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About This Game

The Origin Of Dungeons

500 Years ago the demon sorceress Abys was sealed away beneath her fortress by 4 legendary heroes and a 5th forgotten one.
Over time, no longer held stable by Abys' magic, the fortress sank into the earth, becoming a haven for foul creatures, dark

magicks, and the refuse of the Over-World. The fortress, now deep beneath the earth, became known as The Catacombs, and
kids from all over found themselves drawn into its shadows - seeking riches, power, knowledge, and escape. Now, coming-of-

age ceremonies and criminal sentences alike all revolve around plumbing the depths of The Catacombs, and the legend of Abys
has been all but forgotten. Some say she yet sleeps in the dark below, the seals that keep her contained growing ever-weaker.

What Lies Beneath

Catacomb Kids is a procedurally generated platformer, with an equal emphasis on quick reactions, tactical engagement, and
strategic character growth. Wield swords, spears, axes, and daggers -- unleash powerful magicks to burn, freeze and poison foes

with -- overcome traps and beasts both deadly and unrelenting.

The game is streamlined but not "simple", featuring a system where basic elements interact to create complex outcomes and
stories. Lure monsters into combat with one another or take advantage of environmental hazards to trick your foes into their

own bloody demise. The world is your crafting space, allowing you to create new items and tools from within the game-space
itself, never needing to farm materials or navigate a menu to demonstrate your cleverness.
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catacomb kids lyrics. catacomb kids

Hasn't been touched in a year. Completely dead and completely disappointed that I spent money on it.. One of my favorite
games of all time.. A very fun title, very heavy on variation and experimentation. This game is an excellent example of emergent
gameplay.. It's Very Very Good.

In a Nutshell: Spelunky + Heavy Roguelike elements.
This game has depth, there are mechanics upon mechanics, and many ways to approach it.

There are 4 classes, with a lot of room for differentiation in play-style via starting conditions and build.
The Catacombs are cruel, and punish smack down hubris, the A.I is clever, and more advanced enemies will trick you.

Like, it's fun, very fun.. Fluid, fast, a lot of mix and match playstyles. Enjoyable and surprisingly deep mechanics to explore.
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0.0.16c:
More bug fixes, including the changes from 0.0.16b now on Linux and Mac.

FixesDaily Run doesn't reset the next day after a failureMore fixes for gamepad/keyboard inputsCrash when blocking
attacksMap sometimes fails to drawCrash when stomping on Ogo or Grumbul TurretsTwo players can pick up the same object
simultaneouslyCharred corpses not labeled as suchChangesDiscovered teleport traps, doors, passages, and the ghost now appear
on the mapBreak breaks barrelsFlaming barrels burn their contentsRottenness of food separated from burnedness of food. New
Class - Tinkerer Update!:
So, it's been yet another while and a half, and here we are again. I come bearing gifts.

Watch this:

https://youtu.be/S0DF43O-3mU

If you don't feel like watching that then read this stuff (it's mostly the same words):

The Tinkerer!. Build 0.0.8!:
HEY.

So here's the first full month update for CK! It's a lotta bugs addressed, gasses re-gassed, trances trancified, and goo balls ga-
boinked.

Hope you're not too disappointed if you were lookin' for a new class and daily run mode. Between GDC, getting ready to move,
and addressing bugs, I figured it'd be better to focus in this build on several less involved things so as to get you all something
substantial rather than half-assin' two major features without first addressing the existing issues.

As I was working on those other tasks and thinking about classes, however, I hit upon a bit of a problem. My plan has always
been to completely finish the Poet and bully Before moving on to the next classes - so that they can serve as sort of a template
and guideline for the others in terms of scope and ability. However, as I tried briefly to tackle finishing the Poet this past month
I found the UI unable to accommodate the vision I have in mind for the class.

So now, fixing up the UI has become a much larger priority if I am to finish the Poet and move on to the other classes quickly as
planned, so that's going to be the first order of business going into April.

Don't be a blue blob, though! I had always planned on redoing the UI once co-op was implemented, and to change the game to a
16:9 aspect ratio. It's just gonna happen now rather than later. This is also good news because the new UI will be made
specifically with multiple players in mind, meaning I'll be able to jump into work on Co-op much sooner than the 'later' I had
planned.

So that's what's coming in the future, but let's check out the now: You can find the full patch notes for alpha 0.0.8 below!

FixesFixed some issues with level connectivityOrb of leveling spawns in wallsNon-humanoid enemies try to drop weapons when
parried with DisarmGrumbuls will attack mushrooms even when they're held by an invisible playerACTUALLY fixed infinite
byat flappingFor real this timeRemoved debug shortcut for activating 'tome' abilityFixed crash when dying while talking to the
ghostTrampling enemies with Stampede now makes them target youRaise Dead spirit followers now properly follow you
through doorsChain lightning cost unaffected by energy overchargeSpells equipped to slot 3 offset text alinment for alt spell
charge count"Your lantern goes out" text stays for as long as you hold a spent lanternRats don't bleedMoving portals into
boulders gets them stuckLifting boulders sometimes drops them on your headCan't walk backwards while charging hammer
focus strikeCrush trap chain sound continues even after breakingSpaz out when dragging bouldersCrash when throwing certain
enemies with trajectoryPotions caught in explosions boil infinitelyPerformance improvements (Ever-in-Progress)Item bottles
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played no sound when brokenWhirlwind doesn't cause items to hit enemiesSome Trances cast the Overload versions of
spells'Acrobatic' overrides taunt combo inputLadders interfere with Sword Skill 1 and Axe Skill 3 (Downwards Thrust, Earth
Splitter)Reduced number draw calls for Temporal Step. Hopefully this fixes a crash?"+" symbol offset when learning 1x1
spellsBalls of goo stay suspended in air if the wall they're stuck to is removedRerolling transitional levels doesn't bring you back
to the same level typeTrances don't follow from floor to floor-of Escape doesn't escapeSimple enemies die when they touch
immobile bouldersNew StuffMore Spell TrancesCharge StarsOverhauled GassesChangesGlobally reduced enemy damage on
the first few floorsEnemy damage ramps up more graduallyShadow Cloak wears off much fasterStatuses from armors "Of The
Ghost" and "Of Power" wear off fasterPortal has fewer chargesInfernus has fewer chargesBalls of Goo have increased
knockbackBalls of Goo bounce off of the environment and creaturesBeing jumped on no longer immediately removes
invisibilityLeveling up weapon skills no longer rounds them downBeing struck while speaking with the ghost will exit the
menuFishahnas can no longer critByats only crit on their charged attackMoved "show info" to 'F1', instead of '1'Looking around
with lanterns shifts the viewRefueling lanterns gives a bit more fuelReduced size of camera influence area during reaper
summonChanges to lava and water appearanceMade spirit followers more accurateSlime-blinded enemies are more
blindMushrooms now only grow with each poison burstSome level generator changesAdded option to control config menu to
use class abilitiesChanged collision shape of broken crush trapsCasting portal on top of a door breaks the doorWet status shown
in pause menuBottles and other items continue to make noise after first impactBottles of LavaPotions slightly more
fragilePotions won't identify if the target is immune to their effectsSwarm Form is now the Trance of plague, rather than its
OverloadThings thrown with Trajectory can pass thru portalsCan't go through level exits while attackingCan't go through level
exits while looking around with lanternPurple Slimes ignore wooden bridgesThe Twins' door locks behind you when the fight
beginsThe Grumbul Tank entrance door stays locked after the fightMinor changes to Level GenerationMinor changes to enemy
AIThe Cursor Keys, Enter, and Escape always work on the main menuPress Delete to unassign individual keyboard controls and
backspace to reset to defaultSome Changes to PotionsNew Potion "Colors"Next Build TO-DOOverhaul UIMake game
16:9Finish Poet?Add Daily Run mode. 0.1.0c Changelog:
Fixed the Crab Crash:

Fixes. PAX East Minibooth!:
HEY!

Just wanted to give y'all a heads up that I'll be showing Catacomb Kids at PAX East in Boston later this week as a part of the
INDIE MINIBOOTH! It'll be my first time showing the game officially at any sort of convention or expo type thing, so if you're
in the area come say what's up and maybe gimme a high five or something!

Unfortunately this does mean that the next build won't be coming until after I get back from Boston. I was hoping to have it out
in February but obviously that didn't happen -- With GDC going on and PAX stuff to prepare for, I was mostly bogged down in
the whole "email and business and taxes" side of game dev that nobody likes to admit actually takes time. That side sucks, yo.

Anyway, wish me luck!. 0.1.4b:
Just a quick bugfix build - Windows only for now but again, mac/linux shouldn't be too far behind later this week.

ChangesRemoved V-sync option as it's no longer necessary for Win 10 fullscreenThis may or may not fix the game running too
fast on certain computers?I couldn't reproduce that so I'm not sure.FixesScreen goes black when picking up encyclopedia
pagesShaders draw over dialog boxesCan't equip tomes from the spellbook menu"Step Softly" pops up whenever you speak to
the GhostText popups draw twice at an offset on certain resolutions. 0.0.14:
Fellow humans,

Behold, 0.0.14! Numerous changes in this one. If you missed the status update and are wondering where 0.1.0 is with The
Anticropolis and Co-op, please check out the post I made on that subject right here. Long story short; they're a-comin'! Just
need some more love and carressin', ya know?

In the meantime, peep this healthy changelog!

FixesRegeneration doesn't restore limbs if you have OverhealTeleport always takes spell charges, even when EnergizedCan't
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back away from ledges while shieldingCan't descend ledges while backing up with a shieldSlow fall while casting empty
spellWrong coloration for some corpse's headsTwins flee fights (legit fixed this time)Grumbul Orb-Bearers can flee the
floorHaving Incantation and Overload causes Vampirism and Haste to rapidly cast multiple timesFrozen food doesn't thaw over
fireSpiked equipment descriptions are wrongWanderers only hate hammersGhost spawns underwater Bug drawing helms in ui
when picking them upCan't break fallen ceiling blocks in collapsing tunnels with weaponsGamepad stops working on main
menu sometimes (fixed??)Hidden spikes often appear under gas trapsGrumbul Tank sometimes gets stuck behind the intro
wallEnemies can escape through barred exitsNew StuffNew Trait: HungryNew Trait: Unstable CasterNew Trap:
████████████New shopkeeper menuNew ghost menuNew class select menuChangesImproved stats of
ClaymoresHeavy Bat input changed to sprint+attack (same as Dagger Storm)Ghost dialog box redoneShopkeeper dialog box
redoneSpinning attacks deal less damage per hitNumerous changes to Weapon Skills:Backswipe is now Flourish -- moved to tier
2 Axe PrimaryParry is a tier 4 weapon skill for Hammers and SwordsSpin Cleave removed from axesIncreased hitbox on
Downward Thrust and The DropNumerous changes to TraitsTraits no longer occupy Skill Grid spacePositive and negative traits
no longer pairedLoud is louder and increases the range of other noisesHunger no longer universal: Moved to new traitHated
weapons now behave like normal carried objectsWeapon hatred cannot be unlearnedLucky Boots no longer a starting
itemSignificantly reduced range of TeleportLeveling up INT increases efficacy of class abilities:Bully gains more Power Orbs
from tauntWanderer's Vision ability reaches furtherPoet Tomes have more chargesTeleporting into walls will now kill
youCollapsing tunnels will destroy fallen crush traps and boulders-of Removal weapons blink enemies further away, respecting
knockback directionUsing items interrupts blocking with shieldsDropping through platforms requires less horizontal pixel
precisionAdded telefraggingBegan adding Unstable spell effects:Heal, Raise Dead, Blink, Magic Blast, Teleport, Infernus,
Chain LightningBoulders and Crush Traps break spikesPotions of Extra Regeneration last longerFrozen potion shards have
grace period before becoming dangerousReduced potency of "--of Light"Added descriptions for footwearCan sell items to
shopkeepersKilling a shopkeeper will return spent moneyHumanoid AI dodges slightly less aggressivelyDecreased LUC
requirement for spiked armor to appear, and increased its frequency in generalBreak made slightly more effectiveWanderer's
"Vision" ability improvedNewest tracked object carries between levelsCan target items to be trackedPathfinder
improvedChanges to Grumbul TankNo longer jumps when player is in combat with summoned grumbuls (excepting the
rider)Tank Legs are no longer impervious to physical damageAdded more visual and audio cues for attacksRemoved time limit
from chasing escaped enemiesAdded indicator to exits when enemies escapeNext Build TO-DOLeaderboards, Co-op,
Anticropolis???. 0.2.0b Patch Notes:
A quick bugfix build plus some changes!

The new rewards are much rarer in this build than in the last build - which is intentional - but they might be a little too rare now.
I'm still tweaking the balance of their spawn frequency so just keep that in mind! I want them to be not littering the first floor
but also not once-every-ten runs, and I haven't hit that sweet spot yet.

Anyway here's them notes:

Changes

Heavenly weapons are no longer indestructible, now degrading to excellent after use

Very slightly reduced quality of items from soul chests

No longer alerted to lava by dangersense when immune to fire

Changed appearance of stone platforms in the Upper Dungeon

Reduced range of sound from killing humanoid enemies

Soul chests combine their total soul count when they touch one another

Slightly increased range of soul-gathering on soul-chests

Soul-chests now must be touched before they start absorbing souls
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Made device more durable - no longer destroyed by fire or water

Added unstable cold burst effect

Can now pounce onto climbing ladders and ledges again

Fixes

Reward type items spawn far too frequently, too numerously, and in the wrong places

Certain premade rooms that disallow verticality spawning break level progression

Disappearing blocks disallow nearby ladders even when they're behind walls

Shifting barriers can spawn in places that block off adjacent passages when flipped

Shifting barriers in premade rooms spawn in the wrong place when the room is mirrored

Unaligned text in death summary screen

Crash when selling or piping potions partially identified with square bracketed tag items in their name

Powered arm spams messages when carrying a full battery while still having charges left in the arm

Crash with obj_goo_bottle_Destroy_0

1-height corridors sometimes force humanoids to crouch when climbing down from a ladder

Climbing down into spikes as a pathfinder or cartographer deals damage as though falling into them

Can use Breakthrough to jump outside of the level's bounds

Prosthetic arms don't draw as the correct color on the in-game sprite

Slimes kinda spaz out on corpses in spikes

Lava drips can spawn on death blades, freezing them

Blessings and certain amulet abilities block energy when active like trances

Stowing an item while a hated dagger is already stown makes the dagger stop existing

Crash when eating things while the statistic for number of things eaten is uninitialized

Gills from fishanha meal do nothing

Horizontal moving blocks get stuck over solid tiles

CPU players in vs mode spawn in weeeeird places

Going directly from one transition stage to another from shops still increments the floor count

Cold descent transition stage doesn't have its frozen door or fog of war style transition
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Empty bottles have no name when being sold

Crash when blinking in versus mode

. 0.0.10b:
Bugfix update!

Fixes 0.0.10bMagic Beam bending through portalsFullscreen not centered vertically on non 16:9 resolutionsWanderer instinct
doesn't highlight stairsCharge stars for Trance/Overload are incorrect for many spellsStairs that look like blocksMixing slimes
and potions with alchemy only works when holding the potionCrash upon bottling orb of levelingCrash upon using trajectory
with bottled balls of slime and mucusAlchemy and Dipper still say "unimplemented" in the Levels tab of the pause
menuWaterfalls flowing into lava have don't have a graphicHeavy Lifting enemies while rolling still displays 'heavy lifted' even
though it failsShopkeepers with Undo crash the gameCrash when looting a corpse with a burning stickanim_swordStab
crashLearning 'Extra Tough' doesn't actually work :DIncantation doesn't properly increase spell costFixed and error with oogs
that was affecting performanceImproved performance of explosionsHits don't always connect when pouncing on enemiesCan't
pounce when recharging energyInfinite controller rumble upon deathController rumble when using keyboardUnending purple
sparkles when blocked energy is equal to max energyOff-slot spell charge numbers drawn in wrong color with two-spell
optionBlink Trance doesn't use charge starAir Dash doesn't consume energy overchargeUndo restores the energy overcharge
used to cast itSmall pools of lava don't light upDisappearing platforms insta-kill the reaperMax mp STILL doesn't increase with
the proper mealCrash in shops selling unstable potionsChanges 0.0.10bPush now has instant recoverySlight changes to Grumbul
Tank AILess lava in Grumbul Tank arenaGrumbul Tank doesn't lose as much mobility with busted legsBreak breaks
bouldersBoulders break bottlesOverwhelming's speed boost loweredOverwhelming no longer counts bossesChanges to Hammer
vs arenaOnly need to tap sprint button to sprint, rather than holdAssigning sprint to a button disables double-tap
sprintingImproved accuracy of Chain Lightning and Dark Arts Tome
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