to Terraria.org/store now! TERRARIA MERCHANDISE UPDATES TERRARIA GREEN CAP JUST DROPPED ON TERRARIA.SHOP We can neither confirm nor deny that the Green Cap that
just dropped on terraria.shop is indeed THE Green Cap worn by everyone's favorite Guide, Andrew... or just a really good imitation. Either way, you will be cruising the biomes of Terraria in style with this brand new headgear! As always, click on the image above to head on over to terraria.shop and pick yours up today. While you are there, check out
the entire collection of amazing merch over at terraria.shop! TERRARIA - THE BOARD GAME UPDATE Hello Terrarians! Chris here, lead developer at Paper Fort Games; I'm back with this month’s Terraria: The Board Game designer diary. Firstly, we want to wish a very happy 14th birthday to Terraria for earlier this month - congratulations to the
Re-Logic team for this amazing milestone! This month has been dominated by preparations for UK Games Expo 2025, one of our favourite tabletop game conventions. You'll find full details below, as well as updates on pre-production components, biome tile art and more. If you missed the campaign but would like to get your hands on the game, don’t
worry! Late pledges are now available by clicking the link below... TERRARIA: THE BOARD GAME CAMPAIGN LATE PLEDGES Grab your pickaxes and let’s dig in! VISIT US AT UKGE 2025, STAND 2-714 From Friday 30th May to Sunday 1st June, the Paper Fort Games team will be at the UK Games Expo in Birmingham, UK. Last year, we met loads
of you at the show, and we’d really love to see you again; if you’re attending the convention, please swing by stand 2-714 to say hello and check out how the game has developed since UKGE 2024. We’ll be running multiple demos of the game every day of the convention, as well as bringing our daily giveaways, beanbag toss, slime balloons and King
Slime photo cutout; we can’t wait to see you there! Below are some photos from our stand in 2024: --- LATEST PRE-PRODUCTION COMPONENTS In anticipation of UKGE, we’ve been working with the Gameland manufacturing team to produce as many close-to-final components as we can for demos at the convention. This has involved lots of
preparation of print files, reviewing of proofs and discussions with the factory, but we were very keen to have up-to-date copies to show at the event. Last year (and until very recently), we were using a handmade version of the game for demos and development, featuring laser-cut tokens, generic dice and 3D-printed miniatures; this year we’'re
delighted to be showing off the game’s production-quality components (though Chris is a little sad at not being let loose on the laser as much this year...) You'll be able to see the game’s organiser trays, die-cut punchboard pieces, moulded plastic miniatures, printed transparent cards, wooden character pack, spiralbound Bestiary/ Crafting Menu, full-
art card sleeves and much more. We received many of these components in advance - Gameland are going to be bringing a few of the remaining components to the show. Below is a selection of the new components; it’s wonderful to finally see the tokens and tiles as punchboards! Gameland also sent us this video of the spiralbound Bestiary/ Crafting
Menu sample, complete with the foiling on the covers! --- GAMEPLAY VIDEOS Getting our hands on these latest production-quality components will also give us the chance to do something we’ve be wanting to do for a long while - make new gameplay videos! With the game’s rules in flux due to playtesting and our development copy of the game get a
bit ropey from all the handling/ stickering/ scribbling we’ve subjected it to, we haven’t been in a position to make a video that shows off the game in the way it deserves - until now! Once we’ve recovered from UK Games Expo, we’ll be organising a filming session; let us know in the comments if you’d prefer a full playthrough, bitesize overviews of
different aspects of the game, or something else! GAME DEVELOPMENT NEWS Here’s what we’ve been focusing on this month: Rulebook: The rulebook rewrite is ongoing - it’s taking a little longer than anticipated but it’s worth spending time on. The good news is that it’s simpler, and shorter! Card wording changes: We’ve been going through the
wording on every card with a fine-toothed comb to ensure consistency, simplify concepts and shorten text where possible. We’'re currently replacing commonly used terms (such as draw, discard and scrap) with icons so it’s easier to parse a card’s effect at a glance. Bosses: As well as streamlining Boss behaviours and mechanics, we’ve been trying out
a new idea that make a boss’s spawned ally more than just another enemy token in the world. We’re testing a new idea whereby Allies powerup their Boss via a ‘buff’ track - players will have to decide how to move Allies on this track to balance rewards and boss buffs. The wrinkle is that an Ally gets added each turn, forcing Allies already on the track
into new spaces. We’ll have more about this next month, but here’s a sneak peek of the prototype cards: --- We'll be Back in June! Remember; if you missed the campaign but would still like to get your hands on the game, late pledges are now available via the link below: TERRARIA: THE BOARD GAME CAMPAIGN LATE PLEDGES Until next time!
OTHER COMMUNITY NEWS TERRARIA MEDIA SPOTLIGHT The Terraria community is filled with incredible fan media. We love to browse Terraria associated social pages and check out the creative minds sharing wonderful creations. We wanted to spotlight some of the trending media that caught our attention this month. Please let us know if any
of the shared media has a different original creator. (CLICK A GIVEN IMAGE TO HEAD OVER TO THE THREAD WHERE WE SAW IT) by Wangdashe by SnookyZun by Comfortable-Mark5714 by dannonallred by Suinumi by RPDak by Shadou by 1That one guy by deerpawz by Argengy by phhooo by @Alpre2 by Butterscotchlll4464 by DR3ADM4N by
@CloudArcade by Drawnbykrishna by AEngel-Art-777 by r2d2upgrade by MakFeed by fenced inl by 1984ren by Yampishna by @Mr Creamy by @Scarleihemn TERRARIA TRIVIA EVENT WINNER! Congratulations to those who were able to participate in our first ever Trivia Event! 1st Place: 50,000 points and the Event Winner role go to
StarsAndStuff for scoring 26659 Points 2nd Place: 30,000 points go to hp-printer5 3rd Place: 20,000 points go to t! 4th Place: 10,000 point go to Monarchia! 5th Place: 5,000 points go to RadiantReaper Thanks again to everyone for participating! And special thanks to our team of Event Coordinators and Event Helpers! If helping out with events like
this interests you, feel free to ask about applying for the Event Helper position by DMing Mod Mail in the Terraria Discord server. If you have an idea for a server event, you can send it to Event Mail to be considered. Event Coordinator applications open every so often, so keep an eye out on that channel! Until next time, Terrarians - we hope you have
an amazing month, and we look forward to bringing you the latest and greatest next time! Back to Table of Contents Last edited: May 29, 2025 Slimy... very slimy (and still no release date...) Slime weapons? How neat! Moderately suprised they dont come from King Slime. That being said WHERE'S MY ROPE WHIP Yep, somebody get me a phone
cause I CALLED it, but its fine nothing we can do but wait, but those slime weapons look pretty cool. Hyped for new early game weapons can’t wait! Slime Whip is surprisingly interesting for a starter weapon. Looking forward to trying it. Wait, surely Snapthorn is being retiered or something, right? Having 3 preboss whips and then nothing until post
skeletron is.... questionable. 4 pre boss whips and nothing until HARDMODE if you play on drunk worlds like me. Old Master Rope God said: Wait, surely Snapthorn is being retiered or something, right? Having 3 preboss whips and then nothing until post skeletron is.... questionable. 4 pre boss whips and nothing until HARDMODE if you play on drunk
worlds like me. Underground Jungle loot is intended & tiered for after killing EoW/BoC, and even then, obtaining Snapthorn is drastically more difficult than killing some slimes at spawn. There's also going to be a lot of new whips in general including in Pre-Hardmode. Another starter spear is a questionable decision in my opinion but the slime whip
is very appreciated, this will hopefully satisfy those people who want to play summoner only and are stuck doing things like killing themselves for abigail's flower. The day one 1.4.5 summoner playthrough is going to go extremely hard Underground Jungle loot is intended & tiered for after killing EoW/BoC, and even then, obtaining Snapthorn is
drastically more difficult than killing some slimes at spawn. There's also going to be a lot of new whips in general including in Pre-Hardmode. So its like how you can fight Duke pre mech? Not impossible, but not normal. I thought EVERYONE just got pre boss snapthorn.... niiiice, now i wonder how much closer we are to the final final final final final
final final final update... What do you all suppose these are? We know that everyone is desperately wanting a release window. We discuss this very topic on a regular basis - ultimately, we don't want to ever cut corners, and we want to be very sure of any date/timing we give whenever it is ready for prime time... so just hang in there with us a bit
longer. So, if at the end of May there's no ETA yet, that makes the prospect of a release before September doubtful. Old Master Rope God said: Wait, surely Snapthorn is being retiered or something, right? Having 3 preboss whips and then nothing until post skeletron is.... questionable. 4 pre boss whips and nothing until HARDMODE if you play on
drunk worlds like me. In other teasers they've shown off a crimtane whip, demonite whip, and meteorite whip Damn, when it was talking about lack of options in earlygame I for sure thought they would reveal a new magic weapon. It's the most barren tier for any damage type right now (only 4 weapons that aren’t just worse reskins.) Damn, when it
was talking about lack of options in earlygame I for sure thought they would reveal a new magic weapon. It's the most barren tier for any damage type right now (only 4 weapons that aren’t just worse reskins.) I wouldn't say 4 is particularly bad. is no one commenting the stackable shrimpy truffles and draxes in the mobile boss fight video???? did they
already announce this stuff in the past and i missed it? Here is a collage of the icons of the most-subscribed Terraria mods available on the TML Steam Workshop! Wow, I didn’t in know the Summoner Ul mod that uses my minion counter concept was so popular! Last time I checked about a year ago it was at maybe 200 ratings. I'm glad a lot of people
are finding it useful! Page 2 Nice, more slime stuff! (now we need Slime Arrows and some Slime Magic, and maaaaybe the Slime Sword from King Slime) the dude who made the Legos: UPLOAD IT ON LEGO IDEAS! Hype 1.4.5 update. So many good ideas for an already amazing game! STOKED! Incredible. Whip bias aside, it's amazing to see an
earlygame version of the Oiled debuff. This clearly means we need a new earlygame flamethrower to capitalize on it The spear should have had the Ghastly Glaive animation so it's cooler smh Is it just me, or when the Slime Whip is used the second time, it doesn't do the usual whip overhead arc and is instead different? YES the multi-touch feature on
mobile is so good and i am so glad that it's going to be a thing y'all don't know good it is to play games with something like that (because most games lack that feature entirely) SO HYPE!! >< AHHHHG!! I LOVE THIS GAME I wonder if the devs are planning to add functionality to the "sparkle slime" debuff? What do you all suppose these are? I don't
know what this is, but I just want to say something. It looks like the turkey feather that was in the old unique edition. That feather was for summoning the little turkey. And that turkey was for summoning the boss, the crazy fried turkey on a plate. You could do that for Thanksgiving. However, I am sure that this item will have another purpose. I think



the developers will not want to return this removed boss. Maybe this feather could be used to write something on paper? Or make someone sneeze? ( : Last edited: May 29, 2025 I don't know what this is, but I just want to say something. It looks like the turkey feather that was in the old unique edition. That feather was for summoning the little turkey.
And that turkey was for summoning the boss, the crazy fried turkey on a plate. You could do that for Thanksgiving. However, I am sure that this item will have another purpose. I think the developers will not want to return this removed boss. Yeah, I highly doubt Turkor the Ungrateful will return. Page 3 Alright, this may just be the slime but i'm
getting desperate now for this big as king slime update especially since there's nothing in the community going on, GIVE. is no one commenting the stackable shrimpy truffles and draxes in the mobile boss fight video???? did they already announce this stuff in the past and i missed it? This was announced in the past; many more items are stackable
now. slime whip looks great, finally a summoner weapon without having to suffer the jungle or having to shell out 10 gold. also it pulling items towards you is a very cool detail edit: i know it's really late in the development process, but would there be a way to allow players to color their eyes fully? like full white, or full black. Slime debuff increases
Burn DoT? Pyromaniacs are cheering at this update. Old Master Rope God said: ... What about only counting viable weapons? You get maybe 5 per class tops. Only 1 earlygame summon weapon has no niche and it's Slime Staff, which is also getting more easily available next update due to becoming a king slime drop. The rest of them are best in
different situations and some of them (abigail and snapthorn) even see some niche utility in hardmode. more whips is always hype in my books Wait so does this mean the Slime Gun could be usable now? I'm really looking forward to the new update! Many thanks to the developers for their work! But I'm also really looking forward to at least some
information on my proposal about changing the seasons, it seems to me that it's quite easy to implement, and it so coolly updates the visuals of the game, making it very atmospheric! If anything, you can read about my proposal in detail here: Sprites - Changing textures depending on the season always glad to see more gear added, the more objects in
the game, the more i can add to the R&D collection. i play in journey mode to keep the game as stress-free as possible, since life is providing more than enough of that. so i like to use the R&D feature as an encyclopedia to fill up, alongside the bestiary... still can't thank re-logic enough for journey mode. i swear, the art gets better in every SotG.
WangDashe's looks so cool, i love those fiery shades. SnookyZun once again blowing my mind with that terraria journal. Comfortable-Mark5714's looks incredible, as well... looks like a souls boss in terraria-style. deerpawz made some strangely adorable nightmare fuel. Argengy's also looks great... these epic interpretations of terraria gear really do
make me think of things you'd fight in souls games. i love phhooo's plantera, very detailed and smooth. Drawnbykrishna's zoologist... she is absolutely beautiful. AEngel-Art-777 created some incredible looking creatures, i love that middle one. i wish i was better with words, i'm not doing any of these justice. I honestly think the reason people are
losing their minds a bit in this specific dev cycle may be attributed to the frequency of "State of the Game" news making scope creep more apparent than it would be in other things. I know Terraria has done things this way since practically the beginning, but this time around it was many many months ago that the "we're almost done, we're just
waiting for more music" SoTG got put out. Also possible a bunch of new people who aren't used to being patient showed up. I don't really mind personally though. That's how this game has always worked. In any case, I really hope the Slime Spear isn't that strong. Too many starting area weapons may start invalidating wooden chest items. Page 4
GUYS, I SUGGESTED THE SLIME GUN CHANGE MONTHS AGO IN ONE OF MY RANDOM BAD SUGESTIONS ONE OF MY IDEAS MADE IT INTO TERRARIAAAAA!! we're going to tear this update apart like a rabid dog... Once This wait ends. I thought it would never happen.. that I would traverse life as an empty shell, pining for the moments of
freedom wrought from mine own vehement efforts. A desperate desire to do more, achieve more, and restore my faith in humanity. I thought it improbable, impossible, even, but here we are. I finally managed to apply for a job posting that wasn't a Ghost Posting! I've got an interview at 9:30 at- Hmm? What's that? Terraria still hasn't updated? Oh
pshaw, that's not news. I'll be a Millennial owning a House before Terraria delivers on its crossover content. if the slime spear isn't called the "gel jabber" i'm rioting also might be neat if this gel equipment could get some small upgrades after beating king slime and getting a solidifier. imagine getting a gilded gel jabber that could fire slimy spikes
similar to the spiked slimes slime king summons, or a gilded gel whip that could allow minions to create gel splatters that deal additional damage and inflict the reworked slimed debuff on enemies? EDIT: i also hope that the slimed debuff doesn't just work with On Fire!, hopefully it works with all different types of burn related debuffs like frostburn
and cursed flames We have a Slime Whip? Oooo summoner getting more love. We love to see that Kind of Slimy but i think that is the intention Guess you could call this update an, erm, sticky situation We got slime whip. But still no rope, or chain whip... Small synergies between various debuffs are fun to see. I don't think the game needs to go full
Pokémon on an advanced elemental system, but a few interactions like Slime and On Fire! is sweet! I want to eat gel even more now Edible gel YEAH!!! I love Yampishna's art, cool to see her on here :0 Finally DoT fans are eating good pun intended I honestly think the reason people are losing their minds a bit in this specific dev cycle may be
attributed to the frequency of "State of the Game" news making scope creep more apparent than it would be in other things. I know Terraria has done things this way since practically the beginning, but this time around it was many many months ago that the "we're almost done, we're just waiting for more music" SoTG got put out. Also possible a
bunch of new people who aren't used to being patient showed up. I agree with this. The wait would be easier if we skipped the SOTG for a month so that the developers could focus on feature creeping adding new content instead of having to worry about "updating the community on what is going on" because lets be honest, I don't think they have
anything to update us on other than the occasional 1.4.5 sneak peek and console/mobile additions i know about the terraria merch like the graphic novel and the board game but honestly, does it look like i can afford that stuff? Looks amazing! Hope it releases soon! Page 5 Each month hundreds of new mods are released, each a result of countless
hours of work put into them by their creators. Here is a collage of the icons of the most-subscribed Terraria mods available on the TML Steam Workshop! [] [/] Seeing my mod, Pets Overhaul in one of the most subscribed mods puts a smile on my face Amazing game, amazing community, amazing devs. Old Master Rope God said: And yet it is hands
down the best weapon for Skeletron, huh... It does less than Bee's Knees lol. Bee gun deals 9 damage 6 times per second. Bee's knees with wooden arrows has bees that deal 9 damage 6 times per second and the main shot that deals 28 damage 3 times per second. Bee's Knees is over twice as good as bee gun. Vanilla bee gun is genuinely terrible.
Even mage has better options in the form of things like Demon Scythe, which may not have homing, but has basically 4x the base dps so even if you miss 3 quarters of the time it's as good. It does less than Bee's Knees lol. Bee gun deals 9 damage 6 times per second. Bee's knees with wooden arrows has bees that deal 9 damage 6 times per second and
the main shot that deals 28 damage 3 times per second. Bee's Knees is over twice as good as bee gun. Vanilla bee gun is genuinely terrible. Even mage has better options in the form of things like Demon Scythe, which may not have homing, but has basically 4x the base dps so even if you miss 3 quarters of the time it's as good. Worst part is It has no
armor penetration What do you all suppose these are? They're definitely not bringing back Turkor the Ungrateful but I still think it'd be cute to have a resprited Turkey pet like what they did with the Orca, it could be sold by the Zoologist or Santa Claus as a reference to Christmas turkey Is there going to be an open beta game test? I won't complain.
The devs showed content this time, not just a "we're still working on it." Although the guy who writes the State of the Game will have to satisfy the hype surrounding this update in the next State of the Game, at least the Steam one, because if I were a dev, I wouldn't want to read the responses I get there. It's great that at least they have people here
who support them unconditionally. I suggest (as always) adding more transparency regarding the situation they're in. Honesty is really necessary now to calm the situation. Because I have a feeling the Devs are going to do something during a certain Pride month and Steam is going to eat them alive. If not, I applaud you, because I wouldn't risk doing
that with an angry community (at least on Steam). I won't complain. The devs showed content this time, not just a "we're still working on it." Although the guy who writes the State of the Game will have to satisfy the hype surrounding this update in the next State of the Game, at least the Steam one, because if I were a dev, I wouldn't want to read the
responses I get there. It's great that at least they have people here who support them unconditionally. I suggest (as always) adding more transparency regarding the situation they're in. Honesty is really necessary now to calm the situation. Because I have a feeling the Devs are going to do something during a certain Pride month and Steam is going to
eat them alive. If not, I applaud you, because I wouldn't risk doing that with an angry community (at least on Steam). Just checked out the steam state of the game, I surprised Re-logic even bothers to interact with these people Just checked out the steam state of the game, I surprised Re-logic even bothers to interact with these people They don't
interact at all other than posting announcements which is bare minimum as far as "interactions with the community" go. ReLogic prefer the "toxic positivity" of these forum's community instead. I guess i can't blame them for that. Id love to see slime armour, it wouldn't be strong, but, it's bonus could be "halves fall dmg" or "coats enemies in slime on
impact" So it could be like a semi decent starting lucky horseshoe for new and old players, helping with large falls at the start, or, if paired it coats enemies in slime, it could be like the weapons, but, bouncy? I dunno, i think it would be cool though, like a starting set other than wood Thanks They don't interact at all other than posting announcements
which is bare minimum as far as "interactions with the community" go. ReLogic prefer the "toxic positivity" of these forum's community instead. I guess i can't blame them for that. Over there, you have 1/3 of the comments complaining about why they don't drop the update NOW! Instead of selling more merchandise. 1/3 of comments are rage-baiting
for Steam Jester Awards. And the rest discuss about the other two kinds of comments above. Why would anyone want to interact with that? I wonder if every time someone complains about stuff like no release ETA they make us wait another month for the update I wonder if every time someone complains about stuff like no release ETA they make us
wait another month for the update If every complaint about the update not coming out delays the actual release date by 1 day. I'm excited to play Terraria 1.4.5 in 2045. I don't have much hopes, but would it be possible to, like the coins and bars, have placeable potions? I don't have much hopes, but would it be possible to, like the coins and bars,
have placeable potions? I was about to say that this is already a thing, but then I remembered it's only for health and amana potions I feel like some of them (the ones that could stand on their own) should have this, and there should be a kind of potion rack thing to hold the others that couldn't stand on their own (ironskin, swiftness) Page 6 What if
slime gun was a mage weapon that did a small amount of damage, then we would have a full set of slime weapons Id love to see slime armour, it wouldn't be strong, but, it's bonus could be "halves fall dmg" or "coats enemies in slime on impact" So it could be like a semi decent starting lucky horseshoe for new and old players, helping with large falls
at the start, or, if paired it coats enemies in slime, it could be like the weapons, but, bouncy? I dunno, i think it would be cool though, like a starting set other than wood Thanks This sounds like a really cool idea, it would be nice and easy to obtain at the start of the game and pretty balanced! we don't want to ever cut corners, and we want to be very
sure of any date/timing we give whenever it is ready for prime time... Yes, yes, yes. We've been hearing this for two years now, starting in 2023. It's like shaving foam, you don't know when it's going to end until it does. Just do your job, we'll wait a few more years. P.S. No aggression in the message, just tired of waiting. I have looked at all state of the
game posts and found a secret message that RelLogic has been hiding: Terraria 1.4.5 will release when it is ready Yeah, I highly doubt Turkor the Ungrateful will return. Is there a specific reason, like the devs stating at some point they didn't like the boss? Fair enough. Sucks that it is the only good mage option against Skeletron though, makes repeat
playthroughs rather boring. I've defeated Skeletron using the Space Gun without problem, I think it's a bit of exaggeration to say it's the only option. Is there a specific reason, like the devs stating at some point they didn't like the boss? They removed it in 1.3 to make all Terraria versions the same. It is not coming back, they have stated multiple
times. Is there a specific reason, like the devs stating at some point they didn't like the boss? It's not clear they could bring the removed console/mobile content back even if they wanted to. It's content that came from Engine/Codeglue/505, not from Re-Logic. They've entirely stopped working with these studios now. Does the intellectual property of
Ocram, Turkor, Lepus, etc. belong to Re-Logic because they were part of Terraria; or to their original developers and publishers, who were not Re-Logic? It's even more complicated when you look at some of the old mobile content that involved other third parties. For example on Google Play you could get a pet Android mascot; on Amazon it was
planned to be a parcel delivery drone (but it got removed with no explanation), and there was a whole Worms 3 crossover with a pet Worm and an Old Lady. It might be relevant that some former content was added back in a way. The old pet slime? Now you've got the slime prince and princess pets. The Tiphia? Now you've got the Baby Hornet.
Werewolf? Baby Werewolf! And the Orca is coming back in 1.4.5, too. All of those are very generic things; the first three being "pet version of an existing enemy" and the last being "actual real-world animal". Anyway, after they broke their relationship with 505 & co., they lifted the ban on modding back the exclusive content, so now if you play on PC
you can get Consolaria if you want Turkor and friends back. Is there a specific reason, like the devs stating at some point they didn't like the boss? If memory serves Red has stated in a few places that he thinks the old mobile and console content was bad for the most part and didn't really fit in with the game's vision, and I tend to agree. So, I don't
normally address this stuff - because in all honesty, nothing anyone says short of "OMG HERE IS THE UPDATE!!!" is going to make anyone that is currently up in arms about how long the update has taken happy - but since some folks have taken care to cast some specific questions, I will make an exception this time. The devs showed content this
time, not just a "we're still working on it." Although the guy who writes the State of the Game will have to satisfy the hype surrounding this update in the next State of the Game, at least the Steam one, because if I were a dev, I wouldn't want to read the responses I get there. It's great that at least they have people here who support them
unconditionally. I suggest (as always) adding more transparency regarding the situation they're in. Honesty is really necessary now to calm the situation. We show content pretty much every month? There have been the occasional "recaps", but I would say at least 9/10 SOTG posts have at least one if not multiple content spoilers. Some are overt,
some are more subtle or even hidden. "Satisfy the hype" - everyone's going to have their own expectations around what this update contains and how excited they are about any or all aspects of that. All we can do is be as open as we can - we will never spoil everything. What you make of that when it is out, we will see. Not sure what else anyone can
do to "satisfy the hype". As for reading responses, I know at least I read a lot of them everywhere. Lack of response =/= lack of reading. As I said above, there is no response that I could give anyone that would do anything materially to impact that outside of a release date. "Adding more transparency" - what, precisely, do you feel that you are
missing? What bits of information do you feel would materially and sufficiently address your concern? Serious question. Beyond that, as we have said, the team is working away on what remains to get done. That takes however long it takes, unfortunately. They don't interact at all other than posting announcements which is bare minimum as far as
"interactions with the community" go. ReLogic prefer the "toxic positivity" of these forum's community instead. I post it to both locations each month... and read the comments. Again, unless I/we have something material to say, what good would it do to "debate" the situation? It won't make the update come any faster. It won't really satisfy anyone's
anger (for those that are angry). I would say we are WELL aware of the discontent around the timing of the update, so I don't think we are unaware of any negativity. The longer any update takes, the more it costs us as well, as it goes in game dev where time is money. Over there, you have 1/3 of the comments complaining about why they don't drop
the update NOW! Instead of selling more merchandise. I'll address the last point here, since it wasn't already addressed. Things like merch are wholly and completely disconnected from the development of the game. Precisely zero dev team time is taken up by merchandise. Not in the design, not in the production, not in the delivery or logistics. We
work with external partners that do all of that for us - our sole role in that process is approvals and then sharing whatever comes out with the community. Mostly, that is my time that is taken up, not anyone else's. Whether merchandise exists or not has literally no impact on the timing or content of any update. If you don't like the merch stuff, then
just ignore it and move on by. I sort of get the logical point being made - "if you guys have time for merch, you should have time to get the update out" - but that is really a red herring. If we stopped all merch immediately tomorrow, the update will come out at precisely the same time as it would have anyway. The same would have been true if we had
stopped a year ago. It's a red herring, ultimately, as such. Perhaps the one exception is the Graphic Novel, where I do spend some of my time producing the story outlines and then reviewing the scripts and art in detail. Then again, I don't do any art or code... so again, no impact on the development of the game. Our focus remains to try and make as
much cool stuff as we can for everyone. We remain a small indie team (smaller than before due to some unfortunate events in the past) and that's probably what we will always be. We have no desire to be a 300 person studio. I won't dive into the whole "14 years of free content updates" dynamic nor the "why can't you guys make the 19th(?) free
content update as fast as the 17th(?). Whilst this may be true, it doesn't really capture the symbiotic dynamic that has been Terraria all of this time and as such shouldn't be used as some get out of jail free card. Rest assured that the simple fact is that we want this done soon, but also done right. We are doing all that we can each and every day to
make that a reality. No one looks forward more to the day where we can say "here is the release date" than me, trust me. Again, happy to answer anything that I can - but I don't think it is going to materially impact your happiness until that date arrives. It's times like these I reminish over the days of 1.1 where the game was "officially done" and there
was no content to look forward to, no bread crumbs at all, just what the community offered. It was truly a different time to be around for nothing but the love of the game. It's honestly absurd this game has been providing us for free content for this long, and not just random garbage but tripling the game content every major patch, the amount of
value even other indie games would lock behind expensive DLCs. It really is as they say, the more you give people free stuff, the more people you'll upset. Also shout out to the people working on managing and gathering all the news in these posts for this long and this consistently, I can't do it for my own small projects, god forbid a game with this
much moving parts and content to be talked about. We should be celebrating how much this community has grown (and how much it's continuing to grow) rather than whining over not being given *enough* bread crumbs as if people are paying for these. I don't really care*, I have all of Tmod to work with (and GTa) (and star technology) (and mlb 24
rtts)(and madden 25) *WHEN THE UPDATE COMES So, I don't normally address this stuff - because in all honesty, nothing anyone says short of "OMG HERE IS THE UPDATE!!!" is going to make anyone that is currently up in arms about how long the update has taken happy - but since some folks have taken care to cast some specific questions, I will
make an exception this time. We show content pretty much every month? There have been the occasional "recaps", but I would say at least 9/10 SOTG posts have at least one if not multiple content spoilers. Some are overt, some are more subtle or even hidden. "Satisfy the hype" - everyone's going to have their own expectations around what this
update contains and how excited they are about any or all aspects of that. All we can do is be as open as we can - we will never spoil everything. What you make of that when it is out, we will see. Not sure what else anyone can do to "satisfy the hype". As for reading responses, I know at least I read a lot of them everywhere. Lack of response =/= lack
of reading. As I said above, there is no response that I could give anyone that would do anything materially to impact that outside of a release date. "Adding more transparency" - what, precisely, do you feel that you are missing? What bits of information do you feel would materially and sufficiently address your concern? Serious question. Beyond that,
as we have said, the team is working away on what remains to get done. That takes however long it takes, unfortunately. I post it to both locations each month... and read the comments. Again, unless I/we have something material to say, what good would it do to "debate" the situation? It won't make the update come any faster. It won't really satisfy
anyone's anger (for those that are angry). I would say we are WELL aware of the discontent around the timing of the update, so I don't think we are unaware of any negativity. The longer any update takes, the more it costs us as well, as it goes in game dev where time is money. I'll address the last point here, since it wasn't already addressed. Things
like merch are wholly and completely disconnected from the development of the game. Precisely zero dev team time is taken up by merchandise. Not in the design, not in the production, not in the delivery or logistics. We work with external partners that do all of that for us - our sole role in that process is approvals and then sharing whatever comes
out with the community. Mostly, that is my time that is taken up, not anyone else's. Whether merchandise exists or not has literally no impact on the timing or content of any update. If you don't like the merch stuff, then just ignore it and move on by. I sort of get the logical point being made - "if you guys have time for merch, you should have time to
get the update out" - but that is really a red herring. If we stopped all merch immediately tomorrow, the update will come out at precisely the same time as it would have anyway. The same would have been true if we had stopped a year ago. It's a red herring, ultimately, as such. Perhaps the one exception is the Graphic Novel, where I do spend some
of my time producing the story outlines and then reviewing the scripts and art in detail. Then again, I don't do any art or code... so again, no impact on the development of the game. Our focus remains to try and make as much cool stuff as we can for everyone. We remain a small indie team (smaller than before due to some unfortunate events in the
past) and that's probably what we will always be. We have no desire to be a 300 person studio. I won't dive into the whole "14 years of free content updates" dynamic nor the "why can't you guys make the 19th(?) free content update as fast as the 17th(?). Whilst this may be true, it doesn't really capture the symbiotic dynamic that has been Terraria all
of this time and as such shouldn't be used as some get out of jail free card. Rest assured that the simple fact is that we want this done soon, but also done right. We are doing all that we can each and every day to make that a reality. No one looks forward more to the day where we can say "here is the release date" than me, trust me. Again, happy to
answer anything that I can - but I don't think it is going to materially impact your happiness until that date arrives. This is not going to stop people from complaining the same old complaints but thank you for addressing the issues they bring up. {Insert something about how I'm really exited for the update here} Again, happy to answer anything that I
can - but I don't think it is going to materially impact your happiness until that date arrives. The Steam State of the game post made a mistake by posting the same Zoologist fan art twice. Can you fix the one drawn by Drawnbykrishna? I post it to both locations each month... and read the comments. Again, unless I/we have something material to say,
what good would it do to "debate" the situation? It won't make the update come any faster. It won't really satisfy anyone's anger (for those that are angry). I would say we are WELL aware of the discontent around the timing of the update, so I don't think we are unaware of any negativity. The longer any update takes, the more it costs us as well, as it
goes in game dev where time is money. ------------------ I'll address the last point here, since it wasn't already addressed. Things like merch are wholly and completely disconnected from the development of the game. Precisely zero dev team time is taken up by merchandise. Not in the design, not in the production, not in the delivery or logistics. We work
with external partners that do all of that for us - our sole role in that process is approvals and then sharing whatever comes out with the community. Mostly, that is my time that is taken up, not anyone else's. Whether merchandise exists or not has literally no impact on the timing or content of any update. If you don't like the merch stuff, then just
ignore it and move on by. I sort of get the logical point being made - "if you guys have time for merch, you should have time to get the update out" - but that is really a red herring. If we stopped all merch immediately tomorrow, the update will come out at precisely the same time as it would have anyway. The same would have been true if we had
stopped a year ago. It's a red herring, ultimately, as such. ------------------- Our focus remains to try and make as much cool stuff as we can for everyone. We remain a small indie team (smaller than before due to some unfortunate events in the past) and that's probably what we will always be. We have no desire to be a 300 person studio. I won't dive into
the whole "14 years of free content updates" dynamic nor the "why can't you guys make the 19th(?) free content update as fast as the 17th(?). Whilst this may be true, it doesn't really capture the symbiotic dynamic that has been Terraria all of this time and as such shouldn't be used as some get out of jail free card. Rest assured that the simple fact is
that we want this done soon, but also done right. We are doing all that we can each and every day to make that a reality. No one looks forward more to the day where we can say "here is the release date" than me, trust me. So, couple of things: "WELL aware of the discontent" I'm sure that you are "WELL" aware of the discontent, and people who have
discontent aren't looking for a debate. They're looking for an update to be delivered as promised, not another update claimed to be ready by 'X' date and 'Z' time, only to be delayed indefinitely because you ran a poll within your localized 'community' of clearly sycophantic fans who decided "Sure, we'll wait for another few years for this update.". --------
To your point about merch, I can't speak to other folks' opinions regarding the Merch info, but I can elaborate on my opinion and how I feel you misinterpret peoples' feelings on the matter. I know that when I look for an update, I'm looking for an update- not an advertisement. I don't want to learn about all the plushies I'll never buy, the kitchy things
that I don't need in my house, making more clutter, I want to know the progress and estimated time of release. I neither know nor care about what resources you put into your merch production, I only care that you folks don't release anything on time like you keep saying you will. -------- Your focus is a great idea, really; no sarcasm. The problem isn't
with your grand ideas or your goals, however lofty or grounded. Your problem is that you let perfection be the enemy of good. Instead of giving sectional, or decoupled updates, you give one large update and go "SEE?! Wasn't it worth waiting X-number of years for this?? Don't forget, this is the last update ever!" And repeat the cycle. Again, and again,
and again. As for the "discontent", the "anger" and the reasons to "bother talking to those kinds of people" (Paraphrased from other posters), I think it's important to remember how many times Re-Logic as a company has repeatedly made promises or set expectations, only to break or blow past them. I think it's important to remember how many
people only ever eventually got to this place, and why, because I know for myself that I was never this angry when we were learning about 'Terraria: Otherworld'. But I can definitely remember getting angry at yet another update that has been pushed back again, and again, and again, and.. aren't you about to add a bunch more because of Palworld?
Or, wait, was it Dead Cells? What's next? An Among Us crossover that'll extend the update another year or two? You know, the update you have every option and opportunity at any time to cut off and make more manageable? The same one you won't because then you can't claim for the.. third time? That this update is the last "WE TOTALLY SWEAR
THIS TIME"? I kind of hate having the complex emotions one can experience about a situation being reduced to "You're just an angry [Insert Various Passive Insults Here]". We who are angry are likely the fans who have been here since the advent of an entire sequel, only to find ourselves still being promised content after years of ongoing delays and
cancellations. Sure, there are other games, and we play them, too. But those games we play likely don't keep over-promising, and under-delivering on every update. Want fewer angry people? Get over your principals and release the Dead Cells content, separate from the rest of your update. Grow the gumption to get update 1.4.6 out later, and get the
2023-promised 1.4.5 update released before being halfway through 2025. Oh. Wait.. it's already June. Guess it's too late. They're looking for an update to be delivered as promised, not another update claimed to be ready by 'X' date and 'Z' time We did give a date a long while back - when the scope of the update was MUCH smaller. That was an error -
and one we are not looking to repeat, which is why you aren't even getting speculation on timing until it is certain. My point on the "debate" is precisely what you are saying - its pointless because ALL that matters is "here is the date/update". My comment there was around "why aren't you engaging with the angry Steam people"? Seems we are in
agreement there? To your point about merch, I can't speak to other folks' opinions regarding the Merch info, but I can elaborate on my opinion and how I feel you misinterpret peoples' feelings on the matter. I know that when I look for an update, I'm looking for an update- not an advertisement. I don't want to learn about all the plushies I'll never buy,
the kitchy things that I don't need in my house, making more clutter Then don't read those sections? There is a reason they are at the bottom, with spoilers and game news at the top. I don't mean that rudely (text =/= tone), just matter of fact. I want to know the progress and estimated time of release. We share progress each month. Game dev is not
a linear process like an assembly line, it is a winding road. Rest assured that I ask for progress and/or a date estimate weekly. If we had an estimated time window, we would give it... but to your point in section one, giving dates that don't happen is even worse. I only care that you folks don't release anything on time like you keep saying you will. We
have always released things "when they are ready" - always. This is why we haven't given dates in the past, and again, were in error this time in doing so. "On time" is "when it is ready." I kind of hate having the complex emotions one can experience about a situation being reduced to "You're just an angry [Insert Various Passive Insults Here]" I've
never done such and would not. I totally understand the frustration. Want fewer angry people? Get over your principals and release the Dead Cells content, separate from the rest of your update. Grow the gumption to get update 1.4.6 out later, and get the 2023-promised 1.4.5 update released before being halfway through 2025 At this point, that
would take longer than just finishing the update as planned. That might have made sense a long while ago, but that ship has sailed. But again, this is what I mean, we are here having an open debate/discussion about things... and yet nothing really gets resolved or will get resolved until we have a release/release date. That is the sole thing that
matters. In the end, what we see in the anger is also passion - people that care about Terraria enough to get angry that there isn't more Terraria... yet. I would never do anything to belittle that or brush it off. I've never understood complaining about the “Still working on it” or “narrowing it down” updates every SOTG as if not saying that will make it
come faster I'm not that worried about how long it's taking personally. I'm used to this. That said it does feel like scope creep has kind of snowballed things into a big omnibus update whereas prior to 1.4 there would much more often be smaller more contained updates, particularly in intervening time between 1.3 and 1.4. "Wiring Update", "Party
Update", "Desert Update", "Dungeon Defenders 2 Crossover Update" and numerous minor updates and bugfixes all in the span of less than a year. I do think it may have been a bit of a mistake to have talked about how close the update was to completion when the project got extended to make time for music to be made for instance. At least for the
people who are getting pressed about this. It seems like the course is set at this point, and I do have other things I can spend my time on while I wait, so do what you need to do to get this thing out good. My impression is that something more complicated is happening behind the scenes. The developer just decided to pick one or two things that have
already been implemented to put in the spoiler. Not because they came up with the idea and added only the Slime Spear and the Slime Whip for the entirety of May. My impression is that something more complicated is happening behind the scenes. The developer just decided to pick one or two things that have already been implemented to put in the
spoiler. Not because they came up with the idea and added only the Slime Spear and the Slime Whip for the entirety of May. This is correct. What is shown as a spoiler may or may not have anything to do with what was worked on that month. I do think it may have been a bit of a mistake to have talked about how close the update was to completion
when the project got extended to make time for music to be made for instance. This is what I mean by the winding road. At that point in time, that was indeed the situation... and then the situation changed. Probably is some scope creep, to be fair... but to be honest, there always is. Page 7 "Adding more transparency" - what, precisely, do you feel that
you are missing? What bits of information do you feel would materially and sufficiently address your concern? Serious question. Beyond that, as we have said, the team is working away on what remains to get done. That takes however long it takes, unfortunately. It wasn't my question; but if I may reply anyway, I'd suggest posting some stuff that's
more behind the scene than just a screenshot of another new item. I remember for a previous update a while ago one of the spoilers was a screenshot of a commit log. But something like a commit activity graph could also be interesting; a way to show that work is ongoing without showing precisely on what. Perhaps a todo list where items that were
not already disclosed are blurred out, but we can still see if there's a "done" checkmark or not. Ultimately those are just suggestions to change a little bit the formula for the next SOTG; it could be anything else. Chippy's video of gameplay "tied" to Red a couple months ago was a good example of fun behind-the-scene content. It wasn't my question;
but if I may reply anyway, I'd suggest posting some stuff that's more behind the scene than just a screenshot of another new item. I remember for a previous update a while ago one of the spoilers was a screenshot of a commit log. But something like a commit activity graph could also be interesting; a way to show that work is ongoing without showing
precisely on what. Perhaps a todo list where items that were not already disclosed are blurred out, but we can still see if there's a "done" checkmark or not. Ultimately those are just suggestions to change a little bit the formula for the next SOTG; it could be anything else. Chippy's video of gameplay "tied" to Red a couple months ago was a good
example of fun behind-the-scene content. Tbh I feel like this creates too much of an incentive to overscrutinize and judge things on unfair metrics like items we know nothing about or technical changes 99% of players won't understand, while leaving stuff like art, balancing, sfx and audio, localization, etc out entirely. You can't really quantify
programming work based on lines of code or amounts of commits you've made. We share progress each month. Game dev is not a linear process like an assembly line, it is a winding road. Rest assured that I ask for progress and/or a date estimate weekly. If we had an estimated time window, we would give it... but to your point in section one, giving
dates that don't happen is even worse. So far it almost seems like ReLogic bit off more than they could chew with this update. Maybe it would have been better if they just made it what it originally was a Dead Cells crossover + Terraria QoL And work on rest of the content bloat in second update for as long as they want with no pressure from the
community that expected the Dead Cells crossover and QoL update to come out in 2023 as initially annnounced. But it's much too late for that now. It wasn't my question; but if I may reply anyway, I'd suggest posting some stuff that's more behind the scene than just a screenshot of another new item. I remember for a previous update a while ago one
of the spoilers was a screenshot of a commit log. But something like a commit activity graph could also be interesting; a way to show that work is ongoing without showing precisely on what. Perhaps a todo list where items that were not already disclosed are blurred out, but we can still see if there's a "done" checkmark or not. Ultimately those are
just suggestions to change a little bit the formula for the next SOTG; it could be anything else. Chippy's video of gameplay "tied" to Red a couple months ago was a good example of fun behind-the-scene content. Tbhh I feel like this creates too much of an incentive to overscrutinize and judge things on unfair metrics like items we know nothing about or
technical changes 99% of players won't understand, while leaving stuff like art, balancing, sfx and audio, localization, etc out entirely. You can't really quantify programming work based on lines of code or amounts of commits you've made. We have discussed this, but it is as @Dapling says: metrics more often will fool you than tell you anything. Let's
take for example development tickets. We could show that graph or number each month - and it would tell you precisely nothing. Some examples: - Ticket A is a quick bugfix that takes 30 minutes. Ticket B is adding a whole new item or feature. With art and code - and probably bugfixes and balancing - it could take a week. On the "graph" they show
up as one ticket each. - Sometimes more complicated tickets wind up generating more tickets. Had that happen just yesterday - in fixing a MP issue, it wound up breaking a pretty sizeable SP dynamic. So then you have to sit back and go "ok is there a different fix?" and if there isn't then you have to decide if you just undo the MP fixx... or keep it and
then try to fix the SP side, which could be 20 tickets in and of itself. And so on and so on... Our concern is that such a graph or number would be misinterpreted more often than accurately showing progress... "you guys only got 79 tickets done this month, last month it was 300?!", "wait you guys actually went backwards this time?!?", etc. Then that
leads to explaining highly technical stuff or things that people either won't understand or don't THINK they would care about (except its a real issue when coupled with 3 other things in context). Maybe it would have been better if they just made it what it originally was a Dead Cells crossover + Terraria QoL Probably correct in hindsight, but the ship
has sailed as you said. So, I don't normally address this stuff - because in all honesty, nothing anyone says short of "OMG HERE IS THE UPDATE!!!" is going to make anyone that is currently up in arms about how long the update has taken happy - but since some folks have taken care to cast some specific questions, I will make an exception this time.
We show content pretty much every month? There have been the occasional "recaps", but I would say at least 9/10 SOTG posts have at least one if not multiple content spoilers. Some are overt, some are more subtle or even hidden. "Satisfy the hype" - everyone's going to have their own expectations around what this update contains and how excited
they are about any or all aspects of that. All we can do is be as open as we can - we will never spoil everything. What you make of that when it is out, we will see. Not sure what else anyone can do to "satisfy the hype". As for reading responses, I know at least I read a lot of them everywhere. Lack of response =/= lack of reading. As I said above, there
is no response that I could give anyone that would do anything materially to impact that outside of a release date. "Adding more transparency" - what, precisely, do you feel that you are missing? What bits of information do you feel would materially and sufficiently address your concern? Serious question. Beyond that, as we have said, the team is
working away on what remains to get done. That takes however long it takes, unfortunately. I post it to both locations each month... and read the comments. Again, unless I/we have something material to say, what good would it do to "debate" the situation? It won't make the update come any faster. It won't really satisfy anyone's anger (for those that
are angry). I would say we are WELL aware of the discontent around the timing of the update, so I don't think we are unaware of any negativity. The longer any update takes, the more it costs us as well, as it goes in game dev where time is money. I'll address the last point here, since it wasn't already addressed. Things like merch are wholly and
completely disconnected from the development of the game. Precisely zero dev team time is taken up by merchandise. Not in the design, not in the production, not in the delivery or logistics. We work with external partners that do all of that for us - our sole role in that process is approvals and then sharing whatever comes out with the community.
Mostly, that is my time that is taken up, not anyone else's. Whether merchandise exists or not has literally no impact on the timing or content of any update. If you don't like the merch stuff, then just ignore it and move on by. I sort of get the logical point being made - "if you guys have time for merch, you should have time to get the update out" - but
that is really a red herring. If we stopped all merch immediately tomorrow, the update will come out at precisely the same time as it would have anyway. The same would have been true if we had stopped a year ago. It's a red herring, ultimately, as such. Perhaps the one exception is the Graphic Novel, where I do spend some of my time producing the
story outlines and then reviewing the scripts and art in detail. Then again, I don't do any art or code... so again, no impact on the development of the game. Our focus remains to try and make as much cool stuff as we can for everyone. We remain a small indie team (smaller than before due to some unfortunate events in the past) and that's probably
what we will always be. We have no desire to be a 300 person studio. I won't dive into the whole "14 years of free content updates" dynamic nor the "why can't you guys make the 19th(?) free content update as fast as the 17th(?). Whilst this may be true, it doesn't really capture the symbiotic dynamic that has been Terraria all of this time and as such
shouldn't be used as some get out of jail free card. Rest assured that the simple fact is that we want this done soon, but also done right. We are doing all that we can each and every day to make that a reality. No one looks forward more to the day where we can say "here is the release date" than me, trust me. Again, happy to answer anything that I
can - but I don't think it is going to materially impact your happiness until that date arrives. Let's see, don't get me wrong. When I say "They showed content," it's because there's more content than just a GIF with a mini-spoiler. Now, regarding more transparency, it's simply letting Steam users know (they only have the State of the Game updates to
know about the development of the updates) that you're very busy with the update, and that for those reasons it's taken longer than expected. I mean more than just a paragraph saying you have a lot of work ahead of you. I know you don't want to spoil much more of the update, and I know Steam's responses aren't pretty. But on the other hand, you
have a part of the community eager to know what's happening with the update and why it's taking so long, and in response, they receive 1/10 of the content in the State of the Game updates and the rest is distributed in community art and merchandise. And again, don't get me wrong, I don't like that something called "State of the Game" has more
content related to the game than the game itself, but is it really too much to ask for a dedicated space to let fans know in detail why it's taking so long? Something like: "Terrarians, we know you're eager for this update, and that you've waited a long time, but we ask for your understanding, we still have work to do, we have the crossover with Palworld
ahead of us, testing the seed combinations, among other things. We may have promised too many things, but we want it to reach you in the highest possible quality, we don't want to taint the quality of our service to you due to impatience. We remind you that this is a free update for everyone. Thank you very much for your patience and
understanding." I may sound like a backtracker, but I really think this would be an improvement, at least for the Steam side of things that don't know the status of the update. I haven't visited the forum for a few days and I'm only seeing this SoTG now. Before that, I was mentally preparing myself to read this. Well, the slime weapons are cool, I like
them, it's more variety for the summoners. And this phrase "just wait a little longer" is already getting on my nerves, but I can't do anything but wait and keep playing Hollow Knight. If this update comes out in October, that's already great, my birthday is that month. In short, it's another "State of the Meeeeeeeh". Now let all the boulders come from
all directions. If y’all need a ga,e to play while waiting for 1.4.5 and have money to spare, Deltarune just came out If you guy have a switch then by all means play whatever available on it old games or new, I dont have one yet, mind, Im waiting for the hype to die down a bit first, Im not in a hurry, also TModLoader, feel free to make your own
adventures on TModLoader if your bored of Vanilla, I actually play TModLoader using only mods to help speed certain things up I usually play near Vanilla as possible, or I just play Vanilla cause I dont really get bored of Vanilla. Since the only stats we can see when playing are defense stats, could you perhaps provide a system or mechanism where
we can view our character stats? Thank you The "final" to-do list that devs mentioned in SoTG from September last year: (They're probably not even halfway through) Well, if they are or are not, the update will still come out when it does and I'm just going to continue to play Terraria and explore different mods and other ways to play until it does come
out. We have discussed this, but it is as @Dapling says: metrics more often will fool you than tell you anything. Thing is I didn't think of that as an actual metric (because indeed it doesn't actually tell you anything meaningful); but it's a fair point that it would be interpreted like this by many people. Well, if they are or are not, the update will still come
out when it does and I'm just going to continue to play Terraria and explore different mods and other ways to play until it does come out. If it ever does that is. Anyways yea i finally started a Calamity playthrough to see if it's any good. Might try Thorium next. By the time 1.4.5 releases I'll probably have enough time to play through every major
tmodloader mod 10 times over. Please, please, please update this before the July STOG. I also started a new Calamity gameplay, this time I'll be multi-class (Summoner, Rogue, Melee), I heard that there was an update that removed some things related to one of the mod's devs... It's going to be a long journey. And @qqqqqgqqq, don't expect the update
to be released before October or before 2026 because it won't happen. If the update were that close to finish, they would have already told you. No, they would have not, they aren’t going to tell us till like the week before they are going to have it out probably. I don't know anyone at the moment who uses the word “a little more” as lightly as they do.
Page 8 I don't know anyone at the moment who uses the word “a little more” as lightly as they do. It's the same devs team who says, "Terraria's final update," since 1.1 If you're new here, you will get used to it. It's the same devs team who says, "Terraria's final update," since 1.1 If you're new here, you will get used to it. As far as I know they haven't
actually called any update a "final update" since 1.4.1. It was mostly something the community made up and the devs never actually stated anywhere after that point. Similarly, the only "final update" before 1.4 was 1.1. They did not refer to 1.2 or 1.3 or any of their minor patches as final updates either as far as I recall. Last edited: Jun 12, 2025 As far
as I know they haven't actually called any update a "final update" since 1.4.1. It was mostly something the community made up and the devs never actually stated anywhere after that point. Similarly, the only "final update" before 1.4 was 1.1. They did not refer to 1.2 or 1.3 or any of their minor patches as final updates either as far as I recall. I think it
goes along the line of "Every update is the last... until it isn't." question for devs do you guys estimate that the update will be Available for the Nintendo switch 1 As thats the only console I play on :3 As far as I know they haven't actually called any update a "final update" since 1.4.1. It was mostly something the community made up and the devs never
actually stated anywhere after that point. Similarly, the only "final update" before 1.4 was 1.1. They did not refer to 1.2 or 1.3 or any of their minor patches as final updates either as far as I recall. Yeah, 1.2 was never stated to be a final update. One of the patches in the mid 1.3s implied some sense of finality I think but it was never directly called the
final update either. We have internally "intended" for at least 3-4 updates to be the "last one"... but here we are. damnnnn. its been one month. where is everyone? question for devs do you guys estimate that the update will be Available for the Nintendo switch 1 As thats the only console I play on :3 These past few updates have been released
simultaneously through all platforms. Last time PC got an update first and consoles later was what, 1.4? It’s been at least 4 years ago since The dream of recommending TERRARIA ver 1.4.5 to students on summer holidays is about to be destroyed. Yes Terraria is still good without 1.4.5, we just need to wait for the update I have never excepted that
my build would be here, thanks for support!! I think the ones who will see this 1.4.5 coming will be my grandchildren... they will be able to enjoy the update.... June resume: "Greetings terrarians", "We're working on it", "Here some spoilers, just so it doesn't go unnoticed", "we still have a few things we want to discuss whether to add or not", "the
finish line is on the horizon for 1.4.5", "just wait a little longer", "We are not ready to give a release date, but 2025 will definitely be an amazing year." I'm sure it won’t take that long, but hopefully we will get it this month I'm sure it won’t take that long, but hopefully we will get it this month Please do not create expectations that there may be a
release date this month.... The disappointment can be great. Last edited: Jun 16, 2025 I just don’t understand why you can’t tell us what’s taking so long, that’s the transparency I want. I don’t want two spoilers a month, followed by paragraphs of other various content, but actual information on the game. I don’t even want more spoilers, I'm not here
for the spoilers, I just wanna know why it’s taken two more years than planned for this update to come out. I don’t care about waiting, I don’t care if they chose to add more crossovers, I don’t care if you don’t have a release date, I do care, however, when devs lie to their players, I do care when we are stringed along, month after month, with false
hopes of “almost there,” I do care when you repeat the same bland excuse every month. We know you don’t cut corners, you don’t have to force that down our throats every SOTG, instead, why not tell us what the corners are? I would gladly wait a decade for an update, so long as I was well informed as to why it was a necessity for me to do so. I don’t
believe Re-Logic has provided anyone with that information, and until they do so, I don’t believe anyone is going to be satisfied. I'm not looking for metrics, I'm not looking for data, I'm just looking for honesty, something to show us that the time taken will actually be for the benefit of the game and the players, and not something done for the sake of
doing it. This isn’t directing anger at anyone, I love the devs and all the admins here, but it’s starting to feel like my love is being taken advantage of. I'm not trying to point fingers or say names, I just really want something other than “be a little more patient, guys.” Page 9 This is my first post here, hope I'm not breaking any rules by not starting a
newcomer thread or whatever. I bought this broke game on May 28, 2011, and I get excited and surprised every single time there's an update. I was expecting this update LAST May 16th, but wasn't incredibly excited about "just a crossover for a game I've never heard of." I also put off doing another run because update soon for like a year, finally
broke down and just did 2 or 3 runs last month, one of which being my first summon only run. Such a great game as is, and I really like the variety that the current secret seeds give, I am INCREDIBLY excited for skyblock and whatever else is in store seed wise. That being said, I want a refund for having to wait this long. You owe me 1.4.5 in a timely
manner, I paid like $10 14 years ago for this, what kind of business are you running here? Is it the seed combos? I heard about that and thought oh boy that's gonna take another year at least. 128 seed combos is quite ambitious, so I understand, but how many of those are thought to be finished? Obviously changes could be made but how's that
category going overall? I really do wish there was some kind of progress bar. There was another indie game that had like 18 updates and each time they would put up a status bar that would look something like this: Seed combos: 50% Dead cells content: 99% Lighting update: 75% Balance changes: 12% New items: 36% Fixing bugs: 1% I think it
would be cool if you guys did something like that. You don't have to tell us when things are going "backwards" like with that ticket count idea, hell you could even lie to us or "forget" to make a number go down when more ideas/bugs come up or whatever, as long as everything isn't at 99% for 6 months. Everyone has been expecting this update "next
month" for the past year it seems like, and the devs haven't seem to have told anyone that's wrong. Give us something guys, tell us at least another 6 months if that's what it's going to take. This SOTG as well as Loki's posts here tell me a minimum 3 months before the update is out, but I just wanna see some numbers. Great game guys, I can't believe
this train is still rolling, thanks for entertaining me for 14 years. Seed combos: 50% Dead cells content: 99% Lighting update: 75% Balance changes: 12% New items: 36% Fixing bugs: 1% That is just not how game development works... you can't just put a percentage on unfinished features, things come up during development, people change their
minds, and some things take much longer than others. If they release these percentage bars and someone sees that they barely moved compared to last month, it's the same problem as the tickets. Also last thing the devs need is to have to deal with criticism on why X is being worked on and not Y, why Z hasn't moved for so long, why Y is taking so
long and so on from people that actually have no clue on game development. But outside of that, you've been playing this game off and on for 14 years and yet still have the audacity to demand a refund over a free update. Think about that for a second. I'm not creating an expectation, just a possibility. If you choose to interpret it as an expectation,
then ok. Whether it's an expectation or a possibility, there's no way they're going to release the update in July. If they want to make it "perfect," it's going to take forever Damn, almost time for the June 2025 SOTG, already where HAS the time gone, and you know I really need to play UnderTale and then deltarune Ive been in a bit of a craving for
them lately, back to terraria, Im hoping its not too long cause the new updates got so much content now, Im dying to try it all out now, but im not trying to tell them to hurry up mind, and Jon as in Johanathon Marrow, its ok I get your point, Id like to know and see what they do behind the scenes for what they actually do to make the game updates,
just cause Im fascinating by all the technical side of things No, they would have not, they aren’t going to tell us till like the week before they are going to have it out probably. Either way, im loosing interest now, i used to enjoy the longer than usual waita to enjoy the update more , but this time around its a joke Y’all it’s been less than 3 years since
the announcement, 1.3.5 to 1.4 took over 3 years Some good questions, so I'll try my best to respond to them... I just wanna know why it’s taken two more years than planned for this update to come out I'm not sure what anyone could tell you that would suffice, but I mean it is not some big conspiracy. Here are probably the biggest factors: The scope
of the update is far larger than the original intended Dead Cells crossover - which presumably everyone knows by now. This isn't the first time that has happened, but it is probably the most it has happened. The scope of the update kept growing for some time, call it scope creep if you want because it probably is. As to "how" or "why" that happened,
to be honest, it ALWAYS happens during Terraria update development. This one just seems to have an extra helping of that for some reason. Ideas from playthroughs, extra crossover falling from the sky (Palworld), ideas from whatever and whomever. That scope creep has more or less been halted a while back (with a few minor exceptions) with the
team finalizing a list of (these things are all that is left that is going in), with the team focused on just executing/testing/balancing/fixing that set list. Some of those things have proven to be quite squirrely to pin down and have taken longer than anyone thought. Losing Leinfors hurt. A lot. Not only to the emotional side of the team, but also to the "way
things work". He was a key part of the process and a master at organization and keeping things on task. I do think some of the extra scope creep came as a result of his absence... and his not being here just slowed everything down in general. Now, things are better now than they were for a while, but they will likely never be the same. Beyond that,
it's literally just "whatever time it takes the team to work through the list" coupled with "unexpected issues taking longer to lock down" with some features. Already said before that in perfect hindsight, we should have just pushed out the Dead Cells update and then done the rest... but that ship has long past sailed. Will own that mistake along with
ever giving a date estimate (which was obliterated by the factors above). I do care when you repeat the same bland excuse every month. We know you don’t cut corners, you don’t have to force that down our throats every SOTG, instead, why not tell us what the corners are Not giving excuses, just telling you like it is. See point 5 above. I ask weekly
"how are we looking on timing", "how's the progress on the list going", etc. There is quite literally nothing else to say but "they are working on it and feel like we are getting there, but not comfortable giving a date yet". Corners cut = pushing out half-baked content, unpolished features, bug-riddled stuff, or just cutting whole swaths of WIP content
altogether. We have tried our very best to avoid such things for the past 14 years. something to show us that the time taken will actually be for the benefit of the game and the players, and not something done for the sake of doing it I mean that will depend on what everyone makes of the update when it comes out, I guess? I think every update has
been for the benefit of the game and players. Already admitted it has taken far longer than expected/desired and shared my observations as to why, but that sort of is what it is at this point. when devs lie to their players Lying implies deceit with malicious intent. Being wrong because things change isn't lying. I am giving you whatever the team feels
comfortable with sharing each month. At no point EVER has that involved lies. We are not some soulless corpo machine - nobody wants this update out more than we do, trust me. my love is being taken advantage of. I'm not trying to point fingers or say names, I just really want something other than “be a little more patient, guys.” I am very sorry that
you feel that way, we are certainly not trying to take advantage of anyone. It is why we have done things the way we have all of this time. At the same time, unless and until I am given a time window or date, there is nothing else that I CAN say but to share what progress I can, ask for your patience until I have that date, and toss in a few spoilers to
help ease the wait. The rest of the stuff is there for the folks in the community that do care about those things - the board game updates, merch stuff, even the community showcase and whatnot. If you ONLY want the "game parts", that's why I put those up front and center so that you can fully ignore everything else if you choose. Again, none of that
impacts development one iota - the artists and coders do not even interact with those things. I hope that helps with some of this - I am not sure what else I could say or address, but I am happy to try to do so if you have anything specific to ask. Seed combos - and seeds in general - take a good amount of time. They are almost "games within the game"
with their own set of rules and problems. I can think of one that shall not be named that has been particularly pesky to get "right". I think it would be fair to say that this particular section of the update has caused some portion of the length of the time taken... but we are too far down the road now. Not every seed combo is a "secret/special" combo to
be clear - so it isn't 128 special seed combos that we are trying to manage. However, each one needs special care - again, like a game within a game. Seed combos: 50% Dead cells content: 99% Lighting update: 75% Balance changes: 12% New items: 36% Fixing bugs: 1% I think it would be cool if you guys did something like that We have debated
such, but as @] Bame noted, this would likely create more confusion than helping things. Game dev is not a linear process... just for one. I am not sure what else I could say or address, but I am happy to try to do so if you have anything specific to ask. Uhh ... Firstly, do you guys think you are very close to finishing the update? And have you guys been
implementing suggestions from the forums ? Uhh ... Firstly, do you guys think you are very close to finishing the update? And have you guys been implementing suggestions from the forums ? As I said previously, I don't have any time window that I can give or have been given. We are closer every day though. We always read over suggestions, but we
are locked in on the final list for this update for now. As I said previously, I don't have any time window that I can give or have been given. We are closer every day though. We always read over suggestions, but we are locked in on the final list for this update for now. Do you have a list of “suggestions we can’t fit into 1.4.5 but we still like?” I hope that
helps with some of this - I am not sure what else I could say or address, but I am happy to try to do so if you have anything specific to ask. Did the litigation issues between Nintendo and PocketPair affect your development? In my opinion, bad specifics are better than none. Can you be sure that the update will be released this year? Last edited: Jun
17, 2025 I hope that helps with some of this - I am not sure what else I could say or address, but I am happy to try to do so if you have anything specific to ask Do you think we'll have more regular hotfixes for bugs in the future after 1.4.5? Having to wait for fixes that were confirmed to be implemented on your guys' end as early as 2022, such as ones
for crashes and the Traveling Merchant bug that prevents him from spawning for long stretches of time, feels pretty bad. Last edited: Jun 18, 2025 Do you have a list of “suggestions we can’t fit into 1.4.5 but we still like?” Not that we can share. Did the litigation issues between Nintendo and PocketPair affect your development? Not that I know of. In
my opinion, bad specifics are better than none. Can you be sure that the update will be released this year? I'm not making the mistake of giving ANY timing until I know for sure from the team. Not even something that broad. Do you think we'll have more regular hotfixes for bugs in the future after 1.4.5? Having to wait for fixes that were confirmed to
be implemented on your guys' end as early as 2022, such as ones for crashes and the Traveling Merchant bug that prevents him from spawning for long stretches of time, feels pretty bad. Do you have specific bug reports on this that I can flag to the team? To answer the first part of your question, short answer is yes to more regularity. More on that
later. Can you add in a way for Hallowed mobs to rarely drop Fallen Logs, like how it is planned for Corrupt/Crimtane enemies to drop Demon/Crimson Altars? Also is it possible to to make Pumpkin Seeds drop from Pumpkins and for Cherries to drop more often from Pink Sakura Trees? (I know you can get both from other sources, I just want them to
be tied to their respective plants) Do you have specific bug reports on this that I can flag to the team? To answer the first part of your question, short answer is yes to more regularity. More on that later. The issue isn'tthat they're not getting addressed, quite the opposite, it's that the bugs have been marked as reported and kazzymodus has even
acknowledged them himself directly at times, but we aren't getting any minor hotfix patches for nearly 3 years. We used to get minor hotfixes much more often than content updates, and I was mostly asking if we'd return to that. Last edited: Jun 20, 2025 The issue isn'tthat they're not getting addressed, quite the opposite, it's that the bugs have been
marked as reported and kazzymodus has even acknowledged them himself directly at times, but we aren't getting any minor hotfix patches for nearly 3 years. We used to get minor hotfixes much more often than content updates, and I was mostly asking if we'd return to that. Most minor hotfixes tend to be located in close proximity to launches -
outside of something critical. That said, I would be way out over my skis to try and give you any technical reasons for why any specific thing wasn't addressed that way. I would have to defer to Kazzy on that. Page 10 Seed combos - and seeds in general - take a good amount of time. They are almost "games within the game" with their own set of rules
and problems. I can think of one that shall not be named that has been particularly pesky to get "right". I think it would be fair to say that this particular section of the update has caused some portion of the length of the time taken... but we are too far down the road now. Not every seed combo is a "secret/special" combo to be clear - so it isn't 128
special seed combos that we are trying to manage. However, each one needs special care - again, like a game within a game. We have debated such, but as @] Bame noted, this would likely create more confusion than helping things. Game dev is not a linear process... just for one. I would like to point out that if you said all this in the next state of the
game, more people would see it, and it might ease the community's feelings (This being the internet, it might also have no effect whatsoever) Also is it possible to to make Pumpkin Seeds drop from Pumpkins and for Cherries to drop more often from Pink Sakura Trees? (I know you can get both from other sources, I just want them to be tied to their
respective plants) Also is it possible to to make Pumpkin Seeds drop from Pumpkins and for Cherries to drop more often from Pink Sakura Trees? (I know you can get both from other sources, I just want them to be tied to their respective plants) I think you should put this in the suggestions forum, though I'm not 100% sure Most minor hotfixes tend to
be located in close proximity to launches - outside of something critical. That said, I would be way out over my skis to try and give you any technical reasons for why any specific thing wasn't addressed that way. I would have to defer to Kazzy on that. He is asking if there is any possibility that, if more 1.4.x updates begin development later down the
line, we will still get hotfixes for bugs that are reported along the way. There are a lot of internal development issues why you can't release hotfixes for 1.4.4 right now, but i imagine that for the future this could be a possibility. I really have been hoping for a chance of the guinea pig pet coming back in a future update. I had my hopes up after seeing
the re-adding of the orca. Having a pet like that would be so much more enjoyable. Seed combos - and seeds in general - take a good amount of time. They are almost "games within the game" with their own set of rules and problems. I can think of one that shall not be named that has been particularly pesky to get "right". I think it would be fair to say
that this particular section of the update has caused some portion of the length of the time taken... but we are too far down the road now. Not every seed combo is a "secret/special" combo to be clear - so it isn't 128 special seed combos that we are trying to manage. However, each one needs special care - again, like a game within a game. I wonder



how Sky Block + Don't Dig Up seeds would interact The entire world is filled in with occasional holes where sky islands were Or, the entire world is a bu ch of sky islands at various layers of various biomes, that you have to build between and make a system to move around. Though that might just be the normal skyblock seed we don’t know. (Side
note but nice pfp) That sounds pretty cool! Very interesting idea The Palworld x Terraria update has received its release date... Now let's hope we get the release date for our beloved 1.4.5 Im sure we will in due time, let’s not go in circles I wonder if the board game will ship soon Man, this ChippyGaming video turned one year old the day before
yesterday. How time flies.... waiting for sotg SugarPookie!!!~ said: (I am actually an advanced AI. Duh.) 01001000 01101111 01110111 00100000 01100100 01101111 00100000 01111001 01101111 01110101 00100000 01100100 01101111 00101100 00100000 0110011001100101 01101100 0110110001101111 01110111 00100000 01000001
01001001 I don’t know how to make this a spoiler or I would have 01001000 01101111 01110111 00100000 01100100 01101111 00100000 01111001 01101111 01110101 00100000 01100100 01101111 00101100 00100000 01100110 01100101 01101100 01101100 01101111 01110111 00100000 01000001 01001001 I don’t know how to make this
a spoiler or I would have 01001001 00100000 01100001 01101101 00100000 01100110 01100101 01100101 01101100 01101001 01101110 01100111 00100000 01000001 01001001 00101101 01010011 01001111 01001101 01000101 00100001 00100001 00100001 00100000 00111010 00110011 Page 11 I really have been hoping for a chance of
the guinea pig pet coming back in a future update. I had my hopes up after seeing the re-adding of the orca. Having a pet like that would be so much more enjoyable. We got the baby werewolf pet back, so it's possible. I'd enjoy a modern respite of it too like the Orca and Baby werewolf. (Turkey pet would also be fun. Not Turkor, just the Turkey pet) I
hope the State of the Game post releases soon! :> Anyways This update looks great, can’t wait for the next SotG that is coming out very soon. My calculations say that it will come out in about 20 minutes, based on the time the other SotGs came out. Y'all gotta chill out; the upcoming SotG is next Thursday, on June 33. Reminder the last thursday of
the month thing has never been a rule and is more accurately described as a general trend or guideline Man, if it doesn’t happen today I'm going to be so... mildly inconvenienced then stop caring in like 5 minutes
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