<?xm version="1.0" encodi ng="UTF-8"?>

<enderi o: recipes xm ns:enderio="http://enderio.conreci pes” xm ns:xsi="http://ww w3.
or g/ 2001/ XM_Schena- i nst ance" xsi:schemalLocati on="http://enderi o.conirecipes recipes.
xsd ">

<I--

These are the built-in recipes. You cannot change this file, it is a
reference for you only and will be generated every tinme the game starts

To make changes to the recipes, copy the recipes you want to change to
afilein the "user' folder. To disable a recipe, add an attribute "disabl ed"
and set it to true, e.g.: <recipe name="Cear" disabled="true" />

You can al so disable all built-in recipes with the setting "I oadCoreReci pes"
in the Ender 10 config file, so that only your files in the '"user' folder wll
be | oaded. Pl ease be advi sed that a nunber of recipes are absol utely needed,
so you will have to copy those over into a 'user' file for the gane to | oad.

Item specifications can reference an alias, an ore dictionary nane, a

bl ock or an item You can force the type by prefixing the value with
"oredict:", "block:" or "item". Recipes that have items that cannot be
found in-gane are either skipped or an error, depending on their "required"
attribute

More information on the syntax can be found in the recipes.xsd file. An
XML editor will display that as tooltips when editing this file

-->

<reci pe nane="Staff O Travelling" required="true">
<crafting>
<grid size="3x3">
<item/><item/><item nane="ENDER CRYSTAL" />
<item/><itemnane="item nfinityRod" /><item/>
<itemname="item nfinityRod" /><item/><item/>
</grid>
<out put nanme="enderio:itemtravel staff" />
</crafting>
</ recipe>

<reci pe nane="Staff O Levity" required="true">
<crafting>
<grid size="3x3">
<item/><item/><item name="PRECI ENT_CRYSTAL" />
<item/><itemnane="item nfinityRod" /><item/>
<itemname="item nfinityRod" /><item/><item/>
</grid>
<out put nane="enderio:itemstaff_of levity" />
</crafting>
</ recipe>

<reci pe nane="Rod of Return" required="true">
<crafting>
<grid size="3x3">
<item/><item nanme="PULSATI NG _CRYSTAL"/ ><i t em nanme="ENDER_CRYSTAL" />
<item/><item nane="item nfinityRod" /><item nanme="PULSATI NG_CRYSTAL"/ >
<itemnane="item nfinityRod" /><item/><item/>
</grid>
<out put nane="enderio:itemrod_of return" />
</crafting>
</ recipe>

<reci pe nane="Coordi nate Sel ector" required="true">
<crafting>
<grid size="3x3">
<i tem name="ELECTRI CAL_STEEL" /><item nanme="enderpearl" /><item nane="
ELECTRI CAL_STEEL" />



<item/><item nane="m necraft:conpass" /><item name="ELECTRI CAL_STEEL" />
<item/><item/><item nane="ELECTRI CAL_STEEL" />
</grid>
<out put nane="enderio:itemcoord_selector" />
</crafting>
</recipe>

<reci pe nane="Yeta Wench" required="true">
<crafting>
<grid size="3x3">
<i tem name="ELECTRI CAL_STEEL" /><item /><item name="ELECTRI CAL_STEEL" />
<item/><item nanme="CEAR_STONE" /><item />
<item/><item name="ELECTRI CAL_STEEL" /><item />
</grid>
<out put nane="enderio:itemyeta wench" />
</crafting>
</recipe>

<reci pe nane="El ectromagnet" required="true">
<crafting>
<grid size="3x3">
<i t em name=" CONDUCTI VE_| RON"' /><item nanme="VI BRANT_CRYSTAL" /><item nanme="
CONDUCTI VE_| RON" />
<i t em nane="CONDUCTI VE_I| RON' /><item /><item nane="CONDUCTI VE_| RON"' />
<i tem name="ELECTRI CAL_STEEL" /><item /><item name="ELECTRI CAL_STEEL" />
</grid>
<out put nanme="enderio:item magnet” />
</crafting>
</ recipe>

<reci pe nane="lnventory Charger, Sinple" required="true">
<crafting>
<grid size="3x3">
<i t em name="DARK_STEEL NUGGET" /><item nane="CONDUCTI VE_| RON' /><item nane="
DARK_STEEL_NUGGET" />
<i t em name=" CONDUCTI VE_| RON"' /><item nanme=" CAPACI TOR1L" /><item nane="
CONDUCTI VE_| RON" />
<i tem name="DARK_STEEL NUGCET" /><item nane="CONDUCTI VE_|I RON' /><item nanme="
DARK_STEEL_NUGGET" />
</grid>
<out put nane="enderio:item.inventory_charger_simle" />
</crafting>
</recipe>

<I-- The other inventory changers are in powertools.xm -->

<reci pe nane="Dark Steel Helnmet" required="true">
<crafting>
<grid size="3x2">
<i tem name="DARK_STEEL" /><item nanme="DARK STEEL" /><item nane="DARK _STEEL" />
<i tem name="DARK_STEEL" /><item /><item nanme="DARK STEEL" />
</grid>
<out put nane="enderio:itemdark_steel helnmet" />
</crafting>
</ recipe>

<reci pe nane="Dark Steel Chestplate" required="true">
<crafting>
<grid size="3x3">
<i tem name="DARK_STEEL" /><item /><item nane="DARK STEEL" />
<i tem name="DARK_STEEL" /><item nanme="DARK STEEL" /><item nane="DARK _STEEL" />
<i tem nane="DARK_STEEL" /><item nane="DARK STEEL" /><item name="DARK STEEL" />
</grid>
<out put nane="enderio:itemdark_steel chestplate" />
</crafting>
</ recipe>

<reci pe nane="Dark Steel Leggi ngs" required="true">



<crafting>
<grid size="3x3">
<i tem nane="DARK_STEEL" /><item nane="DARK STEEL" /><item name="DARK STEEL" />
<i tem name="DARK_STEEL" /><item /><item nane="DARK STEEL" />
<i tem name="DARK_STEEL" /><item /><item name="DARK STEEL" />
</grid>
<out put nane="enderi o:itemdark_steel | eggi ngs" />
</crafting>
</ recipe>

<reci pe nane="Dark Steel Boots" required="true">
<crafting>
<grid size="3x2">
<i tem name="DARK_STEEL" /><item /><item nane="DARK STEEL" />
<i tem name="DARK_STEEL" /><item /><item nanme="DARK STEEL" />
</grid>
<out put nane="enderio:itemdark_steel boots" />
</crafting>
</ recipe>

<reci pe nane="Dark Steel Shield" required="true">
<crafting>
<grid size="3x3">
<i tem nane="DARK_STEEL" /><item nane="|RON'/><item nane="DARK_STEEL" />
<i tem name="DARK_STEEL" /><item /><item nane="DARK STEEL" />
<item/><item nane="DARK_STEEL" /><item />
</grid>
<out put nane="enderio:itemdark_steel _shield" />
</crafting>
</ recipe>

<reci pe nane="End Steel Helnet" required="true">
<crafting>
<grid size="3x2">
<i tem name="END_STEEL" /><item nanme="END_STEEL" /><item nanme="END_STEEL" />
<i tem name="END_STEEL" /><item nanme="CGUARDI AN _DI CDE" /><item nane="END_STEEL"
/>
</grid>
<out put nane="enderio:itemend_steel helnmet" />
</crafting>
</ recipe>

<reci pe nane="End Steel Chestplate" required="true">
<crafting>
<grid size="3x3">
<i tem name="END_STEEL" /><item nane="GUARDI AN DI CDE" /><item nane="END_STEEL"
/>
<i tem name="END_STEEL" /><item name="END_STEEL" /><item name="END_STEEL" />
<i tem name="END_STEEL" /><item name="END_STEEL" /><item nanme="END_STEEL" />
</grid>
<out put nane="enderio:itemend_steel chestplate" />
</crafting>
</recipe>

<reci pe nane="End Steel Leggi ngs" required="true">
<crafting>
<grid size="3x3">
<i tem nane="END_STEEL" /><item name="END_STEEL" /><item name="END_STEEL" />
<i tem name="END_STEEL" /><item nanme="GUARDI AN DI CDE" /><item nane="END_STEEL"
/>
<i tem name="END_STEEL" /><item /><item nane="END _STEEL" />
</grid>
<out put nane="enderio:itemend _steel |eggings" />
</crafting>
</ recipe>

<reci pe nane="End Steel Boots" required="true">
<crafting>



<grid size="3x2">
<i tem name="END_STEEL" /><item nanme="GUARDH AN DI CDE" /><item nane="END_STEEL"

/>
<i tem name="END_STEEL" /><item /><item nane="END _STEEL" />
</grid>
<out put nanme="enderio:itemend_steel boots" />
</crafting>
</ recipe>

<reci pe nane="End Steel Shield" required="true">
<crafting>
<grid size="3x3">
<i tem name="END_STEEL" /><item name="GUARDI AN_DI CDE"/ ><i t em name="END_STEEL"
<i tem name="END_STEEL" /><item/><item nane="END_STEEL" />
<item/><item nanme="END STEEL" /><item/>
</grid>
<out put nane="enderio:itemend steel shield" />
</crafting>
</ recipe>

<reci pe nane="d ider Wng" required="true">
<crafting>
<grid size="3x3">
<item/><item/><item nane="DARK _STEEL NUGCET" />
<item/><item nane="DARK_STEEL NUGCET" /><item nane="itenLeather" />
<i tem nanme="DARK_STEEL_NUGGET" /><item nanme="itenlLeather" /><item nanme="
itemLeather" />
</grid>
<out put nane="G.I DER WNG' />
</crafting>
</recipe>

<reci pe nane="G | der Wngs" required="true">
<crafting>
<grid size="3x2">
<item/><item name="DARK_STEEL" /><item/>
<item nane="GLI DER_ W NG' /><item nanme="DARK_STEEL" /><item nane="G.| DER_W NG'
/>
</grid>
<out put nane="G.lI DER_ W NGS" />
</crafting>
</recipe>

<reci pe nane="Dark Shears" required="true">
<crafting>
<grid size="2x2">
<item/><item nane="DARK_STEEL" />
<i tem name="DARK_STEEL" /><item />
</grid>
<out put nane="enderi o:itemdark_steel shears" />
</crafting>
</recipe>

<reci pe nane="Dark Treetap" required="fal se">
<crafting>
<grid>
<item/><item nane="GEAR_DARKSTEEL" /><item/>

/>

<i tem name="DARK_STEEL" /><item nane="ic2:treetap, ic2:itentreetap, techreborn:

treetap"” /><item nanme="DARK STEEL" />
<i tem name="DARK_STEEL NUGCGET" /><item/><item nane="DARK STEEL_ NUGGET" />
</grid>
<out put nane="enderio:itemdark_steel _treetap" />
</crafting>
</recipe>

<reci pe name="Cold Fire Igniter"” required="true">
<crafting>
<shapel ess>



<i tem nane="DARK_ STEEL" />
<itemname="itenFlint" />
</ shapel ess>
<out put nane="enderio:itemcold fire_igniter" />
</crafting>
</recipe>

<reci pe nane="Soul Vial" required="true">
<crafting>
<grid size="3x3">
<item/><item nane="SOULARI UM /><item />

<i tem name="FUSED QUARTZ" /><item /><item nane="FUSED QUARTZ" />

<item/><item nane="FUSED QUARTZ" /><item/>
</grid>
<out put nane="enderio:itemsoul _vial" />
</crafting>
</recipe>

<reci pe nane="XP Rod" required="true">
<crafting>
<grid size="3x3">
<item/><item/><item name="SOULARI UM' />
<item/><item nane="ENERGETI C_ALLOY" /><item />
<i tem name="SOULARI UM' /><item/><item/>
</grid>
<out put nanme="enderio:itemxp_transfer" />
</crafting>
</recipe>

<reci pe nane="The Ender" required="true">
<crafting>
<grid size="1x3">
<i tem nane="DARK_ STEEL" />
<i t em nane="DARK_STEEL" />
<i tem name="sti ckWbod" />
</grid>
<out put nane="enderio:itemdark_steel sword" />
</crafting>
</recipe>

<reci pe nane="End Steel Sword" required="true">
<crafting>
<grid size="1x3">
<i tem nanme="END_STEEL" />
<i tem name="END_STEEL" />
<item name="item nfinityRod" />
</grid>
<out put nane="enderio:itemend_steel sword" />
</crafting>
</ recipe>

<reci pe nanme="Dark Pickaxe" required="true">
<crafting>
<grid size="3x3">
<i tem nane="DARK STEEL" /><item nane="DARK STEEL"
<item/><item nane="sti ckWhod" /><item/>
<item/><item nane="sti ckWod" /><item/>
</grid>
<out put nane="enderi o:item dark_steel pickaxe" />
</crafting>
</recipe>

<reci pe nane="Dark Axe" required="true">
<crafting>
<grid size="2x3">

/ ><i t em nane="DARK_STEEL"

<i tem nane="DARK_STEEL" /><item nane="DARK_ STEEL" />
<i tem name="DARK_STEEL" /><item nane="sti ckWod" />
<item/><item nane="sti ckWod" />

/>



</grid>
<out put nane="enderio:item dark_steel axe" />
</crafting>
</recipe>

<reci pe name="Dark Crook" required="true">
<crafting>
<grid size="3x3">
<i t em name="DARK_STEEL" /><item nane="DARK STEEL" /><item nane="sti ckWod" />
<item/><item/><item name="stickWod" />
<item/><item/><item name="stickWod" />
</grid>
<out put nane="enderio:itemdark_steel _crook"” />
</crafting>
</ recipe>

<reci pe nane="Dark Hand" required="true">
<crafting>
<grid size="3x3">
<i t em name="DARK_STEEL" /><item nanme="DARK STEEL" /><item nane="DARK_STEEL" />
<i tem name="DARK_STEEL" /><item nanme="m necraft:di anmond_hoe"/ ><item nane="
DARK_STEEL" />
<i tem nane="DARK_STEEL NUGGET" /><item nanme="DARK STEEL_ NUGGET" /><item nane="
DARK_STEEL_NUGGET" />
</grid>
<out put nane="enderi o:item dark_steel hand" />
</crafting>
</recipe>

<reci pe nane="End Pi ckaxe" required="true">
<crafting>
<grid size="3x3">
<i tem nane="END_STEEL" /><item name="END STEEL" /><item nane="END STEEL" />
<item/><item nane="itenm nfinityRod" /><item/>
<item/><itemnane="item nfinityRod" /><item/>
</grid>
<out put nane="enderi o:item end_steel pickaxe" />
</crafting>
</recipe>

<reci pe nane="End Axe" required="true">
<crafting>
<grid size="2x3">
<i tem nane="END_STEEL" /><item name="END _STEEL" />
<i tem name="END_STEEL" /><item name="item nfinityRod" />
<item/><item name="item nfinityRod" />
</grid>
<out put nane="enderio:itemend_steel axe" />
</crafting>
</ recipe>

<reci pe nanme="Dark Bow' required="true">
<crafting>
<grid size="3x3">
<item/><item nane="NUTRI TI QUS_STI CK" /><item nane="string"/>
<i t em nane="SKELETAL_ CONTRACTOR'/ ><item ><i tem nane="string"/>
<item/><item nane="NUTRI Tl QUS_STI CK"/ ><i tem nane="string"/>
</grid>
<out put nane="enderio:itemdark_steel bow' />
</crafting>
</recipe>

<reci pe nane="Ender Bow' required="true">
<crafting>
<grid size="3x3">
<item/><item nane="itenl nfinityRod" /><item nane="string"/>
<i t em nane="SKELETAL_CONTRACTOR'/ ><item ><i tem nane="string"/>
<item/><item nanme="item nfinityRod"/><item nane="string"/>



</grid>
<out put nane="enderio:itemend_steel bow' />
</crafting>
</recipe>

<reci pe name="Conduit Facade" required="true">
<crafting>
<grid>
<i t em name="CONDUl T_BI NDER" /><item nane="CONDUl T_BI NDER' /><item nane="
CONDUI T_BI NDER' / >
<i tem name="CONDUl T_BI NDER"' /><item /><item nane="CONDUl T_BI NDER" />
<i tem name="CONDUI T_BI NDER" /><item nane="CONDUI T_BI NDER' /><item nane="
CONDUI T_BI NDER' />
</grid>
<out put nane="enderi o:item conduit_facade: 0" />
</crafting>
</recipe>

<reci pe nane="Conduit Facade, hardened" required="true">
<crafting>
<grid>
<item/><item nane="POANDER _OBSI DI AN' /><item />
<i tem name="POANDER OBSI DI AN' /><item nane="enderio:item conduit_facade: 0"
/ ><i t em nane="POADER_OBSI DI AN' />
<item/><item nane="POANDER _OBSI DI AN' /><item />
</grid>
<out put nane="enderio:itemconduit_facade:1" />
</crafting>
</ recipe>

<reci pe nane="Conduit Facade, transparent" required="true">
<crafting>
<grid>
<i t em name="CONDUI T_BI NDER" /><item nane="CONDUl T_BI NDER' /><item nane="
CONDUI T_BI NDER" / >
<i t em name="CONDUI T_BI NDER" /><item nane="FUSED GLASS" /><item nane="
CONDUI T_BI NDER' / >
<i t em nanme="CONDUI T_BI NDER"' /><item nanme="CONDUI T_BI NDER' /><item nanme="
CONDUI T_BI NDER' / >
</grid>
<out put nane="enderio:item conduit_facade: 2" />
</crafting>
</recipe>

<reci pe nane="Conduit Facade, transparent, upgrade" required="true">
<crafting>
<shapel ess>
<item name="enderi o:item conduit_facade: 0"/><item nanme="FUSED GLASS" />
</ shapel ess>
<out put nane="enderi o:item conduit_facade: 2" />
</crafting>
</recipe>

<reci pe nane="Conduit Facade, transparent, hardened" required="true">
<crafting>
<grid>
<item/><item nane="POANDER _OBSI DI AN' /><item />
<i t em name="PONDER_OBSI DI AN' /><item nanme="enderio:item conduit_facade: 2"
/ ><i t em nane="POADER_OBSI DI AN" />
<item/><item nane="POANDER _OBSI DI AN' /><item />
</grid>
<out put nane="enderio:item conduit_facade:3" />
</crafting>
</recipe>

<reci pe nane="Conduit Facade, transparent, hardened, upgrade" required="true">
<crafting>
<shapel ess>



<i tem name="enderi o0:item conduit_facade: 1"/ ><i tem nane="FUSED CGLASS" />
</ shapel ess>
<out put nane="enderio:itemconduit_facade: 3" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 5 seconds" required="true">
<crafting>
<shapel ess>
<item nanme="m necraft:|ever"/><item nane="dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f_resetting_ |l ever5" />
</crafting>
</recipe>

<reci pe nane="Sel f-Resetting Lever, 10 seconds” required="true">
<crafting>
<shapel ess>
<i tem name="m necraft: | ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f _resetting_ | ever10" />
</crafting>
</recipe>

<reci pe nane="Sel f - Resetting Lever, 10 seconds, upgrade" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self_resetting_Il ever5"/><item nane="dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever10" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 30 seconds" required="true">
<crafting>
<shapel ess>
<item nanme="m necraft:|ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" /><item nane="dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f_resetting_| ever 30" />
</crafting>
</recipe>

<reci pe nane="Sel f-Resetting Lever, 30 seconds, upgrade" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_self_resetting_Il ever 10"/ ><i t em nanme="dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f _resetting_| ever30" />
</crafting>
</recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds" required="true">
<crafting>
<shapel ess>
<item name="m necraft:|ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" /><item name="dust Redst one" /><item nane="dust Redstone" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f_resetting_ | ever60" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds, upgrade" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_sel f _resetting_| ever30"/><item name="dust Redst one" />

</ shapel ess>



<out put nane="enderi o: bl ock_sel f _resetting_| ever60" />

</crafting>
</recipe>

<reci pe name="Sel f- Resetting Lever, 300 seconds”

<crafting>
<shapel ess>

required=

"true">

<item nanme="m necraft: | ever"/><item nane="dust Redst one" /><item nane="

dust Redst one" /><item nane="dust Redst one" /><item nane="dust Redst one"

dust Redst one" />
</ shapel ess>

<out put nane="enderi o: bl ock_sel f _resetting_| ever 300" />

</crafting>
</recipe>

<reci pe nane="Sel f - Resetting Lever, 300 seconds, upgrade"

<crafting>
<shapel ess>

<i tem name="enderi o0: bl ock_self_resetting_I| ever60"/><item name="dust Redst one

</ shapel ess>

requi red="true">

<out put nane="enderi o: bl ock_sel f _resetting_| ever 300" />

</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 5 seconds,
<crafting>
<shapel ess>

i nverted" required="true">

<item nane="m necraft:|lever"/><item nane="dust Redst one" /><item nane="

nm necraft:redstone_torch" />
</ shapel ess>

<out put nane="enderi o: bl ock_self _resetting |everb5i" />

</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 5 seconds,
<crafting>
<shapel ess>

crossgrade,

/ ><i t em nanme="

/>

i nverted" required="true">

<i tem name="enderi o: bl ock_self_resetting | ever5"/><item name="m necraft:

redstone_torch" />
</ shapel ess>

<out put nane="enderi o: bl ock_self_resetting_ |l ever5i" />

</crafting>
</recipe>

<reci pe nane="Sel f-Resetting Lever, 5 seconds,
true">
<crafting>
<shapel ess>

crossgrade,

uni nverted" required=

<item name="enderi o0: bl ock_self _resetting | ever5i"/><item nane="m necraft:

redstone_torch" />
</ shapel ess>

<out put nane="enderi o: bl ock_sel f_resetting_

</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 10 seconds,
<crafting>
<shapel ess>

| ever5" [>

i nverted"

requi red="true">

<i tem name="m necraft: | ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" /><item nane="minecraft:redstone_torch" />

</ shapel ess>

<out put nane="enderi o: bl ock_self_resetting_ |l ever10i" />

</crafting>
</recipe>

<reci pe nanme="Sel f- Resetting Lever, 10 seconds,
<crafting>
<shapel ess>

upgr ade,

nverted" required="true">



<i tem name="enderi o0: bl ock_sel f_resetting_Il ever5i "/ ><item name="dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever10i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 10 seconds, crossgrade, inverted" required="true"
>
<crafting>
<shapel ess>
<i tem name="enderi 0: bl ock_self _resetting_| ever10"/><item nanme="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting_ | ever10i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 10 seconds, crossgrade, uninverted" required="
true">
<crafting>
<shapel ess>
<i tem name="enderi 0: bl ock_self_resetting_ | ever10i"/><item nane="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f _resetting_ | ever10" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 30 seconds, inverted" required="true">
<crafting>
<shapel ess>
<i tem nane="m necraft:|ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" /><item name="dust Redst one" /><item nane="ni necraft:redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever30i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 30 seconds, upgrade, inverted" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_sel f _resetting_| ever10i "/ ><item name="dust Redst one"
/>
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting_|l ever30i" />
</crafting>
</ recipe>
<reci pe nane="Sel f-Resetting Lever, 30 seconds, crossgrade, inverted" required="true"
>
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self _resetting_| ever30"/><item nanme="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever30i" />
</crafting>
</recipe>

<reci pe nane="Sel f-Resetting Lever, 30 seconds, crossgrade, uninverted" required="
true">
<crafting>
<shapel ess>
<i tem name="enderi 0: bl ock_self_resetting_ | ever30i"/><item nane="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting | ever30" />
</crafting>



</ recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds, inverted" required="true">
<crafting>
<shapel ess>
<item name="m necraft:lever"/><item name="dust Redst one" /><item nane="
dust Redst one" /><item name="dust Redst one" /><item nane="dust Redstone" /><item nane="
m necraft:redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever60i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds, upgrade, inverted" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_sel f _resetting_| ever30i "/ ><item name="dust Redst one"
/>
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting_|l ever60i” />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds, crossgrade, inverted" required="true

>
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self _resetting_| ever60"/><item nanme="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever60i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 60 seconds, crossgrade, uninverted" required="
true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self_resetting_| ever60i"/><item nane="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting | ever60" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 300 seconds, inverted" required="true">
<crafting>
<shapel ess>
<item name="m necraft: |l ever"/><item nane="dust Redst one" /><item nane="
dust Redst one" /><item nane="dust Redst one" /><item nane="dust Redstone" /><item nane=
dust Redst one" />
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting | ever300i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 300 seconds, upgrade, inverted" required="true">

<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_sel f _resetting_| ever60i "/ ><item name="dust Redst one"
/>
</ shapel ess>
<out put nane="enderi o: bl ock_self _resetting | ever300i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 300 seconds, crossgrade, inverted" required="
true">



<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self_resetting_| ever300"/><item nane="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_self_resetting | ever300i" />
</crafting>
</ recipe>

<reci pe nane="Sel f-Resetting Lever, 300 seconds, crossgrade, uninverted" required="
true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_self_resetting_| ever300i"/><item nanme="m necraft:
redstone_torch" />
</ shapel ess>
<out put nane="enderi o: bl ock_sel f_resetting_| ever 300" />
</crafting>
</ recipe>

<reci pe nane="Conduit Probe" required="true">
<crafting>
<grid size="3x3">
<i tem nane="ELECTRI CAL_STEEL_NUGGET" /><item /><item name="
ELECTRI CAL_STEEL_NUGGET" />
<item name="| RON' /><item nanme="enderio:itemyeta wench" /><item name="1 RON'

/>
<item name="| RON' /><item nane="POADER_| NFI NI TY" /><item nanme="| RON' />
</grid>
<out put nane="CONDU T_PROBE" />
</crafting>
</recipe>

<reci pe nane="Filter, Basic" required="true">
<crafting>
<grid>
<item/><item nane="oredict: paper, paperBlack" /><item/>
<i tem name="oredi ct: paper, paperBl ack” /><item nane="bl ockHopper" /><item
nane="or edi ct: paper, paperBl ack" />
<item/><item nanme="oredict: paper, paperBlack" /><item >
</grid>
<out put nane="enderio:itembasic_itemfilter" />
</crafting>
</ recipe>

<reci pe nane="Filter, Enchantment" required="true">
<crafting>
<shapel ess>
<item name="enderio:itembasic_itemfilter"/>
<i tem name="m necraft:enchanted_book"/>
</ shapel ess>
<out put nane="enderio:itemenchantnment_filter_normal" />
</crafting>
</ recipe>

<reci pe nane="Filter, Advanced" required="true">
<crafting>
<grid>
<i tem nane="dust Redst one" /><item name="or edi ct: paper, paperBl ack" /><item
nanme="dust Redst one" />
<i tem name="or edi ct: paper, paperBl ack" /><item nane="ZOVBI E_CONTROLLER'
/ ><i tem nanme="or edi ct: paper, paperBl ack" />
<i t em name="dust Redst one" /><item nane="or edi ct: paper, paperBl ack” /><item
nanme="dust Redst one" />
</grid>
<out put nane="enderio:item advanced_itemfilter” />
</crafting>
</recipe>



<reci pe name="Filter, Counting" required="true">
<crafting>
<grid size="3x1">
<i tem name="m necraft:conparator” /><item name="enderi o:
item advanced_ itemfilter"” /><item nane="m necraft:conparator” />
</grid>
<out put nanme="enderio:itemlinmted_itemfilter" />
</crafting>
</recipe>

<reci pe nane="Filter, Md" required="true">
<crafting>
<grid>
<item/><item nane="oredict: paper, paperBlack" /><item/>
<i tem name="or edi ct: paper, paperBl ack" /><item nane="enderio:itemyeta w ench"
/ ><i tem nane="or edi ct: paper, paperBl ack" />
<item/><item nanme="oredict: paper, paperBlack" /><item >
</grid>
<out put nane="enderio:itemnod_ itemfilter” />
</crafting>
</ recipe>

<reci pe nane="Filter, Existing" required="true">
<crafting>
<grid>
<item/><item nane="dust Redstone" /><item/>
<i t em name="dust Redst one" /><item nanme="enderio:item advanced itemfilter"
/ ><i t em nane="dust Redst one" />
<item/><item nanme="m necraft:conparator” /><item >
</grid>
<out put nane="enderio:itemexisting_itemfilter" />
</crafting>
</ recipe>

<reci pe nane="Filter, Power" required="true">
<crafting>
<grid>
<item/><item nane="oredict: paper, paperBlack" /><item/>
<i tem name="or edi ct: paper, paperBl ack" /><item nane="CONDUl T_PROBE" /><item
nane="or edi ct: paper, paperBl ack" />
<item/><item nanme="oredict: paper, paperBlack" /><item >
</grid>
<out put nane="enderio:itempower_itemfilter" />
</crafting>
</recipe>

<reci pe nane="Filter, Big" required="true">
<crafting>
<grid size="3x3">
<i t em name="POANDER_OBSI DI AN' /><item nanme="m necraft: paper, paperBl ack"
/ ><item name="POADER_OBSI DI AN' />
<i tem name="m necraft: paper, paperBl ack" /><item name="SKELETAL_ CONTRACTOR"
[/ ><i tem nanme="m necraft: paper, paperBl ack" />
<i tem nane="POANDER_OBSI DI AN' /><item nane="ni necraft:paper, paperBl ack"
/ ><i t em nane="POADER_OBSI DI AN' />
</grid>
<out put nanme="enderio:itembig_ itemfilter" />
</crafting>
</recipe>

<reci pe nane="Filter, Enchantnent, Big" required="true">
<crafting>
<shapel ess>
<item nane="enderio:itembig_itemfilter"/>
<i tem name="m necraft:enchant ed_book"/>
</ shapel ess>
<out put nane="enderio:itemenchantnment filter_big" />



</crafting>
</ recipe>

<reci pe nane="Filter, Big Advanced" required="true">
<crafting>
<grid size="1x3">

<i tem name="m necraft:shul ker_shell" />
<i tem name="enderi o:item advanced_itemfilter" />
<i tem name="m necraft:shul ker_shell" />

</grid>

<out put nane="enderio:itembig advanced itemfilter" />
</crafting>
</ recipe>

<reci pe nane="Filter, Fluid" required="true">
<crafting>
<grid>
<item/><item nane="oredict: paper, paperBlack" /><item/>

<i tem name="or edi ct: paper, paperBl ack” /><item nane="nmni necraft:bucket" /><item

nanme="or edi ct: paper, paperBl ack" />
<item/><item nanme="oredict: paper, paperBlack" /><item >
</grid>
<out put nane="enderio:itemfluid filter" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone Base" required="true">
<crafting>
<grid size="3x3">
<i t em nane="REDSTONE_ALLOY"/ ><i t em nane="or edi ct: paper, paperBl ack" /><item
nanme="REDSTONE_ALLOY"/ >
<i tem name="or edi ct: paper, paperBl ack" /><item nane="|RON'/ ><item nane="
oredi ct: paper, paperBl ack" />
<i t em nane="REDSTONE_ALLOY"/ ><i t em nane="or edi ct: paper, paperBl ack" /><item
nanme=" REDSTONE_ALLOY"/ >
</grid>
<out put name="REDSTONE_FI LTER BASE" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone NOT" required="true">
<crafting>
<grid size="3x1">
<item name="m necraft:redstone_torch"/>
<i t em nanme="REDSTONE_FI LTER _BASE" />
<i t em name="REDSTONE_ALLOY"/ >
</grid>
<out put nane="enderio:itemredstone_not filter" />
</crafting>
</ recipe>

<reci pe name="Filter, Redstone OR' required="true">
<crafting>
<grid size="1x3">
<i t em name="REDSTONE_ALLOY"/ ><i t em nane="REDSTONE_FI LTER BASE" /><item nanme="
REDSTONE_ALLOY"/ >
</grid>
<out put nane="REDSTONE_FI LTER OR' />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone AND' required="true">
<crafting>
<grid size="1x3">
<i tem nanme="m necraft:redstone_torch"/><item nane="REDSTONE_FI LTER BASE"
/><i tem nanme="m necraft:redstone_torch"/>
</grid>
<out put nane="REDSTONE_FI LTER_AND"' />



</crafting>
</ recipe>

<reci pe nane="Filter, Redstone XOR' required="true">
<crafting>
<grid size="3x3">
<item/><item nanme="m necraft:redstone_torch"/><item/>
<i tem nane="REDSTONE_ALLOY"/ ><i t em nanme="REDSTONE_FI LTER_BASE" /><item nanme="
REDSTONE_ALLOY"/ >
<item/><item nane="m necraft:redstone_torch"/><item/>
</grid>
<out put nane="REDSTONE_FI LTER_XCOR' />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone NAND' required="true">
<crafting>
<shapel ess>
<item name="m necraft:redstone_torch"/>
<i t em nane="REDSTONE_FI LTER AND"' />
</ shapel ess>
<out put name="REDSTONE_FI LTER _NAND" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone NAND Uncraft" required="true">
<crafting>
<shapel ess>
<i tem name="m necraft:redstone_torch"/>
<i t em nane="REDSTONE_FI LTER NAND' />
</ shapel ess>
<out put nane="REDSTONE_FI LTER_AND' />
</crafting>
</ recipe>

<reci pe nane="Filter, Redstone NOR' required="true">
<crafting>
<shapel ess>
<i tem name="m necraft:redstone_torch"/>
<i tem nane="REDSTONE_FI LTER OR" />
</ shapel ess>
<out put nane="REDSTONE_FI LTER_NOR' />
</crafting>
</ recipe>

<reci pe nane="Filter, Redstone NOR Uncraft" required="true">
<crafting>
<shapel ess>
<item name="m necraft:redstone_torch"/>
<i t em nane="REDSTONE_FI LTER_NOR"' />
</ shapel ess>
<out put nanme="REDSTONE_FI LTER OR' />
</crafting>
</ recipe>

<reci pe nane="Filter, Redstone XNOR' required="true">
<crafting>
<shapel ess>
<i tem name="m necraft:redstone_torch"/>
<i t em name="REDSTONE_FI LTER_XOR' />
</ shapel ess>
<out put nane="REDSTONE_FI LTER_XNOR' />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone XNOR Uncraft” required="true">
<crafting>
<shapel ess>



<i tem name="m necraft:redstone_torch"/>
<i tem nane="REDSTONE_FI LTER XNOR' />
</ shapel ess>
<out put nane="REDSTONE_FI LTER_XOR' />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone Toggle Latch" required="true">
<crafting>
<grid size="3x1">
<i tem nane="m necraft:|lever"/>
<i t em nane="REDSTONE_FI LTER BASE" />
<i tem name=" REDSTONE_ALLOY"/ >
</grid>
<out put nane="enderio:itemredstone_toggle filter" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone Scanner" required="true">
<crafting>
<grid size="3x1">
<i tem name="m necraft:conparator"/>
<i t em nane="REDSTONE_FI LTER BASE" />
<i t em name="REDSTONE_ALLOY"/ >
</grid>
<out put nane="enderio:itemredstone_sensor _filter" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone Tiner" required="true">
<crafting>
<grid size="3x1">
<i t em nane="REDSTONE_ALLOY"/ >
<i tem nane="REDSTONE_FI LTER BASE" />
<i tem name="m necraft:clock"/>
</grid>
<out put nane="enderio:itemredstone_tinmer filter" />
</crafting>
</recipe>

<reci pe nane="Filter, Redstone Counting" required="true">
<crafting>
<grid size="3x3">
<i tem name="REDSTONE_ALLOY"/><item /><item />
<i tem name="REDSTONE_ALLOY" /><item name="REDSTONE_FI LTER BASE" /><item nane="
REDSTONE_ALLOY" />
<i tem name="REDSTONE_ALLOY"/><item /><item />
</grid>
<out put nane="enderio:itemredstone_counting filter" />
</crafting>
</ recipe>

<reci pe nane="Death Urn, unfired" required="true">
<crafting>
<dependency iten¥"exni hil o: porcelain"/>
<grid size="3x3">
<i tem nanme="exni hi | o: porcel ai n"/><i t em nane="POADER_PULSATI NG' /><item nane="
exni hil o: porcelain" />
<i tem nane="exni hi |l o: porcel ai n" /><item/><item nane="exni hil o: porcelain" />
<i t em name="exni hi | o: porcel ai n"/ ><i t em nane="exni hi | o: porcel ai n"" /><item nane="
exni hil o: porcel ain" />
</grid>
<out put nane="itenDeat hUrnUnfired" />
</crafting>
<crafting>
<dependency iten¥"exnihil o: porcel ain" reverse="true"/>
<grid size="3x3">
<item name="itenCl ay"/ ><item nane=" PONDER_PULSATI NG' /><item nane="itenC ay" />



<itemname="itenCl ay" /><item/><item nane="itenCl ay" />
<item name="itenCl ay"/><item nane="itenCl ay" /><item nane="itenC ay" />
</grid>
<out put nane="itenDeat hUrnUnfired" />
</crafting>
</recipe>

<reci pe nane="Death Urn" required="true">
<snel ting exp="0">
<dependency itene"exni hil o: porcelain"/>
<i nput name="itenDeat hUrnUnfired"/>
<out put nane="enderi o: bl ock_deat h_pouch"/>
</ snel ting>
<al | oyi ng ener gy="10000">
<dependency itenr"exnihil o: porcel ain" reverse="true"/>
<i nput name="itenDeat hUrnUnfired"/>
<i nput name="ni necraft:dye: 15" anount="7"/>
<out put nane="enderi o: bl ock_deat h_pouch"/ >
</ al | oyi ng>
</recipe>

</ enderi o: reci pes>



