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TD RED5TDI1E

^. ..--Ip
H i IRTRDDUETIDR TD THE ELEETRIFVinC

IUDRLD DF REDSTDRE!

Whether you’re playing in Survival or
Creative mode, redstone is an amazing
substance that will open up the immense
possibilities of Minecraft. It will enhance
your gameplay by teaching you how to
connect and control the blocks that make
up your world.

Redstone dust and torches were first
introduced in Alpha. Repeaters were
introduced in the official redstone release
Alpha 1.3.1, when it also became possible
to obtain redstone by trading with
villagers. Witches, who sometimes drop
redstone, were introduced in Alpha 1.4.2,
followed by pistons in Alpha 1.7. Version
1.5 (AKA ‘The Redstone Update’) was
released in March 2013.

Since its arrival a huge redstone
community has developed, building and
sharing creations as diverse as arcade-
style games, intricate traps, calculators
and even computers.

(IDTE FRDm THE HIITHDR: Most serious redstone
creators use the PC/Mac Edition, but many of the builds
in this book can be created on the Console Edition as
well, so go ahead and give them a try!



The first section of this handbook
gets you up to speed on the basics
of redstone. The second section
pushes you to use your new redstone
knowledge to complete challenges,
and the final section showcases some
of the awesome community creations
that are out there and gives a little
insight into how they work.



REDSTME ESSEI1TIHIS
IRE VDII REHDV TD EET FIIILV UIIRED UP TD REDSTUnE?

I edstone ore is the raw, mineable block from which you get redstone
I dust. When mined in the PC/Mac Edition with an iron, gold or
I diamond pickaxe, each block will drop 4-5 pieces of redstone dust.



If you’re playing in Creative
mode you’ll have an infinite
supply of redstone at your
fingertips. If you’re playing
in Survival, the easiest way to
get to redstone ore is to find
a cave system that leads deep
underground. This will save
you digging your way down
by hand and should lead you
straight to a nice supply of
redstone ore.

EnEHMITME VEER TDDLS

When mined with an enchanted fortune pickaxe, a block of redstone ore will

drop up to 8 pieces of redstone dust.

EnEMUlTmEIlT TABLE
REEIPE

Can be used to

enchant tools,

weapons and

armour in the

safety of your

own home.

You can enchant your tools on an

enchantment table. To craft a table

you’ll need 4 blocks of obsidian,

2 diamond gems and 1 book. This

is an expensive investment, but an

enchanted fortune pickaxe

will pay for itself many

times over when you start

mining redstone, diamond

and emerald.

BIB VBU KRRIII?
A block of redstone

can be used as a power

source. See pages 16-

17 to find out more!

% 

RED5TB0E SLEEK
REEIPE

.— % «

m
A solid block of

redstone can be
&f &f &f

crafted from 9
pieces of

&f +

redstone dust.

* .

&f &f *
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edstone dust is really powerful stuff and is essential to almost all
redstone circuits. Take some time to get to grips with it now and
you'll be glad you did later!

Within a circuit, redstone dust acts like a wire. It carries a redstone signal

from a power source to another redstone item, such as a repeater, a piston

or a door.

IlSinC 1ED5TME DUST

You’ll need to place the dust on
top of a block, not on the sides or
the bottom. Placing several pieces
of dust next to each other will
create a wire. Simple!

•csiszes:
TIP: Remember, redstone
dust can’t help you until
you’ve given it a power
source.

—



PROPERTIES OF REDSTDRE DUST

Redstone dust is pretty clever. You can

run it up and downhill to create a wire

without the connection breaking. Just

remember that it can’t travel vertically more

than 1 block at a time.

But, clever as it is, the dust still needs to be told what to
do. You need to direct it into the item you want to power.
Simply placing an item (e.g. a piston) next to a wire and
giving it power won’t do the trick. The end of the wire
must be pointed at the item you’re trying to power.

. . ....

When the dust receives a signal from a power source, it can send that

signal a maximum distance of 15 blocks before it runs out of strength.

At that point you can place a repeater at the end of the wire to make

the signal last for another 15 blocks. (Turn to page 13 to learn about

repeaters.)



lou’ll want to familiarise yourself with this handy item. A redstone
I torch has several uses and, amongst other things, can act as a
power source in a redstone circuit.

A redstone torch is turned on by default, so when it receives power or a

redstone signal it actually turns off. Unlike a lever or a button you can’t
switch it on and off by hand.

Redstone torches are an essential
ingredient for redstone repeaters
(see opposite page), redstone
comparators and activator rails.

Redstone torches have a 1 tick
(0.1 second) delay when they are
switched on or off. When used in
long chains they can cause a few
seconds’ delay which you should
factor into your calculations.

TIP: Redstone torches
have a light level of 7
which is half the light
output of a regular

torch. They won’t melt ice or
snow, and don’t try using them
as a mob-spawning deterrent or
you’ll be in for a nasty surprise ..

DID ¥DD UPDID? A tick is an amount of time, and in redstone
terms it refers to the time it takes the signal to travel from the
power source to the object you are trying to power. A 1-tick delay
is 0.1 seconds, a 2—tick delay is 0.2 seconds and so on.



reds
REEII
RED5TDIIE REPEHTER
RECIPE <e-

H redstone repeater is a very

useful item. Once you’ve

wired it up the possibilities

are endless!

HRIU R REPEHTER UIDRKS

A repeater will accept a signal at the
back and then push it out of the front
with renewed signal strength. For
reference, the back of the repeater is the side closest to you when you place it.

A repeater has several functions, but the two most important are:

You can craft a

redstone repeater

from redstone

torches, redstone

dust and stone.

i &f i

*

To increase the distance a redstone dust wire can send a signal. When
added to a circuit, the repeater takes a signal of any strength and

refreshes it so that it is repeated at full power (hence its name).
—

'^l %  % % lJV^I % % "llV-i,!

E Jto create a delay between receiving the signal and outputting the signal.
This is the most important function as the delay is critical to complicated

machinery that requires specific timings to work correctly, such as a piston
door. The maximum delay that can be created by a repeater is 0.4 seconds,
but you can use several repeaters to create longer delays.

By default, the repeater delay is set to 1 tick, but it can be changed
to 2, 3 or 4 ticks by hitting the use item button when the repeater
is in place. You’ll notice the torch moves along each time you hit
the repeater, 1 • Jj>

signalling that you’ve y' ,1
changed the tick. f t * f7

05
»<•< ""



DID YOU KnOUJ?
A single piston can
push up to 12 blocks
at a time, and it can

push them in any direction.
. . .

5 pistons, each pushing 12 blocks.

PI5TDI1
P istons may just be the most revolutionary addition to redstone because

they allow redstone circuits to physically move the blocks around you.
When given power, a piston can push the blocks in front of it.

PISTDD DECIDE

You can craft a

piston using
wood planks,

cobblestone,
an iron ingot and
redstone dust.

9

in

^ 4

& + 4



5TICKY PI5TDVI
S ticky pistons are often more useful than regular pistons. They

can pull a block backwards as well as pushing it forwards. When
a sticky piston receives power it will push a block forwards, and

when it stops receiving power it will pull the block backwards.

5TICKY PI5TCI1 RECIPE

You can craft a

sticky piston
using a regular
piston and a
slimeball.

When killed, big slimes
divide into small slimes,
and small slimes divide
into tiny slimes. It’s only
mes that drop slimeballs.



T orches aren’t the only power source available to you. There are

several other interesting ways to power a circuit. This table shows

the different options for powering up with redstone.

1
Redstone

torches

* Redstone

blocks

% Buttons

* Levers

|» Pressure

plates

fe| Tripwire
hooks

8 Detector

rails

* Trapped
chests

Daylight
sensors

UIHHT PDIIIEI! 5DURRES DR

Power sources provide a redstone signal to other redstone items like
redstone dust, pistons and TNT.

H5MR POWER SOEOEES

With the exception of the redstone block, trapped chest and daylight sensor,
a power source needs to be attached to a regular block before it can work.



The power source will then

send out a signal for 1 block in

all directions except diagonally.

The easiest way to use a power

source is to place it next to the

item you want to power, since

all power sources send power to

the blocks next to them. Buttons,

levers, pressure plates, tripwire
hooks and detector rails also

power the block to which they

are attached, and anything that is

next to that block.

Tunninc power sources nn hiid dff

A lever can be toggled on and off, allowing you much more control over your

circuits and machines. The only power source that can’t be turned off is a

redstone block.

... j .. . . . .... M

5EIIDME YOUR RED5TRI1E 5IEI1HL
111 H SPECIFIC DIREETIDI1

As you now know, a power source sends

out a signal in all directions except

diagonally. However, if the power

source is next to redstone dust or a

repeater, you can use those items to

direct it wherever you want it to go.



% % %  EDIITIIIIED
Ie’ve looked at a few power sources already, but here
are some additional power source recipes that will

Icome in handy for the upcoming challenges!

UIDDDEn BIITTMI

Produces a 1.5-second
redstone signal when

pressed

Must be attached to

a block

Can be activated by
arrows (they will keep
the button pressed)

STDIIE BUTTDfl

Produces a 1-second
redstone signal when

pressed

Must be attached to

a block

Cannot be activated by
arrows

Replace the

wood with

stone for a

stone button.

UIDDDEn miE55UnE
PLHTE

5TDnE PDES5UDE
PLHTE &f 1

Produces a 1-second
redstone signal (unless

constantly pressed down)

Produces a 1-second
redstone signal (unless
constantly pressed down)

• m

Replace with
stone for a
stone pressure

plate.

Can only be placed on
top of a block

Can only be placed on
top of a block

Can be activated by a

j player, animal, monster,
i minecart, boat or

dropped item

Can only be activated
by a player or monster,
not dropped items



WEIGHTED P0E55UnE PIHTE

Can only be activated
by a dropped item

Can only be placed on
top of a block

Produces a 1-second
redstone signal
(unless constantly
pressed down)

Amount of items
dropped onto pressure
plate increases its
redstone signal strength

Replace the iron with gold for a gold weighted pressure plate.

% P; « at . — m !

' r »rviT7ioi'- t
-

ml! ‘I'U -;ff - - % fi- 5j- ^ 3* 1
m

j? -UHb
MS -XH

Must be attached to Can be toggled on
ij|i

=5 !
a block and off by the player

Produces a constant
redstone signal

TPIPUIIRE HDDK

Must have a second
tripwire hook opposite
(2 blocks or more

away)

Connected with string
to the other tripwire
hook

Must be attached to a

block

Produces a 0.5-second
redstone signal
(unless constantly
pressed down)

Will react to players,

monsters, animals,
minecarts, boats and
dropped items

/

&

/



I

T ransparent slime blocks have several unique properties making
them highly useful blocks. Their addition to the game in 1.8 has
opened up a whole new world of piston contraption possibilities.

HCIIJ 5LM1E BLDCK5 11IDRK

Slime blocks stick to other blocks.
So, when pushed or pulled by a
piston, they will take the block that
they are touching with them.

There are some important things to
remember when using slime blocks:

SlimE BLOCK
RECIPE
You can craft a
slime block from
9 slimeballs,
which are

dropped by tiny
slimes.

*ii i i i .... i*

JT

If you push a regular block that is attached to a slime block, it won’t pick up
the slime block as well. You must always push the slime block first.

H........



jr

Players and items will bounce
when they hit slime blocks.

Despite their appearance, slime
blocks don’t act like other
transparent blocks. You can
place torches on the sides of
them, and they will also conduct
a redstone current if you place
redstone dust on them. They will

I also suffocate mobs.
S..-..— —....



LIGHT HE 5Y5TEII15
¥ ou wouldn’t think twice about switching on a light in your own

home, but in Minecraft even that simple action requires a redstone
circuit, and creating that circuit is up to you.

TIP: We suggest that you try out the challenges in this section I:

of the book in Creative mode while you get used to working
with redstone. That way you’ll have access to all the materials

you need and won’t have to worry about collecting resources..

DHVIIEHT 5ER5CR IIEHTIIIC SVSTEIR

* ... -.- 1 %  ... .«-

RED5TBEE LHIRP
RECIPE *
You can craft a
redstone lamp
using redstone ^ *
dust and

glowstone.

....—-
jH

j . .—% % %  -L

DHVLIEHT SEnSER
RECIPE

You can craft a 0 0
daylight sensor

from glass,
Nether quartz

and wood slabs. & ^
*%  ..r

j—i.

Clear a 5 x 1 opening in your roof.
Fill that space with redstone lamps,
then place a daylight sensor next
to the lamps with a 1-block space
between them. This picture shows
the ideal placement.

*1

Place a repeater in front of the
daylight sensor, facing towards the
lamps. Run redstone dust along the
redstone lamps to connect them.



Hit the use item button to change
the daylight sensor to night
mode. You can tell which mode % 

: the sensor is in by its colour - in
night mode it appears blue and in
day mode it’s yellow.

H ll l % % % % % !» II ....% % % % % % % %  % % .% % % 

The daylight sensor emits a signal
of varying strength depending on
the light level. The darker it gets,
the stronger the signal, but you
can use a repeater to extend the
signal, allowing you to power your

| lights at the first sign of darkness.
. • 7 ..—r

DID VOU KI1DIUF Redstone lamps are conductive blocks,
which means they can power adjacent redstone lamps without
giving them direct power. Bear this in mind when making larger
lighting systems and you’ll save yourself some redstone dust.



P iston doors are a very popular redstone contraption that open as if by
magic, and constructing one is a great way to learn about all the vital
elements of redstone.

5IIDME DDDR

TIP: mind
that when you place
a sticky piston, its
sticky side will be

facing towards you.

DID VDU KRDUI?
You can’t place blocks
directly on top of
redstone dust, but you

can place them 1 block higher.

Build a 3 x 3 block arch with a 2-block empty space in the centre for
the doorway. Then place 2 sticky pistons to the right of the door, facing
inwards, and place 2 blocks in front of them.

* » .. — . . -------— . % *

jr—. . .....%  % % % % -. .......

Redstone creators often use different coloured wool blocks to

signal different parts of their circuits. The different coloured

wool blocks make it easier to see how the circuits are created,

so we have used this method throughout the book.



ir

j

»

Dig down 2 blocks behind the

pistons. Place a block of blue

wool in the hole and a redstone

torch on top of it to create your

NOT gate.
*1 % *

Place another block on top of the

torch, then place redstone dust

on top of that. This dust will be

enough to power both of the

pistons. That’s the door finished!
*»--.—- -.%  % % .% *

Dig a 2-block deep trench running round from the blue wool block to the
front of the door. Run redstone dust along the bottom of the trench right up
to the door. This will allow you to connect a pressure plate to the pistons.

*« .—.-.-. **

as

I



Fill in the top layer of your trench
with blocks of your choice and
place a pressure plate in the
doorway so the door can be
triggered to open. Because of
the NOT gate, the pressure plate
causes the pistons to open the
door instead of closing it, which is
far more useful.

To make your door open from
either side, dig another identical
trench from the back of the door
to the pistons, and place another
pressure plate inside. Now hide
your circuitry with extra blocks.

!tw». ,.*J t - % Ai

uinanmc: a piston door activated by a pressure plate can be
a great way to welcome guests to your home, but don't forget
that pressure plates can be activated by foes as well! Is that a

zombie in the living room?

Uh oh, ZOMBIES!

i isL l

~]Lit j
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US 11!
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miliECHIIT STHTIDV1S
B efore the introduction of horses, minecarts were the only way to

travel in style, and they are still a popular mode of transport. You
can use redstone circuits to make minecarts even more exciting.

M5IC miliECHIIT 5THTIDII

You will need powered rails and

a track switcher to create a basic

minecart station. The powered rails

get the minecart moving fast, and

the track switcher allows you to

select your destination station.

RIICECHRT RECIPE

Smelt 5 blocks

of iron ore in a

furnace to give

&f

you 5 iron
ingots, which will

<5*

make a minecart.

MIL RECIPE

16 basic rails can

be crafted from a

stick and 6

iron ingots.

JE

C2 &

POWERED RHII RECIPE

You can craft
6 powered rails
from a stick,
redstone dust
and gold ingots.

& &
6 * / &

& * #

Create an L-shape of blocks in
large open space. It should be
blocks high, 3 blocks down and
blocks across.

Build a 1-block high T-shape in the
middle of your L-shape, then add
a 2-block high pillar next to that.
Place a lever on the far left, on the
bottom block.



1

mmmm mmmmmmmmmmammm % *£

Place a button on the
2-block high pillar. You’ll
be able to reach this from
your minecart. Now build
a T-junction (a junction
where 2 tracks meet), by
placing 3 powered rails
followed by 4 regular
rails. Add stairs leading
up to your rails.

Dig a trench 1 block below the main curved track. Dig 1 more block down,

and fill that space with light blue wool blocks as shown above. Then add

1 more blue block on top, as shown. Finally run redstone from behind the

lever to the last blue block.
.

DID ¥011 KDDI1IF At top speed, 1
minecarts move at 8 miles per hour.
They will travel further if they are
carrying someone or something.

I———-- - , . .. Mi innmlJ I

Jr

13



mMECRRT 5THTIDIIS
... GDIITiniiED

Dig a 1-block deep trench underneath the junction so you can get to the
wool block. Now place a redstone torch on the side of the wool block
facing the junction. This torch will act as your signal for switching tracks.

Fill in the trench
and complete your
track so that it has 2
destinations. When

you pull your lever,
your junction will
switch position. Now
the fun can begin: set
down your minecart
on the rails, get in,
push the button and

you’re away!

#
TIP: When you run over a powered rail that is switched off,
a frictional force is applied which is usually enough to stop
your minecart. You can use powered rails that are switched
off to create more stations along your track.



HDUHIICED mmEDHDT 5THTIDII

One day, with a bit of practice, an
advanced station like this could
be yours! It has several interesting
features: multiple destination selection,
selection lights, selection sounds,
separate arrival and departure tracks
and a minecart dispenser. 1

\

i

The concept is similar to the basic

station in that it uses a power

source to switch the T-junctions

and select the destination station,

but it uses a different button

system to allow you to pick your

destinaton.

31



T he pulse shortener, or monostable circuit, is one of the most
important logic gates used in complex redstone machines. It allows
you to keep something switched on for a certain amount of time.

DID VDU KDDIU? Most power sources in Minecraft have
either an indefinite on time (levers) or a fairly long time
(buttons). Pulse shorteners allow us to control the amount of
time each power source gives.

A pulse shortener is the starting point for many redstone creations. You can

use it to control how long a door stays open or how many arrows are fired

from a dispenser. . .

PDIIIEDED TDHPDDDD

This example shows a
pulse shortener in use with
a trapdoor. The circuit is
toggled on so that the
trapdoor is shut, then when
something walks over it,
you can flip the switch and
the trapdoor will flip open
quickly. Gotcha!

Dig a 2-block wide
hole and fill it with light
green wool. Then, place
2 repeaters, facing away
from the wool. Set the
left repeater to 4 ticks
by hitting the use item
button, and leave the
right one set to 1 tick.

Place a sticky piston next
to the 4-tick repeater,
facing right, and attach a
block of blue wool to it

as shown.



Dig a hole next to the

blue wool block and place

another blue block in the

hole. Place a lever next to

the light green circuit.

Place redstone dust as

shown in the image. The

circuit in this example is

connected to a trapdoor

with a hole beneath, but

the choice of mechanism

is up to you.

When you pull the lever back to activate the circuit, the trapdoor will
; open for a short period of time (the exact time will depend on the

number of ticks set). Then, when the piston pushes the blue block out,
the circuit will be broken and the trapdoor will close again.

*1 ... ..... i i . ....

J-

ln this example the
trapdoor opens and
shuts quickly. If you add
more repeaters on the

row youback
can keep it open
for longer.

St

TRHPMOi
RECIPE

You can craft 2
trapdoors to
catch your
enemies using
6 wood planks. ^0 ^0 ^0



TDCELE FLIP-FLOP
n o, not that kind of flip-flop! The toggle flip-flop is another

important circuit. It provides a redstone signal that can be toggled
on and off.

A toggle flip-flop is especially useful when you want to use a button instead

of a lever to activate mechanisms like doors.

The example below uses a sticky piston T flip-flop design. What a mouthful!
The signal arrives into the circuit, then the flip-flop circuit toggles its output
on. If you send another signal to the circuit it will toggle its output off.

Create a circuit of 2 light green wool
blocks, placed 1 block apart from
each other. Place a sticky piston
facing upwards in the middle of the
wool blocks.

Put another wool block on top of
the piston. Then place redstone

dust on the block on the left and

a repeater facing away from the

X—......Jf --1*

-L

0 Place a sticky piston (facing
right) next to the repeater,
1 block up. (You’ll need to
place a block below it first,
then destroy it.) Attach a
block of redstone to the

sticky piston. Finally, place
a button on the side of the
light green block on the
left and dust on the floor,
as shown.

jsypv
%

it



Press the button and the sticky
piston on the right will push out
the redstone block, powering your
redstone wire. Press it again and
the piston will pull the block back,
disconnecting the circuit. f



EMEU EIEEUIT5
B lock circuits are used to create pulsing signals for a variety of

machines, from alarms to arrow launchers. It might not sound like
the most exciting tool, but it’s the starting point for creating some

really cool stuff!

REDSTDIIE TORCH 3-CLOCK

A torch clock is a series of redstone torches strung together that continually

turn one another off. The result is a pulsing output signal that switches on

and off repeatedly. This example is called a 3-clock, because there are 3 on
and 3 off ticks between each pulse. You can make clocks with more torches,

but you must always use an odd number of torches in the loop to allow each
torch to turn the next torch off before it is turned off itself. If you use an

even number of torches, half of the torches will be permanently switched on

and the other half permanently off. Not very useful!

ST
Repeat step 1 to create another

green line as shown above. Add

redstone torches, then add a

trench of blue blocks to join up
the green circuits. Link the torches

together with redstone dust.

FRnm BH5IC 3-ELQCK TD
HRRDIU DI5PER5ER

You have now built a basic 3-clock.

The next steps show you how you

can use this circuit to make an arrow

dispenser, which is a super-cool and

highly useful weapon.

Find an open space and build

this light green wool circuit. The

circuit is made up of 2 blocks with

a 2-block trench between them,

with 2 blocks filling the trench.
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Place a block next
to the corner of the
blue circuit, then a
dispenser on top.
Put redstone dust on
top of the dispenser.
(See the tip below.)
Now place another
single block next to
the dispenser with
redstone dust on top
to link the circuit.

TIP:
As with
a sticky

piston,
when you place a
dispenser it will
be facing towards
you. Make sure
you’re facing in the
opposite direction
to the way you
want it to dispense.

J
Put a lever on the side of one of the blue blocks to turn the circuit on and off.

Fill the dispenser with arrows, hit the lever and let ’em fly!

Players of the PC/Mac Edition will discover that it isn’t possible to
put redstone on a dispenser simply by right-clicking on it, as this
will open the dispenser. Hold down shift as you right-click to place
redstone dust. Hold shift and space to perform this whilst flying.



CLOCK CIRCUITS
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REPEHTER CLOCK

A repeater clock is I
made of 2 repeaters 1
passing a signal around 1
in a constant loop. To 1
prevent the repeaters I
simply powering each |
other on, it is started by a
l-ticl< signal from a pulse
shortener, which ensures the repeaters are only on for 1 tick before turning
off again. They pass the signal around in a loop while continually turning on
and off, which means your arrow dispenser will now pack some serious fire
power. Enemies, beware!

-I-L

Place 2 repeaters on top of the blue

wool facing in different directions

and a line of redstone from the top

repeater. Now add the green circuit

above with a repeater facing left, a

sticky piston facing up with a block
on top, and finally a block with
redstone on top next to that.



wmmmmm

To add the toggle, create the
floating pink circuit next to the
highest green block. Place a sticky
piston facing left (towards the
repeaters), a block on the back with j
a lever on top, and a block in front.

*i.. ii .. r

Add a staircase of blocks in front of

the 2 repeaters. Place a dispenser

on the top and add redstone dust

as before. This completes the circuit. ;
* ... •

Add plenty of arrows to your dispenser. Pull the lever and the arrows will shoot
out incredibly fast. This one is guaranteed to scare your enemies away!

i
mat %  s



DELUXE IIEHTME EVSTEID
T his seriously cool lighting system doesn’t just turn your

lights on and off, it physically moves the light source in and
out of the room using a block swapper. A challenging build,

iut great fun and well worth the effort.
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Switched off/ switched on

Clear a space above your

selected room. It will need

to be at least 5 x B blocks.

The light will sit flush with

the ceiling so you won’t have

to change the way the ceiling

looks. You’ll just need to

make a hole in the ceiling

where you would like the

glowstone light to appear

when you turn the switch on.

Place B light green wool blocks in a row, just behind your hole, then add
an extra block at a diagonal at each end.



Add a redstone torch on top of the central green wool block, and place 2

repeaters on either side of this torch. They should be pointing away from

the torch and directed into the 2 blocks at either end. Now add a redstone

torch to the side of these 2 blocks (not on top).

Place a regular piston directly
below the redstone torch on the
left, so that it faces the hole in
the ceiling. Then add a sticky
piston 1 block above the ceiling,
facing down towards the hole,
so that the blocks can slide past
it before being pushed into the
roof. This can be tricky to place,
so place 3 blocks above the hole,
then remove the lowest 2. Jump
down the hole, look upwards and
place your sticky piston on the
underside of the green wool.

DELUXE LIEHTMG ETiTEfli
... cnnnnuED



Add a regular ceiling material block to the right of the sticky piston, then
fill the hole in the ceiling with a glowstone block, ensuring it touches the
sticky piston face. Then add one more piston facing towards the regular
ceiling material block.

jf

Decide where you’d like the on/off switch to sit inside the room and place
either a lever or a button there. Remember to connect your lever/button

to the main circuit. Try this vertical torch circuit to save on resources.
N. _



HUTDmHTED CHICKEII FRflm
I his automated chicken farm produces chicken and feathers even

when you aren’t there to operate it. It also has a selection mode

that changes the output from cooked chicken to raw chicken.
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Position a chest centrally at
the front of your allocated
area and a hopper facing into
the chest - this will collect the
chicken and feathers and feed
them into the collection chest.
Place a light green wool block
3 blocks back from the hopper.
Add a dispenser facing in
towards the hopper but 1 block
higher. (Place a block under the
dispenser first, then remove it.)
Now put a cauldron on top of
the hopper.

Add another light green wool

block behind the dispenser. Put

redstone dust on the light green

wool block at the very back.

Position a hopper on top of the

dispenser. Position a comparator

facing away from it and into a

third light green wool block. This

will power the redstone dust

when it detects that a chicken

has laid an egg.
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Position 2 dispensers facing into
the vacant air block directly in
front of the highest hopper. Place
red stained clay, glass and blue
stained clay across the front of the
build as shown.

Add buttons to the red and blue

blocks. Put a water bucket in

the dispenser next to the blue

block and a lava bucket in the

dispenser next to the red block,

then position a cauldron on top

of the uppermost hopper.

Place a stone slab just

above the cauldron. It

must be in the top half

of the block so there is a

gap between the cauldron

rim and the slab, so place

2 blocks on top of the

cauldron, remove the lower

block, position the slab on

the underside of the upper

block then remove the

upper block. Add 3 more

glass blocks. Add 2 more

clay blocks, 1 underneath

each dispenser.

HE



Fill the cauldron with chickens.

In Creative mode, you can throw

chicken spawn eggs into the

cauldron. In Survival this is best

done by collecting regular chicken

eggs and throwing them into the

cauldron (PC/Mac users, select

the eggs in your hotbar and right

click to throw). Don’t add them

too fast, as you might knock some

chickens out of the cauldron. Now

go about your day, and when you

return to your farm the chest will

be full of chicken and feathers.

f

Press the button on the blue block for raw chicken

and the button on the red block for cookedI



D espite its name, thejeb Door wasn’t actually created byjeb himself. Jeb
(Jens Bergensten) is the lead developer of Minecraft and he discovered
this design on the internet when pistons first went live in-game.

The design has changed dramatically over time but

the basic idea is still the same. The door is hidden

from view when closed and sits flush with the wall.

When activated it slides across to reveal a secret

passageway.

r EnnsT«icTion
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Find a location for your door. This example uses a cliff, inside which you

will create a hidden room. Now decide how you would like to open the door.

There are several options, but the simplest way is to use a lever hidden

nearby and connected to the door.



Place the lever at your chosen location. For the door itself, you will need an

area 6 blocks wide, 4 high and at least 3 blocks deep. If you can make your

space deeper, you’ll find it easier to install your door.

Establish the centre of your space and create a 2 x 4 block pathway down
the middle, using stone brick. Place 4 sticky pistons on each side of your
space in a 2 x 2 formation, as shown above, with 4 blocks of space between
the pistons on each side. These pistons will slide the door aside once it’s

been pulled back from the wall.
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Now place 2 more sticky pistons on each side; they should be facing out
towards the front of the clear area and stacked on top of each other. Place
a block in front of each of these pistons. Make sure these blocks are the

I same material as the wall (smooth stone in this case).

Place a blue wool block above

each piston, and two more in the
middle. Then place a repeater on

each side facing outwards. Make

sure each repeater is set to a

2-, 3- or 4-ticl< delay as 1 tick

|: won’t work. Place redstone dust

on top of the remaining blocks to

connect the pistons together.

Test the system by placing a lever
near to the middle and turning it

on. The door should extend out

into the cliff wall and sit flush
against it. After testing, remove
the temporary lever. (You will be

using the hidden lever that was
placed in step 2.)



Your lever now needs to be connected to the redstone on the door. Just

run a redstone dust wire from the door to the lever. Make sure the wire

is connected in the central area at the top of the door. This ensures that

both sides of the door are powered. M[

Finally, cover up the door mechanism.

You can then build a room, a base or

anything else you like behind your very

own secret entrance!



LHUR PIT TRHP
T his trap is difficult to spot, reacts extremely quickly and is almost

impossible to escape from! It works by pulling the floor out from
beneath another player when they open your trapped chest, then it

drops them into a pool of lava. Ouch!

DID YEU KDDIU?
A trapped chest is

a chest that emits

a redstone signal

from all sides when opened

and is a great anti-theft device
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TDRPPED EHEST DEEIPE

A single trapped chest
can be crafted from a
chest and a tripwire
hook. Place 2 trapped
chests next to each
other to create a large
trapped chest.



At this point, you’ll need to temporarily destroy the walls of the corridor
to build the redstone mechanics. To create the sliding floor, place 3 sticky
pistons on each side of the pit, as shown.

This trap needs
a small corridor,
below which the
pit will be hidden.
Dig your corridor at
least 5 blocks long,
2 wide and 3 high.

Dig your lava pit.

It should be 3 x 2

blocks and 3 blocks

deep. Add a large

trapped chest to the

end of the corridor.

It will need to sit on

2 blocks.



LHUH PIT TRHP
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Now put blocks in front
of the pistons; these
will be the floor of the

corridor. In this example
we’ve used stone brick
to help blend the trap
into its surroundings.

Place a blue wool block
above each sticky piston
and then run redstone
along the tops. This will
power all the pistons on
each side so they slide
out simultaneously.

To connect the chest, dig down 1

block on either side of it so that

you can see the blocks on which

the chest is sitting. You now need

to place redstone torches on the

sides of the blocks the chest is on.

; Hide the torches with stone blocks

(the torches will power them

and the floor will slide back into

place). To connect that power to

| the pistons, place a block of wool
next to the stone block and put

redstone dust on top of both of
them (on both sides).

. . ..... , , ml ,, ! 1
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T his cannon fires 2 TNT projectiles at your enemies at the touch of

a button. It also allows you to select one of four possible ranges
for each shot. Redstone signals are used to activate the required

number of TNT dispensers depending on which button you have

pressed, releasing a different amount of propellant TNT for each range.

EDn5TnucTinn
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Build a U-shape of light green wool 6 blocks long and 3 wide, leaving a 1-block
space at the back. Place redstone dust on top of each block to create a wire.

Starting at the front, place 4 light

green wool blocks in the centre

of the U-shape but raised 1 block

higher. This will eventually be the

water bed. Now add 1 red and 1

light green block to the back of the

cannon as shown. Place a redstone

torch on top of the red wool and

redstone dust on top of the light

green wool.

Build an L-shape of red, grey,

white and black wool, positioned

a block higher than the red wool

with the redstone torch attached
to it. Place a ladder on the inside

of the red wool at the top of the

L-shape. Since ladders occupy an

entire block this will act as a rest

point for the TNT projectiles and

will stop the water spilling out.
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Add a single stone slab to the end of the L-shape as shown. Aim for the
top half of the red wool when placing the slab. Now add 4 dispensers
opposite the longest side of the L-shape, facing in towards the water
bed. These will dispense TNT into the cannon.

Lay redstone dust along the stone slab and the dispensers (PC/Mac users,
remember to hold shift). Place a red wool block above the redstone torch.
Place 5 repeaters along the L shape as shown, all facing towards the front
of the cannon and set to 4 ticks. Using a water bucket, add a single water
source block to the back of the water bed - the water will flow forwards.



Place the

water here

(--|IUHRMMi: Make

I TMT I sure y° u onl Y place 1
;! j source block of water
il I in the bed, and check
it’s flowing towards the front

of the cannon. This will ensure

that the propellant TNT moves

towards the front of the cannon

before exploding.

Fill all 6 dispensers with TNT and

add 4 range selector buttons

along the side of the cannon.

Pressing the button on the black

block will allow you to fire TNT

the furthest, and the button

on the white block will fire it

the shortest distance. Have fun

experimenting with range!

Add 2 dispensers to the top of

the wool block with the ladder

attached, both facing in towards

the water bed. Now add 2 stone

slabs as shown, and place 2

red wool blocks on top of these

slabs. This will leave you with a

single block of air in front of the

2 projectile dispensers.



T his amazing machine allows you to shoot flaming arrows out of a
dispenser at a rate of 5 per second, at the mere press of a button.
That should keep those hostile mobs at bay!

Jk

‘Is it just me, or is it getting hot in here?’
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Create a 3 x 3 square of blocks of

your choice, with a 1-block space

in the middle. Place another block

behind the square in the centre,

and place a dispenser on top of

that. Make sure it’s facing in the

direction you want to fire.
l **

I The gate acts like a solid block

and will allow you to fill the hole

with lava without it spilling out of

the front.
* .

Place a fence gate in front of the

hole. You’ll need to place another

block below it first, then destroy

that block when the gate is in

place. Hit the use item button to

open the gate. It doesn’t matter

whether the fence gate opens

inwards or outwards.
*• .--. *

TNT

lllllinmnc: Adding the
lava can be tricky: make
sure you place the lava
behind the fence gate

and aim for the spot marked in the
image. Be especially careful if you’re
playing in Survival mode. If you pour
lava all over yourself you’re going to
have a meltdown ...

El



Add redstone dust at each end

and 2 repeaters in the middle:

one facing into the dispenser

and the other facing the opposite

way. This forms the clock circuit.

To make the circuit turn on and
off at a push of the button, you
need a simple piston-based
pulse shortener, as shown in
green. Then add the button onto
the side of the frame.

Next, add 4 pink blocks: 2 blocks
should be placed at ground level
at a diagonal to each other, and
2 more blocks 1 level above the
ground, also positioned at a
diagonal to each other.



Place redstone dust on the ground-level pink block furthest from the
dispenser and a redstone repeater on the other ground-level pink block
(facing towards the dispenser). Add a sticky piston to the side of the pink
circuit as shown, then add a single pink wool block in front of that sticky
piston. Finally, fill your dispenser with arrows, then hit the button and you’re
away! Just hit the button again when you want to turn it off.

Arrow launchers positioned behind the walls of a
fort. Nobody’s getting in here ...



3 X a PI5TM1 DDDR
T he 3 x 3 piston door is one of the most popular contraptions in

the Minecraft community. It’s a great addition to any player’s base,
providing a stylish entrance and access at the touch of a button.

This piston door circulates an item in a loop each time you directly power
the bottom left dropper with either a repeater, button or lever. This is a

handy, compact way of creating an on/off toggle for contraptions.
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Build a 5 x 5 stone brick
frame for the door ensuring
you have 3 blocks of space
below for the hopper/dropper
T flip-flop. Create a loop out
of 3 droppers and a hopper
below the frame as shown,
each facing in the direction
indicated by the arrows. Add a
repeater facing in towards the
flip-flop on top of a light green
wool block and a comparator
pointing away from the flip-
flop on top of a light blue wool
block, as shown.

Place a light blue wool block in front of the flip-flop comparator with
redstone dust on top. Add another light blue wool block next to this
block, then place a third light blue wool block on top of this.



3X3 PI5TDII DODD
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Add a redstone torch to the side
of the highest light blue wool

block as shown. Place another

light blue wool block 2 blocks
below the redstone torch and

then place redstone dust on top

of it. The dust should power the

torch straight away.

Place another light blue wool
block above the redstone torch,
with another redstone torch on

top. Above this redstone torch
(now off) place a block with
redstone dust on it. Add 3 wool
blocks on top of the frame and
run redstone dust along the top.



Position 2 upward-facing sticky

pistons in the centre of the build.

The first one should be next to

the repeater set to 4 ticks and

the second should be next to the

blue wool block on the end of the

currently extended sticky piston.

Place a red wool block 2 blocks

below the light blue block at the

end of the extended piston. Place

a repeater on top of that block,

facing in to the centre of the build.

This should be set to 4 ticks.
HMaaaMBMBHaaaaHBaHnaMHHManMMal

Imagine the powered redstone dust takes up an entire block of space
directly above it. Now place a light blue wool block to the side of the
powered redstone dust and put a sticky piston on top of this. It should
face inwards, towards the centre of the build. Place another wool block
on the end of the extended piston arm. Add another inward-facing sticky
piston above the extended piston arm - aim for the brown top side of the

piston face when placing.
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Place a red wool block on the
side of the lowest sticky piston.

Lay a repeater on top, facing

in towards the piston and set

to 4 ticks. Add 2 more red

wool blocks as shown and run

redstone dust on top of them.

Fill in the second layer of stone bricks.

Follow the current frame layout, but

miss out the bottom 2 corners which

are occupied by a piston and the
redstone dust on top of the red wool.

aoo tne remaining sticky pistons as shown, facing inwards. Add blocks

above each set of 2 pistons on each side of the frame, then run redstone
dust along the top. All 7 pistons are now connected to 1 redstone wire
and will operate at the same time when the circuit is activated.



Add another inward-facing
sticky piston to the side of the
light blue block that’s powering
the extended piston. Place a
redstone block at the end of

the extended sticky piston
arm. Place a red wool block to
the side and 1 block below the
redstone block. Add redstone
dust - it should immediately be

powered by the redstone block.
..% **

Place an upward-facing sticky piston
next to the block with the powered
redstone on top. Put a block on top
of the extended piston arm. Place
another block to the right of the
piston, with a repeater on top, facing
away from the piston and left on 1
tick. This repeater should connect to
an adjacent block with redstone dust
on top of it, 1 block higher up.

Add a block of your choosing to the dropper underneath the hopper.
Add the final layer of the frame at the front and run a line of redstone

from the bottom left dropper at the front to the spot where you’d like

the button to be. You now have a stylish, secret entrance!
H .. .—- — % - . -%  —— . . — * »
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T his lab allows you to brew potions simply by pressing a few buttons.

You can use the control panel to select which type of potion is
brewed, and which modifiers are added. Magic!

CM15TRUCTMn mHTERIHL5
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Build a 4 x 2 rectangle for the
potion modifier panel (you’ll
need 2 blocks below for the
mechanisms). Use cyan, purple,
red and yellow stained clay in the
formation shown. Place 4 buttons
down the left side of the panel.
Pair each button with an item
frame on the right. Starting from
the top, place the following items
into the item frames: gunpowder,
fermented spider eye, redstone
dust and glowstone dust.

Build the water bottle feeding
system next to the potion
modifier panel. Place a brewing
stand as shown, with a hopper
directly above it to feed the
ingredients into the brewing
stand. Finally place 2 light blue
stained clay blocks above the
hopper. Label the top block with
a water bottle in an item frame.

Place a hopper on the side of the
brewing stand. Make sure it’s
facing into the stand as it will
feed water bottles from chests
above. Place a chest, a hopper
and another chest in a vertical
stack above this hopper. Fill the
top chest with water bottles.
The bottles will immediately
disappear as they travel down
through the system.



Pair each button with an item frame. Rename the items listed below,

using an anvil, so that players can see their function when they hover
over them in their item frames. Then, starting at the top left and

working across, fill each item frame with the renamed items.

™ HOW BDTTDIII Mill

Leaping * Poison

Q Fire resistance Night vision

G Swiftness 0 Regeneration

jrtrtfy;

%% -* Water breathing & Strength

& Healing # Weakness



Build the light green wool circuit underneath the ingredient panel
- you’ll need 5 blocks in total. Run redstone dust along the 4 light
green wool blocks that sit in a row.

Place the light blue wool block as shown. It should be 1 block below and

behind the green panel, in line with the end column. Place redstone dust

on top. Place a line of 4 droppers facing upwards next to the redstone.

As you look at the back of the lab, from left to right the droppers should

be filled with blaze powder, ghast tears, golden carrots and spider eyes.
. . -.. ' .. % *

Place another hopper feeding into the ingredient hopper above the
brewing stand. From here, create a chain of 6 hoppers facing in the same
direction as the first. Place 5 repeaters on top of the hoppers as shown
(PC and Mac users will need to hold shift while doing so), making sure
they are facing away from the control panel and are set to 1 tick. Find
the light green wool block situated under the lowest hopper, and run a
repeater away from it, placed on top of another light green wool block.
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Place another light green
wool block 1 block below
and behind the glowstone
button, then place redstone
dust on top. Stack 3 droppers
above the redstone dust,
facing in to the centre of the
lab. Place a dropper next to
the redstone dust, facing
upwards. Above this, place
a hopper facing into the first
hopper you placed in step

7. Stack 2 hoppers above this, both feeding down. Add the modifier panel
ingredients to the 4 droppers on the right. Starting from the top these are
gunpowder, fermented spider eye, redstone dust and glowstone dust.

Add 5 droppers facing into the chain of hoppers, opposite the row of
repeaters. Fill these droppers with the following ingredients, from left
to right as you look at the back of the lab: glistering melon, pufferfish,
sugar, magma cream and rabbit’s feet. Place a row of clay blocks along
the top of the 5 droppers. Add another light blue wool block to the
existing blue circuit (bottom left) and place redstone on top.



Place a light green wool block in front of the lowest repeater, but a block
higher up, and redstone dust on top of that. Place another light green wool
block to the side of the redstone dust, with a dropper on top facing into the
hopper chain. Fill this dropper with Nether wart. Add a light blue wool block
to the side of the middle dropper in the stack of 3 as shown.

* i .— .. — . . -jt

Attach a row of 5 stone
slabs to the back of
the 5 droppers (aim
for the upper half of
the droppers). Place
5 repeaters on top of
the stone slabs, facing
away from the control
panel. Place 8 light
green wool blocks
behind the repeaters
and connect them to
the dropper containing
the Nether wart using
redstone. Connect the
2 blue wool blocks at

either end with a line of blue wool. Add redstone dust to all but the final blue
block next to the hoppers. Now press the required button on the modifier
panel, then press the necessary button on the ingredient panel to create
your first potion. See the Combat Handbook for a list of potion recipes.

j*



T he 14 Floor Elevator created by Cubehamster is one of the most
impressive single-task redstone contraptions ever made. It allows
you to travel to 14 different floors in a super-fast piston elevator.

Now that’s travelling redstone style!

The player accesses a user interface at each level to select which floor they

want, in much the same way as a real elevator.

GUBEHHIII5TER: This well-respected redstone
expert is a teacher of physics and chemistry
based in the Netherlands. He’s never been
known to turn down a challenge!

PISTDn EIEUHTOR

The concept behind the moving
part of the elevator is pretty
simple. The design is 2 blocks
wide and the player needs to
stand right in the middle of 2
pistons. The player is pushed
up by a piston on the left, then
a piston on the right, and this
process is repeated until they
reach the desired floor.

This concept was originally
showcased by the player Brows of
Steel and has since become the
standard mechanism for many
piston elevators.
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Although the moving elevator part is
simple, the circuitry that allows you to
select a floor is a whole new level of

complicated!

! Like a real elevator, there is a different
j button to press for each floor. Each

button sends a redstone signal when
pressed. These signals vary in length

i depending on which button they have
come from, so the elevator can work out

which floor has been chosen by detecting
the length of the signal.

H15TM1T CHII FUnCTinn

One of the best things about this elevator is that the player doesn’t have
to wait for the elevator to arrive at their floor. In fact, it’s quicker than
elevators in the real world. When the player selects a floor by pressing
a button, the signal is sent directly to the floor that he’s on and the
elevator is immediately ready for use.

In version 1.5.2, this piston elevator was the pinnacle of elevator design.
None could match its speed and efficiency. Although this design was
too big and too complicated to create in a Survival game, Cubehamster
also created a simpler, more practical elevator design that transported a
player one floor at a time. He really did think of everything!

19



V ou can’t tell at first glance, but this enormous
redstone contraption creates an image so large
that it can only be viewed on a Minecraft map.

irhp di5plrv mEEHRnics

The map works out which colour

occurs most often within each 2 x2

block area, and uses that dominant

colour for 1 pixel. Viewed from above,

the machine has 1 wood and 1 stone

block in each cell. The redstone

pushes 2 more blocks into play, and

that determines the colour of the pixel.

When you look at the Colour Map

Display on a map you’ll see it’s

formed an image, like this one of

Notch. Amazing!
..- 1 -. .

5ETHELIRG: Before he discovered Minecraft,
Seth was a software engineer at Microsoft.

For more creations from SethBling check out:

www.youtube.com/sethbling

HD



You can programme several different
images into the machine. Devices called
piston loops arrange blocks in the display
area until the image has been prepared.
It can then be viewed on a map. You can
change the image at the push of a button:
when you hit it, the piston loops push new
blocks into place and the new image is
ready to view on your map.

It’s the redstone’s job
to shift all of the piston
loops around at the
same time. This is done
from a single button!
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his super stopwatch created by JL2579 and Cubehamster is an
amazing piece of redstone engineering. It can record time to
a 10th of a second, faster than the blink of an eye!

It uses a super-fast memory array to measure the time and a

compact decoder system to display the numbers on a 4-digit

display. It has 2 buttons, one to start and stop the timer, and one

to reset the time after it has been used and recorded.

1112519: JL specialises in amazing
redstone and piston creations, as well
as big farms. He’s particularly interested
in pushing the boundaries of what’s

possible in Survival mode to their very limits.

For more creations from JL2579 check out:

www.youtube.com/JL2 5 79

5IIPEK-FH5T PEPEHTEP LOCK
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The driving force behind this stopwatch is
a unique memory system which is used to
store and record the numbers that are then
displayed on the 4-digit display.

This system uses the repeater lock function.

When you hit the stop button, the repeaters

lock the time that is currently on the display.

When you hit the button again, the clock continues from that time. The

repeater lock can process information very quickly. This is essential for a

stopwatch since it is recording units of time smaller than 1 second.

SB®®



DID VDU KDDIIJP This kind of clock display is called a
7-segment display. Much like an LED clock in the real world
which has 7 LED segments for each number, this clock has 7
redstone lamp segments for each number.

5
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5UPEE STDPURTEH
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DECODER

The special memory array needs
a special decoder to display the
numbers using redstone lamp
segments. This clever redstone
component uses what’s known
as a slide system to display
different numbers.

The slide system pushes sets of blocks (arranged vertically
to save space) into the path of constantly powered repeaters.
When a block that allows a redstone signal to pass through
it is pushed into place, the signal from the repeater is sent
down a line of redstone that goes directly into the back of
the corresponding segment of the display and lights it up.

But this system has one
small drawback: because
the slide system then has
to be pushed back up into
its default position, it can’t
change state fast enough
to keep up with the super¬
fast repeater lock memory
array that drives it. So, the
lOths of each second are
only displayed after the
stop button is pressed.



JL’s stopwatch is a fantastic example of a high-end redstone machine.
The concept isn’t unique, but the way in which it delivers its timekeeping
is. This is one of the most compact stopwatches ever created.
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DID VDU IDDUI? Stopwatches like this one have been used
in numerous mini-games and adventure maps to time laps
and tasks set during the adventure. Check out FVDisco’s Sonic
the Hedgehog™ map - it’s a great example.
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GOLD GUSH
I B old Rush is a redstone mini-game that’s big on fun! The idea is to

control a villager in a minecart, leading him to several chutes to
collect gold bars, while avoiding the TNT that also drops into the

chutes. It’s explosive fun!

The player’s score is stored in a piston
loop. This is a selection of blocks
that is continually moved around by
pistons. The blocks turn redstone
lamps on or off, depending on which
type of block is in play: glass or a solid
block. Glass doesn’t allow a redstone
signal to pass through it and so gives
an off state, whereas a solid block
does allow the signal through and so
the lamp is turned on.

TIP! If you want to

get high scores,
play on the highest
level of difficulty.

The player stands on a platform and moves a minecart by stepping on and
off a pressure plate. You can change the direction of the track using a lever.
You can choose to play one of three levels of difficulty: TNT can fall in either
one, two or three of the four lanes.

mimECRHFT

Cllfl: AKA Nick Farwell,
is based in the UK and
is well respected for his
redstone tutorials.

PISTDII LDDPS MID 1-5EGIIlEnT
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This machine is used to randomise
the chutes that the gold and
TNT fall into, and it does this by

detecting when a chicken runs
onto a pressure plate!

Every time a chicken activates a
pressure plate, the plate emits a
signal which is sent to a piston loop
that controls which chutes the TNT
and gold drop into. It takes several
chickens inside the randomiser
to generate a high number and a
variety of drops from the chutes.

...

summHDV

The mechanism behind Cold Rush is a tangle of piston
loops and logic gates. It uses clocks, pulse shorteners,
AND gates, NOT gates, transistors and T flip-flops!

It’s a complex design, but when you break it down it’s

simply a collection of common redstone components that

have been linked in an incredibly clever way to create an

awesome redstone machine.
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E ombie Siege is a fun combat
mini-game. The player
must defend their base

from hordes of zombies that are
lumbering towards it by firing at
them with a bow and arrows and
TNT cannons. Who said a zombie
apocalypse couldn’t be fun?

The first few rounds are a nice, easy
warm up for the player, but once
you hit double digits the difficulty
rapidly ramps up. At this point
your cannon aim has to be bang on
target if you want to survive.

tiit cflnnnns

The TNT cannon on each side
can be fired to 3 different
ranges, allowing you to blow up
zombies virtually anywhere on
the map. They are controlled by
3 buttons (one for each range).
Cleverly, they use the same piece
of redstone dust to carry their
separate signals; by placing each
button 1 block further away from
the cannon, the machine can
work out how far the signal has
travelled and therefore which
button has been pressed. Depending on which button it is, the game
loads different amounts of propellant TNT into the cannon to control
the range of the block of TNT that’s actually being fired.

9D
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FVD I5CQ; Originally from the UK, Disco now lives in Australia.
Despite their size and complexity, he works on most of his projects
alone. This has made him a community legend and he has a
YouTube following of over 470,000 people.

For more creations from Disco check out: www.youtube.com/FVDISCO
• __I
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The level display shows you which round of the game
you’re currently playing. There are 99 rounds in total,
but nobody has ever made it that far!

j- -

ZDITlBiE CDI1TBDLLER

As in Cold Rush, the zombies are spawned randomly
by a chicken walking over a pressure plate, which
sends a signal to a dispenser and a mob egg. The
number of dispensers increases with each level you
pass, meaning there are more zombies to kill.

To encourage the zombies to walk in the right
direction, Disco uses villagers in minecarts under
the floor! Zombies can sense targets through solid
blocks even if they can't see them, and will head for
the villagers.

_

The minecarts carrying the
villagers need to move fairly
slowly so that the zombies
don’t lose interest. Disco
uses wiggly tracks to slow the
minecarts down.
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Zombie Siege uses a combination of TNT cannons and traditional weaponry,
along with huge waves of marauding zombies to create a brilliant mini-game.

The redstone circuitry behind the game involves some imaginative techniques.
The variable range cannon was one of the first to be made and used in a
game so successfully. The simple single-range version has since become the
standard design for TNT cannons.
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HITS MID TIP5
|e spoke to the experts themselves to get their
| tips on working with redstone. Here’s what the
Mojang team had to say:

Working with redstone can be

frustrating, but stick at it! It’s very

satisfying to see your creation function

as intended after all your hard work.

If your redstone creation includes TNT,
wait until everything else is placed
before placing the TNT. It’s far less
dangerous that way.

Try testing out your designs in Creative
mode before making them in Survival.

Building is more fun with friends. Your
parents might come in handy, too!

Focus on getting your creations to work
properly before making them more
compact or more attractive.

We’re still adding new features! Just

because you can't do something now,

doesn’t mean you won’t be able to do it

in the future.

&y
> * *• t
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Do not build redstone creations next to

water. It’ll mess up your plans! r*,- " W



Check out this list of useful websites. They’ll really extend

your Minecrafting experience.

Official Minecraft website: The official Minecraft Twitter page:

www.minecraft.nethttps://twitter.com/Mojang

Official Mojang website: Notch’s official Twitter page:

www.mojang.comhttps://twitter.com/notch

The Minecraft wiki:

www.minecraftwiki.net

Jeb’s official Twitter page:

https://twitter.com/jeb_

The official Facebook page:

www.facebook.com/minecraft

Egmont's Minecraft website:

minecraft.egmont.co.uk

Mojang Team s YouTube channel

www.youtube.com/teammojang

it MS

[

Here are some other Minecraft sites, not monitored by Mojang
or Egmont. Enter at your own risk!

Creative community fansite
Planet Minecraft:

www.planetminecraft.com

Disco s YouTube channel:

www.youtube.com/FVDisco

SethBling s YouTube channel:

www.youtube.com/sethbling
The Skindex - for all your

Minecraft fashion needs:

www.minecraftskins.com JL2579 s YouTube channel:

www.youtube.com/JL2579
Minecraft on Reddit:

www.reddit.com/r/Minecraft/ (See page 2 for our ‘Stay safe online' policy.)
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M ere’s everything you need to know
to get connected to the electrifying

possibilities of redstone.

From basic mining and logic
circuits to more advanced mechanics,

this book will give you step by step
instructions to get you fully wired

to redstone. With builds
including redstone traps and

arrow firers you never need fear

creepers again!

Plus, see some of the most
amazing community creations

from the very best redstone
builders - they’ll blow

your mind!

9 +
ISBN 978-1-4052-7678-8

781 276788


