<?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 se

t

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="Conpatibility: dass 2 dass" required="fal se">
<crafting>

<s

</
<0

hapel ess>

<i tem nanme="FUSED GLASS"/ >
shapel ess>

ut put nane="m necraft: gl ass"/>

</crafting>
</recipe>

<reci pe nane="Conpatibility: End Crystal"><di sabl ed/ ></reci pe>

<reci pe name="Conpatibility: Beacon"><di sabl ed/ ></reci pe>

<reci pe nane="Conpatibility: Bottle"><di sabl ed/></reci pe>

<reci pe nane="Conpatibility: d ass Pane" required="fal se">
<crafting>

<9

rid size="3x2">
<i tem nanme="bl ockd assCol or| ess"/ ><i t em nanme="bl ockd assCol or| ess"/ ><item

name="bl ockd assCol orl ess"/ >

<i tem nanme="bl ockd assCol or| ess"/ ><i t em nane="bl ockd assCol orl ess"/ ><i tem

nane="bl ockd@ assCol or | ess"/ >

</
<0

grid>
ut put nane="nmi necraft: gl ass_pane" anount="16"/>

</crafting>
</recipe>

<reci pe nane="Conpatibility: Daylight Sensor"><di sabl ed/ ></reci pe>

<reci pe nane="Bi nder Comnposite" required="true">
<crafting>

<9

rid size="3x3">
<item name="oredict:gravel" /><itemnane="oredict:itend ay" /><item nane="

oredict:gravel" />

sand"

/>

<i tem name="oredi ct: sand" /><item name="oredict:gravel" /><item nane="oredict:

<item name="oredict:gravel" /><itemnane="oredict:itend ay" /><item nane="

oredict:gravel" />



</grid>
<out put nane="BlI NDER_COWPCSI TE" amount ="8" />
</crafting>
</recipe>

<reci pe name="Conduit Binder" required="true">
<smelting exp="0">
<i nput nane=" Bl NDER_COWCSI TE"/ >
<out put nane="CONDUl T_BI NDER' anount="2" />
</ snel ting>
</ recipe>

<reci pe nane="Pul sating Crystal" required="true">
<crafting>
<grid>
<i t em nanme="PULSATI NG_| RON_NUGGET"/ ><i t em name="PULSATI NG_| RON_NUGGET"/ ><i t em
nanme="PULSATI NG_| RON_NUGGET"/ >
<i t em name="PULSATI NG_| RON_NUGGET"/ ><i t em nane="genDi anrond"/ ><i t em nane="
PULSATI NG_| RON_NUGGET"/ >
<i t em nanme="PULSATI NG_| RON_NUGGET"/ ><i t em name="PULSATI NG_| RON_NUGGET"/ ><i t em
name="PULSATI NG_| RON_NUGGET"/ >
</grid>
<out put nane="PULSATI NG_CRYSTAL"/ >
</crafting>
</recipe>

<reci pe nanme="Pul sating Crystal, casting">
<casti ng>
<i nput name="PULSATI NG _| RON_NUGCGET" anount ="8"/>
<cast name="genDi anond" consuned="true"/>
<out put nane="PULSATI NG_CRYSTAL"/ >
</ casting>
</ recipe>

<reci pe nane="Vi brant Crystal" required="true">
<crafting>
<grid>
<i t em nane="VI BRANT_ALLOY_ NUGGET"/><it em nanme="VI BRANT ALLOY_NUGCET"/><item
name="VI BRANT_ALLOY_NUGGET"/ >
<i t em name="VI BRANT_ALLOY_NUGGET"/ ><i t em nane="genEner al d"/ ><i t em nane="
VI BRANT_ALLOY_NUGGET"/ >
<i t em nane="VI BRANT_ALLOY_ NUGGET"/><it em name="VI BRANT_ ALLOY_NUGCET"/ ><item
name="VI BRANT_ALLOY_NUGGET"/ >
</grid>
<out put name="VI BRANT_CRYSTAL"/ >
</crafting>
</ recipe>

<reci pe nane="Vi brant Crystal, casting">
<casti ng>
<i nput name="VI BRANT_ALLOY_NUGGET" anount ="8"/>
<cast nane="genEneral d* consuned="true"/>
<out put name="VI BRANT_CRYSTAL"/ >
</ casti ng>
</ recipe>

<reci pe nane="Gear Reverse Casting, 1" required="true">
<dependency iten¥"tconstruct: cast_custom4"/>
<casti ng>
<i nput name="i ngot Gol d" anount="2"/>
<cast name="CGEAR _STONE" consuned="true"/>
<out put nane="tconstruct:cast_custom4"/>
</ casti ng>
</recipe>

<reci pe nane="Gear Reverse Casting, 2" required="true">
<dependency itenr"tconstruct:cast_custom4"/>
<casti ng>



<i nput name="i ngot Gol d" amount ="2"/>
<cast name="GEAR_ENERG ZED' consuned="true"/>
<out put nane="tconstruct:cast_custom4"/>
</ casting>
</ recipe>

<reci pe nane="Gear Reverse Casting, 3" required="true">
<dependency iten¥"tconstruct:cast_custom4"/>
<casti ng>
<i nput name="i ngot Gol d" anpunt="2"/>
<cast name="CGEAR VI BRANT" consuned="true"/>
<out put nane="tconstruct:cast_custom4"/>
</ casti ng>
</recipe>

<reci pe nane="Dark lron Bars" required="true">
<crafting>
<grid size="3x2">
<i t em nane="DARK _ STEEL"/ ><it em name="DARK_STEEL"/ ><i t em nane="DARK STEEL"/ >
<i t em nane="DARK_STEEL"/ ><it em name="DARK_STEEL"/ ><i t em nanme="DARK_STEEL"/ >
</grid>
<out put nane="enderi o: bl ock_dark_i ron_bars" anmount="16"/>
</crafting>
</recipe>

<reci pe nane="End Iron Bars" required="true">
<crafting>
<grid size="3x2">
<i tem name="END_STEEL"/ ><i t em nane="END_STEEL"/ ><it em nanme="END_STEEL"/ >
<i tem name="END_STEEL"/ ><i t em nane="END_STEEL"/ ><i t em nanme="END_STEEL"/ >
</grid>
<out put nane="enderi o: bl ock_end_i ron_bars" anount="16"/>
</crafting>
</ recipe>

<reci pe nane="Si npl e Chassi s" required="true">
<crafting>
<grid>
<i tem name="bar sl ron"/><item nane="1 RON'/ ><i t em nane="barslron"/ >
<i tem name="| RON'/ ><i t em nane="POADER _| NFI NI TY"/ ><i t em nane="1 RON'/ >
<i tem name="bar sl ron"/><i tem nane="1 RON'/ ><i t em name="barslron"/ >
</grid>
<out put nane="SI MPLE_CHASSI S"/ >
</crafting>
</recipe>

<reci pe nane="End Steel Chassis" required="true">
<crafting>
<grid>
<i tem name="enderi o0: bl ock_end_i ron_bars"/><item nane="i ngot EndSt eel "/ ><i tem
nane="enderi o: bl ock_end _iron_bars"/>
<i tem nane="i ngot EndSt eel "/ ><i t em nanme="POADER_I NFI NI TY"/ ><i t em nane="
i ngot EndSt eel "/ >
<i tem name="enderi o0: bl ock_end_i ron_bars"/><item nanme="i ngot EndSt eel "/ ><i tem
nane="enderi o: bl ock_end_iron_bars"/>
</grid>
<out put nane="END_STEEL_CHASSI S"/ >
</crafting>
</ recipe>

<reci pe nane="Unsoul ed Chassis" required="true">
<crafting>
<grid>
<i tem name="1 NDUSTRI AL_| NSULATI ON'/ ><i t em nane=" GUARDI AN_DI CDE"/ ><i t em nane="
| NDUSTRI AL_| NSULATI ON'/ >
<i t em name="1 NDUSTRI AL_I NSULATI ON'/ ><i t em name="SOUL_CHASSI S"/ ><i t em nane="
| NDUSTRI AL_I NSULATI ON'/ >
<i tem nanme="| NDUSTRI AL_| NSULATI ON'/ ><i t em nane=" GUARDI AN_DI CDE"/ ><i t em nane="



| NDUSTRI AL_| NSULATI ON'/ >
</grid>
<out put nane="UNSOULED CHASSI S"/ >
</crafting>
</ recipe>

<reci pe nane="Machi ne Dye">
<crafting>
<grid>
<i t em name="dust Lapi s"/ ><i t em nane=" POADER_QUARTZ"/ ><i t em nane="
ORGANI C_GREEN_DYE"/ >
<i t em name="PONDER_QUARTZ"/ ><i t em name=" ORGANI C_BLACK DYE"/ ><i t em nane="
PONDER _QUARTZ"/ >
<i t em name=" ORGANI C_GREEN DYE"/ ><i t em nane="POADER QUARTZ"/ ><i t em nane="
dust Lapi s"/ >
</grid>
<out put nane="dyeMachi ne" anount="6"/>
</crafting>
</ recipe>

<reci pe nane="Enhanced Machi ne Dye">
<crafting>
<grid>
<i t em name="PONDER_PULSATI NG'/ ><i t em nane="PONDER_QUARTZ"/ ><i t em nane="
PONDER_PULSATI NG'/ >
<i tem nanme="PONDER_QUARTZ"/ ><i t em nanme="ORGANI C_BLACK_DYE"/ ><i t em nanme="
PONDER _QUARTZ"/ >
<i t em name="PONDER_PULSATI NG'/ ><i t em nane="PONDER_QUARTZ"/ ><i t em nane="
PONDER_PULSATI NG'/ >
</grid>
<out put nane="dyeEnhancedMachi ne" anount ="4"/>
</crafting>
</ recipe>

<reci pe nane="Soul Machi ne Dye">
<crafting>
<grid>
<i tem name="dust Soul ari un'/ ><i t em nanme="POANDER_QUARTZ"/ ><i t em nane="
ORGANI C_BROMN_DYE"/ >
<i t em name="PONDER_QUARTZ"/ ><i t em nanme=" ORGANI C_BLACK DYE"/ ><i t em nane="
PONDER _QUARTZ"/ >
<i t em name=" ORGANI C_ BROMN_DYE"/ ><i t em nane="POADER _QUARTZ"/ ><i t em nane="
dust Soul ari uni/ >
</grid>
<out put nane="dyeSoul Machi ne" anount ="6"/>
</crafting>
</ recipe>

<reci pe nane="Gear, Wod" required="true">
<crafting>
<grid>
<item/><item nane="sti ckWod"/><item />
<i tem name="sti ckWod"/><item /><item nane="sti ckWbod"/ >
<item/><item nane="sti ckWod"/><item />
</grid>
<out put nane="GEAR_WOOD'/ >
</crafting>
</recipe>

<reci pe nane="Gear, ae2 nesses things up" required="true">
<crafting>
<grid>
<i tem name="sti ckWod"/><item /><item nane="sti ckWbod"/ >
<item/><item/><item/>
<i tem nane="sti ckWhod"/ ><item /><i t em name="sti ckWbod"/ >
</grid>
<out put nane="CGEAR _WOOD'/ >
</crafting>



</ recipe>

<reci pe nane="Gear, just to be sure" required="true">
<crafting>
<grid size="3x2">
<i tem name="sti ckWod"/><item /><item name="sti ckWod"/ >
<i tem name="sti ckWod"/><item /><item nane="sti ckWbod"/ >
</grid>
<out put nanme="GEAR WOOD'/ >
</crafting>
</ recipe>

<reci pe nane="Gear, better save than sorry" required="true">
<crafting>
<grid size="2x3">
<i tem nane="sti ckWhod"/ ><i t em name="sti ckWod"/ >
<item/><item/>
<i tem nane="sti ckWhod"/ ><i t em name="sti ckWbod"/ >
</grid>
<out put nanme=" GEAR_WOOD'/ >
</crafting>
</ recipe>

<reci pe nane="Gear, Stone" required="true">
<crafting>
<grid>
<i tem nanme="sti ckWod"/><item nane="or edi ct: cobbl est one"/ ><i tem nane="
sti ckWod"/ >
<i tem nanme="or edi ct : cobbl est one"/ ><i tem /><i t em nane="or edi ct : cobbl est one"/ >
<i tem nanme="sti ckWod"/><item nane="or edi ct: cobbl estone"/><i tem nane="
sti ckWod"/ >
</grid>
<out put nane="GEAR_STONE"/ >
</crafting>
</recipe>

<reci pe nane="Gear, Stone, Upgrade" required="true">
<crafting>
<grid>
<item/><item nane="oredict:cobbl estone"/><item/>
<i tem name="or edi ct: cobbl est one"/ ><i t em nanme="GEAR WOOD"'/ ><i t em nanme="or edi ct :
cobbl estone"/ >
<item/><item nane="oredict:cobbl estone"/><item/>
</grid>
<out put nane="GEAR_STONE"/ >
</crafting>
</ recipe>

<reci pe nane="Gear, Stone, Casting">
<casti ng>
<i nput name="ni necraft: cobbl estone" anount="4"/>
<cast name="CGEAR WOOD' consuned="true"/>
<out put nane="GEAR_STONE"/ >
</ casti ng>
</ recipe>

<reci pe nane="Gear, lron" required="true">
<crafting>
<grid>
<i tem nane="nugget | ron"/><i tem nanme="1 RON'/ ><i t em nane="nugget | ron"/ >
<i tem name="| RON'/ ><i t em nane="POADER _| NFI NI TY"/ ><i t em nane="1 RON'/ >
<i tem nane="nugget | ron"/><i tem name="1 RON'/ ><i t em nane="nugget | ron"/ >
</grid>
<out put nane="CGEAR_| RON'/ >
</crafting>
</ recipe>

<reci pe nane="Gear, lron, Casting">



<casti ng>
<i nput name="nuggetlron" anount="40"/>
<cast name="POWNDER_| NFI NI TY" consuned="true"/>
<out put nane="CGEAR_| RON'/ >
</ casti ng>
</recipe>

<reci pe nane="Gear, Energized" required="true">
<crafting>
<grid>
<i t em nanme="ENERGETI C_ALLOY_NUGGET"/ ><i t em nanme="ENERGETI C_ALLOY_NUGCET"
/ ><item name="ENERGETI C_ALLOY_NUGCET"/ >
<i t em name="ENERGETI C_ALLOY_NUGCGET"/ ><i t em nane="GEAR | RON'/ ><i t em nane="
ENERGETI C_ALLOY_NUGGET"/ >
<i t em nanme="ENERGETI C_ALLOY_NUGGET"/ ><i t em nanme="ENERGETI C_ALLOY_NUGCET"
[ ><item name="ENERGETI C_ALLOY_NUGCET"/ >
</grid>
<out put nane="GEAR_ENERJ ZED'/ >
</crafting>
</recipe>

<reci pe nane="Gear, Energi zed, Casting">
<casti ng>
<i nput nanme="ENERCETI C_ALLOY_NUGGET" anount="8"/>
<cast name="CGEAR_| RON' consuned="true"/>
<out put nane="GEAR _ENERG ZED'/ >
</ casti ng>
</recipe>

<reci pe nane="Gear, Vibrant" required="true">
<crafting>
<grid>
<i t em nanme="VI BRANT_ALLOY_NUGGET"/ ><i t em name="VI BRANT_ALLOY_NUGGET"/><item
nanme="VI BRANT_ALLOY_ NUGGET"/ >
<i t em name="VI BRANT_ALLOY_ NUGGET"/ ><i t em nane="GEAR | RON'/ ><i t em nane="
VI BRANT_ALLOY_NUGCET"/ >
<i t em nane="VI BRANT_ALLOY_NUGGET"/ ><i t em nanme="VI BRANT_ALLOY_NUGGET"/ ><item
nanme="VI BRANT_ALLOY_ NUGGET"/ >
</grid>
<out put nane=" GEAR_VI BRANT"/ >
</crafting>
</recipe>

<reci pe nanme="Gear, Vibrant, Casting">
<casti ng>
<i nput name="VI BRANT_ALLOY_NUGGET" anopunt="8"/>
<cast name="CGEAR_| RON' consuned="true"/>
<out put name="GEAR_VI BRANT"/ >
</ casti ng>
</ recipe>

<reci pe nanme="Gear, Dark" required="true">
<crafting>
<grid>
<i t em name="DARK_STEEL NUGGET"/ ><i t em name="DARK STEEL_NUGGET"/ ><i t em nane="
DARK_STEEL NUGGET"/ >
<i t em name="DARK_STEEL_ NUGGET"/ ><i t em nane="GEAR | RON'/ ><i t em nane="
DARK_STEEL_NUGGET"/ >
<i t em name="DARK_STEEL NUGGET"/ ><i t em name="DARK STEEL_NUGGET"/ ><i t em nane="
DARK_STEEL NUGGET"/ >
</grid>
<out put nane="GEAR_DARKSTEEL"/ >
</crafting>
</recipe>

<reci pe nanme="Gear, Dark, Casting">
<casti ng>
<i nput nanme="DARK_STEEL_NUGGET" anpunt="8"/>



<cast name="CGEAR_| RON' consuned="true"/>
<out put nane="GEAR DARKSTEEL"/ >
</ casti ng>
</recipe>

<al i as nanme=" CAPACI TOR_METAL" iten="i ngot Copper">
<dependency iten¥"ingot Copper" reverse="fal se"/>

</ alias>

<al i as nane=" CAPACI TOR_METAL" it enF"dust Redstone">
<dependency iten¥"ingot Copper" reverse="true"/>

</alias>

<reci pe nane="Capacitor 1" required="true">
<crafting>
<grid>
<i tem /><item nane="nugget Col d"/ ><i t em nane="POADER | NFI NI TY"/ >
<i t em name="nugget Gol d"/ ><i t em name=" CAPACI TOR_METAL"/ ><i t em nane="nugget CGol d"
/>
<i tem nanme="POANDER | NFI NI TY"/><i t em nane="nugget Gol d"/><item />
</grid>
<out put nane="enderi o:item basic_capacitor:0"/>
</crafting>
</ recipe>

<reci pe nane="Capacitor 2" required="true">
<crafting>
<grid>
<item/><item nane="ENERGETI C_ALLOY"/><item />
<i tem name="enderi 0:item basi c_capacitor:0"/><item name="dust Coal "/ ><item
nane="enderi o:item basi c_capacitor: 0"/ >
<item/><item nane="ENERGETI C ALLOY"/><item />
</grid>
<out put nane="enderi o:item basic_capacitor:1"/>
</crafting>
</recipe>

<reci pe nane="Capacitor 3" required="true">
<crafting>
<grid>
<item/><item nane="VI BRANT_ALLOY"/><item />
<i tem name="enderi 0:item basi c_capacitor: 1"/ ><item name="or edi ct: gl owst one"
/ ><item nane="enderi o:item basic_capacitor:1"/>
<item/><item nane="VI BRANT_ALLOY"/><item />
</grid>
<out put nane="enderi o:item basic_capacitor:2"/>
</crafting>
</ recipe>

<reci pe nane="Weat her Crystal" required="true">
<crafting>
<grid>
<i tem/><item nanme="PULSATI NG _CRYSTAL"/><item />
<i t em name="VI BRANT_CRYSTAL"/ ><i t em nane="ENDER_CRYSTAL"/ ><i t em nane="
VI BRANT_CRYSTAL"/ >
<item/><item nanme="PULSATI NG _CRYSTAL"/><item />
</grid>
<out put nane="WEATHER_CRYSTAL"/ >
</crafting>
</ recipe>

<reci pe nane="Rei nforced Obsi di an" required="true">
<crafting>
<grid>
<i t em name="POWNDER_| NFI NI TY"/ ><i t em nane="enderi o: bl ock_dark_i ron_bars"/><item
nane="POADER_| NFI NI TY"/ >
<i tem name="enderi o: bl ock_dark_iron_bars"/><i tem nanme="or edi ct : obsi di an"
/ ><i tem nane="enderi o: bl ock_dark_iron_bars"/>
<i t em name="POWNDER_| NFI NI TY"/ ><i t em nane="enderi o: bl ock_dark_i ron_bars"/><item



nane="POADER_| NFI NI TY"/ >
</grid>
<out put nane="enderi o: bl ock_rei nforced_obsi di an"/ >
</crafting>
</ recipe>

<al i as name="| NSULATI ON_METAL" item"dustTi n">
<dependency itens"dust Tin" reverse="fal se"/>

</alias>

<al i as name="| NSULATI ON_METAL" itenm="dustlron">
<dependency itene"dustTin" reverse="true"/>

</alias>

<reci pe nane="Dark Steel Anvil" required="true">
<crafting>
<grid>
<i tem name="DARK_STEEL BLOCK"/><item nanme="DARK_STEEL BLOCK"/ ><item nane="
DARK_STEEL_BLOCK"/ >
<i tem ><i tem nane="DARK_ STEEL"/><itenl >
<i t em nane="DARK_STEEL"/ ><it em name="DARK_STEEL"/ ><i t em nanme="DARK_STEEL"/ >
</grid>
<out put nane="enderi o: bl ock_dark_steel _anvil"/>
</crafting>
</recipe>

<reci pe nane="Dark Paper Anvil" required="true">
<crafting>
<grid>
<i t em name="paper Bl ack"/ ><i t em nanme="paper Bl ack"/ ><i t em nane="paper Bl ack"/ >
<i tenl ><i t em name="paper Bl ack"/><i ten >
<i t em nane="paper Bl ack"/ ><i t em name="paper Bl ack"/ ><i t em nanme="paper Bl ack"/ >
</grid>
<out put nane="enderi o: bl ock_dar k_paper _anvil "/ >
</crafting>
</recipe>

<reci pe nane="Dark Steel Ladder" required="true">
<crafting>
<grid size="1x3">
<i tem name="enderi o: bl ock_dark_iron_bars"/>
<i tem name="enderi o: bl ock_dark_iron_bars"/ >
<i tem name="enderi o: bl ock_dark_iron_bars"/>
</grid>
<out put nane="enderi o: bl ock_dar k_steel _| adder" armount="12"/>
</crafting>
</recipe>

<reci pe nane="Dark Steel Trap Door" required="true">
<crafting>
<grid size="2x2">
<i t em nanme="DARK_STEEL"/ ><i t em nanme="DARK_STEEL"/ >
<i t em name="DARK_STEEL"/ ><i t em nane="DARK_STEEL"/ >
</grid>
<out put nane="enderi o: bl ock_dark_steel _trapdoor" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Dark Steel Door" required="true">
<crafting>
<grid size="2x3">
<i t em name="DARK_STEEL"/ ><i t em nane="DARK_STEEL"/ >
<i t em nanme="DARK_STEEL"/ ><i t em nanme="DARK_STEEL"/ >
<i t em nane="DARK STEEL"/ ><item name="DARK _STEEL"/ >
</grid>
<out put nane="item enderi o: bl ock_dark_steel _door" anount="3"/>
</crafting>
</recipe>



<reci pe nane="Bread" required="true">
<snel ti ng exp="0.35">
<i nput name="FLOUR'/ >
<out put nane="m necraft:bread" anount="1"/>
</ snel ting>
</recipe>

<reci pe nane="Enderi os" required="true">
<crafting>
<shapel ess>
<i tem name="m necraft:bow "/ ><item name="m necraft: mlk_bucket"/><item nane="
cropWheat "/ ><i t em nane="nugget Ender pear| "/ >
</ shapel ess>
<out put nane="enderi o:item ender_food: 0"/ >
</crafting>
</ recipe>

<reci pe nane="Copper" required="fal se">
<snel ti ng>
<i nput nane="dust Copper"/>
<out put nane="i ngot Copper"/>
</smel ting>
</ recipe>

<reci pe nane="Tin" required="fal se">
<snel ti ng>
<i nput nanme="dustTin"/>
<out put nane="ingotTin"/>
</smel ting>
</ recipe>

<reci pe nane="Ardite" required="fal se">
<snel ti ng>
<i nput name="dustArdite"/>
<out put nane="ingotArdite"/>
</smel ting>
</ recipe>

<reci pe nane="Cobalt" required="fal se">
<smel ti ng>
<i nput nanme="dust Cobalt"/ >
<out put nane="i ngot Cobal t"/>
</smel ting>
</ recipe>

<reci pe nane="Qbsi dian Snelting" required="fal se">
<smelting vanilla="fal se" tinkers="true">
<I-- Note: Wth Dark Steel Balls, one obsidian block will sagmll to 6 powders,
so we need to make themsnelt that way to avoid duping. -->
<i nput nanme="POADER_OBSI DI AN' armount ="6"/>
<out put nane="item obsi di an"/>
</ snel ting>
</recipe>

<reci pe nane="Chassis Parts" required="true">
<crafting>
<grid size="3x3">
<i tem name="1 RON'/ ><i t em nane="| RON'/ ><i t em nane="1 RON'/ >
<i tem name="1 RON'/ ><i t em nane="CHASSI S"/ ><i t em nane="1 RON"/ >
<item name="| RON'/ ><i t em nane="1 RON'/ ><i t em nane="1 RON'/ >
</grid>
<out put nane="CHASSI PARTS" anount="16"/>
</crafting>
</recipe>

<reci pe nane="Si npl e Chassis Parts" required="true">
<crafting>
<grid size="3x3">



<i tem nanme="1 RON'/ ><i t em nane="| RON'/ ><i t em nanme="| RON'/ >
<i tem name="1 RON'/ ><i t em nane="S| MPLE_CHASSI S"/ ><i t em nanme="1 RON'/ >
<i tem nanme="1RON'/ ><i t em nane="| RON'/ ><i t em name="1 RON'/ >
</grid>
<out put nane="S|I MPLE_CHASSI PARTS" anount ="16"/>
</crafting>
</recipe>

<reci pe nane="Enhanced Chassis Parts" required="true">
<crafting>
<grid size="3x3">
<i tem name="1 RON'/ ><i t em nane="1 RON'/ ><i t em nane="1 RON'/ >
<i tem name="1 RON'/ ><i t em nane=" ENHANCED CHASSI S"/ ><i t em nanme="1 RON'/ >
<i tem nane="| RON'/ ><i t em name="1 RON'/ ><i t em name="1 RON'/ >
</grid>
<out put nanme="ENHANCED CHASSI PARTS" anmount ="16"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/0" required="true">
<crafting>
<grid size="3x3">
<item/><item nanme="CHASSI PARTS"/><item />
<i t em name=" CHASSI PARTS"/ ><i t em / ><i t em nane=" CHASSI PARTS"/ >
<item/><item name="CHASSI PARTS"/><item />
</grid>
<out put nane="enderi o: bl ock_decorationl: 0" ampunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Block 1/1 a" required="true">
<crafting>
<grid size="3x3">
<item/><item nane="ingotlron"/><item/>
<item name="ingotlron"/><item nane="enderi o: bl ock_decorati onl: 0"/ ><i tem nane="
i ngotlron"/>
<item/><item nane="ingotlron"/><item/>
</grid>
<out put nane="enderi o: bl ock_decorationl: 1" amount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Block 1/1 b" required="true">
<crafting>
<grid size="3x3">
<i t em name=" CHASSI PARTS"/ ><i t em nanme="i ngot | ron"/ ><i t em nane=" CHASSI| PARTS"/ >
<item name="ingotlron"/><item/><item nane="i ngotlron"/>
<i t em nane=" CHASSI PARTS"/ ><i t em nane="i ngot | ron"/ ><i t em nanme=" CHASS| PARTS"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 1" amount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Block 1/1 c" required="true">
<crafting>
<grid size="3x3">
<i tem name="i ngot | ron"/><item nane=" CHASSI PARTS"/ ><i t em nane="i ngotlron"/>
<i t em nane="CHASSI PARTS"/ ><i t em / ><i t em name=" CHASSI PARTS"/ >
<i tem nanme="ingot | ron"/><i t em nanme="CHASS| PARTS"/ ><i t em name="i ngot | ron"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 1" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Block 1/1 d" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 6"/>



</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 1" ampunt="1"/>
</crafting>
</recipe>

<reci pe name="Deco Bl ock 1/2" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl:1"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 2" amunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/3" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 2"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 3" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/4" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 3"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 4" amount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/5" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 4"/>
</ shapel ess>
<out put name="enderi o: bl ock_decorati onl: 5" anmount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/6" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 5"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 6" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Block 1/7 a" required="true">
<crafting>
<grid size="3x3">
<item/><item nane="SOULARI UM/ ><item />
<i tem name="SOULARI UM'/ ><i t em name="enderi o: bl ock_decorati onl: 0"/ ><item nane="
SCQULARI UM'/ >
<item/><item nane="SOULARI UM/ ><item />
</grid>
<out put nane="enderi o: bl ock_decorationl: 7" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Block 1/7 b" required="true">
<crafting>
<grid size="3x3">
<i t em nanme=" CHASSI PARTS"/ ><i t em nane="SOULARI UM'/ ><i t em nane=" CHASSI PARTS"/ >
<i tem nanme="SOULARI UM'/ ><item / ><i t em nanme="SOULARI UM'/ >
<i t em nanme=" CHASS| PARTS"/ ><i t em nane="SOQULARI UM'/ ><i t em nane=" CHASSI PARTS"/ >



</grid>
<out put nane="enderi o: bl ock_decorationl: 7* amount="1"/>
</crafting>
</recipe>

<reci pe name="Deco Block 1/7 c" required="true">
<crafting>
<grid size="3x3">
<i t em name="SOULARI UM'/ ><i t em nane=" CHASSI PARTS"/ ><i t em nanme="SOULARI UM'/ >
<i t em nane=" CHASSI PARTS"/ ><i t em / ><i t em nanme=" CHASSI PARTS"/ >
<i t em nane="SOULARI UM'/ ><i t em nanme=" CHASS| PARTS"/ ><i t em name="SOULARI UM'/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 7* amunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Block 1/7 d" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 12"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 7" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/8" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 7"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 8" anmpunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/9" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 8" />
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 9" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/10" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 9"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 10" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/11" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 10"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 11" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/12" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 11"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 12" anount="1"/>
</crafting>



</ recipe>

<reci pe nane="Deco Bl ock 1/13" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 1"/ ><item name="or edi ct: dyeRed"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 13" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Block 1/1 f" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorati onl: 13"/ ><i tem nanme="ni necraft:water_bucket"
/>
</ shapel ess>
<out put nane="enderi o: bl ock_decorationl: 1" amount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/14 a" required="true">
<crafting>
<grid size="3x3">
<item/><item name="barslron"/><item/>
<i tem name="bar sl ron"/><i tem nanme="enderi o: bl ock_decorati onl: 0"/ ><i tem nane="
barslron"/>
<item/><item nanme="barslron"/><item/>
</grid>
<out put nane="enderi o: bl ock_decorationl: 14" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/14 b" required="true">
<crafting>
<grid size="3x3">
<i t em nanme=" CHASSI PARTS"/ ><i t em nane="bar sl ron"/ ><i t em nanme=" CHASSI| PARTS"/ >
<item nane="barslron"/><item/><item nane="barslron"/>
<i t em nanme=" CHASS| PARTS"/ ><i t em nane="bar sl ron"/ ><i t em name=" CHASS| PARTS"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 14" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 1/14 c" required="true">
<crafting>
<grid size="3x3">
<i tem nane="bar sl ron"/ ><i t em name=" CHASSI PARTS"/ ><i t em nane="bar sl ron"/ >
<i t em nanme=" CHASS| PARTS"/ ><i t em / ><i t em nane=" CHASS| PARTS"/ >
<i tem nanme="bar sl ron"/ ><i t em nanme=" CHASS| PARTS"/ ><i t em nane="bar sl ron"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 14" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/15 a" required="true">
<crafting>
<grid size="3x3">
<item/><item name="FUSED GLASS'/><item />
<i tem name="FUSED_GLASS"/ ><i t em nane="enderi o: bl ock_decorationl: 0"/ ><item
nane="FUSED GLASS"/ >
<item/><item name="FUSED GLASS"'/><item />
</grid>
<out put nane="enderi o: bl ock_decorationl: 15" anmount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/15 b" required="true">



<crafting>
<grid size="3x3">
<i t em nane=" CHASSI PARTS"/ ><i t em nane="FUSED GLASS"/ ><i t em name=" CHASSI| PARTS"/ >
<i tem name="FUSED GLASS"/ ><item /><item nane="FUSED _G.ASS"/ >
<i t em nane=" CHASSI PARTS"/ ><i t em nanme="FUSED_GLASS"/ ><i t em nane=" CHASSI PARTS"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 15" anmount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 1/15 c" required="true">
<crafting>
<grid size="3x3">
<i tem name="FUSED_GLASS"/ ><i t em nanme=" CHASSI PARTS"/ ><i t em nane="FUSED GLASS"/ >
<i t em nane="CHASSI PARTS"/ ><i t em / ><i t em name=" CHASSI PARTS"/ >
<i t em nane="FUSED_GLASS"/ ><i t em nanme="CHASS| PARTS"/ ><i t em nane="FUSED_GLASS"/ >
</grid>
<out put nane="enderi o: bl ock_decorationl: 15" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/0" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 1"/ ><item nane="m necraft:furnace"
[ ><item nane="m necraft:furnace"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 0" anmpount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/ 1" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorati onl: 1"/ ><i t em nane="chest Wod"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 1" amount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/2" required="true">
<crafting>
<shapel ess>
<i tem nanme="enderi o: bl ock_decorati onl: 1"/ ><i t em nanme="CHASSI| S"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 2" ampunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/3" required="true">
<crafting>
<shapel ess>
<i tem name="enderi 0: bl ock_decoration2: 1"/ ><i t em nane="enderi o
bl ock_decorati on2: 2"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 3" anmpunt="2"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/4" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_decorati on2: 3"/ ><i t em nane="net her Star"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 4" amunt="1"/>
</crafting>
</recipe>



<reci pe nane="Deco Bl ock 2/5" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorati onl: 1"/ ><i t em nane="wor kbench"/ >
</ shapel ess>
<out put name="enderi o: bl ock_decorati on2: 5" anmount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/6" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_decorati onl: 1"/ ><item nane="genDi anond"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 6" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/ 7" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 1"/ ><i t em nanme="POADER_| NFI NI TY"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 7" anmpount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/8" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_decorationl: 1"/ ><item nane="itenFlint"/><item nane="
itenFlint"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 8" ampunt="1"/>
</crafting>
</ recipe>

<reci pe name="Deco Bl ock 2/9" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorati onl: 7"/ ><item name="m necraft:iron_axe"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 9" ampunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/ 10" required="true">
<crafting>
<shapel ess>
<i tem name="enderi 0: bl ock_decorationl: 1"/ ><i t em nanme=" GEAR_ENERG ZED"/ >
</ shapel ess>
<out put name="enderi o: bl ock_decoration2: 10" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/ 11" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorati onl: 15"/ ><i t em nane="barslron"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 11" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/ 12" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 15"/ ><i tem nanme="enderi o:



bl ock_dark_i ron_bars"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 12" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/ 13" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 1"/ ><i t em nane=" CONDU T_BI NDER"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 13" anmount="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 2/ 14" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_decorationl: 1"/ ><item nane="i ngotlron"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 14" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 2/ 15" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorati onl: 1"/ ><i t em nane=" CAPACI TORL"/ ><i t em nane="
CAPACI TORL"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration2: 15" anount="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 3/0" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 1"/ ><i tem name="mi necraft:bucket"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration3: 0" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 3/ 1" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 1"/ ><item nanme="m necraft:furnace"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration3: 1" anmpunt="1"/>
</crafting>
</ recipe>

<reci pe nane="Deco Bl ock 3/2" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_decorationl: 1"/ ><item nanme="GEAR | RON'/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration3: 2" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Deco Bl ock 3/3" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o0: bl ock_decorationl: 1"/ ><i t em name=" CAPACI TORL"/ >
</ shapel ess>
<out put nane="enderi o: bl ock_decoration3: 3" anmpunt="1"/>
</crafting>



</ recipe>

<reci pe nane="Deco Bl ock 3/4" required="true">
<crafting>
<shapel ess>
<i tem name="enderi o: bl ock_decorationl: 1"/ ><item nanme="itenFlint"/>
</ shapel ess>
<out put nane="enderi o: bl ock_decoration3: 4" amunt="1"/>
</crafting>
</recipe>

<reci pe nane="Confusi on Charge" required="true">
<crafting>
<grid size="3x3">
<i tem name="it enConf usi ngbust "/ ><i t em nanme="or edi ct: sand"/ ><i t em nanme="
i t enConf usi ngbust ™/ >
<i tem name="or edi ct: sand"/ ><i t em nane="gunpowder "/ ><i t em nanme="or edi ct: sand"/ >
<i tem name="it enConf usi ngbust "/ ><i t em nane="or edi ct: sand"/ ><i t em nane="
i t emConf usi ngbust "/ >
</grid>
<out put nane="enderi o: bl ock_conf usi on_charge" anmount="1"/>
</crafting>
</ recipe>

<reci pe nane="Concussi on Charge" required="true">
<crafting>
<grid size="3x3">
<i tem name="it enEnder Fragnent "/ ><i t em name="it enEnder Fragnment "/ ><i t em nane="
i t enEnder Fragnment "/ >
<i t em name="or edi ct: sand"/ ><i t em nane="gunpowder "/ ><i t em nanme="or edi ct: sand"/ >
<i tem name="it enConf usi ngDust "/ ><i t em name="it enConf usi ngDust "/ ><i t em nane="
i t enConf usi ngbust "/ >
</grid>
<out put nane="enderi o: bl ock_concussi on_charge" anount="1"/>
</crafting>
</ recipe>

<reci pe name="Ender Charge" required="true">
<crafting>
<grid size="3x3">
<i tem name="it enEnder Fragment "/ ><i t em nane="or edi ct: sand"/ ><i t em name="
i t enEnder Fragnent"/ >
<i tem name="or edi ct: sand"/ ><i t em nane="gunpowder "/ ><i t em nanme="or edi ct: sand"/ >
<i tem name="it enEnder Fragnment "/ ><i t em nanme="or edi ct: sand"/ ><i t em nanme="
i t enEnder Fragnment "/ >
</grid>
<out put nane="enderi o: bl ock_ender _charge" anount="1"/>
</crafting>
</recipe>

<reci pe nane="Ender Defragnentation” required="true">
<crafting>
<grid size="3x3">
<item/><item nane="itenEnder Fragnment"/><item />
<i tem name="it enEnder Fragnment "/ ><i t em nanme="it enEnder Fr agnment "/ ><i t em nane="
i t enEnder Fragnent"/ >
<item/><item nane="itenEnder Fragnment"/><item />
</grid>
<out put nane="oredict:enderpearl” anount="1"/>
</crafting>
</recipe>

<reci pe nane="Awar eness Upgrade" required="true">
<crafting>
<grid size="3x3">
<i t em name="CONDUI T_BI NDER" /><item nane="SI LI CON' /><item name="
CONDUI T_BI NDER" />
<i tem name="SI LI CON' /><item nane="pear| Ender Eye" /><item nane="SI LI CON' />



<i t em nane="CONDUl T_BI NDER" /><item nanme="ELECTRI CAL_STEEL" /><item nane="
CONDUI T_BI NDER' / >
</grid>
<out put nane=" REMOTE_AWARENESS UPGRADE" anount="3" />
</crafting>
</recipe>

<reci pe nane="Wrel ess Energy Transnitter Di sh Assenbly" required="true">
<crafting>
<grid>
<i tem name="dyeWhi te"/ ><item nane="ELECTRI CAL_STEEL"/><item />
<item/><item nanme="dyeWhite"/><item nanme="ELECTRI CAL_STEEL"/ >
<i tem name="dyeWhi te"/ ><i t em nanme="ELECTRI CAL_STEEL"/ ><item />
</grid>
<out put nane="itenmWrel essbhi sh"/>
</crafting>
</recipe>

<reci pe name="Infinity Rod" required="true">
<crafting>
<grid>
<item /><item nane="DARK_STEEL_NUGGET"/ ><i t em nane="POADER | NFI NI TY"/ >
<i t em name="DARK_STEEL NUGGET"/ ><i t em nane="sti ckWod"/ ><i t em name="
DARK_STEEL NUGGET"/ >
<i t em name="POWNDER_| NFI NI TY"/ ><i t em nane="DARK_STEEL_ NUGGET"/><item />
</grid>
<out put name="item nfinityRod"/>
</crafting>
</ recipe>

<reci pe nane="Infinity Dust Block 1" required="true">
<crafting>
<grid>
<i t em nane="dust Bedr ock"/ ><i t em nane="dust Bedr ock"/ ><i t em nanme="dust Bedr ock"/ >
<i t em nane="dust Bedr ock"/ ><i t em nane="dust Bedr ock"/ ><i t em nane="dust Bedr ock"/ >
<i t em nanme="dust Bedr ock"/ ><i t em nane="dust Bedr ock"/ ><i t em nanme="dust Bedr ock"/ >
</grid>
<out put name="conpr essedlxDust Bedr ock"/ >
</crafting>
</ recipe>

<reci pe nane="Infinity Dust Block 1, Uncrafting" required="true">
<crafting>
<shapel ess><i t em name="conpr essed1xDust Bedr ock"/ ></ shapel ess>
<out put nane="dust Bedrock"” anmount="9"/>
</crafting>

</ recipe>
<reci pe nane="Infinity Dust Block 1, Sagmlling" required="true">
<sagm | I i ng energy="10000" bonus="chance_only">

<i nput name="conpr essedlxbDust Bedr ock"/ >
<out put nane="dust Bedr ock” amount="9"/>
<out put nane="enderi o:block_infinity fog" anpbunt="1" chance="0.05"/>
</sagm | ling>
</ recipe>

<reci pe nane="Infinity Dust Block 2" required="true">
<crafting>
<grid>
<i t em nane="conpr essedlxDust Bedr ock"/ ><i t em nane="conpr essedlxDust Bedr ock"
/ ><i t em nanme="conpr essed1xDust Bedr ock"/ >
<i t em name="conpr essed1xDust Bedr ock"/ ><i t em nane="conpr essedlxDust Bedr ock"
/ ><i t em nane="conpr essedlxDust Bedr ock"/ >
<i t em name="conpr essed1xDust Bedr ock"/ ><i t em nane="conpr essedlxDust Bedr ock"
/ ><i t em name="conpr essed1xDust Bedr ock"/ >
</grid>
<out put nane="conpr essed2xDust Bedr ock"/ >
</crafting>



</ recipe>

<reci pe nane="Infinity Dust Block 2, Uncrafting" required="true">
<crafting>
<shapel ess><i t em name="conpr essed2xDust Bedr ock"/ ></ shapel ess>
<out put name="conpressedlxDust Bedr ock"” amunt="9"/>
</crafting>

</ recipe>
<reci pe nane="Infinity Dust Block 2, Sagmlling" required="true">
<sagm | I i ng energy="20000" bonus="chance_only">

<i nput name="conpr essed2xbDust Bedr ock"/ >
<out put nane="conpr essedlxDust Bedr ock” anount="9"/>
<out put nane="dust Bedr ock" anount="1" chance="0.05"/>
<out put nane="enderi o:block_infinity fog" anpunt="1" chance="0.1"/>
</ sagm | ling>
</recipe>

<reci pe nane="Infinity Dust Block 3" required="true">
<crafting>
<grid>
<i t em name="conpr essed2xDust Bedr ock"/ ><i t em nane="conpr essed2xDust Bedr ock"
/ ><i t em nanme="conpr essed2xDust Bedr ock"/ >
<i t em nane="conpr essed2xDust Bedr ock"/ ><i t em nane="conpr essed2xDust Bedr ock"
/ ><i t em nanme="conpr essed2xDust Bedr ock"/ >
<i t em name="conpr essed2xDust Bedr ock"/ ><i t em nane="conpr essed2xDust Bedr ock"
/ ><i t em nanme="conpr essed2xDust Bedr ock"/ >
</grid>
<out put nane="conpressed3xDust Bedr ock"/ >
</crafting>
</recipe>

<reci pe nane="Infinity Dust Block 3, Uncrafting" required="true">
<crafting>
<shapel ess><i t em name="conpr essed3xDust Bedr ock"/ ></ shapel ess>
<out put nane="conpressed2xDust Bedr ock” anount="9"/>
</crafting>
</recipe>

<reci pe nane="Infinity Dust Block 3, Sagmlling" required="true">
<sagm | I i ng energy="30000" bonus="chance_only">
<i nput nanme="conpressed3xDust Bedr ock"/ >
<out put nane="conpr essed2xDust Bedr ock" anount="9"/>
<out put nane="conpr essedlxDust Bedr ock” anount="1" chance="0.05"/>
<out put nane="dust Bedr ock"” anount="1" chance="0.1"/>
<out put nane="enderi o:block_infinity fog" anpbunt="1" chance="0.2"/>
</sagm | 1ing>
</ recipe>

<reci pe nane="Holy Dust, Batman" required="true">
<sagm | li ng energy="5000">
<i nput name="itenCl ayedd owst one"/ >
<l-- Note: The "old" holy fog is still around. It has a much snaller area and
doesn't use a TE to store its data.
You can switch this recipe if you run into performance issues with
the new one. -->
<l-- <output nane="enderi o: bl ock_holy_fog" anmount="2" chance="0.8"/> -->
<out put nane="enderi o: bl ock_holier_fog" amount="1" chance="0.8"/>
<out put nane="dust d owstone" chance="0.1"/>
<out put nane="oredict:itend ay" chance="0.1"/>
</sagm | ling>
</ recipe>

<reci pe nane="Bl ack Paper" required="true">
<crafting>
<shapel ess>
<i tem nane="or edi ct: paper"/ ><i t em nane="dyeBl ack"/ >
</ shapel ess>



<out put nane="paper Bl ack" />
</crafting>
</recipe>

</ enderi o: reci pes>



