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D.I.C.E. AWARDS IMMERSIVE REALITY GAME OF THE YEAR 2018 GAMERS' CHOICE AWARDS FAN FAVORITE VR GAME 2018 GAME DEVELOPERS CHOICE AWARDS BEST VR/AR GAME 2018 GAME DEVELOPERS CHOICE AWARDS AUDIENCE AWARD 2018 SXSW GAMING 2018 MOST PROMISING NEW INTELLECTUAL PROPERTY If you have any idea, suggestion or if you just want to say hello, don't hesitate and write us contact@beat-games.com. Google has released its second Developer Preview of the Android XR software development kit (SDK)
following its initial release... Neat Corp, the veteran VR studio behind the Budget Cuts series, announced its next VR game Crossings, which lets you melee and... Flat Head Studios, the team behind time-bending VR puzzle We Are One (2023), announced its next VR game: Deadly Delivery. The game's... When it launches later this year, Android XR is coming first to Samsung’s mixed reality headset, Project Moohan. Now, ... Google today announced that it is working with eyewear makers Warby Parker and Gentle Monster to bring the first... Today at its annual
1/O developer conference, Google affirmed plans to bring its Project Starline immersive videoconferencing platform to... Rebellion announced that Zombie Army VR, its first VR entry into the storied Zombie Army co-op shooter franchise, has been delayed to... VR indie Giant Stride Games and publisher Creature announced Adepts Arena, an upcoming first-person adventure that's bringing a very... Maestro (2024), the VR rhythm game that lets you conduct an orchestra, is getting an official Star Wars DLC... It appears Valve has been developing a standalone XR
headset, codenamed 'Deckard’, for some time. Now, an industry insider... Review scoringBeat Saber should be the go-to for introducing people to the potential of VR gaming. Its simple to learn, damn near impossible to master rhythm gameplay is outstanding.Read ReviewBeat Saber NewsLoad More Includes 18 items: Includes 18 items: Beat Saber, Beat Saber - Metallica - Atlas, Rise!, Beat Saber - Metallica - Battery, Beat Saber - Metallica - Blackened, Beat Saber - Metallica - Creeping Death, Beat Saber - Metallica - Enter Sandman, Beat Saber - Metallica -
Fade to Black, Beat Saber - Metallica - For Whom the Bell Tolls, Beat Saber - Metallica - Fuel, Beat Saber - Metallica - Hit the Lights, Beat Saber - Metallica - King Nothing, Beat Saber - Metallica - Lux Zterna, Beat Saber - Metallica - Master of Puppets, Beat Saber - Metallica - Nothing Else Matters, Beat Saber - Metallica - One, Beat Saber - Metallica - Sad But True, Beat Saber - Metallica - Seek & Destroy, Beat Saber - Metallica - The UnforgivenShow less... Show more Page 2 >> 10000.[*] Fixed some typos and missing tooltips.[*] Heart of the Pact unlock
condition reduced from 9 >>> 7.[*] Buffed stats of various units and cards that I won't mention due to spoilers.,[*] Fixed Battle 7 \"Savagery's Final Assault\" battle showing incorrect enemy in battle preview screen.[*] Fixed Fel champ Savior ability causing a softlock under certain rare conditions.[*] Fixed 'Mitosis Cap' created unit duplicates not receiving the Ascetic Absolution upgrade from the Penance Fields story event.[*] Changed Enfeebling Infusion's default target on keyboard\/controller to target the enemy team.[*] Fixed part of the map victory
animation that was broken.[*] Fixed Gravity mutator triggering during the deployment phase.[*] Hid certain run configuration options that could be problematic if used before enough content was unlocked.[*] Fixed French translation of Prismatic Dragonscale. It said it triggered at the start of battle but it's actually the end.[*] Improved Japanese translation of Artificer trigger description.[*] The Undying One \"Resolve: Gain Reanimate 6\" trigger moved from Covenant 0 to Covenant 4.[*] Luna Coven unlock condition decreased from 70 >>> 40.[*] Underlegion
unlock condition decreased from 120 >>> 75.[*] Aquath's Reservation unlock condition decreased from 15000 >>> 12000.[*] Wyngh's Spirit unlock condition reduced from 275 >>> 225.[*] Echo of the Time Father unlock condition reduced from 40 >>> 25.[*] Fixed softlock that could sometimes happen when pushback Arkion killed a unit.[\/olist]","commentcount":53,"tags":
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[1\"automatically push updated_source\":false}","announcement body":{"gid":"527596248261197832","clanid":"38447446","posterid":"0","headline":"Profiles Update: Link Crosshairs and Keybinds to Games Easily!","posttime":1748405045,"updatetime":1748405045,"body":"Hey everyone!We\u2019re back with a highly anticipated update that finally brings [b]Profiles[\/b] to Crosshair X. [h2]\ud83d\udcc1 What is a Profile?[\Vh2]A [b]Profile[\/b] is a bundle of settings you save for a game or app. It includes:[list][*] Default crosshair (used when the profile loads)
[*] Keybinds[*] Position and size settings[\/list][img]{STEAM CLAN IMAGE}\/38447446\/f8ac0fa97b0adb26ffda808d4242349515cdd2d5.png[V/img][b]Important:[\/b] To change your profile settings, just set it as active and make any changes within Crosshair X \u2014 they\u20191l be saved automatically![h2]\u2728 New Profiles Page[\/h2][b]What's New:[\/b][list][*] Create new profiles for each game or app[*] Attach profiles to apps for automatic switching[*] Manage all your saved profiles in one place[V/list][img]
{STEAM_CLAN_IMAGE}\/38447446\/53aded746f0157d966c5a2bb4294dbfe19e1e258.png[\V/img][h2]\ud83c\udfaf App-Specific Crosshairs[\Vh2]You can now set your crosshair to only appear in the app you choose! Attach a profile to an application, and Crosshair X will automatically show or hide the crosshair based on which app you\u2019re using.[img]{STEAM_CLAN_IMAGE}\/38447446V/f6dd899b30f5be3b9a3ec773e19a45169165ad79.gif[\img](Keep an eye out for the green controller indicator)[h2])\ud83d\udd0d Profile Detection[\Vh2]Profile Detection
automatically switches to the right profile when you use a linked app. If you\u2019ve set up a profile for that app, Crosshair X will load it automatically![img]{STEAM_CLAN IMAGE}\/38447446\/6c505055107168678483cd2d6fc520e1f2325b56.gif[\/img][h2]\ud83d\udee0\ufe0f Additional Changes[\/h2][b]What's new:[\/b][list][*] Added an indicator for the current profile in the top bar.[*] Added Profile selector to the \"Keybinds\" page.[*] Added Profile selector to the \"Positon & Size\" page.[*] Added global setting for \"Profile Detection\".[\/list][h2] \ud83d\udc4b
That's everything [\Vh2]Thanks for all your support \u2014 Hope you enjoy the new update and we\u2019re excited to celebrate our 5-year anniversary with you in June! \u2014 Crosshair X Team \ud83e\udd86","commentcount":9,"tags":
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[1\"automatically push_updated_source\":false}","announcement body":{"gid":"511833014974546236","clanid":"42625953","posterid":"0","headline":" Ravenswatch Patch Note (Romeo & Juliet DLC) - Version 1.2.1","posttime":1748333442,"updatetime":1748333545,"body":"Greetings, Ravens!The Ravenswatch is back! [b]JRomeo & Juliet[\/b] join the other saviors of Reverie in this first [b]Hero DLC.[\/b] This free content is now live on all platforms.Passtech Games and NACON are thrilled to release these new characters, along with a massive balancing and
quality-of-life patch. Learn more about the new content and adjustments in the patch notes below.In addition, the [b]Romeo & Juliet DLC comes with a bonus Skin Pack available for $4,99[\/b]. Wear six additional Outfits for the fated couple, in the colors of the Ravens, Nightmares, and their Eternal Love.[previewyoutube=wueliF]JB4Sc;full][\/previewyoutube][h2]TL;DR[VVh2]Because we know our patch notes are lengthy ones, and you probably want to play, here\u2019s a \u201ctoo long, didn\u2019t read!\u201d summary just for you:[h3]DLCs[Vh3][list][*] 2
New Heroes! Romeo & Juliet join the Ravenswatch (Free DLC)[list][*] Unique co-op gameplay style[*] Playable in solo as well[*] 3 New Achievements (Steam only)[\/list][*] Additional Skin Pack for Romeo & Juliet (Paid DLC)[Vlist][h3]Free Update[\/h3][list][*] Multiplayer scaling balancing[*] Talents balancing[*] Magical Objects balancing[*] Quality of life and Bug fixes[\/list][h2]Patch Notes (1.2.1)[\Vh2]\ud83d\udc26= Inspired by community reports and suggestions\u26a0 [i]Due to major content changes, any existing run in progress has been discarded. Your
overall progress has not been affected. Finish your run before updating the game if you don\u2019t want to lose it! Thank you for your understanding.[V/i][h3]New content and features (DLCs)[\VVh3][b]JROMEO & JULIET JOIN THE RAVENSWATCH]\V/b][list][*] Two new Heroes with a unique set of abilities and co-op gameplay style[list][*] [b]Romeo[\/b], a fencing master, swinging his rapier with natural elegance[*] [b]Juliet[\/b], a sharpshooter who wields her gun with a steady hand[V/list][*] Playable in solo[*] 2 Ultimate abilities each[*] 26 talents each[*] 14
pages of their Memoirs[*] 8 unlockable Outfits[*] 6 additional Outfits (Paid DLC)[*] 3 new achievements (Steam only)[V1ist][b]JGET ROMEO & JULIET FREE DLC[Vb]https:\/\/store.steampowered.com\/app\/3607920\/Ravenswatch Romeo_ Juliet\V/[b]JGET THE ROMEO & JULIET SKIN PACK[\/b][list][*] Ravens Outfits[*] Nightmares Outfits[*] Eternal Love Outfits[Vlist]https:\/\/store.steampowered.com\/app\/3607930\/Ravenswatch Romeo_ Juliet Skin Pack\/[h3]Balancing[\Vh3][bJGENERAL ADJUSTEMENTS[Vb][list][*] \ud83d\udc26 [b]Multiplayer Difficulty
Scaling adjustments:[\/b][list][*] The number of additional enemies added by players has been decreased to +13% (from +17%)[*] The Standard Enemies\u2019 health points by additional players have been decreased to +30% (from +40%)[*] The Elite Enemies\u2019 health points by additional players have been decreased to +60% (from +70%)[*] The Standard Enemies\u2019 Stagger by additional players has been decreased to +30\/40\/50% (Chapter 1\/2\/3, from +50\/60\/70%)[*] The Elite Enemies\u2019 Stagger by additional players has been decreased
to +60\/70V/80\/90% (Chapter 1\/2\/3VEpilog, from +80\/90\/100\/110%)[\istI[\1ist]I[list][*] [b]Leash mechanic:[\/b] Changed Leashing behavior[list][*] The waiting time for enemies to \"flee\" (Leash) has been reduced to 3 sec (instead of 10)[*] The waiting time remains the same (10s) if a player within range of an enemy is at death's door.[i]Design Note: This would result in situations where players could re-attract the attention of enemies they had long lost, simply by retracing their steps. This should now prevent players from aggroing back enemies by
mistake.[Vi][Vlist][Vlist][list][*] \ud83d\udc26 [b]Abu Al-Jaan: [\/b][list][*] The mini-boss will not recover the stagger bar when he\u2019s in the possession phase[*] Reduced Abu Al-Jaan\u2019s maximum number of possession (maximum 2)[Vlist][\V1ist][b]JHEROES ADJUSTEMENTS[V/b][list][*] [b]SCARLET[V/b][list][*] \ud83d\udc26 [b]Distant Blows:[\/b] Special can now be aimed. The longer it\u2019s held, the further it aims[*] [b]Bones Cracker:[\/b] [list][*] Human: Ash cloud now deals 87 damage per second (from 70) to enemies within[*] Wolf: Now deals 176
to 530 damage around (from 40 to 120) and its radius of explosion has been multiplied by 3[\list][\1ist][\V1ist][list][*] [b]THE PIED PIPER[\/b][list][*] [b]Explosive Rat:[\/b] Not a Starting Talent anymore. Switched with Horde.[\ist][\/list][list][*] [b]BEOWULF[\/b][list][*] \ud83d\udc26 [b]Dragon Flight:[\/b] Wyrm now prioritizes enemies close to Beowulf[\/list][\ist][list][*] [b]JALADDIN[V/b][list][*] [b]Special:[\/b] Now deals up to 90 damage (from 60)[*] \ud83d\udc26 [b]Wish of Omnipotence:[\/b] The effect has been reworked[list][*] [i]New effect:[\/i] Casting a
Wish using TRAIT grants OMNIPOTENCE to all nearby Heroes for 8 seconds. During OMNIPOTENCE, Heroes' abilities have a 0.5 sec cooldown[Vlist][Vlist][Vist][list][*] [b]JGEPPETTO[Vb][list][*] [b]Rocket Science:[\/b] Crossed DUMMIES now catch fire and deal fire attacks for a few seconds[\/list][Vlist][list][*] [b]MELUSINE[Vb][list][*] [b]Bewitching Song:[\/b] Not a Starting Talent anymore. Switched with Underwater Predator[*] [b]Underwater Predator:[\/b] Increase the movement speed of Melusine while underwater by 30%, but last 25% less than
before[*] [b]Sea Dance & Spring Water:[\/b] Changed the meta unlock order to balance the character mastery[\/list][\/list][list][*] [b]SUN WUKONG][Vb][list][*] [b]Way of Awakening:[\/b] Now, after blocking 8 times (from 10), the next Trait enters Awakened Stance for 12 seconds[\/list][\/list][b]MAGICAL OBJECTS ADJUSTMENTS[V/b][list][*] [b]Goldilocks\u2019 Porridge:[\/b] The effect has been reworked[list][*] [i]New effect:[\/i] Healing Orbs now also heals 10% more (it\u2019s also additive) and gives 8 sec of STRENGTH (not stackable)[\/list][\1ist][list][*]
[b]Raven Eye:[\/b] Now reduces Ultimate\u2019s cooldown by 25% (from 20%)[Vlist][list][*] [b]Ring of Dispel:[\/b] Dash now applies Vulnerable for 4 sec to enemies hit (from 3 sec)[Vlist][list][*] [b]Witch\u2019s Broom:[\/b] Any damage taken is now increased by +15% (from +25%)[\/list][list][*] [b]Bloody Mary\u2019s Mirror:[\/b] The effect has been reworked[list][*] [i]New effect:[V/i] Gives +0.5 DMG per VITALITY. VITALITY now only increases maximum health by 0.5% points (from 1%)[Vlist][\Vlist][list][*] [b]Oni Mask:[\/b] Armor -10 for each Legendary
Magical Object (previously Vitality)[\/list][i]Design note: With this update, we took the opportunity to start tackling balancing issues. Since the release of Ravenswatch, we have received countless feedback, especially on Talents and Magical Objects.In this update, you will discover the first wave of reworked Talents and Objects. The selection is based on the pick rate from players (data), internal ideas, and the resources that were available at the time of the development. As we were working on Romeo & Juliet at the same time, we prioritized Talents and
Objects that could be reworked but not reinvented entirely.For example, Bloody Mary was by far the object with the lowest pick rate in the Cursed category due to the effect being very niche. The new effect should bolster its popularity while opening new ways of playing. We applied the same logic to Heroes\u2019 Talents, such as Wish of Omnipotence, and focused our attention on those that were underutilized. On the other hand, some Talents like Seductive Provocation need to be changed entirely and basically become new Talents.Rest assured that it will
be our top priority for future balancing waves![\/i][h3]General improvements and QoL[\/h3][list][*] \ud83d\udc26 [b]Refugees:[\/b] Interactions are now cancellable. It's now possible to talk to them again if the interaction was cancelled.[\/list][list][*] \ud83d\udc26 [b]Cyclops:[\/b] Changed the grab window to make it more accurate with the visual[\/list][list][*] \ud83d\udc26 [b]Priest Cultists:[\/b] Healing ability of the Cultists cannot damage Heroes anymore. The attack targeted at Heroes can still inflict damage[\/list][list][*] \ud83d\udc26 [b]Modifiers:[\/b]
\u2018Bloodlust\u2019 modifier doesn\u2019t make the screen flash when losing HP anymore[Vlist][list][*] \ud83d\udc26 [b]Book:[\/b][list][*] Added the possibility to consult Scarlet\u2019s Wolf abilities in the Compendium[*] Added the possibility to consult Rarity changes on Talents in the Compendium[*] Updated the Quick guide with new Status and new Activities[*] Using \u2018Random Hero\u2019 will now also select a random unlocked Skin (Option available in the \u2018Misc\u2019 category, disabled by default)[\/list][\/list][list][*] \ud83d\udc26 [b]UI
\/ Interfaces \/ FX:[\/b][list][*] Made the Inventory consultable when buying items at the Sandman\u2019s shop or talking to a Refugee [*] Made the revive indicator more visible when another player is currently reviving a Hero[*] Made the attack indicator of the Dullahan more visible on the ground[*] Added the possibility to consult more tips in the Loading Screen[*] Added an Icon for the Omnipotence status[*] Added a new VFX for Hero\u2019s Vulnerable status[\/list][\/list][list][*] \ud83d\udc26 [b]Options:[\/b][list][*] Added an option to mute the game when
Alt+Tab on PC (enabled by default)[*] Added a button for mapping Push-to-Talk on gamepads[*] Added an option to dash towards the cursor[*] Added an option to disable the damage numbers in the UI[*] Added an option to select preferred controller inputs (PS4, PS5, Xbox, and Nintendo Switch) regardless of the controller used[\/list][\/list][list][*] [b]Sound:[\/b][list][*] Added Victory and Defeat voice lines for all Heroes[*] \ud83d\udc26 Added a sound FX when a player joins or leaves a lobby[Vlist][Vlist][list][*] [b]Misc:[\/b][list][*] \ud83d\udc26 Version
numbers\/watermarks now only appear at the top of the screen when the game is paused[*] Voice chat is now enabled by default (the setting is unchanged if it was manually changed at one point)[*] \ud83d\udc26 Various localization fixes[V/list][\/list][h3]Fixed bugs[Vh3][bJHEROES[\/b][list][*] [b]Scarlet:[\/b][list][*] Fixed an issue where Scarlet\u2019s \u2018Evisceration\u2019 Talent\u2019s VFX would continue playing after the affected enemy died[\/list][\Vlist][list][*] [b]The Pied Piper:[\/b][list][*] Fixed an issue where \u2018Sforzando\u2019 would not
attract enemies in multiplayer[*] \ud83d\udc26 Fixed an issue where \u2018Unchained Melody\u2019 Ultimate could not be cancelled by pressing the input again[*] Fixed an issue where Dreamshard chunks' damage reduction would not count if \u2018Low Notes\u2019 was used[\/list][\/list][list][*] [b]Beowulf:[\/b][list][*] Fixed an issue where Beowulf\u2019s \u2018Dragon Flight\u2019 wyrm would not target Tentacles[*] Fixed an issue where the Wyrm\u2019s Empowerment VFX was displayed on all abilities upon being revived or using a feather[\/list][\/list]
[list][*] [b]Aladdin:[\/b][list][*] Fixed an issue where the Cursed status could disable Aladdin\u2019s Trait[*] Fixed an issue where \u2018Magic Carpet\u2019 Ultimate didn\u2019t give Intangible status right after using \u2018Quick Ride\u2019[*] Fixed an issue where Aladdin\u2019s Defense Wish was conserved after a loading screen[*] \ud83d\udc26 Fixed an issue where \u2018Magic Carpet\u2019 Ultimate could not be cancelled by pressing the input again[*] The description for Aladdin\u2019s Defense Wish could be misleading; it now reads: Revives all
nearby Heroes or fully heals them with a permanent 30 SHIELD[\/list][\/list][list][*] [b]Melusine:[\/b][list][*] Fixed an issue where \u2018Protective Flow\u2019\u2019s shield was scaling incorrectly[*] Fixed an issue where \u2018Vortex Bomb\u2019\u2019s visual feedback was not replicated to other players in multiplayer[*] Fixed an issue where Dreamshard chunks' damage reduction would not count if \u2018Aftershock\u2019 was used[Vlist][\Vlist][list][*] [b]Geppetto:[\/b][list][*] \ud83d\udc26 Fixed a crash that could occur with Geppetto\u2019s
\u20180verclock\u2019 or \u2018Hyperclock\u2019 Talents[\/list][\/list][list][*] [b]Sun Wukong:[\/b][list][*] \ud83d\udc26 Fixed an issue where Wukong could get stuck in walls \/ OOB after a dash or a Power ability[*] Fixed an issue where effects stacked by Hungry Grass and Philosopher\u2019s Stone were lost under Wukong\u2019s transfiguration effect[*] \ud83d\udc26 Fixed an issue where consumables granted by Horn of Plenty while transfigured were doubled[*] \ud83d\udc26 Fixed an issue where the lightning effect for \u2018Thundercloud\u2019 was
not triggered on enemies if they died before it could strike [*] \ud83d\udc26 Fixed an issue where blocking with DEFENSE wasn't properly counted in with 'Awakened Stance'[\list][\/list][b]JENEMIES[\/b][list][*] [b]General:[\/b][list][*] Fixed an issue where status effects were not displayed on full HP enemies[*] Fixed an issue where Chilled and Ignite status effects were still displayed after enemies died[*] Fixed an issue where multiple Master Nightmares\u2019 VFX and SFX were not correctly paused while in the pause menu[Vlist][Vlist][list][*] [b]Wolves:[\/b]
Fixed an issue where Wolves could still trap Intangible Heroes[\/list][list][*] [b]Master Nightmares:[\/b][list][*] [b]Faceless Master Nightmare:[\/b] Fixed an issue where the VFX from the floating eyes were not visible in multiplayer[*] [b]Claw Master Nightmare:[\/b] Fixed the speed of shooting orbs that did not increase when the Master Nightmare entered enraged phase[\/list][\V1ist][b]MAGICAL OBJECTS[V/b][list][*] [b]Golden Egg:[\/b] Fixed an issue where Dream Shards spent by Aladdin\u2019s \u2018Dream Wish\u2019 Ultimate were not counted towards
DMG increase for the Golden Egg[\list][list][*] [b]Fairy Dust:[\/b] [list][*] Fixed an issue where Fairy Dust was not activated upon receiving a hit from Undead Hogs\u2019 explosion and Efrit\u2019s flamethrower[*] Fixed an issue where Baba Yaga\u2019s skull and the Faceless Master Nightmare\u2019s Eye Bomb damage did not trigger Fairy Dust[Vlist][\list][list][*] [b]Dreamcatcher:[\/b] Fixed an issue where the Sandman\u2019s displayed prices were not automatically updated upon gaining the super effect of Dreamcatcher when buying Minor
Shaping[Vlist][list][*] [b]Baba Yaga\u2019s Mortar:[\/b] Fixed an issue where other players\u2019 HP bar was not properly displayed upon using Baba Yaga\u2019s Mortar[\/list][list][*] \ud83d\udc26 [b]Tamatebako:[\/b] Fixed an issue where Tamatebako would not work on Grimoire\u2019s rerolls[V/1ist][bJACTIVITIES[V/b][list][*] [b]Blood Fountains:[\/b] Fixed an issue where the Blood Fountain would not trigger properly[\/list][list][*] [b]Blood Rituals:[\/b] [list][*] Fixed an issue where Tentacles from the Summoner Cultists could spawn outside of the Blood
Ritual arena on Dark Hills[*] Fixed an issue where Heroes were able to travel outside the arena while waves of enemies were spawning[*] Fixed an issue where the event would never fail if no Hero were present in the arena[\/list][\/list][list][*] \ud83d\udc26 [b]Pig\u2019s Quest:[\/b] Fixed an issue where Caves from the Stone quest would not open in multiplayer[\list][list][*] \ud83d\udc26 [b]Morgan\u2019s Quest:[\/b] Fixed an issue where the following part of Morgan\u2019s quest would not unlock after defeating the Knights and saving Morgan[\/list][list][*]
[b]Refugees:[V/b][list][*] \ud83d\udc26 Fixed a crash that would occur if a Magical Object with a cooldown was removed by one of the Refugees[*] Fixed an issue where Crystal Shards earned by Refugees were not counted in the result screen[*] Fixed an issue where a choice could not be selected if the shards were acquired during the selection menu[*] \ud83d\udc26 Fixed an issue where a Refugee could offer to duplicate a Legendary or Cursed object, resulting in just losing your shards\u2026[*] Fixed an issue where Magical Objects offered to Refugees when
not properly removed from the Inventory when Sun Wukong was transfigured[*] Fixed the fact that no audio or SFX were played when a choice was selected[Vlist][\ist][list][*] \ud83d\udc26 [b]Astral Shrines:[\/b] Fixed an issue where Wukong could lose all Talents if relearned at the Astral Shrine while transfigured[Vlist][list][*] \ud83d\udc26 [b]Altar of Heroes:[\/b] Fixed an issue where resurrected Heroes at the Altar of Heroes would sometimes reappear without a 3D model[Vlist][b]UI[V/b][list][*] \ud83d\udc26 [b]General:[\/b] Fixed an issue where the
\u20180K\u2019 button was not centered in the \u2018Disconnected\u2019 pop-up[Vlist][list][*] [b]Status:[\/b][list][*] Fixed an issue where the Curse and Strength status effects were clipping together[*] Fixed an issue where notifications for status effects were stacked together[Vlist][\Vlist][list][*] [b]Enemies:[\/b][list][*] [b]Abu Al Jaan:[\/b] Fixed an issue where Abu Al Jaan\u2019s HP bar remained on the screen after the event timer ran out[*] [b]Melion:[\/b] Fixed an issue where Melion\u2019s HP bar could appear prematurely on the screen[\/list][\list][list]
[*] [b]Results Screen:[\/b][list][*] Fixed an issue where Activities in the score details were not displayed for other players in multiplayer[*] Fixed an issue where Activities and Bonuses were not displayed in the Results screen if the count was over 30[Vlist][\/list][list][*] [b]Ultimates screen selection:[\/b] Fixed an issue where locked Ultimates were not visible in the selection menu[\/list][list][*] [b]Deathsdoor:[\/b] Fixed an issue where the player\u2019s revive timer was not displayed after using the last feather available[\/list][b]CAMERA[V/b][list][*] \ud83d\udc26
[b]Observer Mode:[\/b] Fixed an issue where the camera continues to follow the spectated Hero after getting revived by a teammate[Vlist][list][*] \ud83d\udc26 [b]Epilogue:[\/b] Fixed an issue where a dead Hero\u2019s camera was placed OOB after the cutscene of defeating Baba Yaga\u2019s Hut[V/1ist][b]NETWORK][\/b][list][*] [b]General:[\/b] Fixed an issue where Players\u2019 nicknames would disappear after any loading screen[Vlist][list][*] [b]Matchmaking:[\/b] Fixed an issue where the matchmaking search would dysfunction after a 5 to 10 minute
wait[\Vlist][b]SKINS[V/b][list][*] [b]General:[\/b] Fixed an issue where players could not select an Outfit if the Host chose a default Outfit[\/list][list][*] [b]Carmilla:[\/b] Fixed an issue where Blood Vials from Carmilla\u2019s Unleashed Outfits would not display VFX for other players in multiplayer[\/list][list][*] [b]Beowulf:[\/b] Fixed an issue where Beowulf\u2019s Wyrm would alter to its default skin color for other players in multiplayer when activating the Trait ability[\/list][list][*] [b]The Pied Piper:[\/b] Fixed an issue where the Pied Piper\u2019s rats'
Nightmares Outfit would not be properly displayed to other players in multiplayer[V1ist][b]MISC[V/b][list][*] \ud83d\udc26 [b]Reroll:[\/b] Fixed an issue where Rerolls were not usable if the Reroll and Contextual Actions shared the same button[\/list][list][*] \ud83d\udc26 [b]Charges:[\/b] Fixed an issue where multiple abilities (charges) could be triggered if the ability button was held[Vlist][list][*] [b]Subtitles:[\/b] Fixed some subtitles that were inconsistent with the voice-overs for Scarlet and Beowulf[\/list][list][*] \ud83d\udc26 [b]Achievement:[\/b] Fixed the
Master of Challenge achievement\/trophy that would not unlock[Vlist][h2]Social Channels[\/h2][url=https:\/\/discord.gg\/passtechgames style=button]Passtech Games Discord[\/url] [url=https:\/\/twitter.com\/PlayRavenswatch style=button]Ravenswatch Twitter[\/url] [url=https:\/\/twitter.com\/PasstechGames style=button]Passtech Games Twitter[\/url] [url=https:\/\/www.reddit.com\/r\/ravenswatch style=button]Ravenswatch Subreddit[\/url] [url=https:\/\/www.twitch.tv\/passtechgames style=button]Passtech Games Twitch[\/url]
[url=https:\/\V/www.passtechgames.com style=button]Passtech Games Website[\/url][b]- The Passtech Team \ud83c\udf49[\/b]","commentcount":33,"tags":

["mod_reviewed","ModAct 1434723431 1 74834106270"],"language":0,"hidden":0,“forum7t0piciid":"60415738831 5951225","event gid":"511833014974546235","voteupcount":353,"votedowncount":7,"ban_check result":0,"banned":0},"published":1,"hidden":0,"rtime32 visibility start":1748333400,"rtime32 visibility end":0,"broadcaster accountid":0,"follower count":0,"ignore count":0,"forum topic id":"604157388315951225","rtime32_last modified":1748569193,"news _post_gid":"0","rtime mod reviewed":1748341062,"featured app_tagid":0,"referenced appic
[1,"build_id":0,"build_branch":"","unlisted":0,"votes_up":353,"votes_down":7,"comment_type":"ForumTopic","gidfeature":"3425571923618519403","gidfeature2":"604157388315951225","video_preview_type":"youtube","video_preview_id" "wuellF]B4Sc" "clan_steamid_original":"103582791472147361"},{"gid":"525343813853513052","clan_steamid": "1035827914601 53635","event_name":"The Revamped HUD + Performance Improvements are now

LIVE!","event_type":13,"appid":714010,"server address":null,"server password":null,"rtime32_start time":1748291400,"rtime32_end_time":1748296801,"comment_count":0,"creator steamid":"0","last update_steamid":"0","event note ee announcement body","jsondata":"{\"localized_subtitle\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null, null, null, null, null, null,null,null,null],\"localized_summary\":[\"The Revamped HUD is now customizable and features the all-new Goal Bar, so you can track your
progress in real time!\",null,null,null,null,null, null,null,null,null, null, null, null, null, null, null, null, null, null, null, null, null, null, null, null, null, null, null,null, null,null], \"locahzed title_image\": [\"0be90ae3af00c1bf084b0b3cc133¢30d8f34b36b. png\",null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null, null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_capsule_image\":

[\"8034998d756d9f4802d3c0d45e0bcelc402d6f5¢.png\",null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null, null,null,null],\"bSaleEnabled\":false,\"sale_show_creator\":false,\"sale_sections\":[]\"sale_browsemore_text\":\"\",\"sale_browsemore_url\":\"\",\"sale_browsemore_color\":\"\",\"sale_browsemore_bgcolor\":\"\",\"localized_sale_header\":

[null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_overlay\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null,null,null],\"localized_sale_product_banner\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_product_mobile_banner\":
[null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_logo\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null],\"sale_font\":\"\",\"sale_background_color\":\"\",\"sale_header offset\":530,\"referenced_appids\":[],\"bBroadcastEnabled\":false,\"broadcastChatSetting\":\"hide\",\"default broadcast title\":\"#Broadcast default title dev\",\"localized broadcast title\":
[null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_broadcast_left image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null,null,null,null],\"localized_broadcast right image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null],\"broadcast_whitelist\":[],\"bScheduleEnabled\":false,\"scheduleEntries\":
[1\"automatically push updated _source\":false}","announcement body":{"gid":"525343813853513053","clanid":"30632227","posterid":"0", "headline":"The Revamped HUD + Performance Improvements are now LIVE!","posttime":1748291428,"updatetime":1748291428,"body":"A number of improvements are now live with the latest Aimlabs patch![list][*]\ud83d\udd79\ufeOfREVAMPED HUD \u2013 You can now move, resize, or hide your HUD elements![*]\ud83c\udfaf GOAL BAR \u2013 Track your score in real time![*]\u26al PERFORMANCE
IMPROVEMENTS[*\ud83d\ude80 Aimlabs now boots up faster than ever![*]\ud83e\udd8b BUG FIXES: Bots now behave properly after fast restarts & No more lag when signing inVout[Vlist] [img]{STEAM_CLAN_IMAGE}V/30632227\/6b20343e27f16cc1ccf33705b99957b56b5a32ab.gif[Vimg][h3]\ud83d\udd39Customize Your HUD[Vh3]To customize your HUD, fire up a task, hit escape to pause, click on HUD in the top left, and click and drag, resize, or hide each of the elements on the screen before clicking save to lock the changes in![h3]\ud83d\udd39The All
New Goal Bar[\Vh3]With the Goal Bar, you can see how you're doing vs. your personal best or set a custom goal, and know when you're about to push a new high score!Let us know what you think below and keep the feedback coming! \ud83d\udc99","commentcount":9,"tags":

["workshop","mod_reviewed","ModAct 1301790999 1748292497 _0"],"language":0,"hidden":0,"forum_topic id":"600779630126842536","event_gid":"525343813853513052","voteupcount":111,"votedowncount":5,"ban_check result":0,"banned":0},"published":1,"hidden":0,"rtime32_visibility start":0,"rtime32_visibility end":0,"broadcaster_accountid":0,"follower count":0,"ignore_count":0,"forum_topic_id":"600779630126842536","rtime32_last_modified":1748568537,"news_post_gid":"0","rtime_mod_reviewed":1748292497,"featured_app_tagid":0,"referenced_app:
[1,"build_id":0,"build_branch":"","unlisted":0,"votes up" 111,"votes_down":5,"comment_type":"ForumTopic","gidfeature":"1636418037459105318","gidfeature2":"600779630126842536","clan steamld _original": "103582791460153635"} {"gld" :"519714314320348506","clan_steamid":"103582791474913522","event name":"New skins and

hats!!!","event . type":13,"appid":3419430,"server_address":null,"server password":null,"rtime32_start time":1748267940,"rtime32_end_time":1748271601,"comment_count":0,"creator steamid":"0","last . update_steamid":"0","event notes":"see announcement body", Jsondata" "{\"localized_subtitle\":[null,null,null, null,null,null,null,null,null ,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null],\"localized_summary\":

[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null null,null,null,null,null,null,null, null ,null],\"localized_title image\":[null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null, null,null,null,null, null,null,null,null,null, null,null,null,null,null],\"localized_capsule_image\":

[\"7269514389ec633a09148258c631e675711ca8cd.png\",null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null,null,null,null,null,null],\"bSaleEnabled\":false,\"sale_show_creator\":false,\"sale_sections\":[],\"sale_browsemore_text\":\"\",\"sale_browsemore_url\":\"\",\"sale_browsemore color\":\"\",\"sale_browsemore_bgcolor\":\"\",\"localized_sale_header\":
[null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_overlay\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null],\"localized_sale_product banner\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_product mobile banner\":
[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_sale_logo\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null],\"sale_font\":\"\",\"sale_background_color\":\"\",\"sale_header offset\":530,\"referenced_appids\":[],\"bBroadcastEnabled\":false,\"broadcastChatSetting\":\"hide\",\"default broadcast title\":\"#Broadcast default title dev\",\"localized broadcast title\":
[null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null, null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_broadcast left image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null, null,null,null,null],\"localized_broadcast right image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null, null,null,null,null, null,null,null,null,null, null,null,null,null],\"broadcast_whitelist\":[],\"bScheduleEnabled\":false,\"scheduleEntries\":
[1\"automatically push updated_source\":false}","announcement body":{"gid":"519714314320348507","clanid":"45392114","posterid":"0","headline":"New skins and hats!!!","posttime":1748267666,"updatetime":1748414749,"body":"Hello Bongoers!It's me a again, with some new [b]permanent added [\/b]stuff:[list][*] Adds 40 new skins[*] Adds 40 new hats[\/list][img]{STEAM_CLAN IMAGE}\/45392114\/alc9d2f5ca0e4fcceO0b91e681a229202e6845bba.gif[\/img][b]There are also two new shop items (Dawn and Dust)[\/b]Check them out here
[url=https:\/\/store.steampowered.com\/itemstore\/3419430V]item store[\/url][img]{ STEAM CLAN IMAGE}\/45392114\/b3e71789405f7422b0932a675541e766ee7772e8.jpg[\VVimg]And a few bug fixes and preperation for some backend changes:[list][*] Fixes screenshot showing a white rectangle if no hat is equipped[*] You can now exchange 1000+ items back to back by Shift+Click a stack of items[*] Fixes scaling float issues (1.25 showing as 1.3)[*] Use favorite now doesn't show the default cat skin[*] Added language support for the admin mode for dutch
languages[*] Preparations to remove Steam Cloud (right now it only saves your equipped hats)[*] Updated Unity version[*] Many smaller fixes... :D[Vlist]I'm working on some bigger stuff behind the scenes \ud83d\udc40 something a lot of you already requested, just give me some more time![b]There will also be a new time-limited event coming up in June :)[\/b]","commentcount":102,"tags":
["mod_reviewed","ModAct_1425979202_1748267971_0","ModAct_1434411615_1748415886_4"],"language":0,"hidden":0,"forum_topic_id":"597401798036241081","event_gid":"519714314320348506","voteupcount":1225,"votedowncount":43,"ban_check _result":0,"banned":0},"published":1,"hidden":0,"rtime32_visibility start":0,"rtime32_visibility end":0,"broadcaster _accountid":0,"follower _count":0,"ignore_count":0,"forum_topic_id":"597401798036241081","rtime32_last modified":1748573101,"news_post_gid":"0","rtime_mod_reviewed":1748415887,"featured .
[1,"build id":18611403,"build branch":"","unlisted":0,"votes up":1225,"votes_down":43,"comment type":"ForumTopic","gidfeature":"599643530220033656","gidfeature2":"597401798036241081","clan_steamid original":"103582791474913522"},{"gid":"505077615531393030","clan_steamid":"103582791473642260","event_name":"Days of Color 2025: Celebrate

Together‘" "event_type":28,"appid": 2325290 "server address":null," sewer)assword" :null,"rtime32_start_time":1747786980,"rtime32_end_time":1747790040,"comment_count":0,"creator_steamid":"0","last_update_steamid":"0","event_notes":"see announcement body","jsondata": "{\"locahzed subtitle\":[\"Starting May 26th PDT, celebrate the diverse world we share with Sky's Days of Color event\",null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null, null,null,null],\"localized_summary\":[\"This
month, we celebrate the colorful mosaic of lights that make up Sky\u2019s community, with the return of our most vibrant event: Days of Color!\",null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"localized_title_image\":[\"f318a79aec4b7aa892318f4e1cd4as1e2aef7101.jpg\",null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"localized_capsule_image\":
[\"9¢c25a7096c654808f70f5b3cbdal09e76a971f06.jpg\",null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"bSaleEnabled\":false,\"sale_show_creator\":false,\"sale_sections\":[],\"sale_browsemore_text\":\"\",\"sale_browsemore_url\":\"\",\"sale_browsemore_color\":\"\",\"sale_browsemore_bgcolor\":\"\",\"localized_sale_header\":

[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null,null,null,null],\"localized_sale overlay\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"localized_sale product banner\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized sale product mobile banner\":

[null,null,null,null, null,null,null,null,null, null,null,null,null,null, null, null,null,null,null, null, null,null,null,null, null,null,null,null,null,null,null],\"localized_sale logo\":[null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null,null, null,null,null,null],\"sale_font\":\"\",\"sale_background_color\":\"\",\"sale_header offset\":530,\"referenced_appids\":[],\"bBroadcastEnabled\":false,\"broadcastChatSetting\":\"hide\",\"default broadcast title\":\"#Broadcast default title dev\",\"localized broadcast title\":
[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null, null,null,null,null,null,null,null],\"localized_broadcast left image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null, null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"localized_broadcast right image\":[null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null,null],\"broadcast_whitelist\":[],\"bScheduleEnabled\":false,\"scheduleEntries\":
[1\"automatically push updated_source\":false}","announcement body":{"gid":"505077615531393031","clanid":"44120852","posterid":"0","headline":"Days of Color 2025: Celebrate Together!","posttime":1747787019,"updatetime":1747787019,"body":"[img]{ STEAM_CLAN_IMAGE}V44120852\/1ba16926c4281bd85c1cf2d5d628ab2f2777457c.jpg[\Vimg]This month, we celebrate the colorful mosaic of lights that make up Sky\u2019s community, with the return of our most vibrant event: Days of Color![h1]Where All Colors Can Shine[\Vh1]For two weeks starting
on May 26th PDT, the kaleidoscope of brilliant rainbows and colorful Spirits will return to celebrate the diverse world we all share\u2026with a fresh twist bringing tons of fun!This year\u2019s event features a set of new mini-games, including a memory match and a little activity involving plushies inspired by some of the Sky kid hijinx we've seen.Favorite activities will make a comeback, notably the rainbow puzzle, the rainbow race, and more![img]{STEAM_CLAN_IMAGE}\/44120852\/4470475397de0942ef2bbdc11c0cd12c7b739f16.jpg[Vimg]Two Spirits
await you when you enter the game, ready to transport you to the bright, spacious area above the clouds hosting this year\u2019s festivities. While you soar around the event area, the Spirits are bringing new and returning items for all Sky kids to choose their favorite mementos from.[img]{ STEAM_CLAN_IMAGE}\/44120852\/63e5d8d735ec37ecf7454b63beJac36dee3e094b.jpg[\/img]As you take part in the activities, forge up to five Event Tickets a day by gathering Event Light (and keep your eye out for 15 bonus Tickets, too). Be transformed by every color of
the rainbow, and even win dye as you play the event\u2019s games! Keep in mind that all the new items can be customized in the Dye Workshop! [img]{STEAM_CLAN_IMAGE}\/44120852\/042df731343f6f07791dfabda19b39d7875f6feb.jpg[\/img]Days of Color is all about celebrating the rich tapestry we create together, sharing a message of hope and beauty, in a world where all colors can shine.[h1]Making a Difference[\Vh1]We\u2019re proud to share that we\u20191l once again be supporting [url=https:\/\/www.thetrevorproject.org\/]The Trevor Project[\/url],
the world\u2019s leading suicide prevention and mental health organization for lesbian, gay, bisexual, transgender, queer, and questioning (LGBTQ) young people. The Trevor Project\u2019s programs include crisis services, education, peer support for people around the world, and other efforts that ensure young people can have the chance to thrive no matter who they are.We\u2019ll be making a donation to The Trevor Project in association with the Days of Color campaign, so stay tuned for announcements that reveal the total amount after the event has
concluded. We invite you to join us in supporting The Trevor Project this month![h2]2025 Days of Color Campaign Items[\/h2]From these selected items below, a portion of the purchase price will be given to this year\u2019s Days of Color Campaign.[b]New This Year: Rainbow Face Paint Bundle: $19.99[\/b]As a token of gratitude in return, 75 regular Candles and 3 White Dyes are included with the purchase of this campaign pack.[list][*] $10.00: Days of Color 2025 campaign[\/list][b]Dark Rainbow Pack $9.99[\/b]As a token of gratitude in return, 40 regular
Candles are included with the purchase of this campaign pack.[list][*] $5.00: Days of Color 2025 campaign[Vlist][b]Double Rainbow Pack flower hair accessory: $9.99[\/b]As a token of gratitude in return, 40 regular Candles are included with the purchase of this campaign pack.[list][*] $5.00: Days of Color 2025 campaign[Vlist][b]Dark Rainbow Loafers: $19.99[\/b]As a token of gratitude in return, 75 regular Candles are included with the purchase of this campaign pack.[list][*] $10.00: Days of Color 2025 campaign[\/list][b]Rainbow Pack: $19.99[\/b]As a token
of gratitude in return, 75 regular Candles are included with the purchase of this campaign pack.[list][*] $10.00: Days of Color 2025 campaign[\/list]No matter who you are, and how you shine, you will find fun activities and celebrations in the Days of Color. See you in the skies![img]{STEAM CLAN IMAGE}V44120852\/ced79bbb4066a49e28db74535b1f5(:2d5f8304a7.jpg[\/img]","commentcount":O,"tags":
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Video Effect being unchecked.[*] Welcome message can be disabled in the options.41.8.0:[b]NEW[Vb][previewyoutube=TwlSgtOEWBs;full][\/previewyoutube][*] Introducing ragdoll physics. - Ragdolls are currently enabled for vehicle collisions and gunplay. - Melee ragdolls are planned but are not imminent. - This is the first implementation of a new feature that requires testing, balance feedback, visual feedback, and performance reports. - Disruption to your current playthrough is unlikely, but possible. - Ragdolls can be turned off on initial load, and can be
turned on or off in Options at any time.[*] Biomes improvements[*] Added sand banks and areas of clay when close to water on the map[*] Added a more granular way to define the floor upon which things are created. \"params.placements\" now takes all the types of \"features\" plus \"GENERIC\", which is used as the old \"params.placements\".[*] Blending is more advanced now. - Added new properties to floor tiles (\"FloorMaterial\", \"IsFloorAttached\", \"FloorAttachementN\/SVE\VW\"). - Removed \"Attachments.lua\", \"Similar.lua\", and all \"attach\" from the
features. - Automatically generating potential attachments when a world is first loaded using the new properties. - Blending takes into account 'half-tiles' and blends properly.[*] Using the biome replacement facility and the new granular placement, we generated sand on all ph_forest biomes.[*] Added an outline to highlighted items in the world.[*] When the mouse is over an option in the \"Extended Placement\" submenu, the corresponding world item is highlighted.[*] \"Extended Placement\" menu changes: 1) Sort items by name. 2) Fixed displaying only one
item with the same name. 3) Group items with the same name into separate submenus when there are three or more.[*] Extended placement UI now closes the extended placement UI if you're too far away.[*] Added GeneratorTileRange & GeneratorVerticalPower sandbox options to support generator use in tall and deep buildings. [*] Default values are a 20-tile range and 3 vertical power.[*] Builder mode has it at 40 & 5.[*] Better detection for animal drinking from puddles when the player is absent. [*] Added Animal sinew item. This drops when butchering
animals and depends on the animal's size, etc[*] Added three new basements.[*] The disassemble-furniture cursor will highlight objects using the \"bad\" highlight color, similar to the disassemble context menu.[*] The Loot window will be displayed and expanded when opening a vehicle trunk, and collapsed when closing the trunk (unless it's pinned open).[*] Work done on IsoMovingObject.DistToProper(IsoObject other) and IsoMovingObject.DistToSquared(IsoMovingObject other)[*] If both objects are vehicles, the distance is between the closest points on the
bounding boxes of both vehicles.[*] HotSave improvements. Add hot-saving of Player Map, Animal Zones, and Game time. (This system is saving elements of the game world around you as you play, meaning that should your game crash or unexpectedly exit, you will not travel back in time \/ lose progress) [*] Added container outlines for corpses.[*] The Grab context menu now shows multiple corpses, and highlights corpses the same way items are highlighted.[*] Added options to the Wash context menu to wash \"All Containers\", \"All Weapons\", and \"All
Other\" (like rags). The \"All Clothing\" option only washes clothing items, not containers\/weapons\/rags.[*] Added Jar of Roe recipe.[*] Added animal's milk powder.- For now, you can only use it with either a bucket full of water or a feeding bottle full of water. (1 bag for 2 buckets of 10L)- You can now give this animal's milk to any hungry or thirsty animal.- This is to help people keep the baby animal if the mother has died in labor.[*] Changes on wild animal hunting:- Shooting an animal will now make it flee instead of dropping dead instantly.- Animal will flee
while leaving a blood trail that can be followed to find the corpse.- Animal will flee for some time, dependent on type (deer flee longer than rabbits as they're bigger and bleed out for longer) and aiming skill (to simulate if you've hit closer to the heart).[*] Changed how animals become domesticated (aka \"not wild\"):- Before, it was when the animal was put in a designated zone.- Now it becomes domesticated when picked up.- This is to avoid making a zone to quickly \"capture\" rats & mice.- The \"Grab\" and \"Extended 3D Placement\" context menus show
item icons.- The \"C\" button V/ key in the in-game map pans to the player's current position, instead of instantly jumping there.- The \"Select Spawn Location\" map will pan to the location of a player when selecting \"With Player 1\" etc, instead of throwing a Lua error.[*] Added eternal\/disabled options for time and weather to the Sandbox menu.[*] Added sandbox options DayNightCycle, ClimateCycle, FogCycle. - Endless day and night cycle. - Endless\/disabled rain, snow, storm, or blizzards. - Endless\/disabled fog.[*] Added \"Color of Highlighted World
Items\" rendering option, to replace the hard-coded item-highlight color.[*] World items are highlighted when selected in the \"Grab\" context menu, similar to the \"Extended Placement\" menu behavior.[*] Bags and other container items in the world are highlighted with the container-highlight color when selected in the Loot window.[*] Added new Pants_Skinny body location to separate out baggy and skinny trouser items[*] Added generic action animation for mixing fluids.[*] Added \"cyclicRateMultiplier\" property to HandWeapon scripts and instances. [*]
Added \"Tainted\" label to Liquid Info panel and Widened Liquid Info panel[*] Added support for the 3-tile and 4-tile feeding troughs.[*] Added retrigger last action with LMB on doors.[*] Added progress indicator when adding fuel to a generator.[*] Added icon for Barbed Wire fence in build menu. [*] Added ZombieThumpChainlinkFenceDamageCollapse sound.[*] Vehicles are now considered visible to the player if any square overlapped by the vehicle is visible.[*] Blocked-door and locked-door sounds now play when the player attempts to pathfind through a
blocked or locked door.[*] While seated, and LMB is held, the character can now look around within a 20deg arc. Gamepad just uses standard look, no button required.[*] Added a button to show the location of an annotated map on the world map. This doesn't copy symbols from the annotated map to the world map.[*] Changed the \"Zombie Outfit\" combobox in the Horde Manager debug UI to be searchable.[*] When performing actions like taking pills, reading items, using a lighter or matches to light a cigarette, drinking from a container, or eating part of a
food item, if the item is not in the player's main inventory, the character will try to return it afterward. Does not work for characters that have the Disorganized trait.- When lighting campfires etc. the items that are used to light the fire, such as a Lighter, will be returned to their container of origin.[*] Set up a function in HandWeapon.java, randomizeFirearmAsLoot, to serve as a single function for randomizing firearms.[*] Firearms that spawn as clutter will have their ammunition\/magazine status randomized.[*] Weapons and other items with conditions that
\"matter\", or have sharpness values, will have those values randomized when they spawn as clutter.[*] Added code support for there being mapper-defined \"NoPower\", \"NoWater\" and \"NoPowerOrWater\" zones to handle instances like the burned villages or derelict buildings that shouldn't have power or running water.[*] Light switches, electricity, etc. will not work in rooms that have \"derelict\" in their room definition name, or are in a no-power map zone.[*] Water containing tiles, such as sinks and toilets, in rooms that have \"derelict\" in their room
definition name, or are in a no-water map zone, will not have any water in them.[*] Added the functions getPowerGridLifespan and doesPowerGridExist() to SandboxOptions.java to simplify evaluating the current state of the power grid.[*] Added the functions isNoPower, isNoWater, and hasGridPower to IsoGridSquare to simplify evaluating the current state of the power grid for specific squares.[*] When eating food and an eating utensils such as a spoon, fork or spork would change the eating animation\/speed\/benefits, the timed action code will search the
player's inventory recursively through all bags for a utensil versus just the primary inventory. I.e. you can keep your spork in your fanny pack or backpack and still use it.[*] Moar flyers from the flyer-factory[*] Some new clothing items added to some appropriate zombie outfits.[*] Added the functions dumpContentsInSquare to IsoObject, IsoObjectUtils, and ItemContainer.java - When multi-tile objects that have containers, are removed by being sledged or thumped, all of the contents of all of the containers of all of the tiles will be dropped on their tile's square.
[*] Added the MacOS Command and Command+Shift keys as valid cycle-container keys.[*] Adjusted the lerp function when driving on grass, should make towing a trailer on grass way easier.[*] Lowered the center of mass of the animal trailer to make them tip over less (bear in mind, turning aggressively at 40MPH will still make them flip over!).[*] Force towed trailers to be rendered when inside the car.[*] Added the OutputFlag \"IsBlunt\" to handle cases where we want the items produced to be Blunt, with it's sharpness set to 0.[*] Added the OutputFlags
\"HasOneUse\" to handle cases where we want the items produced to have only one use, such as getting 1 unit of thread produced by picking a rag.[*] Added the OutputFla \"HasNoUses\" to handle cases where we want any drainable items produced to be empty of any uses, such as making lanterns without any fuel in them.[*] Added Propane delivery stepvan vehicle[*] Added raccoons lying down.[b]BLACKSMITHING[V/b][*] Added missing craft recipe to make a Carpentry Chisel.[*] Added a craft recipe to forge a Wrench; giving the Calipers item some
functionality.[*] Several metal armor items can now be smelted for Steel; aside from handling sourcing steel, it also serves as a means of recycling\/\"repairing\" broken metal armor.[*] Players can now craft Copper, Gold, and Silver Hurricane Lanterns.[*] Several blade-Blacksmithing crafts will accept blades of an appropriate size and tier as an input instead of a metal bar; you could use a hunting knife blade to make a new hunting knife blade, or a long spear blade instead.[*] This serves as a means to repair damaged blades, as well as being something people
would do in real life, to repair items or repurpose their material.[b]TAILORING[Vb][*] Added the Tailoring recipe magazine \"Homespun\", which teaches the learnable craft recipes for normal, simple clothing items.[*] Added a \"Sewing Pattern\" item that works similarly to recipe clipping and schematics in that it teaches a single random Tailoring recipe.[*] Some item research definitions for Tailoring progression.[*] Added craft recipe and item for crafted ammo straps, both shells and bullets\/cartridges. \"Normal\" (non-crafted) ammo straps can be Black or
Brown; crafted ones will be Brown.[*] Long Coats, with respective textures and other qualities, can be made from the furred hides of different breeds of Cows and Calves.[*] Jackets, as above, can be made from the furred hides of Cows, Calves, and Deer.[*] Furred Coat and Jacket Recipes are in the Cowboy Tailoring recipe magazine; known by characters with the Sewer Trait; can be researched; and are in the Survival Schematic recipe pool.[*] Added Sinew Thread item.[*] Added a craft recipe to make Sinew Thread from Sinew.[*] Sinew Thread is one of the
materials that can be used to make Twine.[*] Many leather\/hide\/armor recipes, but not all (there's some allowances for wilderness scenario starts), now require Sinew Thread and not normal Thread.[*] In addition to being a requirement for some crafts, Sinew Thread can be used in lieu of Thread for other Tailoring-related crafted recipes.[*] Tanned, Furred Animal Hides that are \"Large\" and \"Medium\" sized, adult Cattle, Swine, Sheep and Deer, can be cut into Half, and for Cattle, Quarter pieces; this is so they can be rendered into smaller pieces for
crafting smaller leather\/hide items without wasting an entire hide, such as making a hat or a wallet from a cow's hide.[b] GENERAL CRAFT[V/b][*] Added a debug tool to right-click on inventory items and, if they are used as an input for at least one craft recipe, a debug option is provided to see a list of the craft recipes it can be used for.[*] Added the craft recipe and items for carving Bone and Wood Dice.[*] Added a craft recipe to Untie sheet ropes; in previous builds sheet ropes could be made from many clothing items, and under the assumption that this was
still true in b42, the recipe wasn't added as untying sheet ropes to recover specific clothing items becomes problematic.[*] Added several researchable recipes for crafting progression to multiple axe and axe head items.[*] Added a separate craft recipe to nail-spike full football shoulder pads and crash helmets as they both visually have more spikes than other items, and also to handle the nail # paradox of spiking full football pads versus single-side pads.[*] Changed the craft recipe parser to not process skill level requirements of 0; mechanically, it's the same
as not having any skill level requirement, but the appearance of 0-level Skill Requirements in the UI might confuse some people.[*] Added a craft recipe to carve wooden cutting boards from a plank.[*] Added a new inputFlag, MayDegradeVeryLight, which degrades tools at half the rate that MayDegradeLight does.[*] Added items and craft recipes for making a Prison\/Improvised Lighter from a Battery, Tape, and Steel Wool, Aluminum Foil, or Electrical Wire, as well as recovering the Battery from the Lighter.[*] Added a craft recipe to craft a wall trophy item
from a Stag's head.[*] Added recipe magazines for several new craft recipes, these include \"Real Gladiators\", \"Leather Crafts\", and \"Cowboy Living\" to teach some leather tailoring recipes, \"Herbal Remedy Growing\" (medicinal herb growing seasons), and \"Homemade Explosives\" (some bomb recipes).[*] Added the SharpKnife item tag so the Straight Razor item can be used for crafting; however, it also has very low durability values and will also be liable to break when used for crafting.[*]isc[*] Added a Tailor profession.[*] Added toy capgun pistols and
rifles, and their ammunition. These still need custom sounds, and currently use the .38 Special Revolver sound effects as placeholders.[*] Added an zombie outfit for wild west town law enforcement, as per the flyer.[*] Zombies in the wild west town law enforcement or outlaw outfits can have capguns on them; these were used in performances.[*] Snowglobes are now for specific locations, using the postcard title pool; they used to make Snowglobes for everywhere\/everything.[*] Harmonica and Whistles are now visible when blown.[*] Added new left and right
Gaiter items; Gaiters can be crafted and will sometimes spawn on some appropriate zombie outfits.[*] The code for stitching wounds and patching clothing now looks for thread by both item type and also item tag; this allows Sinew Thread to work for these purposes.[*] Added the \"break on smithing\" item tooltip to ceramic molds that break when used in smithing crafts.[*] Added craft recipe and item for crafted ammo straps, both shells and bullets\/cartridges.[*] \"Normal\" (non-crafted) ammo straps can be Black or Brown; crafted ones will be Brown.[*]
Added fish guts and roe.[*] Adjusted clothing masks for wedding dress and updated texture.[*] Added glazed ceramic teacup item and updated kiln recipe.[*] Added filled model for ceramic teacup.[*] Coffee Machine now uses 2 recipes, one for mugs and another for teacups, these recipes now use water from the mug or teacup (and accept mixed water) to create a \"coffee beverage\" item that can receive additional ingredients. [*] Added the crafting of some Cow and Fawn hide garments.[*] Added items and craft recipes for the player to make leather masks,
elbow pads, and knee pads.[*] Added a crafting QOL feature where items that can be used as inputs for favorited recipes will have a user-defined-good-color, which defaults to green, a star overlay on their inventory icon, and good color text in their item tooltip. - The favourite-star for recipes in the craft recipe UI and the building UI will be the user-defined-good-color, which defaults to green. [*] Added a Tarp Piece item and a craft recipe to cut a Tarp into Pieces. - Tarp Pieces are used instead of whole Tarps for many, but not all, Tarp-Tailoring crafts. - You
still need an entire whole Tarp to make a Tent, Lean-to, or Poncho. - It is intentional that you can't tape together Tarp Pieces to make a new Tarp. - As Tarps are fairly common items, and there a a fair amount of Tailoring craft recipes that use Tarps, cutting Tarps into Tarp Pieces was added so that players didn't have to use an entire Tarp to make a single smaller item, or be forced to make multiple instances of the small item from one Tarp.[*] Added items and craft recipes for Tarp sling bags, sacks, handwraps, footwraps, hats, and framepacks.[*] Added items
and craft recipe for crafting Fanny Packs out of Tarp Pieces.[*] The appropriate Head Sacks can be produced from Tarp and Hide Sacks, and Crafted Pillows, from the Cut Head Sack craft recipe.[*] Revised the categories for craft recipes by reducing the number of categories and fixing confusing categorization.[b]BALANCE[Vb][*] Snow now fills rain collectors and items with water, slower than rain.[*] Gasoline will evaporate much more slowly.[*] Adjusted some fundamental blacksmithing crafts to accommodate forest scenarios.[*] Simplified the craft recipe
for breaking Large Stones into Stones so it would be easier to perform in the field.[*] Consolidated the craft recipes for making rope and twine, as their only differences were the material type (dogbane vs hemp, etc) being consumed.[*] Updated the Mill Sunflower Seeds craft recipe input for crafting, now consumes food inputs by Hunger Value and not item count.[*] Removed the following items to streamline Blacksmithing: SmallArmorPlate, IronRod, IronRodHalf, IronRodQuarter, IronSlug.[*] Changes to some low tier tool Blacksmithing recipes to make them
more flexible in their tool requirements.[*] Characters can now do actions while opening doors, climbing through windows\/fences, toggling curtains & hutch door.[*] Similar to many \"primitive tailoring crafts\", the SewSack craft recipe can accept either Thread or Twine to craft the sack.[*] Adjusted a couple of Blacksmithing recipes for consistency.[*] Added smelting properties to several items and adjusted the smelting properties of some items for consistency.[*] Reduced the time required to perform the Extinguish Candle and Extinguish Hurricane Lantern
craft recipes.[*] Minor tweaks to some metal armor craft recipes.[*] Decreased the weight and increased the critical chance and max damage of the Block Mace.[*] Decreased the weight and increased the critical multiplier and max damage of the Long Mace.[*] Several modified Baseball Bat weapons had their weight decreased and critical characteristics increased.[*] Several modified Long Branch Cudgel weapons had their critical characteristics increased.[*] Increased the Critical Chance of the Large Branch and several Maul and Scrap-type heavy weapons.
[*] Updated base health and skill-based health for fences and walls.[*] Gasoline evaporation is now modified by day length.[*] Many more Leather Tailoring craft recipes need to be learned\/researched\/etc.[*] Hammers being used to construct tiles now degrade half as fast as they did previously.[*] Consolidated some craft recipes for forging bars\/bar parts.[*] Some craft recipes for forging chunks\/smaller bars accept Wooden Tongs.[*] Removed the wild herb growing seasons from the Wilderness Survival magazine; they will be in a different magazine,
\"Growing Herbal Remedies\".[*] Limited casting range of Fishing Rod.[*] Improper completion of fishing is now more punishing.[*] Balanced fish sizes.[*] Reduced growth times of Flax, Rye, and Wheat.[*] Most recipes for extracting\/smelting iron and steel now involve a crucible that's either empty or already has iron or steel in it, and adding metal to it.[*] Most recipes for casting iron or steel involve using metal from a crucible with the appropriate items.[*] Additionally, most Iron Recipes, beyond producing Iron Blooms from Iron Ore, extracting Iron Chunks
from an Iron Bloom, and extracting Iron Chunks from Iron Items, require a medium-tier Furnace or an Advanced Furnace.[*] Using crucibles of metal will help in reducing the total number of smelting\/extracting\/casting recipes.[*] The Hide Jacket craft has a chance, depending on Tailoring skill, of producing a jacket with a slightly \"nicer\" texture.[*] Certain non-weapon items may have their condition randomized when spawned as loot.[*] This includes items that are weapon parts, such as Sledgehammer Heads in the trash, as well as items that are intended
to have their condition reduced from being used as tools\/tool parts.[*] Reduced the \"intensity\" of tool damage from being used in several craft recipes that would be more easy-going on the tools, such as cooking, baking, and electrical recipes.[*] Recipes for dismantling tools and weapons will now accept broken items; in general, any item that can be dismantled should have an OnBreak interaction performed on it when it breaks that separates the handle and head parts as-is, but there may be circumstances, such as mods, that interfere with that process.[*]
Increased the durability of several Baseball Bat derived crafted weapons.[*] Several more armor craft recipes, but not all, require Sinew Thread specifically.[*¥] Several crude\/improvised type weapons that could use Rags, Denim Strips, Leather Strips, or Twine, and an ingredient can now also use Burlap Pieces instead. This does not apply to Spears, but items such as Shivs and Stone Axes.[*] Increased base health Log Window Frame.[*] Halved the default maximum rat\/mouse population in the sandbox settings.[*] The Handy trait, Carpenter profession,
Repairman profession, and Engineer profession receive a +1 skill level in Masonry.[*] The Cook trait, Hunter trait, and Chef profession receive a +1 skill level in Butchering; it is intentional that the Burger Flipper profession does not provide any benefit in Butchering.[*] Adjusted some values of the hollow book items to prevent nonsensical scenarios.[*] Changed several hide-type craft recipes that previously accepted oversized hides, so players could perform the crafts without being arbitrarily limited, to only accept appropriately sized hides; the player will
now have to cut oversized hides into pieces beforehand.[*] Duct Tape can be used alongside Rags, Twine, Leather Strips, etc., for some improvised\/crude weapon and tool craft recipes.[*] Crafting stone hammers, axes, and mauls requires more binding\/strips than previously, but Duct Tape can be used.[*] Adhesive tape can be used alongside other bindings to craft shivs.[*] Adjusted concrete barrier collision in some locations.[*] Reduced the time required to Chop Firewood.[*] Burlap can be woven from Dogbane.[*] Increased the durability characteristics of
Rake Head weapons.[*] Reduced the weights of the Mace and Stone Mace weapons.[*] Reduced the endurance drain of several \"Heavy\" crafted weapons from scaling similar to a Sledgehammer to scaling similar to a Wood Axe.[*] Reduced weight of Splinter to match Twigs. [*]Updated ISBuildIdoEntity.lua so that skill-based bonus health can also work for recipes that don't have a skill level requirement.[*] Reduced base skill-related bonus from 200 to 20, this value is used in some cases where the script does not define it, and was way too high.[*] The Hide
Fanny Pack craft recipe now requires a higher skill level and also needs to be learned\/researched\/known.[*] Rebalanced the input requirements for several Duct Tape, Garbage Bag, and Tarp based Tailoring craft recipes.[*] Long and Short Spearheads and Crude\/Simple Blades are no longer weapons, and don't have the Sharp Knife and several other qualities for crafting and interactions. This is to make some interfaces less confusing\/spammy.[*] Slightly boosted the durability characteristic of the Spiked Short Bat weapon.[*] Removed the recipes to knap
large stones into stone and limestone into pieces as they are redundant with masonry recipes that perform the same tasks.[*] XP gained from adding and removing patches has been reduced. It was previously increased to help players level up Tailoring more easily, but based on player feedback, using patching solely to advance the skill is not a desirable approach.[*] Tweaked the simple\/crude blade recipe to make it easier to perform.[*] Rebalanced several older tailoring recipes, for \"normal\" satchels, dresses, long johns, shirts, skirts and trousers, in regards
to their material and skill requirements, as well as needing to be learned.[b]JFORAGING[\/b][*] Added forageDefaultDefs, forageSkills and forageDefs tables to forageSystem.[*] Added forageSystem.seedTable for custom doWildCropSpawn with chance and different seed amounts. [*] Added improved loot table and item picking methods.[*] Added processing of item and category validMonths with bonus\/malus in addItemDef().[*] Fixed affinity and bonus icons not rolling with their bonuses during rain\/snow.[*] Fixed affinity and bonus icons able to roll for focus
items in invalid months.[*] Removed breakTick event from updateEvents in ISBaselcon\/ISSearchManager.[*] Re-categorised foraged trash and junk items and matched rolls for all junk\/trash mixed table tiers.[*] Removed sprite affinity cooldown and reduced forage bonus\/focus item chances for some categories.[*] Added validMonths table to forage item and category definitions with bonus + malus added.[*] Added forageSystem.isValidMonthInternal(), getMonthMulti(), getWeatherMulti().[*] Fixed icons rolling for empty categories in winter.[*] Adjusted
default chance for categories to 0 and 0 per zone to fix another issue with picking empty loot table categories.[*] Added items foraging rain\/snow bonuses scale with rain\/snow levels instead of a flat percentage.[*] Renamed 'zoneChance' to 'zones' in forage category definitions and updated references.[*] Tidied old foraging code and loot entries.[*] Added IsoMarkers rendering of 3D item models.[*] Added altWorldTexture for Herb and WildPlant category items.[*] Added forageSystem.getWeatherType() support for mixed weather.[*] Added saving the random
rotation value for forage icons.[*] Fixed foraged clothing tint colour resetting when recreating icons.[*] Removed IsoMarker deferred and overlay rendering methods.[*] Removed IsoMarkers doTempIsoObject, tempSquareObject.[*] Removed CirclelsoMarker and added functionality to IsoMarkers.[*] Fixes for foraging fruits and vegetables. - Reduced the maximum size of all foraged foods prefixed with (wild). - Wild foods have their hunger values capped at 1 after size effects. - Added wild foods can now have nutrition values affected at any size. - Removed wild
foods, multiplying food happiness values by item size. - Fixed some fruit definitions that were missing months when they could be foraged. - Adjusted foraged fruits for more seasonal variance. [b]JUI[\/b][*] Added PlayerCraftHistory class to track craft\/build history.[*] Added recipe sort modes by: Recipe Name, Last Used, Most Used[*] Added hooks to crafting to update craft history on craft\/build.[*] Increment save version, save PlayerCraftHistory[*] Added recipe sort comboBox to Build Panel filter panel.[*] Added a fluid indicator to containers in Crafting
Menu[*] Reorganized some sandbox options in the Meta category.[*] Updated tooltip for the following sandbox options: Day\/night cycle, climate cycle, and fog cycle.[*] Display corpse icons in the Grab context menu.[*] Display item icons in the vehicle install-part menu.[*] Display microwave or stove icons next to the Turn On\/Off and Settings context-menu options.[*] Display the lightbulb icon next to the Turn OnV/Off context-menu option for light switches.[*] Display walkie-talkie models for walkie-talkies placed in the world.#[*] Display item icons in the
hotbar Attach context menu.[*] Stash maps are displayed as icons on the world map. Clicking a stash-map icon displays an overlay with the annotations.[*] Added a brightness slider to the in-game map (under Options). This affects loot maps and the mini-map also.[*] In the animal designation zone ui, highlighting an animal in the list will outline the animal in the world,[*] unless it is inside a chicken coop.[*] Added anti-aliasing to the spawn selection menu map.[*] Fixed collapsable windows collapsing faster at higher framerates.[b]SOUND[\/b][*] Added new
vehicle sounds for collisions with foliage.[*] - VehicleScrapePastPlant is now a looping sound, and plays for d_generic 1 and d_plants 1, in addition to bushes and trees.[*] - Added VehicleHitHedge which is a collision sound for bushes.[*] Fixed character with Deaf trait hearing ambient sounds.[*] Fixed Dropping Weapons not playing drop sound.[*] Fixed Street Light Sounds not stopping when light turns off.[*] Fixed sound for Locking\/Unlocking Trunk from inside the vehicle not playing.[b]JFIXES[V/b][*] Fixed regular zombies freezing when killed as they are
vaulting through window or fences (some edge cases with firearms to be addressed). [*] Fixed the amount of gasoline an item must be holding in order to show the \"add fuel\" option for generators. [*] Fixed some fence types with zero or wrong health values.[*] Fixed M16 full-auto rate of fire being way too high.[*] Fixed issue where plumbed sinks do not provide clean water when source contains a mix of clean + tainted water.[*] Fixed Characters sometimes stop shooting at crawlers\/downed zombies. Shotguns and single-fire assault rifles now continue to
fire against downed zombies.[*] Fixed trying to place a 3D item in an invalid location locking the item to this square.[*] Fixed wrong animal size calculation when butchering animals using a butchering hook.[*] Fixed missing icon and makeup object. Removed legacy camo makeup item as it didn't follow how the other camo face makeup worked.[*] Fixed characters getting stressed from chopping trees. [*] Fixed some instances allowing food to be eaten regardless of hunger levels.[*] Fixed potential issues around the \"Pause When Focus is Lost\" option.[*] Fixed
CraftRecipeData.getFirstInputltemWithTag not returning the first item but the last one found.[*] Fixed Building a wooden fence post playing incorrect sound.[*] Fixed error with the Assemble Small Framepack recipe.[*] Fixed several craft recipes for drying plants now that hunger values for inputs are working properly.[*] Fixed duplicate options to carve small handles from antlers.[*] Fixed temporarily blank window at the start of the read timed action with print-media textures[*] Fixed issue with sinks\/rain collectors losing meta info in certain crash
scenarios.[*] Fixed several Blacksmithing recipes using the generic making timed action animation.[*] Fixed the CastSteelBarFromIron recipe using Ingot Molds and not Bar Molds.[*] Fixed Dome Kilns not being in the Blacksmithing build menu category.[*] Fixed using lighter again when smoking and opening doors.[*] Fixed multi-sprite ovens not turning on\/off with each other.[*] Fixed missing active-oven overlay sprites.[*] Fixed issues with the position of skill progress-bar tooltips[*] Fixed issue with IsoHutch calling sync too frequently (when there were no
changes).[*] Fixed characters starting to aim down before zeds fall down. [*] Fixed an issue where the player would suddenly aim up when standing directly over a zombie the player is aiming at.[*] Fixed feeding trough container type not being set to \"trough\" after removing water.[*] Fixed feeding troughs turning into generic IsoThumpable objects after rotating.[*] Fixed context menu showing options for just the topmost fluid source on a square. Will now shall all fluid sources. [*] Fixed some cases of dragged corpses remaining hanging in midair.[*] Fixed
equipped items showing in \"Destroy for Fuel\" menus.[*] Fixed being unable to pick up Flatstones.[*] Fixed error in Lantern recipe.[*] Fixed bone-spiked branches being Axe weapons; a previous version of there weapons were much more \"pick like\" and as picks are axes, they were axes. Now they are properly blunt.[*] Fixed multithreading issue with vehicle saving related to the new chunk hot-saving feature.[*] Fixed being able to smelt whole fire axes and not fire axe heads; now fire axe heads can be smelted and not whole fire axes.[*] Fixed the Hide
Bandeau recipe outputting a skirt.[*] Fixed error in the metalworking punch craft recipe.[*] Fixed Drainable items having the incorrect number of uses after loading, if they were saved with exactly 1 use remaining.[*] Fixed the AEBS warnings about the failing power grid not always playing. Moved the EveryHours Lua event to trigger after all GameTime hour\/day\/month\/year values have been updated.[*] Fixed rat\/mouse not having bones definitions.[*] Fixed wrong animal ranch zone.[*] Fixed characters flipping 180 degrees while throwing bodies out the
window.[*] Fixed animals not eating drainable food placed on the ground anymore. Animals no longer drink from water containers that can't catch rain, e.g., pop bottles.[*] Fixed Cash register under counter at 2229x14461.[*] Fixed AdjacentFreeTileFinder.privCanStand() incorrectly checking for hoppable objects.[*] Fixed IsoGridSquare.isAdjacentToHoppable() incorrectly checking for hoppable objects on squares to the south and east.[*] Fixed ice cream cones displaying nutritional information as if they were in packaging.[*] Fixed issue where walls could not
be chopped down from the back side.[*] Fixed being unable to sterilize rag directly from RMB menu when pot boiled in BBQ.[*] Fixed dragged corpses remaining in midair sometimes. If a pickUp corpse is interrupted, there is now a transition to the appropriate dropped state.[*] Fixed interrupting dragging corpses and opening doors causing teleportation.[*] Fixed player being unable to hit closed non-see-through doors from the north or west sides.[*] Fixed setting canPassThrough=true on carpentry doors. This affected visibility checks through the doors.[*]
Fixed interrupting the Eating timed action not consuming items partially where applicable.[*] Fixed not being able to wash rags with seltzer or mixed water.[*] Fixed discarding items error.[*] Fixed player being able to reach sinks\/toilets\/bathtubs through floor.[*] Fixed LayDown animation still allowing for WASD movement.[*] Fixed being able to place doors and door frames too close to stairs. Prevent doorframes\/walls from being built above staircases on the N\/W sides, floating in mid-air (now requires supporting wall)[*] Fixed Bucket recipes not being
able to use \"mixed\" water.[*] Fixed creating beverages not saving the mug's color variation.[*] Fixed missing translation entries and a few other bits of code for Glassmaking XP multiplier.[*] Fixed the InheritUses inputFlag transferring a literal amount of uses to the output item versus a proportional amount of uses (ie. in the old system, they should have the same usedDelta value).[*] Changed Gaiter display names to be consistent with other limb armor.[*] Fixed the display name of the Leather Neck Guard craft recipe.[*] Fixed some items being
inappropriately categorized as mementos.[*] Fixed being able to merge some inappropriate drainables.[*] Fixed wrong item tags for Earring LoopSmall Gold Top and Goblet Silver.[*] Heading tools can be smelted.[*] Fixed being able to move around or rotate while picking up corpses and laying them down. [*] Fixed error when you add chum to water[*] Fixed inappropriate smelting qualities from some items.[*] Fixed some blacksmithing craft recipes not wearing down tongs or wearing down hammers too lightly.[*] Fixed a minor error with the experience
award from making a Battery Lighter.[*] Fixed Florist Stepvans loot issues.[*] Fixed an error with what was supposed to prevent camoflage trucks from spawning in Louisville having the opposite effect.[*] Fixed not being able to sharpen normal Shivs.[*] Fixed short metal pole fence not having a base health value and gaining too much health for skill levels. [*] Fixed Character Creation screen not updating clothing. [*] Fixed load-order issue with tileGeometry.txt files. Sprite properties (like Surface and ItemHeight) were not always being applied before
adjusting the vertical offset of stacked objects when loading a game. This is why microwaves and radios might appear sunken into countertops when first loading a game.[*] Fixed errors using the context menu in the ZombiePopulationWindow debug ui.[*] Fixed being unable to can-reinforce crafted baseball bats.[*] Fixed sink water purification so it de-taints any mixture of fluids and allow plumbed cocktails[*] Fixed disallowed cleaning of rags\/person using all types of water mixes via context menu[*] Fixed issue where town water piped sinks were not
showing fill targets in context menu.[*] Fixed issues with character dragging corpse events[*] Fixed issues with wall climbing sounds timing[*] Fixed Watermelon playing CarpentryHammer sfx[*] Fixed missing sounds for Stone Mace and Stone Mace_Long[*] Fixed error with the anvil casting recipe.[*] Fixed missing translation strings for new casting\/smelting recipes.[*] Fixed CDDA player model wearing non-existent clothing[*] Fixed flashlight hotkey (f) being disabled during \"walk to\".[*] Fixed effect from applied poultices remaining after wounds heal.[*]
Fixed moveables being able to be placed above water tiles.[*] Fixed missing roads on player map.[*] Fixed not removing north-west wall sprites when placing basement access objects.[*] Fixed a blocked staircase with ba_house medium 96 farmhouse.pzby.[*] Fixed ISContextMenu.removeLastOption() sometimes resulting in a context menu appearing too far to the left.[*] Fixed turned-on overlay sprites not always being displayed on stoves.[*] Fixed highlighting 100s of nails tanking the framerate.[*] Fixed adding fuel to a generator failing to transfer the last
0.1 of gasoline.[*] Fixed log doorframe not having base health values. [*] Fixed mugs with hot beverage always using teal variation during drink animation.[*] Fixed mugs changing color variation when they're emptied.[*] Fixed corpses being throwable over the window frame but not over the short fence.[*] Fixed various minor fishing issues[*] Fixed lakes having the wrong biome[*] Fixed limited PlayerVoiceSound while dragging corpses.[*] Fixed missing icons and models for Fish Roe Sac and Fish Guts.[*] Fixed Make Jar of Roe and Open Jar of Roe recipes.[*]
Fixed Lighters spawning with amount missing and can't be refilled to the fullest.[*] Fixed only 1 pumpkin seed required to fill an empty packet.[*] Fixed Dry dog and cat food not giving Unhappiness.[*] Fixed Make Bread consuming only 2 hunger values of Flour.[*] Fixed Toast Bread recipe not using a whole slice.[*] Fixed Rip Sack recipe not using some sack items.[*] Fixed Pack 12 Boxes of 9mm Ammo in Carton mislabelled as \"Pack 12 boxes of 5.56 Ammo in Carton\".[*] Fixed not being able to slice or smash pumpkins.[*] Fixed various debug editors not
handling resolution changes correctly, and not using the green and red button colors.[*] Fixed being unable to click on every sprite of a multi-sprite crafting station to display its ui.[*] Fixed chance for trash in fishing, legendary fish and roe sac.[*] Fixed Bait being addable after casting.[*] Fixed unupdated Tile properties need to be updated for Player-Made constructions.[*] Fixed structures like double windows frame so that they can be painted and wallpapered - this was especially evident in trailer homes. [*] Fixed not being able to wallpaper corner walls.[*]
Fixed Characters with Deaf traits being able to hear ambient sounds.[*] Fixed issue with some fluid transfers being blocked.[*][*] Refactored handling of free traits, trait adding, and removing.[*] Fixed an issue if a free trait had been added from multiple sources, it was removed when one of those source traits was removed, even if another would still provide it.[*] Fixed an issue when a trait was removed from the selected list, mutually exclusive traits would be re-added to the good\/bad lists, even if another should still exclude them.[*] Fixed an issue when
adding a trait to the character, free traits given by non-selected traits were not checked for exclusivity allowing those traits to remain available. Selecting one of those traits added the excluded free trait to the character.[*] Fixed ground pill bottle not displaying texture correctly.[*] Fixed Hawaiian shirt texture spilling over onto thumbs.[*] Fixed typo on LV Police car.[*] Fixed some animations that were too short\/too long for SFX\/Timed action length (Emptying watering cans, buckets, transferring liquids, removing glass shards when drunk, etc).[*] Fixed Hat
long hair models clipping through neck when low crouch walking[*] Fixed being able to use empty Lighters to light campfires.[*] Fixed the Hide Robe craft recipe producing a Hide Coat instead.[*] Fixed some minor issues with some new Tailoring craft recipes.[*] Fixed an error in CraftRecipe.java where a scripts ResearchSkillLevel was being parsed as the time value for the craftRecipe in question.[*] Fixed Trapping Books 1-3 not spawning as Survivor bag loot.[*] Jars of Jarred Vegetables that spawn as clutter should no longer be uncooked.[*] Fixed ripping
clothing producing 1 extra rag\/strip.[*] Fixed Bandeau clothing items providing as many rags when torn as a t-shirt.[*] Fixed missing health values for several buildable entities.[*] Fixed listing sealed bottles when right-clicking a barrel or another container and selecting \"Add fluid from item\".[*] Fixed improper fluid-container color comparison in WorldItemAtlas.ItemParams.isStillValid().[*] Fixed object highlight (sink being hidden when the counter below is highlighted).[*] Fixed IsoBuilding.Rooms possibly containing multiple references to the same
RoomDef.[*] Fixed some oddness with Log House side wall rendering.[*] Fixed \"Right click > Open Door causing infinite spamming of action.[*] Fixed zombies not attacking players with Cheat.Player.SeeEveryone debug option enabled.[*] Fixed the F2 chunk debugger being unable to display all long integers, in this case BuildingDef.ID and RoomDef.ID,[*] which are passed to Lua as Double objects. [*] Fixed inconsistencies with pillow detection when sleeping. A pillow in either hand is counted in every sleeping situation.[*] Fixed simple blades providing too
much metal when smelted.[*] Fixed ISPanelJoypad:ensureVisible() not working for elements inside another ui element. his affected the \"Precipitation Speed Multiplier\" in the options screen.[*] Fixed a Lua error after pressing the joypad A button when a crafting input was selected in the crafting ui.[*] Fixed capguns having a capacity of 6 and not 8.[*] Fixed wooden stakes not being able to be burned.[*] Fixed being able to dismantle hand scythes with two different craft recipes.[*] Partial fix that removes all tiles of a multi-tile object when one of them gets
removed.[*] Fixed error when trying to place a 3D items while climbing stairs.[*] Fixed animals being able to attack players inside cars.[*] Fixed wrong math with canceling actions while opening doors.[*] Added \":getItem(index)\" returning the currently selected item if index is nil[*] \":addItem()\" and \":addUniqueltem()\" now accept tooltip arguments, instead of requiring the caller check return values and add tooltips after[*] Fixed duplication issue with rags and bandages. ISWashClothing now validates the item is still in the players inventory.[*] RMC menu
for washing dirty rags only display rags with a job delta of 0. Any rag with a delta is likely currently being washed.[*] Fixed a bunch of items tags in regards to their incorrect or missing smelting characteristics.[*] Fixed missing half of a tent, and incorrect CustomItem=BaseImprovisedTent property on another.[*] Fixed excessive ArrayList allocations with calls to IsoMetaGrid.getZonesAt().[*] Fixed wooden window frame health.[*] Fixed characters not being able to look around while seated.[*] Fixed cases of invisible zombies and vehicles.[*] Fixed \"Invalid
SpriteConfig object\" messages due to changing the sprite on floors when there are two valid floor sprites.[*] Fixed context menu exception being thrown when adding fuel to a full campfire.[*] Fixed Twigs and branches from being removed by erosion.[*] Fixed issue where character model was not equipping props when building.[*] Fixed tutorial zombie who is gardening in the field playing wrong sfx.[*] Fixed zombies spawning in basements beneath the player's spawn building.[*] Fixed issues with the normal hide skirt.[*] Fixed instances of the character not
sauto-shoving while using firearms when zombies are near.[*] Fixed plants not being highlighted properly when the \"Wind Sprite Effects\" option is enabled.[*] Fixed some t-shirt clothing items pointing to old an t-shirt texture.[*] Fixed the Large Hook items being a short blade weapon and not a small blunt and rebalanced some combat values for it. - This only applies to InHandCraft and AnySurfaceCraft recipes; recipes that can only be normally seen in workstation interfaces are an apples and oranges affair. - \"Survival\" category recipes have all been moved
into \"Miscellaneous\". - In general \"Armor\" recipes have been moved into \"Tailoring\" aside from the welded scrap metal ones, which have been moved into \"Metalworking\" - Making buckets of concretes are now in Masonry and not Carpentry. - The recipes for cutting bacon in one size into smaller size bacon items are now in Cooking and not Farming. - Purifying water is now in Miscellaneous and not Medical.[*] Fixed drinkable puddles not correlating with visual puddle on screen.[*] Fixed error with the autoLearn field for the Carve Short Bat craft recipe.
[*] Fixed crafted bottle not having the GlassBottle tag.[*] Fixed \"no weather\" sandbox option not blocking weather generation until weather restarts.[*] Added fog generation during endless blizzards.[*] Added GameTime isEndlessDay, isDay, isEndlessNight, isNight helper methods.[*] Tidied ClimateManager updateSandboxOverrides methods and helpers.[*] Added ISZoneDisplay:getHoursBetween and updateMoonPosition helper methods.[*] Tidied sandbox helper methods for climate options and initial values for climate overrides.","commentcount":0,"tags":
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2025","posttime":1747334140,"updatetime":1747341470,"body":"[img]{ STEAM_CLAN_IMAGE}\/29087962\/1ab0b46146a5bf8df6fe07bea53ebee78c6d163c.png[VVimglGood day!lt's the fifth month of the year and Slay the Spire 2 isn't out yet. We're quite picky about the game's quality, despite it coming to Early Access. I want other game developers to fear releasing low quality games into Early Access after we do. That's how good I want it! Is that a toxic attitude? Well, too bad.Speaking of low quality games... [i]Blue Prince[V/i] is NOT one of them! While I do
wish for a few quality of life features, there's many mysteries to solve, room drafting to be done, and a heartfelt history to uncover. It has been a great time as I've been digging (with my shovel) into the game's depths the last few weeks. No, I was not paid by [i]Raw Fury[V/i].[h3]Working working...[\Vh3]So April has been a [b)]WORK MONTH]|Vb].[img]{STEAM_CLAN_IMAGE}\/29087962\/731156643ef644ca315c849b4d68e8886ed67c54.gif[\/img]Lots of effort was put into making screens not look like placeholders (like this Treasure Room above), ensuring our
systems are flexible and easy to debug, optimizing performance, and incorporating content and balance changes. A lot of work's getting done!Speaking of patching, I thought it would be funny to keep all the playtest patch notes. Once the game is finally out there, it'll provide some insight into the development process, how we prioritize our work, what kind of issues were notoriously difficult to solve, and more learnings that even we aren't aware of.[img]{STEAM_CLAN_IMAGE}\/29087962V/f90df92fb790c75ebcc8817b728875ced20f0284.png[Vimg]
[h3]Character Evolutions[\/h3]Hey folks, Anthony here. Time to spill some secrets about StS2! For returning characters, we aren't just bringing them back as they were in StS1--we're giving them proper makeovers for their return to the Spire. Our approach: remove a bunch of old cards, add even more new ones, and look for clever tweaks and changes to a few classics. [img]{STEAM_CLAN_IMAGE}\/29087962\/0389af8ec160dc34e5bc5d64cec7ed5aa2ac47a6.png[V/img][i]One line of text makes a world of difference on a card like Blade Dance![\/i]The Silent
gets to play with a shiny new mechanic in StS2: [b]Sly[Vb].[img]{ STEAM_CLAN_IMAGE}\/29087962\/1cab47858bb65072fb4cf468f5594b50c4dd3d56.png[\/img]Sly cards are automatically played for free when they are discarded, opening up whole new ways to take advantage of discard shenanigans. The Silent has access to a bunch of new Sly cards in StS2, but if that isn't enough Slyness for you, you can always take matters into your own hands...[img]{ STEAM_CLAN_IMAGE}\/29087962\/d7d72c0d9751c044e83a876aac21041b5501c04d.png[Vimg]Looking
forward to seeing all the ways you manage to break this card. Or die trying. >:)[h3]Spire Spotting[\/h3]And now it's your local Spirelife guide, Demi, here to update you on our latest findings about last month's mysterious creature:[img]{ STEAM_CLAN IMAGE}\/29087962\/0f50128fcc4f8be2ba3636cabb10bf5fch3fa027.gif[\/img]But before that, let's test out some of your brilliant hypotheses...[img]{ STEAM_CLAN_IMAGE}\/29087962\/550038dea00bb1250337b230bc271b47a27e7e00.png[Vimg][img]

{STEAM_CLAN _IMAGE}\/29087962\/ee42ae340c7ad8c7e79221624560509cdde67b88.png[\/img]The award for most inventive guess goes to Kangaroodoo, who imagined the creature's jittery movements as an engine![img]{ STEAM_CLAN_IMAGE}\/29087962\/564fe28e46713da6c8c4f0613c53ald4abffe37e.png[\Vimg]While it was hard to pick a most accurate submission this time around, we think moffster eked out the competition!Take a look at a small selection of the other many submissions we got this time around:[img]

{STEAM_CLAN IMAGE}\/29087962\/91eeaa45e45445396adad77cdc4a5de735348328.png[\/img]Credit in order from left to right: balls, Jokester Wild_Samich, ssorgatem, AxolotlBoop, chairmanbuu, AuxilRB, Hubert, mothtransman,\u00a0\u0414\u0456\u0430\u043d\u0430, JellyfishLightning, AlialunAnd now for the unveiling...[img]{STEAM_CLAN IMAGE}\29087962\/e9fb95be01c1d4152b3f3e7b57092cf532f747b3.gif[ \Vimg]Ta-da!! As many of you eagle-eyed Slayers noticed, this creature has already been spotted elsewhere in the past. Still, it was fun seeing
different artists' renditions of the same subject as well as people getting extra creative with it! As recompense, here's a little extra info: we're currently referring to this enemy as Chomper, as his moveset relies on, well, chomping! What could the effect of such chomps be, I wonder?Also, many of you have noticed that it looks similar to another beloved character in the Spire universe, and the reason for that is [bJ*LOUD ERROR NOISE*[\/b]. Hope that clears things up!Wait, does anyone else hear that...?[img]
{STEAM_CLAN_IMAGE}V/29087962\/92194ed1eba73f7586a6655bd2cd07fe4c1b9d35.gif[\/img]lt's yet another shadowy (and wiggly) creature!! Remember, submit your guesses as to what this monster could be via fanmail@megacrit.com or in our [url=https:\/\/discord.gg\/slaythespire]Discord's[\/url] fanart channel![h3]Q&A with C&A[Vh3]It's time again to answer questions. No time for unnecessary words. Onwards![b]TabbyCat asks:[\/b] How long is a turn in slay the spire for the characters? Is it consistent with the amount of cards played, or is it uniform at
~5 seconds. If I play 50 shivs in a turn as the Silent, are her hands moving at the speed of sound?[b]Casey:[\/b] The Silent's kind of like a seven in terms of speed. The Ironclad maybe a four. But the Champ is like a two and the Time Eater is using that stupid clock. It's all too complicated to explain really.[b]Kwayan asks:[\/b] Hello MegaCrit Games! I hope your are doing well, and I have a question. I'd like to know if you're going to add multiple death animation to the game, because in StS1, theres only one. So for exemple: if you die because of Snecko, you die
with a paralized animation. Thx! Oh and btw, use Kwayan as my name in the question thing. (If i'm chosen)[b]Casey:[\/b] Hello Kwayan! That's a cool idea but we currently don't have multiple death animations. Maybe if we reach a point where the core content and animations are done we can work on some fun extras. There ARE extras planned and they are so very extra.[b]Maro from Korea asks:[\/b] Q1. Are there beta arts for StS2 cards? Q2. Do you any thoughts on making StS's art book in the future? Q3. Are Neow, The Maw and Jaw Worm related? Q.??
Will it be early-accessed in December..?[b]Casey:[\/b] Yes. Yes. No. No. For those thinking of asking a question to hone in on the release month, I see you. Anyways, December kinda sucks for releasing games, there's holidays and all that- everyone gets too busy.[blIndikativ asks:[\/b] I was wondering if there will be any further lore in Slay the Spire 2.[b]Casey:[\/b] Yes[b]Pixelz asks:[\/b] Do you plan on adding content from\/inspired by some of the popular mods? I've been in love with some of them, especially Downfall's Hermit character and a good few of the
reliquary's relics.[b]Casey:[\/b] Making content is one of the parts of making video games. I'm not sure why we would ever add content from a mod. It also seems disingenuous creatively? Maybe I'm misunderstanding something here.[b]JAdam from France asks:[\/b] Are you going to launch a collector's edition for Slay the Spire 2 ? Maybe with some figurine or chibi, I will buy it for sure if you do.[b]Casey:[\/b] Maybe for the full release, definitely not for Early Access.[b]Tim asks:[\/b] Hello! What is the Merchant saying? My partner is convinced they sometimes
say \"P*** off\" and now I cannot unhear it.[b]Casey:[\/b][i]Mlyahh...[\/i] the denizens of the Spire don't speak English so they aren't telling you to f*** off. The dialog and story beats and such are translated to various languages so YOU, the player, can understand this foreign tongue. The merchant has 12 voice lines in the game and include a greeting, jovial laughter, a thank you in advance for buying wares, and of course the secret mercantile frequency technique version 4.[b]Nguyen from Vietnam asks:[\/b] Can Infinite deck in the sequel be easy to make?
[b]Anthony:[Vb] No[h3]Merch Madness[Vh3][img]{STEAM_CLAN_IMAGE}\/29087962\/1cbe35ca415acf7d390a9fb11afc17a4337acdb2.png[\/img]lt's Demi again, with a reminder that you can now get the full collection of every main Slay the Spire character in figure form AND grab a Silent and Snecko plush while you're at it! Shop everything YouTooz x Slay the Spire [url=https:\/\/youtooz.com\/collections\/slay-the-spire]here[\/url]![h3]Connections Section[\V/h3][img]
{STEAM_CLAN_IMAGE}\/29087962\/caf71501d03c478d418625c92bf68caa08901928.png[Vimg]And without any flowery further ado, the monthly [url=https:\/\/custom-connections-game.vercel.app\/G2gpysKXzlehZwGGiszj]Slay the Spire Connections[\/url] is here![h3]Community Roundup[VVh3]First of all, thank you to Maple for our gorgeous cover image this month, and shoutout to the very close runner-up featured below, \u4e5d\u5341\u4e5d\u4e00\u4e09![img]
{STEAM_CLAN_IMAGE}\/29087962\/9ebbdb1837b5dea3d9746bb7ad61b9f3c9a6a408.png[\/img]If your submission wasn't featured, reminder that cover image submissions must be submitted to us via fanmail@megacrit.com or in our [url=https:\/\/discord.gg\/slaythespire]Discord's[\/url] fanart channel, have dimensions of 800x450px, feature no text, and leave room for a title! Next month's theme: [b]Neow and a dreamy, rainbow sky![\/b]Now for our regularly scheduled community highlights...[img]

{STEAM_CLAN _IMAGE}\/29087962\/771894a06b6defdd49ec69258bc52dbdb803fb33.gif[\/img]This extremely cool, low-poly, animated Defect by PsiSlinger!https:\/\/www.youtube.com\/watch?v=q31Fhs-U7IMA fanmade Slay the Spire trailer reimagined in Limbus Company's style by Rusli![img]{STEAM_CLAN_IMAGE}\/29087962\/b7af288b3acfa8fc2elel7a281dcdbf6fdf39148.jpg[VVimg]This helpful Spire Field Guide series by [url=https:\/\/'www.reddit.com\/r\/slaythespire\/comments\/1gv6h70\/spire field guide day 20 dead_adventurers\/]pianoblook[\/url]! (We
made a note to highlight this one a while back but only recently remembered, oops. It now appears to be on hiatus but we think it's a great idea ~-")And that's a wrap on the May Neowsletter, see you soon in June!","commentcount":113,"tags":
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old songs can be tedious. A few song packs are available, but even those are limited. You can use a PC and a link cable to get custom songs if you've purchased Beat Saber for your Quest. You must activate unknown sources to complete this process. Using the Meta Quest app on your computer, go to Settings > General > toggle on unknown sources. You then need to close the app, turn on debugging, and connect to SideQuest. Getting custom songs for Beat Saber on a Quest or Quest 2 is a multi-step process that is pretty complicated. To get everything up and
running, you need to: Turn on developer mode: By turning on developer mode on your Quest, you open up the option to sideload apps and files.Install and set up SideQuest on a PC: SideQuest is an app that runs on your computer. It facilitates the sideloading process, allowing you to transfer custom files to your Quest. Connect your Quest or Quest 2 to SideQuest: This is a separate process that connects your Quest headset to the SideQuest app. You'll need to physically connect the Quest to your computer using a sync cable.Install and set up BMBF: There were
many ways to get custom Beat Saber songs on Quest in the past, but most of them stopped working with the release of Beat Saber version 1.6. BMBF was developed to work with newer versions of Beat Saber.Use SyncSaber to sideload songs: There are other ways to sideload songs, but SyncSaber is built into BMBF, so it’s the easiest. You'll create a free SyncSaber account. Optionally, you may want to consider backing up Beat Saber before you install BMBF and sideload songs. If anything goes wrong, a backup will allow you to restore the app to its original
condition. Here’s how to activate developer mode: Open the Meta Quest app on your phone, and tap the gear icon (settings). Tap your Quest headset. Tap More Settings. Tap Developer Mode. Tap the Developer Mode toggle. To turn on Developer Mode, your account must have a valid debit/credit card associated with it. Alternatively, use Oculus Developer Hub (ODH) to set up Developer Mode. Tap Start Creating. A web page will open. Scroll until you find the developer.oculus.com/manage/organizations/create link, and tap it. Tap Log in. Enter your
credentials. Enter an organization name, and tap I understand. The web page doesn’t render well on mobile, so you will likely have to scroll horizontally. Tap Submit. Tap I Agree, and Submit. Return to the Meta Quest app, and tap the Developer Mode toggle again. SideQuest is a free app that helps facilitate installing apps on Quest and Quest 2 through sideloading. You can get it directly from the official SideQuest website, and it's available for Windows, macOS, and Linux. Here's how to set it up. If you have the Meta Quest app open on your computer, close it
before proceeding. If prompted to turn on Oculus Link, do not turn it on. You will not see the USB debugging message if the app is active. Go to SideQuest, and select GET SIDEQUEST. Choose the download button associated with your operating system, and save the installer to your computer. Run the installer, and select Next. Select Install. Make sure the Run SideQuest box is checked, and select Finish. Connect your Quest or Quest 2 to your computer using a link cable. Put your headset on, and look for a USB debugging message. Select Allow. For easier
setup next time, check the Always allow from this computer box. Your headset is now connected to SideQuest. You may want to consider creating a backup before you proceed. It isn’t necessary, but it’s a good idea. If you have any problems with the sideloading process or anything gets corrupted, you can just restore the original copy of Beat Saber to your Quest. Open SideQuest, and choose the folder icon. Go to Android > Data and select the disk icon next to com.beatgames.beatsaber. Select Save to PC. Now that you have SideQuest installed and connected,
and you've optionally backed up Beat Saber, you're ready to download the BMBF APK and sideload it to your headset. You'll then need to launch BMBF on the headset, allow it to uninstall Beat Saber, and then allow it to modify Beat Saber. If this process doesn’t work, or Beat Saber doesn’t work after going through this process, the current version of BMBF might not be compatible with the current version of Beat Saber. If that’s the case, you’'ll have to wait for BMBF to update and try again. Go to the BMBF site , and select the most recent .apk file to
download it. Open SideQuest, and choose the APK installation icon (box with small downward-facing arrow). Select the apps icon (square made of nine smaller squares). Tap Settings icon (gear) next to BMBF. Tap Launch App. Put your headset on. Select Continue. Select Uninstall. Select OK. Select Patch Beat Saber. Select Install. Accept the install. BMBF includes a built-in sideloading tool called SyncSaber, so that’s the easiest way to sideload custom songs. You'll need to sign up for a SyncSaber account and then use it in BMBF on your Quest. Using a web
browser on your computer, go to Beat Saber, and select LOG IN. Select Register. Enter the username you want and your email address. Wait for a confirmation email, and follow the link. Enter a password, select reset password, and your account is ready to use. Put on your Quest or Quest 2 headset. Open BMBF. Select SyncSaber. Log in. Using the BMBF website, locate a song you want, and select the arrow icon. Select any additional songs you want. Select Sync to Beat Saber. Select Start Beat Saber. If prompted for storage permission, select Allow. Beat
Saber will launch with your custom songs. FAQ To set up the Meta (Oculus) Quest 2, unbox everything and plug in the headset so it can fully charge. Download and set up the Meta Quest app on your smartphone. Finally, connect your Quest 2 to Wi-Fi, set up the guardian boundary, and familiarize yourself with the controllers. To reset the Quest or Quest 2 using the headset, press and hold the power and volume down buttons until it turns on. Use the volume button to highlight Factory reset, then press the power button. The Quest and Quest 2 controllers each
use one AA battery. To avoid downtime, purchase the officially licensed Anker Charging Dock, which comes with rechargeable batteries. Thanks for letting us know! Get the Latest Tech News Delivered Every Day Subscribe Tell us why!




