
Mod Content Creation Guide

This guide will walk you through the steps to create a mod for Farthest Frontier.



1. Introduction

Farthest Frontier ships with two versions of the game. The main version is fully optimized and is 
not easily moddable. The other version is shipped in a subdirectory named “Farthest Frontier 
(Mono)”. You can choose which version to run when launching the game from your Steam 
Client.

The Mono version of the game is the one you will be using to install/run mods or create a mod 
yourself. The Mono version of the game ships with an installed version of Melon Loader. Melon 
Loader is a free and open-source universal mod loader for games. Creating Melon Loader mods 
is outside the scope of this document but you can find out more at the following websites.

 https://melonloader.co/  

 https://melonwiki.xyz  



When you launch the Mono version of the game, you will see Melon Loader start as well.

If you have any Melon Loader mods installed, you will see them called out in the same window.



2. Mod Tools

After purchasing Farthest Frontier, you can find an additional app in your Steam library called 
"Farthest Frontier Mod Tools." If not, you can also search for and install that app specifically on 
Steam. 

Included in this app is the Farthest Frontier Mod Content Creation Guide (this document) and 
the Farthest Frontier Mod Uploader. When you launch Farthest Frontier Mod Tools from your 
Steam client, the Mod Uploader App will launch. The Uploader App is used to upload your 
Melon Loader mod to Steam Workshop. Once your mod is in Steam Workshop you can make it 
available for others to download and use.

In addition to uploading Melon Loader mods, you can also upload Farthest Frontier saved 
games. This gives you a way to share any interesting towns you’ve created.



Uploading to Steam Workshop

When you first launch the Uploader App, everything will be blank. Click the "New" button and 
the app will create a placeholder asset in the Steam workshop.



You can see this placeholder workshop asset in your Steam client - in your user profile, under 
the Workshop Items tab, will be a new Farthest Frontier workshop asset:



Within the Steam client, you can change the title and description of your mod, but that's all. 
You'll need to use the Mod Uploader app to do the rest, such as specifying which assets to 
upload.

Back in the Uploader App, you can choose what type of mod you're uploading (Melon Loader 
Mod, or Saved Game). You can also change the title and description here and it will update in 
Steam. Most importantly, you can point Mod File Path to the location of your Melon Loader .dll 
file on your local hard drive. You can point Mod Preview Image Path to a .png image that you'd 
like to use as a preview image for your mod. Lastly, you can toggle whether you want your mod 
to be visible to only you, or to the public, with the Visibility drop-down menu. 



When you have everything plugged in correctly, you can Upload to Steam. Uploading your mod 
will update your Steam Workshop asset with all the information that you just plugged in. From 
there, you can subscribe to your Workshop asset through Steam like you would a mod for any 
game, and Steam will automatically download and install it.

Once everything looks good both on Steam and in game, set the visibility of your mod to public, 
and now your mod is ready to share with the world!

We hope this content creation guide was helpful, and we look forward to seeing your creations 
in Farthest Frontier!


