<?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

-->
<l-- vanilla itemin, nodded itemout -->
<!-- Ender 10 -->

<reci pe nane="Sagmill: Weat" required="true">
<sagm | I i ng energy="800">
<i nput nanme="item m necraft:wheat"/>
<out put nane="dust Wheat" />
<out put nane="m necraft:wheat seeds" chance="0.2" />
</sagm | ling>
</ recipe>

<l-- Md: ? -->

<reci pe nane="Sagm | |: Charcoal " required="fal se">
<sagm | li ng energy="2400">
<i nput name="ni necraft:coal:1"/>
<out put nane="dust Charcoal " />

</sagm | ling>
</ recipe>
<reci pe nane="Sagm | |: Charcoal Bl ock" required="fal se">

<sagm | li ng energy="2400">
<i nput name="bl ockCharcoal "/ >
<out put nane="dust Charcoal " anount="9"/>

</sagm | ling>
</recipe>
<reci pe nane="Sagm | |: Enerald Dust" required="fal se">

<sagm | | i ng energy="2400">
<i nput nanme="gentneral d"/ >
<out put nane="dust Eneral d"/>
</sagm | ling>
</recipe>

<!-- Mod: Forestry -->

<reci pe nane="Sagmll: Log" required="fal se">



<sagm | I'i ng energy="2400">
<i nput nane="1ogWod"/>
<out put nane="pul pWwod" />
<out put nane="pul pWwod" chance="0.9" />
<out put nane="pul pWwod" chance="0.5" />
<out put nane="pul pwod" chance="0.1" />

</sagm | ling>
</ recipe>
<reci pe nane="Sagnmill: Pl ank" required="fal se">

<sagm | li ng energy="1200">
<i nput nane="pl ankWod"/ >
<out put nane="pul pWwod" chance="0.9" />
</sagm | ling>
</ recipe>

<reci pe nane="Sagmll: Stairs" required="fal se">
<sagm | |i ng energy="1200">
<i nput nane="st ai rsWwod"/ >
<out put nanme="pul pWwod" chance="0.8" />
</sagm | ling>
</ recipe>

<reci pe nane="Sagnmill: Stair" required="fal se">
<sagm | |ing energy="1200">
<i nput nane="stai r Wod"/ >
<out put nane="pul pWwod" chance="0.8" />
</sagm | ling>
</ recipe>

<reci pe nane="Sagmill: Slab" required="fal se">
<sagm | li ng energy="1200">
<i nput name="sl abWwod"/ >
<out put nane="pul pWwod" chance="0.7" />
</sagm | ling>

</ recipe>
<reci pe name="Sagm |l: Stick" required="fal se">
<sagm | | i ng energy="800">

<i nput name="stickWod"/>
<out put nane="pul pWwod" chance="0.15" />
</sagm | ling>
</recipe>

</ enderi o: reci pes>



