
• Getting user’s language — Call player.getLocale() (or locale() on Paper 

1.19+), note that a localization cannot be set server-side.

• Using Adventure:

Component.translatable("advancement.advancementNotFound")

Component.keybind("key.back")

• Replacing %s — Simply use .args(Component.text(…)).

• Finding localization keys — Visit https://mcasset.cloud, navigate to 

/assets/minecraft/lang, open any json file.

• Creating a custom locale — The keys are replaced on the client, so to 

make a custom locale, send a custom message depending on a player’s 

locale on the server using Component.text() instead.

Native localization with Adventure

https://mcasset.cloud/
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