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This	Thaumcraft	Helper	aims	to	aid	players	in	finding	combinations	of	aspects	for	the	Thaumcraft	4	research	mini	game.	You	will	select	the	start	and	end	points	of	the	branch,	number	of	intermediate	steps	(if	a	specific	number	is	required,	otherwise	the	minimum	path	is	found.	Minecraft	Forum	thread	Latest	releases	Fill	in	actual	Thaumcraft	aspects
as	nodes	and	their	connections	Javadoc	Gui	with	aspect	and	intermediate	step	selection	Connections	output	which	scrolls	to	keep	the	most	recent	output	in	view	Fill	comboBoxes	with	aspect	names	(No	longer	using	comboboxes	for	aspects)	Custom	button	class	that	has	three	states:	first,	second	or	none.	First/second	will	colour	the	outline	of	the
button	with	different	colours	and	none	will	have	no	outline.	Tooltips	on	icons	Add	background	behind	aspects	in	output	pane	Make	aspect	icons	smaller	in	sidebar	Make	close	button	smaller	Class	to	load	and	cache	images	Stop	tooltips	going	off	screen	Auto-solver	for	research	note	Options	for	different	Thaumcraft	versions	(changes	aspects)	Add
translations	to	tooltips	Page	2This	Thaumcraft	Helper	aims	to	aid	players	in	finding	combinations	of	aspects	for	the	Thaumcraft	4	research	mini	game.	You	will	select	the	start	and	end	points	of	the	branch,	number	of	intermediate	steps	(if	a	specific	number	is	required,	otherwise	the	minimum	path	is	found.	Minecraft	Forum	thread	Latest	releases	Fill
in	actual	Thaumcraft	aspects	as	nodes	and	their	connections	Javadoc	Gui	with	aspect	and	intermediate	step	selection	Connections	output	which	scrolls	to	keep	the	most	recent	output	in	view	Fill	comboBoxes	with	aspect	names	(No	longer	using	comboboxes	for	aspects)	Custom	button	class	that	has	three	states:	first,	second	or	none.	First/second	will
colour	the	outline	of	the	button	with	different	colours	and	none	will	have	no	outline.	Tooltips	on	icons	Add	background	behind	aspects	in	output	pane	Make	aspect	icons	smaller	in	sidebar	Make	close	button	smaller	Class	to	load	and	cache	images	Stop	tooltips	going	off	screen	Auto-solver	for	research	note	Options	for	different	Thaumcraft	versions
(changes	aspects)	Add	translations	to	tooltips	This	thread	contains	SPOILERS!	(Duh)	View	at	your	own	discretion.	________________________	THIS	GUIDE	WILL	NO	LONGER	BE	UPDATED	BECAUSE	LOLNOPE.	For	assistance	in	completing	research	puzzles,	use	this.	________________________	Since	people	don't	know	how	to	google...	SOME	RESEARCH
NOTES	ARE	IMPOSSIBLE	TO	SOLVE.	BIN	THEM	AND	START	AGAIN.	DO	NOT	POST	ON	THE	FORUMS	ABOUT	IT.	illiterate	spotted	target	acquired...	good	hit	tango	down	________________________	So	we're	stickied	on	the	subforum!!	Time	for	an	obligatory	gif!	________________________	Want	a	more	'visual'	guide	and	a	thorough	look	into	what	this
guide's	rambling	about?	Mr	HaighYorkie's	got	you	covered.	Check	out	his	Thaumcraft	Research	Playlist	and	all	his	other	fancy	dancy	videos	and	tell	him	I	sent	you,	why	not?	Not	convinced?	Check	out	the	video	below~!	________________________	FYI:	Italicized	Information,	if	any,	means	that	it's	not	confirmed.	Citation	needed.	If	you	can	confirm	it	by	all
means	post	and	I'll	amend	it.	I	appreciate	all	the	help	I	can	get.	This	is	an	unofficial	guide	used	without	permission	of	the	modmaker	-	All	imagery	provided	are	created	from	screenshots	of	the	mod	in	use.	All	links	provided	follow	the	ToS	and	will	not	use	profiteering	third	party	sources	such	as	Adfly.	________________________	I	have	more	Cheat	Sheets!
Thaumcraft	4	-	LINK	Thaumic	Tinkerer	V1	-	LINK	Thaumic	Tinkerer	V2	-	LINK	Thaumcraft	Addon	Compenium	-	LINK	Want	this	in	a	PDF/DOC	File?	Right	Click	and	Save	these	files	for	yourself!	4.0.4c	-	[	.doc	/	.pdf	]	4.0.3a	-	[	.doc	/	.pdf	]	4.0.2a	-	[	.doc	/	.pdf	]	_________________	Basic	Information	Thaumonomicon	A	Repository	of	Knowledge	Research:
(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	In-Game	Reference	Guide	Description:	To	craft	the	Thaumonomicon,	you	must	simply	use	your	wand	on	a	bookshelf	placed	in	the	world.	The	Thaumonomicon	is	a	reference	book	of	all	things	thaumaturgical.	It	lists	all	the	discoveries	you	have	made	so	far	and	gives	you
a	general	impression	of	how	many	there	are	still	to	be	made.	Whenever	you	successfully	research	something	and	use	the	scroll,	it	will	automatically	be	added	to	this	book.	You	can	then	browse	through	the	discoveries	and	click	on	them	to	be	shown	more	detailed	information	regarding	them	as	well	as	any	crafting	recipes	associated	with	those
discoveries.	Plants	and	Trees	Magical	Vegetation	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	N/A	Nature:	Er...	Magical	Vegetation!	Description:	Greatwood	Trees	These	large	and	majestic	trees	can	be	found	dotted	all	over	the	countryside.	Their	wood	is	able	to	absorb	impressive	amounts	of	magic	making	it	a
popular	component	in	the	crafting	off	magical	devices.	Silverwood	Trees	These	rare	and	magical	trees	are	a	wondrous	sight.	Their	leaves	shimmer	with	magical	energy	and	their	pale,	soft	wood	is	valued	for	its	purifying	properties.	These	trees	magical	nature	is	such	that	aura	nodes	often	form	within	their	hearts	-	this	feature	alone	makes	a	silverwood
sapling	a	prize	beyond	measure.	Shimmerleaf	The	strange,	glowing	flowers	only	grow	in	the	shadow	of	Silverwood	Trees.	Instead	of	nectar,	these	flowers	produce	quicksilver.	Cinderpearl	Found	only	in	the	hottest	of	climes,	these	plants	burn	with	elemental	fire.	They	can	be	harvested	and	ground	to	produce	a	fine	powder	akin	to	Blaze	powder.	Mana
Pod	This	strange,	podlike	plant	is	found	growing	on	trees	in	magical	forests.	The	grow	very	slowly	and	when	harvested	usually	only	yield	one	or	two	beans.	These	beans,	known	as	Mana	Beans	contain	concentrated	amounts	of	essentia.	They	can	also	be	consumed	though	the	results	are	often	a	bit	unpredictable.	They	can	be	replanted,	but	cultivation	is
difficult	and	time-consuming.	Enchantments	New	Enchantments	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	N/A	Nature:	Thaumcraft	exclusive	enchants	Description:	Thaumcraft	adds	several	unique	enchantments.	Potency	(foci	only)	This	enchantment	increases	the	damage,	range	or	area	of	the	focus	it	is	applied
to.	Frutal	(foci	only)	Foci	with	this	enchantment	use	less	vis	when	activated.	Treasure	(foci	only)	This	enchantment	functions	like	the	Fortune	enchantment,	increasing	the	amount	of	items	gained	when	harvesting.	Haste	This	enchantment	can	be	applied	to	footwear	of	all	types	and	increases	the	wearers	landspeed.	The	higher	the	level	of	enchant,	the
greater	the	speed	bonus	granted.	Repair	This	enchantment	slowly	repairs	the	durability	of	items	by	drawing	vis	from	the	aura.	The	higher	the	level	of	the	enchantment,	the	quicker	this	takes	place.	This	enchantment	can	only	be	applied	to	items	made	with	Thaumcraft,	and	even	then	not	all	of	them.	Ores	Dig	deep	Research:	(Starts	off	unlocked)
Required	Research:	(Starts	off	unlocked)	Recipe:	[	Clusters	(Elemental)	/	Clusters	(Mixed)	]	Nature:	Thaumcraft	exclusive	enchants	Description:	Infused	Stone	On	occasion	there	is	so	much	primal	energy	in	an	aura	that	it	would	settle	into	solid	stone	to	form	Infused	Ore.	The	magic	forms	crystals	within	the	rock	that	can	be	harvested.	These	crystals
have	various	elemental	properties	and	have	many	uses	in	Thaumaturgy.	There	are	six	types	of	infused	stone,	one	for	each	of	the	Primal	Aspects	They	can	be	combined	together	to	form	crystal	clusters.	Crystal	clusters	have	no	special	properties	beyond	adding	a	touch	of	class	to	any	home.	Breaking	a	crystal	cluster	causes	it	to	shatter	into	its
component	crystals.	Cinnabar	This	reddish	ore	is	found	deep	underground	and	when	smelted	produces	quicksilver.	Amber	This	ore	is	found	near	the	surface	and	when	mined	drops	chunks	of	amber.	Knowledge	Fragments	Fragments	of	lost	lore	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Hidden	lore
loot	Description:	In	your	travels	you	might	happen	upon	fragments	of	ancient	and	lost	knowledge.	n	their	own	they	aren't	worth	much,	but	if	you	gather	enough	of	them	together	you	might	gain	unique	research	that	you	can	pursue.	Usually	the	research	they	reveal	cannot	be	gained	through	normal	means.	The	fragments	of	knowledge	can	on	occasion
lead	to	false	theory,	but	this	will	be	revealed	when	you	attempt	to	research	it.	When	this	happens	most	of	your	knowledge	fragments	will	be	returned	to	you.	When	this	happens	it	usually	means	you	have	exhausted	all	current	avenues	of	research	into	lost	knowledge.	Auras	and	Nodes	Magic	is	everywhere	Research:	(Starts	off	unlocked)	Required
Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	In-Game	Reference	Guide	Description:	The	Aura	is	a	field	of	magical	energy	prevalent	throughout	the	world.	It's	origin	is	unclear.	Some	believe	it	is	the	accumulated	life	force	of	living	beings,	while	others	believe	it	to	be	merely	another	type	of	energy	seeping	in	from	another	place.	The	last	theory
seems	to	be	most	likely,	as	the	aura	is	often	found	surrounding	a	node	of	concentrated	mystical	energy	known	as	an	Aura	Node	Each	aura	node	has	a	base	amount	of	magical	energy	it	can	contain	and	this	energy	is	aligned	into	one	or	more	aspects.	It	is	usually	aligned	to	Primal	Aspects,	but	rarely	a	node	may	contain	Compound	Aspects.	The	aspects
within	an	aura	node	can	be	tapped	by	a	thaumaturge	for	his	own	purposes,	The	simplest	way	to	do	so	is	with	the	use	of	a	wand.	Energy	that	has	been	harvested	in	this	manner	is	known	as	visAura	nodes	are	hard	to	see	with	the	naked	eye,	but	faint	glimmers	of	light	often	betray	their	presence.	The	Thaumometer	makes	nodes	slightly	easier	to	find,	as
looking	through	its	lens	makes	them	clearly	visible.	Important:	Caution	must	be	taken	when	draining	a	node.	There	is	a	small	chance	that	when	a	specific	type	of	aspect	within	a	node	is	completely	drained,	it	may	disappear	or	harm	the	integrity	of	the	node.	It	is	possible	for	the	node	to	disappear	completely	if	all	the	aspects	disappear.Fortunately	most
nodes	replenish	their	aspects	over	time	and	if	properly	maintained	can	provide	a	clever	thaumaturge	with	all	the	vis	he	could	want.	Aspects	of	Magic	The	building	blocks	of	magic	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Vis	Elements	Description:	Every	item,	object	or	creature	is	bound	by	varying
mystical	elements	known	as	aspects.	Aspects	describe	the	objects	makeup	and	bend	towers	the	magical	elements.	A	simple	stone	may	process	the	aspect	of	Saxum	while	more	complex	items	like	trees	or	even	creatures	can	be	made	up	of	various	different	aspects	in	varying	amounts.	There	are	close	to	50	known	aspects	with	more	being	discovered	all
the	time.There	are	two	main	types	of	aspects:	Primal	and	Compound.	Primal	Aspects	are	the	most	basic	types	of	aspects	and	there	are	only	6	of	them:	Aer	(air),	Terra	(earth),	Ignis	(fire),	Aqua	(Water),	Ordo	(order),	Perditio	(entropy).	These	form	the	basic	building	blocks	of	all	other	aspects.	Compound	Aspects	are	build	from	two	other	aspects.	The
simplest	comound	aspects	are	made	from	two	primal	aspects,	but	it	is	possible	to	have	incredibly	complex	compound	aspects	made	from	successive	layers	of	simpler	aspects.	The	simplest	example	of	such	a	compound	aspect,	is	the	aspect	if	Victus	(life)	that	is	a	combination	of	Terra	and	Aqua.	To	view	what	aspects	an	item	possesses,	simply	hover	your
cursor	over	the	item	and	press	sneak	(shift),	and	you	will	see	what	aspects	that	item	has	and	what	amounts	of	each.	You	will	first	need	to	study	the	item	however,	until	then	the	aspects	will	remain	unknown.Aspects	that	have	somehow	been	separated	from	their	object	and	purified	is	known	as	Vis	and	is	very	valuable	both	as	a	crafting	ingredient	and
as	a	subject	for	magical	research.	Vis	is	most	often	bound	into	wands,	but	it	is	also	to	store	it	as	a	magical	liquid.	Vis	stored	as	a	liquid	is	known	as	Essentia.	Aspect	Combinations	by	Saice	Phone	Friendly	Version	by	Saice	Research	How	you	discover	things	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	/	alt	/	repair
]	Nature:	How	do	I	do	learn	<	_>	Description:	Before	you	can	build	most	thaumaturgical	items	and	blocks,	you	first	need	to	discover	how	to	do	so.	There	are	several	steps	in	this	process:	(1)	Exploring	the	world	and	examining	blocks,	items	and	creatures	with	a	Thaumometer.	(2)	Taking	the	research	points	you	gathered	from	the	first	step	and
expanding	your	aspect	knowledge	with	the	Research	Table.	(3)	Using	the	aspects	you	know	and	discovering	practical	knowledge	and	recipes	with	the	Research	Table	(1)	Exploration	You	cannot	perform	research	without	research	points,	and	the	best	way	to	gain	research	points	is	by	exploration	and	examining	object	in	the	world.	The	first	thing	you
will	need	to	do	is	construct	a	Thaumometer	(see	next	page).	By	pointing	the	Thaumometer	at	objects	or	creatures	and	holding	the	right	mouse	button	you	will	start	examining	them.	The	process	does	not	take	long	but	your	movement	speed	is	reduces	while	it	is	occurring.	Once	the	Thaumometer	will	display	what	aspects	the	object	contains.	In	the
bottom	right	of	the	screen	you	will	also	see	a	summary	of	the	aspects	and	research	points	you	discovered.	You	will	initially	not	be	able	to	examine	all	objects	since	you	have	not	discovered	their	component	aspects.	For	example,	a	object	containing	the	Lux	aspect	can	only	be	examined	if	you	have	previously	discovered	the	Lux	aspect,	or	know	the	two
aspects	that	combine	to	create	it.	The	very	first	time	you	discover	an	aspect	by	examining	something	you	gain	double	the	number	of	research	points	you	would	have	normally.	Objects	and	creatures	can	usually	only	be	examined	once.	While	exploring	the	world	and	examining	things	it	is	always	a	good	idea	to	keep	a	filled	set	of	scribing	tools	and	some
paper	on	you.	Occasionally	examining	something	will	reveal	additional	clues	and	insights	into	thaumoturgical	research,	often	resulting	in	a	set	of	research	notes	that	you	can	research	further.	(2)	Combining	Aspects	Once	you	have	gathered	some	research	points	you	can	attempt	to	combine	them	into	compound	aspects	within	a	research	table.	To	craft
a	research	table	simply	place	two	tables	next	to	each	other	and	click	on	them	with	a	set	of	Scribing	Tools.	The	recipe	for	tables	is	listed	under	the	Artiface	research	category.	If	you	open	the	research	tables	inventory,	you	will	see	an	interface	as	pictured	on	the	right.	The	cribing	tools	you	used	to	craft	the	table	will	be	located	in	slot	1.	You	might	also
wish	to	place	paper	into	slot.	2,	though	paper	is	not	needed	for	this	phase	of	research.	You	should	see	all	the	primal	aspects	(and	possibly	some	compound	aspects)	listed	in	the	area	marked	3	with	varying	amounts	attached	to	them.	When	you	enter	a	world	for	the	first	time,	every	player	is	assigned	a	small	pool	of	primal	aspects	to	get	them	started.	If
you	had	done	some	exploring	with	the	Thaumometer	beforehand	then	you	might	have	a	significant	number	of	primal	and	compound	aspects	listed	here.	You	can	now	start	combining	aspects	into	more	complex	compound	aspects	but	simply	clicking	on	those	you	wish	to	combine,	the	selected	aspects	will	appear	in	slot	4	and	when	you	have	two	selected
pressing	the	purple	button	marked	5	will	attempt	to	combine	them.	If	successful,	you	should	see	what	was	gained	in	the	bottom	right	and	it	should	appear	in	slot	3.	The	component	aspects	are	consumed	even	if	the	combination	did	not	result	in	a	valid	compound	aspect.	(3)	Research	Aspects	If	you	have	paper	is	slot	2,	then	you	may	have	noticed	that
when	only	a	single	aspect	is	selected	that	the	green	button	(marked	6)	lights	up.	If	you	press	it	then	you	will	attempt	to	research	the	selected	aspect.	If	successful	you	discover	something	of	interest	about	that	aspect	and	a	set	of	research	notes	will	appear	in	slot	7.	Section	8	will	also	display	the	research	sheet	covered	in	a	bewildering	array	of	runes
and	symbols	that	looks	something	like	the	image	at	the	top	of	the	previous	page.	Don't	worry,	it	is	not	as	hard	as	it	looks.To	complete	your	research	you	simply	need	to	connect	and	activate	all	the	knowledge	nodes	(pictured	below).	The	node	on	the	left	is	an	inactive	node,	while	the	node	on	the	right	has	been	activated.	Once	all	the	inactive	nodes	have
become	active,	the	research	will	be	complete	and	the	research	note	will	change	into	a	discovery	that	you	can	use	to	gain	the	completed	research	(just	right	click	while	holding	it).	You	connect	the	knowledge	nodes	by	activating	the	runes.	Each	rune	is	linked	to	a	aspect,	but	at	first	it	us	unknown	which	rune	represents	which	aspect.	The	rune/aspect
link	is	unique	to	each	research	subject,	so	a	rune	that	might	represent	Aer	the	time,	might	represent	Terra	next	time.	Not	all	the	runes	are	valid	for	the	current	subject	you	are	researching.	For	example	though	ther	emight	be	runes	for	Aer,	Terra,	Ignes	and	Aqua	on	the	research	sheet,	only	Ignes	and	Terra	mght	actually	be	valid.	Invalid	runes	are
often	called	"red	herring"	runes.	You	discover	which	runes	are	valid	by	selecting	an	aspect	on	the	left,	and	pressing	the	'Research'	button	(6).	If	the	aspect	you	selected	is	valid,	then	all	runes	linked	to	that	aspect	will	become	active.	If	the	aspect	you	select	is	a	'red	herring'	then	the	runes	linked	to	it	will	not	activate,	but	up	to	two	of	them	will	be
removed	from	the	sheet	entirely.	If	the	aspect	you	select	is	not	present	on	the	research	table	then	nothing	happens.Active	runes	act	as	possible	bridges	to	connect	knowledge	nodes.	A	glowing	line	of	energy	will	glow	from	an	active	knowledge	node	to	any	active	rune	nearby.	You	need	to	create	a	chain	of	active	runes	and	ndes	to	complete	the
research.	A	chain	cannot	form	if	there	is	more	than	one	open	space	between	a	active	runes	or	nodes.	To	form	a	chain	you	must	move	the	runes	aqround	by	clicking	on	a	rune	and	selecting	a	valid	destination.	Each	rune	can	be	moved	up	to	2	positions	in	a	straight	line,	but	only	inactive	runes	can	be	moved	-	this	means	you	might	have	to	activate	and
deactivate	your	valid	runes	several	times	to	get	them	into	position.	Inactive	runes	prevent	the	forming	of	a	connection	if	they	lie	in	its	path,	so	you	need	to	move	them	out	of	the	way.	Moving	runes	uses	a	small	amount	of	ink	each	time	you	do	it.	The	Pech	Strange	Creatures	Research:	Auram	-	Motus	-	Permutatio	-	Praecantatio	Research:	(Starts	off
unlocked)	Required	Research:	(Starts	off	unlocked)	Nature:	Thaumic	Creatures	Description:	These	strange	humanoids	can	be	found	wherever	the	veil	between	worlds	are	at	it's	thinnest.	They	seem	drawn	to	the	magical	energies	that	abound	in	such	places.	Don't	let	their	small	stature	fool	you.	They	have	incredible	strength	and	can	carry	many	times
their	own	body	weight.	Pech	are	normally	not	aggressive,	but	then	riled	up	they	will	band	together	and	hunt	down	their	attacker.	Under	normal	conditions	they	avoid	people	at	all	costs.	Pechs	are	notoriously	avaricious,	and	will	loot	anything	not	nailed	down,	though	they	prefer	precious	things.	It	is	said	that	if	you	feed	this	desire	for	material	wealth	it
could	be	possible	to	befriend	one.	Once	befriended	they	often	carry	wonderous	objects	that	they	might	be	willing	to	part	with.	It	should	be	noted	that	such	'friendships'	seldom	last	long.	Advanced	Node	Tapping	Taking	it	all	Research:	Auram	-	Motus	-	Permutatio	-	Praecantatio	Required	Research:	Auras	and	Nodes	Recipe:	N/A	Nature:	Node	Tapping
Boost	Description:	Usually	the	process	of	drawing	vis	from	a	node	with	a	wand	is	quite	slow...	but	not	anymore.	You	have	discovered	a	more	efficient	way	of	tapping	into	aura	nodes,	resulting	in	a	doubling	of	the	vis	draw	rate.	Master	Node	Tapping	All	your	vis	are	belong	to	us	Research:	Auram	-	Motus	-	Permutatio	-	Praecantatio	Required	Research:
Advanced	Node	Tapping	Recipe:	N/A	Nature:	Node	Tapping	Mastery	Description:	You	have	added	further	refinements	to	the	methods	you	use	to	tap	aura	nodes.	You	are	now	able	to	draw	vis	three	times	faster	then	normal.	Node	Preserver	Saving	some	for	later	Research:	Auram	-	Lucrum	-	Sensus	Required	Research:	Advanced	Node	Tapping	Recipe:
N/A	Nature:	Anti-Node	Wastage	Description:	You	now	have	better	control	over	the	amount	of	vis	you	draw	from	nodes.	You	will	always	leave	at	least	one	vis	of	each	aspect	in	the	node,	unless	you	are	sneaking.	Be	warned,	this	level	of	control	is	not	possible	when	using	wants	crafted	from	normal	wood	and	iron.	Node	in	a	Jar	For	the	thaumaturgist	on
the	go	Research:	Auram	-	Lucrum	-	Motus	-	Permutatio	Required	Research:	Node	Preserver	Recipe:	[	x	]	Nature:	Portable	Nodes	Description:	Warded	jars	have	proven	themselves	capable	of	storing	all	maner	of	mundane	and	mystical	things,	and	you	believe	you	have	discovered	another	use	for	them	-	trapping	aura	nodes.	By	constructing	a	large
versioon	of	a	jar	around	a	node	and	enacting	the	proper	mystical	formula	with	your	wand,	the	node	will	become	trapped	inside	the	construct	which	will	quickly	shrink	to	a	more	manageable	size.	The	jar	can	then	be	safely	picked	up	and	moved	around,	but	the	initial	trapping	spell	does	have	a	very	good	chance	of	damaging	the	node.	While	trapped	the
node	is	kept	suspended	and	will	not	regenerate	vis,	nor	can	vis	be	drawn	from	it.	It	is	possible	to	free	the	node	from	the	jar	by	placing	it	in	the	world	and	clicking	on	it	with	the	wand.	The	jar	will	be	destroyed	in	the	process.	Research	Expertise	Knowledge	is	power	Research:	Cognito	-	Sensus	Required	Research:	Research	Recipe:	N/A	Nature:	Research
Buff	Description:	You	are	have	become	more	efficient	at	performing	research.	Whenever	you	attempt	to	research	a	'red	herring'	aspect,	up	to	three	of	its	runes	will	be	removed	instead	of	two.	You	are	also	able	to	move	runes	up	to	three	positions	at	a	time,	instead	of	two.	Research	Mastery	Power	is	knowledge	Research:	Cognito	-	Motus	-	Sensus
Required	Research:	Research	Expertise	Recipe:	N/A	Nature:	Research	Buff	Description:	You	are	have	become	even	more	efficient	at	performing	research.	Whenever	you	attempt	to	research	a	'red	herring'	aspect,	up	to	four	of	it's	runes	will	be	removed	instead	of	three.	You	are	also	able	to	move	runes	up	to	four	positions	at	a	time	instead	of	three.
Lastly	you	are	able	to	move	active	runes,	though	only	a	single	position.	Be	warned	however	that	doing	this	runs	the	risk	of	deactivating	all	runes	linked	to	that	aspect.	Deconstruction	Table	When	taking	a	good	look	just	isn't	enough	Research:	Cognito	-	Fabrico	-	Perditio	Required	Research:	Research	Expertise	Recipe:	[	x	]	Nature:	Aspect	Accumulator
Description:	There	comes	a	point	in	any	thaumaturge's	career	where	he	is	unable	to	progress	with	research	due	to	his	lack	of	knowledge.	One	possible	recourse	is	the	Deconstruction	Table.	The	table	allows	you	to	break	down	objects	into	their	smallest	parts	which	you	can	examine.	There	are	limits	however	-	the	table	breaks	compound	aspects	into
their	component	aspects	until	only	primal	aspects	remain.	During	this	process	much	knowledge	is	lost	and	at	best	the	thaumaturge	can	hope	for	is	a	single	piece	of	primal	knowledge.	For	example	cobblestone	(saxum	and	perditio)	will	be	simplified	into	2	terra	and	1	perditio,	only	one	of	which	having	a	chance	of	being	discovered.	It	is	also	fairly	slow
and	the	fewer	aspects	and	object	has,	the	lower	the	chance	to	discover	something.	Did	I	get	the	research	wrong?	Check	the	plugin	abstract	below!	(Courtesy	of	janinko)	BASICS	ASPECTS	NODES	RESEARCH	KNOWFRAG	THAUMONOMICON	ORE	PLANTS	ENCHANT	NODETAPPER1	Aspects:	AURA:2,	MAGIC:1,	MOTION:1,	EXCHANGE:1	Parents:
NODES	NODEPRESERVE	Aspects:	AURA:2,	GREED:1,	SENSES:1	Parents:	NODETAPPER1	NODEJAR	Aspects:	AURA:2,	GREED:1,	EXCHANGE:1,	MOTION:1	Parents:	NODEPRESERVE	NODETAPPER2	Aspects:	AURA:2,	MAGIC:1,	MOTION:1,	EXCHANGE:1	Parents:	NODETAPPER1	RESEARCHER1	Aspects:	MIND:2,	SENSES:1	Parents:	RESEARCH
DECONSTRUCTOR	Aspects:	MIND:2,	CRAFT:1,	ENTROPY:1	Parents:	RESEARCHER1	RESEARCHER2	Aspects:	MIND:2,	MOTION:1,	SENSES:1	Parents:	RESEARCHER1	Last	edited:	Aug	26,	2014	Reactions:	RealSketch,	CaseyRobinson,	unknown	zombie	and	14	others	Thaumaturgy	Basic	Wandcraft	Your	first	tool	Research:	(Starts	off	unlocked)
Required	Research:	(Starts	off	unlocked)	Recipe:	[	Iron	Cap	/	Iron	Capped	Wooden	Wand	]	Nature:	Vis	Wand	Description:	The	casting	wand	is	your	most	basic	but	also	your	most	important	tool.	It	is	what	you	use	to	craft	objects,	activate	blocks	like	the	crucible	and	countless	other	tasks.	The	most	basic	wand	stores	a	very	limited	amount	of	magical
energy	(called	vis)	that	it	uses	to	perform	its	tasks.	The	replenish	the	energy	in	a	wand,	you	must	right-click	and	hold	to	draw	vis	from	an	aura	node.	While	holding	a	wand	you	will	see	a	indicator	on	the	top	left	of	the	screen	that	shows	how	much	vis	is	stored	within	the	wand.	Holding	shift	will	display	exact	numbers	held	by	the	wand	and	any	possible
discounts	you	have	to	performing	magical	tasks.	Wands	are	always	contructed	by	the	combination	of	a	rod	and	two	end	caps.	As	you	progress	with	your	studies,	you	are	sure	you	will	discover	different	materials	that	you	can	use	to	craft	rods	and	caps	to	make	powerful	wands.	Only	the	basic	wand	can	be	put	together	in	a	normal	crafting	table.	All	other
wands	require	the	Arcane	Workbench	and	will	cost	vis	to	construct.	The	basic	wand	is	constructed	from	mundane	wood	and	iron,	both	of	which	make	poor	materials	for	working	magic.	Wand	Foci	Form	meets	Function	Research:	Ignis	-	Praecantatio	Required	Research:	Basic	Wandcraft	Recipe:	[	x	]	Nature:	Wand	Upgrade	-	Wand	of	Fire	Description:
Some	careful	experimentation	has	shown	you	a	way	to	expand	the	abilities	of	even	the	most	basic	wand.	By	combining	crystalline	vis	shards	with	quartz	crystals	and	infusing	them	with	magic,	you	are	able	to	align	the	crystals	into	a	mystical	matrix.	If	the	proper	types	and	amounts	of	vis	is	focused	through	this	matrix,	it	will	reshape	the	raw	magical
energies	into	something	useful,	controlled	and	geared	to	a	specific	task	-	simply	press	F	while	holding	the	wand,	and	any	foci	you	are	carrying	will	be	screwed	into	place.	Keep	pressing	F	to	cycle	through	the	foci	you	are	carrying.Your	initial	experiments	involved	the	shaping	of	fire,	and	the	resulting	focus	proved	to	be	a	simple,	but	useful	tool.	It	is
capable	of	sending	forth	a	cone	of	elemental	fire,	burning	all	in	its	wake.	Wand	Focus:	Excavation	Terra	Terror	Research:	Terra	-	Praecantatio	-	Perditio	Required	Research:	Wand	Foci	Recipe:	[	x	]	Nature:	Wand	Upgrade	-	Wand	of	Excavation	Description:	This	focus	turns	your	wand	into	a	tool	capable	of	moving	vast	amounts	of	earth	and	stone	with
little	effort.	Simply	point	it	at	what	you	want	to	excavate	and	the	magic	does	the	rest.	Tougher	materials	take	longer	to	mine,	and	anything	other	than	earth,	stone	or	similar	materials	will	take	much	longer	to	mine.	Wand	Focus:	Frost	Revenge	is	a	dish	best	served	cold	Research:	Aqua	-	Gelum	-	Praecantatio	Required	Research:	Wand	Foci	Recipe:	[	x	]
Nature:	Wand	Upgrade	-	Wand	of	Frost	Description:	This	focus	is	capable	of	hurling	chunks	of	ice.	Care	must	be	taken	when	aiming,	as	the	ice	chunks	is	capable	of	destrying	fragile	objects.	Wand	Focus:	Shock	Thunder	and	Lightning	Research:	Aer	-	Potentia	-	Precantatio	Required	Research:	Wand	Foci	Recipe:	[	x	]	Nature:	Wand	Upgrade	-	Wand	of
Lightning	Description:	This	focus	is	capable	of	focusing	elemental	energy	into	bolts	of	lightning	that	you	can	hurl	at	your	enemies.	Wand	Focus:	Equal	Trade	This	for	That	Research:	Terra	-	Permutatio	-	Praecantatio	Required	Research:	Wand	Foci	Recipe:	[	x	]	Nature:	Wand	Upgrade	-	Wand	of	Equal	Trade	Description:	You	can	use	this	focus	to	trade
dozens	of	blocks	in	the	world	with	some	you	are	carrying.	You	must	first	choose	the	block	you	wish	to	change	other	blocks	into	by	sneaking	and	right	clicking	on	the	desired	block.	When	you	then	left	click	on	another	block	it	will	turn	into	the	target	block.	Right	clicking	wil	transform	a	whole	swathe	of	blocks.	You	must	be	carrying	enough	target
blocks,	and	the	transformed	blocks	will	replace	them	in	your	inventory.	Only	blocks	with	at	least	one	face	adjacent	to	open	air	or	non-solid	blocks	will	be	transformed.	Focus	Pouch	Convinient	container	for	your	foci.	Research:	Instrumentum	-	Pracantatio	-	Vacuos	Required	Research:	Wand	Foci	Recipe:	[	x	]	Nature:	Focus	Containers	Description:	Once
you	have	gathered	a	sizable	collection	of	foci	it	is	quite	annoying	to	carry	them	all	with	you.	This	pouch	solves	that	problem.	Whenever	you	change	the	focus	on	your	wand,	it'll	check	this	pouch	first	and	any	goci	that	get	removed	will	be	placed	inside	it	first.	You	can	also	right-click	the	pouch	to	place	or	remove	foci	by	hand.	Wand	Focus:	Nine	Hells
Tiny	Terrors	Research:	Bestia	-	Ignis	-	Praecantatio	-	Iter	Required	Research:	Wand	Focus:	Wand	of	Equal	Trade	Recipe:	[	x	]	Nature:	Hellbat	Summoner	Description:	Your	trips	onto	the	nether	have	taught	you	to	fear	the	tiny	terrors	known	as	Hellbats.	Now	you	have	discovered	a	way	to	summon	the	little	terrors	and	send	them	after	your	enemies.
Excellent.	Wand	Focus:	Portable	Hole	Never	be	without	an	exit	again	Research:	Aer	-	Alienis	-	Iter	-	Perditio	Required	Research:	Wand	Focus:	Wand	of	Equal	Trade	Recipe:	[	x	]	Nature:	It	makes	temporary	holes...	Description:	You	have	succeeded	in	using	vis	to	create	extradimensional	spaces.	Using	this	focus	on	a	wall	or	other	surface	wilkl	create	an
extradimensional	passage	leading	to	the	other	side	This	'hole'	only	remains	open	for	a	few	seconds	and	drains	vis	from	the	wand	depending	on	it's	depth.	Extradimensional	holes	cannot	be	created	through	certain	kinds	of	matter	or	particularly	complex	objects.	Gold	Wand	Caps	Capping	things	off	with	style	Research:	Instrumentum	-	Metallum	-
Lucrum	Required	Research:	Basic	Wandcraft	Recipe:	[	x	]	Nature:	Wand	Upgrade	Description:	Gold	is	a	far	superior	focusing	agent	than	iron,	and	wands	capped	with	this	material	takes	no	panalty	when	used	to	channel	vis.	Thaumium	Wand	Caps	Mystical	wand	foci	Research:	Instrumentum	-	Metallum	-	Praecantatio	Required	Research:	Gold	Wand
Caps	-	Thaumium	-	Infusion	Recipe:	[	x	/	charged	]	Nature:	Wand	Upgrade	Description:	Thaumium	is	known	for	it's	ability	to	store	and	absorb	magic,	so	using	it	to	craft	wand	caps	is	a	logical	choice.	It	is	very	efficient	at	focusing	vis	of	all	types.	Crafting	these	wand	caps	in	an	arcane	worktable	is	not	sufficient	-	they	need	to	be	infused	with	additional
magic	energy	to	make	them	usable.	Copper	Wand	Caps	When	iron	caps	just	won't	cut	it	Research:	Instrumentum	-	Metallum	-	Permutatio	Required	Research:	Basic	Wandcraft	Recipe:	[	x	]	Nature:	Wand	Upgrade	Description:	Copper	has	similar	properties	to	iron	when	used	as	a	wand	cap,	but	is	as	efficient	as	gold	when	used	to	channel	Ordo	or
Perditio	vis.	Silver	Wand	Caps	Capping	things	off	with	a	little	less	style	Research:	Instrumentum	-	Metallum	-	Lucrum	Required	Research:	Gold	Wand	Caps	-	Infusion	Recipe:	[	x	/	charged	]	Nature:	Wand	Upgrade	Description:	Silver	has	similar	properties	to	gold	when	used	as	a	wand	cap,	but	it	slightly	more	efficient	at	channeling	the	four	elemental
primals	(fire,	eart,	air	and	water).	Crafting	these	wand	caps	in	an	arcane	worktable	is	not	sufficient	-	they	need	to	be	infused	with	additional	magic	energy	to	make	them	usable.	Greatwood	Wand	Core	Repository	of	magical	energy	Research:	Arbor	-	Instrumentum	-	Praecantatio	Required	Research:	Basic	Wandcraft	Recipe:	[	x	]	Nature:	Wand	Core
Alternative	Description:	Carved	from	greatwood	logs,	this	rod	has	double	the	vis	storage	potential	of	mundane	wood,	being	able	to	store	up	to	50	vis	of	each	type.	Bone	Wand	Core	Entropic	vis	storage	Research:	Exanimis	-	Instrumentum	-	Praecantatio	-	Perditio	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Wand	Core
Alternative	(Perditio)	Description:	A	wand	core	fashioned	from	bone	has	slightly	greater	storage	potential	than	greatwood	cores.	What	makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	perditio	stored	inside	it	drops	below	10%,	its	will	slowly	replenish	without	the	use	of	a	node.	Obsidian	Wand	Core	Earthen	vis	storage	Research:
Instrumentum	-	Praecantatio	-	Terra	-	Saxum	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Wand	Core	Alternative	(Terra)	Description:	A	wand	core	chiselled	from	obsidian	has	slightly	greater	storage	potential	than	greatwood	cores.	What	makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	terra	stored
inside	it	drops	below	10%,	its	will	slowly	replenish	without	the	use	of	a	node.	Reed	Wand	Core	Airy	vis	storage	Research:	Aer	-	Herba	-	Praecantatio	-	Instrumentum	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Wand	Core	Alternative	(Aer)	Description:	A	wand	core	made	from	reeds	has	slightly	greater	storage	potential
than	greatwood	cores.	What	makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	aer	stored	inside	it	drops	below	10%,	its	will	slowly	replenish	without	the	use	of	a	node.	Blaze	Rod	Wand	Core	Fiery	vis	storage	Research:	Ignis	-	Instrumentum	-	Potentia	-	Praecantatio	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]
Nature:	Wand	Core	Alternative	(Ignis)	Description:	Blaze	rods	used	as	wand	cores	has	slightly	greater	storage	potential	than	greatwood	cores.	What	makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	ignis	stored	inside	it	drops	below	10%,	its	fiery	nature	will	slowly	replenish	it.	Icy	Wand	Core	Icy	vis	storage	Research:	Aqua	-	Gelum	-
Instrumentum	-	Praecantatio	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Wand	Core	Alternative	(Aqua)	Description:	Wand	cores	crafted	from	ice	can	store	the	same	amount	of	vis	as	greatwood	cores.	What	makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	aqua	stored	inside	it	drops	below	10%,	its	fiery
nature	will	slowly	replenish	it.	Quartz	Wand	Core	Ordered	vis	storage	Research:	Ordo	-	Instrumentum	-	Praecantatio	-	Vitreus	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Wand	Core	Alternative	(Ordo)	Description:	A	wand	core	chiselled	from	nether	quartz	has	slightly	greater	storage	potential	than	greatwood	cores.	What
makes	it	superior	to	greatwood	cores	however	is	that	if	the	level	of	ordo	stored	inside	it	drops	below	10%,	its	fiery	nature	will	slowly	replenish	it.	Silverwood	Wand	Core	Magical	to	the	core	Research:	Arbor	-	Praecantatio	-	Instrumentum	Required	Research:	Greatwood	Wand	Core	-	Infusion	Recipe:	[	x	]	Nature:	Top	Tier	Wand	Core	Description:
Silverwood	has	proved	to	be	an	excellent	repository	of	magical	energy	and	wand	cores	crafted	from	it	can	store	up	to	100	vis	of	each	type.	Wand	Recharge	Pedestal	Automated	Wand	Recharging	Research:	Auram	-	Permutatio	-	Potentia	-	Praecantatio	Required	Research:	Infusion	Recipe:	[	x	]	Nature:	Wand	Recharger	Description:	Traveling	around	the
countryside	to	recharge	your	wand	is	all	good	and	well,	but	an	automatic	way	of	doing	it	would	be	much	better.	This	specially	crafted	pedestal	does	just	that	-	any	wand	placed	in	it	will	automatically	draw	vis	from	nearby	nodes.	Nodes	will	not	be	fully	drained	unless	it	is	a	poor	quality	wand	crafted	from	iron	or	sticks.	Compound	Recharge	Focus	For
everything	a	use	Research:	Auram	-	Instrumentum	-	Permutatio	-	Potentia	-	Praecantatio	Required	Research:	Wand	Recharge	Pedestal	Recipe:	[	x	]	Nature:	Compound	Vis	Node	Extractor	Description:	In	your	travels	you	have	discovered	several	nodes	that	contain	compound	aspects,	but	as	yet	there	has	been	no	way	to	tap	this	rich	source	of	vis.	Until
now.	This	focus	can	be	placed	on	top	of	a	wand	recharge	pedestal	which	will	allow	any	want	it	contains	to	siphon	off	the	compound	vis	from	any	nearby	nodes.	Unfortunately	each	point	of	compound	vis	is	broken	down	into	a	single	point	of	primal	vis	and	all	the	excess	energy	is	lost.	However	it	is	a	good	start	and	you	are	sure	you	will	discover	better
ways	to	access	this	resource.	Wand	Focus:	Pech's	Curse	Not	in	the	Thaumonomicon	Research:	(Acquired	with	Pech	Trade)	Required	Research:	(Acquired	with	Pech	Trade)	Recipe:	N/A	Nature:	Offensive	Wand	Focus	Description:	THIS	ITEM	IS	NOT	IN	THE	THAUMONOMICON	Pech's	Curse	is	acquired	only	through	a	befriended	Pech	Trade	at	random.
Like	all	Foci	it	can	be	attached	to	any	wand	(within	reason)	and	can	be	fired	at	a	mob	to	inflict	Weakness	2,	Slowness	3	and	Poison	2	at	the	cost	of	Ignis,	Aqua	and	Perditio	vis	from	your	wand.	NOTE:	This	Focus	is	acquired	from	Pech	Mages	which	hold	wands.	Did	I	get	the	research	wrong?	Check	the	plugin	abstract	below!	(Courtesy	of	janinko)
THAUMATURGY	CAP_iron	ROD_wood	THAUMATURGY	BASICTHAUMATURGY	FOCUSFIRE	Aspects:	FIRE:2,	MAGIC:1	Parents:	BASICTHAUMATURGY	FOCUSFROST	Aspects:	WATER:2,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSEXCAVATION	Aspects:	EARTH:2,	ENTROPY:1,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSSHOCK	Aspects:	AIR:2,	ENERGY:1,
MAGIC:1	Parents:	FOCUSFIRE	FOCUSTRADE	Aspects:	EARTH:1,	EXCHANGE:2,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSHELLBAT	Aspects:	TRAVEL:1,	BEAST:2,	FIRE:1,	MAGIC:1	Parents:	FOCUSTRADE	FOCUSPORTABLEHOLE	Aspects:	TRAVEL:1,	ENTROPY:1,	ELDRITCH:2,	AIR:1	Parents:	FOCUSTRADE	FOCUSPOUCH	Aspects:	VOID:2,	MAGIC:1
Parents:	FOCUSFIRE	CAP_gold	Aspects:	METAL:1,	GREED:2,	TOOL:1	Parents:	BASICTHAUMATURGY	CAP_thaumium	Aspects:	METAL:1,	MAGIC:2,	TOOL:1	Parents:	CAP_gold	THAUMIUM	CAP_copper	Aspects:	METAL:1,	EXCHANGE:2,	TOOL:1	Parents:	BASICTHAUMATURGY	CAP_silver	Aspects:	METAL:2,	GREED:1,	TOOL:1	Parents:	CAP_gold
ROD_greatwood	Aspects:	TOOL:1,	TREE:2,	MAGIC:1	Parents:	BASICTHAUMATURGY	ROD_reed	Aspects:	TOOL:1,	AIR:2,	PLANT:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_blaze	Aspects:	TOOL:1,	FIRE:2,	ENERGY:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_obsidian	Aspects:	TOOL:1,	EARTH:2,	STONE:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_ice
Aspects:	TOOL:1,	ICE:2,	WATER:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_quartz	Aspects:	TOOL:1,	ORDER:2,	CRYSTAL:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_bone	Aspects:	TOOL:1,	ENTROPY:2,	UNDEAD:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_silverwood	Aspects:	TOOL:1,	TREE:1,	MAGIC:2	Parents:	ROD_greatwood	WANDPED	Aspects:
AURA:2,	MAGIC:1,	EXCHANGE:1,	ENERGY:1	Parents:	INFUSION	NODEPRESERVE	WANDPEDFOC	Aspects:	AURA:2,	MAGIC:1,	EXCHANGE:1,	ENERGY:1,	TOOL:1	Parents:	WANDPED	Last	edited:	Nov	28,	2013	Reactions:	vertagen,	flamedance58,	Cragrim	and	1	other	person	Alchemy	Crucible	Bubble	and	Boil	Research:	(Starts	off	unlocked)
Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Alchemy	Caudron	Description:	To	craft	the	Crucible,	you	must	simply	use	your	wand	on	a	cauldron	placed	in	the	world.	The	crucible	is	an	important	tool	for	any	thaumaturge.	It	allows	him	to	render	physical	objects	into	their	component	Essentia	and	recombine	it	again	as	he	wishes.	The
crucible	needs	to	be	placed	over	a	source	of	constant	heat	and	filled	with	water.	Once	the	water	starts	boiling	you	simply	throw	any	items	you	wish	into	the	crucible	and	they	will	be	broken	down	into	their	component	Essentia.	If	you	know	the	proper	formula	and	the	mix	of	essentia	within	the	crucible	is	correct,	you	can	then	drop	a	special	item	into
the	crucible	known	as	a	Catalist.	The	catalyst	draws	the	essentia	into	itself	and	transforms	into	a	whole	new	item	that	the	crucible	then	ejects.	Any	leftover	Essentia	remains	within	the	crucible	for	further	use,	but	it	is	not	a	good	idea	to	leave	essentia	within	a	crucible	for	too	long.	Crafting	also	uses	some	of	the	water	within	the	crucible	and	you	will
eventually	need	to	refill	it.	Essentia	within	the	crucible	is	constantly	degrading.	Compound	essentia	degrades	into	one	of	it's	component	aspects,	and	Primal	essentia	simply	evaporates.	Beyond	the	waste	of	resources,	evaporating	and	degrading	essentia	can	cause	many	strange	side-effects.	You	can	empty	a	crucible	by	right	clicking	on	it	with	a	wand.
All	the	essentia	is	dumped	into	the	atmosphere...	not	something	you	would	want	to	do	too	often.	Glass	Phial	Mystical	containers	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Essentia	containers	Description:	Glass	phials	are	capable	of	holding	all	manner	of	liquids	and	substances,	but	their	most
important	use	to	a	thaumaturge	is	their	ability	to	hold	Essentia.	Essentia	is	not	easy	to	gather	however	and	it	indelibly	stains	the	phial,	making	it	only	usable	once.	Thaumium	A	magical	metal	Research:	Metallum	-	Praecantatio	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Magical	Crafting	Material	Description:	Thaumium	is	the	result	of	infusing
base	metals	with	raw	magical	energy.	The	result	is	a	metal	harder	than	iron	with	the	ability	to	accept	enchantments	beyond	that	which	iron	is	normally	capable	of.	A	metal	such	as	this	has	many	applications	in	the	creating	of	more	advanced	thaumaturgical	devices.	It	can	also	be	used	to	craft	tools,	arms	and	armor	in	a	crafting	table	using	the	normal
recipes.	Iron	Transmutation	Transformation	of	metals	into	iron	Research:	Metallum	-	Permutatio	Required	Research:	Thaumium	Recipe:	[	x	]	Nature:	Iron	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	iron	by	steeping	iron	nuggets	in	metallum	harvested	from	other	metals.	Gold	Transmutation	Transformation	of	metals	into	gold
Research:	Metallum	-	Permutatio	Required	Research:	Iron	Transmutation	Recipe:	[	x	]	Nature:	Gold	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	gold	by	steeping	gold	nuggets	in	metallum	harvested	from	other	metals.	Copper	Transmutation	Transformation	of	metals	into	copper	Research:	Metallum	-	Permutatio	Required
Research:	Iron	Transmutation	Recipe:	[	x	]	Nature:	Copper	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	copper	by	steeping	copper	nuggets	in	metallum	harvested	from	other	metals.	Tin	Transmutation	Transformation	of	metals	into	tin	Research:	Metallum	-	Permutatio	-	Vitreus	Required	Research:	Tin	Transmutation	Recipe:	[	x	]
Nature:	Tin	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	tin	by	steeping	tin	nuggets	in	metallum	harvested	from	other	metals.	Silver	Transmutation	Transformation	of	metals	into	silver	Research:	Lucrum	-	Metallum	-	Permutatio	Required	Research:	Silver	Transmutation	Recipe:	[	x	]	Nature:	Silver	Transfiguration	Description:
You	have	discovered	a	way	to	multiply	silver	by	steeping	silver	nuggets	in	metallum	harvested	from	other	metals.	Lead	Transmutation	Transformation	of	metals	into	lead	Research:	Metallum	-	Ordo	-	Permutatio	Required	Research:	Lead	Transmutation	Recipe:	[	x	]	Nature:	Lead	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	lead
by	steeping	lead	nuggets	in	metallum	harvested	from	other	metals.	Magic	Tallow	Rendered	fat	with	a	touch	of	magic	Research:	Corpus	-	Praecantatio	Required	Research:	Crucible	Recipe:	[	x	/	Candle	]	Nature:	Magical	Crafting	Material	Description:	By	processing	and	heating	flesh	in	a	crucible,	you	you	can	create	a	mystical	tallow	suited	for	many
arcane	uses.	This	tallow	can	be	used	to	craft	candles.	It	is	also	possible	to	craft	different	coloured	candles	by	combining	a	candle	with	a	dye	in	an	arcane	workbench.	Nitor	Mystical	Flame	Research:	Lux	-	Ignis	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Light	Source	Description:	This	flame	seems	to	be	fueled	by	magic	itself.	The	number	of	uses
for	an	everburning	flame	seems	endless,	but	unfortunately	it	doesn't	seem	to	produce	much	more	light	than	heat,	though	it	could	prove	to	be	a	steady	source	of	light	and	energy.	Nitor	can	also	be	placed	in	the	world	to	act	as	a	magical	light	source.	Alumentum	Mystical	Energy	Source	Research:	Potentia	-	Ignis	Required	Research:	Crucible	Recipe:	[	x	]
Nature:	Magical	Fuel	Description:	This	substance	throbs	with	fiery	energy	and	it	is	more	than	eager	to	release	that	energy	at	the	slightest	bump.	It	may	be	unstable,	but	it	would	probably	make	a	good	source	of	fuel.	It	is	probably	not	a	good	idea	to	throw	it	against	a	solid	surface	enless	you	enjoy	explosions.	Gunpowder	Who	needs	creepers?	Research:
Ignis	-	Preditio	Required	Research:	Alumentum	Recipe:	[	x	]	Nature:	Gunpowder	Transfiguration	Description:	You	have	discovered	an	alternate	source	of	gunpowder!	No	more	hunting	creepers	for	this	explosive	substance.	Essentia	Distillation	Harvesting	essentia	Research:	Praecantatio	-	Aqua	-	Limus	Required	Research:	Nitor	-	Alumentum	Recipe:	[
Arcane	Furnace	/	Flux	Filter	/	Arcane	Alembic	]	Nature:	Essentia	Collecting	Description:	You	see	a	future	need	where	you	will	need	ready	access	to	multiple	different	kinds	of	aspects	-	not	just	primal	aspects	drawn	from	your	wand.	Using	basic	alchemical	principles	you	have	divised	a	way	to	break	down	objects	and	convert	them	into	essentia.	The	first
step	in	this	process	requires	an	Alchemical	Furnace.	The	alchemical	furnace	works	much	like	a	normal	furnace	by	burning	coal	to	produce	heat,	but	instead	of	smelting	ore	into	metal,	it	breaks	down	objects	into	a	slurry	of	raw,	unprocessed	essentia.	The	next	step	in	the	process	is	to	take	the	essentia	slurry	and	distill	it	using	an	Arcane	Alembic.	To
work,	arcane	alembics	need	to	be	placed	on	top	of	an	alchemy	furnace.	The	essentia	slurry	will	slowly	be	drawn	into	the	alembic	and	the	individual	aspected	essentia	seperated	out.	If	the	alchemical	urnace	is	being	powered	by	alumentum,	this	distillation	process	is	much	faster.	You	can	stack	up	to	5	different	alembics	on	top	if	a	single	furnace.	The
essentia	can	then	be	extracted	out	of	an	alembic	using	phials.	Warded	Jars	and	Labels	Storing	and	organizing	essentia	Research:	N/A	Required	Research:	Essentia	Distillation	Recipe:	[	x	/	labels	/	label	(marked)	]	Nature:	Essentia	Storage	Description:	Essentia	can	be	started	in	Warded	Jars.	Warded	jars	can	be	placed	in	world	and	is	able	to	store
essentia	virtually	indefinitely.	The	enchantments	placed	on	the	jars	alsomakes	adding	or	extracting	essentia	a	breeze.	Jars	placed	under	the	spout	of	an	alembic	will	be	automatically	filled.	They	can	also	be	filled	and	emptied	using	phials.	What	is	more	they	make	an	excellent	storage	medium	for	jams	en	preserves.	Shift	clicking	on	jars	and	alembics
with	an	empty	hand	will	empty	them.	As	long	as	a	jar	contains	some	essentia	you	can	attack	a	Jar	Label	to	it.	This	label	will	'lock'	the	jar	to	that	type	of	essentia	and	it	will	not	be	able	to	accept	any	other	kind	of	essentia.	You	can	remove	a	label	by	shift	clicking	with	an	empty	hand	on	the	side	of	the	jar	containing	the	label.	Take	care	not	to	shift	click	on
any	other	side	as	it	will	empty	the	jar	as	normal.	You	can	place	a	label	in	a	crafting	bench	with	a	phial	of	essentia	to	assign	an	aspect	to	it	and	when	placed	on	an	empty	jar	it	will	automatically	lock	the	jar	to	that	aspect.	The	essentia	used	in	the	recipe	is	not	consumed.	Placing	it	on	a	filled	jar	will	change	the	label	to	the	jar's	essentia	type.A	label	can
be	made	blank	again	by	simply	placing	it	by	itself	in	a	crafting	grid.	Ethereal	Bloom	Purifying	Flower	Research:	Herba	-	Praecantatio	-	Sano	-	Vitium	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Taint	Purification	Description:	Shimmerleaf	is	often	overshadowed	by	it's	mystical	neighbor	the	Silverwood	Tree,	but	it	has	magical	properties	of	it's
own.	Like	the	Silverwood,	Shimmerleaf	flowers	have	purifying	properties	that	lie	dorment.	You	have	found	a	way	to	awaken	these	properties	and	turn	it	into	an	Ethereal	Bloom.	Ethereal	blooms	slowly,	but	surely,	restores	land	corrupted	by	musical	means	to	its	former	glowy	-	this	includes	the	blight	known	as	Taint.	While	it	cannot	combat	Taint
directly,	few	tained	growths	can	survive	outside	their	native	environment	for	long	and	tend	to	die	back.	The	flower	only	purifies	the	land	bathed	in	its	light	out	to	a	range	of	about	8	blocks.	Ethereal	Blooms	are	quite	fragile	and	breaking	them	will	turn	them	back	into	a	Shimmerleaf	flower.	Essentia	Tubes	Transportation	of	Essentia	Research:	Aqua	-
Permutatio	-	Praecantatio	Required	Research:	Essentia	Distillation	Recipe:	[	x	/	valve	]	Nature:	Essentia	Transport	Description:	You	have	discovered	several	ways	to	transport	essentia,	but	none	of	them	has	proven	useful	for	large	scale	alchemical	operations	-	until	now.	You	have	unlocked	the	key	to	creating	stable	and	relatively	leak-free	tubing.	While
mundane	chemicals	can	be	transported	in	glass,	certain	types	of	essentia	either	dissolves	or	simply	passes	right	through	it.	By	wrapping	the	glass	in	iron	and	treating	it	with	quicksilver	you	have	managed	to	protect	it	from	even	the	most	volatile	types	of	essentia.	Gold	fittings	finish	off	the	piping	system	and	make	it	visually	appealing.	the	tubes	can	be
connected	to	all	manner	of	alchemical	devices,	though	warded	jars	and	alembics	are	their	primary	targets.	Essentia	flows	through	the	tubes	whenever	something	is	connected	to	them	that	can	accept	it,	like	warded	jars.	Labelled	jars	have	a	much	greater	drawing	strength	-	so	strong	in	fact	that	they	will	draw	essentia	from	unlabeled	jars.The	essentia
valve	acts	much	like	a	normal	length	of	tubing,	except	it	can	be	turned	off	by	hand	or	a	redstone	signal.	When	this	is	done	the	flow	off	essentia	through	it	will	be	cut	off.	Void	Jar	Too	much	essentia?	Impossible!	Research:	Aqua	-	Perditio	-	Vacuous	Required	Research:	Warded	Jars	and	Labels	Recipe:	[	x	]	Nature:	Essentia	Bin	Description:	Void	jars
function	much	the	same	as	normal	warded	jars	with	one	important	difference	-	even	when	fill	they	are	still	able	to	accept	essentia,	but	the	excess	essentia	is	simply	lost.	This	allows	you	to	always	have	some	essentia	of	that	type	available,	but	get	rid	of	any	excess	that	may	build	up.	Like	normal	jars,	void	jars	can	accept	labels,	but	their	suction	with	a
label	is	less	than	that	of	a	normal	labeled	jar.	(about	halway	between	a	unlabaled	and	labeled	jar).	Filtered	Essentia	Tube	What	you	want,	where	you	want	it	Research:	Aqua	-	Ordo	-	Permutatio	-	Praecantatio	Required	Research:	Essentia	Tubes	Recipe:	[	x	]	Nature:	Labelable	Pipes	Description:	Filtered	essentia	tubes	work	like	normal	tubes,	except	it	is
possible	to	mark	them	with	labels.	When	marked	they	will	restrict	essentia	flow	through	them	to	what	they	have	have	been	marked	with.	Shift-clicking	on	them	with	an	empty	have	will	remove	the	label.	Alchemical	Centrifuge	Taking	things	apart	Research:	Fabrico	-	Perditio	-	Permutatio	Required	Research:	Essentia	Tubes	Recipe:	[	x	]	Nature:	Essentia
Breaker-Downer	(ohgod)	Description:	The	alchemical	centrifuge	is	a	wonderous	invention	that	allows	you	to	break	essentia	into	it's	component	parts.	When	compound	essentia	flows	into	the	centrifuge	from	below	it	will	be	broken	down	into	the	primal	or	compound	essentia	that	it	is	made	from.	Only	one	of	the	components	is	created	for	each	point	of
essentia	broken	down.	The	resulting	essentia	needs	to	be	drawn	from	the	top	of	the	centrifuge.	Did	I	get	the	research	wrong?	Check	the	plugin	abstract	below!	(Courtesy	of	janinko)	ALCHEMY	PHIAL	CRUCIBLE	NITOR	Aspects:	LIGHT:2,	FIRE:1	Parents:	CRUCIBLE	ALUMENTUM	Aspects:	ENERGY:2,	FIRE:1	Parents:	CRUCIBLE	GUNPOWDER
Aspects:	FIRE:2,	ENTROPY:1	Parents:	ALUMENTUM	THAUMIUM	Aspects:	METAL:2,	MAGIC:1	Parents:	CRUCIBLE	TRANSIRON	Aspects:	METAL:2,	EXCHANGE:1	Parents:	THAUMIUM	TRANSGOLD	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON	TRANSCOPPER	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON	TRANSTIN	Aspects:
METAL:2,	EXCHANGE:1,	CRYSTAL:1	Parents:	TRANSIRON	TRANSSILVER	Aspects:	METAL:2,	EXCHANGE:1,	GREED:1	Parents:	TRANSIRON	TRANSLEAD	Aspects:	METAL:2,	EXCHANGE:1,	ORDER:1	Parents:	TRANSIRON	TALLOW	Aspects:	FLESH:2,	MAGIC:1	Parents:	CRUCIBLE	DISTILESSENTIA	Aspects:	MAGIC:2,	WATER:1,	SLIME:1	Parents:
NITOR	ALUMENTUM	ETHEREALBLOOM	Aspects:	MAGIC:	1,	PLANT:	2,	HEAL:	1,	TAINT:	1	Parents:	CRUCIBLE,	INFUSION	Reactions:	flamedance58	and	Blastedsura	Artifice	Thaumometer	Measuring	Magic	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Magical	Scanner	Description:	This	Thaumometer
is	one	of	the	most	useful	and	important	tools	in	a	thaumaturgists	arsenal,	second	only	to	the	wand.	Firstly	it	allows	you	to	scan	objects,	creatures	or	mystical	phenomena	and	determine	their	magical	make-up.	You	simply	need	to	hold	the	right	mouse	button	and	wait.	Secondly	it	makes	discovering	nodes	easier,	as	they	become	clearly	visible	if	viewed
through	the	Thaumometer's	lens	-	even	through	solid	objects!	Item	Grate	Letting	the	good	things	in	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Crucible	"trapdoor"	Description:	The	item	grate	allows	you	to	toggle	it	open	or	closes	with	your	hand,	or	with	a	redstone	signal.	If	in	the	open	position,	any
dropped	items	will	simply	fall	right	through	it.	Table	Some	assembly	required	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Decorative	table	/	Mystical	Construct	Base	Description:	The	table	is	more	than	a	simple	decorative	block	-	it	also	serves	as	a	base	for	other	surfaces	useful	in	the	practice	of	magic,
like	the	Arcane	Worktable	and	the	Research	Table.	Arcane	Worktable	Crafting	with	magic	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Vis	utilizing	workbench	Description:	To	create	an	Arcane	Worktable,	simply	right-click	with	a	wand	on	a	table	you	have	placed	in	the	world.	The	Arcane	Worktable
serves	the	same	purpose	as	a	normal	crafting	table,	with	a	few	key	acceptions.	Apart	from	normal	creating	recipes,	it	can	also	craft	some	of	the	items	unique	to	Thaumaturgy.	To	do	that	you	need	to	place	a	wand	in	the	top-right	slot.	This	will	allow	you	to	craft	items	that	require	vis	by	drawing	the	energy	directly	from	the	wand.	The	vis	required	to
craft	an	item	will	be	shown	in	the	six	circular	symbols	surrounding	the	crafting	grid.	Research	Table	To	gather	knowledge	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Research	Interface	Description:	The	research	table	is	created	by	placing	two	tables	next	to	each	other	and	then	clicking	on	them	with
the	Scribing	tools.	The	research	table	is	the	most	important	tool	for	any	thaumaturge.	It	is	used	to	unlock	all	the	hidden	secrets	of	the	universe	and	discover	new	ways	of	harnessing	magic.	Arcane	Stone	Magically	strenghtened	building	material	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	Stone	/	Brick	]	Nature:
Magical	building	blocks	Description:	Arcane	stone	is	a	basic	building	material	for	many	complex	mystical	constructs.	It	is	normal	stone	that	has	been	seared	by	elemental	fire	and	strengthened	by	elemental	earth.	Paving	Stone	of	Travel	Easing	your	journey	Research:	Terra	-	Iter	-	Volatus	Required	Research:	Arcane	Stone	Recipe:	[	x	]	Nature:	Speed
Boost	Blocks	Description:	By	altering	the	magical	structure	of	arcane	stone	you	are	able	to	creature	a	paving	stone	that	adds	new	bounce	to	the	step	of	anyone	walking	across	it.	Anything	walking	across	it	will	have	greater	speed	and	agility	for	a	couple	of	seconds.	Paving	Stone	of	Warding	Keeping	things	out	Research:	Bestia	-	Motus	-	Vinculum
Required	Research:	Arcane	Stone	Recipe:	[	x	]	Nature:	Mob	Blocker	Description:	You	have	discovered	a	way	of	turning	arcane	stone	blocks	into	mystical	wards	that	will	prevent	most	creatures	from	crossing	them.	It	should	be	noted	that	these	wards	aren't	always	100%	fool	proof	and	they	cannot	prevent	other	players	from	entering	an	area,	but	they
keep	most	of	common	threats	at	bay.	They	will	also	prevent	golems	from	crossing	them.	For	best	results	you	need	an	unbroken	line	of	them	between	the	area	you	wish	to	protect	and	the	outside	world.	An	active	redstone	signal	will	disable	this	block.	Enchanted	Fabric	Silky	and	Stylish	Research:	Pannus	-	Praecantatio	Required	Research:	Enchanted
Crafting	Material	and	Armor	Recipe:	[	x	/	Robe	/	Leggings	/	Boots	]	Nature:	Mob	Blocker	Description:	By	combining	spider	silk	and	woll	and	infusing	it	with	primal	vis,	you	have	created	a	silky	length	of	magical	cloth	that	would	have	numerous	uses.	You	have	also	discovered	patterns	to	create	cloth	robes	from	the	magical	fabric.	These	robes	have
similar	protective	properties	to	leather	armor,	but	they	are	much	more	durable	than	mundane	materials	could	ever	be.	They	also	hold	mystical	enchantments	very	well	and	can	hold	powerful	magic	much	better	than	even	expensive	armor.	The	various	pieces	of	this	outfit	grant	a	small	discount	to	the	amount	of	vis	drained	ffrom	casting	wands	when	you
use	them.	You	can	dye	the	armor	like	you	would	leather	armor.	Infernal	Furnace	Hot	enough?	Research:	Auram	-	Fabrico	-	Ignis	-	Metalum	Required	Research:	N/A	Recipe:	[	x	]	Nature:	Magical	Furnace	Description:	By	harnessing	raw	Ignis	within	a	furnace	crafted	from	obsidian	and	netherbrick	you	have	creatured	a	highly	efficient	and	fuel	free
furnace.	So	efficient	in	fact	that	occassionally	it	will	produce	bonus	materials	in	the	form	of	nuggets	or	other	items.	While	this	is	essentially	free	it	is	also	very	slow	unless	the	furnace	gets	a	new	supply	of	Ignis	essentia	every	now	and	again.	This	can	be	done	by	placing	a	jar	of	Ignis	essentia	within	line	of	sight	of	the	front	of	the	furnace,	somewhere
within	10	blocks.	Luckily	a	little	essentia	goes	a	long	way.	It	should	also	be	noticed	that	the	occasional	bit	of	Flux	escapes	into	the	environment.	Items	you	wish	to	smelt	needs	to	be	dropped	into	the	top	of	the	furnace	and	will	be	spit	out	the	front.	Arcane	Bellows	Stoking	the	Flames	Research:	Aer	-	Machina	-	Motus	Required	Research:	Infernal
Furnace	Recipe:	[	x	]	Nature:	Furnace	Upgrade	Description:	The	Arcane	Bellows	performs	much	the	same	function	as	its	mundane	counterpart,	the	only	difference	is	that	it	happily	pumps	away	by	itself	sending	fourth	a	stream	of	neverending	air.	Attaching	it	to	an	Infernal	Furnace	has	shown	some	interesting	results.	The	elemental	infused	air	not	only
stokes	the	flames	increasing	its	smelting	speed,	but	causes	them	to	burn	much	purer,	resulting	in	a	reduction	of	flux	generated	and	increasing	the	chance	of	creating	bonus	nuggets	and	other	materials	when	smelting.	They	can	also	be	attached	to	normal	or	alchemical	furnaces	to	increase	their	speed.	It	is	also	possible	to	attach	them	to	crucibles	to
reduce	the	time	it	takes	for	their	water	to	boil.	You	are	confident	more	uses	will	reveal	themselves	eventually.	Arcane	Levitator	Next	best	thing	to	flying	Research:	Aer	-	Motus	-	Volatus	Required	Research:	Nitor	Recipe:	[	x	]	Nature:	Entity	Propellor	Description:	While	not	true	flight,	the	Arcane	Levitator	is	the	next	best	thing.	When	placed	the	levitator
lifts	any	items	or	creature	above	it	up	to	10	blocks	in	the	air.	A	sneaking	creature	or	player	will	be	slowly	lowered.	Each	levitator	placed	upon	another	increases	the	range	at	which	it	can	lift	entities	by	10	blocks,	so	a	stack	of	3	can	lift	entities	up	to	30	blocks.	Levitatos	can	be	deactivated	by	applying	a	redstone	signal	to	them.	Goggles	of	Revealing
Seeing	the	Unseen	Research:	Auram	-	Sensis	Required	Research:	Thaumometer	Recipe:	[	x	]	Nature:	Wearable	Thaumometer	Description:	Building	on	the	basic	principles	of	the	Thaumometer,	you	have	begun	refining	it's	ability	to	detect	magic	into	something	more...	revealing.	This	set	of	mystical	lenses	will	make	aura	nodes	much	easier	to	find	along
with	revealing	all	manner	of	hidden	things.	They	form	an	important	tool	in	any	Thaumaturgist's	arsenal.	Arcane	Ear	Shhh,	do	you	hear	something?	Research:	Aer	-	Potentia	-	Sensis	Required	Research:	Goggles	of	Revealing	Recipe:	[	x	]	Nature:	Redstone	Receiver	Description:	The	Arcane	Ear	is	a	device	that	is	capable	of	detecting	the	sound	emitted
from	nearby	note	blocks.	If	it	hears	a	note	it	recognizes	it	will	emit	a	short	redstone	pulse.	The	Arcane	Ear	needs	to	be	tuned	in	a	manner	identical	to	note	blocks,	the	tone	and	note	it	listens	for	depends	on	the	material	it	is	placed	upon.	Infusion	Mystical	Infusion	Research:	Fabrico	-	Machina	-	Praecantatio	Required	Research:	Essentia	Distillation
Recipe:	[	Runic	Matrix	/	Arcane	Pedestal	/	Mystical	Construct	]	Nature:	Advanced	Magical	Crafting	Description:	Arcane	crafting	and	alchemy	can	go	only	so	far.	Something	better	is	needed	to	create	truely	powerful	mystical	objects.	Infusion	crafting	is	the	process	of	infusing	a	single	object	with	magical	energy	and	the	properties	of	other	objects.	You
could,	for	example,	unfuse	a	stone	with	aer	is	and	a	feather	and	it	would	result	in	a	very	light	stone.	As	is	usual	with	thaumaturgy,	things	are	not	quite	that	simple.	To	even	get	started	with	infusion	crafting	there	are	several	things	you	need:	A	Runic	Matrix,	arcane	pedestals	and	a	steady	supply	of	magic	in	the	form	of	essentia.	Once	you	have	your
Runic	Matrix	properly	placed	into	a	structure	commonly	known	as	an	Infusion	Altar,	you	can	begin	to	craft.	The	central	pedestal	located	under	the	matrix	is	where	the	item	you	wish	to	infuse	will	go.	You	will	also	need	several	more	pedestals	placed	around	the	altar	where	you	can	place	the	blocks	and	items	you	wish	to	infuse	into	the	target	object.
Lastly	you	will	need	warded	jars	or	similar	essentia	containers	holding	the	requisite	amount	of	vis.	Once	all	this	is	gathered	you	can	click	on	the	Runic	Matrix	with	a	wand	to	start	the	crafting	process.	During	the	first	stage	of	crafting	essentia	will	be	drained	from	nearby	sources.	Crafting	will	stall	of	there	is	insuficient	essentia	available	-	something
that	you	do	not	want	as	will	be	explained	in	the	following	pages.	Once	all	the	required	essentia	has	been	infused	into	the	target	object	the	other	subjects	will	have	their	essential	essence	drained.	Only	when	this	is	done	will	the	crafting	complete.Infusion	crafting	is	not	without	risks.	The	entire	process	involves	forcing	vast	energies	into	a	single	object.
Unpredictable	things	tend	to	happen.	Usually	one	of	the	fusion	objects	get	knocked	off	a	pedestal,	or	flux	gets	generated,	but	more	catastrophic	events	are	not	unheard	of.	The	longer	crafting	continue	due	to	unresolved	problems	like	lack	of	vis	or	dropped	items,	the	greater	the	chance	of	something	bad	happening.	These	effects	can	be	reduced	by
various	means.	Firstly	you	wish	to	keep	the	entire	fusion	structure	as	symmetrical	as	possible	-	take	careful	note	of	where	you	place	pedestals	and	make	sure	they	are	balanced	with	other	pedestals	on	the	opposite	side	of	the	alter.	When	placing	fusion	items	on	them	you	may	wish	to	keep	them	balanced	as	well.	Lastly	you	can	place	occult
paraphernalia	around	the	alter	in	symmetrical	formations	(things	like	candles,	skulls,	crystals,	etc.)	.	These	will	have	the	effect	of	reducing	instability.		Boots	of	the	Traveller	These	boots	were	made	for	walking	Research:	Aqua	-	Iter	-	Terra	-	Volatus	Required	Research:	Enchanted	Fabric	-	Infusion	Recipe:	[	x	]	Nature:	Speed	Boost	Boots	Description:
This	pair	of	enchanted	boots	have	been	stuffed	full	of	magic	to	ease	the	journey	of	any	traveller.	They	allow	you	to	move	faster	than	normal.	They	also	allow	you	to	jump	higher	and	fall	further.	Lastly	they	will	allow	you	to	cut	through	water	like	a	fish.	A	slow	a	clumsy	fish,	but	a	fish	nonetheless.	Sword	of	the	Zephr	Angry	Winds	Research:	Aer	-
Potentia	-	Telum	Required	Research:	Thaumium	-	Infusion	Recipe:	[	x	]	Nature:	Elemental	Sword	Description:	You	have	merged	the	elemental	fury	of	air	shards	with	a	thaumium	sword.	When	used	to	strike	a	foe,	the	blade	will	sweep	in	a	wide	arc,	hitting	additional	foes	near	you	main	target.	While	blocking	the	sword	will	conjure	a	sphere	of	whirling
winds	around	you,	pushing	enemies	and	loose	objects	away	and	deflecting	incoming	projectiles.	While	blocking	it	will	also	slowly	lift	you	into	the	air.	Axe	of	the	Stream	Rivers	of	wood	Research:	Aqua	-	Instrumentum	-	Motus	Required	Research:	Thaumium	-	Infusion	Recipe:	[	x	]	Nature:	Elemental	Axe	Description:	By	combining	water	shards	and	a
thaumium	axe,	you	have	created	a	tool	that	embodies	the	aspects	of	motion	and	flow.	It	functions	like	a	normal	axe	on	all	materials	except	natural	logs	and	trees.	When	used	on	them	the	axe	seeks	to	furthest	block	of	the	same	type	that	is	still	connected	to	the	block	you	are	attempting	to	hartvest	and	harvests	that	one	instead.	In	effect	you	will	chop
trees	from	the	top	down	even	if	you	hit	the	bottom-most	block.	Shovel	of	the	Earthmover	Shifting	Earth	Research:	Fabrico	-	Instrumentum	-	Terra	Required	Research:	Thaumium	-	Infusion	Recipe:	[	x	]	Nature:	Elemental	Shovel	Description:	Combining	earth	shards	with	a	thaumium	shovel	you	have	created	a	peerless	digging	implement.	When	used	to
dig	earth,	sand	and	similar	materials	it	will	dig	a	3x3	area.	If	you	right	click	on	the	side	of	a	block,	it	will	attempt	to	place	a	3x3	section	of	the	same	material	in	the	world	so	long	as	you	have	sufficient	blocks	in	your	inventory.	The	orientation	of	both	the	digging	and	construction	depends	on	the	face	you	dug	or	clicked.	If	shift	is	held	while	using	this
tool	all	its	special	properties	are	suspended	and	it	functions	like	a	normal	shovel.	Pickaxe	of	the	Core	Purifying	Heat	Research:	Ignis	-	Instrumentum	-	Sensus	Required	Research:	Thaumium	-	Infusion	Recipe:	[	x	]	Nature:	Elemental	Pickaxe	Description:	By	infusing	a	thaumium	pickaxe	with	fire	shards,	you	have	created	a	pickaxe	that	glows	with	the
heat	of	a	forge.	When	you	mine	ore	blocks	there	is	a	chance	that	you	will	mine	a	cluster	instead.	Native	clusters	are	much	easier	to	process	and	produces	double	the	normal	amount	of	metal	when	smelted.	It	can	also	be	use	to	sound	out	any	furface	you	right	click	against	to	find	out	what	valuable	materials	can	be	found	nearby.	If	shift	is	held	while
using	this	tool	all	its	special	properties	are	suspended	and	it	functions	like	a	normal	pickaxe.	Hoe	of	Growth	Balance	of	Nature	Research:	Instrumentum	-	Messis	-	Victus	Required	Research:	Thaumium	-	Infusion	Recipe:	[	x	]	Nature:	Elemental	Hoe	Description:	By	merging	the	magical	energy	from	order	and	entropy	shards	with	a	thaumium	hoe,	you
have	created	a	farming	implement	with	few	equals.	When	used	to	till	fields,	it	will	till	a	3x3	area	instead	of	just	a	single	block.	When	used	to	crops	or	other	plants	it	will	act	as	bonemeal	to	promote	it's	growth,	though	at	a	higher	cost	to	it's	durability.	It	might	even	be	able	to	grow	plants	that	normal	bonemeal	can't.	If	shift	is	held	using	this	tool,	all	it's
special	properties	are	suspended	and	it	functions	like	a	normal	hoe.	Arcane	Bore	Mining	evolved	Research:	Instrumentum	-	Machina	-	Motus	-	Perfodio	Required	Research:	Wand	Focus:	Excavation	-	Infusion	Recipe:	[	Bore	/	Base	]	Nature:	Magic	Mini	Quarry	Description:	You	have	discovered	a	device	capable	of	extending	the	range	and	power	of	an
Excavation	focus.	Of	even	greater	use	is	the	fact	that	the	machine	can	do	so	without	your	constant	supervision.	You	merely	need	to	place	it	on	a	specially	constructed	base,	point	it	in	the	right	direction	with	a	wand	and	apply	a	redstone	signal.	The	arcane	bore	requires	two	things	to	function.	The	first	is	an	excavation	focus	placed	in	it's	leftmost
inventory	slot.	Any	enchantments	applied	to	the	focus	will	also	alter	the	functions	of	the	bore.	Secondly	you	need	to	place	any	kind	of	pickax	to	the	rightmost	slot.	The	material	of	the	pickaxe	will	have	little	effect	on	the	operation	of	the	bore,	but	the	greater	its	durability,	the	longer	it	will	last.	Like	the	wand,	any	enchantments	or	special	abilities	of	the
pickax	will	also	be	applied	to	whatever	the	bore	mines.	Placing	a	jar	of	periditio	essentia	somewhere	behind	the	bore	(within	5	blocks)	will	greatly	speed	up	the	rate	in	which	it	mines.	An	arcane	bor	can	only	be	placed	above	or	below	an	arcane	bore	base.	Any	items	mined	will	be	ejected	from	the	base	in	the	direction	its	nozzle	is	pointing.	It	will	eject
into	an	inventory	if	possible.	This	direction	can	be	changed	with	a	wand.	Thaumostatic	Harness	Is	it	a	bird...	Research:	Aer	-	Iter	-	Machina	-	Volatus	Required	Research:	Boots	of	the	Traveller	Recipe:	[	x	]	Nature:	Magic	Jetpack	Description:	You	have	finally	managed	to	unlock	the	secret	of	flight.	You	have	created	a	harness	that	anchors	itself	into	the
Thaumic	Field	using	thaumostatic	energy	allowing	you	to	defy	gravity.	You	think	quantum's	and	quarks	might	also	be	involved	somehow.	Unusually	the	only	vis	required	to	power	this	harness	is	added	during	it's	creation	process.	Instead	the	fuel	it	requires	for	flight	is	Potentia.	Simply	right	click	while	holding	the	harness	to	insert	filled	jars.	Double
tapping	space	while	wearing	the	harness	activates	it.	While	active	the	harness	will	constantly	use	Potentia.	It	can	be	enchanted	with	the	Haste	enchant	to	increase	the	speed	at	which	you	move	while	flying.	Mirror	Magic	Through	the	looking	glass	Research:	Alienis	-	Iter	-	Tenebrae	-	Vitreus	Required	Research:	Infusion	Recipe:	[	Mirrored	Glass	/	Magic
Mirror	]	Nature:	Item	Teleportation	Description:	You	are	now	able	to	enchant	a	pair	of	magical	mirrors	what	act	as	doorways	to	the	void	between	the	worlds.	Anything	shoved	through	the	one	mirrir	will	pass	through	this	realm	and	exit	through	the	other	mirror	-	even	across	dimensional	bounderies.	Unfortunately	this	realm	is	extremely	hostile	to
mortal	creatures	like	yourself	so	using	these	mirrors	to	transport	living	creatures	is	not	yet	visible.	To	link	a	pair	of	these	magical	mirrors	you	simply	need	to	place	one	of	them	in	a	desired	location.	you	then	right	click	with	a	second	mirror	on	the	one	you	placed,	and	the	pair	will	become	linked.	You	may	then	place	the	second	wherever	you	wish	and
items	thrown	into	one	will	be	ejected	out	the	other.	Mirrors	can	only	be	linked	in	pairs,	so	while	both	are	placed	in	the	world	and	able	to	transmit	items	you	cannot	link	them	to	another	mirror.	When	you	pick	up	the	mirrir	it	will	remember	the	last	partner	it	was	linked	with,	allowing	you	to	easily	move	it	without	having	to	relink	it.	However	while	one
of	the	paired	mirrors	is	picked	up,	you	may	easily	relink	either	of	them.	Magical	Hand	Mirror	Personal	Reflection	Research:	Alienis	-	Iter	-	Instrumentum	-	Vitreus	Required	Research:	Mirror	Magic	Recipe:	[	x	]	Nature:	Handheld	Item	Teleportation	Description:	This	magical	hand	mirror	funcitons	much	the	same	way	as	other	magical	mirrors,	you
simply	push	items	through	the	glass	and	they	will	pop	out	the	linked	mirror.	Simple	right-click	while	holding	the	linked	hand	mirror	and	you	will	be	able	to	place	any	items	in	your	inventory	into	the	looking	glass	to	have	them	transported.	Tha	hand	mirror	can	be	linked	to	a	mirror	that	is	already	paired	with	another.	It	should	be	noted	that	the	hand
mirror	can	only	send	items,	not	recieve	them.	Brain	in	a	Jar	Sealing	in	the	foulness	Research:	Cognito	-	Exanimis	-	Lucrum	Required	Research:	Lost	Research	(Requires	Infusion)	Recipe:	[	x	]	Nature:	EXP	Sponge	Description:	-	Throw	one	rotten	zombie	brain	into	a	jar.	-	Add	some	spider	eyes	and	water.	-	Stir	gently	with	your	wand	while	thinking	dark



thoughts.	If	you	follow	the	recipe	exactly	you	should	now	have	a	partially	animated	and	fully	malicious	zombie	brain.	It	retains	some	of	the	hunger	it	possessed	as	a	zombie	and	while	it	cannot	consume	brains,	it	still	enjoys	eating	the	thoughts	and	experiences	of	those	slain	nearby.	Giving	its	jar	a	good	shake	will	make	it	surrender	some	of	its	ill-gotten
gains	for	your	own	use.	Reactions:	flamedance58,	Blastedsura	and	Pokefenn	Artifice	CONTINUED	Salis	Mundus	Just	a	pinch	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	(NOTE:	Uses	any	type	of	shard/essence/bean)	[	x	/	alt	]	Nature:	Alternative	Enchanting	Description:	Salis	Mundus,	or	Thaumaturge's	Salt	as	it	is
more	commonly	known,	is	crafted	by	crushing	vis	crystals	and	mixing	them	with	substances	naturally	rich	in	magic.	Like	its	mundane	counterpart,	Thaumaturge's	salt	adds	flavour	(metaphorically	speaking)	to	any	magical	recipe	or	formula.	It	is	a	strong	binding	agent,	able	to	hold	the	most	disparate	of	magical	elements	together.	There	are	several
substances	that	can	be	mixed	with	the	crushed	crystals	to	create	Salis	Mundus.	Arcane	Lamp	Large	source	of	light	Research:	Lux	-	Sensus	-	Tenebrae	Required	Research:	Nitor	-	Infusion	Recipe:	[	x	]	Nature:	Large	Light	Source	Description:	This	mystical	lamp	can	be	attached	to	walls,	floors	or	ceilings	and	will	provide	strong	and	steady	light.
Additional	sources	of	light	may	also	appear	up	to	16	blocks	away	wherever	light	levels	fall	below	accepted	'safe'	levels.	Remember:	Only	YOU	can	prevent	zombie	outbreaks.	These	secondary	sources	of	light	will	dissapear	soon	after	the	lamp	has	been	removed.You	are	sure	additional	uses	for	this	lamp	will	present	itself,	so	remember	to	check	here
after	making	discoveries.	Arcane	Bore	When	attached	to	the	base	of	an	arcane	bore,	the	arcane	lamp	gains	an	additional	ability:	It	will	draw	Lux	essentia	from	a	nearby	source	to	light	up	the	tunnel	that	the	bore	digs.	A	single	point	of	lux	creates	a	single	point	of	light.	These	sources	of	light	will	not	dissapear	after	the	lamp	has	been	removed.	Lamp	of
Growth	Encouraging	things	to	grow	Research:	Herba	-	Lux	-	Victus	Required	Research:	Arcane	Lamp	Recipe:	[	x	]	Nature:	Plant	Grower	Description:	Unlike	the	Arcane	lap	from	which	it	is	made,	the	lamp	of	Growth	does	not	catch	much	light	unless	it	is	provided	with	Herba	essentia.	If	this	is	done	any	plants	which	grow	where	its	light	shines	the
brightest	will	grow	much	faster	than	normal.	Essentia	can	be	fed	to	the	lamp	either	by	placing	a	jar	nearby,	or	attacking	the	lamp	directly	to	an	essentia	piping	system.	The	pipes	are	slightly	more	efficient	and	will	make	a	single	point	of	essentia	last	about	10%	longer.	Infusion	Enchantment	Enchanting	with	Essentia	Research:	Cognito	-	Instrumentum
-	Praecantatio	-	Telum	-	Tutamen	Required	Research:	Infusion	Recipe:	(NOTE:	All	recipes	use	Salis	Mundus)	[	Recipes	/	Essentia	and	Level	cost	]	Nature:	Alternative	Enchanting	Description:	For	ages	now	wizards	and	thaumaturges	have	been	enchanting	weapons,	tools	and	armor	by	imbueing	objects	with	their	own	life	energy.	While	effective,	the
process	is	tedious	and	the	results	are	completely	unpredictable.	Your	discovery	of	infusion	crafting	might	have	uncovered	a	solution	to	both	problems.	You	have	discovered	a	way	to	enchant	objects	with	an	infusion	altar.	Simply	place	the	item	you	wish	to	enchant	on	the	central	pedestal	and	supply	the	proper	ingredients	and	essentia.	It	also	requires
some	life	essense	in	the	form	of	experience,	but	much	less	than	would	be	normally	required	to	enchant	something.	This	experience	is	drawn	from	anyone	near	the	infusion	altar	so	care	should	be	taken.	The	essentia	and	experience	costs	listed	in	following	recipes	are	for	the	first	level	of	enchantment.	To	enchant	an	item	to	higher	levels,	simply	perform
the	infusion	process	again	-	it	can	be	repeated	till	the	required	enchantment	has	reached	it's	maximum	possible	level.	Essentia	and	experience	cost	are	multiplied	by	the	level	of	enchantment	you	are	performing,	so	a	level	II	enchantment	costs	twice	as	much	as	a	level	I.	Additional	costs	might	is	also	required	if	the	item	already	contains	enchants	other
than	the	one	you	are	currently	performing.	This	cost	is	usually	around	10%	per	level	of	enchantment.	So	enchanting	a	sword	with	Fire	Aspect	that	already	contains	Smite	III	will	cost	30%	more.	Instabilit	also	increases	as	the	total	number	of	enchantments	on	the	object	increases.	Enchanting	items	with	an	infusion	altar	follows	the	normal	rules	for
enchantment	as	it	applies	to	what	enchants	can	combine	with	others.	Did	I	get	the	research	wrong?	Check	the	plugin	abstract	below!	(Courtesy	of	janinko)	ARTIFICE	ARCANESTONE	GRATE	TABLE	ARCTABLE	RESTABLE	THAUMOMETER	PAVETRAVEL	Aspects:	TRAVEL:2,	EARTH:1,	FLIGHT:1	Parents:	ARCANESTONE	PAVEWARD	Aspects:
MOTION:2,	TRAP:1,	BEAST:1	Parents:	ARCANESTONE	LEVITATOR	Aspects:	MOTION:2,	FLIGHT:1,	AIR:1	Parents:	NITOR	ARCANEEAR	Aspects:	SENSES:2,	ENERGY:1,	AIR:1	Parents:	GOGGLES	INFERNALFURNACE	Aspects:	FIRE:2,	METAL:1,	CRAFT:1,	AURA:1,	BELLOWS	Aspects:	AIR:2,	MECHANISM:1,	MOTION:1	Parents:
INFERNALFURNACE	GOGGLES	Aspects:	SENSES:2,	AURA:1	Parents:	THAUMOMETER	ENCHFABRIC	Aspects:	CLOTH:2,	MAGIC:1,	INFUSION	Aspects:	MAGIC:1,	MECHANISM:1,	CRAFT:2	Parents:	DISTILESSENTIA	BOOTSTRAVELLER	Aspects:	TRAVEL:2,	EARTH:1,	FLIGHT:1,	WATER:1	Parents:	ENCHFABRIC	INFUSION	HOVERHARNESS
Aspects:	FLIGHT:2,	TRAVEL:1,	AIR:1,	MECHANISM:1	Parents:	BOOTSTRAVELLER	MIRROR	Aspects:	TRAVEL:2,	ELDRITCH:1,	DARKNESS:1,	CRYSTAL:1	Parents:	INFUSION	MIRRORHAND	Aspects:	TOOL:2,	ELDRITCH:1,	CRYSTAL:1,	TRAVEL:1	Parents:	MIRROR	ARCANEBORE	Aspects:	MINE:2,	MOTION:1,	MECHANISM:1,	TOOL:1	Parents:
FOCUSEXCAVATION	INFUSION	ELEMENTALAXE	Aspects:	TOOL:1,	WATER:2,	MOTION:1	Parents:	THAUMIUM	INFUSION	ELEMENTALPICK	Aspects:	TOOL:1,	FIRE:2,	SENSES:1	Parents:	THAUMIUM	INFUSION	ELEMENTALSWORD	Aspects:	WEAPON:1,	AIR:2,	ENERGY:1	Parents:	THAUMIUM	INFUSION	ELEMENTALSHOVEL	Aspects:	TOOL:1,
EARTH:2,	CRAFT:1	Parents:	THAUMIUM	INFUSION	ELEMENTALHOE	Aspects:	TOOL:1,	LIFE:2,	CROP:1	Parents:	THAUMIUM	INFUSION	JARBRAIN	Aspects:	SENSES:1,	MIND:2,	UNDEAD:2	Parents:	INFUSION	LOST	Last	edited:	Nov	24,	2013	Reactions:	flamedance58	and	Blastedsura	Golemancy	Hungry	Chest	A	chest	that	doesn't	wait	to	be
opened	Research:	Fames	-	Vacuos	Required	Research:	N/A	Recipe:	[	x	]	Nature:	Onnom	Chest	Description:	The	hungry	chest	is	able	to	pick	up	items	by	itself	if	they	are	dropped	close	enough	to	touch	it.	Straw	Golems	Simple	Magical	Minions	Research:	Messis	-	Motus	-	Permutatio	-	Spiritus	Required	Research:	Hungry	Chest	Recipe:	[	x	]	Nature:
Lowest	Golem	Description:	You	have	discovered	the	secret	of	creating	golem	workers.	While	the	Iron	Golem	is	impressive	in	its	own	way,	it	is	very	limited	and	uncontrollable.	You	have	managed	to	solve	both	those	problems.	Your	golem	workers	have	just	enough	will	and	self-awareness	to	make	them	useful	tools,	but	not	enough	to	render	them
uncontrollable.	-----	You	have	also	discovered	how	to	make	the	Golemancer's	Bell	and	Golem	Animation	Cores	(see	their	respective	research	entries	for	more	detail).	The	golem	you	craft	can	be	placed	in	the	world,	but	will	remain	inactive	until	given	an	animation	core.	The	placement	of	the	golem	needs	to	be	considered	carefully	-	if	you	wish	it	to
interact	with	inventories,	you	will	need	to	place	it	by	clicking	(or	shift-clicking)	on	the	inventory	on	the	side	you	wish	it	to	interact	with.	Most	golems	can	operate	in	a	range	of	19	blocks	around	their	home	location.	The	first	golem	you	can	create	is	made	from	bundles	of	hat	and	straw.	It	is	physically	weak	and	easy	to	destroy,	but	very	light	and	nimble.
Straw	Golem	Attributes	Durability:	Very	Low	Strength:	Very	Low	Self-repair:	Average	Carry	Limit:	1	Speed:	Fast	Upgrades:	1	Wood	Golems	How	much	wood	would	a	good	golem	chop	if	a	wood	golem	could	chop	wood?	Research:	Arbor	-	Motus	-	Permutatio	-	Spiritus	Required	Research:	Straw	Golem	Recipe:	[	x	]	Nature:	Below	Average	Golem
Description:	This	golem	is	carved	from	a	greatwood	log.	It	is	moderate	improvement	over	the	straw	golem.	Wood	Golem	Attributes	Durability:	Below	Average	Strength:	Low	Self-repair:	Average	Carry	Limit:	4	Speed:	Above	Average	Upgrades:	1	Tallow	Golems	Keep	away	from	open	flames	Research:	Corpus	-	Motus	-	Permutatio	-	Praecantatio	-	Spiritus
Required	Research:	Wood	Golem	-	Tallow	Recipe:	[	Tallow	Block	/	Golem	]	Nature:	Below	Average	Golem	(Better	than	Wood)	Description:	This	advanced	golem	is	only	marginally	better	than	the	wood	golem,	but	is	capable	of	holding	two	upgrades.	Tallow	Golem	Attributes	Durability:	Low	Strength:	Low	Self-repair:	Average	Carry	Limit:	4	Speed:	Above
Average	Upgrades:	2	Clay	Golems	Tough	and	Durable	Research:	Motus	-	Permutatio	-	Spiritus	-	Terra	Required	Research:	Wood	Golem	Recipe:	[	x	]	Nature:	Average	Stat	Golem	Description:	Fired	clay	is	proven	to	be	a	superior	crafting	material	for	golems.	It	is	fireproof	and	has	more	than	adequate	mobility.	Clay	Golem	Attributes	Durability:	Average
Strength:	Average	Self-repair:	Slow	Carry	Limit:	8	Speed:	Average	Upgrades:	1	Flesh	Golems	It's	alive!	Research:	Corpus	-	Mortuus	-	Motus	-	Permutatio	-	Spiritus	Required	Research:	Clay	Golem	Recipe:	[	Flesh	Block	/	Golem	]	Nature:	Average	Stat	Golem	(Better	than	clay)	Description:	While	macabre,	golems	made	from	zombie	flesh	has	several
features	to	recommend	them.	Not	only	does	it	repair	itself	quickly,	it	is	able	to	hold	2	upgrades.	Flesh	Golem	Attributes	Durability:	Average	Strength:	Average	Self-repair:	Very	Fast	Carry	Limit:	8	Speed:	Average	Upgrades:	2	Stone	Golems	Strong,	but	slow	Research:	Motus	-	Permutatio	-	Saxum	-	Spiritus	Required	Research:	Clay	Golem	Recipe:	[	x	]
Nature:	Above	Average	Golem	Description:	Stone	golems	are	very	durable	and	able	to	carry	heavy	loads,	but	they	are	much	slower	than	most	golems.	Stone	Golem	Attributes	Durability:	Above	Average	Strength:	Above	Average	Self-repair:	Slow	Carry	Limit:	16	Speed:	Slow	Upgrades:	1	Iron	Golems	Like	village	golems	only	smaller...	and	better
Research:	Metallum	-	Motus	-	Permutatio	-	Spiritus	Required	Research:	Clay	Golem	Recipe:	[	x	]	Nature:	Highest	Golem	Description:	Iron	golems	are	extremely	tough	and	strong,	able	to	carry	huge	loads.	Their	weight	however	causes	them	to	move	quite	slowly.	Iron	Golem	Attributes	Durability:	High	Strength:	High	Self-repair:	Very	Slow	Carry	Limit:
32	Speed:	Very	Slow	Upgrades:	1	Thaumium	Golems	Simple	Magical	Minions	Research:	Metallum	-	Motus	-	Permutatio	-	Praecantatio	-	Spiritus	Required	Research:	Iron	Golem	-	Thaumium	Recipe:	[	Thaumium	Block	/	Golem	]	Nature:	Highest	Golem	(Better	than	Iron)	Description:	Thaumium	golems	have	slightly	better	attributes	than	iron	golems	and
they	are	able	to	have	2	upgrades.	They	are	also	highly	resistant	to	magical	damage.	Thaumium	Golem	Attributes	Durability:	Very	High	Strength:	High	Self-repair:	Slow	Carry	Limit:	32	Speed:	Slow	Upgrades:	2	Golem	Core:	Gather	Picking	up	what	you	are	putting	down	Research:	Straw	Golem	Required	Research:	Hungry	Chest	Recipe:	[	Blank	/	Gather
]	Nature:	Animation	Core:	Pickup	Description:	Golem	Animation	cores	are	used	to	give	your	golems	purpose	-	without	a	core	they	remain	inanimate.	The	first	such	core	you	are	able	to	create	is	the	Gather	core.	Golems	fitted	with	this	core	will	seek	dropped	items	within	16	blocks,	pick	them	up	and	then	place	them	inside	an	attached	inventory.	If	they
are	not	attached	to	an	inventory	they	will	simply	hold	on	to	them.	If	you	right	click	on	the	golem	you	will	be	able	to	set	specific	items	they	should	pick	up	-	all	others	will	be	ignored.	Simply	right-click	on	a	freshly	placed	golem	with	a	core	to	attach	it	to	the	golem.	Golem	Core:	Fill	Keeping	an	inventory	supplied	Research:	Fames	-	Permutatio	-	Vacuos
Required	Research:	Golem	Core:	Gather	Recipe:	[	x	]	Nature:	Animation	Core:	Inventory	Filling	Description:	Golems	fitted	with	this	core	will	examine	inventories	you	have	marked	for	certain	items,	and	place	them	in	their	home	inventory.	There	are	two	modes	of	operation:	In	Precise	Amount	mode	the	golem	will	fill	its	home	inventory	with	the	specific
items	until	it	contains	an	amount	equal	to	the	amount	you	specified	in	its	interface.	In	Any	amount	mode	the	golem	will	keep	filling	the	current	inventory	with	the	specified	items	so	long	as	there	is	room	and	available	items.	Golem	Core:	Empty	Moving	things	somewhere	else	Research:	Lucrum	-	Permutatio	-	Vacuos	Required	Research:	Golem	Core:
Gather	Recipe:	[	x	]	Nature:	Animation	Core:	Empty	Description:	Golems	fitted	with	this	core	will	remove	items	from	an	attached	inventory	and	take	them	to	the	marked	location.	If	the	marked	location	is	a	container,	they	will	place	it	inside.	If	you	wish,	you	can	specify	what	items	should	be	removed	from	the	inventory	by	accessing	the	golems
interface.	All	other	items	will	be	ignored.	Golem	Core:	Use	Clickity	Click	Research:	Humanus	-	Instrumentum	-	Machina	-	Permutatio	Required	Research:	Golem	Core:	Empty	-	Infusion	Recipe:	[	x	]	Nature:	Animation	Core:	Click	Simulation	Description:	Like	the	Empty	core,	golems	fitted	with	this	core	will	remove	items	from	an	attached	inventory	or
dropping	it	in	the	world,	they	will	attempt	to	use	it	on	a	target	block	or	location.	They	will	attempt	to	use	the	item	as	if	they	are	a	player	right-clicking	on	the	target	block	or	location	with	the	item.	If	you	wish,	you	can	specify	what	items	should	be	removed	from	the	inventory	by	accessing	the	golems	interface.	All	other	items	will	be	ignored.	Golem
Core:	Harvest	Animated	Farmer	Research:	Iter	-	Messis	-	Meto	Required	Research:	Golem	Core:	Gather	Recipe:	[	x	]	Nature:	Animation	Core:	Farmer	Description:	Golems	fitted	with	this	core	need	not	be	attached	to	an	inventory.	They	seek	out	fully	grown	crops,	reeds	and	other	commonly	farmed	plants	within	a	small	radius	and	harvests	them.	The
harvested	material	simply	drops	to	the	ground	and	must	be	gathered	by	some	other	means.	Unfortunately	they	are	not	smart	enough	to	replant	the	crops	they	have	harvested,	but	you	are	sure	with	a	bit	of	work	you	might	be	able	to	eventually	fix	that	bug.	Order	Upgrade	Unlocked	(Unlocked	with	Golem	Upgrade:	Order)	Harvest	golems	fitted	with	this
upgrade	will	now	attempt	to	replant	the	crop	they	just	harvested.	This	could	fail	if	the	plant	failed	to	drop	the	proper	seed	or	seedling.	Golem	Core:	Chop	Animated	Lumberjack	Research:	Arbor	-	Instrumentum	-	Meto	-	Potentia	Required	Research:	Golem	Core:	Harvest	-	Axe	of	the	Stream	Recipe:	[	x	]	Nature:	Animation	Core:	Lumber	Chopper
Description:	Like	Harvester	golems,	Lumberjack	golems	can	be	placed	anywhere.	They	will	seek	out	nearby	trees	and	chop	them	down.	Stronger	golems	will	chop	them	faster.	Lumberjack	golems	do	not	replant	the	trees	they	have	chopped	down.	Golem	Core:	Guard	Guarding	your	valuables	Research:	Sensus	-	Telum	-	Vinculum	Required	Research:
Golem	Core:	Gather	Recipe:	[	x	]	Nature:	Animation	Core:	Mob	Protection	Description:	Golems	fitted	with	this	core	act	as	guards,	attacking	any	hostile	creatures	within	range.	You	are	sure	with	a	little	bit	of	tinkering	you	could	make	a	golem	a	bit	more	selective	with	the	targets	it	attacks,	bit	for	now	it	only	seeks	out	aggressive	mobs	other	than
creepers.	Order	Upgrade	Unlocked	(Unlocked	with	Golem	Upgrade:	Order)	If	you	fit	this	upgrade	you	can	specify	the	types	of	creatures	the	golem	will	attack.	The	golem	will	also	be	able	to	attack	more	than	just	hostile	entities.	Golem	Core:	Decanting	Keeping	a	tank	filled	with	liquid	Research:	Aqua	-	Iter	-	Permutatio	Required	Research:	Golem	Core:
Fill	Recipe:	[	x	]	Nature:	Animation	Core:	Liquid	Filling	Description:	Golems	fitted	with	this	core	will	attempt	to	keep	the	liquid	inventory	they	are	attached	to	filled	with	an	appropriate	liquid.	If	you	wish,	you	can	specify	what	liquid	should	be	placed	in	the	tank	by	accessing	the	golems	interface	and	placing	a	liquid	container	(like	a	filled	bucket)	in	a
slot.	All	other	liquids	will	be	ignored.	A	decanting	golem	can	only	carry	100mB	of	liquid	per	item	its	material	type	is	normally	allowed	to	carry,	though	they	will	always	carry	a	full	buckets	worth	if	instructed	to	pick	up	liquids	blocks	in	the	world.	Golem	Core:	Alchemy	Moving	Essentia	Around	Research:	Aqua	-	Iter	-	Potentia	-Praecantatio	Required
Research:	Golem	Core:	Decanting	-	Infusion	Recipe:	[	x	]	Nature:	Animation	Core:	Liquid	Filling	Description:	This	core	is	a	specialized	version	of	a	decanting	core,	specifically	designed	to	transport	essentia.	Alchemy	golems	assigned	to	an	alchemy	furnace	or	alembic	it	will	draw	essentia	from	the	entire	stack	of	alembics	and	transport	it	to	marked
warded	jars.	It	is	not	required	to	mark	every	single	jar	-	the	golem	will	automatically	fill	all	jars	adjacent	to	the	marked	jar	and	all	other	similarly	connected	jars.	Alchemy	golems	prioritize	nearby	jars	first	and	will	try	to	fill	an	entire	jar	before	starting	on	a	new	one.	Golemancer's	Bell	Pay	Attention	Research:	Straw	Golem	Required	Research:	Hungry
Chest	Recipe:	[	x	]	Nature:	Golem	Order	Tool	Description:	Golems	are	notoriously	bad	at	following	verbal	commands,	but	this	bell	allows	you	to	avoid	all	that.	Simply	right	click	on	a	golem	to	select	it.	Once	that	is	done	a	glowing,	gearlike	circle	will	appear	indicating	the	golems	'home'	location	and	the	side	it	is	attached	to.	You	are	now	able	to	right
click	anywhere	in	the	world	to	link	the	golem	to	blocks,	locations	or	inventories	it	may	interact	with.	Clicking	on	the	same	location	will	unmark	it	or	cycle	through	different	colors	if	the	golem	is	able	to	interact	with	different	colored	markers.	Shift	+	right-clicking	on	a	marked	location	will	always	clear	it	and	pressing	F	will	clear	all	marked
locations.Left-clicking	on	a	golem	picks	it	up	and	with	all	its	current	upgrades	and	settings	intact.	Shift	+	left-clicking	picks	up	the	golem	but	removed	its	core	and	any	attached	upgrades	which	drop	seperately.	There	is	a	good	chance	that	upgrades	will	be	lost	if	you	do	this	however.Golem	Upgrade:	Air	Making	your	golem	faster	Research:	Aer	-	Motus
Required	Research:	Golemancer's	Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Speed	Description:	When	this	upgrade	is	attached	to	a	golem	it	will	increase	its	movement	and	ranged	attack	speed.	Specific	golem	cores	might	benefit	from	this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon
entry.	Golem	Upgrade:	Earth	Making	your	golem	stronger	Research:	Terra	-	Victus	Required	Research:	Golemancer's	Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Strength	Description:	This	upgrade	will	increase	the	increase	the	amount	of	items	your	golem	can	carry	at	a	time.	Each	upgrade	increases	the	limit	between	4	and	16	(dependant	on	the
golems	base	carry	limit).	It	also	increase	its	physical	damage	and	how	quickly	it	harvests	materials	or	performs	tasks	dependant	on	brute	strength.	Specific	golem	cores	might	benefit	from	this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon	entry.	Golem	Upgrade:	Fire	Making	your	golem	all
fired	up	Research:	Ignis	-	Potentia	Required	Research:	Golemancer's	Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Inventory	Increase	Description:	This	upgrade	increases	the	interface	inventory	of	a	golem	by	2	slots,	allowing	more	items	to	be	filtered	or	sorted.	This	golem's	melee	attacks	also	sets	its	target	on	fire.	Specific	golem	cores	might	benefit	from
this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon	entry.	Golem	Upgrade:	Water	Making	your	golem	more	perceptive	Research:	Aqua	-	Sensus	Required	Research:	Golemancer's	Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Perception	Description:	This	upgrade	increases	the	visual	range	of
most	golems	allowing	them	to	travel	further	afield	to	perform	their	tasks.	It	also	increases	the	range	and	accuracy	of	ranged	attacks.	Specific	golem	cores	might	benefit	from	this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon	entry.	Golem	Upgrade:	Order	Making	your	golem	more	oganized
Research:	Cognito	-	Ordo	Required	Research:	Golemancer's	Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Golem	Organization	Description:	This	upgrade	allows	golems	to	specify	different	colors	for	blocks	marked	with	the	Golemancer's	Bell.	This	allows	for	greater	control	over	what	they	do	and	where	they	do	it.	This	upgrade	also	unlocks	certain	features
of	some	golem	cores	giving	them	a	greater	scope	of	operation.	Specific	golem	cores	might	benefit	from	this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon	entry.	Golem	Upgrade:	Entropy	Making	your	golem	prickly...	and	fuzzy	Research:	Cognito	-	Perditio	Required	Research:	Golemancer's
Bell	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Thorns	and	Discernment	Description:	Golems	fitted	with	this	upgrade	automatically	inflicts	damage	on	anything	damaging	them.	Golems	with	this	upgrade	also	become	slightly	less	discerning.	In	general	this	means	that	when	tasked	to	filter	a	certain	type	of	item	(a	copper	ingot	for	instance)	they	will	check
for	all	items	that	count	as	copper	ingots	-	not	just	the	specific	ingot	you	specified.	Specific	golem	cores	might	benefit	from	this	upgrade	in	other	ways,	so	you	might	wish	to	check	if	additional	pages	were	added	to	their	Thaumonomicon	entry.	Advanced	Golem	Maybe	I	should	think	this	through...	Research:	Cognito	-	Potentia	-	Sensus	-	Victus	Required
Research:	Golem	Upgrade:	Air	-	Golem	Upgrade:	Earth	-	Golem	Upgrade:	Fire	-	Golem	Upgrade:	Aqua	-	Golem	Upgrade:	Order	-	Golem	Upgrade:	Entropy	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Advanced	Description:	You	have	discovered	a	way	of	improving	golems	in	several	minor	ways.	Firstly,	golems	that	g	through	this	process	are	able	to	hold	one
additional	upgrade,	though	they	can	never	have	more	than	two	upgrades	of	a	single	type.	Secondly,	they	move	slightly	faster.	Thirdly,	they	have	a	slightly	greater	sight	radius.	You	are	sure	the	malevolant	intent	in	their	eyes	is	just	your	imagination.	Last	edited:	Dec	29,	2013	Reactions:	flamedance58	and	Blastedsura	Golemancy	CONTINUED	Tiny	Hats
Keeping	the	sun	at	bay	Research:	Lucrum	-	Pannus	-	Victus	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Health	Description:	This	tiny	hat	is	the	perfect	accessory	for	any	golem.	Not	only	is	it	stylish	and	dashing,	but	any	golem	wearing	it	will	have	increased	health	and	vitality.	Tiny	Spectacles	The	better	to	see	you	with
Research:	Lucrum	-	Pannus	-	Sensus	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Perception	Description:	Golems	are	notoriously	short	sighted,	and	these	glasses	alleviate	that	weakness	to	some	degree.	Tiny	Bowties	...are	cool	Research:	Iter	-	Lucrum	-	Pannus	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:
Golem	Upgrade:	Speed	Description:	A	must	for	any	golem	on	the	go,	this	bowtie	will	fill	it	with	additional	energy,	increasing	its	pace.	Tiny	Fezzes	...are	cool	too	Research:	Lucrum	-	Pannus	-	Potentia	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Self	Repair	Description:	This	strange	headgear	seems	to	fill	any	golem
wearing	it	with	unusual	vitality,	allowing	it	to	repair	damage	at	a	much	faster	pace.	Golem	Dart	Launcher	Small	but	pointy	Research:	Lucrum	-	Telum	-Volatus	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Ranged	Attack	Description:	This	dart	launcher	can	only	be	attached	to	combat	golems.	It	is	not	quite	as	powerful	as
the	golems	primary	attack,	but	gives	golems	limited	to	melee	combat	a	means	of	attacking	foes	at	range.	Golem	Visor	Thank	you	for	your	cooperation	Research:	Lucrum	-	Sensus	-	Tutamen	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Experience	Dropper	Description:	This	metal	visor	will	grant	a	combat	golem	a	small
amount	of	additional	armor	protection.	It	will	also	insure	that	any	foes	attacked	by	the	golem	will	drop	experience	orbs	when	they	die.	Golem	Armor	A	tough	nut	to	crack	Research:	Lucrum	-	Metallum	-	Tutamen	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Damage	Resistance	Description:	The	armored	playing	grants	the
golem	wearing	it	increased	resistance	to	physical	harm.	Unfortunately	the	additional	protection	comes	at	a	cost,	as	all	the	heavy	ironmongery	will	slow	it	down.	Golem	Mace	Its	clobbering	time	Research:	Lucrum	-	Metallum	-Telum	Required	Research:	(Lost	Research)	Recipe:	[	x	]	Nature:	Golem	Upgrade:	Damage	Resistance	Description:	The	armored
playing	grants	the	golem	wearing	it	increased	resistance	to	physical	harm.	Unfortunately	the	additional	protection	comes	at	a	cost,	as	all	the	heavy	ironmongery	will	slow	it	down.	Traveling	Trunk	Mobile	Luggage	Research:	Arbor	-	Spiritus	-	Vacuos	Required	Research:	Wooden	Golems	-	Hungry	Chest	Recipe:	[	x	]	Nature:	Living,	moving,	talking	chest!
(What	do	you	mean	it	doesn't	talk...?)	Description:	An	extention	of	your	golemancy	research	has	lead	you	to	a	useful	companion	for	any	thaumatuge	on	the	go:	The	Traveling	Trunk.	This	wooden	chest	will	happilly	hop	after	its	master,	always	ready	to	provide	a	convenient	storage	space	for	anything	you	pick	up.	The	traveling	trunk	is	touch	and	can	take
a	significant	amount	of	beating.	Is	it	highly	resistant	to	fire	and	cannot	be	harmed	by	falling.	The	trunk	can	follow	its	master	everywhere	-	even	distant	dimensions.	Should	you	wish	it	to	stay	put	however,	there	is	a	convenient	button	located	in	its	gui	which	will	make	it	remain	in	it's	current	position.	The	traveling	trunk	slowly	heals	itself	over	time,	but
you	can	also	feed	it	all	manner	of	food	to	speed	up	this	process.	Like	normal	golems,	the	trunk	can	be	picked	up	by	left	clicking	with	a	golemancer's	bell.	It	will	drop	all	items	in	it's	inventory	if	you	do	so.	Shift	clicking	will	also	cause	it	to	drop	any	upgrades	you	have	applied	to	it	with	the	normal	loss	chance.	It	can	accept	a	single	upgrade	like	normal
golems,	but	they	grant	unique	abilities	to	the	trunk.	See	the	following	pages	for	details	as	you	discover	the	relevant	upgrades.	Golem	Upgrade:	Air	With	this	upgrade	installed	the	traveling	trunk	will	move	faster.	Golem	Upgrade:	Earth	With	this	upgrade	installed	the	trunk	will	be	able	to	carry	more	items	and	will	gain	an	aditional	row	in	it's	inventory.
Golem	Upgrade:	Fire	With	this	upgrade	installed	the	traveling	trunk	will	defend	its	master	when	he	is	attacked	Golem	Upgrade:	Water	With	this	upgrade	installed	the	traveling	trunk	cannot	be	opened	or	picked	up	by	anyone	else	but	its	master.	It	also	become	highly	resistant	to	all	but	the	most	devastating	amounts	of	damage.	Golem	Upgrade:	Ordo
With	this	upgrade	installed	the	traveling	trunk	will	retain	its	items	when	it	is	picked	up	using	a	golemancer's	bell.	It	will	drop	items	as	normal	when	shift-clicked	is	used.	Golem	Upgrade:	Entropy	With	this	upgrade	installed	the	traveling	trunk	will	automatically	suck	in	nearby	items	it	has	room	for.	Did	I	get	the	research	wrong?	Check	the	plugin
abstract	below!	(Courtesy	of	janinko)	GOLEMANCY	HUNGRYCHEST	Aspects:	HUNGER:2,	VOID:1,,	-1,	0,	2,	)	)	;	GOLEMSTRAW	Aspects:	SOUL:1,	MOTION:1,	CROP:2,	EXCHANGE:1	Parents:	HUNGRYCHEST	GOLEMWOOD	Aspects:	SOUL:1,	MOTION:1,	TREE:2,	EXCHANGE:1	Parents:	GOLEMSTRAW	GOLEMBELL	Parents:	GOLEMSTRAW
COREGATHER	Parents:	GOLEMSTRAW	GOLEMTALLOW	Aspects:	SOUL:1,	MOTION:1,	FLESH:2,	MAGIC:1,	EXCHANGE:1	Parents:	GOLEMWOOD	TALLOW	GOLEMCLAY	Aspects:	SOUL:1,	MOTION:1,	EARTH:2,	EXCHANGE:1	Parents:	GOLEMWOOD	GOLEMFLESH	Aspects:	SOUL:1,	MOTION:1,	FLESH:1,	DEATH:2,	EXCHANGE:1	Parents:
GOLEMCLAY	GOLEMSTONE	Aspects:	SOUL:1,	MOTION:1,	STONE:2,	EXCHANGE:1	Parents:	GOLEMCLAY	GOLEMIRON	Aspects:	SOUL:1,	MOTION:1,	METAL:2,	EXCHANGE:1	Parents:	GOLEMSTONE	GOLEMTHAUMIUM	Aspects:	SOUL:1,	MOTION:1,	METAL:1,	MAGIC:2,	EXCHANGE:1	Parents:	GOLEMIRON	THAUMIUM	COREFILL	Aspects:
HUNGER:2,	EXCHANGE:1,	VOID:1	Parents:	COREGATHER	COREEMPTY	Aspects:	VOID:2,	EXCHANGE:1,	GREED:1	Parents:	COREGATHER	COREUSE	Aspects:	TOOL:2,	EXCHANGE:1,	MECHANISM:1,	MAN:1	Parents:	COREEMPTY	INFUSION	COREHARVEST	Aspects:	HARVEST:2,	CROP:1,	TRAVEL:1	Parents:	COREGATHER	CORELUMBER
Aspects:	TREE:2,	HARVEST:1,	TOOL:1,	ENERGY:1	Parents:	COREHARVEST	ELEMENTALAXE	COREGUARD	Aspects:	WEAPON:2,	TRAP:1,	SENSES:1	Parents:	COREGATHER	CORELIQUID	Aspects:	WATER:2,	EXCHANGE:1,	TRAVEL:1	Parents:	COREFILL	COREALCHEMY	Aspects:	WATER:2,	TRAVEL:1,	MAGIC:1,	ENERGY:1	Parents:	CORELIQUID
INFUSION	UPGRADEAIR	Aspects:	AIR:2,	MOTION:1	Parents:	GOLEMBELL	UPGRADEEARTH	Aspects:	EARTH:2,	LIFE:1	Parents:	GOLEMBELL	UPGRADEFIRE	Aspects:	FIRE:2,	ENERGY:1	Parents:	GOLEMBELL	UPGRADEWATER	Aspects:	WATER:2,	SENSES:1	Parents:	GOLEMBELL	UPGRADEORDER	Aspects:	ORDER:2,	MIND:1	Parents:
GOLEMBELL	UPGRADEENTROPY	Aspects:	ENTROPY:2,	MIND:1	Parents:	GOLEMBELL	ADVANCEDGOLEM	Aspects:	LIFE:1,	ENERGY:1,	MIND:2,	SENSES:1	Parents:	INFUSION	UPGRADEAIR	UPGRADEEARTH	UPGRADEFIRE	UPGRADEWATER	UPGRADEORDER	UPGRADEENTROPY	TINYHAT	Aspects:	CLOTH:2,	LIFE:1,	GREED:1	LOST
TINYGLASSES	Aspects:	CLOTH:2,	SENSES:1,	GREED:1	LOST	TINYBOWTIE	Aspects:	CLOTH:2,	TRAVEL:1,	GREED:1	LOST	TINYFEZ	Aspects:	CLOTH:2,	ENERGY:1,	GREED:1	LOST	TINYDART	Aspects:	FLIGHT:1,	WEAPON:2,	GREED:1	LOST	TINYVISOR	Aspects:	SENSES:1,	ARMOR:2,	GREED:1	LOST	TINYARMOR	Aspects:	METAL:1,	ARMOR:2,
GREED:1	LOST	TINYHAMMER	Aspects:	METAL:1,	WEAPON:2,	GREED:1	LOST	Last	edited:	Nov	24,	2013	Reactions:	flamedance58	and	Blastedsura	Aspects	of	Magic	Primal	Aspects	Aer	(Air)	Aqua	(Water)	Ignis	(Fire)	Ordo	(Order)	Perditio	(Entropy)	Terra	(Earth)	Compound	Aspects	Alienis	=	Vacuos	+	Tennebrae	Arbor	=	Terra	+	Herba	Auram	=
Praecantatio	+	Aer	Bestia	=	Motus	+	Victus	Cognito	=	Terra	+	Spiritus	Corpus	=	Mortuus	+	Bestia	Exanimis	=	Motus	+	Mortuus	Fabrico	=	Humanus	+	Instrumentum	Fames	=	Victus	+	Vacuos	Gelum	=	Aqua	+	Ordo	Granium	=	Victus	+	Terra	Herba	=	Granum	+	Terra	Humanus	=	Bestia	+	Cognito	Instrumentum	=	Humanus	+	Metallum	Iter	=
Motus	+	Terra	Limis	=	Victus	+	Aqua	Lucrum	=	Humanus	+	Fames	Lux	=	Aer	+	Ignis	Machina	=	Motus	+	Instrumentum	Messis	=	Granum	+Humanus	Metallum	=	Saxum	+	Ordo	Meto	=	Messus	+	Humanus	Mortuus	=	Victus	+	Perditio	Motus	=	Aer	+	Ordo	Pannus	=	Instrumentum	+	Bestia	Perfodio	=	Humanus	+	Saxum	Permutatio	=	Motus	+
Aqua	Potentia	=	Ordo	+	Ignis	Preacantatio	=	Vacuos	+	Potentia	Sano	=	Victus	+	Victus	Saxum	=	Terra	+	Terra	Sensus	=	Aer	+	Spiritus	Spiritus	=	Victus	+	Mortuus	Telum	=	Instrumentum	+	Perditio	Tempestas	=	Aer	+	Aqua	Tempus	=	Vacuos	+	Ordo	(Added	by	Magic	Bees)	Tenebrae	=	Vacuos	+	Lux	Tutamen	=	Instrumentum	+	Terra	Vacuos	=	Aer
+	Perditio	Venenum	=	Aqua	+	Mortuus	Victus	=	Aqua	+	Terra	Vinculum	=	Motus	+	Perditio	Vitium	=	Praecantatio	+	Perditio	Vitreus	=	Saxum	+	Aqua	Volatus	=	Aer	+	Motus	Spoiler:	Vanilla	Blocks/Items/Stuff	Aspects	(BETA)	Stone	=	Saxum	2	Grass	=	Terra	1	-	Herba	1	Dirt	=	Terra	2	Cobblestone	=	Saxum	1	-	Perditio	1	Wood	Planks	(All)	=	Arbor	1
Bedrock	=	Aer	10	-	Aqua	10	-	Ignis	10	-	Ordo	10	-	Perditio	10	-	Terra	10	-	Vacuos	10	Sapling	(All)	=	Arbor	1	-	Granum	1	-	Herba	1	Water	=	Aqua	6	Lava	=	Ignis	3	-	Saxum	3	Sand	=	Perditio	1	-	Terra	1	Gravel	=	Saxum	1	-	Terra	1	Gold	Ore	=	Lucrum	1	-	Metalum	2	-	Saxum	1	Iron	ore	=	Metalum	3	-	Saxum	1	Coal	Ore	=	Ignis	1	-	Potentia	3	-	Saxum	1
Wood	Log	(All)	=	Arbor	4	Leaves	(All)	=	Herba	1	Sponge	=	N/A	Glass	=	Vitreus	1	Lapis	Lazuli	Ore	=	Sensus	1	Lapis	Lazuli	Block	=	Sensus	9	Dispenser	=	Arbor	1	-	Bestia	1	-	Machina	1	-	Pannus	1	-	Perditio	7	-	Potentia	3	-	Saxum	7	Sandstone	=	Perditio	4	-	Saxum	1	-	Terra	4	Chiseled	Sandstone	=	Perditio	4	-	Praecantatio	1	-	Saxum	1	-	Terra	3	Smooth
Sandstone	=	Ordo	1	-	Perditio	4	-	Saxum	1	-	Terra	3	Note	Block	=	Aer	4	-	Arbor	2	-	Machina	1	-	Sensus	4	Powered	Rail	=	Machina	2	-	Metallum	1	Detector	Rail	=	Machina	2	-	Metallum	2	-	Sensus	2	Sticky	Piston	=	Arbor	2	-	Limus	2	-	Machina	2	-	Motus	4	Cobweb	=	Pannus	1	-	Vinculum	2	Grass	(plant)	=	Aer	1	-	Herba	1	Fern	=	Aer	1	-	Herba	1	Dead
Bush	=	Herba	1	-	Perdito	1	Piston	=	Arbor	2	-	Machina	2	-	Motus	4	Wool	(all	colors)	=	Fabrico	1	-	Pannus	4	Flower	(dandelion	and	rose)	=	Herba	2	-	Lux	1	-	Sensus	1	Mushroom	(plant	-	both)	=	Herba	2	-	Tenebrae	1	Block	of	Gold	=	Lucrum	10	-	Metalum	11	Block	of	Iron	=	Metalum	12	Stone	slab	(single	and	double)	=	Saxum	1	Sandstone	slab	(single
and	double)	=	Perditio	1	-	Terra	1	Wooden	slab	(single	and	double	-	all)	=	Arbor	1	Cobblestone	slab	(single	and	double)	=	None	Bricks	slab	(single	and	double)	=	Ignis	1	-	Terra	1	Stone	Bricks	slab	(single	and	double)	=	Saxum	1	Nether	Brick	slab	(single	and	double)	=	Saxum	1	Quartz	slab	(single	and	double)	=	Potentia	1	-	Vitreus	1	Bricks	=	Ignis	4	-
Terra	4	TNT	=	Ignis	8	-	Perditio	12	-	Terra	4	Bookshelf	=	Arbor	2	Moss	Stone	=	Herba	1	-	Praecantatio	1	-	Saxum	1	Obsidian	-	Ignis	2	-	Saxum	2	-	Tenebrae	-	1	Torch	=	Lux	1	Fire	=	Ignis	6	Monster	Spawner	(any)	=	Bestia	4	-	Exanimis	4	-	Iter	4	-	Praecantatio	4	Wood	Stairs	(any)	=	Arbor	1	Chest	(single	or	double)	=	Arbor	2	-	Vacuos	4	Diamond	Ore	=
Lucrum	3	-	Saxum	1	-	Vitreus	3	Block	of	Diamond	=	Lucrum	12	-	Vitreus	12	Crafting	Table	=	Arbor	2	-	Fabrico	4	Farmland	=	Meto	2	-	Terra	1	Furnace	=	Ignis	2	-	Perditio	8	-	Saxum	8	Ladder	=	Arbor	1	Stone	Stairs	=	Perditio	2	-	Saxum	2	Lever	(on	and	off)	=	Arbor	1	-	Machina	1	-	Perditio	1	-	Saxum	1	Stone	Pressure	Plate	=	Machina	1	-	Saxum	3	-
Sensus	1	Wooden	Pressure	Plate	=	Arbor	2	-	Machina	1	-	Sensus	1	Redstone	Ore	Block	=	Machina	2	-	Potentia	3	-	Saxum	1	Redstone	Ore	Block	(On)	=	Machina	1	-	Potentia	3	Cake	(block)	=	None	Snow	Block	=	Gelum	4	Snow	Slab	(any	size,	even	full)	=	Gelum	1	Ice	=	Gelum	4	Stone	Button	=	Machina	1	-	Saxum	2	Redstone	Torch	(On	and	off)	=	Arbor
1	-	Machina	3	-	Potentia	3	Cactus	=	Aqua	1	-	Herba	3	-	Perditio	1	Clay	(block)	=	Aqua	3	-	Terra	3	Jukebox	=	Aer	4	-	Arbor	2	-	Machina	2	-	Sensus	4	Fence	=	Arbor	1	Pumpkin	=	Messis	2	Netherrack	=	Ignis	1	-	Saxum	1	-	Terra	1	Soul	Sand	=	Spiritus	1	-	Terra	1	-	Vinculum	1	Glowstone	(block)	=	Lux	10	-	Sensus	3	Portal	(nether)	=	Ignis	4	-	Iter	4	Jack
o'Lantern	=	Lux	1	-	Messis	2	Trapdoor	=	Arbor	1	-	Motus	1	Stone	Monster	Egg	(all)	=	None	Stone	Bricks	=	Saxum	2	Mossy	Stone	Bricks	=	Herba	1	-	Saxum	1	Cracked	Stone	bricks	=	Perditio	1	-	Saxum	1	Chiseled	Stone	Bricks	=	Ordo	1	-	Saxum	1	Mushroom	(block	-	both)	=	Herba	2	-	Tenebrae	1	Iron	Bars	=	Metalum	1	Glass	Pane	=	None	Melon
(block)	=	Fames	9	-	Messis	2	Vines	=	Herba	1	Fence	Gate	=	Arbor	3	-	Iter	1	-	Machina	1	Brick	Stairs	=	Ignis	2	-	Terra	2	Stone	Brick	Stairs	=	Saxum	2	Nether	Brick	=	Ignis	1	=	Saxum	2	Mycelium	=	Herba	1	-	Terra	1	Lily	pad	=	Aqua	1	-	Terra	2	Nether	Brick	Fence	=	Ignis	1	-	Saxum	1	Nether	Brick	Stairs	=	Ignis	2	-	Saxum	2	Enchantment	Table	=
Cognito	4	-	Fabrico	4	-	Ignis	5	-	Lucrum	5	-	Praecantatio	8	-	Saxum	5	-	Tenebrae	4	-	Vitreus	5	Portal	(end)	=	Alienis	4	-	Iter	4	End	Portal	Frame	=	Alienis	4	-	Iter	4	-	Machina	4	End	Stone	=	Tenebrae	1	-	Terra	1	Dragon	Egg	=	Alienis	8	-	Praecantatio	8	Redstone	Lamp	(on	and	off)	=	Lux	10	-	Machina	-	4	-	Potentia	5	-	Sensus	3	Cocoa	(block)	=	None
Sandstone	Stairs	=	Perditio	2	-	Saxum	2	-	Terra	2	Emerald	Ore	=	Lucrum	4	-	Saxum	1	-	Vitreus	-	3	Tripwire	Hook	=	Machina	1	-	Sensus	1	-	Vinculum	1	Ender	Chest	=	Alienis	4	-	Ignis	11	-	Iter	6	-	Permutatio	2	-	Praecantatio	3	-	Saxum	9	-	Sensus	4	-	Tenebrae	8	-	Vacuos	4	Block	of	Emerald	=	Lucrum	13	-	Vitreus	12	Command	Block	=	None	Beacon	=
Alienis	8	-	Auram	2	-	Ignis	4	-	Lux	8	-	Ordo	8	-	Permutatio	2	-	Praecantatio	10	-	Saxum	4	-	Tenebrae	3	-	Vitreus	5	Cobblestone	Wall	-	Perditio	1	-	Saxum	1	Mossy	Cobblestone	Wall	-	Herba	1	-	Praecantatio	1	-	Saxum	1	Anvil	-	Fabrico	2	-	Instrumentum	2	-	Metalum	21	Slightly	Damaged	Anvil	-	Fabrico	1	-	Instrumentum	2	-	Metalum	17	Very	Damaged	Anvil	-
Fabrico	1	-	Instrumentum	1	-	Metalum	13	Trapped	Chest	-	Arbor	2	-	Machina	1	-	Sensus	1	-	Vacuos	4	-	Vinculum	1	Weighted	Pressure	Plate	(light)	=	Lucrum	3	-	Metalum	4	Weighted	Pressure	Plate	(heavy)	=	Metalum	5	Daylight	Sensor	=	Arbor	3	-	Lux	3	-	Machina	3	-	Potentia	3	-	Sensus	2	-	Vitreus	6	Block	of	Redstone	=	Machina	3	-	Potentia	10	Nether
Quartz	Ore	=	Saxum	1	-	Vitreus	3	Hopper	=	Arbor	2	-	Machina	2	-	Metalum	8	-	Permutatio	2	-	Vacuos	4	Block	of	Quartz	(including	chiseled	and	pillar)	=	Potentia	4	-	Vitreus	4	Quartz	Stairs	=	Potentia	3	-	Vitreus	2	Activator	Rail	=	Metalum	1	Dropper	=	Machina	1	-	Perditio	7	-	Potentia	3	-	Saxum	7	Stained	Clay	=	None	Hay	Bale	=	Fames	9	-	Messis	10
Carpet	(all)	=	Fabrico	1	-	Pannus	2	Hardened	Clay	=	None	Block	of	Coal	=	Ignis	10	-	Potentia	10	Iron	Shovel	=	Arbor	2	-	Instrumentum	3	-	Metalum	4	Iron	Pickaxe	=	Metalum	6	-	Perfordio	3	Iron	Axe	=	Instrumentum	3	-	Metalum	6	Flint	and	Steel	-	Ignis	4	-	Instrumentum	1	-	Metalum	4	-	Saxum	1	Apple	-	Fames	1	-	Messis	2	Bow	-	Arbor	1	-	Bestia	1	-
Pannus	1	-	Telum	3	-	Volatus	1	Arrow	=	Telum	1	Coal	=	Ignis	2	-	Potentia	3	Charcoal	=	Ignis	2	-	Potentia	3	Diamond	=	Lucrum	4	-	Vitreus	4	Iron	Ingot	=	Metalum	4	Gold	Ingot	=	Lucrum	2	-	Metalum	3	Iron	Sword	=	Arbor	1	-	Metalum	5	-	Telum	3	Wooden	Sword	=	3	Arbor	-	Telum	1	Wooden	Shovel	=	3	Armor	-	Instrumentum	1	Wooden	Pickaxe	=	Arbor
2	-	Perfordio	1	Wooden	Axe	=	Arbor	2	-	Instrumentum	1	Stone	Sword	=	Arbor	1	-	Perditio	2	-	Saxum	2	-	Telum	2	Stone	Shovel	=	Arbor	1	-	Instrumentum	2	-	Perditio	1	-	Saxum	1	Stone	Pickaxe	-	Perditio	3	-	Perfordio	2	-	Saxum	3	Stone	Axe	-	Instrumentum	2	-	Perditio	3	-	Saxum	3	Stick	=	Arbor	1	Bowl	=	Vacuos	1	Mushroom	Stew	=	Fames	4	-	Herba	4	-
Tenebrae	2	-	Vacuos	1	Golden	Sword	=	Arbor	1	-	Lucrum	3	-	Metalum	4	-	Telum	1	Golden	Shovel	=	Arbor	2	-	Instrumentum	1	-	Lucrum	2	-	Metalum	3	Golden	Pickaxe	=	Lucrum	4	-	Metalum	5	-	Perfordio	1	Golden	Axe	=	Instrumentum	1	-	Lucrum	4	-	Metalum	5	String	=	Bestia	1	-	Pannus	1	Feather	=	Aer	1	-	Volatus	2	Gunpowder	=	Ignis	4	-	Perditio	4
Wooden	Hoe	=	Arbor	2	-	Meto	1	Stone	Hoe	=	Meto	2	-	Perditio	2	-	Saxum	2	Iron	hoe	=	Metalum	5	-	Meto	3	Diamond	Hoe	=	Lucrum	5	-	Meto	4	-	Vitreus	5	Gold	Hoe	=	Lucrum	3	-	Metalum	4	-	Meto	1	Seeds	=	Granum	1	Crops	(wheat	-	all	growth	stages)	=	Messis	3	Wheat	=	Fames	1	-	Messis	2	Bread	=	Fames	3	-	Messis	4	Leather	Cap*	=	Bestia	5	-
Pannus	6	-	Tutamen	5	Leather	Tunic*	=	Bestia	8	-	Pannus	9	-	Tutamen	8	Leather	Pants*	=	Bestia	7	-	Pannus	8	-	Tutamen	7	Leather	Boots*	=	Bestia	4	-	Pannus	5	-	Tutamen	4	Chain	Helmet	=	Metalum	8	-	Tutamen	2	Chain	Chestplate	=	Metalum	12	-	Tutamen	5	Chain	Leggings	=	Metalum	11	-	Tutamen	4	Chain	Boots	=	Metalum	7	-	Tutamen	1	Iron
Helmet	-	Metalum	8	-	Tutamen	2	Iron	Chestplate	=	Metalum	11	-	Tutamen	6	Iron	Leggings	=	Metalum	11	-	Tutamen	5	Iron	Boots	=	Metalum	7	-	Tutamen	2	Diamond	Helmet	=	Lucrum	8	-	Tutamen	3	-	Vitreus	8	Diamond	Chestplate	=	Lucrum	11	-	Tutamen	8	-	Vitreus	11	Diamond	Leggings	=	Lucrum	10	-	Tutamen	6	-	Vitreus	10	Diamond	Boots	=
Lucrum	7	-	Tutamen	3	-	Vitreus	7	Golden	Helmet	=	Lucrum	7	-	Metalum	7	-	Tutamen	2	Golden	Chestplate	=	Lucrum	9	-	Metalum	10	-	Tutamen	5	Golden	Leggings	=	Lucrum	8	-	Metalum	9	-	Tutamen	3	Golden	Boots	=	Lucrum	5	-	Metalum	6	-	Tutamen	1	Flint	=	Instrumentum	1	-	Saxum	1	Raw	Porkchop	=	Bestia	1	-	Corpus	3	-	Fames	1	Cooked	Porkchop
=	Corpus	3	-	Fabrico	1	-	Fames	3	Painting	=	Arbor	2	Golden	Apple	(nugget)	=	Fames	1	-	Bestia	9	-	Messis	2	-	Metalum	10	-	Praecantatio	2	-	Sano	4	Sign	=	Arbor	1	Wooden	Door	=	Arbor	2	-	Machina	1	-	Motus	1	Bucket	=	Metalum	8	-	Vacuos	1	Water	Bucket	=	Aqua	4	-	Metalum	8	-	Vacuos	1	Lava	Bucket	=	Ignis	4	-	Metalum	8	-	Saxum	2	-	Vacuos	1
Minecart	=	Iter	4	-	Machina	2	-	Metalum	8	Saddle	=	Bestia	2	-	Iter	3	-	Pannus	3	Iron	Door	=	Machina	2	-	Metalum	9	-	Motus	1	Redstone	Dust	=	Machina	1	-	Potentia	3	Snowball	=	Gelum	1	Boat	=	Aqua	4	-	Arbor	2	-	Iter	4	Leather	=	Bestia	1	-	Pannus	2	-	Tutamen	1	Milk	Bucket	=	Aqua	2	-	Fames	2	-	Metalum	8	-	Sano	2	-	Vacuos	1	Brick	=	Ignis	1	-	Terra
1	Clay	=	Aqua	1	-	Terra	1	Sugar	Canes	=	Aer	1	-	Aqua	1	-	Herba	1	Paper	=	Cognito	1	Book	=	Cognito	4	Slimeball	=	Limus	2	Minecart	with	Chest	=	Arbo	2	-	Iter	4	-	Machina	2	-	Metalum	8	-	Vacuos	4	Minecart	with	furnace	=	Ignis	2	-	Iter	4	-	Machina	2	-	Metalum	8	-	Perditio	8	-	Saxum	8	Egg	=	Bestia	1	-	Corpus	1	-	Granum	1	Compass	=	Machina	1	-
Metalum	7	-	Potentia	3	Fishing	Rod	=	Aqua	1	-	Arbor	1	-	Instrumentum	1	Clock	=	Lucrum	5	-	Machina	3	-	Metalum	6	-	Potentia	3	Glowstone	Dust	=	Lux	2	-	Sensus	1	Raw	Fish	=	Aqua	1	-	Corpus	3	-	Fames	1	Cooked	Fish	=	Corpus	4	-	Fabrico	1	-	Fames	3	Dyes	(Including	Lapis/Cocoa/Bone	Meal/etc)	=	Sensus	1	Sugar	=	Aer	1	-	Aqua	1	-	Herba	1	Bone	=
Corpus	1	-	Mortuus	2	Cake	=	Aer	2	-	Awua	6	-	Bestia	1	-	Corpus	1	-	Fammes	7	-	Granum	1	-	Herba	2	-	Messis	4	-	Sano	4	Bed	=	Fabrico	3	-	Pannus	6	Redstone	Repeater	=	Arbor	2	-	Machina	5	-	Potentia	5	-	Saxum	4	Cookie	-	Fames	1	Shears	=	Metalum	5	-	Meto	3	Melon	Slice	=	Fames	1	Pumpkin	Seeds	=	Granum	1	Pumpkin	Stem	=	Herba	1	Melon	Seeds
=	Granum	1	Melon	Stem	=	Herba	1	Raw	Beef	=	Bestia	1	-	Corpus	4	-	Fames	2	Steak	=	Corpus	4	-	Fabrico	1	-	Fames	4	Raw	Chicken	=	Bestia	1	-	Corpus	3	-	Fames	2	Cooked	Chicken	=	Corpus	4	-	Fabrico	1	-	Fames	3	Rotten	Flesh	-	Corpus	2	-	Humanus	1	Ender	Pearl	-	Alienis	4	-	Iter	4	-	Praecantatio	2	Blaze	Rod	=	Ignis	4	-	Praecantatio	2	Ghast	Tear	=
Aqua	1	-	Mortuus	4	-	Spiritus	4	Gold	Nugget	=	Metalum	1	Netherwart	=	Herba	1	-	Praecantatio	1	Glass	Bottle	=	Vacuos	1	-	Vitreus	1	Spider	Eye	=	Bestia	2	-	Sensus	2	-	Venemus	2	Fermented	Spider	Eye	=	Aer	1	-	Aqua	1	-	Bestia	2	-	Herba	3	-	Sensus	2	-	Tenebrae	1	-	Venemus	2	Blaze	Powder	=	Ignis	2	-	Praecantatio	1	Magma	Cream	=	Ignis	2	-	Limus	2
-	Praecantatio	1	Brewing	Stand	=	Aqua	2	-	Fabrico	2	-	Ignis	4	-	Perditio	3	-	Praecantatio	2	-	Saxum	3	Cauldron	=	Metalum	10	Eye	of	Ender	=	Alienis	4	-	Ignis	2	-	Iter	4	-	Praecantatio	3	-	Sensus	4	Glistening	Watermelon	=	Fames	1	-	Metalum	8	Monster	Eggs	(all)	=	None	Bottle	o'	Enchanting	=	None	Fire	Charge	=	Ignis	3	-	Perditio	1	-	Potentia	1	Book
and	Quill	=	Aer	1	-	Cognito	4	-	Sensus	1	-	Volatus	2	Written	Book	=	None	Emerald	-	Lucrum	4	-	Vitreus	4	Item	Frame	=	Arbor	2	Flower	Pot	=	Herba	1	-	Ignis	3	-	Terra	3	-	Vacuos	1	Carrot	=	Fames	1	-	Messis	1	-	Sensus	1	Carrot	Crop	=	Potato	=	Fames	1	-	Messis	1	-	Terra	1	Baked	Potato	=	Fames	2	-	Messis	1	Poisonous	Potato	=	Messis	1	-	Venemus	2
Empty	Map	=	Cognito	8	-	Machina	1	-	Metalum	7	-	Potentia	2	Golden	Carrot	=	Fames	1	-	Messis	1	-	Metalum	8	-	Senus	3	Skeleton	Skull	=	Exanimis	4	=	Mortuus	4	=	Spiritus	4	Wither	Skeleton	Skull	=	Exanimis	4	-	Mortuus	4	-	Spiritus	4	-	Venemus	4	Zombie	Head	=	Corpus	4	-	Mortuus	4	-	Spirutus	4	Head	=	Humanus	4	-	Mortuus	4	-	Spiritus	4	Creeper
Head	=	Ignis	2	-	Mortuus	4	-	Perditio	2	-	Spiritus	4	Carrot	on	a	Stick	=	Aqua	1	-	Arbor	1	-	Fames	1	-	Instrumentum	1	-	Iter	4	-	Messis	1	-	Sensus	1	Nether	Star	=	Alienis	8	-	Lux	8	-	Ordo	8	-	Praecantatio	8	Firework	Rocket	(blank)	=	None	Pumpkin	Pie	=	Aer	1	-	Aqua	1	-	Bestia	1	-	Corpus	1	-	Granum	1	-	Herba	1	-	Messis	2	Firework	Star	(blank)	=	None
Enchanted	Book	(blank)=	Praecantatio	1	Redstone	Comparator	=	Arbor	3	-	Machina	5	-	Potentia	5	-	Saxum	4	-	Vitreus	1	Nether	Brick	=	None	Nether	Quartz	=	Potentia	1	-	Vitreus	1	Miencart	with	TNT	=	Ignis	8	-	Iter	4	-	Machina	2	-	Metalum	8	-	Perditio	12	-	Terra	4	Minecart	with	Hopper	=	Arbor	2	-	Iter	4	-	Machina	4	-	Metalum	16	-	Permutatio	2	-
Vacuos	4	Horse	Armor	(all)	=	None	Lead	=	Bestia	2	-	Limus	1	-	Pannus	2	Name	Tag	=	None	Music	disc	(13)	=	Aer	4	-	Aqua	4	-	Mucrus	4	-	Sensus	4	Music	disc	(cat)	=	Aer	4	-	Bestia	4	-	Mucrus	4	-	Sensus	4	Music	disc	(blocks)	=	Aer	4	-	Instrumentum	4	-	Mucrus	4	-	Sensus	4	Music	disc	(chirp)	=	Aer	4	-	Mucrus	4	-	Sensus	4	-	Terra	4	Music	disc	(far)	=
Aer	4	-	Alienis	4	-	Mucrus	4	-	Sensus	4	Music	disc	(mall)	=	Aer	4	-	Humanus	4	-	Mucrus	4	-	Sensus	4	Music	disc	(mellohi)	=	Aer	4	-	Fabrico	4	-	Mucrus	4	-	Sensus	4	Music	disc	(stal)	=	Aer	4	-	Mucrus	4	-	Sensus	4	-	Tenebrae	4	Music	disc	(strad)	=	Aer	4	-	Mucrus	4	-	Machina	4	-	Sensus	4	Music	disc	(ward)	=	Aer	4	-	Mucrus	4	-	Praecantatio	4	-	Sensus	4
Music	disc	(13)	=	Aer	4	-	Mucrus	4	-	Sensus	4	Music	disc	(13)	=	Aer	4	-	Mucrus	4	-	Sensus	4	-	Vinculum	4	NOTE:	Placed	Heads/Skulls	have	the	same	aspects	as	their	item.	Water	Bottle	=	Aqua	1	-	Vitreus	1	Awkward	Potion	=	Aqua	1	Thick	Potion	=	Aqua	1	Mundane	Potion	=	Aqua	1	Potion	of	Regeneration	=	Aqua	1	-	Praecantatio	2	-	Sano	3	Potion	of
Fire	Resistance	=	Aqua	1	-	Ignis	2	-	Praecantatio	2	-	Tutamen	1	Potion	of	Swiftness	=	Aqua	1	-	Motus	3	-	Praecantatio	2	Potion	of	Poison	=	Aqua	1	-	Praecantatio	2	-	Venemus	3	Potion	of	Healing	=	Aqua	1	-	Praecantatio	2	-	Sano	3	Potion	of	Night	Vision	=	Aqua	1	-	Praecantatio	2	-	Sensus	3	Potion	of	Strength	=	Aqua	1	-	Praecantatio	2	-	Telum	3	Potion
of	Weakness	=	Aqua	1	-	Mortuus	3	-	Praecantatio	2	Potion	of	Snowness	=	Aqua	1	-	Praecantatio	2	-	Vinculum	3	Potion	of	Harming	=	Aqua	1	-	Mortuus	3	-	Praecantatio	2	Potion	of	Invisibility	=	Aqua	1	-	Praecantatio	2	-	Sensus	3	Potion	of	Regeneration	II	=	Aqua	1	-	Praecantatio	4	-	Sano	6	Potion	of	Swiftness	II	=	Aqua	1	-	Motus	6	-	Praecantatio	4	Potion
of	Poison	II	=	Aqua	1	-	Praecantatio	4	-	Venemus	6	Potion	of	Healing	II	=	Aqua	1	-	Praecantatio	4	-	Sano	6	Potion	of	Strength	II	=	Aqua	1	-	Praecantatio	4	-	Telum	6	Potion	of	Harming	II	=	Aqua	1	-	Mortuus	6	-	Praecantatio	4	NOTE:	Spash	Potions	use	the	same	aspects	as	their	respective	concoction	with	the	addition	of	2	perditio	Creeper	=	Herba	2	-
Ignis	2	Skeleton	=	Exanimis	3	-	Humanus	1	-	Terra	1	Wither	Skeleton	=	Exanimis	4	-	Humanus	1	-	Ignis	2	Zombie	=	Exanimis	2	-	Humanus	1	-	Terra	1	Zombie	Pigman	=	Exanimis	4	-	Ignis	2	Blaze	=	Alienis	4	-	Ignis	1	Witch	=	Humanus	3	-	Ignis	1	-	Praecantatio	2	Iron	Golem	=	Metalum	4	-	Terra	3	Snow	Golem	=	Aqua	1	-	Gelum	3	Villager	=	Aer	2	-
Humanus	3	Ocelot	=	Bestia	3	-	Perditio	3	Wolf	=	Bestia	3	-	Terra	3	Chicken	=	Aer	1	-	Bestia	2	-	Volatus	2	Sheep	=	Bestia	2	-	Terra	2	Slime	=	Aqua	2	-	Limus	2	Pig	=	Bestia	2	-	Terra	2	Cow	=	Bestia	3	-	Perditio	3	Mooshroom	=	Bestia	3	-	Herba	1	-	Terra	2	Spider	=	Bestia	3	-	Perditio	2	Cave	Spider	=	Bestia	2	-	Terra	1	-	Venemus	1	Enderman	=	Aer	2	-
Alienis	4	-	Iter	2	Silverfish	=	Bestia	1	-	Terra	1	Magma	Cube	=	Ignis	2	-	Limus	3	Bat	=	Aer	-	Bestia	-	Volatus	Squid	=	Aqua	2	-	Bestia	2	Horse	=	Aer	1	-	Bestia	4	-	Terra	1	Ghast	=	Examinis	3	-	Ignis	2	Ender	Dragon	=	Aer	10	-	Alienis	10	-	Aqua	10	-	Ignis	10	-	Ordo	10	-	Perditio	10	-	Terra	10	Wither	=	Aer	7	-	Aqua	7	-	Exanimis	7	-	Ignis	7	-	Ordo	7	-	Perditio
7	-	Terra	7	Spoiler:	Thaumcraft	Aspects	(BETA)	Cinnabar	Ore	=	Metallum	3	-	Saxum	1	-	Sensus	1	-	Venemus	1	Aer	Infused	Stone	=	Aer	3	-	Saxum	1	-	Vitreus	2	Ignis	Infused	Stone	=	Ignis	3	-	Saxum	1	-	Vitreus	2	Aqua	Infused	Stone	=	Aqua	3	-	Saxum	1	-	Vitreus	2	Tera	Infused	Stone	=	Saxum	1	-Terra	3	-	Vitreus	2	Ordo	Infused	Stone	=	Ordo	3	-	Saxum	1
-	Vitreus	2	Perditio	Infused	Stone	=	Perditio	3	-	Saxum	1	-	Vitreus	2	Amber	Bearing	Stone	=	Saxum	1	-	Vinculum	3	-	Vitreus	2	Greatwood	Sapling	=	Arbor	1	-	Granum	1	-	Herba	1	-	Praecantatio	1	Silverwood	Sapling	=	Arbor	1	-	Granum	1	-	Herba	1	-	Praecantatio	1	Shimmerleaf	=	Herba	2	-	Permutatio	2	-	Praecantatio	2	Cinderpearl	=	Herba	2	-	Ignis	2	-
Praecantatio	2	Greatwood	Log	=	Arbor	3	-	Praecantatio	1	Silverwood	Log	=	Arbor	3	-	Ordo	1	-	Praecantatio	1	Greatwood	Leaves	=	Herba	1	Silverwood	Leaves	=	Herba	1	Crucible	=	Fabrico	4	-	Metallum	10	-	Praecantatio	4	Arcane	Alembic	=	Aer	2	-	Aqua	2	-	Arbor	3	-	Lucrum	3	-	Metallum	20	-	Ordo	2	-	Praecantatio	1	-	Vacuos	1	Item	Grate	=	Arbor	1	-
Metallum	1	-	Motus	1	Table	=	Arbor	2	-	Instrumentum	1	Deconstruction	Table	=	Aqua	2	-	Arbor	2	-	Instrumentum	1	-	Lucrum	10	-	Metalum	13	-	Perditio	10	-	Praecantatio	2	=	Terra	2	-	Vitreus	2	Arcane	Worktable	=	Arbor	2	-	Fabrico	4	-	Instrumentum	1	Hungry	Chest	=	Aer	2	-	Arbor	3	-	Motus	1	-	Ordo	1	-	Perditio	1	Arcane	Furnace	(tile)	=	None	Tallow
Candle	(all)	=	Corpus	1	-	Lux	2	-	Praecantatio	1	Warded	Jar	=	Aqua	1	-	Arbor	1	Brain	in	a	Jar	=	Aqua	4	-	Arbor	1	-	Bestia	3	-	Cognito	14	-	Corpus	2	-	Exanimis	20	-	Mortuus	2	-	Sensis	13	-	Venemis	3	Arcane	Bellows	=	Aer	5	-	Arbor	2	-	Bestia	1	-	Metallum	4	-	Ordo	2	-	Pannus	2	-	Praecantatio	1	-	Tutamen	1	-	Vitreus	1	Arcane	Ear	=	Aer	5	-	Arbor	4	-	Cognito
4	-	Corpus	2	-	Lucrum	3	-	Metallum	8	-	Mortuus	2	-	Ordo	5	-	Potentia	2	-	Praecantatio	2	Arcane	Bore	Base	=	Aer	5	-	Arbor	5	-	Machina	1	-	Metallum	5	-	Ordo	5	-	Pannus	1	-	Perditio	7	-	Potentia	2	-	Praecantatio	2	-	Saxum	7	Arcane	Bore	=	Arbor	8	-	Lucrum	13	-	Machina	34	-	Metallum	4	-	Motus	20	-	Perfodio	32	-	Potentia	16	-	Praecantatio	4	-	Vacuos	16	-
Vitreus	12	Arcane	Levitator	=	Aer	5	-	Arbor	4	-	Ignis	3	-	Lux	5	-	Metallum	5-	Potentia	3	-	Praecantatio	4	-	Sensus	1	-	Terra	2	-	Vitreus	2	Air	Crystal	Cluster	=	Aer	7	-	Praecantatio	6	-	Vitreus	6	Fire	Crystal	Cluster	=	Fire	7	-	Praecantatio	6	-	Vitreus	6	Water	Crystal	Cluster	=	Aqua	7	-	Praecantatio	6	-	Vitreus	6	Earth	Crystal	Cluster	=	Terra	7	-	Praecantatio
6	-	Vitreus	6	Order	Crystal	Cluster	=	Ordo	7	-	Praecantatio	6	-	Vitreus	6	Entropy	Crystal	Cluster	=	Perditio	7	-	Praecantatio	6	-	Vitreus	6	Mixed	Crystal	Cluster	=	Aer	2	-	Aqua	2	-	Ignis	2	-	Ordo	2	-	Perditio	2	-	Praecantatio	6	-	Terra	2	-	Vitreus	6	Amber	Block	=	Vinculum	5	=	Vitreus	5	Amber	Bricks	=	Vinculum	2	=	Vitreus	2	Obsidian	Totem	=	Alienis	2	-
Saxum	4	-	Tenebrae	2	Obsidian	Tile	=	Ignis	1	-	Saxum	1	-	Tenebrae	1	Paving	Stone	of	Travel	=	Aer	1	-	Terra	1	Paving	Stone	of	Warding	=	Ignis	1	-	Ordo	1	Thaumium	=	Metallum	12	-	Praecantatio	12	Tallow	Block	=	Corpus	10	-	Humanus	9	-	Praecantatio	10	Arcane	Stone	Block	=	Ignis	1	-	Terra	1	Arcane	Stone	Bricks	=	Ignis	1	-	Terra	1	Magic	Mirror	=
Alienis	4	-	Ignis	5	-	Iter	12	-	Lucrum	4	-	Metallum	9	-	Permutatio	8	-	Praecantatio	2	-	Sensus	1	-	Tenebrae	8	-	Terra	5	Block	of	Flesh	=	Corpus	10	-	Humanis	9	Alchemical	Furnace	=	Aqua	2	-	Fabrico	4	-	Ignis	3	-	Metallum	10	-	Perditio	8	-	Praecantatio	4	-	Saxum	8	-	Terra	1	Arcane	Pedestal	=	Aer	1	Runic	Matrix	=	Aer	3	-	Alienis	4	-	Ignis	1	-	Iter	4	-	Ordo
20	-	Praecantatio	4	-	Terra	1	-	Vitreus	2	Scribing	Tools	=	Sensus	1	Thaumonomicon	=	Arbor	2	-	Cognito	2	-	Praecantatio	2	Iron	Cap	=	Metallum	2	Gold	Cap	=	Metallum	2	-	Ordo	1	Thaumium	Cap	=	Metallum	2	-	Ordo	3	Greatwood	Rod	=	Arbor	4	-	Perditio	1	-	Praecantatio	2	Obsidian	Rod	=	Ignis	3	-	Saxum	3	-	Tenebrae	2	-	Terra	3	Silverwood	Rod	=
Arbor	4	-	Ordo	2	-	Perditio	4	-	Praecantatio	2	Icy	Rod	=	Aqua	3	-	Gelum	5	Quartz	Rod	=	Ordi	3	-	Potentia	3	-	Vitreus	2	Reed	Rod	=	Aer	3	-	Aqua	2	-	Herba	2	Focus	Pouch	=	Bestia	2	-	Lucrum	2	-	Metallum	3	-	Ordo	5	-	Pannus	3	-	Perditio	5	-	Terra	5	-	Tutamen	2	Wand	Focus:	Fire	=	Ignis	10	-	Perditio	5	-	Potentia	3	-	Praecantatio	2	-	Vitreus	4	Wand	Focus:
Shock	=	Aer	5	-	Fames	1	-	Messis	1	-	Ordo	5	-	Perditio	5	-	Potentia	2	-	Praecantatio	2	-	Terra	1	-	Vitreus	4	Wand	Focus:	Equal	Trade	=	Metallum	4	-	Ordo	7	-	Perditio	2	-	Praecantatio	4	-	Sensus	1	-	Terra	5	-	Venemus	1	-	Vitreus	6	Wand	Focus:	Excavation	=	Lucrum	5	-	Ordo	2	-	Perditio	2	-	Potentia	2	-	Praecantatio	2	-	Terra	10	-	Vitreus	8	Wand	Focus:
Nine	Hells	=	Aer	17	-	Bestia	15	-	Ignis	29	-	Limus	2	-	Perditio	27	-	Potentia	4	-	Praecantatio	4	-	Vitreus	7	Wand	Focus:	Frost	-	Aqua	5	-	Lucrum	4	-	Ordo	5	-	Perditio	5	-	Potentia	2	-	Praecantatio	2	-	Vitreus	8	Wand	Focus:	Portable	Hole	=	Aer	2	-	Alienis	14	-	Iter	29	-	Perditio	27	-	Permutatio	10	-	Potentia	4	-	Praecantatio	5	-	Terra	2	-	Vitreus	7	Straw	Golem
=	Fames	9	-	Humanus	3	-	Messis	10	-	Motus	3	-	Spiritus	3	Wood	Golem	=	Arbor	3	-	Humanus	3	-	Motus	3	-	Praecantatio	1	-	Spiritus	3	Tallow	Golem	=	Corpus	10	-	Humanus	14	-	Motus	5	-	Praecantatio	10	-	Spiritus	5	Clay	Golem	=	Humanus	3	-	Ignis	4	-	Motus	3	-	Spiritus	3	-	Terra	4	Flesh	Golem	=	Corpus	10	-	Humanus	14	-	Motus	5	-	Spiritus	5	Stone
Golem	=	Humanus	3	-	Motus	3	-	Saxum	2	-	Spiritus	3	Iron	Golem	=	Humanus	3	-	Metallum	12	-	Motus	3	-	Spiritus	3	Thaumium	Golem	=	Humanus	5	-	Metallum	5	-	Motus	5	-	Praecantatio	12	-	Spiritus	5	Golem	Animation	Core	(fill)	=	Fames	5	-	Ignis	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-	terra	2	-	Vacuos	5	Golem	Animation	Core	(empty)	=	Ignis	5	-
Lucrum	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-	Terra	2	-	Vacuos	5	Golem	Animation	Core	(gather)	=	Ignis	5	-	Lucrum	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-Terra	7	-	Golem	Animation	Core	(harvest)	=	Ignis	5	-	Lux	5	-	Messis	5	-	Meto	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-	Terra	2	Golem	Animation	Core	(guard)	=	Ignis	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-
Sensus	1	-	Telum	5	-	Terra	2	-	Vinculum	5	Golem	Animation	Core	(decanting)	=	Aqua	5	-	Ignis	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-	Terra	2	-	Vacuos	5	Golem	Animation	Core	(alchemy)	=	Aqua	23	-	Ignis	5	-	Lux	5	-	Motus	15	-	Ordo	2	-	Potentia	3	-	Praecantatio	15	-	Terra	2	-	Vacuos	5	-	Vitreus	3	Golem	Animation	Core	(chop)	=	Aqua	19	-	Arbor	29	-
Ignis	5	-	Instrumentum	15	-	Lux	5	-	Messis	5	-	Metallum	13	-	Meto	20	-	Praecantatio	8	-	Vitreus	6	Golem	Animation	Core	(use)	=	Humanus	20	-	Ignis	9	-	Instrumentum	21	-	Lucrum	5	-	Lux	5	-	Machina	26	0	Metallum	9	-	Potentia	9	-	Saxum	6	-	Vacuos	5	Golem	Animation	Core	(blank)	=	Ignis	5	-	Lux	5	-	Ordo	2	-	Potentia	3	-	Sensus	1	-	Terra	2	Accessory:
Top	Hat	=	Fabrico	2	-	Ignis	4	-	Lucrum	2	-	Metalum	3	-	Ordo	4	-	Pannus	5	Accessory:	Spectacles	=	Aer	2	-	Aqua	2	-	Metaulm	4	-	Vitreus	2	Accessory:	Bowtie	=	Aer	2	-	Bestia	1	-	Fabrico	2	-	Ordo	2	-	Pannus	6	Accessory:	Fez	=	Aqua	2	-	Bestia	2	-	Fabrico	2	-	Pannus	7	-	Terra	2	Accessory:	Dart	Launcher	=	Aer	2	-	Arbor	1	-	Ignis	2	-	Machina	1	-	Metallum	5	-
Pannus	1	-	Perditio	7	-	Potentia	2	-	Saxum	7	-	Telum	2	Accessory:	Visor	=	Aqua	2	-	Metalum	13	-	Terra	2	Accessory:	Iron	Plating	=	Metallum	16	-	Terra	4	Accessory:	Mace	Arm	=	Ignis	2	-	Metallum	5	-	Terra	2	Golemancer's	Bell	=	Arbor	1	-	Ordo	2	-	Potentia	2	-	Vitreus	2	Golem	Upgrade:	Air	=	Aer	5	-	Metallum	2	-	Praecantatio	1	-	Vitreus	1	Golem
Upgrade:	Earth	=	Metallum	2	-	Praecantatio	1	-	Terra	5	-	Vitreus	1	Golem	Updrade:	Fire	=	Ignis	5	-	Metallum	2	-	Praecantatio	1	-	Vitreus	1	Golem	Upgrade:	Water	=	Aqua	5	-	Metallum	2	-	Praecantatio	1	-	Vitreus	1	Golem	Upgrade:	Entropy	=	Metallum	2	-	Perditio	5	-	Praecantatio	1	-	Vitreus	1	Golem	Updrade:	Order	=	Metallum	2	-	Ordo	5	-
Praecantatio	1	-	Vitreus	1	Thaumometer	=	Aqua	2	-	Lucrum	2	-	Metallum	3	-	Praecantatio	2	-	Terra	2	-	Vitreus	2	Arcane	Door	=	None	Iron	Arcane	Key	=	None	Gold	Arcane	Key	=	None	Magic	Hand	Mirror	=	Cognito	8	-	Ignis	5	-	Instrumentum	16	-	Iter	28	-	Lucrum	4	-	Metallum	23	-	Permutatio	8	-	Potentia	4	-	Tenebrae	8	-	Terra	5	Thaumostatic	Harness
=	Arbor	8	-	Bestia	8	-	Iter	16	-	Machina	37	-	Metallum	9	-	Pannus	9	-	Potentia	37	-	Saxum	4	-	Tutamen	8	-	Volatus	32	Goggles	of	Revealing	=	Aer	2	-	Aqua	3	-	Ignis	2	-	Lucrum	6	-	Metallum	8	-	Pannus	3	-	Praecantatio	3	-	Terra	3	-	Tutamen	2	-	Vitreus	3	Thaumium	Helm	=	Metallum	8	-	Praecantatio	8	-	Tutamen	2	Thaumium	Chestplate	=	Metallum	11	-
Praecantatio	11	-	Tutamen	6	Thaumium	Leggings	=	Metallum	10	-	Praecantatio	10	-	Tutamen	5	Thaumium	Boots	=	Metallum	7	-	Praecantatio	7	-	Tutamen	2	Thaumium	Sword	=	Arbor	1	-	Metallum	5	-	Praecantatio	5	-	Telum	3	Thaumium	Pickaxe	=	Metallum	5	-	Perfodio	4	-	Praecantatio	5	Thaumium	Shovel	=	Arbor	2	-	Instrumentum	4	-	Metallum	4	-
Praecantatio	4	Thaumium	Axe	=	Arbor	1	-	Instrumentum	4	-	Metallum	5	-	Praecantatio	5	Thaumium	Hoe	=	Arbor	1	-	Metallum	5	-	Meto	4	-	Praecantatio	5	Boots	of	the	Traveller	=	Aer	5	-	Aqua	2	-	Bestia	7	-	Corpus	3	-	Fabrico	2	-	Iter	25	-	Pannus	12	-	Tutamen	4	-	Vitreus	2	-	Volatus	27	Sword	of	the	Zepher	=	Aer	11	-	Arbor	4	-	Lucrum	4	-	Metallum	5	-
Motus	8	-	Potentia	8	-	Praecantatio	8	-	Telum	4	-	Vitreus	6	Shovel	of	the	Earthmover	=	Arbor	5	-	Fabrico	8	-	Instrumentum	4	-	Lucrum	4	-	Metallum	4	-	Praecantatio	7	-	Terra	19	-	Vitreus	6	Pickaxe	of	the	Core	=	Arbor	3	-	Ignis	11	-	Lucrum	5	-	Metallum	5	-	Perfodio	8	-	Praecantatio	8	-	Sensus	8	-	Vitreus	6	Axe	of	the	Stream	=	Aqua	19	-	Arbor	12	-
Instrumentum	4	-	Lucrum	4	-	Metallum	5	-	Praecantatio	8	-	Vitreus	6	Hoe	of	Growth	=	Arbor	4	-	Herba	8	-	Lucrum	4	-	Metallum	5	-	Meto	8	-	Ordo	2	-	Perditio	2	-	Praecantatio	8	-	Terra	8	-	Vitreus	6	Thaumaturge's	Robe	=	Aer	2	-	Aqua	1	-	Bestia	3	-	Fabrico	2	-	Ignis	1	-	Ordo	1	-	Pannus	7	-	Perditio	1	-	Terra	1	-	Tutamen	3	Thaumaturge's	Leggings	=	Aer	1	-
Aqua	2	-	Bestia	3	-	Fabrico	2	-	Ignis	1	-	Ordo	1	-	Pannus	7	-	Perditio	1	-	Terra	1	-	Tutamen	2	Thaumaturge's	Boots	=	Aer	1	-	Aqua	1	-	Bestia	3	-	Fabrico	2	-	Ignis	1	-	Ordo	1	-	Pannus	7	-	Perditio	1	-	Terra	1	-	Tutamen	1	Alumentum	=	Ignis	5	-	Perditio	3	-	Potentia	5	Nitor	=	Ignis	3	-	Lux	5	-	Potentia	3	-	Sensus	1	Thaumium	Ingot	=	Metallum	4	-	Praecantatio	4
Quicksilver	=	Metallum	4	-	Sensus	1	-	Venemus	1	Magic	Tallow	=	Corpus	2	-	Humanus	1	-	Praecantatio	2	Zombie	Brain	=	Cognito	4	-	corpus	2	-	Mortuus	2	Amber	=	Vinculum	2	-	Vitreus	2	Enchanted	Fabric	=	Aer	1	-	Aqua	1	-	Bestia	2	-	Fabrico	1	-	Ignis	1	-	Ordo	1	-	Pannus	6	-	Perditio	1	-	Terra	1	Flux	Filter	=	Aqua	2	-	Arbor	3	-	Lucrum	3	-	Metallum	4	-
rdo	2	-	Praecantatio	1	Knowledge	Fragment	-	Cognito	8	Mirrored	Glass	=	Ignis	5	-	Metallum	4	-	Sensus	1	-	Terra	5	-	Venemus	1	Tainted	Goo	=	Limus	1	-	Vitium	3	Taint	Tendril	=	Fames	1	-	Lucrum	1	-	Vitium	2	Chicken	Nugget	=	Fames	1	Beef	Nugget	=	Fames	1	Pork	Nugget	=	Fames	1	Fish	Nugget	=	Fames	1	Triple	Meat	Treat	=	Sano	1	Iron	Nugget
=	Metallum	1	Quicksilver	Drop	=	Metallum	1	Thaumium	Nugget	=	Metallum	1	Native	Iron	Cluster	=	Metallum	6	-	Saxum	2	Native	Cinnabar	Cluster	=	Metallum	5	-	Saxum	2	-	Sensus	2	-	Venemus	2	Native	Gold	Closter	=	Lucrum	2	-	Metallum	4	-	Saxum	2	Phail	of	Essentia	(all)	=	None	Glass	Phail	=	Vacuos	1	Wispy	Essence	=	Auram	2	Greatwood
Planks	=	Arbor	1	Silverwood	Planks	=	Arbor	1	Ethereal	Bloom	=	Herba	10	-	Permutatio	2	-	Praecantatio	10	-	Sano	8	-	Vitium	8	Wand	Recharge	Pedestal	=	Aer	3	-	Auram	10	-	Ignis	2	-	Permutatio	2	-	Permutatio	15	-	Potentia	2	-	Praecantatio	18	-	Vitreus	7	Compound	Recharge	Focus	=	Aqua	5	-	Arbor	9	-	Lucrum	14	-	Machina	5	-	Metallum	7	-	Ordo	15	-
Permutatio	10	-	Potentia	5	-	Praecantatio	19	-	Vitreus	8	Angry	Zombie	=	Cognito	1	-	Exanimis	3	-	Humanus	1	-	Terra	1	Pech	Forager	=	Humanus	2	-	Permutatio	2	-	Praecantatio	2	-	Telum	2	Pech	Mage	=	Humanus	2	-	Lucrum	2	-	Permutatio	2	-	Praecantatio	2	Last	edited:	Nov	26,	2013	Reactions:	Josephgold5,	flamedance58,	Blastedsura	and	3	others	my
wedding	isn't	actually	tomorrow	-	this	is	just	for	comedic	effect.	i	am	getting	married	soon	though!	So	I've	been	thinking	about	a	lot	of	stuff	recently,	some	of	which	have	to	do	with	my	guides.	Not	a	lot	though.	Partially	about	wikia's	and	those	who	want	to	use	the	information	here.	I've	said	this	a	couple	times	in	some	of	my	guides,	but	I	guess	I	never
made	is	as	abundantly	clear	as	I	could	have	done.	So	this	is	for	the	record.	Let	it	never	be	said	I've	not	been	clear	about	this.	I	give	full	permission	for	anyone	to	use	the	information	gathered	here	in	their	wikis,	thread	topics,	etc.	I	don't	even	want	credit.I've	been	asked	a	couple	times	why	I'm	so	liberal	with	the	information	I	gathered.	Given	how	hard	I
worked	on	the	information	you	may	think	that	I	hold	some	sort	of	creative	ownership	over	this	information	and	in	a	way	I	suppose	you	could	say	it's	true.	However,	to	me,	it	isn't/	The	information	gathered	here	isn't	mine.	I	wouldn't	feel	right	claiming	ownership	of	it.	The	information	comes	from	a	mod	that	isn't	mine,	it's	posted	on	a	website	that	isn't
mine.	Honestly	there's	not	a	thing	in	this	topic,	other	than	my	account,	that	I	can	really	claim	ownership	over.	This	information	doesn't	belong	to	anyone.	It's	here	to	be	shared	and	used	however	a	user	see's	fit.	For	me	to	say	you	can't	defeats	it's	purpose.Whether	this	information	exists	here	by	my	doing	or	on	say	ftbwikia	by	someone	elses	doing,	the
point	is	it	exists	and	that	people	find	it	useful,	relevant	and	accurate.	Ownership	is	by	all	accounts	irrelevant.That	said,	there	is	one	thing	I	don't	agree	with,	and	that's	taking	credit	for	someone	else's	work.I	don't	know	if	I've	been	lucky,	ignorant,	pessimistic	of	the	community	or	optimistic	about	the	value	of	the	guides,	but	I've	never	seen	anyone	look
at	the	information	here	and	claim	that	they	are	to	thank	for	it's	existence.	In	my	heart	of	hearts	I	don't	expect	anyone	too	either.Not	to	say	that	anyone	would	want	to	do	that	and	as	far	as	I'm	aware	no-one	has.I	guess	the	point	of	my	bring	this	up	is	that	I	don't	expect	thanks	for	doing	this.	I	don't	need	or	want	it	and	I	don't	expect	anyone	else	to	expect
it	either.	Especially	when	they	don't	deserve	it.I	don't	know	why	I'm	bringing	this	up.	I	guess	I'm	just	speaking	my	mind...Expect	it	or	not	however,	I	will	start	to	include	a	segment	for	those	who	contributed	to	the	threads	because	whether	thanks	are	warranted	or	not,	you	guys	are	just	as	responsible	for	this	as	I	am.Uhh...	Recently,	people	have	asked
for	my	inclusion	in...	Well	multiple	things.	One	of	which	I'll	get	to	in	a	minute.	Among	these	things	have	been	config	updators	for	modpacks,	wiki	editors	and	a	few	guide	requests	for	a	couple	obscure	mods	I've	never	heard	of	or	those	that	are	just	too	damn	complicated	for	me	to	even	attempt.Let	me	be	frank.	I'm	no	modpack	maker.	I'm	decent	with
computers.	I'm	by	no	means	an	expert	and	I	admire	those	who	put	in	the	time	and	effort	into	designing	and	making	mods	and	composing	modpacks.	Especially	stuff	like	Thaumcraft.	That	said	I'm	nowhere	near	that	good.	So	asking	me	help	you	MAKE	modpacks...	I'm	sorry	guys	but	it's	not	going	to	happen.	By	all	means	I'll	help	you	pick	out	a	couple
mods.	I	know	quite	a	few	good	ones	as	I'm	sure	many	of	you	do.As	for	putting	in	with	wikias.	that's	a	little	more	up	my	alley.	Already	I've	been	included	in	the	creation	and	contribution	to	one.	I'll	get	to	that	later.The	thing	is	I	like	my	free	time.	It's	rare	and	I	cherish	it.	I	don't	put	the	effort	in	if	I	think	I'm	going	to	waste	my	time.	I'll	happily	contribute
if	you	have	an	interesting	prospect	for	me.	I'll	jump	on	that	ship	and	I	won't	look	back,	however	this	doesn't	apply	to	everyone.	The	work	I	do	must	be	appeciated	and	when	I	say	that	I	don't	mean	it	in	the	sense	that	I	require	a	gold	star	at	regular	intervals,	I	mean	that	it	has	to	be	used	as	intended	by	as	many	people	as	possible	so	that	I	know	the	work
wasn't	for	nothing.	I	can't	stand	wasting	my	time.	It's	a	peeve.Call	me	selfish,	I	don't	care.I've	recently	been	made	a	Wikia	team	member	for	Resonant	Rise.	I	don't	expect	to	do	much	work	there.	Like	I	said	I	don't	exactly	have	free	time	in	abundance.	So	what	I	will	do	will	be	exclusive	to	the	Thaumic	series	like	I	have	done	with	my	cheat	sheets.	Who
knows,	I	might	just	end	up	helping	out	or	tweaking	a	few	more	things	here	and	there.I'm	not	sure	when	I'll	start	work	on	it.	Whenever	I	have	free	time	and	the	motivation	to	get	something	done.	Right	now	I'm	newvous	as	hell	about	working	with	WikiMedia	or	whatever	the	fuck	it's	called.	Fingers	Crossed.I'm	getting	married	soon.	As	if	that	hasn't
been	said	by	me	enough.I'm	both	excited	and	terrified	as	fuck.	Had	I	been	asked	a	couple	years	ago	if	I	ever	planned	to	get	married	or	saw	myself	getting	married	in	the	future,	I'd	have	said	"Don't	be	so	damn	stupid."I	didn't	see	this	coming.	That's	the	truth.This	is	relevant	because	after	I	get	married	I'm	probably	going	to	take	a	year's	vacation	from
work/education.	Not	that	it's	any	of	your	business	but	yes;	I	can	afford	to	and	yes	my	job	will	allow	that.	I	guess	that'll	leave	me	more	time	to	get	in	touch	with	more	mods	and	see	if	there's	anything	else	I	can	do	a	guide	with.	I'm	not	exactly	sure	with	what	and	how	it'll	be	anywhere	similar	to	making	a	guide	for	Thaumcraft	but...	We'll	see,	I	guess.
That's	it.	Thanks	for	listening	to	me	ramble...	Spoiler:	NS-FAQ	-	Not-so-Frequently	Asked	Questions	SO	to	answer	a	few	questions	no-one's	asked	yet.	1.	Why	are	there	so	many	damn	POSTS?!	omfg	I	learned	the	hard	way	about	your	character	limits	in	posts	(30,000)	and	as	I	was	typing	out	the	descriptions	of	the	first	post,	I	thought	to	myself	no	way	in
HELL	am	I	going	to	fit	everything	into	only	3	posts.	So	now	there's	12	of	them.	There	are	five	catagories	in	the	Thaumonomicon	now,	each	listed	above,	there'll	be	two	posts	for	each	catagory	so	if	I	run	out	of	space	in	one,	I	can	continue	onto	the	next	and	if	I	still	don't	have	enough	space,	it	just	means	I'm	going	to	have	to	figure	another	solution	out.	2.
Thaumcraft	4's	out?!	HOLY	CARP	WHEN?!!	It	was	released	yesterday	at	about	5pm-ish	my	time	(UK	time)	and	you	can	download	it	here	for	1.6.2/1.6.4.	Also,	you	can	install	Thaumic	Tinkerer,	an	awesome	addon	for	Thaumcraft	3	and	4	here.	3.	The	research	I'm	looking	for	isn't	here!	HOW	DARE	YOU	MISS	SOMETHING	OUT	YOU	HEATHEN.	Okay
guys	here's	the	thing.	I'm	busy.	Busy	busy	busy.	I'm	in	my	second	year	of	studying	for	my	PhD	in	non-o'your-damn-bidness,	planning	my	own	wedding	and	doing	occupational	work.	So	if	something's	not	here,	I	either	haven't	seen	or	heard	about	it	or	I	just	haven't	gotten	around	to	researching	yet.	Eventually,	it	WILL	be	here.	And	hey,	if	you	feel	like
lending	a	hand	I	welcome	the	ship	out	of	that.	4.	Are	there	any	other	resources	on	the	tinterwebs	that	I	can	find	awesome	information	on	TC4/TT?	YES.	If	you	haven't	already,	this	guy	always	does	indepth	looks	into	the	Thaumcraft	mods	and	is	the	backbone	of	my	entire	process	here.	Without	this	guy	there	wouldn't	be	any	guides	here	from	me.	So
look	him	up	because	he	really	doesn't	get	the	attention	he	deserves.	LINK	Tell	him	I	sent	you,	why	not?	5.	So	the	modders	know	you're	doing	these	guides?	Yes	and	no.	While	I'm	sure	that	Vazkii	(TT's	creator)	has	seen	at	least	one	of	my	Thaumic	cheat	sheets,	I've	not	taken	it	upon	myself	to	ask	for	permission	to	do	these	guides	as	I	feel	as	if	it's	not
required	given	that	if	I	didn't	make	this	guide	someone	else	would	have,	somehow,	someway,	with	or	without	their	permission.	This	isn't	to	say	I	don't	respect	their	decisions,	so	these	guides	are	and	always	will	be	here	at	their	mercy.	Should	they	not	want	it	here,	they	can	ask	me	to	take	it	down	and	I'll	do	so	first	chance	I	get.	I'm	not	sure	if	Azanor
(TC's	creator)	knows	about	these	guides	or	not	and	I	don't	necessarily	care	regardless.	I'm	more	than	happy	to	have	their	support	or	lack	there	of,	but	ultimately	these	guides	exist	for	the	purpose	of	providing	resource	for	those	who	enjoy	the	ship	out	of	these	mods	like	me	because	when	I	tried	to	find	resources	they	weren't	around.	I'm	taking	the	time
now	to	thank	the	modders	(both	of	them)	for	their	hard	work	and	time	they	put	into	these	mods.	They're	awesome	and	you	guys	should	touch	their	faces	in	gratitude.	ohbabytouchit	--	touchnose	6.	Who	the	HELL	are	you?!	Most	of	what	you	need	to	know	about	me-	rather,	all	you	really	need	to	know	about	me,	is	in	my	signature.	My	name's	Anna	and	I
play	Minecraft	and	FTB.	Forgive	me	for	not	going	indepth	about	this	but	as	I	said	before,	it's	none-y'damn-bidness.	7.	YOU	DIDN'T	ADD	THE	ASPECTS	OF	ENCHANTMENT	X	OR	FIREWORK	WITH	WHATEVER	CONFIGURATION.	YOU	DON'T	DESERVE	TO	LIVE.	First	off.	FAKK	YOU	if	you	think	I'mma	do	that	shit!	Do	you	know	how	long	it	took	to
have	that	list?!	About	6	hours!!	If	you	want	the	aspects	find	them	out	your	damn	self!8.	You	didn't	include	the	fukkin'	Silver	or	Copper	Aspects	you	piece	of	SCHMITT.Yeah,	I	just	about	killed	myself	doing	the	Vanilla	list.	I	ain't	about	to	research	aspects	for	every	damn	item	for	every	other	freaking	mod	under	the	sun.	If	you	want	the	aspects	for	copper
or	quarries	or	whatever,	find	it	yourself	or	put	it	in	a	wikia.My	guides	aren't	made	with	other	mods	in	mind	(except	for	addons	like	Thaumic	Tinkerer)	and	they're	made	with	the	assumption	that	the	only	mods	you	have	installed	are	that	of	Thaumcraft	and	it's	addons.I	cannot	and	will	not	devote	what	little	free	time	I	have	to	researching	with	other
mods.This	also	includes	Thaumcraft	items	that	only	exist	when	other	mods	are	detected	like	the	Native	Copper	Cluster	or	research	that	revolves	around	stuff	from	other	mods	(lead	transformation)I	might...	MIGHT...	change	my	mind	about	including	thaumcraft's	mod	specific	stuff	if	and	when	the	mod	is	present	on	one	of	FTB's	thousands	of	mod	packs
AND	ONLY	THEN.	Das	it.	Enjoy	the	guide!	Spoiler:	About	Potential	Potentia	mistakes	Hey	guys.	I	need	to	bring	something	up	that's	pretty	darn	important.	Here's	the	thing.	I'm	colourblind.	When	it	comes	to	something	as	colourfully	demanding	as	Thaumcraft	and	such,	it's	an	issue.	Why	does	this	matter	to	you	guys?	Well	the	best	example	I	can	point
out	is	the	following.	The	above	picture	is	Potentia.	As	you	can	see	it's	value	is	more	or	less	a	very	similar	colour	to	the	aspect	itself.	I	can't	really	pick	out	the	color	of	the	number	from	the	symbol.	So	I	go	by	shape.	And	that's	with	like	one	or	two	pixels	that	stand	out.	Chances	are,	with	researds	to	what	items/blocks/whatever	has	the	Potentia	Aspect,
the	value	may	be	wrong.	Especially	if	they	have	values	of	2	or	3.	I	ask	you	to	bare	with	me	with	this	until	an	update's	released	that	approaches	this	issue	and	if	you	see	an	error	to	just	tell	me	and	I'll	fix	it	for	you.	Sorry	and	thank	you.	Reactions:	kaovalin,	flamedance58,	Tornado3019	and	3	others	What	the	Dickens	am	I	doing	right	now?!I'm	finishing
up	the	aspects	in	vanilla	stuff.	Doing	Thaumcraft	stuff	tomorrow	maybe.Looked	into	a	fair	bit	of	research.	More	to	come	soon.	Taking	a	break	now.All	I'm	saying	is,	you	guys	better	appreciate	the	CARP	out	of	this.	Thread	Creation	Listing	Starter	Research	Finding/Combining	AspectsI	think	I	got	them	all	maybe,	possibly...	Listing	Aspects	in	Vanilla	stuff
Listing	Aspects	in	mobs	Listing	Aspects	in	Thaumcraft	Stuff	Update	4.0.2a	Update	4.0.3a	Finishing	Research	Proof	Reading	Thaumic	Tinkerer	Stuff	Wonderful	people	who	are	as	much	to	thank	for	this	as	I	am.	Listed	in	order	of	contribution	Haighyorkie	(indirectly)	Fionaarmstrong	Democretes	Rana	Merobrosi	janinko	bluchuv00	Kayot	Yusunoha
Reactions:	flamedance58,	Blastedsura	and	PhilHibbs	I'm	pretty	sure	Azanor	stated	that	crystal	clusters	help	mitigate	instability	from	infusion	crafting	I'm	pretty	sure	Azanor	stated	that	crystal	clusters	help	mitigate	instability	from	infusion	crafting	I'm	sure	he	did,	however	I'm	just	transcribing	what's	said	in	the	thaumonomicon.	As	you	research,	it'll
probably	unlock	new	features	to	them.	Have	you	tried	moveing	the	left	magic	one	a	bit	to	the	left	and	the	top	earth(?)	one	1	up?	Have	you	tried	moveing	the	left	magic	one	a	bit	to	the	left	and	the	top	earth(?)	one	1	up?	I	figured	out	where	I	went	wrong.	So	here's	the	thing	about	thaumcraft	research.	You	bridge	nodes	together	by	putting	active	runes	in
their	place.	Active	runes	are	those	little	letter	things	that	react	to	aspects	that	match	your	research.	So	for	what	I	was	doing	I	had	Praecantatio	and	Terra.	I	figured	out	a	few	things.	1.	I	needed	Perditio	too.	2.	Linked	nodes	and	runes	MUST	not	have	more	than	one	space	apart	from	each	other	in	any	direction.	3.	You	can	only	bridge	from	one	place	to
another.	You	can't	bridge	more	than	once.	4.	You	can't	bridge	a	rune	to	another	rune	of	the	same	aspect.	I	THINK	that's	the	case.	Honestly	I'm	still	very	confused.	Alright	I	think	I'm	getting	the	hang	of	this.	Basically,	you	get	one	glowing	node.	You	need	to	bridge	that	glowing	node	to	all	the	other	inactive	nodes	and	make	them	glow	too.	You	do	this
with	runes.	You	have	a	shitton	of	inactive	ones	that	do	nothing	and	you	have	a	some	that	glow	once	you	find	aspects	that	have	something	to	do	with	the	research.	You	move	runes	around	until	you	can	bridge	them.	You	need	a	clear	path	to	do	this.	Try	to	think	of	it	like	a	laser	and	mirrors.	You	have	to	point	the	light	from	the	source	to	each	node	and
make	them	glow.	You	do	this	with	the	"mirrors"	which	are	the	runes.	However,	you	must	not	exceed	more	than	one	space	between	nodes	and	runes.	A	rune	can	bridge	to	another	rune	if	it's	different	from	the	one	you're	bridging	from	and	the	light	can	sometimes	find	itself	bridging	to	the	wrong	node	or	rune	if	they're	close	by.	Once	you	get	the	hang	of
it	it	gets	simpler.	Some	aspects	if	you	activate	them,	might	cause	"Red	Herrings"	which	basically	means	they	don't	activate	runes,	but	they	take	two	dude	runes	that	they're	linked	to	away	from	your	paper	each	time	you	use	that	aspect.	Reactions:	PhilHibbs	Yeah	it's	pretty	darn	easy	now.	Page	2	Taking	a	break	for	now,	guys.	Need	to	sleep.	Have	a
good	night.	But	may	I	also	suggest	making	a	mention	of	haighyorkie	on	youtube,	for	those	that	learn	better	visually?	He	usually	does	a	fantastic	job	of	covering	research.	He	was	a	huge	help	in	learning	thaumcraft	especially	when	I	was	taking	my	third	or	forth	time	over	re-researching.	and	he	is	always	my	recommendation	for	when	someone	wants	to
take	up	thaumcraft	but	doesn't	understand	where	to	begin.	Reactions:	Succubism	Have	a	good	night.	But	may	I	also	suggest	making	a	mention	of	haighyorkie	on	youtube,	for	those	that	learn	better	visually?	He	usually	does	a	fantastic	job	of	covering	research.	He	was	a	huge	help	in	learning	thaumcraft	especially	when	I	was	taking	my	third	or	forth
time	over	re-researching.	and	he	is	always	my	recommendation	for	when	someone	wants	to	take	up	thaumcraft	but	doesn't	understand	where	to	begin.	I've	been	mentioning	him	since	Thaumic	Tinkerer's	guide.	4.	Are	there	any	other	resources	on	the	tinterwebs	that	I	can	find	awesome	information	on	TC4/TT?	YES.	If	you	haven't	already,	this	guy
always	does	indepth	looks	into	the	Thaumcraft	mods	and	is	the	backbone	of	my	entire	process	here.	Without	this	guy	there	wouldn't	be	any	guides	here	from	me.	So	look	him	up	because	he	really	doesn't	get	the	attention	he	deserves.	LINK	Tell	him	I	sent	you,	why	not?	Okay	guys	I'mma	throw	this	out	there	and	this'll	also	be	up	on	post	1	because	this'll



probably	be	confusing	as	fuck	to	people.	I'm	colourblind.	I	have	trouble	picking	our	colours	from	each	other.	Why	am	I	telling	you	this?	Because	of	this.	The	potentia	aspect	and	it's	value	have	more	or	less	the	same	colour	to	me,	I	go	by	the	shape	of	the	number	to	tell	it's	value	and	because	of	it	I	get	confused	whether	it's	2	or	3.	By	all	means,	if	you
want	to	correct	me	when	it	comes	to	Potentia	values	at	any	stage,	just	yell	at	me	and	I'll	fix	it.	Sorry.	Your	list	of	aspects	is	missing	Instrumentum,	and	since	I	suck	at	DoodleGod	I	can't	figure	it	out	yet.	And	added.	Instrumentum	=	Humanus	+	Metallum	both	research	masteries	use	Cognito	and	Sensus	node	in	a	jar	uses	Permutatio	and	Auram
(possible	3rd	unknown)	both	research	masteries	use	Cognito	and	Sensus	node	in	a	jar	uses	Permutatio	and	Auram	(possible	3rd	unknown)	Yeah,	thanks	for	pointing	this	out.	I've	been	meaning	to	say	something	about	this	too.	Thing	is,	research	as	I	annoyingly	found	out	at	the	wrong	time,	can	be	completed	without	activating	all	the	aspects	that	it	could
use,	so	I	might	have	missed	on	some	aspects.	I'm	going	to	be	honest	with	you	all.	I	REALLY	don't	want	to	have	to	do	this	all	again	for	the	guide.	Probably	might	in	the	future,	but	right	now	I	got	important	shit	I	need	to	do.	I'm	at	uni	in	ten	minutes.	Put	it	that	way.	So	yeah,	if	you	see	anything	missing,	be	like	this	guy	^	and	tell	me	and	I'll	fix	it.	Thanks
again.	Okay	guys	I'mma	throw	this	out	there	and	this'll	also	be	up	on	post	1	because	this'll	probably	be	confusing	as	fuck	to	people.	I'm	colourblind.	I	have	trouble	picking	our	colours	from	each	other.	Why	am	I	telling	you	this?	Because	of	this.	The	potentia	aspect	and	it's	value	have	more	or	less	the	same	colour	to	me,	I	go	by	the	shape	of	the	number
to	tell	it's	value	and	because	of	it	I	get	confused	whether	it's	2	or	3.	By	all	means,	if	you	want	to	correct	me	when	it	comes	to	Potentia	values	at	any	stage,	just	yell	at	me	and	I'll	fix	it.	Sorry.	Don't	worry,	I'm	not	colour	blind,	and	I	can	hardly	make	out	that	number	either.	A	light	colour	on	a	light	colour	is	not	good.	Ideally	Azanor	should	flip	the	image	to
ensure	that	bottom	right	corner	is	left	empty	for	the	number.	Reactions:	Succubism	Don't	worry,	I'm	not	colour	blind,	and	I	can	hardly	make	out	that	number	either.	A	light	colour	on	a	light	colour	is	not	good.	Ideally	Azanor	should	flip	the	image	to	ensure	that	bottom	right	corner	is	left	empty	for	the	number.	It	might	be	simpler	to	just	give	the	number
a	thin	black	border	to	make	it	stand	out	like	he	did	with	the	hold-shift	aspect	viewer.	That's	what	I'll	be	using	when	I	proof	read.	Reactions:	Golrith	How	to	regain	aspects	on	table,	if	I	used	them	all	up	and	thaumometred	everything	already?	Aura	Nodes.	Lots	and	lots	of	Aura	nodes.	Thaumometer	every	block,	every	animal/mob,	every	dropped	item,
every	mod	item.	And	then	use	the	Deconstructor	when	you	have	it.	And	how	do	I	find	lots	and	lots	of	nodes	with	just	a	Thaumometer?	Oh	I	don't	know	if	you	have	this	tip	down	but	I	remembered	a	tip	azanor	gave.	Essentially	place	infused	ore	near	your	table	and	you	will	slowly	accumulate	there	primal	aspects.	So	infused	ignis	stone	would	give	ignis
points.	So,	I've	been	working	all	damn	night	and	I'm	tired.	Might	do	some	more	research	tomorrow	if	I	can	be	bothered...	So	tired...	I	don't	even...	Here's	little	more	research,	hope	it	helps:	Research	Expertise	-	Knowledge	is	Power	Research:	Cognitio	-	Sensus	Research	Mastery	-	Power	is	Knowledge	Research:	Cognitio	-	Sensus	-	Motus	Deconstruction
Table	Research:	Cognitio	-	Perditio	Pickaxe	of	the	Core	Research:	Ignis	-	Instrumentum	-	Sensus	Axe	of	the	Stream	Reaserch:	Aqua	-	Instrumentum	-	Motus	Golem	Core:	Harvest	Research:	Iter	-	Messis	Golem	Upgrade:	Water	Research:	Sensus	-	Aqua	--------Besides	that,	Infernal	Furnace	research	also	takes	Auram	Infusion	research	also	takes	Machina
Arcane	Levitator	also	takes	Motus	Updated	10/10:	Node	in	a	Jar	Research:	Lucum	-	Auram	Mirror	Magic	Research:	Vitreus	-	Iter	Magical	Hand	Mirror	Research:	Vitreus	-	Iter	-	Instrumentum	Boots	of	the	Traveler	Research:	Iter	-	Volatus	Golem	Upgrade:	Earth	Research:	Terra	-	Victus	Lead	Transmutation	Research:	Metallum	-	Permutatio	-	Ordo	Silver
Transmutation	Research:	Metallum	-	Permutatio	-	Lurum	Tin	Transmutation	Research:	Metallum	-	Permutatio	-	Vitreus	---	Paving	Stone	of	Travel	also	takes	Volatus	Just	slap	that	in	the	Thaumcraft4>assets>thaumcraft>textures>aspects	folder	and	you've	got	yourself	a	flipped	texture.	Reactions:	Succubism	Page	3	Oh	I	don't	know	if	you	have	this	tip
down	but	I	remembered	a	tip	azanor	gave.	Essentially	place	infused	ore	near	your	table	and	you	will	slowly	accumulate	there	primal	aspects.	So	infused	ignis	stone	would	give	ignis	points.	Crystal	Clusters	do	this	as	well.	I've	been	playing	around	with	Golems	a	bit,	and	seeing	your	area	is	missing	info	on	this,	I'd	thought	I	pitch	in	if	thats	alright!:
Straw	Golems	Research:	Motus	and	Messis	Recipe:[x]	Attributes:	Durability:	Very	Low	Strength:	Very	Low	Self-Repair:	Average	Carry	Limit:	1	Speed:	Fast	Upgrades:	1	This	auto-unlocks	two	other	Research	types,	the	Golemancer's	Bell	and	Golem	Core:	Gather.	From	here,	new	types	of	command	cores,	golem	types,	and	upgrades	can	be	researched
Reactions:	Succubism	I	can't	help	but	notice	that	node	in	a	jar	is	not	listed	by	the	OP,	otherwise,	this	thread's	been	a	huge	help.	Thanks,	guys.	Will	do,	thank	you	very	much,	Demo![DOUBLEPOST=1381411520][/DOUBLEPOST]	I	can't	help	but	notice	that	node	in	a	jar	is	not	listed	by	the	OP,	otherwise,	this	thread's	been	a	huge	help.	Thanks,	guys.	A	lot
of	things	aren't	listed	yet.	Sorry.	As	the	title	says	the	topic	is	under	construction	and	there's	still	a	lot	for	me	to	do,	that	and	I'm	battling	with	stuff	IRL	like	education,	work	and	marriage.	Thank	you	for	the	compliment.	All	shall	be	added	soon,	promise.	lol	sooo	the	other	day	in	the	prior	version	I	had	the	crazy	idea	of	trying	to	node	in	the	jar	a
silverwood	log	with	a	node	in	it...	but	the	game	crashed	so	I	said,	"oh	this	must	not	meant	to	be."	then	the	next	day	Azanor	fixes	it	when	I	mention	it....	YES!	I	was	smart!	>=D	Reactions:	Succubism	This	is	how	I	feel	seeing	this.	So,	something	I	noticed.	I	was	able	to	run	out	of	Aer,	but	aqua	and	terra	seem	to	regenerate.	is	there	any	ways	to	generate
primal	research?	What	is	a	good	way	to	get	more	aspects	for	researching	after	scanning	almost	everything	I	can	Hey	noticed	you	were	missing	this	Arcane	Ear	Shhh,	Do	you	hear	something?	Research:	Aer,	Sensus,	Potentia	Required	Research:Goggles	of	Revealing	I	used	this	wiki/	guide	and	so	i	thought	to	help.	Reactions:	Succubism	Going	to	be
working	on	this	a	littler	later	today,	thanks	to	the	contributors,	I'll	be	listing	all	of	your	wonderful	faces	on	the	front	page.[DOUBLEPOST=1381492591][/DOUBLEPOST]	What	is	a	good	way	to	get	more	aspects	for	researching	after	scanning	almost	everything	I	can	Deconstructing,	Node	scanning.	THAUMATURGY	CAP_iron	ROD_wood
THAUMATURGY	BASICTHAUMATURGY	FOCUSFIRE	Aspects:	FIRE:2,	MAGIC:1	Parents:	BASICTHAUMATURGY	FOCUSFROST	Aspects:	WATER:2,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSEXCAVATION	Aspects:	EARTH:2,	ENTROPY:1,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSSHOCK	Aspects:	AIR:2,	ENERGY:1,	MAGIC:1	Parents:	FOCUSFIRE
FOCUSTRADE	Aspects:	EARTH:1,	EXCHANGE:2,	MAGIC:1	Parents:	FOCUSFIRE	FOCUSHELLBAT	Aspects:	TRAVEL:1,	BEAST:2,	FIRE:1,	MAGIC:1	Parents:	FOCUSTRADE	FOCUSPORTABLEHOLE	Aspects:	TRAVEL:1,	ENTROPY:1,	ELDRITCH:2,	AIR:1	Parents:	FOCUSTRADE	FOCUSPOUCH	Aspects:	VOID:2,	MAGIC:1	Parents:	FOCUSFIRE	CAP_gold
Aspects:	METAL:1,	GREED:2,	TOOL:1	Parents:	BASICTHAUMATURGY	CAP_thaumium	Aspects:	METAL:1,	MAGIC:2,	TOOL:1	Parents:	CAP_gold	THAUMIUM	CAP_copper	Aspects:	METAL:1,	EXCHANGE:2,	TOOL:1	Parents:	BASICTHAUMATURGY	CAP_silver	Aspects:	METAL:2,	GREED:1,	TOOL:1	Parents:	CAP_gold	ROD_greatwood	Aspects:	TOOL:1,
TREE:2,	MAGIC:1	Parents:	BASICTHAUMATURGY	ROD_reed	Aspects:	TOOL:1,	AIR:2,	PLANT:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_blaze	Aspects:	TOOL:1,	FIRE:2,	ENERGY:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_obsidian	Aspects:	TOOL:1,	EARTH:2,	STONE:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_ice	Aspects:	TOOL:1,	ICE:2,	WATER:1,
MAGIC:1	Parents:	ROD_greatwood	ROD_quartz	Aspects:	TOOL:1,	ORDER:2,	CRYSTAL:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_bone	Aspects:	TOOL:1,	ENTROPY:2,	UNDEAD:1,	MAGIC:1	Parents:	ROD_greatwood	ROD_silverwood	Aspects:	TOOL:1,	TREE:1,	MAGIC:2	Parents:	ROD_greatwood	WANDPED	Aspects:	AURA:2,	MAGIC:1,	EXCHANGE:1,
ENERGY:1	Parents:	INFUSION	NODEPRESERVE	WANDPEDFOC	Aspects:	AURA:2,	MAGIC:1,	EXCHANGE:1,	ENERGY:1,	TOOL:1	Parents:	WANDPED	ARTIFICE	ARCANESTONE	GRATE	TABLE	ARCTABLE	RESTABLE	THAUMOMETER	PAVETRAVEL	Aspects:	TRAVEL:2,	EARTH:1,	FLIGHT:1	Parents:	ARCANESTONE	PAVEWARD	Aspects:	MOTION:2,
TRAP:1,	BEAST:1	Parents:	ARCANESTONE	LEVITATOR	Aspects:	MOTION:2,	FLIGHT:1,	AIR:1	Parents:	NITOR	ARCANEEAR	Aspects:	SENSES:2,	ENERGY:1,	AIR:1	Parents:	GOGGLES	INFERNALFURNACE	Aspects:	FIRE:2,	METAL:1,	CRAFT:1,	AURA:1,	BELLOWS	Aspects:	AIR:2,	MECHANISM:1,	MOTION:1	Parents:	INFERNALFURNACE	GOGGLES
Aspects:	SENSES:2,	AURA:1	Parents:	THAUMOMETER	ENCHFABRIC	Aspects:	CLOTH:2,	MAGIC:1,	INFUSION	Aspects:	MAGIC:1,	MECHANISM:1,	CRAFT:2	Parents:	DISTILESSENTIA	BOOTSTRAVELLER	Aspects:	TRAVEL:2,	EARTH:1,	FLIGHT:1,	WATER:1	Parents:	ENCHFABRIC	INFUSION	HOVERHARNESS	Aspects:	FLIGHT:2,	TRAVEL:1,	AIR:1,
MECHANISM:1	Parents:	BOOTSTRAVELLER	MIRROR	Aspects:	TRAVEL:2,	ELDRITCH:1,	DARKNESS:1,	CRYSTAL:1	Parents:	INFUSION	MIRRORHAND	Aspects:	TOOL:2,	ELDRITCH:1,	CRYSTAL:1,	TRAVEL:1	Parents:	MIRROR	ARCANEBORE	Aspects:	MINE:2,	MOTION:1,	MECHANISM:1,	TOOL:1	Parents:	FOCUSEXCAVATION	INFUSION
ELEMENTALAXE	Aspects:	TOOL:1,	WATER:2,	MOTION:1	Parents:	THAUMIUM	INFUSION	ELEMENTALPICK	Aspects:	TOOL:1,	FIRE:2,	SENSES:1	Parents:	THAUMIUM	INFUSION	ELEMENTALSWORD	Aspects:	WEAPON:1,	AIR:2,	ENERGY:1	Parents:	THAUMIUM	INFUSION	ELEMENTALSHOVEL	Aspects:	TOOL:1,	EARTH:2,	CRAFT:1	Parents:
THAUMIUM	INFUSION	ELEMENTALHOE	Aspects:	TOOL:1,	LIFE:2,	CROP:1	Parents:	THAUMIUM	INFUSION	JARBRAIN	Aspects:	SENSES:1,	MIND:2,	UNDEAD:2	Parents:	INFUSION	LOST	ALCHEMY	PHIAL	CRUCIBLE	NITOR	Aspects:	LIGHT:2,	FIRE:1	Parents:	CRUCIBLE	ALUMENTUM	Aspects:	ENERGY:2,	FIRE:1	Parents:	CRUCIBLE
GUNPOWDER	Aspects:	FIRE:2,	ENTROPY:1	Parents:	ALUMENTUM	THAUMIUM	Aspects:	METAL:2,	MAGIC:1	Parents:	CRUCIBLE	TRANSIRON	Aspects:	METAL:2,	EXCHANGE:1	Parents:	THAUMIUM	TRANSGOLD	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON	TRANSCOPPER	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON
TRANSTIN	Aspects:	METAL:2,	EXCHANGE:1,	CRYSTAL:1	Parents:	TRANSIRON	TRANSSILVER	Aspects:	METAL:2,	EXCHANGE:1,	GREED:1	Parents:	TRANSIRON	TRANSLEAD	Aspects:	METAL:2,	EXCHANGE:1,	ORDER:1	Parents:	TRANSIRON	TALLOW	Aspects:	FLESH:2,	MAGIC:1	Parents:	CRUCIBLE	DISTILESSENTIA	Aspects:	MAGIC:2,
WATER:1,	SLIME:1	Parents:	NITOR	ALUMENTUM	GOLEMANCY	HUNGRYCHEST	Aspects:	HUNGER:2,	VOID:1,,	-1,	0,	2,	)	)	;	GOLEMSTRAW	Aspects:	SOUL:1,	MOTION:1,	CROP:2,	EXCHANGE:1	Parents:	HUNGRYCHEST	GOLEMWOOD	Aspects:	SOUL:1,	MOTION:1,	TREE:2,	EXCHANGE:1	Parents:	GOLEMSTRAW	GOLEMBELL	Parents:
GOLEMSTRAW	COREGATHER	Parents:	GOLEMSTRAW	GOLEMTALLOW	Aspects:	SOUL:1,	MOTION:1,	FLESH:2,	MAGIC:1,	EXCHANGE:1	Parents:	GOLEMWOOD	TALLOW	GOLEMCLAY	Aspects:	SOUL:1,	MOTION:1,	EARTH:2,	EXCHANGE:1	Parents:	GOLEMWOOD	GOLEMFLESH	Aspects:	SOUL:1,	MOTION:1,	FLESH:1,	DEATH:2,	EXCHANGE:1
Parents:	GOLEMCLAY	GOLEMSTONE	Aspects:	SOUL:1,	MOTION:1,	STONE:2,	EXCHANGE:1	Parents:	GOLEMCLAY	GOLEMIRON	Aspects:	SOUL:1,	MOTION:1,	METAL:2,	EXCHANGE:1	Parents:	GOLEMSTONE	GOLEMTHAUMIUM	Aspects:	SOUL:1,	MOTION:1,	METAL:1,	MAGIC:2,	EXCHANGE:1	Parents:	GOLEMIRON	THAUMIUM	COREFILL
Aspects:	HUNGER:2,	EXCHANGE:1,	VOID:1	Parents:	COREGATHER	COREEMPTY	Aspects:	VOID:2,	EXCHANGE:1,	GREED:1	Parents:	COREGATHER	COREUSE	Aspects:	TOOL:2,	EXCHANGE:1,	MECHANISM:1,	MAN:1	Parents:	COREEMPTY	INFUSION	COREHARVEST	Aspects:	HARVEST:2,	CROP:1,	TRAVEL:1	Parents:	COREGATHER
CORELUMBER	Aspects:	TREE:2,	HARVEST:1,	TOOL:1,	ENERGY:1	Parents:	COREHARVEST	ELEMENTALAXE	COREGUARD	Aspects:	WEAPON:2,	TRAP:1,	SENSES:1	Parents:	COREGATHER	CORELIQUID	Aspects:	WATER:2,	EXCHANGE:1,	TRAVEL:1	Parents:	COREFILL	COREALCHEMY	Aspects:	WATER:2,	TRAVEL:1,	MAGIC:1,	ENERGY:1	Parents:
CORELIQUID	INFUSION	UPGRADEAIR	Aspects:	AIR:2,	MOTION:1	Parents:	GOLEMBELL	UPGRADEEARTH	Aspects:	EARTH:2,	LIFE:1	Parents:	GOLEMBELL	UPGRADEFIRE	Aspects:	FIRE:2,	ENERGY:1	Parents:	GOLEMBELL	UPGRADEWATER	Aspects:	WATER:2,	SENSES:1	Parents:	GOLEMBELL	UPGRADEORDER	Aspects:	ORDER:2,	MIND:1
Parents:	GOLEMBELL	UPGRADEENTROPY	Aspects:	ENTROPY:2,	MIND:1	Parents:	GOLEMBELL	ADVANCEDGOLEM	Aspects:	LIFE:1,	ENERGY:1,	MIND:2,	SENSES:1	Parents:	INFUSION	UPGRADEAIR	UPGRADEEARTH	UPGRADEFIRE	UPGRADEWATER	UPGRADEORDER	UPGRADEENTROPY	TINYHAT	Aspects:	CLOTH:2,	LIFE:1,	GREED:1	LOST
TINYGLASSES	Aspects:	CLOTH:2,	SENSES:1,	GREED:1	LOST	TINYBOWTIE	Aspects:	CLOTH:2,	TRAVEL:1,	GREED:1	LOST	TINYFEZ	Aspects:	CLOTH:2,	ENERGY:1,	GREED:1	LOST	TINYDART	Aspects:	FLIGHT:1,	WEAPON:2,	GREED:1	LOST	TINYVISOR	Aspects:	SENSES:1,	ARMOR:2,	GREED:1	LOST	TINYARMOR	Aspects:	METAL:1,	ARMOR:2,
GREED:1	LOST	TINYHAMMER	Aspects:	METAL:1,	WEAPON:2,	GREED:1	LOST	BASICS	ASPECTS	NODES	RESEARCH	KNOWFRAG	THAUMONOMICON	ORE	PLANTS	ENCHANT	NODETAPPER1	Aspects:	AURA:2,	MAGIC:1,	MOTION:1,	EXCHANGE:1	Parents:	NODES	NODEPRESERVE	Aspects:	AURA:2,	GREED:1,	SENSES:1	Parents:	NODETAPPER1
NODEJAR	Aspects:	AURA:2,	GREED:1,	EXCHANGE:1,	MOTION:1	Parents:	NODEPRESERVE	NODETAPPER2	Aspects:	AURA:2,	MAGIC:1,	MOTION:1,	EXCHANGE:1	Parents:	NODETAPPER1	RESEARCHER1	Aspects:	MIND:2,	SENSES:1	Parents:	RESEARCH	DECONSTRUCTOR	Aspects:	MIND:2,	CRAFT:1,	ENTROPY:1	Parents:	RESEARCHER1
RESEARCHER2	Aspects:	MIND:2,	MOTION:1,	SENSES:1	Parents:	RESEARCHER1	Going	to	be	working	on	this	a	littler	later	today,	thanks	to	the	contributors,	I'll	be	listing	all	of	your	wonderful	faces	on	the	front	page.[DOUBLEPOST=1381492591][/DOUBLEPOST]	Deconstructing,	Node	scanning.	Node	scanning	doesn't	give	me	a	single	research
aspect	NEVER[DOUBLEPOST=1381494744][/DOUBLEPOST]	Here's	little	more	research,	hope	it	helps:	Boots	of	the	Traveler	Research:	Iter	-	Volatus	and	Terra	too.	Help,	I	need	an	item	that	has	Victus.	Can't...make...Advanced	Golem...without	it.	Page	4	Nope,	It's	Sano.	I	guess	Azanor	forgot	to	add	it	xD	I'm	afraid	you	might	be	right.	I	looked	into
decompiled	code	but	didn't	find	anything	with	LIFE	aspect	on	it.	But	maybe	Node	in	the	jar,	if	you	find	node	with	LIFE	on	it?	I'm	afraid	you	might	be	right.	I	looked	into	decompiled	code	but	didn't	find	anything	with	LIFE	aspect	on	it.	But	maybe	Node	in	the	jar,	if	you	find	node	with	LIFE	on	it?	Thanks	for	the	info,	so	I	guess	all	I	can	do	now	is	find	a
node	has	Victus	and...break	it,	hopefully	it'd	drop	some	Ethereal	Essence.	Thanks	for	the	info,	so	I	guess	all	I	can	do	now	is	find	a	node	has	Victus	and...break	it,	hopefully	it'd	drop	some	Ethereal	Essence.	Terra	+	Aqua	=	Victus	Just	make	some.	ANYWAY	guys.	The	Fiance's	home	and	I'm	goin'	to	spend	time	with	her	if	y'know	what	I'm	sayin'.	G'night.
Terra	+	Aqua	=	Victus	Just	make	some.	ANYWAY	guys.	The	Fiance's	home	and	I'm	goin'	to	spend	time	with	her	if	y'know	what	I'm	sayin'.	G'night.	No,	I	don't	need	research	points.	If	you're	going	to	make	Advanced	Golem,	you'd	have	same	issue.	Infernal	Furnace	also	uses	Auram	Should	really	commit	the	information	in	threads	like	these	to	wiki's	and
then	bridge	the	discussion	over	to	the	thread.	Since	there	is	not	a	T4	wiki	yet	and	the	attempt	that	they	made	in	converting	the	T3	wiki	over	is	horrid,	but	I	suppose	it	still	lacked	a	great	deal	of	information	before	that.	Either	way	putting	info	into	a	wiki	means	it	has	a	chance	to	be	corrected/changed,	and	isn't	hard	to	find.	Note	from	experience	&
testing:	Do	Not	use	tools	with	area	effects	on	Silverwood	trees	or	totem.	These	tools	destroy	the	nodes.	I	say	this	because	TiCo	lumber	axes	or	dc	axes	seem	the	best	way	to	harvest	trees.	With	TC4	this	is	a	negative.	Also	in	Silverwood	trees,	the	node	is	housed	in	the	log	that	bears	a	dark	spot.	I	don't	know	if	this	is	a	bug	or	an	intended	feature	but
breaking	a	block	that	hold	a	node,	also	destroys	the	node,	unlike	in	TC3.	Be	warned	when	harvesting	totems	or	Silverwood	Note	from	experience	&	testing:	Do	Not	use	tools	with	area	effects	on	Silverwood	trees	or	totem.	These	tools	destroy	the	nodes.	I	say	this	because	TiCo	lumber	axes	or	dc	axes	seem	the	best	way	to	harvest	trees.	With	TC4	this	is
a	negative.	Also	in	Silverwood	trees,	the	node	is	housed	in	the	log	that	bears	a	dark	spot.	I	don't	know	if	this	is	a	bug	or	an	intended	feature	but	breaking	a	block	that	hold	a	node,	also	destroys	the	node,	unlike	in	TC3.	Be	warned	when	harvesting	totems	or	Silverwood	I	think	it's	intended.	He	mentioned	in	a	recent	bugfix	"Node	in	a	jar	silverwood	pure
nodes,	no	longer	crashes	the	game."	Sooo	You	just	have	to	be	careful	chopping	a	silverwood	possibly	wait	untill	you	can	jar	the	nodes.	Or	you	can	just	grab	dartcraft	and	forcewrench.	XD	Then	again	you	can	just	force	wrench	nodes	in	general...	so	stick	with	the	node	in	a	jar	method.	Reactions:	RedBoss	Anyone	know	how	to	reset	the	nodes?	I
generated	a	world	where	I	could	not	find	any	normal	nodes.	Zoomed	around	in	creative	mode	only	to	find	that	the	only	nodes	that	spawned	where	Dark	nodes	and	pure	nodes	in	*some*	of	the	silverwood	trees.	I	was	under	the	impression	that	nodes	where	in	every	silverwood	tree.	Anyone	know	how	to	reset	the	nodes?	I	generated	a	world	where	I	could
not	find	any	normal	nodes.	Zoomed	around	in	creative	mode	only	to	find	that	the	only	nodes	that	spawned	where	Dark	nodes	and	pure	nodes	in	*some*	of	the	silverwood	trees.	I	was	under	the	impression	that	nodes	where	in	every	silverwood	tree.	I	believe	you	can	manually	remove	and	place	nodes	in	creative	mode,	however	if	that	ain't	good	enough
to	go	your	config	file,	scroll	to	the	bottom.	####################	#	world_regeneration	#===================	#	If	a	chunk	is	encountered	that	skipped	TC	worldgen,	then	the	game	will	attempt	to	regenerate	certain	world	features	if	they	are	set	to	true.	CAUTION:	Best	used	for	worlds	created	before	you	added	this	mod,	and	only
if	you	know	what	you	are	doing.	Backups	are	advised.	####################	world_regeneration	{	B:amber_ore=false	B:aura_nodes=false	=D!	So	I	thought	I'd	share	my	thoughts	on	a	new	addon	that	was	suggested	to	me	in	the	compendium	thread.	It's	called	Advanced	Thaumaturgy.	I'd	like	to	point	out	before	I	go	any	further	the	mod	is
still	very	work	in	process.	Their	mod	version	is	currently	v0.0.8.	The	link	for	it	can	be	found	here.	The	mod	if	you	didn't	figure	it	out	focuses	on	the	namesake	branch	of	thaumaturgy,	the	crown	jewel	of	the	addon	being	the	Mercurial	Wand.	The	Murcurial	wand	is	pretty	much	an	End-Game	wand	that's	made	with	an	ASS-LOAD	of	essentia,	a	nether	star,
a	bunch	of	silverwood	cores	and	quicksilver	and	a	couple	of	thaumium	caps,	the	recipe	for	it	is	built	over	two	steps.	See	what	I	meant	by	an	ass-load	of	essentia?	Yeah.	The	wand	carries	500	vis	of	each	aspect	in	it	and	supposedly	the	wand	can	be	improved	later	with	the	use	of	more	infusion.	I	dread	to	think	of	the	resources	needed	and	yet	I'm
morbidly	interested.	Further	more	the	mod	also	adds	a	means	to	manipulate	an	aura	node's	properties	by	pumping	in	butt-loads	of	essentia.	You	can	change	a	hungry	node	for	example	into	a	normal	one	by	pumping	in	Granum.	As	of	yet,	this	block	doesn't	have	a	recipe.	This	is	by	no	means	an	overpowered	mod.	I	think	it's	clear	that	this	is	a	very	end-
game	addon	used	to	be	rid	of	the	trivial	annoyances	of	TC4	that	no	self-respecting	thaumaturge	should	have	to	worry	about	when	they	carry	a	completed	Thaumonomicon	and	a	lab	to	put	others	to	shame	and	for	that	I	like	this	mod.	I	like	it's	ability	to	manipulate	the	very	heart	of	the	mod	and	make	it	work	as	others	fear	to	do	so	in	this	day	of	age	with
an	audience	that	doesn't	know	what	it	wants.	But	that's	not	what	I	liked	most	about	it.	Obviously	I	took	it	upon	myself	to	chronicle	the	thuamonomicon	entries	of	the	mod	which	can	be	found	in	the	compendium	thread.	This	mod	seems	to	take	an	interesting	spin	with	it's	entries.	It	both	explains	what	that	entry	is	for	and	what	it's	used	for	but	it	also
maintains	a	narrative.	A	narrative	from	the	perspective	of	the	budding	thaumaturge	and	how	they	came	across	this	discovery.	This	makes	me	happy.	Veeery	happy.	One	of	the	things	I	liked	about	the	new	TC4	research	was	how	it	sort-of	simulated	the	feel	of	actually	researching	something	as	opposed	to	just	dumping	a	stack	of	item	x	into	research	y
and	magically	discovering	the	theory	of	everything	by	throwing	jukeboxes	at	the	table	and	I	like	this	about	the	new	addon.	I	like	how	the	research	means	something	and	I	like	to	see	the	progression	of	coming	to	that	discovery.	Read	my	post	in	the	compendium	thread.	you'll	see	what	I	mean.	Awesome	mod	made	by	LycaonX	and	if	you're	reading,
Lycaon,	you	have	a	new	fan.	Keep	it	coming.	Reactions:	KillerRamer,	SpitefulFox	and	RedBoss	So	im	pretty	sure	im	gonna	run	out	of	research	points	soon	thanks	to	the	evil	that	is	the	hungry	chest.	Why	on	earth	can	I	not	get	this	to	work?	I	have	tried	countless	combinations	to	see	if	i	can	just	force	this	to	work,	but	for	the	life	of	me,	I	cant	get	two
beams	working	where	I	need	two	beams	working	What	am	I	doing	wrong	guys?	I	just	want	to	make	mummy	proud	of	her	Favorited	little	time	lord	wizard	Firstly,	Which	is	the	active	node?	I'm	assuming	it's	the	one	on	the	far	right.	If	that's	the	case	then	it's	not	surprising	it	isn't	working.	Nodes	can	only	branch	to	one	rune	at	a	time,	you'll	want	to	go	for
the	one	on	the	far	right	to	the	one	at	the	top,	down	to	the	one	at	the	bottom.	Holy	hell	that	looks	like	a	lovely	addition!	I'll	be	honest	not	sure	about	the	aspects	in	the	256	range	but	even	then	essentia	and	all	the	recent	additions	to	it	probably	make	it	easier	than	I	feel	it	would	be	looking	at	it.	i'd	have	plenty	of	ignis	from	making	potentia	and	I	get	so
much	arbor	building	up....	metallum	is	also	easy	to	get	aswell	as	glass	though	i'm	a	little	less	inclined	to	toast	glass	but	I	guess	if	I	do	it	for	uber	wand...	it's	a	worthwhile	sacrifice.	I	am	waaay	more	excited	for	the	stuff	involving	nodes...	oh	man	I'd	looove	to	see	more	stuff	branching	into	nodes.	I	loved	the	idea	of	growing	custom	huge	nodes	in	tc3	but	it
was	painful	especailly	when	they	magically	dissapeared...	But	having	some	enforced	way	to	power	up	and	combine	and	fix	nodes	or	make	hungry	nodes....	Oh	man	that	would	be	awesome.	So..	I	have	been	watching	this	thread	for	a	while,	even	if	only	registering	just	a	min	ago..	Really	nice	work	you	have	done	on	it,	but	there's	one	thing	incorrect	in
your	information	at	the	moment.	The	Mana	Beans,	as	of	one	of	the	recent	updates	were	apparently	moved	to	the	Plants	and	Life	information	location..	node..	thing.	So..	I	have	been	watching	this	thread	for	a	while,	even	if	only	registering	just	a	min	ago..	Really	nice	work	you	have	done	on	it,	but	there's	one	thing	incorrect	in	your	information	at	the
moment.	The	Mana	Beans,	as	of	one	of	the	recent	updates	were	apparently	moved	to	the	Plants	and	Life	information	location..	node..	thing.	Oh	were	they?	Thank	you	both	for	the	compliment	and	letting	me	know.	I'll	be	sure	to	update	this	soon.	EDIT:	Done.	They're	now	in	the	Plants	and	Trees	entry.	Last	edited:	Nov	29,	2013	So	quick	announcement
guys.	I	now	have	access	to	the	Magicality	pack	of	the	ATLauncher,	thanks	to	Haighyorkie.	I'll	be	redesigning	it	over	the	next	few	weeks	and	releasing	that	pack.	Hopefully	all	goes	well.	Very	cool...	I've	been	playing	a	custom	magic	pack	right	now	this	sounds	like	it	will	be	up	my	alley.	They're	not	great	just	yet.	I	may	need	assistance	with	this.	We	shall
see.	I'll	be	sorting	out	a	way	for	select	people	to	download	and	test	soon.	In	your	"Essentia	Distillation"	section,	it	is	just	a	normal	vanilla	furnace,	not	the	arcane	furncace	Alchemy	Crucible	Bubble	and	Boil	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Alchemy	Caudron	Description:	To	craft	the	Crucible,
you	must	simply	use	your	wand	on	a	cauldron	placed	in	the	world.	The	crucible	is	an	important	tool	for	any	thaumaturge.	It	allows	him	to	render	physical	objects	into	their	component	Essentia	and	recombine	it	again	as	he	wishes.	The	crucible	needs	to	be	placed	over	a	source	of	constant	heat	and	filled	with	water.	Once	the	water	starts	boiling	you
simply	throw	any	items	you	wish	into	the	crucible	and	they	will	be	broken	down	into	their	component	Essentia.	If	you	know	the	proper	formula	and	the	mix	of	essentia	within	the	crucible	is	correct,	you	can	then	drop	a	special	item	into	the	crucible	known	as	a	Catalist.	The	catalyst	draws	the	essentia	into	itself	and	transforms	into	a	whole	new	item
that	the	crucible	then	ejects.	Any	leftover	Essentia	remains	within	the	crucible	for	further	use,	but	it	is	not	a	good	idea	to	leave	essentia	within	a	crucible	for	too	long.	Crafting	also	uses	some	of	the	water	within	the	crucible	and	you	will	eventually	need	to	refill	it.	Essentia	within	the	crucible	is	constantly	degrading.	Compound	essentia	degrades	into
one	of	it's	component	aspects,	and	Primal	essentia	simply	evaporates.	Beyond	the	waste	of	resources,	evaporating	and	degrading	essentia	can	cause	many	strange	side-effects.	You	can	empty	a	crucible	by	right	clicking	on	it	with	a	wand.	All	the	essentia	is	dumped	into	the	atmosphere...	not	something	you	would	want	to	do	too	often.	Glass	Phial
Mystical	containers	Research:	(Starts	off	unlocked)	Required	Research:	(Starts	off	unlocked)	Recipe:	[	x	]	Nature:	Essentia	containers	Description:	Glass	phials	are	capable	of	holding	all	manner	of	liquids	and	substances,	but	their	most	important	use	to	a	thaumaturge	is	their	ability	to	hold	Essentia.	Essentia	is	not	easy	to	gather	however	and	it
indelibly	stains	the	phial,	making	it	only	usable	once.	Thaumium	A	magical	metal	Research:	Metallum	-	Praecantatio	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Magical	Crafting	Material	Description:	Thaumium	is	the	result	of	infusing	base	metals	with	raw	magical	energy.	The	result	is	a	metal	harder	than	iron	with	the	ability	to	accept
enchantments	beyond	that	which	iron	is	normally	capable	of.	A	metal	such	as	this	has	many	applications	in	the	creating	of	more	advanced	thaumaturgical	devices.	It	can	also	be	used	to	craft	tools,	arms	and	armor	in	a	crafting	table	using	the	normal	recipes.	Iron	Transmutation	Transformation	of	metals	into	iron	Research:	Metallum	-	Permutatio
Required	Research:	Thaumium	Recipe:	[	x	]	Nature:	Iron	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	iron	by	steeping	iron	nuggets	in	metallum	harvested	from	other	metals.	Gold	Transmutation	Transformation	of	metals	into	gold	Research:	Metallum	-	Permutatio	Required	Research:	Iron	Transmutation	Recipe:	[	x	]	Nature:
Gold	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	gold	by	steeping	gold	nuggets	in	metallum	harvested	from	other	metals.	Copper	Transmutation	Transformation	of	metals	into	copper	Research:	Metallum	-	Permutatio	Required	Research:	Iron	Transmutation	Recipe:	[	x	]	Nature:	Copper	Transfiguration	Description:	You	have
discovered	a	way	to	multiply	copper	by	steeping	copper	nuggets	in	metallum	harvested	from	other	metals.	Tin	Transmutation	Transformation	of	metals	into	tin	Research:	Metallum	-	Permutatio	-	Vitreus	Required	Research:	Tin	Transmutation	Recipe:	[	x	]	Nature:	Tin	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	tin	by	steeping
tin	nuggets	in	metallum	harvested	from	other	metals.	Silver	Transmutation	Transformation	of	metals	into	silver	Research:	Lucrum	-	Metallum	-	Permutatio	Required	Research:	Silver	Transmutation	Recipe:	[	x	]	Nature:	Silver	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	silver	by	steeping	silver	nuggets	in	metallum	harvested
from	other	metals.	Lead	Transmutation	Transformation	of	metals	into	lead	Research:	Metallum	-	Ordo	-	Permutatio	Required	Research:	Lead	Transmutation	Recipe:	[	x	]	Nature:	Lead	Transfiguration	Description:	You	have	discovered	a	way	to	multiply	lead	by	steeping	lead	nuggets	in	metallum	harvested	from	other	metals.	Magic	Tallow	Rendered	fat
with	a	touch	of	magic	Research:	Corpus	-	Praecantatio	Required	Research:	Crucible	Recipe:	[	x	/	Candle	]	Nature:	Magical	Crafting	Material	Description:	By	processing	and	heating	flesh	in	a	crucible,	you	you	can	create	a	mystical	tallow	suited	for	many	arcane	uses.	This	tallow	can	be	used	to	craft	candles.	It	is	also	possible	to	craft	different	coloured
candles	by	combining	a	candle	with	a	dye	in	an	arcane	workbench.	Nitor	Mystical	Flame	Research:	Lux	-	Ignis	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Light	Source	Description:	This	flame	seems	to	be	fueled	by	magic	itself.	The	number	of	uses	for	an	everburning	flame	seems	endless,	but	unfortunately	it	doesn't	seem	to	produce	much	more
light	than	heat,	though	it	could	prove	to	be	a	steady	source	of	light	and	energy.	Nitor	can	also	be	placed	in	the	world	to	act	as	a	magical	light	source.	Alumentum	Mystical	Energy	Source	Research:	Potentia	-	Ignis	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Magical	Fuel	Description:	This	substance	throbs	with	fiery	energy	and	it	is	more	than
eager	to	release	that	energy	at	the	slightest	bump.	It	may	be	unstable,	but	it	would	probably	make	a	good	source	of	fuel.	It	is	probably	not	a	good	idea	to	throw	it	against	a	solid	surface	enless	you	enjoy	explosions.	Gunpowder	Who	needs	creepers?	Research:	Ignis	-	Preditio	Required	Research:	Alumentum	Recipe:	[	x	]	Nature:	Gunpowder
Transfiguration	Description:	You	have	discovered	an	alternate	source	of	gunpowder!	No	more	hunting	creepers	for	this	explosive	substance.	Essentia	Distillation	Harvesting	essentia	Research:	Praecantatio	-	Aqua	-	Limus	Required	Research:	Nitor	-	Alumentum	Recipe:	[	Arcane	Furnace	/	Flux	Filter	/	Arcane	Alembic	]	Nature:	Essentia	Collecting
Description:	You	see	a	future	need	where	you	will	need	ready	access	to	multiple	different	kinds	of	aspects	-	not	just	primal	aspects	drawn	from	your	wand.	Using	basic	alchemical	principles	you	have	divised	a	way	to	break	down	objects	and	convert	them	into	essentia.	The	first	step	in	this	process	requires	an	Alchemical	Furnace.	The	alchemical
furnace	works	much	like	a	normal	furnace	by	burning	coal	to	produce	heat,	but	instead	of	smelting	ore	into	metal,	it	breaks	down	objects	into	a	slurry	of	raw,	unprocessed	essentia.	The	next	step	in	the	process	is	to	take	the	essentia	slurry	and	distill	it	using	an	Arcane	Alembic.	To	work,	arcane	alembics	need	to	be	placed	on	top	of	an	alchemy	furnace.
The	essentia	slurry	will	slowly	be	drawn	into	the	alembic	and	the	individual	aspected	essentia	seperated	out.	If	the	alchemical	urnace	is	being	powered	by	alumentum,	this	distillation	process	is	much	faster.	You	can	stack	up	to	5	different	alembics	on	top	if	a	single	furnace.	The	essentia	can	then	be	extracted	out	of	an	alembic	using	phials.	Warded	Jars
and	Labels	Storing	and	organizing	essentia	Research:	N/A	Required	Research:	Essentia	Distillation	Recipe:	[	x	/	labels	/	label	(marked)	]	Nature:	Essentia	Storage	Description:	Essentia	can	be	started	in	Warded	Jars.	Warded	jars	can	be	placed	in	world	and	is	able	to	store	essentia	virtually	indefinitely.	The	enchantments	placed	on	the	jars	alsomakes
adding	or	extracting	essentia	a	breeze.	Jars	placed	under	the	spout	of	an	alembic	will	be	automatically	filled.	They	can	also	be	filled	and	emptied	using	phials.	What	is	more	they	make	an	excellent	storage	medium	for	jams	en	preserves.	Shift	clicking	on	jars	and	alembics	with	an	empty	hand	will	empty	them.	As	long	as	a	jar	contains	some	essentia	you
can	attack	a	Jar	Label	to	it.	This	label	will	'lock'	the	jar	to	that	type	of	essentia	and	it	will	not	be	able	to	accept	any	other	kind	of	essentia.	You	can	remove	a	label	by	shift	clicking	with	an	empty	hand	on	the	side	of	the	jar	containing	the	label.	Take	care	not	to	shift	click	on	any	other	side	as	it	will	empty	the	jar	as	normal.	You	can	place	a	label	in	a
crafting	bench	with	a	phial	of	essentia	to	assign	an	aspect	to	it	and	when	placed	on	an	empty	jar	it	will	automatically	lock	the	jar	to	that	aspect.	The	essentia	used	in	the	recipe	is	not	consumed.	Placing	it	on	a	filled	jar	will	change	the	label	to	the	jar's	essentia	type.A	label	can	be	made	blank	again	by	simply	placing	it	by	itself	in	a	crafting	grid.	Ethereal
Bloom	Purifying	Flower	Research:	Herba	-	Praecantatio	-	Sano	-	Vitium	Required	Research:	Crucible	Recipe:	[	x	]	Nature:	Taint	Purification	Description:	Shimmerleaf	is	often	overshadowed	by	it's	mystical	neighbor	the	Silverwood	Tree,	but	it	has	magical	properties	of	it's	own.	Like	the	Silverwood,	Shimmerleaf	flowers	have	purifying	properties	that	lie
dorment.	You	have	found	a	way	to	awaken	these	properties	and	turn	it	into	an	Ethereal	Bloom.	Ethereal	blooms	slowly,	but	surely,	restores	land	corrupted	by	musical	means	to	its	former	glowy	-	this	includes	the	blight	known	as	Taint.	While	it	cannot	combat	Taint	directly,	few	tained	growths	can	survive	outside	their	native	environment	for	long	and
tend	to	die	back.	The	flower	only	purifies	the	land	bathed	in	its	light	out	to	a	range	of	about	8	blocks.	Ethereal	Blooms	are	quite	fragile	and	breaking	them	will	turn	them	back	into	a	Shimmerleaf	flower.	Essentia	Tubes	Transportation	of	Essentia	Research:	Aqua	-	Permutatio	-	Praecantatio	Required	Research:	Essentia	Distillation	Recipe:	[	x	/	valve	]
Nature:	Essentia	Transport	Description:	You	have	discovered	several	ways	to	transport	essentia,	but	none	of	them	has	proven	useful	for	large	scale	alchemical	operations	-	until	now.	You	have	unlocked	the	key	to	creating	stable	and	relatively	leak-free	tubing.	While	mundane	chemicals	can	be	transported	in	glass,	certain	types	of	essentia	either
dissolves	or	simply	passes	right	through	it.	By	wrapping	the	glass	in	iron	and	treating	it	with	quicksilver	you	have	managed	to	protect	it	from	even	the	most	volatile	types	of	essentia.	Gold	fittings	finish	off	the	piping	system	and	make	it	visually	appealing.	the	tubes	can	be	connected	to	all	manner	of	alchemical	devices,	though	warded	jars	and	alembics
are	their	primary	targets.	Essentia	flows	through	the	tubes	whenever	something	is	connected	to	them	that	can	accept	it,	like	warded	jars.	Labelled	jars	have	a	much	greater	drawing	strength	-	so	strong	in	fact	that	they	will	draw	essentia	from	unlabeled	jars.The	essentia	valve	acts	much	like	a	normal	length	of	tubing,	except	it	can	be	turned	off	by
hand	or	a	redstone	signal.	When	this	is	done	the	flow	off	essentia	through	it	will	be	cut	off.	Void	Jar	Too	much	essentia?	Impossible!	Research:	Aqua	-	Perditio	-	Vacuous	Required	Research:	Warded	Jars	and	Labels	Recipe:	[	x	]	Nature:	Essentia	Bin	Description:	Void	jars	function	much	the	same	as	normal	warded	jars	with	one	important	difference	-
even	when	fill	they	are	still	able	to	accept	essentia,	but	the	excess	essentia	is	simply	lost.	This	allows	you	to	always	have	some	essentia	of	that	type	available,	but	get	rid	of	any	excess	that	may	build	up.	Like	normal	jars,	void	jars	can	accept	labels,	but	their	suction	with	a	label	is	less	than	that	of	a	normal	labeled	jar.	(about	halway	between	a	unlabaled
and	labeled	jar).	Filtered	Essentia	Tube	What	you	want,	where	you	want	it	Research:	Aqua	-	Ordo	-	Praecantatio	Required	Research:	Essentia	Tubes	Recipe:	[	x	]	Nature:	Labelable	Pipes	Description:	Filtered	essentia	tubes	work	like	normal	tubes,	except	it	is	possible	to	mark	them	with	labels.	When	marked	they	will	restrict	essentia	flow	through	them
to	what	they	have	have	been	marked	with.	Shift-clicking	on	them	with	an	empty	have	will	remove	the	label.	Alchemical	Centrifuge	Taking	things	apart	Research:	Fabrico	-	Perditio	-	Permutatio	Required	Research:	Essentia	Tubes	Recipe:	[	x	]	Nature:	Essentia	Breaker-Downer	(ohgod)	Description:	The	alchemical	centrifuge	is	a	wonderous	invention
that	allows	you	to	break	essentia	into	it's	component	parts.	When	compound	essentia	flows	into	the	centrifuge	from	below	it	will	be	broken	down	into	the	primal	or	compound	essentia	that	it	is	made	from.	Only	one	of	the	components	is	created	for	each	point	of	essentia	broken	down.	The	resulting	essentia	needs	to	be	drawn	from	the	top	of	the
centrifuge.	Did	I	get	the	research	wrong?	Check	the	plugin	abstract	below!	(Courtesy	of	janinko)	ALCHEMY	PHIAL	CRUCIBLE	NITOR	Aspects:	LIGHT:2,	FIRE:1	Parents:	CRUCIBLE	ALUMENTUM	Aspects:	ENERGY:2,	FIRE:1	Parents:	CRUCIBLE	GUNPOWDER	Aspects:	FIRE:2,	ENTROPY:1	Parents:	ALUMENTUM	THAUMIUM	Aspects:	METAL:2,
MAGIC:1	Parents:	CRUCIBLE	TRANSIRON	Aspects:	METAL:2,	EXCHANGE:1	Parents:	THAUMIUM	TRANSGOLD	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON	TRANSCOPPER	Aspects:	METAL:2,	EXCHANGE:1	Parents:	TRANSIRON	TRANSTIN	Aspects:	METAL:2,	EXCHANGE:1,	CRYSTAL:1	Parents:	TRANSIRON	TRANSSILVER	Aspects:
METAL:2,	EXCHANGE:1,	GREED:1	Parents:	TRANSIRON	TRANSLEAD	Aspects:	METAL:2,	EXCHANGE:1,	ORDER:1	Parents:	TRANSIRON	TALLOW	Aspects:	FLESH:2,	MAGIC:1	Parents:	CRUCIBLE	DISTILESSENTIA	Aspects:	MAGIC:2,	WATER:1,	SLIME:1	Parents:	NITOR	ALUMENTUM	ETHEREALBLOOM	Aspects:	MAGIC:	1,	PLANT:	2,	HEAL:	1,
TAINT:	1	Parents:	CRUCIBLE,	INFUSION	They're	not	great	just	yet.	I	may	need	assistance	with	this.	We	shall	see.	I'll	be	sorting	out	a	way	for	select	people	to	download	and	test	soon.	If	you	need	assistance	you	know	where	you	can	find	me	I'm	always	available	if	you	have	any	questions	or	problems	Reactions:	Succubism	ooh	god,	finally	after	3	days	I
got	my	internet	back	A	barrel	that	holds	1024	stacks	is	nothing	compared	to	a	diamond	chest.	Plus	I'd	like	to	know	who	makes	it	their	job	to	collect	that	much	cobble.	The	extra	utilities	trash	can	is	in	the	pack	for	removing	junk	too.	Welcome	to	a	new	webpisode	of	Minecraft	Extreme	Horders,	this	week	in	our	episode,	Yusunoha,	a	minecraft	player
who	hords	all	the	cobble,	and	we	mean	ALL	THE	COBBLE.	why?	I	have	no	idea,	but	I	know	I	do	have	cobble	Corrent	Modlist	Chicken	Shed	Damage	Indicators	Better	Storage	Ars	Magica	2	Archimedes	Ships	ArmorStatusHUD	AutoUtils	Backpack	BattleTowers	Better	Dungeons	BiblioCraft	BiblioWoods[BiomesOPlenty]	BiblioWoods[Forestry]
BiblioWoods[Natura]	Biomes	O'Plenty	Blood	Magic	bspkrsCore	ChickenChunks	Chisel	Chococraft	CodeChickenCore	Craft	Heraldry	Dragon	Mount	Enchanting	Plus	Ender	Storage	Enhanced	Core	Enhanced	Portals	ExtraUtils	Flatsigns	Forestry	ForgeMultipart	Hopper	Ducts	InventoryTweaks	JABBA	Magic	Bees	MapWriter	Mutant	Creatures	Mystcraft
Natura	NEI	Plugins	NEI	Addons	Not	Enough	Items	Obsidiplayes	OpenBlocks	Pet	Bat	Reliquary	Ruins	SpecialMobs	Tinkers	Construct	Thaumcraft	4	Thaumic	Tinkerer	Thaumic	Cheatery	TP	Stone	(May	be	replaced	with	CrystalWing)	Translocator	Twilight	Forest	WAILA	Witchery	XACT	Zan's	Minimap	ooh	god,	Mutant	Creatures...	that	mod	actually
scares	me.	if	I	ever	see	a	mutant	creature	of	that	mod,	I'd	run	to	a	different	continent	in	the	world	just	in	the	hope	of	outrunning	it.	So	I	thought	I'd	share	my	thoughts	on	a	new	addon	that	was	suggested	to	me	in	the	compendium	thread.	It's	called	Advanced	Thaumaturgy.	I'd	like	to	point	out	before	I	go	any	further	the	mod	is	still	very	work	in	process.
Their	mod	version	is	currently	v0.0.8.	The	link	for	it	can	be	found	here.	The	mod	if	you	didn't	figure	it	out	focuses	on	the	namesake	branch	of	thaumaturgy,	the	crown	jewel	of	the	addon	being	the	Mercurial	Wand.	The	Murcurial	wand	is	pretty	much	an	End-Game	wand	that's	made	with	an	ASS-LOAD	of	essentia,	a	nether	star,	a	bunch	of	silverwood
cores	and	quicksilver	and	a	couple	of	thaumium	caps,	the	recipe	for	it	is	built	over	two	steps.	See	what	I	meant	by	an	ass-load	of	essentia?	Yeah.	The	wand	carries	500	vis	of	each	aspect	in	it	and	supposedly	the	wand	can	be	improved	later	with	the	use	of	more	infusion.	I	dread	to	think	of	the	resources	needed	and	yet	I'm	morbidly	interested.	Further
more	the	mod	also	adds	a	means	to	manipulate	an	aura	node's	properties	by	pumping	in	butt-loads	of	essentia.	You	can	change	a	hungry	node	for	example	into	a	normal	one	by	pumping	in	Granum.	As	of	yet,	this	block	doesn't	have	a	recipe.	This	is	by	no	means	an	overpowered	mod.	I	think	it's	clear	that	this	is	a	very	end-game	addon	used	to	be	rid	of
the	trivial	annoyances	of	TC4	that	no	self-respecting	thaumaturge	should	have	to	worry	about	when	they	carry	a	completed	Thaumonomicon	and	a	lab	to	put	others	to	shame	and	for	that	I	like	this	mod.	I	like	it's	ability	to	manipulate	the	very	heart	of	the	mod	and	make	it	work	as	others	fear	to	do	so	in	this	day	of	age	with	an	audience	that	doesn't	know
what	it	wants.	But	that's	not	what	I	liked	most	about	it.	Obviously	I	took	it	upon	myself	to	chronicle	the	thuamonomicon	entries	of	the	mod	which	can	be	found	in	the	compendium	thread.	This	mod	seems	to	take	an	interesting	spin	with	it's	entries.	It	both	explains	what	that	entry	is	for	and	what	it's	used	for	but	it	also	maintains	a	narrative.	A	narrative
from	the	perspective	of	the	budding	thaumaturge	and	how	they	came	across	this	discovery.	This	makes	me	happy.	Veeery	happy.	One	of	the	things	I	liked	about	the	new	TC4	research	was	how	it	sort-of	simulated	the	feel	of	actually	researching	something	as	opposed	to	just	dumping	a	stack	of	item	x	into	research	y	and	magically	discovering	the	theory
of	everything	by	throwing	jukeboxes	at	the	table	and	I	like	this	about	the	new	addon.	I	like	how	the	research	means	something	and	I	like	to	see	the	progression	of	coming	to	that	discovery.	Read	my	post	in	the	compendium	thread.	you'll	see	what	I	mean.	Awesome	mod	made	by	LycaonX	and	if	you're	reading,	Lycaon,	you	have	a	new	fan.	Keep	it
coming.	that's...	actually	quite	awesome.	I	was	actually	hoping	Thaumcraft,	or	a	mod	would	take	my	suggestion	of	adding	staffs	that	would	hole	more	aspects	with	some	good	and	bad	points,	but	this	is	also	quite	interesting.	I	don't	know	what	has	been	added,	but	I	do	hope	there	are	some	items	that	are	a	bit...	earlier	game.	not	saying	it	should	make
things	easier,	just	a	bit	more	content	between	the	current	Thaumcraft	research,	and	that	insane	wand	Reactions:	Succubism	I'm	aware	of	build	38.	I'm	also	aware	of	this	bug	when	I	try	to	get	into	the	research	table.	[2013-11-30	23:50:40]	[INFO]	[STDERR]	java.lang.NoSuchFieldError:	inventorySlots	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at
vazkii.tinkerer.client.core.handler.ClientTickHandler.tickEnd(ClientTickHandler.java:49)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	cpw.mods.fml.common.SingleIntervalHandler.tickEnd(SingleIntervalHandler.java:34)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	cpw.mods.fml.common.FMLCommonHandler.tickEnd(FMLCommonHandler.java:140)
[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	cpw.mods.fml.common.FMLCommonHandler.onPostClientTick(FMLCommonHandler.java:366)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	net.minecraft.client.Minecraft.func_71407_l(Minecraft.java:1970)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at
net.minecraft.client.Minecraft.func_71411_J(Minecraft.java:910)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	net.minecraft.client.Minecraft.func_99999_d(Minecraft.java:838)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	net.minecraft.client.main.Main.main(SourceFile:101)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at
sun.reflect.NativeMethodAccessorImpl.invoke0(Native	Method)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	sun.reflect.NativeMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	sun.reflect.DelegatingMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at
java.lang.reflect.Method.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	net.minecraft.launchwrapper.Launch.launch(Launch.java:131)	[2013-11-30	23:50:40]	[INFO]	[STDERR]	at	net.minecraft.launchwrapper.Launch.main(Launch.java:27)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	----	Minecraft	Crash	Report	----	[2013-11-30
23:50:40]	[INFO]	[STDOUT]	//	Don't	do	that.	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	Time:	30/11/13	23:50	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	Description:	Unexpected	error	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	java.lang.NoSuchFieldError:	inventorySlots
[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	vazkii.tinkerer.client.core.handler.ClientTickHandler.tickEnd(ClientTickHandler.java:49)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	cpw.mods.fml.common.SingleIntervalHandler.tickEnd(SingleIntervalHandler.java:34)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at
cpw.mods.fml.common.FMLCommonHandler.tickEnd(FMLCommonHandler.java:140)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	cpw.mods.fml.common.FMLCommonHandler.onPostClientTick(FMLCommonHandler.java:366)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.client.Minecraft.func_71407_l(Minecraft.java:1970)	[2013-11-30
23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.client.Minecraft.func_71411_J(Minecraft.java:910)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.client.Minecraft.func_99999_d(Minecraft.java:838)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.client.main.Main.main(SourceFile:101)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at
sun.reflect.NativeMethodAccessorImpl.invoke0(Native	Method)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	sun.reflect.NativeMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	sun.reflect.DelegatingMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at
java.lang.reflect.Method.invoke(Unknown	Source)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.launchwrapper.Launch.launch(Launch.java:131)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	net.minecraft.launchwrapper.Launch.main(Launch.java:27)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	[2013-
11-30	23:50:40]	[INFO]	[STDOUT]	A	detailed	walkthrough	of	the	error,	its	code	path	and	all	known	details	is	as	follows:	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	---------------------------------------------------------------------------------------	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	--	Head	--	[2013-11-30	23:50:40]	[INFO]
[STDOUT]	Stacktrace:	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	vazkii.tinkerer.client.core.handler.ClientTickHandler.tickEnd(ClientTickHandler.java:49)	[2013-11-30	23:50:40]	[INFO]	[STDOUT]	at	cpw.mods.fml.common.SingleIntervalHandler.tickEnd(SingleIntervalHandler.java:34)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at
cpw.mods.fml.common.FMLCommonHandler.tickEnd(FMLCommonHandler.java:140)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	cpw.mods.fml.common.FMLCommonHandler.onPostClientTick(FMLCommonHandler.java:366)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	--	Affected	level	--	[2013-11-30	23:50:41]
[INFO]	[STDOUT]	Details:	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	name:	MpServer	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	All	players:	1	total;	[EntityClientPlayerMP['WabbitLove'/2,	l='MpServer',	x=1062.43,	y=23.62,	z=195.30]]	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Chunk	stats:	MultiplayerChunkCache:	441	[2013-11-30	23:50:41]
[INFO]	[STDOUT]	Level	seed:	0	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	generator:	ID	01	-	flat,	ver	0.	Features	enabled:	false	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	generator	options:	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	spawn	location:	World:	(1062,4,152),	Chunk:	(at	6,0,8	in	66,9;	contains	blocks	1056,0,144	to
1071,255,159),	Region:	(2,0;	contains	chunks	64,0	to	95,31,	blocks	1024,0,0	to	1535,255,511)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	time:	149050	game	time,	149706	day	time	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	dimension:	0	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	storage	version:	0x00000	-	Unknown?	[2013-11-30
23:50:41]	[INFO]	[STDOUT]	Level	weather:	Rain	time:	0	(now:	false),	thunder	time:	0	(now:	false)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Level	game	mode:	Game	mode:	adventure	(ID	2).	Hardcore:	false.	Cheats:	false	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Forced	entities:	2	total;	[EntitySlime['Slime'/3919,	l='MpServer',	x=1132.34,	y=22.00,
z=159.00],	EntityClientPlayerMP['WabbitLove'/2,	l='MpServer',	x=1062.43,	y=23.62,	z=195.30]]	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Retry	entities:	0	total;	[]	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Server	brand:	fml,forge	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Server	type:	Integrated	singleplayer	server	[2013-11-30	23:50:41]	[INFO]
[STDOUT]	Stacktrace:	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	net.minecraft.client.multiplayer.WorldClient.func_72914_a(WorldClient.java:440)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	net.minecraft.client.Minecraft.func_71396_d(Minecraft.java:2312)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at
net.minecraft.client.Minecraft.func_99999_d(Minecraft.java:863)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	net.minecraft.client.main.Main.main(SourceFile:101)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	sun.reflect.NativeMethodAccessorImpl.invoke0(Native	Method)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at
sun.reflect.NativeMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	sun.reflect.DelegatingMethodAccessorImpl.invoke(Unknown	Source)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	java.lang.reflect.Method.invoke(Unknown	Source)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at
net.minecraft.launchwrapper.Launch.launch(Launch.java:131)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	at	net.minecraft.launchwrapper.Launch.main(Launch.java:27)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	--	System	Details	--	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Details:	[2013-11-30	23:50:41]	[INFO]
[STDOUT]	Minecraft	Version:	1.6.4	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Operating	System:	Windows	7	(amd64)	version	6.1	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Java	Version:	1.7.0_45,	Oracle	Corporation	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Java	VM	Version:	Java	HotSpot(TM)	64-Bit	Server	VM	(mixed	mode),	Oracle	Corporation	[2013-
11-30	23:50:41]	[INFO]	[STDOUT]	Memory:	291288688	bytes	(277	MB)	/	1081081856	bytes	(1031	MB)	up	to	4294967296	bytes	(4096	MB)	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	JVM	Flags:	3	total;	-Xms256M	-Xmx4608M	-XXermSize=128M	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	AABB	Pool	Size:	19638	(1099728	bytes;	1	MB)	allocated,	49	(2744
bytes;	0	MB)	used	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	Suspicious	classes:	FML	and	Forge	are	installed	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	IntCache:	cache:	0,	tcache:	0,	allocated:	0,	tallocated:	0	[2013-11-30	23:50:41]	[INFO]	[STDOUT]	FML:	MCP	v8.11	FML	v6.99.19.964	Minecraft	Forge	9.11.1.964	8	mods	loaded,	8	mods	active	[2013-11-
30	23:50:41]	[INFO]	[STDOUT]	mcp{8.09}	[Minecraft	Coder	Pack]	(minecraft.jar)	Unloaded->Constructed->Pre-initialized->Initialized->Post-initialized->Available->Available->Available->Available	[2013-11-30	23:50:41]	AL	lib:	(EE)	alc_cleanup:	1	device	not	closed	[2013-11-30	23:50:42]	Checking	for	updated	files!	[2013-11-30	23:50:42]	No	updates
found!	Will	update	when	it's	fixed.	I	have	to	say	I	had	a	hand	in	one	of	the	new	items	in	TT2	I	moaned	about	it	when	on	the	Redwood	Server,	suggested	it	and	Vazkii	was	like...ok	i'll	add	that.	Trust	me,	it's	very	useful	when	rattling	through	your	research	Page	24	Wait	what	item	is	useful	when	rattling	through	research?	If	the	error	message	from	build
37	was	anything	to	go	by	I	think	I	know	what	it	is.	Build	39	is	fine.	Doing	the	research	now.	Infused	Scribing	Tools	More	ink	for	the	masses	Research:	Cognitio	-	Tenebrae	-	Vacuous	Required	Research:	Infusion	Recipe:	[	x	/	refill	]	Nature:	Bigger	Ink	Pot.	:B	Description:	By	inscribing	a	standard	set	of	Scribing	Tools	with	the	essence	of	the	void	you	have
found	a	way	to	make	it	hold	more	ink	inside	it.	(Note:	This	may	or	may	not	render	in	the	table	due	to	a	thing	in	Thaumcraft,	if	they	don't,	it'll	be	fixed	next	TC	version)	Thaumic	Rehabilitator	LEss	cracks	than	a	potato	on	a	stick.	Research:	Instrumentum	-	Fabrico	-	Ordo	-	Praecantatio	Required	Research:	Essentia	Tubes	-	Infusion	Recipe:	[	x	]	Nature:
Tool	Repair	Description:	You	have	created	a	new	contraption	to	rehabilitate	broken	tools.	By	right	clicking	this	block	with	a	broken	tool	and	hooking	it	to	essentia	tubes,	it'll	gather	essentia	to	repair	the	tool.	The	essentia	that	will	repair,	in	order	of	least	to	most	effective	are	Ordo,	Fabrico	and	Instrumentum.	Looking	at	the	block	with	goggles	of
revealing	also	shoes	how	worn	down	the	item	in	it	still	is.	------------------	TT	thread's	updated.	Scribing	Tools	are	in	Basic	Information	Rehabilitators	are	in	Alchemy	ahhh	Infused	Scribing	Tools...i'll	admit	i'm	a	little	proud	of	my	idea,	it's	mad	the	amount	of	scribing	tools	you	run	through.	Resources	or	not,	it's	nice	to	stick	something	in	there	and	be	able
to	forget	about	it	for	a	lot	longer	Reactions:	RedBoss	and	SpitefulFox	ahhh	Infused	Scribing	Tools...i'll	admit	i'm	a	little	proud	of	my	idea,	it's	mad	the	amount	of	scribing	tools	you	run	through.	Resources	or	not,	it's	nice	to	stick	something	in	there	and	be	able	to	forget	about	it	for	a	lot	longer	I	had	a	feeling	it	was	what	you	mentioned.	Good	on	you!	I
shall	be	doing	the	rest	of	the	items	in	videos	tonight	and	then	a	full	on	non	spoilery	spotlight	of	TT2	after	that	also.	For	those	who	don't	want	to	be	spoilt	Reactions:	Succubism	So,	apparently	I	should	get	a	Twitter.	This'll	probably	be	the	first	time	I	actually	use	a	social	network.	Reactions:	RedBoss	So,	apparently	I	should	get	a	Twitter.	This'll	probably
be	the	first	time	I	actually	use	a	social	network.	the	only	social	network	site	I	ever	used	in	my	life	was	CU2,	just	because	you	could	use	some	fancy-ass	html	codes	back	then.	also	Succubism,	seeing	as	your	somewhat	a	staff	member	now,	how	about	asking	for	a	tutorial/guide	category	for	on	the	forum?	it'd	be	a	perfect	place	for	the	guides	that	you
make	and	allows	others	to	write	up	guides	about	other	mods	aswell	Yeah	I	have	the	twitters	now.	the	only	social	network	site	I	ever	used	in	my	life	was	CU2,	just	because	you	could	use	some	fancy-ass	html	codes	back	then.	also	Succubism,	seeing	as	your	somewhat	a	staff	member	now,	how	about	asking	for	a	tutorial/guide	category	for	on	the	forum?
it'd	be	a	perfect	place	for	the	guides	that	you	make	and	allows	others	to	write	up	guides	about	other	mods	aswell	I'm	not	a	staff	member	persay,	but	I	will	mention	it	to	the	next	one	I	see.	Thaumic	Rehabilitator	LEss	cracks	than	a	potato	on	a	stick.	Research:	Instrumentum	-	Fabrico	-	Ordo	-	Praecantatio	Required	Research:	Essentia	Tubes	-	Infusion
Recipe:	[	x	]	Nature:	Tool	Repair	Description:	You	have	created	a	new	contraption	to	rehabilitate	broken	tools.	By	right	clicking	this	block	with	a	broken	tool	and	hooking	it	to	essentia	tubes,	it'll	gather	essentia	to	repair	the	tool.	The	essentia	that	will	repair,	in	order	of	least	to	most	effective	are	Ordo,	Fabrico	and	Instrumentum.	Looking	at	the	block
with	goggles	of	revealing	also	shoes	how	worn	down	the	item	in	it	still	is.	how	direwolf's	reaction	will	be	now	that	there's	always	a	thaumcraft	way	of	repairing	items	Is	it	weird	that	makes	sense?	Oh	Flutts.	Why	are	you	so	adorbs.	*w	*	Wifey	comes	in,	sees	me	on	twitter.	Long	story	short	the	wedding's	off.	Sadface.	Okay	guys	I	asked	Law	about	that
subforum	idea	for	tuts	and	guides.	You're	gon'	have	to	talk	to	Slow	or	Captainnana	about	it.	As	for	me,	I'm	happy	with	my	thread	being	at	the	top	of	the	the	mod	discussion	forums	thank	you.	B]	Aw,	man.	I	was	totally	planning	to	write	an	add-on	to	add	a	reinforced	ink	vial	for	the	research	table.	:c	Blame	Haighyorkie.	Reactions:	SpitefulFox	Gonna	be
working	on	the	wiki	until	the	Yogscast	stream	starts.	Anyone	else	watching?	Page	25	I	thought	of	something	along	the	lines	of	some	thaumic	item	that	sorta	helped	with	ink	but	I	thought	more	along	the	lines	of	using	the	Tenebrae	(If	that	was	the	one	that	was	"Darkness")	for	"ink"	Because	squid	were	being	a	right	pain	in	the	Tucas	to	find.	I	built	a
squidtrap	in	a	dessert	too	and	it	still	didn't	work.	D;	if	I	could	just	make	a	squid	spawner	I'd	be	happy	but	NOOOOO!	No	one	ever	thinks	squid	are	worth	mass	spawning	despite	ink	sacks	being	used	in	TC4	and	AM2.	(grumble)	seriously	though	guys,	thanks	:	)	Do	you	have	any	advice	on	researches	with	extremely	high	probability	of	being	impossible
(go	die	in	a	hole,	Gold	Wand	Caps)?	Do	you	have	any	advice	on	researches	with	extremely	high	probability	of	being	impossible	(go	die	in	a	hole,	Gold	Wand	Caps)?	Some	research	notes	are	very	well	impossible,	but	they	wouldn't	be	there	if	you	couldn't	do	them.	Keep	scraping	notes	until	you	find	one	that	works.	Reactions:	MigukNamja	M'kay	I've	put
it	off	long	enough,	going	to	be	redoing	the	Thaumcraft	Extras	4.0	research.	Diary	of	Extras	-	13:14	Ugh.	Okay	so.	I	tried	it	in	the	bare	bones	lab.	Let	me	explain	what	the	bare	bones	lab	is.	Forge,	Zan's	Map,	NEI,	Thaumcraft,	Thaumic	Cheatery,	Thaumic	Tinkerer	and	Advanced	Thaumaturgy.	The	Console	recognizes	TCE.	But	the	mod	doesn't	appear	in
game.	At	all.	Tried	it	on	my	modpack.	ID	conflicts.	Not	a	good	start.	Diary	of	Extras	-	13:21	ID	conflicts	resolved	by	giving	them	the	id	range	of	912-920.	Mod	still	demands	it's	own	subcatagory	in	the	thaumonomicon.	I	really	don't	think	it	warrants	it,	but	nothing	I	can	do	about	that.	Diary	of	Extras	-	13:42	I'd	like	to	point	out	that	the	Research	Block
still	doesn't	give	the	player	999	of	every	aspect.	Instead	it	gives	999	of	the	following:	Aqua,	Arbor,	Exanimus,	Instrumentum,	Iter,	Telum,	Tempestas,	Vacuos,	Vinculum,	Vitium.	Going	out	for	a	bit.	Will	return	later.	Reactions:	SpitefulFox	Diary	of	Extras	-	15:28	It	seems	there's	a	pattern	developing.	The	elemental	blocks	always	have	the	primal	aspect
(Earth,	Fire,	etc)	respective	to	the	block	plus	the	compound	aspect	Praecantatio.	It's	so	mundane	and	monotonous	that	I	have	to	make	sure	I	activate	every	aspect	to	make	sure	I	don't	potentially	miss	an	aspect	while	in	my	heart-of-hearts	I	know	there	won't	be.	Uuugh.	Diary	of	Extras	-	15:30	I	retract	my	statement.	The	Earth	Block	has	Terra,
Praecantatio,	Motus	and	Telum.	Well	alright	then...	The	Earth	block	uses	cacti	which	spawn	around	the	block	when	an	entity	walks	on	top	of	it.	This	doesn't	happen	when	the	block	is	placed	in	between	other	blocks,	say	level	with	the	ground.	Diary	of	Extras	-	15:59	Just	encountered	the	Ender	Block	which	teleports	you,	and	I	quote,	"to	a	random
location",	the	effects	of	which	are	stacked	depending	on	how	many	of	these	blocks	are	stacked	on	top	of	each	other.	I	stacked	four	and	was	teleported	400	blocks	away.	So	guys.	Different	topic.	I'll	be	opening	a	small	Thaumlite	Server	and	I'll	be	accepting	people	who	want	to	come	in	so	long	as	I	know	you	and	all	that	jazz.	Lemme	know	if	you're
interested.	Reactions:	SpitefulFox	Good	news!	We're	running	ThaumLite	and	we're	accepting	people	who	want	to	join.	PM	me	or	yell	at	me	here	if	you're	interested.	Reactions:	MigukNamja	Succubism,	Just	want	to	say	thanks	for	all	the	work	you've	done	and	continue	you	do.	Your	efforts	make	Thaumcraft	playable	for	so	many	more	people	like	myself
who	would	have	given	up	a	long	time	in	frustration.	Great	work	and	many	thanks	!	Just	had	an	awesome	Thaumlite	sesh	with	Vaz,	Haigh	and	Marty.	I'm	out	for	the	night	now.	Succubism,	Just	want	to	say	thanks	for	all	the	work	you've	done	and	continue	you	do.	Your	efforts	make	Thaumcraft	playable	for	so	many	more	people	like	myself	who	would
have	given	up	a	long	time	in	frustration.	Great	work	and	many	thanks	!	No	problem	at	all	man.	It's	good	to	know	it's	helping.	I'll	be	sure	to	post	a	link	to	your	guide	when	I'm	up	tomorrow.	x	Reactions:	Haighyorkie	and	MigukNamja	So	guys.	Different	topic.	I'll	be	opening	a	small	Thaumlite	Server	and	I'll	be	accepting	people	who	want	to	come	in	so
long	as	I	know	you	and	all	that	jazz.	Lemme	know	if	you're	interested.	sounds	interesting,	have	you	though	about	doing	some	sort	of	Let's	Play	on	the	server?	Haigh	I	believe	has	that	down.	But	I	won't	be	doing	anything.	No	microphone	here.	haha,	you	could	try	using	google	translate	with	voice	translation	constantly	but	I'll	check	Haighyorkie	channel,
gotta	keep	an	eye	out	on	you	guys	Here	is	Ep1!	The	rest	will	be	displayed	over	the	week	(remember	this	is	unedited	raw	footage,	there	may	be	small	periods	where	i'm	doing	totally	interesting	stuff...like	looking	at	a	dirt	wall!	So	don't	miss	out!)	cool,	I	didn't	know	they	had	twitch	channels	I	pretty	much	watch	twitch	streams	all	day	long	Here	is	Ep1!
The	rest	will	be	displayed	over	the	week	(remember	this	is	unedited	raw	footage,	there	may	be	small	periods	where	i'm	doing	totally	interesting	stuff...like	looking	at	a	dirt	wall!	So	don't	miss	out!)	*bookmarked*	The	server	is	still	accepting	friends	of	mine.	By	all	means,	come	join	us.	Let	me	know	in	the	inbox	you're	interested	and	I'll	add	you	to	the
whitelist.	(Please	don't	be	offended	if	I	don't	reply,	It's	still	exclusive	to	regulars	and	friends	of	the	thread.)	Page	26	So	I	finally	bought	a	minecraft	account	called	"Succubism".	To	celebrate,	here's	a	gif.	Awhyeah	but	only	if	Mojang	would	add	the	option	to	change	your	ingame	name,	even	with	a	simple	paying	fee	this	would	be	quite	nice	but	only	if
Mojang	would	add	the	option	to	change	your	ingame	name,	even	with	a	simple	paying	fee	this	would	be	quite	nice	I	think	it	would	be	too	much	of	a	hassle,	considering	the	game	uses	their	IGN	in	order	to	locate	and	refer	to	their	user	saves	and	such.	They	could	in	theory	have	a	second	IGN	which	can	be	changeable,	like	a	screenname,	and	have	a	user
ID	for	the	game,	plugins	and	such	to	refer	to.	I	think	it	would	be	too	much	of	a	hassle,	considering	the	game	uses	their	IGN	in	order	to	locate	and	refer	to	their	user	saves	and	such.	They	could	in	theory	have	a	second	IGN	which	can	be	changeable,	like	a	screenname,	and	have	a	user	ID	for	the	game,	plugins	and	such	to	refer	to.	yup,	I	was	thinking
about	something	in	that	line.	though	it	would	still	be	quite	a	hassle	to	prevent	people	from	abusing	this,	for	example	taking	the	IGN	of	others	and	their	skins	and	act	like	they're	those	persons.	though	I	do	know	some	servers	allow	players	to	change	their	name	on	the	server	to	another	name,	but	as	you	can	guess,	it	often	got	abused.	but	there	was	a
command	to	show	people's	real	IGN	yup,	I	was	thinking	about	something	in	that	line.	though	it	would	still	be	quite	a	hassle	to	prevent	people	from	abusing	this,	for	example	taking	the	IGN	of	others	and	their	skins	and	act	like	they're	those	persons.	though	I	do	know	some	servers	allow	players	to	change	their	name	on	the	server	to	another	name,	but
as	you	can	guess,	it	often	got	abused.	but	there	was	a	command	to	show	people's	real	IGN	Actually	there's	a	server	that	kinda	allows	both	the	name	change	and	the	skin	change	however	it's	only	a	few	specific	people	you	can	turn	into.	But	it's	also	known	that	those	characters	are	just	rare	luck	of	the	draw	characters	with	special	items,	and	the
identities	are	revealed	the	moment	the	game	starts.	Unfortunately	there	is	still	always	one	poor	sap	that	screams	"Is	PauseUnPause	Really	playing	with	us!?"	Still	it's	a	fun	game	and	that	feature	actually	works	rather	smoothly	minus	everyone	screaming	"NOOOB	HERO"	If	it	isn't	someone	that's	on	the	leaderboards	they	recognize.	Actually	there's	a
server	that	kinda	allows	both	the	name	change	and	the	skin	change	however	it's	only	a	few	specific	people	you	can	turn	into.	But	it's	also	known	that	those	characters	are	just	rare	luck	of	the	draw	characters	with	special	items,	and	the	identities	are	revealed	the	moment	the	game	starts.	Unfortunately	there	is	still	always	one	poor	sap	that	screams	"Is
PauseUnPause	Really	playing	with	us!?"	Still	it's	a	fun	game	and	that	feature	actually	works	rather	smoothly	minus	everyone	screaming	"NOOOB	HERO"	If	it	isn't	someone	that's	on	the	leaderboards	they	recognize.	haha,	that	sounds	hilarious	Corrent	Modlist	Chicken	Shed	Damage	Indicators	Better	Storage	Ars	Magica	2	Archimedes	Ships
ArmorStatusHUD	AutoUtils	Backpack	BattleTowers	Better	Dungeons	BiblioCraft	BiblioWoods[BiomesOPlenty]	BiblioWoods[Forestry]	BiblioWoods[Natura]	Biomes	O'Plenty	Blood	Magic	bspkrsCore	ChickenChunks	Chisel	Chococraft	CodeChickenCore	Craft	Heraldry	Dragon	Mount	Enchanting	Plus	Ender	Storage	Enhanced	Core	Enhanced	Portals
ExtraUtils	Flatsigns	Forestry	ForgeMultipart	Hopper	Ducts	InventoryTweaks	JABBA	Magic	Bees	MapWriter	Mutant	Creatures	Mystcraft	Natura	NEI	Plugins	NEI	Addons	Not	Enough	Items	Obsidiplayes	OpenBlocks	Pet	Bat	Reliquary	Ruins	SpecialMobs	Tinkers	Construct	Thaumcraft	4	Thaumic	Tinkerer	Thaumic	Cheatery	TP	Stone	(May	be	replaced
with	CrystalWing)	Translocator	Twilight	Forest	WAILA	Witchery	XACT	Zan's	Minimap	in	regards	to	Reliquary	this	might	interest	you	so	the	unofficial	version	of	Xeno's	Reliquary	for	1.6.4	just	got	official	also	a	new	version	has	been	posted	which	can	be	found	here	Anyone	ever	use	Equal	Trade	on	the	platform	you're	standing	on	while	it	happens	to	be
over	lava?	Might	as	well	dig	straight	down.	Backpacks	are	a	double-edged	sword	at	that	point	as	well...	One	of	these	days,	for	minecon,	we'll	have	to	dress	up	as	Steampunk	Thaumaturge.	ooh	god,	I	can	already	see	it	happen...	I've	always	hoped	Azanor	would	add	some	more	steampunk	to	Thaumcraft,	you	can	never	have	enough	steampunk	in
Thaumcraft
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