<?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="">

<l--

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

To make changes to the recipes, copy the recipes you want to change to
afileinthe "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 will
be | oaded. Pl ease be advi sed that a nunber of recipes are absolutely 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 itens that cannot be
found in-game 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="Staff O Teleport" required="true">
<crafting>
<grid size="3x3">
<item/><item nane
<item/><item nane
"ENDER_CRYSTAL" />
<item name = "SENTI ENT_ENDER'/><item /><item/>
</grid>
<out put nane="enderioadditions:itemtel eport_staff" />
</crafting>
</recipe>

"ENDER_CRYSTAL" /><item nane = "ENDER_CRYSTAL" />
"enderio:itemtravel _staff" /><itemnane =

</ enderi o: reci pes>



