<?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 capacitor definitions. 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 capacitor definitions, copy the capacitors you want to change
to
afilein the 'user' folder.

If you disable all built-in recipes with the setting "I oadCoreRecipes"in the Ender 10O
config file, capacitor definitions will still be | oaded because they are absolutely
needed.

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-- These are used during devel opnent for new machi nes and by those few that don't

have their
own keys yet. -->

<capaci tor key="enderi o: bl ock_machi ne_base/| egacy_i nt ake" base="80" scal er =" PONER'
/>

<capaci tor key="enderi o: bl ock_nachi ne_base/| egacy_buffer" base="100000" scal er="
PONER" />

<capaci tor key="enderi o: bl ock_nmachi ne_base/ | egacy_use" base="20" scal er="PONER' />

<I-- Defines the base efficiency of all machines that don't have their own
efficiency value -->

<capaci tor key="enderi o: bl ock_nachi ne_base/ | egacy_effici ency" base="1" scal er="
FI XED' />

<I--

Dark Steel Itens - This includes all itens that take energy upgrades in the anvil.

Capacitor level is the level of the energy upgrade (from1l for "Enpowered" to 4 for
"Enpowered |V").

"buffer” is the size of the energy buffer.

"intake" is the maxi mum charge the itemtakes per tick.

"use" limts the anpbunt of energy that is used per operation. Please note that an
operation that takes nore

energy than this attribute permits will still succeed-if there is enough energy in
the itemfor the whole

operation

"absorption” is the probability that incom ng damage will use energy instead of
danmagi ng the item

-->

<capaci tor key="enderio:itemdark_steel sword/energy_buffer" base="100000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel sword/energy_intake" base="1000" scal er="i dx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel sword/energy_use" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel _sword/absorption" base="1" scal er="idx(1)O0:
0.5:0.6:0.7:0.85:0.95" />



<capaci tor key="enderio:itemdark_steel chestpl ate/ energy_buffer"” base="100000"
scaler="idx(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel chestpl ate/energy_intake" base="1000"
scaler="idx(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel chestpl ate/ energy_use" base="1000" scal er ="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel chestpl ate/absorption" base="1" scal er="idx
(1)0:0.5:0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel shield/energy_ buffer" base="100000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel shield/energy_intake" base="1000" scal er="idx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel shield/energy_use" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel _shield/ absorption"” base="1" scal er="idx(1)O0:
0.5:0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel axe/energy_buffer” base="100000" scal er="i dx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel axe/energy_intake" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel axe/energy_use" base="1000" scal er="idx(1)0:
1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel axe/absorption" base="1" scal er="idx(1)0:0.5:
0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel crook/energy_ buffer" base="100000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:item dark_steel crook/energy_intake" base="1000" scal er="idx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel crook/energy_use" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel _crook/absorption" base="1" scal er="idx(1)O0:
0.5:0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel bow energy_buffer"” base="100000" scal er="i dx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel bow energy_intake" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel bow energy_use" base="1000" scal er="idx(1)0:
1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel bow absorption" base="1" scal er="idx(1)0:0.5:
0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel pickaxe/energy buffer" base="100000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:item dark_steel pickaxe/energy_intake" base="1000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel pickaxe/energy_use" base="1000" scal er="idx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:item dark_steel pickaxe/absorption" base="1" scal er="idx(1)0:
0.5:0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel shears/energy_buffer” base="100000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel shears/energy_intake" base="1000" scal er="i dx
(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:item dark_steel _shears/energy_use" base="1000" scal er="idx(1)
0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel shears/absorption" base="1" scaler="idx(1)0
0.5:0.6:0.7:0.85:0.95" />

<capaci tor key="enderio:itemdark_steel treetap/energy_buffer" base="100000" scal er="
idx(1)0:1:1.5:2.5:10: 25" />

<capaci tor key="enderio:itemdark_steel treetap/energy_intake" base="1000" scal er="
idx(1)0:1:1.5:2.5:10:25" />

<capaci tor key="enderio:itemdark_steel treetap/energy_use" base="1000" scal er="idx



(1)0:1:1.5:2
<capaci t or

.5:10: 25" />

key="enderi o:

item dark_steel _treetap/absorption" base="1" scal er="idx(1)0:

i tem dark_steel _hand/ energy_buffer" base="100000" scal er="i dx

i tem dark_st eel _hand/ energy_i nt ake" base="1000" scal er ="i dx

i tem dar k_st eel _hand/ energy_use" base="1000" scal er ="i dx(1)0:

i tem dar k_st eel _hand/ absorpti on" base="1" scal er="i dx(1)0:

itemstaff_of |levity/energy buffer" base="100000" scal er="i dx

itemstaff_of | evity/energy_intake" base="1000" scal er ="i dx

itemstaff_of |evity/energy_use" base="1000" scal er="i dx(1)0:

0.5:0.6:0.7:0.85:0.95" />
<capaci tor key="enderi o:
(1)0:1:1.5:2.5:10: 25" />
<capaci tor key="enderi o:
(1)0:1:1.5:2.5:10: 25" />
<capaci tor key="enderi o:
1:1.5:2.5:10: 25" />
<capaci tor key="enderi o:
0.5:0.6:0.7:0.85:0.95" />
<capaci tor key="enderi o:
(1)0:1:1.5:2.5:10: 25" />
<capaci tor key="enderi o:
(1)0:1:1.5:2.5:10: 25" />
<capaci tor key="enderi o:
1:1.5:2.5:10: 25" />
<capaci tor key="enderio
0:1:1.5:2.5:10: 25" />
<capaci tor key="enderio
1:1.5:2.5:10: 25" />
<capaci tor key="enderio
1.5:2.5:10: 25" />
<l--
I nventory Chargers
For themthe "use" is t
-->
<capaci tor key="enderio
scaler="idx(1)0:1:1.5:2.5
<capaci tor key="enderio
scaler="idx(1)0:1:1.5:2.5
<capaci tor key="enderio
idx(1)0:1:1.5:2.5:5" />
<capaci tor key="enderio
scaler="idx(1)0:1:1.5:2.5
<capaci tor key="enderio
scaler="idx(1)0:1:1.5:2.5
<capaci tor key="enderio
idx(1)0:1:1.5:2.5:5" />
<capaci tor key="enderio
idx(1)0:1:1.5:2.5:5" />
<capaci tor key="enderio
(1)0:1:1.5:2.5:5" />
<capaci tor key="enderio

0:1:1.5:2.5:5"

<capaci tor

25000000" scal er="idx(1)O0:

<capaci t or

scaler="idx(1)0:1:1.5:2.5:

<capaci t or

scaler="idx(1)0:1:1.5:2.5:

<l--

Head Drops

These are chances for

/>
key="enderio
key="enderi o

key="enderio

nobs to drop their

citemtravel _staff/energy buffer” base="100000" scal er="idx(1)
itemtravel _staff/energy_intake" base="1000" scal er="idx(1)0:
itemtravel _staff/energy_use" base="1000" scaler="idx(1)0:1
he amount it can charge other itens with (per operation).
citem.inventory_charger_sinpl e/ energy_buffer" base="100000"
(5" />

:item.inventory_charger_sinpl e/ energy_intake" base="200"

(5" />

sitem.inventory_charger_sinpl e/ energy_use" base="50" scal er="
:item.inventory_charger _basic/energy_ buffer" base="1000000"
(5" >

sitem.inventory_charger_basic/energy_intake" base="1000"

(5" />

:item.inventory_charger_basic/energy_use" base="200" scal er="
citem.inventory_charger/energy_ buffer" base="5000000" scal er="
sitem.inventory_charger/energy_intake" base="5000" scal er="idx
citem.inventory_charger/energy_use" base="1000" scal er="idx(1)

:item.inventory_charger _vibrant/energy_buffer" base="
1:1.5:2.5:5" />
item.inventory_charger_vibrant/energy_intake" base="25000"
5" | >

citem.inventory_charger_vibrant/energy_use" base="5000"

5" />

head when killed. Please note that we only



handl e vani |l a heads, our
own Enderman skull, and nodded zombies that are coded using the vanilla head-drop
system

Al'l values in in "per thousand" (that's tenth of percents).

"Dark Steel" here refers to all our "The Ender"s, regardl ess of the material they
are of.

Chances from Looti ng and Empowered are added together and then multiplied with the
"fake player" value. W try

to not drop duplicate heads (unless you configure the chance to be above 100% Iike
has been done for the

beheadi ng chance to mimc Tinkers), but heads are often spawned directly in the
worl d instead of being added

to the loot list. W don't search for those heads.

So the cases are:
* One value from (1) plus one from(5), multiplied with one from (6)

* One value from(2) plus one from(3), nultiplied with one from(4), multiplied
with one from (6)

-->
<l-- 1. Any sword that is not a dark steel sword. (Maps Looting level to drop
chance.) -->
<l-- 1.1 Al other heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head vanilla_chance" base="50" scal er="
idx(1)1:2:3:4:5:6" />

<l-- 1.2 Wther Skeleton heads. (vanilla already drops those) -->

<capaci tor key="enderio:itemdark_steel sword/ head vanilla_chance_wi ther" base="0"
scaler="idx(1)1:2:3:4:5:6" />

<!-- 1.3 Enderman heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head vanilla_chance_enderman" base="
50" scaler="idx(1)1:2:3:4:5:6" />

<l-- 2. Any dark steel sword. (Maps Looting |level to drop chance.) -->

<l-- 2.1 Al other heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_chance" base="50" scal er="idx(1) 1:
2:3:4:5:6" >

<l-- 2.2 Wther Skeleton heads. (vanilla already drops those!) -->

<capaci tor key="enderio:itemdark_steel sword/ head _chance_wi ther" base="10" scal er="
idx(1)1:2:3:4:5:6" />

<l-- 2.3 Enderman heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_chance_ender man" base="50"
scaler="idx(1)1:2:3:4:5:6" />

<l-- 3. Any dark steel sword. (Maps Enpowered | evel to drop chance.) -->

<l-- 3.1 All other heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_enpowered_chance" base="20"
scaler="idx(1)1:2:3:4:5:6" />

<l-- 3.2 Wther Skeleton heads. (vanilla already drops those!) -->

<capaci tor key="enderio:item dark_steel sword/ head_enpowered_chance_wither" base="5"
scaler="idx(1)1:2:3:4:5:6" />

<l-- 3.3 Enderman heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_enpowered_chance_ender man" base="
30" scaler="idx(1)1:2:3:4:5:6" />

<l-- 4. Any dark steel sword. (Maps Dark Steel Tier level to drop chance.) -->
<l-- Tiers: Dark Steel = 1, End Steel = 2, Stellar = 4 -->
<l-- 4.1 Al heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head tier_chance" base="1" scal er="i dx
(1)0:1:1.2:1.2:1.3:1.4" />

<l-- 5. Tinkers C eaver on Endernen. -->
<l-- 5.1 Maps Tinkers Beheading | evel to drop chance. -->
<capaci tor key="enderio:item dark_steel sword/ head_beheadi ng_chance_ender man" base="



750" scaler="idx(1)0:1:2:3:4:5" />

<l-- 6. Any fake player using the weapon. This is nmultiplied with the chance. (0 =
pl ayer, 1 = fake player) -->
<l-- 6.1 All other heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_fakepl ayer _chance" base="1"
scaler="idx(1)1:0.5" />

<l-- 6.2 Wther Skeleton heads. (vanilla already drops those!l) -->

<capaci tor key="enderio:itemdark_steel sword/ head_fakepl ayer _chance_w ther" base="
1" scaler="idx(1)1:0.5" />

<l-- 6.3 Enderman heads. -->

<capaci tor key="enderio:itemdark_steel sword/ head_fakepl ayer_chance_ender nan" base="
1" scaler="idx(1)1:0.5" />

</ enderi o: reci pes>



