<?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:schermalLocation="http://enderio.conmrecipes ../.
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

-->

<reci pe nane="Conduit, Data" required="true">
<crafting>
<grid size="3x3">
<i tem name="CONDUI T_BI NDER"' /><item nane="CONDUI T_BI NDER' /><item nane="
CONDUI T_BI NDER' [/ >

e
/../..l..lenderio-invpanel/src/main/resources/assets/enderi o/ config/recipes/recipes.

e

<i tem nane="ELECTRI CAL_STEEL" /><item name="REMOTE_AWARENESS UPGRADE" /><item

nane="ELECTRI CAL_STEEL" />
<i tem name="CONDUl T_BI NDER"' /><item nane="CONDUI T_BI NDER' /><item nane="
CONDUI T_BI NDER" />
</grid>
<out put nane="enderio:itemdata conduit" anmount="8" />
</crafting>
</ recipe>

<reci pe nane="lnventory Panel" required="true">
<crafting>
<grid size="3x3">

<i tem name="DARK_STEEL" /><item nanme="REMOTE_AWARENESS UPGRADE" /><item nane="

DARK_STEEL" />

<i t em name="PULSATI NG_CRYSTAL" /><item nane="SENTI ENT_ENDER' /><item nane="

PULSATI NG_CRYSTAL" />

<i tem name="DARK_STEEL" /><item nane="enderi o: bl ock_t ank: 0" /><item nane="

DARK_STEEL" />
</grid>
<out put nane="enderi o: bl ock_i nventory_panel " />
</crafting>
</recipe>

<reci pe nane="lnventory Panel Coloring white" required="true">
<crafting>
<shapel ess>
<i tem nane="enderi o: bl ock_i nventory_panel " /><item name="dyeWhite" />
</ shapel ess>

<out put nane="enderi o: bl ock_i nventory_panel " nbt='{"enderio:data":{col or: 0}}'

</crafting>
</recipe>

/>



<reci pe name="Ilnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</ recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem nanme="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</recipe>

<reci pe name="Ilnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</ recipe>

<reci pe nane="I| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</recipe>

<reci pe name="Ilnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</ recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</recipe>

<reci pe name="lnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</ recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

Col ori ng orange"

Col oring yel | ow

Col oring silver"

requi red="true">

nventory_panel " /><item nanme="dyeOrange" />

nvent ory_panel "

nbt =" {"enderi o: data":{col or: 1}}

Col ori ng magenta" required="true">

nventory_panel " /><item nanme="dyeMagenta" />

nventory_panel "

nbt ="' {"enderi o: data": {col or: 2}}

Col oring light_blue" required="true">

nventory_panel " /><item nanme="dyeLi ght Bl ue" />

nventory_panel "

nbt =" {"enderi o: data": {col or: 3}}

requi red="true">

nventory_ panel " /><item nane="dyeYel |l ow' />

nvent ory_panel "

nbt=' {"enderio: data": {col or:4}}

Coloring lime" required="true">

nventory_panel " /><item nanme="dyeLi me" />

nventory_panel "

nbt =" {"enderi o: data": {col or: 5}}

Col ori ng pink" required="true">

nventory_ panel " /><item nane="dyePi nk" />

nvent ory_panel "

nbt =" {"enderi o: data": {col or: 6}}

Col oring gray" required="true">

nventory_panel " /><item nane="dyeG ay" />

nventory_panel "

nbt =" {"enderio:data": {col or: 7}}

requi red="true">

nventory_panel " /><item nane="dyeLi ght G ay" />

/>

/>

/>

/>

/>

/>

/>



<out put nane="enderi o: bl ock_i

</crafting>
</recipe>

<reci pe name="Ilnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

</crafting>
</ recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

/>
</crafting>
</ recipe>

<reci pe nane="I| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

/>
</crafting>
</recipe>

<reci pe nanme="lnventory Panel

<crafting>
<shapel ess>

<i tem nanme="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

/>
</crafting>
</recipe>

<reci pe name="Ilnventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

/>
</crafting>
</recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

<out put nane="enderi o: bl ock_i

/>
</crafting>
</ recipe>

<reci pe nane="| nventory Panel

<crafting>
<shapel ess>

<i tem name="enderi o: bl ock_i

</ shapel ess>

nventory_panel " nbt='{"enderio:data":{color:8}}"

oring cyan" required="true">

nventory_panel " /><item nanme="dyeCyan" />

nventory_panel " nbt='"{"enderio:data":{col or:9}}"

oring purple" required="true">

nventory_panel " /><item nane="dyePurple" />

nventory_panel " nbt='{"enderio:data":{col or: 10}}'

oring blue" required="true">

nventory_panel " /><item nane="dyeBl ue" />

nventory_panel " nbt='{"enderio:data":{color:11}}'

Col oring brown" required="true">

nventory_panel " /><item nane="dyeBrown" />

nventory_panel " nbt='{"enderio:data":{color:12}}'

Col oring green" required="true">

nventory_panel " /><item nane="dyeG een" />

nventory_panel " nbt='{"enderio:data":{color:13}}'

Coloring red" required="true">

nventory_panel " /><item nane="dyeRed" />

nventory_panel " nbt='{"enderio:data":{col or: 14}}"

Col oring bl ack" required="true">

nventory_panel " /><item nane="dyeBl ack" />



<out put nane="enderi o: bl ock_i nventory_panel " nbt='{"enderio:data": {color: 15}}"
/>
</crafting>
</recipe>

<reci pe name="lnventory Panel Sensor" required="true">
<crafting>
<grid size="3x3">
<i tem nanme="ELECTRI CAL_STEEL" /><item name="REMOTE_AWARENESS_UPGRADE" /><item
name="ELECTRI CAL_STEEL" />
<i tem name="REDSTONE_ALLOY" /><item nane="CHASSI S" /><item nanme="
REDSTONE_ALLOY" />
<i tem name="ELECTRI CAL_STEEL" /><item nanme="item m necraft:conparator"/><item
name="ELECTRI CAL_STEEL" />
</grid>
<out put nane="enderi o: bl ock_i nventory_panel _sensor"” />
</crafting>
</recipe>

<reci pe name="lnventory Chest, Tiny" required="true">
<crafting>
<grid size="2x3">
<i tem name="chest Wod" /><item nane="REMOTE AWARENESS UPGRADE" />
<i t em name="chest Wod" /><item name="SI MPLE_CHASSI S" />
<i tem nane="chest Whod" /><item name="CAPACI TOR1"/ >
</grid>
<out put nanme="enderi o: bl ock_i nventory_chest _tiny" />
</crafting>
</ recipe>

<reci pe nane="lnventory Chest, Small" required="true">
<crafting upgrade="true">
<grid size="3x3">
<i tem/><item nane="SI MPLE_CHASSI PARTS" /><item />
<i t em name="SI MPLE_CHASSI PARTS" /><item nane="chest Wod" /><item nane="
S| MPLE_CHASSI PARTS" />
<item/><item nane="enderi o: bl ock_i nventory_chest _tiny"/><item/>
</grid>
<out put nane="enderi o: bl ock_i nventory_chest_small" />
</crafting>
</ recipe>

<reci pe nane="| nventory Chest, Mediunt required="true">
<crafting upgrade="true">
<grid size="3x3">
<item/><item nane="SI MPLE_CHASSI PARTS" /><item />
<i t em name="SI MPLE_CHASSI PARTS" /><item nane="chest Wod" /><item nanme="
S| MPLE_CHASSI PARTS" />
<item/><item nanme="enderi o: bl ock_i nventory_chest_small"/><item/>
</grid>
<out put nane="enderi o: bl ock_i nventory_chest _nedi uni' />
</crafting>
</recipe>

<reci pe nane="lnventory Chest, Big" required="true">
<crafting upgrade="true">
<grid size="2x3">
<item/><item nane="REMOTE_AWARENESS UPGRADE" />
<i tem nane="chest Whod" /><item nanme="CHASSI S" />
<item/><item nanme="enderi o: bl ock_i nventory_chest nedi un'/>
</grid>
<out put nane="enderi o: bl ock_i nventory_chest_big" />
</crafting>
</recipe>

<reci pe nane="lnventory Chest, Large" required="true">
<crafting upgrade="true">
<grid size="3x2">



<i t em nanme=" CHASSI PARTS" /><item nanme="CHASSI PARTS" /><item nanme="CHASSI PARTS"
/>
<i t em name="chest Wod" /><item nanme="enderi o: bl ock_i nventory_chest bi g"/><item
name="chest Wod" />
</grid>
<out put nane="enderi o: bl ock_i nventory_chest | arge" />
</crafting>
</ recipe>

<reci pe nane="lnventory Chest, Huge" required="true">
<crafting upgrade="true">
<grid size="3x2">
<i t em name=" CHASSI PARTS" /><item nane="CHASSI| PARTS" /><item nanme="CHASSI PARTS"
/>
<i t em name="chest Wod" /><item nane="enderi o: bl ock_i nventory_chest | arge"
[ ><i t em nane="chest Wod" />
</grid>
<out put nane="enderi o: bl ock_i nventory_chest _huge" />
</crafting>
</recipe>

<reci pe nane="I|nventory Chest, Enornous" required="true">
<crafting upgrade="true">
<grid size="3x3">
<item/><item name="REMOTE _AWARENESS UPGRADE" /><item />
<i t em name="chest Wod" /><item nanme="ENHANCED CHASSI S" /><item nane="
chest Wod" />
<item/><item nane="enderi o: bl ock_i nventory_chest _huge"/><item/>
</grid>
<out put nane="enderi o: bl ock_i nvent ory_chest _enor nous" />
</crafting>
</recipe>

<reci pe nane="lnventory Chest, Warehouse" required="true">
<crafting upgrade="true">
<grid size="3x3">
<i tem/><item nanme="ENHANCED CHASSI PARTS" /><item />
<i t em name="ENHANCED CHASSI PARTS" /><item nane="chest Wod" /><item nane="
ENHANCED CHASSI PARTS" />
<i t em name="chest Wod" /><item nane="enderi o: bl ock_i nventory_chest _enor nmous"
[ ><i t em nane="chest Wod" />
</grid>
<out put nane="enderi o: bl ock_i nvent ory_chest _war ehouse" />
</crafting>
</recipe>

<reci pe nane="I|nventory Chest, Warehouse 13" required="true">
<crafting upgrade="true">
<grid size="3x3">
<i tem/><item nanme="ENHANCED CHASSI PARTS" /><item />
<i t em nanme=" ENHANCED CHASSI PARTS" /><item nane="chest Wod" /><item nane="
ENHANCED CHASSI PARTS" />
<i t em name="chest Wod" /><item nane="enderi o: bl ock_i nventory_chest war ehouse"
[ ><i tem nane="chest Wod" />
</grid>
<out put nane="enderi o: bl ock_i nventory_chest war ehousel3" />
</crafting>
</recipe>

<reci pe nane="lnventory Panel Renote" required="true">
<crafting>
<grid size="3x3">

<item ><itenl ><item name="m necraft:heavy_ wei ghted pressure_plate, PPP_| RON
/>

<i tem name="m necraft:heavy_wei ghted_pressure_plate, PPP_IRON' /><item nanme="
enderi o: bl ock_i nventory_panel " /><item nanme="mni necraft:heavy_wei ght ed_pressure_pl ate,
PPP_I RON" />

<i tem name="m necraft:heavy_wei ghted _pressure_plate, PPP_IRON' /><item nane="



enderi o: bl ock_travel _anchor" /><item nanme="m necraft:heavy_ wei ghted_pressure_pl ate,
PPP_I RON' />
</grid>
<out put nane="enderio:item.inventory renote: 0" />
</crafting>
</recipe>

<reci pe nane="Advanced | nventory Panel Renote" required="true">
<crafting upgrade="true">
<grid size="3x3">
<item ><itenl ><item name="PPP_DARK STEEL" />
<i tem name="PPP_DARK STEEL" /><item nane="enderio:item.inventory_renote: 0"
/ ><i t em nane="PPP_DARK_ STEEL" />
<i tem name="PPP_DARK STEEL" /><item nane="enderio:itemtravel staff" /><item
nanme="PPP_DARK_STEEL" />
</grid>
<out put nane="enderio:item.inventory renote:1" />
</crafting>
</ recipe>

<reci pe nane="Ender |nventory Panel Renote" required="true">
<crafting upgrade="true">
<grid size="3x3">
<item ><itenl ><item name="PPP_SOULARI UM' />
<i tem name="PPP_SOULARI UM' /><item nanme="enderio:item.inventory renote: 1"
[ ><i t em nane="PPP_SOULARI UM' />
<i t em name="PPP_SOULARI UM' /><item nanme="enderi o: bl ock_transcei ver" /><item
name="PPP_SOULARI UM' />
</grid>
<out put nane="enderio:item.inventory_renote: 2" />
</crafting>
</recipe>

</ enderi o: reci pes>



