
FACTORIO BACKUP POWER
BLUEPRINT

Is Factorio a subreddit?

Community-run subredditfor the game Factorio made by Wube Software. Welcome to the unofficial subreddit

for the Final Fantasy VII Remake series. A community run subreddit for The Ascent Game developed by

Neon Giant and published by Curve Digital,on Xbox and PC. The Ascent is a solo and co-op action-shooter

RPG set in a cyberpunk world.

Is it possible to include upgrade planners in Blueprint books?

It is possible to include upgrade plannersand deconstruction planners in blueprint books. Which could be

helpful. I really like the inclusion of power in the starter base. Though it did seem to consistently too small. I

found I needed defensive options for mining,both for early game and late game.

Is there a constant combination in Factorio?

This is probably super obvious,but I'm still fairly new to Factorio,and newer to blueprints. There are Constant

Combinatorsin the areas where raw resources need to enter the starter base.

So 21 accumulators is good for (6,300 -1500) =

4,800 kW non solar backup power. Thus, for every

megawatt of backup power, you need (1000 * 21) /

4,800 = 4.375 accumulators to ensure your backup

power can run at full capacity and offload into

accumulators. This number is most useful when you

have very little solar.
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Very much so. I guess for most people the main

diagonals (same quality for both) are the most

interesting. Due to the ratio getting smaller on these

diagonals, the same footprint could pump out more

power than just the quality power increase of solar

panels would suggest as you need less and less

acc to store the energy hence more panels in the

same footprint.

I mean if it's working by burning material produced

by greenhouses, then isn''t this effectively a solar

plant? I know that the greenhouses consume power

and work at night, but they''ve also got giant

windows and everything so you can simply explain

that as the wood production being the average

between the day/night production rates and the

power being used for things like ???

Power switches can be opened from the

zoomed-to-world view. 0.15.24: Power switch

connections are now stored in the blueprint. 0.13.0:

Introduced; See also. Small electric pole; Big

electric pole; Substation; Electric system; Friday

Facts 115: The power switch
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GendalfBlack's planet ship is a starter blueprint that

can handle the first three planets of Factorio: Space

Age. It is a fast way to create a ship and send them

out into space. However, you want to at least have

200 ammo on it so it can have a safe trip going in

and out of space. FilthyMonkey's Four Reactor

Nuclear Power Production

Set the power switch to only be on if the signal is

less than 10. Now, if the accumulator is less than

10% full, the power switch will connect the steam

engines to the rest of your power grid. This will

flicker back and forth rapidly but it will work. It will

just look ugly if you look at your power statistics.

Once that's done you have an island with all the

details. Make a blueprint and include tiles in the

blueprint creation. In-game you place the blueprint

over water and only the landfill gets ghosted. Once

it's filled in you can plop the blueprint down again

and the items get placed over the landfill.
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Blueprint small independent modules of your

factory, such as smelting arrays, power generation

plants, or science research labs. Then, these

modular blueprints can be merged to create large

and complex factories.  Fire up Factorio, unlock the

power of blueprints, and build an automation

masterpiece, all powered by the fantastic

performance 

Here is my version of emergency backup power. In

the first lets define criteria: 1. Backup peak power

build should be cheaper than regular power plant of

same capacity. 2. Brownouts could happen so they

can be detected ???

Problem 2: If the only condition for connecting the

backup power was the accumulator percentage, the

power switch would be enabled/disabled far to

often. Basically, the backup power would connect

for only a few seconds at a time until the

accumulator went above the specified percentage

which would almost immediately fall back under

creating a 
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Technically speaking the memory cell is not needed;

instead you can just toggle the power switch on

when a < 10. This results in steam backup power

rapidly switching on and off again which, whilst

being annoying to look at, doesn''t actually cause

any problems. The memory cell merely limits the

rate of switching.

Steam engine power. Each steam engine needs 0.5

boilers when running at full capacity. One offshore

pump can supply 200 boilers and 400 steam

engines.. The above ratio can be calculated from

information available in-game: One boiler consumes

1.8MW of fuel and produces energy stored in steam

at 100% efficiency. One steam engine consumes

900kW of energy stored in ???

Playing with my Power Grid (All the disruptions to

Production) I wanted to Reduce my Steam Power

Production (Amazing amount of pollution comes

from this area) to the most negligible amount

without using a Clock. With the help of a coding rule

that dose not allow accumulators to charge each

other and the distance power-lines join and provide

power at i ???
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Aeternus wrote:Simplest solution: A small group of

solar collectors to restore power (or a 1.8MW single

boiler duals steam engine chemical power plant, but

you''ll need to keep a fuel supply stocked for longer

blackouts), a small group of batteries, and a S/R

latch that disconnects the nuclear powerplant from

the main power grid if the batteries fall below a ???

Copy blueprint. In the event that accumulator

charge drops too low (<20% by default), the backup

circuit will connect, and a global alert will be sent:

backup engaged. Backup power will automatically

disconnect once ???

In addition to Tertius's comments (beat me to it),

note that each accumulator charges/discharges at

up to 300kW, so you need quite a few to avoid a

"brownout" (low power) before you the switch turns

on to connect steam engine power (three per steam

engine allows as much to be supplied from nothing

but the accumulators as the steam engines can

supply), but ???
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(A power switch does not show its inputs on

mouseover.) Now, a core part of the circuit network

is that signal counts get combined. If you wire two

chests of iron to a power pole, then the pole will

show the total iron in both chests. For us, the power

pole is showing the total number of combinators

with a true condition. By the power of Grayskull.

Solution: I wanted to have enable the steam power

at a certain threshold and shut it off at another

threshold. The current setup is just for example: At

70% and below charge, the steam power shall be

connected. At 90% and up charge, ???

Here is my version of emergency backup power. In

the first lets define criteria: 1. Backup peak power

build should be cheaper than regular power plant of

same capacity. 2. Brownouts could happen so they

can be detected then suppressed. 3. When power

peak happen and detected then all power producers

should be activated.
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My suggestion: create a blueprint for the SR latch

and share it with those people (e.g. your family). Of

course, switching on backup power, is the most

obvious use, it is not common enough to warrant a

special item for that in the vanilla game IMHO

(maybe one can make a mod to create such item -

then you could use that mod).

This blueprint book contains tileable solar power

cells generating and sustaining roughly 1 MW of

power each. There are four variants with different

pylon configurations: Cell with only medium electric

poles, for when substations are unavailable or

undesired. Cell with only a substation. Suitable

mainly for compact packing in square grids.

Because of this, emphasis is placed on building of

entities over the completion of science. The starter

base ends with the production of a 245mw solid fuel

backup power plant. (you can thank Zisteau for this

build). As a note, the Alpha ???
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Brownouts or the low steam siren going of? You

ignored power too long and your backup power is

insufficient. More boilers or heat exchangers is

probably the fastest way to recover. Green line isn''t

zero and red area exists? More accumulators make

better use of existing solar panels. Only green line

isn''t zero? More solar panels would help.

Reddit user slaymaker1907 produced a Nuclear

Power Plant blueprint in Factorio with the help of

Uranium. Initially, the user wanted to optimize the

Nuclear Power Plant that focuses on the Reactor

bonus. Despite the challenges, the user was able to

load Uranium every 2.17 minutes to convert the

material into a massive 32GJ per reactor. 
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