<?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/ XMLSchena- i nst ance" xsi:schemalLocati on="http://enderio.confrecipes ../../../..
/../../..lenderio-endergy/src/main/resources/assets/enderi o/ config/recipes/recipes. xsd
">

<l--

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 gane 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 itenms that cannot be
found in-ganme 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
XM. editor will display that as tooltips when editing this file

-->
<l--

Ginding Balls:

Ginding balls provide bonus outputs and reduced power use. Using the user config
new grinding balls may be added and

exi sting ones renoved.

Use of the grinding ball is restricted by the bonusType of the recipe. If it is set
to "none", it will not have any grindi ng

bal | bonuses applied and will not reduce the durability of any balls in the mll at
the tine it is processed. If it is set

to "chance_only", the chance and power nmultipliers of the grinding balls are
applied, but not the grinding nultiplier. If it

is set to "multiply output” (default), all multipliers apply.

- grinding: The recipe output will be produced this nany tines. e.g
"3.14" woul d produce 3 copies of the complete
out put set and a 14% chance for a forth copy.
- chance: The chances for the different outputs of the recipe are
multiplied with this. e.g. if a recipe specifies
<out put nane="cobbl est one” chance="0.15" /> a chance
multiplier of "3.14" would nmake it a 47.1% chance
of getting one cobbl estone. Results of nore than 100% do not
give multiples.
- power: The "energy cost” of the recipe is nultiplied with this.
- durability: This specifies how long one grinding ball will last before it
is used up. The unit is the amount of
power used by the SAGMII.

-->

<!-- Endergy Ginding Balls -->

<grindi ngbal I nane="Crude Steel Ball" grinding="1.2" chance="1.25" power="0. 85"
durabi | i ty="24000" >

<i tem nane="bal | CrudeSt eel "/ >
</ grindi ngbal | >



<grindi ngbal | nane="Crystalline Alloy Ball" grinding="1.8" chance="1.4" power="1. 45"
durabi li ty="80000" >

<item nanme="bal | Crystal |l i neAl | oy"/>
</ gri ndi ngbal | >

<grindi ngball name="Mel odic Alloy Ball" grinding="2.0" chance="1.45" power="1.55"
durabi li ty="80000" >

<i t em name="bal | Mel odi cAl | oy"/>
</ gri ndi ngbal | >

<grindi ngbal | nane="Stellar A loy Ball" grinding="2.3" chance="2.25" power="2.2"
durabi lity="160000" >

<item nanme="bal |l StellarAlloy"/>
</ gri ndi ngbal | >

<grindi ngball nanme="Crystalline Pink Slime Ball" grinding="1.75" chance="1.55" power="
1. 55" durability="80000" >

<i tem nane="bal | Crystal | i nePi nkSl i ne"/>
</ gri ndi ngbal | >

<gri ndi ngbal | name="Energetic Sliver Ball" grinding="1.6" chance="1.1" power="1.1"
durabi | i ty="80000" >

<i tem nanme="bal | EnergeticSilver"/>
</ grindi ngbal | >

<grindi ngbal | nane="Vivid Alloy Ball" grinding="1.75" chance="1.35" power="1.35"
dur abi l'i ty="80000" >

<i tem nanme="bal | Vi vi dAl | oy"/ >
</ gri ndi ngbal | >

<reci pe nane="Crude Steel Ball Crafting" required="true">
<crafting>
<grid>
<item ><i tem nane="i ngot CrudeSt eel "/ ><iteni >
<i tem nanme="i ngot CrudeSt eel "/ ><i t em nane="i ngot CrudeSt eel "/ ><i t em nane="
i ngot CrudeSt eel "/ >
<item ><i tem nane="i ngot CrudeSt eel "/ ><iteni >
</grid>
<out put nane="bal | CrudeSt eel " anount="24"/>
</crafting>
</recipe>

<reci pe nane="Crude Steel Casting" required="true">
<dependency iten¥"tconstruct: cast_custom 2"/ >
<casti ng>
<i nput name="nugget CrudeSt eel " anount="1.875"/><!-- 30mMB -->
<cast name="tconstruct:cast_custom?2"/>
<out put nane="bal | CrudeSteel "/ >
</ casting>
</ recipe>

<reci pe nane="Crude Steel Ball Snelting" required="true">
<dependency itene"tconstruct: cast_custom2"/>
<snel ting tinkers="true" vanilla="fal se">
<i nput nanme="bal | CrudeSteel " anpunt="24"/>
<out put nane="i ngot CrudeSt eel " anount="5"/>
</ snel ting>
</ recipe>

<reci pe nane="Crude Steel Ball Reverse Casting" required="true">
<dependency iten¥"tconstruct:cast_custom 2"/ >
<casting>
<i nput name="i ngot Gol d" anpunt="2"/>
<cast name="bal | CrudeSt eel " consunmed="true"/>
<out put nane="tconstruct:cast_custom 2"/>
</ casti ng>
</recipe>



<reci pe name="Crystalline Alloy Ball Crafting" required="true">
<crafting>
<grid>
<itenl ><item name="ingot CrystallineAlloy"/><item >
<item name="i ngot Crystal lineAl |l oy"/><item name="i ngot Crystal lineAlloy"/><item
nane="i ngot Crystal |l i neAl | oy"/ >
<itenl ><item name="ingot CrystallineAlloy"/><item >
</grid>
<out put nane="bal |l Crystal lineAl | oy" anount="24"/>
</crafting>
</ recipe>

<reci pe nane="Crystalline Aloy Casting" required="true">
<dependency itene"tconstruct:cast_custom2"/>
<casti ng>
<i nput name="nugget Crystal |l i neAl | oy" anount="1.875"/><!-- 30nB -->
<cast name="tconstruct:cast_custom2"/>
<out put nane="bal |l CrystallineAloy"/>
</ casti ng>
</recipe>

<reci pe nane="Crystalline Alloy Ball Snelting" required="true">
<dependency itenr"tconstruct:cast_custom2"/>
<snmelting tinkers="true" vanilla="fal se">
<i nput name="ball CrystallineAlloy" anmount="24"/>
<out put nanme="ingot CrystallineAlloy" anount="5"/>
</smel ting>
</ recipe>

<reci pe nane="Crystalline Alloy Ball Reverse Casting" required="true">
<dependency itenr"tconstruct:cast_custom2"/>
<casti ng>
<i nput nanme="i ngot Gol d* anount="2"/>
<cast name="bal | CrystallineAlloy" consuned="true"/>
<out put nane="tconstruct:cast_custom 2"/ >
</ casti ng>
</recipe>

<reci pe nane="Melodic Alloy Ball Crafting" required="true">
<crafting>
<grid>
<i tem ><i tem name="i ngot Mel odi cAl | oy"/><item >
<i tem name="i ngot Mel odi cAl | oy"/ ><i t em name="i ngot Mel odi cAl | oy"/ ><i t em nane="
i ngot Mel odi cAl | oy"/ >
<item ><i tem nanme="i ngot Mel odi cAl | oy"/><item >
</grid>
<out put nane="bal | Mel odi cAl | oy" amount ="24"/>
</crafting>
</ recipe>

<reci pe nanme="Mel odic Alloy Casting" required="true">
<dependency itenr"tconstruct:cast_custom2"/>
<casti ng>
<i nput name="nugget Mel odi cAl | oy" anmount ="1.875"/><!-- 30mB -->
<cast name="tconstruct:cast_custom2"/>
<out put nane="bal | Mel odi cAl | oy"/ >
</ casti ng>
</ recipe>

<reci pe nane="Melodic Alloy Ball Snelting" required="true">
<dependency iten¥"tconstruct:cast_custom 2"/ >
<snmelting tinkers="true" vanilla="fal se">
<i nput nanme="bal | Mel odi cAl | oy" anount ="24"/>
<out put nane="i ngot Mel odi cAl | oy" anmount ="5"/>
</snel ting>
</recipe>



<reci pe nane="Mel odic Alloy Ball Reverse Casting" required="true">
<dependency iten¥"tconstruct:cast_custom 2"/ >
<casti ng>
<i nput name="i ngot Gol d" amount="2"/>
<cast name="bal | Mel odi cAl |l oy" consuned="true"/>
<out put name="tconstruct: cast_custom2"/>
</ casti ng>
</ recipe>

<reci pe nane="Stellar Alloy Ball Crafting" required="true">
<crafting>
<grid>
<itenm ><item name="ingotStellarAl l|oy"/><item >
<item name="ingot StellarAl |l oy"/><item name="ingot Stel |l arAl | oy"/><item nane="
i ngotStellarAlloy"/>
<itenm ><item name="ingotStellarAl loy"/><item >
</grid>
<out put nane="ball StellarAlloy" anount="24"/>
</crafting>
</recipe>

<reci pe nane="Stellar Alloy Casting" required="true">
<dependency iten¥"tconstruct: cast_custom 2"/ >
<casting>
<i nput name="nugget StellarAl | oy" anmount="1.875"/><!-- 30mMB -->
<cast name="tconstruct:cast_custom2"/>
<out put nanme="ball StellarAlloy"/>
</ casting>
</ recipe>

<reci pe nane="Stellar Alloy Ball Snelting" required="true">
<dependency itenr"tconstruct:cast_custom2"/>
<snel ting tinkers="true" vanilla="fal se">
<i nput nanme="bal | Stel | ar Al | oy" anount ="24"/>
<out put nane="ingotStellarAlloy" anmount="5"/>
</smel ting>
</ recipe>

<reci pe nane="Stellar A loy Ball Reverse Casting" required="true">
<dependency iten¥"tconstruct:cast_custom2"/>
<casti ng>
<i nput name="i ngot Gol d" anpunt="2"/>
<cast name="ball StellarAl'l oy" consuned="true"/>
<out put nane="tconstruct:cast_custom 2"/>
</ casti ng>
</recipe>

<reci pe name="Crystalline Pink Sline Ball Crafting" required="true">
<crafting>
<grid>
<itenl ><item name="i ngot CrystallinePinkSlinme"/><item >
<i tem nane="i ngot Crystal | i nePi nkSl i ne"/><i tem nane="i ngot Crystal | i nePi nkSl i ne"
/ ><i tem nane="i ngot Crystal | i nePi nkSl i ne"/ >
<i tem ><item nanme="i ngot Crystal | i nePi nkSl i ne"/><item >
</grid>
<out put nane="bal | Crystal li nePi nkSlinme" anount="24"/>
</crafting>
</recipe>

<reci pe nane="Crystalline Pink Slinme Casting" required="true">
<dependency itene"tconstruct: cast_custom2"/>
<casti ng>
<i nput nanme="nugget Crystal |l i nePi nkSli me" anount="1.875"/><!-- 30mB -->
<cast name="tconstruct:cast_custom2"/>
<out put nane="bal | CrystallinePi nkSlinme"/>
</ casti ng>
</recipe>



<reci pe name="Crystalline Pink Slinme Ball Snelting" required="true">
<dependency iten¥"tconstruct:cast_custom 2"/ >
<smelting tinkers="true" vanilla="fal se">
<i nput name="bal |l CrystallinePinkSline" anount="24"/>
<out put nane="ingot CrystallinePinkSlinme" amunt="5"/>
</smel ting>
</recipe>

<reci pe name="Crystalline Pink Slinme Ball Reverse Casting" required="true">
<dependency itene"tconstruct:cast_custom2"/>
<casti ng>
<i nput name="i ngot Gol d" amount ="2"/>
<cast name="bal | CrystallinePi nkSlinme" consuned="true"/>
<out put nane="tconstruct:cast_custom 2"/>
</ casting>
</ recipe>

<reci pe nane="Energetic Silver Ball Crafting" required="true">
<crafting>
<grid>
<item ><i tem nane="i ngot EnergeticSilver"/><itenl >
<i tem name="i ngot Energeti cSil ver"/><item nanme="i ngot Energeti cSil ver"/><item
nanme="i ngot EnergeticSilver"/>
<itenl ><item name="i ngot Energeti cSilver"/><item >
</grid>
<out put nane="bal | EnergeticSilver" anount="24"/>
</crafting>
</recipe>

<reci pe nane="Energetic Silver Casting" required="true">
<dependency itenr"tconstruct: cast_custom 2"/>
<casti ng>
<i nput name="nugget EnergeticSilver" anount="1.875"/><!-- 30nmB -->
<cast name="tconstruct:cast_custom?2"/>
<out put nane="bal | EnergeticSilver"/>
</ casti ng>
</ recipe>

<reci pe nane="Energetic Silver Ball Smelting" required="true">
<dependency iten¥"tconstruct:cast_custom2"/>
<snel ting tinkers="true" vanilla="fal se">
<i nput name="bal | EnergeticSilver" anbunt="24"/>
<out put nane="ingot EnergeticSilver" anount="5"/>
</ snel ting>
</recipe>

<reci pe nane="Energetic Silver Ball Reverse Casting" required="true">
<dependency iten¥"tconstruct: cast_custom 2"/ >
<casti ng>
<i nput name="i ngot Gol d" anmpunt="2"/>
<cast name="bal | EnergeticSilver" consuned="true"/>
<out put nanme="tconstruct:cast_custom 2"/ >
</ casting>
</ recipe>

<reci pe nane="Vivid Alloy Ball Crafting"” required="true">
<crafting>
<grid>
<i tenl ><i tem name="i ngot Vi vi dAl | oy"/><i ten >
<i tem name="i ngot Vi vi dAl | oy"/ ><i t em nane="i ngot Vi vi dAl | oy"/ ><i t em nane="
i ngot Vi vi dAI' | oy"/ >
<i tenl ><item name="i ngot Vi vi dAl | oy"/><i ten >
</grid>
<out put nane="bal | Vi vi dAl | oy" anount="24"/>
</crafting>
</ recipe>

<reci pe nane="Vivid A loy Casting" required="true">



<dependency iten¥"tconstruct:cast_custom 2"/ >
<casti ng>
<i nput name="nugget Vi vi dAl | oy" anount="1.875"/><!-- 30mB -->
<cast name="tconstruct:cast_custom2"/>
<out put nane="bal | Vi vi dAI' | oy"/>
</ casti ng>
</recipe>

<reci pe name="Vivid Alloy Ball Snelting" required="true">
<dependency itene"tconstruct:cast_custom2"/>
<snmelting tinkers="true" vanilla="fal se">
<i nput nane="bal | Vi vi dAl | oy" anount ="24"/>
<out put nane="ingot Vi vi dAl | oy" anount ="5"/>
</smel ting>
</ recipe>

<reci pe nane="Vivid Al loy Ball Reverse Casting" required="true">
<dependency itenr"tconstruct:cast_custom2"/>
<casti ng>
<i nput nane="ingot Gol d* anount="2"/>
<cast name="bal | Vi vi dAl | oy" consuned="true"/>
<out put nane="tconstruct:cast_custom 2"/>
</ casti ng>
</recipe>

</ enderi o: reci pes>



