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Far	lands	minecraft

Floating-point	numbers	are	used	to	represent	real	numbers	in	computers,	but	they	have	a	limited	precision.	A	Glitch	in	the	Matrix:	The	Genesis	of	the	Far	Lands	The	Far	Lands	weren’t	a	feature	intentionally	designed	by	Mojang.	Also	make	sure	you’re	protected	from	falling	damage.	Note	that	it	assumes	that	the	X	and	Z	axes	are	identical,	and	ignores
the	Y	axis;	in	many	cases,	the	Y	axis	has	a	different	value	from	the	X	and	Z	axes,	whereas	in	other	cases	the	noise	generator	is	entirely	2D.	If	you	are	using	a	mod,	load	as	much	terrain	as	you	can,	then	convert	to	vanilla	Minecraft	of	the	same	version.	10.	The	Far	Lands	became	a	legendary	destination	for	explorers	and	a	symbol	of	the	limitations	and
emergent	behavior	found	within	the	early	versions	of	Minecraft.	Looking	at	the	sky	leaves	lag-inducing	entities	away	from	the	point	of	view,	also	lessening	the	lag.	They	captured	the	imagination	of	players	and	became	a	popular	destination	for	exploration	and	experimentation.	He	is	portrayed	as	a	hostile	entity	that	inhabits	the	Far	Lands	and	attacks
anyone	who	ventures	there.	This	resulted	in	a	large,	spongy	wall	of	terrain	appearing	around	12,550,821	to	12,550,824	blocks	from	the	origin	of	the	Minecraft	world.	As	the	numbers	became	larger	and	larger,	the	granularity	of	the	representation	became	coarser,	leading	to	significant	rounding	errors.	Another	option	is	to	add	lag	reducing	mods,	like
Optifine	or	Fastcraft.	However,	when	terrain	generation	was	redone,	the	Far	Lands	moved	closer	to	their	familiar	position	of	12,550,824,	despite	the	boundary	remaining	at	32,000,000,	meaning	that	the	Far	Lands	were	once	more	accessible,	with	the	boundary	no	longer	making	them	inaccessible	as	intended;	it	is	likely	that	Notch	would	not	have
thought	to	check	this	at	the	time	due	to	the	distances	being	ludicrous.	Fireworks	can	be	used	to	propel	your	flight,	and	so	taking	a	lot	of	these	will	make	the	trip	much	shorter;	however,	you	will	need	to	be	extra	vigilant,	as	flying	faster	will	give	you	less	time	to	react	to	sudden	events	and	obstacles.	When	doing	this,	it	is	a	good	idea	to	set	the	player's
spawn	point	here,	so	if	you	die,	you	will	be	able	to	respawn	near	the	Far	Lands	and	not	have	to	go	through	the	whole	process	again	(a	similar	method	can	be	used	in	the	possible	situation	where	you	spawn	above	or	below	ground.)	The	Far	Lands'	land	distortion	starts	at	12,550,821	(x	or	z,	although	if	you	go	for	a	corner	where	they	meet	expect	double
the	lag,	due	to	the	mobs)	so	it	is	better	to	go	to	the	X/Z	12,550,400-12,550,600	range.	How	tall	were	the	walls	in	the	Far	Lands?	The	Far	Lands	can	then	be	activated	using	mods.[1]	This	will	probably	not	cause	as	much	lag	as	conventional	methods	since	the	gravel	falling	bug	is	only	due	to	excessive	effects	and	not	the	terrain.	Evidently,	flint	and	steel
should	also	be	taken	to	easily	light	the	portal.	What	is	the	“Farlands	Man”	in	Minecraft?	6.	The	nether	portal	in	the	Nether	must	be	placed	no	further	than	at	X/Z	of	±4,000,000,	because	beyond	that	point,	the	portal	would	attempt	to	teleport	the	player	to	coordinates	beyond	X/Z	of	±32,000,000,	which	is	the	limit	on	the	world	coordinates.	One	last
warning:	do	not	ever	change	the	worldspawn	(the	default	spawn	location	where	you	appear	at	the	start	and	reappear	at	if	you	die	and	your	bed	is	obstructed)	to	a	Far	Lands	area,	either	with	a	map	editor	or	on	later	versions,	cheats.	Can	you	still	visit	the	Far	Lands	in	modern	Minecraft?	The	Nether	was	first	introduced	into	the	game	in	2010,	adding	a
whole	new	dimension	and	layer	to	the	game.	When	finally	in	the	Nether	and	adequately	protected,	the	player	must	travel	a	few	million	blocks	in	the	X	and/or	Z	axis.	Is	Minecraft	world	infinite?	While	similar	glitches	exist	in	Bedrock	Edition,	they	are	very	far	away	and	difficult	to	reach	without	commands.	There	is	also	a	glitch	in	1.12	where	if	you	/tp
12550700	90	0,	exit	before	you	hit	the	ground,	load	the	world	in	beta	1.7.3,	you	will	be	124	blocks	short	of	the	far	lands,	this	is	a	very	easy	way	to	reach	it	if	you	don't	have	the	single	player	commands	mod.	Scale	noise	7,662,742,722	[more	information	needed]	Beta	1.7.3	Superseded	by	biome-based	terrain	height	in	Beta	1.8.	Classic	world	noise
33,554,432	probably	the	first	version	that	generated	terrain	inf-20100325	Causes	the	famous	"stone	wall"	of	Infdev.	The	root	cause	lay	in	the	floating-point	arithmetic	used	by	the	game.	Minecraft	uses	noise	generators	and	mathematical	functions	to	determine	the	height	and	shape	of	the	terrain.	This	is	a	dangerous	but	faster	method	then	walking
from	the	Overworld.	What	did	the	Far	Lands	look	like?	The	light	also	often	behaved	strangely.	Assuming	a	continuous	rocket	boost	for	the	entire	duration	of	the	flight,	and	a	completely	straight	flight	path	with	no	stops,	it	would	take	just	over	13	hours	to	cover	the	distance	(33.5	m/s	over	1,568,852	meters).	The	Far	Lands	are	a	dangerous	place,	both
for	players	(due	to	lots	of	darkness,	hostile	mobs	and	falls)	and	the	device	Minecraft	runs	on.	Version	switching[]	You	can	make	a	new	world	in	modern	Java	edition	and	run	the	following	command	/tp	@p	12550810	128	12550810	Leave	modern	Java	edition	and	go	to	Beta	1.7.3	or	older.	Sand	beaches	68,719,476,736	[more	information	needed]	Beta
1.7.3	Determines	whether	beaches	use	sand	or	not.In	the	Nether,	this	controls	soul	sand.	Just	remember	that	any	terrain	that	you	did	not	explore	in	Beta	1.7.3	will	generate	as	normal	terrain.	Videos	and	stories	documenting	journeys	to	the	Far	Lands	became	widespread,	further	cementing	their	legendary	status.	After	changing	location	with	MCEdit
and	closing	the	map	(Vital!	You	can	corrupt	the	map	having	it	open	in	2	programs	at	once!)	start	Minecraft	up,	load	the	level,	pause	while	looking	at	the	sky	(this	lessens	the	CPU	load)	and	give	it	a	short	time	to	process	the	changes	(waiting	until	there	are	no	chunk	updates	left	may	take	too	long).	View	distance	doesn't	seem	to	affect	newly	generated
terrain	distance	(notice	the	explored	area	circle	around	you	when	using	a	map	doesn't	change	when	view	distances	change)	so	keep	it	turned	down	even	though	that	seems	counter-intuitive.	Second	version.	This	can	be	demonstrated	by	the	following:	Noticing	that	the	precision	loss	is	a	gradual	change,	which	increases	at	each	power	of	2.	He	is	not	an
official	part	of	the	game.	7.	Alternately	you	can	get	the	entity	counter	to	stop	going	up	steadily	but	it	will	still	be	dilating	up	and	down	a	bit,	this	is	a	semi	stable	state	and	is	the	most	common	state	for	the	Entity	relog,	while	it	is	easiest	to	get	it	to	this,	its	not	the	best	because	you	can	easily	make	it	unstable	again,	although	doing	this	is	a	bit	more
uncommon.	While	older	versions	had	the	Far	Lands	to	signify	the	edge,	modern	versions	have	a	world	border	that	is	located	at	X/Z	±29,999,984.	To	not	get	instantly	hit	by	loads	of	lag,	it	can	be	better	to	teleport	to	a	few	hundred	meters	away	from	the	Far	Lands	or	if	using	a	mod,	use	lag	reducing	mods	such	as	Optifine	or	Fastcraft.	0	can	be	really
anything	between	roughly	-12,550,820	and	12,550,820.	They	cannot	be	reached	by	creating	a	superflat	world	and	travelling	many	blocks,	as	the	Far	Lands	cannot	generate	on	a	Superflat	world.	Find	out	the	dangers,	challenges,	and	rewards	of	exploring	this	mysterious	region.	Upon	arrival,	a	USD$10,000	donation	was	awarded	to	him	by	Notch	for	his
efforts.[2]	In	Bedrock	Edition,	the	Far	Lands	were	first	introduced	with	the	infinite	terrain	generation	in	0.9.0	alpha,	and	were	removed	in	1.17.30	(beta	1.17.20.20).	Frequently	checking	the	durability	of	the	elyctra	is	important	to	assure	that	no	untimely	deaths	are	met	by	way	of	fall	damage.	They	are	often	accompanied	by	visual	glitches	and
performance	issues.	First	version	of	farlands,	just	stone	with	chunk	separated.	9.	General	information[]	What	the	Far	Lands	are	not[]	Due	to	many	occurrences	at	high	distance	being	lumped	together	with	each	other,	confusion	often	arises	as	to	what	is	related	to	or	caused	by	the	Far	Lands,	and	what	is	not.	However,	this	was	still	an	incredibly	long
journey	and	very	few	people	were	successful	in	their	endeavor.	3.	In	Java	Edition,	the	terrain	generation	code	has	been	updated	to	prevent	the	Far	Lands	from	generating.	Rounding	errors	and	precision	issues	led	to	distorted	terrain.	This	whole	process	is	kind	of	just	luck	since	the	entity	counter	seems	to	calm	down	at	random	points,	if	you	can	clear
out	a	lot	of	terrain	in	one	go,	that's	better	but	if	you	can't	do	it	in	time	and	the	entity	counter	calms	down	at	2000-3000,	then	you	are	going	to	be	left	with	residue	lag	and	have	to	manually	destroy	the	gravel	entities	on	the	ground.	Top	template	implies	this	is	about	Bedrock	Edition,	content	is	a	bunch	of	old	Java	Edition	stuff,	and	so	on	Badlands
Version	of	the	Far	Lands	A	view	of	the	inner	edge	of	the	Far	Lands.	Minecraft	sets	a	limit	based	on	what	your	computer	can	handle,	allowing	Minecraft	worlds	to	be	as	big	as	possible	without	slowing	down	or	crashing	the	game.	The	Edge	Farthest	Lands	are	located	4,312,430,307,758,379,832	blocks	away	from	the	center	of	the	map,	which	is	an
extremely	far	distance.	This	page	describes	content	that	exists	only	in	outdated	versions	of	Minecraft.	These	areas	are	primarily	caused	by	similar	issues	with	floating-point	precision	and	terrain	generation	at	extreme	coordinates.	Unless	you	plan	to	pack	multiple	elytras,	bringing	one	with	unbreaking	3	and	mending	is	important,	as	depending	on	your
starting	location,	you'll	likely	be	flying	over	1.5	million	blocks.	The	original	Far	Lands	were	located	approximately	12,550,821	blocks	away	from	the	center	of	the	map	on	the	X	and	Z	axes.	In	Minecraft	Beta	1.8,	the	terrain	generation	code	was	rewritten,	preventing	the	occurrence	of	these	glitches.	This	proves	their	existence	to	be	completely
independent.	Generating	the	Far	Lands	in	any	version	between	the	March	27	and	June	18	builds	of	Infdev	inclusive.	These	functions	work	perfectly	well	within	a	reasonable	range	of	coordinates.	Keeping	f3	open,	when	you	see	the	Far	Lands	and	the	entity	count	starts	rapidly	stuttering,	you	save	and	quit	then	reopen	the	world,	when	you	join	back	you
have	to	press	escape	and	open	the	menu	as	fast	as	possible,	then	you	relog	back	and	walk	around	long	enough	to	check	whether	the	entity	count	is	stuttering	rapidly.	The	most	famous	appearance	of	the	farlands.	Create	a	new	map,	walk	around	for	a	few	seconds,	then	save	and	quit.	Thus,	by	traveling	through	the	Nether,	it	is	possible	to	reach	the
Overworld	Far	Lands	in	just	over	a	week.	Imagine	trying	to	draw	a	perfectly	smooth	curve	with	a	very	thick	crayon.	This	tutorial	is	exclusive	to	Bedrock	Edition.	Directly	by	the	Overworld[]	Just	walking	in	the	Overworld	towards	any	direction	(positive	or	negative	X	and/or	Z	axis)	is	the	most	time-consuming	way;	reaching	the	Far	Lands	from	the	world
center	would	take	9	months	of	overall	Minecraft	gameplay.	Another	portal	will	be	required	to	exit	the	Nether,	so,	before	proceeding,	it	is	recommended	to	either	mine	all	the	obsidian	blocks	of	the	portal	and	take	them	with	you,	or	bring	enough	blocks	to	construct	an	exit	portal	after	your	trip.	What	caused	the	Far	Lands	in	Minecraft?	The	following	is
a	list	of	things	which	are	commonly	misattributed	to	being	a	product,	effect	or	even	type	of	the	Far	Lands,	despite	not	being	so.	Commands[]	Commands	weren’t	available	in	Minecraft	singleplayer	until	after	the	Far	Lands	were	removed,	but	if	the	player	is	on	a	beta	multiplayer	server,	then	the	player	can	do	the	/tp	command.	Learn	about	the	terrain
generation	bug	in	Bedrock	Edition	that	happens	millions	of	blocks	from	the	world	origin.	This	glitch	created	a	unique	area	of	the	game	that	was	popular	among	Minecraft	players.	There	is	no	conventional	way	of	using	Creative	or	commands	to	quickly	reach	this	huge	distance,	since	they	didn't	exist	in	these	old	versions,	except	for	multiplayer.
References[]	The	Far	Lands	in	Minecraft	were	a	fascinating	and	notorious	terrain	generation	bug.	Night	Vision	potions	will	significantly	lower	your	chances	of	flying	into	a	wall,	and	Fire	Resistance	will	save	you	from	lava	falls.	The	Far	Lands	were	characterized	by	towering	walls	of	blocks,	floating	blocks,	sudden	drops	into	the	void,	and	other	bizarre
terrain	formations.	The	Far	Lands	still	retain	a	legacy	as	one	of	the	franchise's	most	famous	glitches,	even	being	referenced	in	other	official	games	such	as	Minecraft:	Story	Mode	and	Super	Smash	Bros.	If	the	Far	Lands	are	ported	(see	below),	and	the	player	has	access	to	commands,	the	/gamerule	doMobSpawning	false	command	will	stop	mobs	from
spawning,	and	the	/kill	@e[type=!player,r=300]	command	can	be	used	to	remove	excessive	entities	in	the	vicinity	(use	about	3	times	per	minute	for	greater	efficiency;	although	it	will	kill	any	entity	other	than	the	players,	including	minecarts,	paintings,	potentially	useful	mobs	etc.;	300	can	be	any	desired	distance),	and	/gamerule	doEntityDrops	false
can	disallow	sand	and	gravel	dropping	as	items	(but	mobs	wouldn’t	drop	anything	either)	(sand	and	gravel	will	not	cause	excessive	drops	in	Far	Lands	made	to	spawn	closer).	MCEdit[]	Alternately	you	probably	should	use	MCEdit	to	get	to	the	far	lands,	however,	you	may	die	a	few	times	before	getting	it	right.	if	it	is	still	stuttering	then	you	need	to
keep	relogging	and	checking	the	count	till	it	calms	down.	These	modern-day	“Far	Lands”	in	Bedrock	Edition	often	manifest	as	subtle	distortions	in	the	terrain,	rather	than	the	dramatic	walls	of	the	original.	The	walls	in	the	Far	Lands	typically	stretched	from	bedrock	to	the	maximum	world	height,	creating	towering	structures	that	were	visually
striking.	This	is	similar	to	level	256	in	Pac-Man,	and	as	such	were	not	purposely	in	the	game.	Up	close,	the	curve	looks	reasonable,	but	as	you	zoom	out,	the	imperfections	become	increasingly	apparent.	The	most	iconic	feature	was	the	presence	of	towering	walls	of	blocks,	often	composed	of	dirt,	grass,	and	stone,	stretching	from	bedrock	to	the
maximum	world	height.	The	Stripe	Lands	are	not	a	type	of	Far	Lands	The	Stripe	Lands,	a	mostly	Bedrock	Edition-exclusive	phenomenon	which	can	only	be	seen	in	Java	Edition	through	extensive	modding,	are	another	example	of	floating-point	precision	loss,	and	are	not	a	terrain	bug.	By	the	Nether[]	Walking	one	block	in	the	Nether	is	equal	to	walking
eight	blocks	in	Overworld.	However,	as	the	X	and	Z	coordinates	grew	exponentially,	the	precision	of	these	calculations	began	to	break	down.	The	effects	vary	depending	on	which	noise	generator	breaks	(for	traditional	Far	Lands,	"low	noise"	and	"high	noise"	are	jointly	responsible),	as	well	as	the	player's	distance	on	each	axis	(the	"Edge	Far	Lands"
refer	to	when	noise	breaks	on	only	one	axis,	the	"Corner	Far	Lands"	on	two,	and	the	"Vertex	Far	Lands"	on	three).	The	average	speed	you	can	go	is	5.6	blocks	per	second	so	it	would	take	around	62	days	to	go	to	the	world	border	assuming	you	go	non-stop	and	you	encounter	flat	terrain	for	the	entirety	of	your	journey.	However,	reaching	them	without
the	use	of	commands	or	exploits	is	exceedingly	difficult.	Placing	the	portal	near	X/Z	of	±1,568,852	would	allow	the	player	to	reach	the	inner	edge	of	the	Far	Lands.	To	get	a	fully	stable	piece	of	land	is	the	best	but	it	is	tedious,	annoying	and	the	chance	of	doing	this	while	still	beating	the	entity	counter	is	stupidly	unlikely,	to	get	this	you	just	keep
relogging	until	the	entity	counter	doesn't	dilate	rapidly	at	all.	Precision	loss	errors	are	not	caused	by	the	Far	Lands	The	position	where	the	world	appears	to	render	is	considerably	offset	at	the	point	where	the	Far	Lands	begin	in	Beta	1.7.3	and	earlier,	with	a	magnitude	of	one	block,	with	the	player	appearing	to	be	at	the	edges	and	corners	of	blocks	at
all	times.	Discover	the	different	structures,	effects,	dimensions	and	causes	of	the	Far	Lands	phenomenon.	Crafting	a	bed	before	starting	the	long	journey	is	recommended;	sleeping	in	it	before	the	night	falls	completely	will	avoid	the	annoyance	of	hostile	mobs	in	the	way.	If	it	is	not	stuttering,	then	you	have	cleared	that	portion	of	land	from	lag.	Start
the	Minecraft	Launcher	and	create	a	new	profile	in	Beta	1.7.3	(check	the	box	that	says	"Allow	use	of	old	Beta	versions").	Fake	chunks	beginning	in	Alpha	v1.2.0	(as	opposed	to	the	void	seen	in	prior	versions)	are	also	likely	unintentional,	probably	arising	due	to	changes	in	chunk	handling	for	biomes,	the	Nether,	or	both,	and	would	have	presumably	also
flown	under	the	radar	given	their	inaccessibility	in	normal	gameplay	without	external	editors.	Same	as	second	one	but	with	caves	and	less	ores.	Alternatively,	if	the	terrain	is	ported,	it	can	be	possible	to	also	perform	the	first	command	with	the	use	of	command	blocks,	along	with	a	redstone	clock.	World	customization	and	mods[]	Using	customized
worlds	(before	Java	Edition	1.13)	to	crank	up	the	Coordinate	Scale	option	to	high	enough	numbers	can	cause	the	area	where	the	Far	Lands	would	be	to	be	walkably	close	to	the	origin	of	the	world.	The	“Farlands	Man”	is	a	fictional	character	from	a	Minecraft	Creepypasta	story.	However,	if	you	want	to	play	on	beta	and	you	cannot	install	Single	player
commands,	you	can	remove	the	lagging	entities	from	an	area	via	some	precise	saving	and	re-logging.	This	is	further	reinforced	by	them	being	at	a	rather	round	number	(32	million),	rather	than	the	seemingly	overall	arbitrary	12,550,824	of	the	Far	Lands,	or	power-of-two	values	such	as	16,777,216	where	precision	loss	worsens.	Porting	the	terrain[]	An
example	of	ported	Far	Lands	terrain.	The	Far	Lands,	while	no	longer	a	part	of	the	core	Minecraft	experience,	remain	a	compelling	reminder	of	the	game’s	history	and	the	unexpected	discoveries	that	can	arise	from	complex	systems.	The	visual	appearance	of	the	Far	Lands	was	far	from	uniform.	You	can't	edit	the	terrain	beyond	±32,000,000	X/Z,	so	the
nether	portal	can't	appear	past	this	point.	Noise	generator	Breaks	down	at...(32-bit)	Version	range	Notes	First	Last	Low	noise	12,550,824	inf-20100327	present[n	1]	Jointly	responsible	for	the	Far	Lands	High	noise	Selector	noise	1,004,065,924	inf-20100327	present[n	1]	Responsible	for	the	Farther	Lands	Depth	noise	42,949,672	[more	information
needed]	present[n	1]	Causes	the	terrain	to	rise	up	several	blocks."Stretching	effects"	are	rare.Impossible	to	see	unless	made	to	start	before	low	and	high	noise	overflow.	The	Far	Lands	were	essentially	the	extreme	manifestation	of	these	mathematical	imperfections	in	Minecraft’s	terrain	generation.	Once	there	hit	F3	and	check	to	see	which	direction
increases	the	number	(which	will	display	something	around	1.2550E7	because	12,550,000	is	considered	too	long	by	the	game	to	display.)	You	should	notice	strange	physics	immediately,	however,	the	wall	of	distorted	terrain	is	still	a	200-400	meter	walk	away	(if	you	used	the	provided	number	range.)	Once	the	edge	of	your	view	range	hits	the	start	of
the	distorted	terrain	you	will	start	to	get	a	large	amount	of	lag.	Instead,	the	different	methods	listed	below	are	used.	While	they	are	among	the	interesting	effects	which	can	be	experienced	when	moving	high	distances	from	the	world	origin,	their	occurrence	is	a	distinct	phenomenon,	and,	to	an	extent,	actually	intended.	Their	legacy	endures	in	the
stories	and	memories	of	players	who	witnessed	them	firsthand.	Learn	how	to	reach	the	Far	Lands,	the	edge	of	the	Minecraft	world,	by	walking,	flying,	or	using	commands.	Why	were	the	Far	Lands	removed	from	Minecraft?	Likewise,	an	Overworld	portal	even	near	X/Z	of	±32,000,000,	would	lead	the	player	to	the	coordinates	near	X/Z	of	±4,000,000
(less	than	one-third	of	the	way	to	the	Far	Lands),	so	it	is	not	possible	to	reach	the	Nether	Far	Lands	by	this	way.	What	are	the	Edge	Farthest	Lands	in	Minecraft?	But,	if	you	want	to	go	to	this	place,	here	is	how	to	reach	it	and	lessen	the	lag.	This	is	in	stark	contrast	to	the	Far	Lands,	which	happen	immediately	due	to	integer	overflow.	While	Far	Lands
chunks	will	still	generate	outside	of	what	superflat	chunks	were	generated	in	1.1,	these	still	are	unrelated.	Save	and	quit,	load	up	the	world	(in	Beta	1.7.3),	and	as	it	is	a	new	area	it	will	be	empty	for	a	while	as	it	loads	up.	If	you	reach	X/Z	±12,550,820	in	the	Nether,	the	"Nether	Far	Lands"	will	generate.	The	Far	Lands	were	caused	by	the	limitations	of
floating-point	arithmetic	and	the	way	the	game’s	terrain	generation	algorithms	handled	extremely	large	coordinates.	The	Search	Continues:	Echoes	of	the	Far	Lands	in	Bedrock	Edition	While	the	original	Far	Lands	were	removed	in	Java	Edition,	remnants	of	similar	glitches,	often	called	“Stripe	Lands”,	can	still	be	found	in	the	Bedrock	Edition	of
Minecraft,	albeit	at	much	further	distances	and	with	different	characteristics.	Open	the	map	in	MCEdit	and	move	the	player's	position	to	a	few	hundred	meters	from	the	Far	Lands	(so	as	to	not	get	hit	by	the	full	force	of	the	lag	all	at	once).	In	older	versions	of	Minecraft,	traveling	through	the	Nether	(where	1	block	traveled	is	equivalent	to	8	blocks	in
the	Overworld)	could	theoretically	be	used	to	reach	the	Far	Lands	more	quickly.	How	to	reach[]	In	Java	Edition,	the	Far	Lands	can	only	be	found	in	versions	from	Infdev	2010/03/27	(though	they	existed	in	previous	versions,	the	world	became	non-solid	half-way	to	the	far	lands,	which	made	it	impossible	to	reach	without	teleporting)	to	Beta	1.7.3.	They
start	generating	near	the	coordinates	of	±12,550,821	on	X	and	Z	axes.	12.	A	Beta,	or	test	version	of	this	update	was	released	earlier	this	year,	but	now	the	full	update	has	been	made	available.	When	was	the	Nether	added	to	Minecraft?	[discuss]	If	this	split	may	potentially	be	controversial,	do	not	split	until	a	consensus	has	been	reached.Reason:	Same
reason	as	the	main	article.	The	Legacy	of	the	Far	Lands:	A	Piece	of	Minecraft	History	The	Far	Lands	held	a	special	place	in	Minecraft	history,	representing	a	time	when	the	game	was	less	refined	but	perhaps	more	unpredictable.	Then	save	and	quit	and	use	MCEdit	to	move	yourself	another	100	blocks.	Additionally,	the	render	distance	could	be
brought	down	to	render	less	of	the	area,	which	can	help	with	the	lag.	5.	Good	luck.	The	same	thing	but	with	ores	and	chunks	are	connected.	However,	since	the	Nether	is	a	rather	dangerous	dimension	and	many	different	items	are	required	to	construct	a	nether	portal,	it	will	take	you	a	considerable	time	of	trivial	Minecraft	play	in	order	to	obtain
material	and	proper	equipment.	The	section	below	this	one	can	help,	but	a	decently	good	computer/laptop	is	required	for	a	great	experience.	This	is	also	true	of	every	other	precision	loss	bug,	especially	those	which	were	not	fixed	in	Beta	1.8	and	persisted	into	later	versions	after	the	Far	Lands	were	removed	in	said	version,	demonstrating	that	they
are	two	completely	different	things	which	are	only	associated	with	each	other	due	to	happening	at	high	distances.	The	quickest	way	to	get	to	the	Far	Lands	is	to	using	the	elytra.	If	you	want	a	lot	of	the	beta	1.7.3	land	to	generate	then	once	things	get	too	laggy	you	can	keep	using	MCEdit	to	teleport	yourself	100	blocks	further.	Occurring	considerably
past	the	Far	Lands'	beginning,	they	are	commonly	said	to	be	a	"part"	or	"layer"	of	the	Far	Lands.	You	can	read	similar	articles	on	sites	like	gbtimes.com.	The	Far	Lands	in	Bedrock	Edition.	The	area	in	a	10	chunk	radius	around	the	worldspawn	is	always	loaded,	and	so	any	lag	in	that	area	is	also	always	loaded.	you	would	to	this	by	first	NBT	editing
yourself	to	500	blocks	away	from	the	Far	lands	and	start	walking	to	them.	How	far	away	were	the	Far	Lands	from	the	center	of	the	map?	This	chaotic	region	resulted	from	the	game’s	terrain	generation	algorithms	struggling	to	handle	such	immense	numbers,	leading	to	unpredictable	and	visually	striking	anomalies.	level.dat[]	You	can	edit	level.dat	file
using	an	NBT	editor	such	as	NBTExplorer	to	get	to	Far	Lands.	It	won't	be	so	far	as	in	the	Overworld,	but	it	will	still	be	a	long	trip.	The	terrain	within	and	around	the	walls	was	equally	chaotic.	Once	there,	it	is	a	good	idea	to	turn	your	render	distance	down	if	you	have	not	done	so	already,	as	this	will	help	with	the	lag.	There	were	floating	blocks,	sudden
drops	into	the	void,	and	bizarre,	jagged	formations.	References[]	This	article	includes	a	list	of	related	items	that	share	the	same	name	(or	similar	names).	Now,	you	need	to	explore	the	Far	Lands	as	much	as	you	can	before	the	lag	makes	the	game	too	slow	to	play	because	once	you	convert	your	map	into	Beta	1.8	or	higher,	the	only	Far	Lands	terrain
you	will	have	to	explore	is	the	terrain	you	generated	in	1.7.3.	Load	your	map	in	a	newer	version,	and	now	you	have	the	Far	Lands	terrain	to	do	things	to.	Increasing	past	12,550,820	will	let	you	explore	the	interior	of	the	Far	Lands,	however,	the	chance	of	appearing	embedded	in	solid	blocks	is	higher.	What	to	do	at	the	Far	Lands[]	When	at	the	Far
Lands,	prepare	for	lag	if	you	don't	have	a	really	beefy	computer.	8.	/tp	(||)	to	teleport	near	the	Corner	Far	Lands.	Soil	depth	34,359,738,368	[more	information	needed]	present[n	1]	Causes	large	regions	of	exposed	stone	in	earlier	versions,or	gravel	in	later	versions.	Not	in	the	original	form.	These	errors	compounded	and	resulted	in	the	terrain
generation	algorithms	producing	nonsensical	and	ultimately,	the	bizarre	structures	of	the	Far	Lands.	Given	that	one	block’s	side	is	one	meter	long,	the	distance	to	the	Far	Lands	from	the	world’s	center	of	coordinates	can	be	measured	as	about	12,551	km	(7844	mi).	↑	a	b	c	d	No	longer	overflows	within	vanilla	bounds	as	of	Beta	1.8	Pre-release	Trivia[]
One	player	known	as	KilloCrazyMan	is	known	to	have	walked	to	the	Far	Lands	in	vanilla	Minecraft,	beginning	the	journey	in	September	2019	and	reaching	them	nine	months	later	in	June	2020.	They	manifested	as	wildly	distorted	and	glitched	landscapes	located	at	extremely	large	coordinates	–	approximately	12,550,821	blocks	away	from	the	center
of	the	map	on	the	X	and	Z	axes.	Their	original	positioning	at	32,000,000	was	likely	done	to	make	the	Far	Lands,	then	at	33,554,432,	inaccessible	without	modifying	the	game.	Island	carver	noise	933,688,542	[more	information	needed]	in-20100223	Used	to	create	Floating	maps	in	Indev.Due	to	their	limited	world	size,this	breaks	far	beyond	what	can
generate.	Fake	chunks	are	not	caused	by	the	Far	Lands	"Fake"	chunks	at	the	world	boundary	are	another	anomaly	that	happens	at	high	distances.	Make	sure	flying	is	on	or	player	damage	is	off,	as	it	teleports	above	the	height	limit.	2.	However,	this	is	purely	a	floating-point	bug,	and	exists	whether	or	not	the	Far	Lands	themselves	do.	In	the	Nether,
these	commands	will	teleport	you	above	the	top	layer	of	bedrock,	so	make	sure	to	either	teleport	lower,	turn	"no-clip"	on,	use	Spectator	mode	if	possible,	or	a	combination	of	them.	11.	This	bug	used	to	be	in	the	game	but	has	since	been	fixed.	External	programs[]	External	editors	such	as	an	NBT	editor	or	MCEdit	can	be	used	to	edit	the	coordinates	of
the	player.	The	difficulty	could	be	switched	to	peaceful	so	that	no	hostile	mobs	spawn	inside	of	the	Far	Lands	and	lag	your	computer.	More	info	about	the	Nether	Far	Lands	can	be	found	here.	The	goal	was	to	improve	the	stability	and	performance	of	the	game,	and	the	Far	Lands	were	an	unintended	consequence	of	these	technical	limitations.	It	has
been	suggested	that	this	page	be	split.	Modding	the	game	can	be	done	to	either	patch	out	this	precision	loss	issue	or	the	Far	Lands	individually.	You	might	want	to	consider	visiting	all	4	corners	and	mapping	1	square	km	around	them.	Additionally,	a	totem	of	undying	could	be	useful	to	save	you	in	a	tight	spot.	Integer	overflows	in	other	cases	such	as
player	position	are	much	more	dangerous	and	much	harder	to	reach,	and	are	considered	separately.	Hard	limits	are	not	caused	by	the	Far	Lands	While	the	Far	Lands	themselves	are	technically	a	hard	limit	due	to	arising	from	integer	overflow,	they	are	treated	solely	as	a	terrain	phenomenon,	and	the	game	still	functions	fine	with	them.	It	is	likely	that
them	occurring	past	the	Far	Lands	is	accidental.	Also,	if	you	are	using	Minecraft	1.9	or	newer,	you	may	use	a	command	block	on	the	“repeat”	setting,	along	with	toggling	“always	active”.	Despite	their	altered	appearance,	they	serve	as	a	reminder	of	the	fundamental	challenges	involved	in	creating	infinite	worlds	and	the	fascinating	glitches	that	can
emerge	from	complex	systems.	Once	at	the	Far	Lands,	just	enjoy	the	area.	The	team	at	GB	Times	has	noted	the	cultural	impact	the	Far	Lands	had	on	the	Minecraft	community.	Backporting	a	Superflat	world	(with	flat	terrain	where	the	Far	Lands	would	be)	from	1.1	to	Beta	1.7.3,	and	noticing	that	the	effect	persists	in	said	version,	proving	that	it's
clearly	not	linked	to	terrain.	The	Far	Lands	were	not	intentionally	removed	as	a	“feature.”	Instead,	Mojang	fixed	the	underlying	code	responsible	for	the	terrain	generation	errors	that	caused	them.	4.	A	Landscape	of	Chaos:	What	Did	the	Far	Lands	Look	Like?	The	Far	Lands[1]	were	a	terrain	generation	bug	that	appeared	when	the	noise	generators
responsible	for	creating	the	shape	of	terrain	stopped	functioning	properly.	When	the	sufficient	distance	(see	below)	is	finally	reached,	using	the	rebuilt	portal	will	place	the	player	near	or	in	the	Far	Lands.	If	not	ported,	use	mods	and/or	multiplayer	to	get	appropriate	commands.	Since	hunger	was	not	present	prior	to	Beta	1.8,	you	won't	need	much
food	but	only	enough	to	restore	your	health	in	case	of	you	losing	it	by	falling	or	being	hit	but	if	you	are	on	creative	the	fastest	way	to	reach	it	is	by	flying	and	sprinting	toward	the	same	direction	for	Java	Edition	and	with	elytra	and	fireworks	in	Pocket	Edition.	Bedrock	Edition	Far	Lands	Java	Edition	Far	Lands	Third	farlands.	Instead,	they	were	an
unintended	consequence	of	the	way	the	game	generated	its	world.	Other	noise	generators	are	capable	of	breaking	down.	/tp	(||)	or	/tp	(||)	to	teleport	near	the	Edge	Far	Lands.	Keeping	either	X	or	Z	at	12,550,820	and	lowering	the	other	one	by	100	each	time	will	let	you	tour	the	edge	of	the	wall.	Pay	attention	to	heights	and	avoid	falling	from	them.	You
could	try	to	see	some	corruptions	in	terrain	which	are	quite	interesting.	To	do	that,	after	starting	a	pre-Beta	1.8	world	and	later	reaching	the	Far	Lands,	start	going	(or	teleporting)	around	to	generate	the	Far	Lands	while	getting	rid	of	lag	by	the	methods	above.	Navigating	the	Far	Lands	was	challenging,	and	the	risk	of	falling	into	the	void	was	ever-
present.	Minecraft	worlds	are	not	technically	infinite,	though	their	size	depends	on	the	device’s	hardware.	While	the	Far	Lands	no	longer	exist	in	the	same	form	in	modern	versions	of	Minecraft,	their	legacy	lives	on	in	the	memories	of	players	who	experienced	them	firsthand	and	in	the	ongoing	fascination	with	the	technical	quirks	of	the	game.	How
long	would	it	take	to	walk	to	the	world	border	in	Minecraft?	These	walls	created	a	surreal,	almost	artificial	landscape,	unlike	anything	else	found	in	the	normally	generated	world.	Unfortunately,	Mojang	ultimately	addressed	the	underlying	issues	that	caused	the	Far	Lands.	It	is	possible	to	port	the	Far	Lands	terrain	from	pre-Beta	1.8	into	modern
versions.	In	both	above	cases,	12550800	can	be	negative.	FAQs:	Delving	Deeper	into	the	Far	Lands	Phenomenon	1.	Whereas	the	Far	Lands	clearly	generate	in	these	versions,	the	precision	loss	bug	was	first	introduced	in	the	June	24th	build.	If	you	do	this	at	the	correct	Y	position,	you	should	see	the	Far	Lands.	Ultimate.	Changing	the	Height	Scale	up
to	similarly	high	options	(such	as	134000000)	will	generate	the	Sky	Far	Lands,	without	mods.	Selector	noise,	a	noise	generator	which	determines	whether	low	noise	or	high	noise	is	used	at	a	given	position	in	the	world,	breaks	down	80	times	further	than	low	and	high	noise	by	default,	giving	rise	to	what	is	known	as	the	"Farther	Lands".	Crafting	a
handful	of	boats	will	also	help	crossing	large	water	bodies.	Types	of	Far	Lands[]	The	Far	Lands	comprise	a	very,	very	wide	array	of	terrain	generation	bugs.	Gravel	beaches	68,719,476,736	[more	information	needed]	Beta	1.7.3	Determines	whether	beaches	use	gravel	or	not.Also	exists	in	the	Nether	for	gravel.	(To	your	computers,	of	course.)	Avoiding
lag[]	The	Far	Lands	are	a	very	laggy	place,	due	to	excessive	coordinates	and	entities;	however,	the	lag	can	be	lessened	by	the	following	means.	The	Nether	is	a	very	dangerous	place,	so	be	very	aware	of	mobs,	lava,	fire	and	high	heights	all	around,	and	bring	as	much	as	food	as	you	can	to	restore	your	health	after	the	likely	unfortunate	events	that	will
happen	in	your	way.	Needless	to	say,	the	journey	is	long.	The	light	also	behaved	strangely,	creating	eerie	shadows	and	visual	distortions.	After	generating	the	desired	amount	of	terrain,	convert	the	world	into	modern	versions,	and	you	will	have	the	Far	Lands	terrain	to	do	things	with.	Unfortunately,	sometimes	hitting	a	semi	stable	state	is	not	possible
when	you	are	deep	in	the	farlands,	or	in	the	corner	farlands,	in	this	case	you	have	to	hit	a	fully	stable	state,	which	involves	saving	on	the	same	frame	that	all	the	randomly	falling	gravel	in	the	area	has	finished	falling	or	gets	destroyed	but	has	not	reloaded	yet.	If	you	tried	to	make	a	nether	portal	at	the	Nether	Far	Lands,	you	would	end	up	at
±100,406,560	X/Z,	which	is	impossible,	because	beyond	32,000,000	at	the	Overworld,	blocks	stop	generating	and	"fake	blocks"	will	generate.	A	full	list	of	Java	Edition	noise	generators	known	to	break	down	and	give	rise	to	their	own	unique	effects	is	as	follows.	Is	the	Nether	a	shortcut	to	the	Far	Lands?	However,	it	is	safer	than	walking	in	the	Nether
and	doesn't	require	items	difficult	to	obtain.	If	you	suffocate,	repeat	the	process	again.	(Note:	In	relatively	recent	versions	of	pocket	edition,	while	teleporting	to	the	above	coordinates	is	still	possible,	terrain	generates	as	normal	but	the	player	cannot	move	freely)	CAUTION	may	crash	or	break	your	world.	If	an	internal	link	led	you	here,	you	may	wish
to	change	the	link	to	point	directly	to	the	intended	article.
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