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Thousand	Fingers	is	an	upgrade	in	Cookie	Clicker	that	adds	another	0.1	cookies	generated	by	Auto-Clickers	for	each	non-cursor	object	owned	in	the	game.	Here	are	the	answers	to	some	related	questions	about	Cookie	Clicker:	What	is	the	most	expensive	thing	in	Cookie	Clicker?	The	most	expensive	item	in	Cookie	Clicker	is	the	time	machine,	which	costs	123,456,789	cookies.	Is	there	a	secret	in	Cookie	Clicker?	Yes,	there	is	a	secret	in	Cookie	Clicker	called	“Open	Sesame”.	It	can	be	accessed	through	a	console	command	or	by	changing	the	name	of	your	bakery.
Opening	this	secret	panel	will	award	you	the	“Cheated	cookies	taste	awful”	achievement.	What’s	the	max	cursors	in	Cookie	Clicker?	In	Cookie	Clicker,	the	maximum	number	of	cursors	you	can	have	is	5,071.	What	does	trillion	fingers	do?	The	Trillion	Fingers	upgrade	in	Cookie	Clicker	boosts	the	cookies	earned	by	Cursors.	With	this	upgrade,	each	Cursor	receives	a	massive	100	cookies	per	second	boost	for	every	non-cursor	object	owned.	Cookie	Clicker	All	Upgrades	|	Thousand	Fingers	|	Upgrade	#4	This	heading	seems	to	be	mentioning	an	upgrade	called
“Thousand	Fingers,”	which	is	the	fourth	upgrade	in	the	game.	What	is	the	best	cheat	code	in	Cookie	Clicker?	One	of	the	cheat	codes	in	Cookie	Clicker	is	“Game.SetAllUpgrade(1)”,	which	gives	you	access	to	all	upgrades	in	the	game.	What	is	the	cheat	code	for	Cookie	Clicker?	The	cheat	code	for	Cookie	Clicker	involves	using	the	console	command	“Game.Earn(number)”	to	generate	cookies.	Replace	“number”	with	the	desired	amount	of	cookies	you	want	to	generate.	How	do	I	activate	Grandmapocalypse?	To	activate	the	Grandmapocalypse	in	Cookie	Clicker,	you
need	to	have	at	least	seven	Grandma	types	and	six	grandmas.	Once	you	meet	these	requirements,	you’ll	have	access	to	the	Bingo	center/Research	facility,	where	you	can	further	progress	in	the	Grandmapocalypse.	How	do	you	get	Neverclick	achievement	in	Cookie	Clicker?	The	Neverclick	achievement	in	Cookie	Clicker	requires	you	to	accumulate	1	million	cookies	without	clicking	the	Big	Cookie	even	once.	What	is	the	OG	Cookie	Clicker?	The	OG	(Original)	Cookie	Clicker	refers	to	the	original	version	of	the	game,	before	the	1.0	Update.	It	was	created	by	Julien
“Orteil”	Thiennot	and	is	still	playable	in	its	classic	form.	How	rare	is	Bakeberry	Cookie	Clicker?	The	chance	of	a	Bakeberry	cookie	spawning	in	Cookie	Clicker	is	approximately	1	in	1139.	It	has	one	of	the	lowest	spawn	rates	among	the	different	special	cookies	in	the	game.	Are	wrinklers	bad?	Wrinklers	in	Cookie	Clicker	may	initially	appear	to	reduce	your	cookie	production	rate,	but	they	actually	provide	a	significant	boost	to	your	overall	cookie	production	in	the	long	run.	Do	Heavenly	Chips	carry	over?	Heavenly	Chips	in	Cookie	Clicker	are	permanent	and	carry
forward	through	ascensions.	They	can	be	spent	on	various	upgrades	during	an	ascension	and	can	be	used	to	enhance	your	gameplay.	What	does	Heavenly	Chip	secret	do?	The	Heavenly	Chips	secret	in	Cookie	Clicker	grants	the	knowledge	of	heavenly	chips	and	how	to	use	them	to	make	baking	more	efficient.	It	is	described	as	a	secret	that	is	known	to	everyone	in	the	game.	How	do	you	get	rid	of	cheated	cookies	taste	awful?	To	get	rid	of	the	“Cheated	cookies	taste	awful”	achievement	in	Cookie	Clicker,	you	can	go	to	the	console	(Ctrl+Shift+J	or	F12)	and	enter
the	following	command:	“Game.Achievements[“Cheated	cookies	taste	awful”].win=0″.	How	do	you	get	the	mod	menu	in	Cookie	Clicker?	To	access	the	mod	menu	in	Cookie	Clicker,	you	need	to	add	the	Cookie	Clicker	Mod	extension	to	your	browser.	Once	added,	you	will	see	a	small	cookie	icon	in	the	URL	bar	while	playing	the	game.	Clicking	on	this	icon	will	open	the	Mod	Manager	Main	Menu.	How	do	you	make	cheated	cookies	taste	bad?	The	“Cheated	cookies	taste	awful”	achievement	in	Cookie	Clicker	is	obtained	by	changing	your	number	of	cookies	to	be
greater	than	your	total	cookies	baked	all	time	or	by	opening	the	developer	menu	(Open	Sesame).	How	do	you	get	perfect	idling	in	Cookie	Clicker?	To	achieve	perfect	idling	in	Cookie	Clicker,	you	can	use	the	console	command	“Game.OpenSesame()”	(Fn	+	F12	on	Windows).	This	will	give	you	access	to	the	“Perfect	Idling”	upgrade	in	the	debug	section	of	the	game’s	stats	menu.	How	does	Cookie	Clicker	save?	In	Cookie	Clicker,	game	progress	is	automatically	saved	every	60	seconds.	You	can	also	manually	save	the	game	by	pressing	“Ctrl+S”	in	your	browser.
How	do	you	spawn	sugar	lumps	in	Cookie	Clicker?	Sugar	lumps	in	Cookie	Clicker	can	be	accumulated	through	various	methods.	The	most	common	way	is	by	growing	them,	which	can	be	done	once	every	approximately	24	hours.	Sugar	lumps	can	also	be	obtained	from	harvesting	a	mature	Juicy	Queenbeet,	sacrificing	the	Garden,	or	getting	the	Sweet!	effect	from	a	Golden	Cookie.	Is	Cookie	Clicker	never-ending?	Cookie	Clicker	does	not	have	an	end	to	the	game	itself.	However,	some	players	consider	completing	all	the	achievements	in	the	game	as	“finishing”	it.
Who	made	the	OG	Cookie	Clicker?	The	OG	(Original)	Cookie	Clicker	was	created	by	French	programmer	Julien	“Orteil”	Thiennot.	He	is	the	creator	of	the	game	and	is	credited	with	developing	the	original	version	of	Cookie	Clicker.	Who	is	the	scary	grandma	in	Cookie	Clicker?	The	Grandma	is	a	character	in	Cookie	Clicker	and	acts	as	a	building	in	the	game.	She	is	sometimes	referred	to	as	the	“scary	grandma”	and	is	one	of	the	main	antagonists	in	the	game.	The	Grandma	costs	100	cookies	and	produces	1	cookie	per	second.	Now	that	you	have	answers	to	your
questions	about	Cookie	Clicker,	happy	clicking!	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.
ShareAlike	—	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your
intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	By	entering	your	details,	you	are	agreeing	to	our	terms	and	conditions	and	privacy	policy.	You	can	unsubscribe	at	any	time.This	site	is	protected	by	reCAPTCHA	and	the	Google	Privacy	Policy	and	Terms	of	Service	apply.	The	best	Cookie	Clicker	cheat	codes	will	let	you	create	as	many	cookies	to	your	game	as	you	like,	add	to	your	Ascension	tree	and	more.	Whether	you	want	to	use	cheats	or	play	the	game	honourably	is	up	to	you.All's	fair	in
cookie	warfare.Using	cheat	codes	might	help	you	unlock	all	of	the	game's	achievements,	too.To	access	these	cheats,	you	will	need	to	open	your	internet	browser’s	developer	tools,	but	we’ve	explained	how	to	do	this	below	for	multiple	platforms	including	Chrome,	Safari	and	Firefox.As	always,	make	sure	to	make	a	new	save	before	using	any	cheats.	You	can	do	this	on	the	game's	Options	screen	–	just	copy	and	paste	that	save	file	code	somewhere	safe	to	reuse	it	later	and	pick	up	where	you	left	off	before	you	started	cheating.With	that	out	of	the	way,	it's	time	to
find	out	how	to	use	cheats	in	Cookie	Clicker	and	discover	the	full	list	of	its	cheat	codes.Jump	to:	If	you're	using	the	Edge	browser,	you	need	to	press	F12	to	open	the	cheat	panel	in	Cookie	Clicker.	When	you	see	it,	simply	copy	and	paste	in	the	code	you	want	to	use,	making	sure	to	put	your	desired	number	in	the	relevant	place.	Press	enter	when	the	code	is	ready	and	you	should	see	the	effect	take	hold.If	you're	using	Firefox	on	a	Windows	PC,	you	need	to	press	Control,	Shift	and	K	to	open	the	Cookie	Clicker	cheat	console.	You	can	also	press	F12.On	Firefox	for
Mac,	press	Control,	Option	and	K	to	open	up	that	Cookie	Clicker	cheat	console.Either	way,	once	you	see	the	panel	open	up,	all	you	need	to	do	is	put	the	code	in	the	little	text	box,	add	in	any	numbers	that	need	to	be	added,	and	press	enter.By	entering	your	details	you	are	agreeing	to	our	terms	and	conditions	and	privacy	policy.	You	can	unsubscribe	at	any	time.This	site	is	protected	by	reCAPTCHA	and	the	Google	Privacy	Policy	and	Terms	of	Service	apply.With	Google	Chrome	on	a	Windows	PC,	you	access	the	Cookie	Clicker	cheat	menu	by	pressing	Control,
Shift	and	J.	You	can	also	simply	press	F12.For	the	MacOS	version	of	Google	Chrome,	press	Command,	Option	and	J	to	bring	up	the	Cookie	Clicker	hacking	area.In	both	cases,	the	area	you're	looking	for	should	slide	into	view,	allowing	you	to	type	in	codes	to	your	heart's	content.On	Internet	Explorer,	you	open	the	Cookie	Clicker	hack	zone	simply	by	pressing	F12.	When	you	see	it	pop	up,	you	just	need	to	type	(or	copy	and	paste)	the	code	within	the	'Console'	tab,	and	then	press	enter.On	Safari,	the	way	to	cheat	in	Cookie	Clicker	is	by	pressing	Command,	Option
and	C.	This	will	open	the	cheating	area,	where	all	you	need	to	do	is	input	a	code	and	then	press	enter.How	will	you	build	your	cookie	empire?	Julien	ThiennotNow,	let's	get	to	the	main	event,	the	big	list	of	Cookie	Clicker	cheats	that	you	might	fancy	using.	The	full	list	of	Cookie	Clicker	cheats	is	included	below	for	your	perusal!And	here's	a	top	tip	for	any	newcomers:	you	don't	have	to	include	the	triangular	brackets.	Instead,	put	the	number	or	word	that	you're	looking	for	in	that	spot	instead.	And	don't	forget	to	press	enter	when	the	code	is	ready,	or	you	won't
see	the	benefit.Want	to	get	rich	(in	cookies)	as	soon	as	possible?	You	could	try	out	these	cookie-generating	cheats	if	you	have	a	certain	target	in	mind:Game.Earn();	-	earn	as	many	cookies	as	you	want,	on	top	of	your	current	totalGame.cookies=1000;	-	set	your	total	cookies	to	whichever	number	you	wantGame.cookies=	Game.cookies	+	;	-	adds	the	desired	amount	of	cookies	to	your	current	totalGame.cookiesPs=;	-	sets	your	cookies	per	second	amountAnd	here's	a	list	of	all	the	other	cool	hacks	you	can	activate	using	Cookie	Clicker	cheat
codes:Game.Achievements[‘’].won=1;	-	unlocks	the	achievement	of	your	choiceGame.Ascend(1);	-	ascend	to	a	heavenly	space,	turning	your	cookies	into	Heavenly	Chips	and	PrestigeGame.AscendTimer=;	-	change	the	Ascend	TimerGame.bakeryName=””;	-	set	a	name	for	your	bakeryGame.bakeryNameRefresh();	-	refresh	your	bakery	nameGame.BuildAscendTree();	-	build	the	Ascend	TreeGame.buyBulk=;	-	changes	your	X#	buy	amountGame.CalculateGains();	-	calculates	gainsGame.computedMouseCps;	-	computes	your	mouse	Cps	(mouse	cookies	per	second
amount)Game.computedMouseCps=;	-	change	your	mouse	CpsGame.dragonLevel=;	-	set	your	dragon	levelGame.gainLumps();	-	add	as	many	lumps	as	you	wantGame.Has(‘’);	-	check	if	you	have	a	certain	achievementGame.killShimmers();	-	removes	all	shimmersGame.LoadSave();	-	load	a	saved	fileGame.LoadSave(local);	-	load	a	local	save	fileGame.localStorageGet(Game.SaveTo);	-	save	your	game	locallyGame.MaxSpecials();	-	get	the	max	amount	of	specialsGame.Milk	=	;	-	change	your	milk	amountGame.milkProgress	=	;	-	change	your	milk
progressGame.mousePointer=0;	-	change	your	mouse	pointerGame.particlesUpdate();	-	update	particlesGame.popups=0;	-	remove	the	game's	popup	notificationsGame.RuinTheFun(1);	-	unlock	everything)Game.santaLevel=;	-	set	the	game's	santa	levelGame.sesame=0;	-	turn	sesame	on	or	offGame.SesameReset();	-	reset	the	gameGame.SetAllAchievs(1);	-	unlock	all	achievementsGame.SetAllUpgrade(1);	-	get	all	upgradesGame.Win(‘’);	-	another	way	to	unlock	an	achievement	of	your	choiceTimer.track(‘milk’);	-	lets	you	track	the	milk	timerClicking
cookies	Cookieclicker.comIf	you	think	you	might	be	seeing	glitches	in	your	game,	it's	also	worth	knowing	these	debug	codes	for	Cookie	Clicker,	which	are	inputted	in	the	same	place:Game.DebuggingPrestige=false;	-	debugs	your	prestigeGame.debugTimersOn=;	-	turns	the	debug	timers	off	or	onGame.DebugUpgradeCpS();	-	debugs	your	Upgrades	CpsGame.GetAllDebugs();	-	get	all	the	possible	debugsGame.HardReset(2);	-	hard	reset	your	gameAnd	that's	all	we've	got	for	you	today	in	terms	of	Cookie	Clicker	cheats.	We	hope	you	have	fun,	and	don't	get	too
obsessed	with	getting	your	numbers	up!Get	more	from	games	with	cheat	codes:	GTA	3	cheats	|	GTA	San	Andreas	cheats	|	GTA	Vice	City	cheats	|	GTA	5	cheats	|	Little	Alchemy	cheats	|	Pokémon	Emerald	cheats	|	Age	of	Empires	3	cheats	|	RDR2	cheats	|	The	Sims	4	cheats	|	LEGO	DC	Super	Villains	cheats	|	LEGO	Star	Wars	codes	|	Roblox	promo	codes	|	Age	of	Mythology	cheats	|	KotOR	cheats	|	KotOR	2	cheats	|	Shindo	Life	codes	|	Sims	3	cheats	|	Sonic	Origins	cheats	|	Sonic	Origins	Blue	Spheres	codes	|	Subway	Surfers	codes	|	LEGO	Marvel	Superheroes	cheats	|
LEGO	Harry	Potter	cheats	|	Pokémon	Fire	Red	cheats	|	NecroMerger	cheats	|	Valheim	cheats	|	Douchebag	Workout	2	cheats	|	Roblox	music	codes	|	LEGO	Star	Wars	Original	Trilogy	cheats	|	LEGO	Batman	2	cheats	|	LEGO	Star	Wars	Clone	Wars	cheats	|	GTA	4	cheats	|	LEGO	Star	Wars	Prequel	Trilogy	cheats	|	Pokémon	Yellow	cheats	|	Infinite	Craft	recipesCheck	out	more	of	our	Gaming	coverage	or	visit	our	TV	Guide	and	Streaming	Guide	to	find	out	what's	on.	For	more	from	the	biggest	stars	in	TV,	listen	to	The	Radio	Times	Podcast.	No,	cursors	in	Cookie
Clicker	do	not	count	as	clicks.	Despite	their	building	description	implying	that	cursors	“click”	on	the	Big	Cookie,	their	output	is	considered	as	CpS	(Cookies	per	Second)	and	is	not	boosted	by	clicking	upgrades	and	effects.	Are	cursors	good	in	Cookie	Clicker?	Cursers	are	beneficial	in	Cookie	Clicker	as	they	help	in	generating	cookies.	Their	primary	purpose	is	to	increase	your	total	CpS	(Cookies	per	Second)	by	providing	a	boost	of	0.1	cookies	per	second.	Additionally,	acquiring	more	cursors	will	unlock	cursor	upgrades	such	as	the	“Reinforced	Index	Finger,”
which	adds	+2	to	your	click	output,	making	them	even	more	valuable.	What’s	the	max	cursors	in	Cookie	Clicker?	In	Cookie	Clicker,	the	maximum	number	of	cursors	you	can	have	is	5,071.	This	number	takes	into	account	all	possible	discounts	and	free	buildings	in	the	game.	Having	a	high	number	of	cursors	contributes	to	a	higher	CpS	and	overall	cookie	production.	How	do	you	get	Neverclick	in	Cookie	Clicker?	To	achieve	the	“True	Neverclick”	achievement	in	Cookie	Clicker,	you	must	bake	one	million	cookies	without	clicking	the	big	cookie	even	once.	This	can
be	accomplished	by	clicking	Golden	Cookies	at	the	start	of	your	run,	as	clicking	the	big	cookie	is	not	allowed	to	obtain	this	achievement	legitimately.	What	do	mouses	do	in	Cookie	Clicker?	Mice	in	Cookie	Clicker	contribute	to	your	cookie	production	by	providing	an	additional	CpS	boost.	Each	mouse	generates	+0.1	cookies	for	every	non-cursor	object	owned.	They	also	multiply	the	gain	from	Thousand	fingers	by	a	factor	of	5.	Can	You	Speedrun	Cookie	Clicker	without	Clicking	the	Cookie?	There	is	no	known	way	to	speedrun	Cookie	Clicker	without	clicking	the
big	cookie.	As	the	game	revolves	around	clicking	the	cookie	to	generate	cookies,	it	is	an	integral	part	of	the	gameplay.	Therefore,	it	is	not	possible	to	complete	a	speedrun	without	clicking	the	cookie.	How	to	cheat	in	Cookie	Clicker?	Cheating	in	Cookie	Clicker	can	be	done	by	accessing	the	console	in	your	browser.	For	example,	in	the	Edge	browser,	you	can	press	F12	to	open	the	cheat	panel.	Once	the	cheat	panel	is	open,	you	can	enter	various	codes	to	manipulate	the	game.	For	instance,	entering	the	code	“Game.cookies=1000000”	will	give	you	one	million
cookies.	Can	you	get	true	Neverclick	after	you	ascend?	No,	it	is	not	possible	to	achieve	the	“True	Neverclick”	achievement	after	ascending	in	Cookie	Clicker.	This	achievement	can	only	be	obtained	in	challenge	mode	or	on	your	first	run	of	the	game	before	ascending.	Once	you	have	ascended,	clicking	the	big	cookie	is	allowed,	and	therefore,	the	achievement	cannot	be	earned.	What	is	the	cheat	button	for	Cookie	Clicker?	To	access	the	cheat	panel	in	Cookie	Clicker,	you	need	to	use	specific	key	combinations	based	on	your	operating	system.	For	Microsoft
Windows,	you	can	press	F12	or	CTRL	+	SHIFT	+	K	to	open	the	console.	On	Mac	OS,	you	can	press	⌘	+	OPTION	+	K	to	open	the	console.	Once	the	console	is	open,	you	can	enter	cheat	codes	and	press	enter	to	activate	them.	Is	shipment	worth	it	Cookie	Clicker?	Yes,	the	Shipment	upgrade	in	Cookie	Clicker	is	worth	it.	Initially	costing	7,000	cookies,	the	shipment	provides	a	boost	of	100	cookies	every	5	seconds,	adding	20	cookies	per	second	to	your	CpS.	Additionally,	purchasing	the	first	shipment	will	increase	Grandma	output	by	+3	cookies	per	5	seconds,
making	it	a	valuable	upgrade	to	further	increase	your	cookie	production.	What	is	the	oldest	Grandma	in	Cookie	Clicker?	The	ages	of	Grandmas	in	Cookie	Clicker	can	range	from	70	to	over	100	years	old.	However,	the	specific	age	of	a	Grandma	does	not	affect	their	ability	to	produce	cookies.	It	is	merely	a	random	factor	that	adds	to	the	game’s	charm	without	impacting	gameplay	mechanics.	What	is	the	1.9	Septillion	thing	in	Cookie	Clicker?	The	Cortex	Baker	is	a	building	in	Cookie	Clicker	that	was	added	in	the	a	mind	of	its	own	update.	It	is	the	nineteenth
building	in	the	game	and	costs	1.9	septillion	cookies.	The	Cortex	Baker	produces	64	trillion	CpS	(Cookies	per	Second)	by	dreaming	them	into	existence.	How	do	I	start	Grandmapocalypse	in	Cookie	Clicker?	To	start	the	Grandmapocalypse	in	Cookie	Clicker,	you	must	have	at	least	seven	Grandma	types	and	a	total	of	six	grandmas.	Once	this	requirement	is	met,	you	will	gain	access	to	the	Bingo	center/Research	facility,	which	will	provide	various	research	upgrades	and	eventually	unlock	the	“One	Mind”	upgrade.	What	does	trillion	fingers	do?	Trillion	Fingers	is	an
upgrade	in	Cookie	Clicker	that	multiplies	the	gain	from	Thousand	fingers	by	20.	It	adds	a	significant	boost	to	your	cookie	production,	increasing	your	overall	CpS	(Cookies	per	Second).	This	upgrade	becomes	more	powerful	as	you	acquire	more	cursors	and	other	cursor-related	upgrades.	Is	there	a	secret	in	Cookie	Clicker?	Yes,	Cookie	Clicker	contains	numerous	hidden	references	and	Easter	eggs	throughout	the	game.	Many	of	these	secrets	can	be	found	in	the	achievements	and	upgrades.	The	titles	and	descriptions	of	these	achievements	often	hold	hidden
messages	and	references,	adding	an	extra	layer	of	depth	to	the	game.	How	do	you	get	rid	of	cheated	cookies	taste	awful	in	Cookie	Clicker?	To	remove	the	“Cheated	cookies	taste	awful”	achievement	in	Cookie	Clicker,	you	can	use	the	console	to	reset	it.	Open	the	console	(Ctrl+Shift+J	or	F12)	and	enter	the	following	code:	“Game.Achievements[‘Cheated	cookies	taste	awful’].won=0”.	This	code	will	remove	the	achievement	from	your	profile.	Is	Neverclick	a	shadow	achievement?	Yes,	“Neverclick”	is	a	shadow	achievement	in	Cookie	Clicker.	Shadow	achievements
are	achievements	that	do	not	count	toward	the	total	achievement	count	and	do	not	affect	gameplay	progression.	The	“Neverclick”	achievement	recognizes	the	accomplishment	of	baking	one	million	cookies	without	clicking	the	big	cookie	even	once.	How	do	you	get	a	shiny	Wrinkler	in	Cookie	Clicker?	Obtaining	a	shiny	Wrinkler	in	Cookie	Clicker	is	purely	based	on	chance.	To	increase	the	likelihood	of	encountering	a	shiny	Wrinkler,	you	can	pop	as	many	wrinklers	as	possible.	However,	there	are	no	guaranteed	methods	or	specific	actions	to	guarantee	a	shiny
Wrinkler.	How	do	you	get	the	mod	menu	in	Cookie	Clicker?	To	access	the	mod	menu	in	Cookie	Clicker,	you	need	to	install	a	browser	extension	specific	to	the	game.	The	extension	will	add	a	small	cookie	icon	to	your	browser’s	toolbar	while	playing	Cookie	Clicker.	Clicking	on	this	icon	will	open	the	Mod	Manager	Main	Menu,	allowing	you	to	access	various	mods	and	features.	How	do	you	spawn	sugar	lumps	in	Cookie	Clicker?	Sugar	lumps	in	Cookie	Clicker	can	be	earned	in	several	ways.	The	primary	method	is	to	grow	sugar	lumps,	which	can	be	done	by	waiting
approximately	24	hours.	Sugar	lumps	can	also	be	obtained	by	harvesting	a	mature	Juicy	Queenbeet,	sacrificing	the	Garden,	or	through	special	effects	from	Golden	Cookies.	Has	anyone	finished	Cookie	Clicker?	Since	Cookie	Clicker	does	not	have	an	actual	end	to	the	game,	there	is	no	definitive	way	to	“finish”	it.	However,	some	players	consider	obtaining	all	the	achievements	as	completing	or	“finishing”	the	game.	However,	with	continuous	updates	and	new	content,	the	game	can	be	played	indefinitely.	Who	made	the	OG	Cookie	Clicker?	Cookie	Clicker,	also
known	as	“OG	Cookie	Clicker,”	was	created	by	French	programmer	Julien	“Orteil”	Thiennot	in	2013.	Thiennot	developed	the	game	as	an	incremental	idle	game,	where	players	click	on	a	big	cookie	to	earn	cookies	and	progress	through	different	upgrades	and	achievements.	Who	to	worship	in	Cookie	Clicker?	The	best	Pantheon	build	in	Cookie	Clicker	depends	on	whether	you	are	playing	an	active	or	idle	build.	For	an	active	build,	the	recommended	Pantheon	combination	includes	Godzamok	in	the	diamond	slot,	Mokalsium	in	the	ruby	slot,	and	Muridal	in	the	jade
slot.	For	an	idle	build,	you	can	use	Mokalsium	in	the	diamond	slot,	Holobore	in	the	ruby	slot	(or	Jeremy	if	you	do	not	own	the	Garden),	and	Cyclius	in	the	jade	slot.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to
ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Autoclicks	once	every	10	seconds.	15	0.1	/sec	(0.1	×	23	+	64,000,000,000,000	×	(N	-	C))	×	1.07	×	(1	+	FE/20)	/secWhere:N	–	total	number	of	buildings;C	–	number	of	Cursors;FE	–	number	of	Fractal	engines.	The	Cursor	is	the	first	and	initially	the	cheapest	building	in	the	game,	costing	15	cookies	and	produces	0.1	CpS	by	clicking	the	Big	Cookie	for	you.	It	is	one	of	the	two	buildings	shown	when	the	game	first	begins	(the	other	being	the
grandma).	Despite	the	cursor's	low	cookie	output	initially,	further	upgrades	allow	it	to	scale	with	the	game's	progression	to	eventually	become	on	par	with	late	game	buildings.	Cursors	are	important	throughout	a	legacy	because	their	upgrades	can	also	affect	the	productivity	of	cookies	per	click.	Increasing	cursor	level	increases	their	CpS	by	1%	per	level	additively.	Higher	cursor	levels	allow	the	building	to	be	spent	in	the	Stock	Market	mini-game	in	order	for	more	stocks	to	be	held	at	once	and	gain	more	loan	option.	Cursor	level	also	improves	the	productivity
of	clicking	once	the	heavenly	upgrades	Aura	Gloves	and	Luminous	Gloves	are	acquired,	up	to	cursor	level	20.	Purchased	cursors	in	their	characteristic	circular	pattern	around	the	Big	Cookie.	Cursors	can	be	seen	clicking	the	cookie	in	spirals	which	radiate	from	the	center,	as	well	as	spinning	in	a	counter-clockwise	fashion.	Upgrades[]	Icon	Name	Unlock	condition	Base	price	Description	ID	Reinforced	index	finger	Own	1	cursor	100	The	mouse	and	cursors	are	twice	as	efficient."prod	prod"	0	Carpal	tunnel	prevention	cream	Own	1	cursor	500	The	mouse	and
cursors	are	twice	as	efficient."it...	it	hurts	to	click..."	1	Ambidextrous	Own	10	cursors	10,000	The	mouse	and	cursors	are	twice	as	efficient."Look	ma,	both	hands!"	2	Thousand	fingers	Own	25	cursors	100,000	The	mouse	and	cursors	gain	+0.1	cookies	for	each	non-cursor	object	owned."clickity"	3	Million	fingers	Own	50	cursors	10	million	Multiplies	the	gain	from	Thousand	fingers	by	5."clickityclickity"	4	Billion	fingers	Own	100	cursors	100	million	Multiplies	the	gain	from	Thousand	fingers	by	10."clickityclickityclickity"	5	Trillion	fingers	Own	150	cursors	1	billion
Multiplies	the	gain	from	Thousand	fingers	by	20."clickityclickityclickityclickity"	6	Quadrillion	fingers	Own	200	cursors	10	billion	Multiplies	the	gain	from	Thousand	fingers	by	20."clickityclickityclickityclickityclick"	43	Quintillion	fingers	Own	250	cursors	10	trillion	Multiplies	the	gain	from	Thousand	fingers	by	20."man,	just	go	click	click	click	click	click,	it’s	real	easy,	man."	82	Sextillion	fingers	Own	300	cursors	10	quadrillion	Multiplies	the	gain	from	Thousand	fingers	by	20."sometimesthings	justclick"	109	Septillion	fingers	Own	350	cursors	10	quintillion
Multiplies	the	gain	from	Thousand	fingers	by	20."[cursory	flavor	text]"	188	Octillion	fingers	Own	400	cursors	10	sextillion	Multiplies	the	gain	from	Thousand	fingers	by	20.."Turns	out	you	can	quite	put	your	finger	on	it."	189	Nonillion	fingers	Own	450	cursors	10	septillion	Multiplies	the	gain	from	Thousand	fingers	by	20."Only	for	the	freakiest	handshakes."	660	Decillion	fingers	Own	500	cursors	10	octillion	Multiplies	the	gain	from	Thousand	fingers	by	20."If	you	still	can't	quite	put	your	finger	on	it,	you	must	not	be	trying	very	hard."	764	Undecillion	fingers	Own
550	cursors	10	nonillion	Multiplies	the	gain	from	Thousand	fingers	by	20."Whatever	you	touchturns	to	dough	in	your	clutch."	873	Other	Upgrades[]	Icon	Name	Unlock	condition	Base	price	Description	ID	Mice	clicking	mice	75	cursors,	75	fractal	engines	and	"Synergies	Vol.	II"	purchased	62	octillion	Cursors	gain	+5%	CpS	per	fractal	engine.Fractal	engines	gain	+0.1%	CpS	per	cursor."Absolutely	blasphemous(e)!"	534	Fortune	#001	Random	fortune	from	news	ticker	1.167	nonillion	Cursors	are	7%	more	efficient	and	7%	cheaper."Fingers	are	not	the	only	thing
you	can	count	on."	621	Unshackled	cursors	(heavenly	upgrade)	"Unshackled	flavor"	purchased	15	million	Multiplies	the	gain	from	Thousand	fingers	by	25."These	hands	tell	a	story."	768	Achievements[]	Icon	Name	Description	ID	Click	Have	1	cursor.	34	Double-click	Have	2	cursors.	35	Mouse	wheel	Have	50	cursors.	36	Of	Mice	and	Men	Have	100	cursors.	37	The	Digital	Have	200	cursors.	38	Extreme	polydactyly	Have	300	cursors.	147	Dr.	T	Have	400	cursors.	148	Thumbs,	phalanges,	metacarpals	Have	500	cursors."&	KNUCKLES"	246	With	her	finger	and	her
thumb	Have	600	cursors.	398	Gotta	hand	it	to	you	Have	700	cursors.	474	The	devil's	workshop	Have	800	cursors.	493	All	on	deck	Have	900	cursors.	641	A	round	of	applause	Have	1000	cursors."Boy,	are	my	arms	tired!"	642	Click	delegator	Make	10	quintillion	cookies	just	from	cursors.	134	Finger	clickin'	good	Make	100	septillion	cookies	just	from	cursors.	189	Click	(starring	Adam	Sandler)	Make	1	decillion	cookies	just	from	cursors.	293	Freaky	jazz	hands	Reach	level	10	cursors.	307	The	elder	scrolls	Own	a	combined	777	grandmas	and	cursors."Let	me	guess.
Someone	stole	your	cookie."	248	In	Cookie	Clicker	Classic[]	Two	images	from	the	Classic	version,	left:	icon	shown	in	the	store,	right:	appearance	in	the	middle	field	The	Cursor	is	the	cheapest.	It	will	auto-click	the	Cookie	for	you.	It	initially	costs	15	Cookies	and	has	a	CpS	of	0.1.	As	of	the	0.124	update,	when	the	Elder	Pledge	is	purchased,	cursor	output	increases	by	+1	for	the	first	cursor	purchase,	and	by	+1.5	for	every	subsequent	cursor	purchased.	Each	cursor	produces	cookies	according	to	the	following	formula,	rounded	to	the	nearest	integer:	Cookies	5
seconds	=	amount	of	Cursors	×	1.5	−	0.5	{\displaystyle	\frac{\text	{Cookies}}	{\text{5	seconds}}	=	\text	{amount	of	Cursors}	\times	1.5	-	0.5	}	Or	equivalently:	CpS	=	amount	of	Cursors	×	0.3	−	0.1	{\displaystyle	\text	{CpS}	=	\text	{amount	of	Cursors}	\times	0.3	-	0.1	}	Trivia[]	Despite	their	building	description	implying	that	cursors	"click"	on	the	Big	Cookie,	their	output	is	considered	as	CpS	and	is	not	boosted	clicking	upgrades	and	effects.	Assuming	that	the	highest	number	of	cookies	in	the	bank	Javascript	can	store	in	a	double	is	1.798e308,	you	can
"only"	buy	5060	cursors.	The	last	one	would	cost	you	176	uncentillion.	Further	cursors	could	be	bought,	but	after	the	5060th	cursor,	the	price	will	become	infinity	for	each	cursor,	requiring	cheating	to	make	further	purchases.	This	would	raise	the	theoretical	limit	to	1.798e308	cursors,	after	which	the	next	purchased	cursor	would	cause	it	to	read	as	infinite	cursors.	However,	the	game	would	become	unstable	from	lag	long	before	that	point	could	be	reached.	Cursors	are	currently	the	only	buildings	that	don't	unlock	a	grandma	upgrade.	If	you	look	closely	on
how	the	cursors	move	when	clicking	the	Big	Cookie,	it	shows	them	clicking	in	a	spiral	pattern.	There	are	four	sprites	for	the	Cursor,	but	two	of	them	go	unused.	Cursor	sprite	sheet	The	optimal	ratio	of	Cursors	to	Grandmas	for	the	Elder	Scrolls	achievement	is	400:377.	In	the	alternate	reality	update,	the	finger	upgrades	stack	multiplicatively,	rather	than	adding	a	flat	number.	Having	all	the	upgrades	add	6.4	billion	CpS	per	building	to	cursors,	as	opposed	to	55.556	million	per	building	prior	to	the	update.	While	overall	it	is	a	buff	to	the	upgrades,	it	will	make
getting	prestige	in	mid-game	slightly	harder.	Since	the	upgrades	are	now	multiplicative,	they	are	far	less	useful	as	standalone	upgrades,	and	are	no	longer	overpowered	when	equipped	in	permanent	upgrade	slots.	References[]	The	Quintillion	fingers	upgrade	description	is	a	reference	to	Boomhauer	from	King	of	the	Hill	when	he	says:	"Yeah	man	I	tell	you	what	that	dang	'ol	internet	man	you	just	go	on	there	point	and	click	get	in	that	talkin	about	doubleya	doubleya	doublya	dot	com	and	you	got	that	them	naked	chicks	on	there	man	you	go	click	click	click	click
click,	it’s	real	easy,	man."	The	achievement	Extreme	Polydactyly	is	a	reference	to	a	real	mutation	in	humans	which	causes	an	individual	to	have	more	fingers	or	toes	than	normal.	The	achievement	Of	Mice	and	Men	is	a	reference	to	the	novella	by	John	Steinbeck	of	the	same	name.	The	Dr.	T	achievement	is	a	reference	to	the	1953	Dr.	Seuss	film,	The	5,000	Fingers	of	Dr.	T.	The	"&	Knuckles"	from	the	description	of	the	achievement	Thumbs,	phalanges,	metacarpals	is	a	reference	to	the	game	Sonic	&	Knuckles,	as	well	as	the	Internet	meme	of	adding	"&	Knuckles"
to	the	titles	of	movies	and	video	games.	The	achievement	With	her	finger	and	her	thumb	is	a	reference	to	a	lyric	in	the	2001	Smash	Mouth	song	"All	Star",	which	is	in	the	line	"She	was	lookin'	kinda	dumb	with	her	finger	and	her	thumb	in	the	shape	of	an	'L'	on	her	forehead".	The	achievement	Finger	clickin'	good	relates	to	the	slogan	from	KFC,	"It's	finger	lickin'	good".	The	achievement	Click	(starring	Adam	Sandler)	its	a	reference	to	the	movie	of	the	same	name	The	"Let	me	guess,	someone	stole	your	cookie"	from	the	description	of	the	achievement	The	Elder
Scrolls	is	a	reference	to	a	Skyrim	line,	"Let	me	guess,	someone	stole	your	sweet	roll"	The	description	of	each	Thousand	Fingers	related	achievement	has	"clickity"	as	a	quote,	which	is	a	reference	to	Quagmire	from	Family	Guy's	quote	"giggity"	The	Undecillion	fingers	upgrade	description	references	the	Heat/Snow	Miser	songs	from	the	1974	movie,	"The	Year	Without	a	Santa	Claus,"	which	contain	the	lyric	"...Whatever	I	touch	starts	to	melt/turns	to	snow	in	my	clutch..."	Minimum:OS	*:	Microsoft®	Windows	Server	2008,	Windows	7,	or	Windows	8
ClassicProcessor:	2.33GHz	or	faster	x86-compatible	processor,	or	Intel	Atom™	1.6GHz	or	faster	processor	for	netbook	class	devicesMemory:	512	MB	RAMStorage:	350	MB	available	space	*	Starting	January	1st,	2024,	the	Steam	Client	will	only	support	Windows	10	and	later	versions.	Minimum:OS:	Mac	OS	X	v11,	and	aboveProcessor:	Apple	M1	or	Intel	Core	MMemory:	512	MB	RAMStorage:	450	MB	available	space	Page	2	Aviation	>	Premium	vehicles.[\/quote][\/h3][h3]About	this	aircraft[\/h3][list][*]	The	[url=https:\/\/wiki.warthunder.com\/Milan]Milan[\/url]	is
a	very	fast	and	maneuverable	fighter,	but	is	best	suited	for	destroying	ground	targets	thanks	to	its	great	payload	of	up	to	3000	kg:	air-to-ground	missiles,	various	bombs	of	several	sizes	and	rockets!	[\/list]","commentcount":3,"tags":
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"545610012180874628","clanid":"42949884","posterid":"0","headline":"Once	Human	Version	1.6.1	Bug	Fixes	(May	25)","posttime":1748252468,"updatetime":1748252468,"body":"Dear	Metas,Since	the	official	release	of	Once	Human	version	1.6.1,	we	have	been	gathering	community	feedback	and	actively	addressing	your	concerns.	Here	are	the	latest	and	upcoming	fixes:1.	Fixed	an	issue	in	the	Endless	Dream	scenario	where	players	would	suddenly	die	upon	becoming	critically
injured	in	a	Nightmare	Specs:	Evernight	area.2.	Fixed	an	issue	affecting	character	animation	after	getting	up	from	a	bed.3.	Fixed	an	issue	where	the	player	sometimes	could	not	sprint	in	Once	Human:	RaidZone.4.	Fixed	an	issue	where	Mirrored	Corner	Staircase	and	Mirrored	Half-Pace	Stairs	skins	did	not	match	their	original	materials.5.	Fixed	an	issue	affecting	the	appearance	of	some	Teleportation	Towers.6.	Fixed	an	issue	where	the	Invincible	Sun	combat	skill	could	pierce	through	walls	in	Once	Human:	RaidZone.7.	Fixed	an	issue	where	the	'Cannot	be
placed	here'	tip	sometimes	prevented	the	player	from	building	in	Construction	mode.8.	Temporary	suspension	of	the	new	Deviation	system	in	Eternaland:We	are	conducting	a	comprehensive	overhaul	of	the	Deviation	system	to	improve	its	experience.	Some	optimized	Deviations	have	already	been	deployed	in	the	Early	Access	version	of	Once	Human:	RaidZone.	Co-development	testing	for	the	new	Deviations	and	Cradle	systems	in	PvE	scenarios	is	expected	to	launch	in	late	June.Recently,	some	players	could	access	the	overhauled	Deviation	system	when
entering	Eternaland	from	Once	Human:	RaidZone.	As	the	new	Deviations	are	still	unfinished	and	under	development,	this	access	will	be	temporarily	disabled	following	the	next	update.	Only	the	current	Deviation	system	will	be	available	on	Eternaland	until	further	notice.We	will	continue	to	provide	updates	on	the	new	Deviation	system\u2014including	development	progress,	testing	schedules,	and	confirmed	changes\u2014through	official	developer	posts.	Stay	tuned!Once	Human	Development	Team","commentcount":34,"tags":
["enable_steam_china","mod_reviewed","ModAct_1434723431_1748252661_0"],"language":0,"hidden":0,"forum_topic_id":"592898197782853120","event_gid":"545610012180874627","voteupcount":252,"votedowncount":17,"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":"592898197782853120","rtime32_last_modified":1748346682,"news_post_gid":"0","rtime_mod_reviewed":1748252661,"featured_app_tagid":0,"referenced_appids":
[],"build_id":0,"build_branch":"","unlisted":0,"votes_up":251,"votes_down":17,"comment_type":"ForumTopic","gidfeature":"3475112788079383797","gidfeature2":"592898197782853120","clan_steamid_original":"103582791472471292"},{"gid":"510707115067704542","clan_steamid":"103582791470740368","event_name":"Epic:	English	League
Guardians","event_type":28,"appid":1665460,"server_address":null,"server_password":null,"rtime32_start_time":1748242800,"rtime32_end_time":1748246400,"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\":
[\"25dab1ee3ae27fafd71c1afc36c0cb94b44d839d.png\",null,null,null,null,null,null,null,null,null,\"9db4d9a6be8dbf07028cf06bf26e0ccafcbd68cf.png\",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\":
[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"510707115067704543","clanid":"41218960","posterid":"0","headline":"Epic:	English	League	Guardians","posttime":1748242838,"updatetime":1748242838,"body":"[img]{STEAM_CLAN_IMAGE}\/41218960\/25dab1ee3ae27fafd71c1afc36c0cb94b44d839d.png[\/img]In	addition	to	the	3	Epic	players	and	8	Highlight	players	listed	below,	139	other	currently	active	players	will	make	an	appearance	in	the	Special	Player	List.Some	of	these	players	have	a	Booster	Slot.Booster	Slots	can	be
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week-end!","posttime":1748019987,"updatetime":1748019987,"body":"[h3]Hello	everyone,[\/h3]Game	director	here.	First	and	foremost,	on	behalf	of	the	entire	development	team,	we	want	to	congratulate	everyone	on	the	launch	and	extend	a	heartfelt	\"Thank	you!\"	to	all	players	enjoying	the	game	and	sharing	their	feedback.We	are	very	happy	to	read	and	watch	your	feedback	about	our	work.	Please	keep	it	coming	as	they're	precious	to	the	team	to	shape	the	future	of	the	game.We	recognize	that	the	launch	hasn't	been	smooth	for	everyone,	and	we're	currently
working	hard	to	implement	fixes	for	the	issues	players	are	encountering.This	post	outlines	our	immediate	plans	for	the	near	future.[b]First:[\/b]	The	comprehensive	roadmap	for	future	content	is	being	finalized	and	will	be	available	shortly.	We	have	many	exciting	features	planned,	so	stay	tuned![b]Second:[\/b]	The	first	patch	(1.5)	with	hotfixes	is	already	in	development	and	will	go	live	sometime	next	week.	Keep	an	eye	out	for	updates	with	the	exact	release	date	and	full	patch	notes.Now,	let's	address	some	of	the	key	topics	we're	currently	working	on:
[h3]Controls[\/h3]We've	received	numerous	comments	about	crane	controls	negatively	impacting	the	experience	for	some	players.	Please	note	that	multiple	control	schemes	are	available	for	mobile	cranes	based	on	feedback	from	the	demo.	There's	a	\"legacy\"	control	scheme	that	replicates	the	controls	from	SnowRunner,	and	it's	available	right	now	in	the	settings.	If	you	prefer	the	SnowRunner	crane	controls,	please	give	it	a	try.We	acknowledge	that	this	option	isn't	clearly	indicated,	so	we're	highlighting	it	here	and	will	work	on	adding	this	information	to	the
game's	tutorial.Additionally,	if	you're	having	trouble	getting	your	controller	to	work	with	the	game,	try	disabling	Steam	Controller	Input	so	the	game	can	detect	your	controller	directly.We're	not	stopping	there,	of	course.	We'll	continue	improving	the	experience	by	adding	more	control	schemes	as	needed	and	will	definitely	be	working	on	controller	remapping	features.[img]{STEAM_CLAN_IMAGE}\/45157699\/5a8f8df4245a189a9b75459f6e60fbd957768f88.png[\/img][img]
{STEAM_CLAN_IMAGE}\/45157699\/9a3b449810d4ce1502439bcf1e4a8cd17d9a1699.png[\/img][h3]Stability[\/h3]In	the	upcoming	patch,	we're	addressing	multiple	client	crashes	and	general	stability	issues,	including	the	\"giant	grass\"	issue,	shadow	flickering,	reflection	problems,	object	popping,	rendering	distance	in	Eagle	Mode,	and	overall	shadow	quality	on	Ultra	settings.We've	also	implemented	changes	to	improve	performance	across	different	platforms,	including	Steam	Deck,	and	fixed	several	crashes.Overall	stability	should	be	significantly	improved
with	this	first	patch,	and	we'll	continue	monitoring	live	feedback	and	gathering	information	for	future	updates.[h3]Multiplayer	and	Data	Collection[\/h3]We've	noticed	that	many	players	have	concerns	about	data	collection	for	multiplayer	services.	Please	be	assured	that	we	do	not	collect	any	non-obfuscated	personal	player	data	and	are	in	full	compliance	with	GDPR	and	other	personal	data	protection	laws.	What	we	collect	is	gameplay	stats	and	technical	data	that	is	generalized	afterward.	This	is	necessary	for	two	main	reasons:[olist][*]	This	information	helps	us
identify	various	game	issues	such	as	crashes	or	critical	FPS	drops	much	faster[*]	It's	needed	for	multiplayer	services	in	order	to	provide	backend	connectivity.	Without	this	data	we	cannot	provide	crossplay	functionality	at	all	-	basic	matchmaking	requires	high-level	obfuscated	data	to	operate.[\/olist]We're	redesigning	the	interface	message	so	you	won't	need	to	go	into	settings	to	re-enable	multiplayer	functions.	For	more	details,	please	see	our	EULA	(https:\/\/saber.games\/eula\/)	and	Privacy	Policy	(https:\/\/saber.games\/privacy-policy\/),	available	in	multiple
languages.If	you	choose	not	to	share	any	technical	data,	we	understand,	but	unfortunately,	providing	multiplayer	functionality	becomes	technically	impossible	in	that	case.[h3]General	Gameplay	Issues[\/h3][b]Asphalt	Paver[\/b]We've	identified	a	bug	that	makes	driving	the	paver	onto	the	transporter	extremely	difficult	(the	transporter	vehicle	ramps	somehow	lose	their	traction	stats,	making	it	like	trying	to	drive	the	paver	on	glass	uphill).Beyond	fixing	this	issue,	we've	made	changes	to	the	paver's	overall	performance,	so	while	it\u2019s	still	would	not	be	your
first	choice	for	off-road	adventures,	it	drives	a	lot	better.	We'll	continue	monitoring	its	performance.	To	be	honest,	it's	somewhat	designed	to	be	challenging	(especially	the	rusty	version).	This	isn't	because	we	dislike	players\u2014it's	just	that	it	performs	poorly	on	anything	except	very	flat,	smooth	terrain	due	to	its	geometry.	However,	we	believe	there	are	ways	to	improve	it	beyond	what	we've	already	tweaked,	so	please	bear	with	us	on	this	one.[b]Automated	Convoys[\/b]We've	made	several	changes	to	their	traction	and	physics,	so	they	should	be	less
problematic	once	you've	completed	a	route	for	the	first	time.	Any	subsequent	convoy	runs	should	be	smoother.We'll	definitely	continue	working	on	their	behavior	in	upcoming	patches.	We're	already	exploring	ways	to	make	them	less	unpredictable	and	provide	players	with	better	tools	to	predict	their	behavior	at	different	points	along	their	routes.	Stay	tuned	for	more	updates\u2014they	might	even	be	featured	in	a	future	dev	blog.[h3]Glimpse	of	Future	Content[\/h3]In	Patch	2	(coming	as	soon	as	possible\u2014we	promise),	we'll	introduce	several	new	vehicle
variants,	including	this	little	beauty:[img]{STEAM_CLAN_IMAGE}\/45157699\/8109b0229fd5c2de7dabfdd4d383ec8a84f4853c.jpg[\/img]These	vehicles	will	be	dedicated	to	recovery	operations,	will	perform	well	(and	possibly	even	better)	off-road,	and	can	provide	you	with	winch	assistance	when	you	or	your	teammate	need	it	most.Stay	tuned	for	more	information	about	Patch	2.	We'll	share	details	as	soon	as	we	have	bandwidth	beyond	the	current	patch.Thanks	again	for	playing,	and	see	you	in	one	of	our	beautiful	swamps!","commentcount":229,"tags":
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[],\"clone_from_event_gid\":\"546731472820634507\",\"clone_from_sale_enabled\":false,\"valve_access_log\":[]}","announcement_body":{"gid":"546735912086667481","clanid":"45158368","posterid":"0","headline":"v0.3.6	Open	Beta","posttime":1747920657,"updatetime":1747920657,"body":"Hey	everyone,You	can	now	try	out	the	latest	update	on	the	beta	branch.	Check	out	the	full	changelist	below.	[b]Important	note	for	this	beta[\/b]This	beta	includes	the	final	phase	of	the	save	file	consolidation	effort	(replacing	lots	of	little	save	files	with	a	few	big	ones).
NPCs	and	properties	now	save	entirely	under	a	single	file,	which	means	saving	will	be	a	lot	faster,	and	Steam	cloud	syncing	should	finally	work	properly.	In	case	of	any	bugs,	[u]please	be	sure	to	make	a	backup	of	your	save	game	before	playing	it	on	this	beta.	[\/u]	You	can	use	the	export\/import	buttons	in	the	main	menu	to	do	this	easily.	For	a	guide	to	changing	game	branches	on	Steam,	see	[url=https:\/\/youtu.be\/xeS7bCwXJ7U?si=ia64_AUeZnWXpAbB]this	video[\/url].[b]Additions[\/b][list][*]Added	lockers.	These	will	be	replacing	employee	beds.	For
compatibility	reasons,	employees	will	still	be	assigned	to	beds	in	existing	saves,	but	going	forward,	you	can	use	lockers	instead,	which	are	more	space-efficient	and	can	store	more	stuff.[*]Added	item	slot	filters.	You	can	now	set	whitelists	or	blacklists	on	slots	to	tell	employees	which	items	should	or	shouldn't	go	in	a	particular	slot.[*]Added	employee	property	transfers.	[\/list][b]Tweaks\/Improvements[\/b][list][*]Increased	storage	unit	employee	capacity	to	3.[*]Consolidated	all	NPC	save	files.[*]Consolidated	property	save	files.[*]Consolidated	business	save	files.
[*]Changed	the	trash	can	pickup	area	to	be	square	instead	of	circular.[*]The	trash	can	pickup	area	is	now	visible	while	you're	placing	the	trash	can.[\/list][b]Bug	fixes[\/b][list][*]Fixed	occasional	NPC	long-distance	pathing	failures.[*]Fixed	occasional	employee	pathing	failures.[*]Fixed	employees	sometimes	attempting	to	pick	up	items	that	they	don't	have	the	inventory	capacity	for.[*]Fixed	botanist-related	performance	issue.[*]Fixed	police	showing	question	marks	above	their	heads	while	they're	unconscious.[*]Fixed	viewmodel	drifting.	[\/list]Let	me	know	how
this	update	goes	for	you!	I	think	the	item	slot	filters,	combined	with	the	lockers,	will	make	employees	much	more	usable	now.	Saving	should	also	now	be	much	faster	and	work	nicely	with	Steam	cloud	sync.	I'm	in	the	process	of	setting	up	an	in-game	voting	system,	and	will	likely	run	the	first	vote	next	week.	When	it's	active,	you'll	be	able	to	vote	on	what	you	want	to	see	in	the	next	major	update.	The	options	will	probably	be:[list][*]Cartel	update[*]Police	expansion[*]Shrooms[\/list]Stay	tuned!Tyler","commentcount":641,"tags":
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[],\"automatically_push_updated_source\":false,\"library_spotlight\":true}","announcement_body":{"gid":"502825815722950817","clanid":"9703436","posterid":"0","headline":"Stellaris	Dev	Diary	#385	-	AI	Benchmarks","posttime":1747911819,"updatetime":1747911819,"body":"[img]{STEAM_CLAN_IMAGE}\/9703436\/6fe1084d863fbdc2d7bd621805015bc248a67720.png[\/img][i]written	by	Eladrin[\/i]Hi	everyone!The	4.0.13	update	released	today	with	the	following	changes:[expand	type=details	expanded=false][h2]Stellaris	4.0.13	Patch[\/h2]
[b]Improvements[\/b][list][*]	Behemoth	Fury	is	now	available	to	Wilderness	Empires.[*]	Improved	tooltips	for	the	following	civics:[*]	Functional	Architecture\/Constructobot[*]	Environmentalist[*]	Astro-mining	Drones[*]	Maintenance	Protocols[*]	Ascensionists[*]	Augmentation	Bazaars[*]	Brand	Loyalty[*]	Death	Cults[*]	Dimensional	Worship[*]	Balance[*]	Mutagenic	Habitability	now	counts	all	planet	types	as	ideal	for	upgrading	Gaiaseeders[*]	Dramatically	increased	the	draw	chance	for	the	Mineral	Purification,	Global	Energy	Management	and	Food	Processing
technologies[*]	Rebalanced	the	Pleasure	Seeker	civics	to	transform	Civilians	into	Hedonists[*]	Logistic	Drones	are	now	Complex	Drones	not	Menial	Drones[\/list][b]Bugfix[\/b][list][*]	Fixed	invaded	pre-ftls	not	becoming	biotrophies[*]	People	once	more	die	when	they	are	put	in	the	Lathe[*]	Bio-Swarmer	missiles	can	now	be	used	by	all	biological	ships	with	medium	weapon	slots	(including	defensive	platforms)[*]	Pops	that	are	being	pampered	will	now	be	forcibly	switched	to	the	correct	living	standard[*]	Replacing	a	district	specialisation	no	longer	destroys
CyberCreed	buildings	that	should	be	kept[*]	Corrected	a	tooltip	bug	where	a	planet	would	display	itself	as	a	possible	migration	target.[*]	Fixed	capitalisation	for	resources	in	trade	policies[*]	Updated	assorted	modifiers	that	still	referred	to	Clerks[*]	A	Trade	deficit	now	causes	Job	Efficiency	and	Empire	Size	issues[*]	Fixed	the	tooltip	for	the	Polymelic	trait[*]	Armies	now	protect	200	pops	from	raiding,	not	2[*]	Blocked	the	Federation	Code	technology	for	some	empires,	for	example	homicidals.	To	draw	the	tech,	the	empire	is	also	required	to	be	in	contact	with
someone	they	can	form	a	federation	with.[*]	Blocked	the	Development	focus	task	Form	a	Federation	for	some	empires,	for	example	homicidals[*]	Added	swaps	for	some	empires,	for	example	homicidals,	for	the	Development	focus	rewards	Federation	Code,	Xeno	Diplomacy,	and	Xeno	Relations[*]	Updated	the	Colony	view	tab	mentioned	in	the	hint	of	the	focus	task	Enact	a	Planetary	Decision	to	say	Management[*]	CyberCreed	pops	with	Ritualistic	Implants	can	now	colonise	planets[*]	Fixed	Recycled	and	Luxurious	traits	not	applying	to	Roboticists[*]	Catalytic
Processing	Civic	now	lists	correct	information	regarding	job	swap[*]	Cost	for	repairing	orbital	rings	when	you	use	bioships	is	now	correctly	calculated[*]	Gale	Speed	trait	gained	from	Defeat	no	longer	causes	errors[*]	Fixed	scope	for	LeaderShipSurvivalReason[*]	Fixed	scope	bug	for	ruler	in	leader_election_weight[*]	Fixed	Worker	Coop	gaining	Elite	strata	jobs	in	too	many	places	and	tidied	up	the	civic	tooltip[*]	Updated	tooltip	for	Warrior	Culture	civic[*]	Added	a	pre-list	colon	to	the	Feudal	Society	civic's	tooltip[*]	The	everychanging	stone	can	no	longer	cause
artisans	to	have	negative	mineral	upkeep[*]	Gave	the	Neural	Chorus	advanced	authority	the	pop	growth	speed	modifier	that	had	accidentally	been	assigned	to	Memory	Aggregator[*]	The	Planetary	Supercomputer	no	longer	has	an	empire	cap	of	1[*]	The	Research	Institute\/Planetary	Supercomputer	no	longer	give	scientist	capacity[*]	Added	dashes	to	Traits	tooltips	and	list	items[*]	Fixed	trigger	logic	for	criminal	syndicates	and	federations[*]	Fixed	Offspring	Bioships	not	being	visible	in	game[*]	Fixed	Offspring	Bioships	not	being	labelled	as	non-offspring	ships
in	the	ship	designer[*]	The	Machine	Uprising	will	no	longer	spawn	100	machine	pops	for	every	1	missing	housing.	However	the	pop-rework	seems	to	have	handled	6	million	machine	pops	okay.[*]	Stopped	removing	occupation	armies	for	bombarded	and	invaded	planets	on	savegame	load[*]	Repairing	ruined	buildings	in	zones	is	now	always	possible.[\/list][b]Performance[\/b][list][*]	Flattened	pop	job	modifier	node	into	planet	one[*]	Made	clearing	modifiers	a	fire	and	forget	job[\/list][b]Stability[\/b][list][*]	Fixed	a	possible	OOS	when	a	player	leaves	the	game.[*]
Fix	CTD	when	generating	a	Cosmic	Storm	mesh.[*]	Fixed	a	random	freeze	when	loading	save	with	stations	containing	multiple	defence	platforms.[\/list][\/expand]We	expect	the	4.0.14	release	will	be	next	week	(probably	on	Tuesday),	and	is	expected	to	include	some	fixes	to	a	few	infinite	loops	and	some	select	balance	changes	(like	splitting	up	Enforcers	and	Telepaths	again).	It	will	be	a	short	work	week	here	in	Sweden,	so	it\u2019s	likely	to	be	the	only	update	of	the	week.As	I	mentioned	last	week,	with	multiplayer	stability	largely	handled,	AI	is	one	of	our	next
focuses.	Today	I	want	to	talk	about	AI	benchmarks,	and	have	a	discussion	with	you	about	how	we	should	measure	\u201csuccess\u201d.[h2]What	Makes	a	Good	AI?[\/h2]The	AI	in	Stellaris	has	always	been	designed	as	very	reactive,	and	AI	personality	has	a	massive	impact	on	their	behavior.	Our	goal	is	for	our	AI	empires	to	feel	like	actors	in	the	galactic	play	-	acting	in	a	manner	consistent	with	their	Origins,	Authorities,	Civics,	and	Ethics	rather	than	always	picking	the	\u201cmeta\u201d	play.They	do	still	need	to	put	up	a	bit	of	a	challenge	though,	especially	at
higher	difficulties.The	first	economic	goal	we	make	for	our	AI	is	\u201cplease	don\u2019t	collapse	in	an	economic	death	spiral\u201d,	and	it\u2019s	actually	far	better	at	that	in	4.0	than	it	was	in	3.x.	The	current	AI	does	NOT	meet	the	second	\u201cprovide	an	adequate	challenge\u201d	goal	though.One	of	the	fundamental	tools	we	have	for	our	AIs	are	resource	targets	in	their	economic	plans.	They\u2019ll	strive	to	reach	those	targets,	and	many	of	these	are	set	as	\u201cscaling\u201d	-	if	they	meet	the	target,	they\u2019ll	raise	the	target	the	next	month.	This
attempts	to	ensure	that	they\u2019ll	keep	thirsting	for	ever	larger	research	and	alloy	numbers	(or	food	if	they	use	bioships!)	as	is	appropriate.	This	is	one	of	the	tools	we	also	use	to	make	them	exhibit	their	ethics	-	Materialists	scale	their	Research	targets	faster	than	other	empires,	so	they\u2019ll	inherently	be	more	likely	to	build	more	Research	specializations,	while	Spiritualists	are	more	likely	to	have	a	lot	of	Unity	specializations.Ironically,	improving	AI	tends	to	consume	any	benefits	we	carved	out	through	performance	improvements.	The	stronger	the	AI,
the	more	stuff	they	have	-	fleets,	colonies,	and	so	on.	[h2]Benchmarking[\/h2]One	way	to	decide	whether	or	not	the	AI	is	performing	up	to	expectations	is	through	benchmarking	-	what	kind	of	fleet	power,	alloy	generation,	and	research	generation	should	they	have	by	2230,	2250,	2300,	and	so	on?	Around	what	year	should	they	hit	10k	fleet	power?	Then	there	come	questions	around	whether	the	benchmarks	should	differ	based	on	personality	type.	Should	it	be	different	if	they\u2019re	Democratic	Crusaders	vs.	Peaceful	Traders?	Or	does	differentiating	them
there	make	the	friendlier	empires	too	weak?I\u2019ve	got	my	own	set	of	benchmarks	that	come	from	running	3.14	and	from	the	multiplayer	community,	and	in	general,	I\u2019m	okay	with	Grand	Admiral	being	significantly	harder	than	it	was	in	3.14.	but	I\u2019m	interested	to	hear	what	you	all	strive	for.	How	much	research	and	alloy	production	do	you	try	to	have	10	years,	30	years,	100	years,	and	when	the	end-game	crisis	comes	calling?	(Include	your	preferred	difficulty	settings	and	galaxy	sizes	as	well	if	you	could,	as	well	as	if	you	change	any	other
important	settings	like	tech	costs.)[h2]What\u2019s	Next?[\/h2]We\u2019re	going	to	continue	with	4.0	post	release	support.Since	the	next	two	weeks	are	both	short	weeks	in	Sweden,	our	next	Stellaris	Dev	Diary	will	be	June	12th.	(You\u2019ll	be	hearing	from	me	in	patch	notes	in	the	meantime	though.)","commentcount":228,"tags":
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"564749771124770018","clanid":"36033026","posterid":"0","headline":"Dev	Diary	#171	-	Post-Release	Support","posttime":1747742442,"updatetime":1747743068,"body":"Hello	everyone!	I\u2019m	Jacob,	the	Community	Manager	with	Paradox	Studio	Black.My	role	within	the	studio	is	to	strengthen	communication	between	us	and	you,	the	players,	to	ensure	that	we	understand	what	you	want	from	the	game	and	that	you	understand	what	our	intentions	are	for	the	future.	While
I\u2019m	just	one	part	of	the	broader	Community	Team	for	Crusader	Kings,	I\u2019m	ultimately	responsible	for	nearly	every	piece	of	public-facing	communication	we	publish	as	a	studio:	dev	diaries,	feature	breakdowns,	chapter	premiere	videos,	social	media	posts,	etc.	I\u2019m	also	responsible	for	the	reverse;	every	piece	of	feedback	that	ends	up	on	a	designer\u2019s	desk	goes	through	me	at	some	point	in	the	process.Today,	I\u2019m	going	to	talk	about	the	release	of	[i]Khans	of	the	Steppe[\/i]	and	the	feedback	we\u2019ve	received	from	players,	as	well	as
how	we\u2019re	addressing	it.	After	that	I\u2019ll	give	a	brief	overview	of	how	our	development	cycles	work,	what	the	hell	Post-Release	Support	even	[i]is[\/i],	and	then	cap	it	off	with	a	quick	look	at	what	our	next	steps	are	as	a	studio.I	[i]am[\/i]	a	map	gamer,	so	fair	warning:	There	will	graphs	and	charts	in	this	dev	diary.[h1]State	of	Launch\u200b[\/h1]As	you	may	or	may	not	be	aware,	[i]Khans	of	the	Steppe[\/i]	and	the	1.16	\u201cChamfron\u201d	Update	were	released	on	April	28th,	and	the	initial	response	was	fairly	positive	both	from	a	technical	perspective
and	a	player	sentiment	one.	However,	we	quickly	noticed	a	spike	in	crash	reports	and	commentary	from	players	confirming	this.	Setting	our	lovely	QA	team	to	work,	we	quickly	identified	two	major	contributors	to	instability	in	1.16	and	pushed	hotfixes	to	tackle	both	of	them.These	fixes	have	led	to	a	significant	reduction	in	crash	rates,	but	we\u2019re	still	seeing	elevated	levels,	so	we\u2019re	still	working	to	identify	and	resolve	the	causes	of	these	crashes.[img]{STEAM_CLAN_IMAGE}\/36033026\/490598169827c17723c005762b2d6cd00eb8125d.png[\/img][i]
[Crash	rate	analytics	since	the	release	of	Khans	of	the	Steppe.	The	1.16.0.2	hotfix	(circled	in	red)	made	a	big	difference,	but	there\u2019s	still	work	to	be	done.][\/i]While	there	was	an	immediate	spike	in	negative	reviews	due	to	stability	issues,	the	response	at	large	to	[i]Khans	of	the	Steppe[\/i]	was	quite	positive	right	out	of	the	gate.	When	you	spend	months	working	on	a	specific	project,	it\u2019s	always	an	immense	relief	to	see	that	it	went	well	and	players	were	having	fun	with	the	new	content,	so	everyone	at	the	studio	was	elated	at	the	response!Then	the
review	score	started	dropping.[img]{STEAM_CLAN_IMAGE}\/36033026\/98db5216ca1195f969ead3c769eeb9c05a37a7a9.png[\/img][i][Steam	reviews	for	Khans	of	the	Steppe.	You	can	see	the	ratio	of	positive	to	negative	reviews	shrinking	over	time;	In	the	\u201cbiz\u201d,	this	is	considered	a	Bad	Thing.	While	the	amount	of	people	who	leave	reviews	are	a	sliver	of	a	fraction	of	the	greater	playerbase,	this	is	still	a	valuable	source	of	information	for	us.][\/i]With	all	of	our	releases,	we	do	a	series	of	internal	reports	on	the	state	of	things	at	predefined	intervals.
There\u2019s	a	Day	0	report,	Day	1,	Day	7,	etc.	While	the	Day	0	and	Day	1	reports	were	initially	positive,	by	the	end	of	the	week	it	became	clear	that	there	were	outstanding	problems	that	took	some	time	to	reach	a	breaking	point	for	players.So,	what	were	those	problems?	In	order	to	figure	that	out,	we	have	to	do	some	basic	analysis	of	the	reviews	themselves.	To	begin,	I	took	every	negative	review	on	Steam	and	put	them	into	a	spreadsheet	where	they\u2019re	arranged,	translated	(we	try	to	assess	feedback	from	as	many	languages	as	we	possibly	can),	and
categorized	based	on	what	their	main	complaint	is.(This	isn\u2019t	the	only	way	we	analyze	feedback,	but	reviews	are	fairly	easy	to	explain	so	they	make	ideal	content	for	demonstrating	the	point	in	this	dev	diary.)Once	everything	has	been	neatly	categorized	(a	task	I	find	immensely	soothing,	for	the	record),	I	can	generate	a	quick	chart	showing	which	complaints	are	dominating	the	conversation.	The	main	cause	of	stability	complaints	in	the	reviews	were	already	addressed	or	being	investigated,	so	we	can	skip	that	category	and	take	a	look	at	the	next	one	in
the	list:	Balancing.[img]{STEAM_CLAN_IMAGE}\/36033026\/64681b468905769afacf32c1d1170294d8456464.png[\/img][i][Outside	of	stability	issues,	balancing	concerns	make	up	the	majority	of	complaints	about	Khans	of	the	Steppe.][\/i]With	my	chart	prepared,	I	can	go	to	the	design	team	and	our	Game	Director	to	tell	them	\u201cPlayers	think	the	balancing	is	wonky,	and	here\u2019s	data	to	prove	it.\u201d	From	there,	we	can	actually	go	through	feedback	to	identify	specific	pain	points	and	begin	to	address	them	in	our	first	post-release	support	update
(more	on	what	that	specific	term	means	later).If	you\u2019re	only	interested	in	what\u2019s	next	for	[i]Khans	of	the	Steppe[\/i],	then	I\u2019ll	summarize	here	and	save	you	some	time:	We	know	that	players	have	concerns	with	the	DLC	and	we\u2019re	working	to	address	as	many	of	these	concerns	as	we	can	within	the	time	we	have	allotted	for	post-release	support	before	anything	else	is	pushed	off	to	Realm	Maintenance.If	you	want	to	know	more	about	how	our	communication	pipeline	from	player	to	developer	works,	and	how	we	act	on	what	we	hear	from
you,	then	read	on!	I	intend	to	ramble	for	a	bit	longer.[h1]Player	Feedback\u200b[\/h1]In	order	to	properly	explain	how	we	turn	comments	on	the	internet	into	changelog	entries,	I	first	need	to	talk	about	how	we	collect	and	parse	feedback	from	all	of	our	supported	platforms.[h2]Pre-Release	Feedback\u200b[\/h2]Our	handling	of	player	feedback	for	[i]Khans	of	the	Steppe[\/i]	started	quite	a	while	back,	before	the	announcement	of	Chapter	4	in	fact.	Our	[url=https:\/\/forum.paradoxplaza.com\/forum\/developer-diary\/dev-diary-162-steppe-by-
steppe.1728107\/]preview	dev	diary	back	in	February[\/url]	was	published	so	far	ahead	of	the	normal	schedule	specifically	so	that	we	could	gather	information	about	player	desires	and	expectations	regarding	a	Nomad-focused	DLC.	The	feedback	we	received	from	that	DD	is	directly	responsible	for	a	variety	of	changes	that	made	it	into	the	release	version	of	[i]Khans	of	the	Steppe[\/i],	such	as	expanding	the	new	Nomadic	government	type	to	certain	non-steppe	regions.Additionally,	we	run	a	persistent	closed	beta	program	of	roughly	100	people	from	our
community.	This	includes	members	of	various	high-profile	mod	teams,	historians,	members	of	the	community	with	a	history	of	sending	detailed	and	actionable	feedback,	and	a	small	pile	of	content	creators.	The	point	of	this	program	is	to	get	direct	player	feedback	on	upcoming	content	as	early	into	the	development	process	of	an	update	as	we	can	(For	[i]Khans	of	the	Steppe[\/i],	this	began	roughly	a	year	ago).	As	development	progresses,	more	of	the	design	is	solidified	and	becomes	more	difficult	to	change	in	response	to	feedback,	so	this	program	is	considered
vital	to	us.Once	the	development	version	has	progressed	far	enough	that	we\u2019re	able	to	announce	it	publicly,	we	begin	a	fresh	dev	diary	cycle.	These	serve	to	inform	the	playerbase	of	what	we\u2019re	working	on	while	giving	us	a	chance	to	get	broader	opinions	and	suggestions	about	the	upcoming	content.	Our	companion	videos	that	are	released	on	our	YouTube	channel	are	also	helpful	here,	since	viewer	retention	stats	can	inform	us	which	sections	within	a	given	dev	diary	are	of	particular	interest	to	viewers.[img]
{STEAM_CLAN_IMAGE}\/36033026\/48898e0ff354028e28aea13faaadc6836722e216.png[\/img][i][Retention	graph	for	Dev	Diary	166;	the	bump	at	the	11	minute	mark	shows	that	viewers	were	particularly	interested	in	the	\u201cBlessings	of	the	Blue	Sky\u201d	segment][\/i]Finally,	in	the	last	month	or	so	before	releasing	[i]Khans	of	the	Steppe[\/i],	we	ran	a	separate	preview	group	to	get	a	final	round	of	feedback.	This	is	essentially	a	time-limited	version	of	our	persistent	beta,	and	has	a	similar	selection	criteria	for	participation.	During	this	stage,	we	essentially
throw	the	flood	gates	open	and	pull	in	as	many	people	as	we	think	we	can	manage	while	maintaining	some	semblance	of	operational	security.	Mod	team	representation	increases	dramatically	during	this	stage	in	order	to	give	them	a	head	start	on	compatibility	patching	their	mods,	and	any	content	creator	too	slow	to	outrun	our	Influencer	Relations	Manager	is	also	pulled	into	this	time-limited	program.	Before	you	ask:	Yes,	that	youtuber	you\u2019re	thinking	of	is	in	this	program.	Yes,	that	one	is	too.	Yes,	them	as	well.[img]
{STEAM_CLAN_IMAGE}\/36033026\/828101e4cc1d941f5919a45174951dd99e18687b.png[\/img][i][A	snippet	from	the	aforementioned	preview	group.	Yes,	we	run	this	through	Discord.][\/i]The	goal	here	is	to	make	sure	that	the	content	we\u2019re	working	on	matches	the	expectations	of	our	players	as	closely	as	possible	ahead	of	release;	the	persistent	beta	program	allows	us	to	do	this	in	broader	strokes	while	the	DLC	is	still	taking	shape,	and	the	preview	program	allows	us	to	catch	more	issues	that	would	have	slipped	through	the	net	(as	well	as	giving	us	a
head	start	on	our	first	post-release	support	update).[h2]Post-Release	Feedback[\/h2]\u200bThat\u2019s	all	well	and	good,	but	what	do	we	do	about	feedback	after	something	is	released?After	a	major	release,	gathering	immediate	feedback	from	players	is	crucial	to	ensure	that	any	critical	issues	that	made	it	through	testing	phases	are	swiftly	handled,	and	that	our	post-release	support	cycle	is	focused	on	addressing	player	pain	points	with	the	new	content.	We	actively	collect	this	feedback	from	a	wide	variety	of	places;	our	own	forums,	Facebook,	Steam,
YouTube,	Twitter,	Reddit,	Discord,	QQ	Guild,	Bilibili,	Tieba,	among	others.	Essentially,	if	it\u2019s	posted	on	a	publicly	visible	platform,	odds	are	that	we\u2019re	going	to	see	it	one	way	or	another.[img]{STEAM_CLAN_IMAGE}\/36033026\/a9243ca47634194c092d382b6ddb54d4676f9284.png[\/img][i][The	pc-feedback	channel	on	our	official	Discord	server	is	one	of	several	\u201cprimary\u201d	feedback	channels	we	use.	Voting	systems	make	it	easier	to	tell	at	a	glance	which	posts	are	more	important	to	the	community	there.	Sadly,	Reddit	votes	aren\u2019t
as	useful	for	this	purpose.][\/i]To	facilitate	the	collection	of	this	amount	of	information,	we	have	a	set	of	Community	Ambassadors	(or	\u201cCAs\u201d)	who	act	as	additional	support	for	the	bridge	between	our	players	and	the	development	team.One	of	the	main	responsibilities	of	our	CAs	revolves	around	collecting	player	sentiment	and	feedback,	monitoring	discussions,	and	identifying	pressing	issues	that	players	report	post-release.	You\u2019ve	said	it?	They\u2019ve	probably	read	it.	They	help	cast	the	net	as	far	as	possible	to	ensure	no	significant	feedback
slips	through.	After	a	major	release	drops,	they	immediately	begin	scouring	for	reactions	then	compile	them	into	a	detailed	Day	1	post-release	report	for	the	studio.[img]{STEAM_CLAN_IMAGE}\/36033026\/6aaddd804fca573cd2da29f6e6d3d2d34a0b93da.png[\/img][i][A	snippet	from	the	Day	1	report	for	Khans	of	the	Steppe.	These	initial	reports	are	crucial	for	identifying	standout	issues	that	need	to	be	handled	as	soon	as	possible][\/i]They	condense	hundreds	of	discussion	threads,	suggestions,	and	reports	into	a	more	digestible	format	to	quickly	identify	what
the	community	finds	most	pressing.	As	you	can	see	above,	crashing	was	the	most	prevalent	issue	highlighted	in	the	Day	1	report,	while	balance	issues	weren\u2019t	widely	reported	until	after	the	Day	1	report	period.Feedback	gathered	this	way	is	used	to	determine	what	the	priorities	of	the	development	team	should	be	during	the	post-release	cycle,	which	finally	brings	us	to	the	namesake	of	this	dev	diary\u2026[h1]Post-Release	Support\u200b[\/h1]Our	studio	is	structured	into	various	internal	teams,	with	each	one	focusing	on	specific	updates	or	expansions.
We	have	a	team	for	[i]Khans	of	the	Steppe[\/i],	All	Under	Heaven,	Coronations,	and	others	we	can\u2019t	discuss	quite	yet.	Post-Release	Support	(PRS)	is	the	final	stage	of	development	for	a	Major	Update	before	the	team	assigned	to	that	update	is	dissolved	and	its	members	moved	to	other	teams	within	the	studio.The	main	objective	of	the	PRS	stage	is	to	address	any	outstanding	issue	that	may	have	slipped	through	the	pre-development	cycle.	This	includes	fixing	bugs,	tweaking	gameplay	balances,	and	implementing	various	improvements	or	alterations	to
systems	based	on	player	feedback.	The	goal	is	to	essentially	\u201cfinalize\u201d	the	DLC,	but	this	doesn\u2019t	mean	we	cease	work	on	the	DLC	outright.	Any	further	updates	or	fixes	that	aren\u2019t	able	to	be	implemented	during	the	PRS	stage	go	towards	Realm	Maintenance	to	be	integrated	into	future	updates	rather	than	having	their	own	dedicated	release.During	a	PRS	stage,	we	step	up	our	Quality	Assurance	(QA)	efforts	by	bringing	in	additional	specialists	to	assist	with	PRS.	These	specialists	work	closely	with	the	development	team	to	review	bug
reports	and	ensure	that	as	many	reported	issues	as	possible	are	investigated,	identified,	and	assigned	to	a	member	of	the	development	team	to	be	addressed.	If	you\u2019re	reporting	bugs	on	our	official	forums	during	a	PRS	stage,	these	are	the	people	replying	to	and	tagging	your	posts.[img]{STEAM_CLAN_IMAGE}\/36033026\/746a808f11ef92a7c3dd6104017fe2b11bb964c0.png[\/img][i][As	an	aside,	the	tags	are	there	to	signal	to	other	members	of	the	team	that	a	post	has	been	looked	at;	this	reduces	the	chances	of	us	wasting	time	by	going	over	threads	that
are	already	being	handled.][\/i]Another	important	aspect	of	the	PRS	stage	is	taking	care	of	issues	that	were	\u201clocked	out\u201d	of	the	initial	release	for	one	reason	or	another.	Two	of	the	main	reasons	this	could	happen	are	feature	freeze	and	loc	freeze.	During	feature	freeze,	no	new	mechanics	can	be	added	to	a	DLC;	anything	that	needs	to	be	tacked	on	after	feature	freeze	must	target	a	future	update.	Similarly,	a	loc	freeze	means	that	no	new	player-facing	text	can	be	added,	as	localization	into	all	of	our	supported	languages	takes	a	significant	amount	of
time;	any	content	that	requires	new	or	updated	text	after	localization	freeze	must	be	scheduled	for	a	future	update.	While	these	freezes	mean	that	our	response	to	feedback	can	sometimes	be	delayed,	they	ultimately	help	ensure	that	updates	actually	release	when	they\u2019re	intended	to.In	most	cases,	the	aforementioned	future	update	will	be	one	of	the	\u201cpoint	releases\u201d	during	PRS.	Each	PRS	stage	typically	has	time	allocated	for	two	or	three	of	these	updates,	with	the	expectation	that	we\u2019ll	need	them	to	tackle	issues	that	cropped	up	after
feature\/loc	freeze	or	issues	reported	by	the	community.	Additionally,	we	allocate	time	for	hotfixes	as	necessary	to	allow	emergency	updates.[img]{STEAM_CLAN_IMAGE}\/36033026\/0671372e8b3f732a54d9e8f5e00de4c32767e7b1.png[\/img][i][It\u2019s	a	bit	messy	to	look	at,	but	you	can	see	here	how	certain	commits	by	the	development	team	are	sent	to	different	branches	depending	on	their	contents.	We	have	a	lot	of	internal	development	branches.][\/i]Post-Release	Support	is	an	essential	part	of	the	development	cycle	in	that	it	allows	us	to	address	player
feedback	as	it\u2019s	submitted	to	us,	but	also	to	set	the	stage	for	future	development	by	giving	us	a	stronger	idea	of	what	players	expect	and	want	from	the	game.[h1]Next	Steps[\/h1]\u200bSo,	what	has	the	feedback	we\u2019ve	gotten	since	[i]Khans	of	the	Steppe[\/i]	been	about,	and	what	do	players	want	from	the	game?Mainly,	that	the	balancing	is	wonky	and	that	our	more	dedicated	players	want	the	game	to	be	harder.	We\u2019ve	released	Update	1.16.1	and	1.16.2	already	to	tackle	the	former,	and	I\u2019ve	been	working	directly	with	our	Game	Director
to	implement	something	to	help	us	address	the	latter;	this	will	take	the	form	of	[b]Hard	[\/b]and	[b]Very	Hard[\/b]	difficulty	modes	releasing	alongside	Update	1.16.2.1	sometime	later	this	week.[img]{STEAM_CLAN_IMAGE}\/36033026\/0cde0f942c305aac7c92e894d6fde7b57ee151c6.png[\/img][i][Highly	experimental!	Mostly	untested!	Probably	imbalanced!	Try	it	out	later	this	week	and	tell	us	what	you	think.][\/i]As	we\u2019ve	said	in	the	past,	we	want	difficulty	and	challenge	to	be	something	that	arise	organically	from	how	our	mechanics	interact,	and	think
that	giving	flat	buffs	to	the	AI	or	penalties	to	the	player	for	arbitrary	reasons	isn\u2019t	an	ideal	solution.	That	said,	our	community	has	made	it	clear	that	we\u2019re	not	meeting	our	objective,	and	doing	something	is	better	than	doing	nothing.	So	while	we	intend	to	continue	pursuing	our	goal	of	emergent	challenge	in	the	long	term,	we\u2019re	introducing	these	new	difficulties	for	players	who	want	the	game	to	be	harder	right	now.[img]{STEAM_CLAN_IMAGE}\/36033026\/adb174ae02f5e186f16cd70387ac345e4c5614db.png[\/img][i][A	small	collection	of
some	of	the	bonuses	AI	characters	will	receive	in	Hard\/Very	Hard	difficulties.][\/i]We\u2019ve	also	heard	quite	a	few	people	asking	for	a	passive	herd	decay	mechanic.	To	go	ahead	and	rip	the	bandaid	off:	We\u2019re	not	planning	on	implementing	this.	Put	simply,	the	system	wasn\u2019t	designed	with	this	in	mind	and	is	instead	built	around	discrete	reductions.	Too	much	of	the	game	goes	off	the	rails	when	it	tries	to	deduct	what	doesn\u2019t	exist,	and	herd	decay	ultimately	impacts	AI	rulers	far	more	than	it	impacts	players	(compounding	balance\/difficulty
concerns).	With	the	PRS	stage	for	[i]Khans	of	the	Steppe[\/i]	coming	to	an	end,	we	don\u2019t	have	the	time	or	resources	available	to	rework	a	core	aspect	of	the	DLC	to	this	degree.	Additional	adjustments	to	this	system	are	still	possible	in	Realm	Maintenance	updates,	but	these	are	unlikely	to	fundamentally	rework	the	system	itself.Aside	from	that,	we\u2019ve	heard	we	still	have	bugs	to	squash!	AI	asking	you	for	paizas	should	be	significantly	reduced	in	the	next	update,	the	steppe	region	map	mode	should	be	properly	colored	in	again,	etc	etc	etc.	We\u2019ll
have	a	full	changelog	of	what\u2019s	been	fixed	releasing	alongside	the	update	itself	later	this	week.After	that,	we\u2019ll	have	a	period	of	relative	stability	where	mod	authors	can	update	their	mods	and	players	can	finish	a	longer	campaign	without	worrying	about	another	update	dropping	and	causing	them	grief.	We\u2019ll	still	be	working	on	bugs	and	other	issues	that	get	reported	(or	already	have	been),	but	they\u2019ll	be	packaged	up	alongside	the	release	of	our	next	piece	of	Chapter	IV.[hr][\/hr]While	this	is	far	from	a	comprehensive	overview	of
development	cycles,	post-release	support,	or	even	feedback	loops,	I	hope	this	gives	you	a	stronger	understanding	of	how	these	systems	work	at	a	glance.	I\u2019m	always	happy	to	talk	at	length	about	damn	near	anything	involving	Studio	Black	(as	anyone	subjected	to	one	of	my	rants	on	our	Discord	can	attest),	so	if	you	have	any	specifics	you\u2019d	like	to	know	more	about	then	feel	free	to	drop	a	comment	and	I\u2019ll	answer	them	as	best	I	can!That\u2019s	all	we	have	for	this	week,	but	be	sure	to	come	back	next	Tuesday;	we\u2019ll	be	talking	about	the
design	vision	for	a	small	piece	of	content	we\u2019re	working	on	called	[i]All	Under	Heaven[\/i].","commentcount":166,"tags":
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Video	Effect	being	unchecked.[*]	Welcome	message	can	be	disabled	in	the	options.41.8.0:[b]NEW[\/b][previewyoutube=TwlSgt0EWBs;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\/S\/E\/W\").	-	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	\/	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[\/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[\/b][*]	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[\/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[\/b][*]	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]FORAGING[\/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	ISBaseIcon\/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	CircleIsoMarker	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]UI[\/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	On\/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]FIXES[\/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.getFirstInputItemWithTag	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	\":addUniqueItem()\"	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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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"573756970376364096","clanid":"4419325","posterid":"0","headline":"SCS	On	The	Road:	Bauma	2025	Vlog","posttime":1747407615,"updatetime":1747407615,"body":"Today,	we're	excited	to	release	a	new	episode	of	our	SCS	On	The	Road	series!	This	time,	we\u2019re	taking	you	along	on	our	recent	trip	to	[url=https:\/\/bauma.de\/en\/]Bauma	2025[\/url],	the	world\u2019s	leading	trade	fair	for	construction	machinery,	building	material	machines,	mining	machines,	construction
vehicles,	and	construction	equipment,	held	at	the	Munich	Exhibition	Center![img]{STEAM_CLAN_IMAGE}\/4036972\/ff91d56a44a46a0031d2e18a9efbe902bff84a46.jpg[\/img]This	event	is	renowned	as	the	largest	trade	fair	in	the	construction	industry,	attracting	over	3,200	exhibitors	from	more	than	60	countries.	In	addition	to	exploring	the	impressive	range	of	vocational	vehicles,	advanced	machinery,	and	cutting-edge	technology	on	display,	our	famous	4D	motion	simulator	also	made	an	appearance	at	Schwarzm\u00fcller's	booth,	while	Scania	hosted	Euro
Truck	Simulator	2	with	their	own	unique	simulator,	and	Schmitz	Cargobull	gave	away	ETS2	Steam	Keys	to	visitors.	It	was	great	to	see	ETS2	having	a	precense	across	the	show	floor!	[previewyoutube=Hpzvk2m13CQ;full][\/previewyoutube]Join	Oscar,	Nemiro,	and	Petr	as	they	give	you	an	inside	look	at	this	impressive	event	and	share	what	we	got	up	to	during	our	visit!	It	was	a	fantastic	opportunity	to	connect	with	so	many	companies	from	around	the	world.	We\u2019re	proud	to	have	been	a	part	of	such	a	massive	event,	and	we\u2019d	like	to	thank	everyone
we	met	for	their	time,	as	well	as	our	partners	who	exhibited	at	Bauma!	We	hope	to	return	again	for	the	next	edition	in	2028.We	hope	you	enjoyed	this	episode	and	appreciate	your	continued	support	for	this	series.	If	you	liked	the	video,	be	sure	to	subscribe,	hit	the	like	button,	and	leave	a	comment.	We\u2019ll	see	you	soon	for	the	next	episode.	Until	then,	keep	on	truckin'!","commentcount":33,"tags":
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