
Minecra(	
  “Modding”	
  Installa3on	
  
Procedures	
  –	
  Week	
  3	
  



Finally...it	
  is	
  +me	
  to	
  create	
  our	
  new	
  block	
  
in	
  Minecra6!....	
  
	
  
Crea+nging	
  our	
  new	
  “kcd_Block”,	
  	
  
we’re	
  going	
  to	
  use	
  2	
  methods	
  to	
  create	
  
it….	
  
	
  
(1)	
  using	
  Eclipse,	
  MCP	
  and	
  just	
  Java	
  
(2)	
  using	
  Eclipse,	
  MCP,	
  ModLoader	
  and	
  Java	
  



Create	
  “new	
  block”	
  
•  Create	
  a	
  new	
  Java	
  class:	
  



Create	
  “new	
  block”	
  class,	
  BlockKCD	
  
•  Select	
  parent:	
  Block	
  

Common mistake is to 
Select the wrong Block 
class  
 
(be careful, there are a few 
of them!) 



Create	
  new	
  class	
  BlockKCD	
  
•  Set:	
  	
  Automa+cally	
  generate	
  constructors	
  



Your	
  new	
  class,	
  BlockKCD…	
  
•  Create	
  a	
  new	
  Java	
  class:	
  

package net.minecraft.src; 
 
import java.util.Random; 
 
public class BlockKCD extends Block { 
 

 public BlockKCD (int par1, Material par2Material) { 
  super(par1, par2Material); 
 } 

 
 public BlockKCD (int par1, int par2, Material par3Material) { 
  super(par1, par2, par3Material); 
 } 

} 



New	
  block	
  graphics….	
  
•  Placing	
  the	
  “terrain.png”	
  file….	
  

Mac:	
  	
  MacHD/Users/jim_blair/Desktop/KCD726a/mcp726a/bin/minecra6/terrain.png	
  
Windows:	
  	
  C:/<YourMCPDirectoryLoca+on>/mcp726a/bin/minecra6	
  

See it!!!!! 
 
(it is the 
“236” 
defined 
block) 



Create	
  instance	
  of	
  new	
  class…	
  
•  Add	
  the	
  new	
  block	
  in	
  Block.java,	
  line	
  193	
  

public static final Block stairsWoodJungle = (new BlockStairs(136, planks, 
3)).setBlockName("stairsWoodJungle").setRequiresSelfNotify(); 
     
    /** 
     * Coder Dojo Block “kcdBlock” 
     */ 
    public static final Block kcdBlock = (new BlockKCD(146, 236, 
Material.glass)).setBlockName(” kcdBlock"); 

The new instance, kcdBlock is given the 
Block ID = 146, and an icon number of 236 
 
When using ModLoader, we won’t need to  
assign the icon ID manually 



Rebuild	
  Minecra6,	
  with	
  new	
  Block	
  
•  Recompile	
  and	
  run…(Windows)	
  

 
C\:MinecraftMod\mcp72> recompile.bat 
== MCP 7.2 (data: 7.2, client: 1.3.2, server: 1.3.2) == 
# found ff, ff patches, srgs, name csvs, doc csvs, param csvs, renumber csv, astyle, astyle config 
== Recompiling client == 
> Cleaning bin 
> Recompiling 
-  Done in 6.54 seconds 

C:\MinecraftMod\mcp72> startclient.bat 
== MCP 7.2 (data: 7.2, client: 1.3.2, server: 1.3.2) == 
[23:26:35] 27 achievements 
[23:26:35] 195 recipes 
[23:26:35] Setting user: Player157, - 

Record Player number 
(in this case, “Player157” 



Rebuild	
  Minecra6,	
  with	
  new	
  Block	
  
•  Recompile	
  and	
  run…(Mac)	
   (1) Compile in new block… 

(2) Run updated Minecraft game 

(3) Record Player number 
(in this case, “Player157” 



Allocated	
  new	
  blocks	
  to	
  player…	
  
•  In	
  the	
  game…	
  	
  	
  	
  	
  /give	
  Player157	
  	
  146	
  	
  20	
  

In detail:            /give     Player157       146               20 

Player number…changes each 
time you play the game 

146 is block ID 
Quantity given 



Allocated	
  new	
  blocks	
  to	
  player…	
  
•  Give	
  yourself	
  a	
  few	
  of	
  the	
  new	
  blocks…	
  

/give player157   146     20 
 
Player157: Your player name (“/t whatever” to find it) 
146: Your block id 
20: How many blocks you want to give 
 



Finally...it	
  is	
  +me	
  to	
  create	
  our	
  new	
  block	
  
in	
  Minecra6!....	
  
	
  
Crea+nging	
  our	
  new	
  “kcd_Block”,	
  	
  
we’re	
  going	
  to	
  use	
  2	
  methods	
  to	
  create	
  
it….	
  
	
  
(1)	
  using	
  Eclipse,	
  MCP	
  and	
  just	
  Java	
  
(2)	
  using	
  Eclipse,	
  MCP,	
  ModLoader	
  and	
  Java	
  



Crea+ng	
  Block	
  via	
  Modding…	
  
•  Rather	
  than	
  specify	
  a	
  new	
  Block	
  directly,	
  we’ll	
  create	
  a	
  new	
  

Mod,	
  and	
  ask	
  the	
  Mod	
  to	
  create	
  our	
  new	
  Block	
  for	
  us	
  
•  So	
  we	
  start	
  with	
  the	
  same:	
  	
  New	
  “Class”….and	
  this	
  +me	
  we	
  

create	
  two	
  new	
  derived	
  classes:	
  	
  	
  
–  (1)	
  BlockCloverMod	
  (from	
  Block)	
  and	
  	
  
–  (2)	
  mod_CloverBlock	
  (from	
  BaseMod)	
  



Create	
  new	
  class	
  BlockCloverMod	
  
•  Set:	
  	
  Automa+cally	
  generate	
  constructors	
  

BlockCloverMod is derived from  
“Block”…just like BlockKCD 



Create	
  new	
  class	
  mod_CloverBlock	
  
•  Set:	
  	
  Automa+cally	
  generate	
  constructors	
  

mod_CloverBlock is derived from  
“BaseMod”…which means 
we’re creating a new Mod Class,  
not a new Block Class 
 
Note:  Mod’s MUST start with 
“mod_”, as in “mod_CloverBlock”, 
such that the mod is picked up when 
ModLoader scans for new mods. 



Mod	
  block	
  graphics….	
  
•  Placing	
  the	
  “mod_CloverBlock.png”	
  file….	
  

Mac:	
  	
  MacHD/Users/jim_blair/Desktop/KCD726a/mcp726a/bin/minecra6/	
  
Windows:	
  	
  C:/<YourMCPDirectoryLoca+on>/mcp726a/bin/minecra6	
  

We don’t need to know the  
number, the “mod” via  
ModLoader, takes care of the 
ID 



Create	
  new	
  class	
  defini+on…	
  
•  Adds	
  new	
  Block	
  class…	
  

Exactly the same as the “manual” way we did it earlier 



Create	
  instance	
  of	
  new	
  class…	
  

registerBlock and addName ensure 
Block is advertised 

We still need to 
identify  
our new Block ID 

We specify our own 
icon, in a separate file 

New BaseMod class… 



CREATING	
  “RECIPES”	
  FOR	
  OUR	
  
BLOCKS	
  

1.  Recipe	
  for	
  “manual”	
  Block,	
  kcdBlock	
  
2.  Recipe	
  for	
  our	
  “Mod”	
  Block,	
  cloverBlock	
  



Create	
  “Recipe”	
  for	
  our	
  new	
  first	
  block	
  

Add new block recipe for our first block, 
“kcdBlock” 



Create	
  “Recipe”	
  for	
  our	
  new	
  “mod”	
  block	
  

Add new block recipe 
directions 



Recompile	
  and	
  run…(Mac)	
  

Finally,	
  we	
  rebuild	
  Minecra6,	
  with	
  new	
  mod/
Block,	
  and	
  two	
  new	
  Recipes…	
  

Recompile	
  and	
  run…(Windows)	
  
 
C\:MinecraftMod\mcp72> recompile.bat 
== MCP 7.2 (data: 7.2, client: 1.3.2, server: 1.3.2) == 
… 

C:\MinecraftMod\mcp72> startclient.bat 
== MCP 7.2 (data: 7.2, client: 1.3.2, server: 1.3.2) == 
... 
[23:26:35] Setting user: Player157, - 

Record Player number 
(in this case, “Player157” 

OR 



Run	
  Minecra6….	
  

New “kcdBlock” New “cloverBlock” 



Run	
  Minecra6….	
  
•  Cra6ing	
  “kcdBlock”	
  with	
  4	
  Dirt	
  blocks	
  

–  Remember….	
  



Run	
  Minecra6….	
  
•  Cra6ing	
  “mod_CloverBlock”	
  with	
  3	
  Dirt	
  blocks	
  

–  Remember…	
  



TA	
  DA!!!!.....WE’RE	
  ALL	
  DONE!	
  

-­‐	
  Modding	
  can	
  be	
  used	
  to	
  create	
  all	
  sorts	
  of	
  wonderful	
  addi+ons	
  to	
  
Minecra6….only	
  limited	
  by	
  your	
  imagina+on!	
  	
  It	
  is	
  hoped	
  that	
  these	
  Block	
  
and	
  Recipe	
  sessions	
  will	
  give	
  you	
  the	
  spark	
  to	
  go	
  create	
  fantas+c	
  new	
  
things	
  in	
  Minecra6!	
  


