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Lesson Plan: Terraria World-Builder's
Workshop

Materials Needed:

¢ Access to the game Terraria

¢ Notebook and pen/pencil, or a digital document

¢ Colored pencils, markers, or a simple digital art program (like Piskel for pixel art, which is free)
(Optional)

¢ Access to the official Terraria Wiki online for research

Subject Focus: Game Design, Creative Writing, and Ecology
Grade Level: 9th Grade (Ages 14-15)

Time Allotment: Approximately 3-4 hours, broken into smaller sessions over
a few days.

Part 1: The Biome Blueprint (Approx. 45 minutes)

Learning Objectives:

¢ To analyze the key components that make a video game environment feel unique and
cohesive.
e To identify patterns in how resources, enemies, and themes are linked within a specific biome.

Activity: Deconstruction of an Existing Biome

1. Choose Your Subject: Log into Terraria and spend 15-20 minutes exploring one of your
favorite biomes. It could be the glowing Mushroom Biome, the eerie Corruption/Crimson, or the
dense Jungle. As you explore, pay close attention to the details.

2. Field Notes: In your notebook or document, answer the following questions about your
chosen biome. This is your "research" phase.

o Atmosphere & Theme: What is the first impression of this biome? What is the mood
(e.g., peaceful, dangerous, mysterious)? What colors, sounds, and music contribute to
this feeling?

o Flora & Fauna: What plants grow here? What passive critters and hostile enemies
spawn here? How do they fit the theme? (e.g., Giant fungi in the Mushroom biome).

o Resources: What unique blocks, ores, or special materials can you find here? (e.qg.,
Jungle Spores in the Jungle, Meteorite Ore at a crash site).

o Structure: Are there any special structures that generate here? (e.g., Living Trees in the
Forest, Pyramids in the Desert).

3. Discussion Point: Think about why the game designers made these choices. Why does a
Demon Eye spawn at night in the Forest and not in the middle of the day? Why is Hellstone
found in the Underworld? The goal is to see that every part of a biome is designed with a
purpose.
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Part 2: Your World, Your Rules (Approx. 2 hours)

Learning Objectives:

e To apply design principles to create a new, original game biome.

¢ To creatively develop interconnected elements (creatures, resources, story) that support a
central theme.

¢ To practice descriptive and narrative writing to build a fictional world.

Activity: Design and Create Your Own Terraria Biome

Now you get to be the game developer! You will design a brand-new biome that could fit into the
world of Terraria. It can be anything you imagine—a crystallized cavern, a mechanical wasteland, a
floating cloud city, a swamp made of forgotten dreams, etc.

Step 1: Brainstorming (30 mins)

¢ Core Concept: Start with a strong, simple idea. What is your biome called? What is its main
theme? (e.g., "The Sunken Treasury," a water-themed biome filled with pirate ghosts and lost
gold).

¢ Visuals and Music: Describe the look and feel. What are the primary colors? What kind of
background would it have? What would the music sound like (e.g., slow and eerie, fast and
adventurous)?

¢ Unique Blocks & Resources: Invent at least two new types of blocks that make up your
biome's landscape. Also, invent one new ore or crafting material found there. Give them
creative names and describe what they could be used for (e.g., "Barnacle Blocks,"
"Coralstone," and "Aqueous Gems" used to craft water-breathing armor).

Step 2: Creature Creation (45 mins)

A biome is only as good as its inhabitants! Design three unique creatures that would live in your
biome. Try to make them fit the theme perfectly. For each one, list:

¢ Name: Something catchy and descriptive.

¢ Type: Is it a passive critter (like a bunny), a neutral monster (attacks only when provoked), or
a hostile enemy?

¢ Behavior: How does it move and act? Does it swim, fly, teleport, burrow? What is its attack
style? (e.g., "The Clam-Mimic" looks like a treasure chest but snaps shut on players who get

too close).

e Drops: What does it drop when defeated? (e.g., a crafting material, a unique weapon, a vanity
item).

¢ Optional Challenge: Sketch your creatures! You can do a simple drawing or try making pixel
art of them.

Step 3: The Lore (45 mins)

Great game worlds have stories. Write a short (200-300 word) lore entry for your biome. This is your
chance to practice creative writing. Your story could be:

¢ An entry from an explorer's journal describing their first time discovering the place.
¢ An old legend explaining how the biome came to be.
¢ A description for an item found in the biome that hints at a deeper story.

Focus on using strong, descriptive words to bring your creation to life for the reader.
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Part 3: Showcase and Extension (Approx. 30 minutes)

Learning Objective:
e To present creative work clearly and reflect on the design process.
Activity: The Developer's Pitch

1. Present Your Biome: Share your creation! Walk through your design document as if you
were a game developer pitching your idea to the rest of the team. Explain your theme, show
off your creature designs, and read your lore entry aloud.

2. Reflection: Answer these final questions:

o What part of this project was the most fun?
o What was the most challenging part of making everything fit a single theme?
o If you had to design a boss for this biome, what would it be like?

Differentiation & Extension Ideas:

¢ For an extra challenge: Design a unique weapon or tool that can only be crafted from
materials in your biome. Describe its special ability.

¢ For the artist: Create a full-screen concept drawing or a detailed pixel art mock-up of what
your biome would look like in-game.

¢ For the musician: Try to compose a simple melody for your biome using a free online tool
like BeepBox, or just describe the instruments, tempo, and mood you would want.

Assessment:

This project is assessed based on completion and creativity, not a right or wrong answer. A
successful project will include:

¢ A fully described biome with a clear theme.

e Three original creatures with defined behaviors and drops.
¢ A well-written lore entry that establishes atmosphere.

¢ Thoughtful connections between all the different elements.
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