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What	item	makes	a	villager	a	stonemason.	What	does	a	stonemason	villager	need.	What	block	makes	a	villager	a	stonemason.	What	makes	a	villager	a	stonemason	in	minecraft.

The	mason	profession	has	several	levels:	beginner,	journeyman,	master,	expert,	master.	The	level	increases	with	each	transaction	with	this	resident,	the	assortment	of	goods	changes	and	increases,	discounts	appear.	Depending	on	the	skill	level	of	the	bricklayer,	the	color	of	the	belt	buckle	and	some	elements	of	the	clothing	changes.	To	get	the
maximum	discount	from	the	bricklayer,	you	need	to	earn	the	loyalty	of	the	villagers:	develop	the	village,	remove	items	from	the	chests,	protect	the	villagers	from	raids	and	reduce	the	population.	Zhandroid	April	23,	2019	Tutorial140	Comments	Complete	list	of	Village	and	Loot	workstation	blocks	and	their	respective	villagers	below:	shown:	all
villagers	and	their	corresponding	workstation	blocks	(Minecraft	image)	Minecraft	villagers	are	like	people.	They	wake	up,	finish	their	day's	work	and	go	to	sleep	again.	So	the	developers	were	able	to	make	it	live	and	interactive.	However,	some	villagers	have	no	jobs	at	all	and	are	referred	to	as	"Junks"	in	Minecraft.	These	villagers	usually	retire	to
their	work	quarters,	do	nothing,	and	finish	their	work.	Working	in	a	village	in	Minecraft	helps	players	in	many	ways	and	players	can	interact	with	every	villager	in	the	game	accordingly.	They	can	also	change	the	way	each	player	plays.	All	players	should	be	well	versed	in	village	affairs	to	understand	what	to	do	when	they	encounter	a	villager	in	the
game.	See	also:	How	to	repopulate	a	village	in	Minecraft.	All	Villager	Jobs	in	Minecraft	(2022)	Here	are	all	the	Villager	Jobs	in	Minecraft	that	players	will	encounter	in	2022:	Recommended	Villager	Jobs	in	Minecraft:	Just	a	farmer	quietly	tending	to	his	desert	farm	(image	via	Minecraft)	Here	are	all	possible	professions	a	Minecraft	citizen	can	have
(except	Nituts):	Gunslinger	Butcher	Church	Cartographer	Farmer	Fisherman	Fletcher	Tanner	Librarian	Mason/StonemasonAlso	Read:	How	to	Find	Buried	Treasure	in	Minecraft	Villager	Professions	Game	Explained	Since	there	are	many	villager	occupations	in	Minecraft,	the	items	they	trade	are	listed	below	in	list	format:	Armorer:	Sells	Iron,	Chains
and	Armor	Butcher:	Trades	Meat	Blocks,	Berries,	Stew	and	seaweed	Cartographer:	trade	in	maps,	compasses,	banners	+	articles.	Cleric:	Trades	pearls,	redstone,	magic/elixir	ingredients.	Farmer:	Trades	food	and	crops.	leather,	shields,	leather	goods.	Librarian:	sells	compasses,	enchanted	books,	clocks,	plaques,	lanterns.	Freemasons:	trade	in
terracotta,	polished	stones,	quartz.	bells,	enchanted	weapons,	minerals.	Minecraft	mission	blocks.	If	players	want	to	get	villagers	with	a	specific	profession,	they	will	need	the	corresponding	quest	block	in	the	game.	The	blocks	are	listed	below:	Armourer:	Blast	Furnace	Butcher:	Smokehouse	Cartographer:	Cartographer	Cleric	Table:	Brewery	Stand
Farmer:	Composter	Fisherman:	Barrel	Archer:	Fletching	Table	Tanner:	Cauldron	Librarian:	Desk	Masons:	Stonemason	Shepherd:	Search	the	forge	block	in	the	immediate	area.	works	in	minecraft.	It	is	a	relatively	simple	process	that	will	not	take	the	player	much	time.	Learn	more	about	Crafting	in	Minecraft.	Quick	Links	Published:	June	29,	2020	in
Minecraft.	Posted	by	DavidVillage	&	Pillage	Since	version	1.14	Village	&	Pillage	Villages	in	Minecraft	have	changed	dramatically.	Trade,	resource	management,	and	the	work	of	every	villager	have	been	completely	changed.	This	will	be	a	comprehensive	guide	on	how	to	manage	trade	and	villagers.	By	the	end,	you	should	have	an	idea	of	​​how	to	get	the
items	you	need.	With	that	in	mind,	let's	take	thisinside!	How	many	village	jobs	are	available	in	minecraft?	There	are	currently	15	jobs	for	Minecraft	villagers.	This	is	a	list	of	all	the	possible	jobs	that	a	villager	can	take.	If	you	want	a	specific	job,	you	must	place	a	job	block	next	to	the	non-working	villager	that	corresponds	to	the	desired	job.	The
profession	assigned	to	a	villager	determines	what	professions	he	offers.	If	you	don't	have	an	unemployed	villager,	you	can	destroy	the	work	block	that	the	villager	is	using.	If	you	don't	get	the	villagers	trades	you	need,	you	can	crack	the	order	lock	and	put	it	back	in	to	reload	their	trades.	MinecraftArmorer	Villager	Types	-	Provides	armor	and	even
chain	mail.	Job	Block:	Blast	Furnace	Butcher	-	Offers	emeralds	and	cooked	meat.	Workbench:	SmokerCartographer	-	Provides	sample	maps	and	banners.	Job	Block:	Cartography	TableCleric	-	Offers	magical	items	and	even	a	magic	bottle.	Workbench:	Brewing	StandFarmer	-	Provides	modern	food	and	even	brewing	ingredients.	Job	Block:
ComposterFisherman	-	Offers	fish	and	even	an	enchanted	fishing	rod.	Job	Block:	BarrelFletcher	–	Offers	bows,	arrows,	tinder,	and	even	pointed	arrows.	Job	Block:	Fletching	Table	Leatherworker	–	Offers	leather	armor,	horse	armor,	and	even	a	saddle.	Job	Block:	CauldronLibrarian	-	Offers	enchanted	books	and	even	word	tags.	Workblock:
LecternMason	-	Offers	cut	block/brick	versions.	Job	Blocker:	StonecutterNitwit	-	Offers	nothing.	Basically	useless.	Work	Block:	S/AS	Shepherd	â	Provides	wool	in	a	variety	of	colors	and	patterns.	Workbench:	LoomToolsmith	-	Offers	a	variety	of	quality	tools,	even	enchanted!	Job	Blocker:	Forge	Unemployed	-	offers	nothing,	but	can	be	hired.	Job	Block:
N/AWaponsmith	-	Sells	Iron	and	Diamond	Swords/Axes,	even	Enchanted!	Job	Blocker:	GrindstoneVillager	Appearance:	Not	only	will	villagers'	occupations	change	between	professions,	but	also	their	appearance	in	different	biomes.	To	ensure	that	each	work	remains	unique,	they	retain	characteristicsrelated	to	their	profession.	For	example,	all	farmers
will	wear	a	straw	hat	and	all	librarians	will	wear	glasses.	Trading	on	the	stock	exchange:	From	1.14.	trade	too	often,	not	only	will	the	villager	run	out	of	that	particular	item,	but	the	prices	(amount	of	item/emeralds	you	need	to	trade)	will	increase	if	the	item	is	traded	frequently.	Trades	can	be	made	about	4	times	before	stocks	run	out.	Villagers	will
provide	delivery	twice	a	day.	If	the	item	doesn't	sell	at	all,	the	price	will	drop.	Trade	Unlocks:	When	a	trade	takes	place	between	a	villager	and	a	player,	they	both	gain	experience.	As	the	villagers	level	up,	the	next	level	of	shops	opens	up.	Each	villager	has	5	levels	of	shops	that	progressively	unlock	higher	quality	items.	A	villager's	level	is	represented
by	a	colored	patch	on	their	clothing,	ranging	from	Novice	(Stone),	Apprentice	(Iron),	Adventurer	(Gold),	Expert	(Emerald)	to	Master	(Diamond).	a	little	unusual,	but	there	is	one	peasant	who	does	not	behave	like	the	others.	The	Wandering	Merchant	is	a	passive	mob,	just	like	normal	villagers,	but	it	randomly	spawns	around	the	world	and	seemingly
has	no	type.	When	he	appears,	he	has	two	trading	llamas	on	leashes,	which	are	basically	normal	llamas	but	with	cosmetic	changes.	Another	feature	of	this	villager	is	that	there	are	no	trade	levels,	meaning	that	the	trades	you	make	with	him	are	the	ones	you're	stuck	with.	But	don't	worry,	his	saves	will	be	reset	the	next	time	he	spawns.	Deals	offered
by	the	traveling	salesman	are	usually	considered	obscure	and	hard	to	find	items.	Not	too	impressive	or	powerful,	but	still	valuable.	Hurry	because	the	Traveling	Salesman	will	spawn	in	40-60	minutes.	Popularity:	As	a	player,	you	have	a	certain	level	of	popularity.	It	is	reduced	by	taking	negative	actions	such	as	attackingbut	it	increases	by	frequent
trading	or	healing	zombie	villagers.	Negative	actions	raise	prices,	while	positive	ones	lower	them.	Suppose	your	village	was	spontaneously	attacked	by	bad	guys	while	you	happened	to	be	in	the	area	and	successfully	repulsed	the	attack.	You	will	receive	the	"Hero	of	the	Village"	status	effect,	which	will	further	reduce	the	trade	price	(except	for	trades
that	cost	1	Emerald).	Conclusion	These	are	the	basics	of	rural	work	and	trade	in	the	countryside.	Now	you	can	manage	this	village	farm	like	a	pro!	Mojang	believes	it's	often	necessary	to	pull	the	rug	out	from	under	your	feet,	and	for	better	or	for	worse,	trading	is	a	bit	more	complicated	with	the	mechanics	of	supply	and	demand	and	popularity
functions.	You	can	use	these	features	to	help	yourself	or	destroy	the	trading	economy	on	your	Minecraft	server.	I	hope	this	guide	has	been	helpful.	Good	luck	and	wish	you	all	the	best!	Get	started	with	your	own	Minecraft	server	in	5	minutes	and	try	these	great	features.	For	the	mechanics	used	with	pigs,	see	Exchange.	Current	trading	menu	in	Java
version.	Current	Bedrock	Edition	trading	menu.	The	trading	system	is	a	game	mechanic	that	basically	allows	players	to	trade	emeralds	for	goods	(and	vice	versa)	with	villagers	as	well	as	traveling	merchants.	Mechanics[]	Clicking	on	an	adult	with	a	profession	or	a	Wandering	Merchant	opens	a	menu	that	allows	the	player	to	trade	with	a	Villager	or
Wandering	Merchant.	This	action	stops	the	entity's	path	search.	If	a	unit	takes	damage	while	trading,	the	trade	menu	will	close.	All	transactions	are	related	to	the	emerald.	Villagers	buy	or	sell	goods	for	emeralds,	and	itinerant	merchants	sell	goods	for	emeralds	but	do	not	buy	goods.	Trading	is	the	only	legal	way	to	obtain	the	Globe	Banner,	Forest
Explorer	Cards,	and	Ocean	Explorer	Cards	in	Survival	Mode.	It's	also	the	only	renewable	way	to	get	bells,	diamond	tools	[approx.Lapis	lazuliâ	[BE	only],	magic	flask,	glass,	sand,	red	sand,	coral	blocks	and	small	drops.	Villagers	have	five	career	levels	that	can	be	advanced	by	trading	with	them.	Each	villager	starts	at	the	"Beginner"	level.	The	villager
level	can	be	viewed	in	the	trade	menu.	You	can	also	identify	the	badge	they	wear:	Stone	for	Novice,	Iron	for	Apprentice,	Gold	for	Journeyman,	Emerald	for	Expert,	and	Diamond	for	Master.	Trading	until	the	villager's	trade	bar	is	full	unlocks	the	next	level	of	trade.	When	a	player	trades	with	a	villager,	both	the	villager	and	the	player	gain	experience.
All	villagers	reward	the	player	with	3-6	experience	points	plus	an	additional	5	experience	points	when	the	villager	levels	up	through	trade.	Trading	with	a	traveling	merchant	also	rewards	the	player	with	some	experience,	although	the	merchant	has	no	experience	level	to	gain.	The	villager	levels	up	when	their	experience	bar	is	full,	acquiring	up	to	two
new	professions	and	keeping	the	old	ones.	In	addition,	the	villager	gains	a	regeneration	effect	and	is	surrounded	by	purple	and	green	particles	for	ten	seconds.	Tier	Name	Total	Villager	Experience	1	Novice	available	from	launch	2	Journeyman	10	3	Journeyman	70	4	Expert	150	5	Master	250	A	villager's	profession	determines	the	trade	pool	used	to
determine	their	profession.	For	example,	Straw	Hat	villagers	are	farmers,	so	their	trade	is	based	on	the	Farmer	Trade	Fund.	Each	profession	opens	a	predetermined	and	limited	set	of	offers.	Each	villager	is	assigned	different	jobs	based	on	their	work	block.	This	profession	is	indicated	by	their	appearance	and	trading	interface.	Village	newcomers	who
have	not	acted	may	lose	their	jobs	and	become	unemployed	again	when	the	ban	imposed	on	them	is	lifted.	Removing	and	replacing	a	job	block	can	change	the	professions	on	offer,	and	an	inexperienced	villager	will	reset	their	professions	from	time	to	time.	onceTrade	with	a	villager,	the	villager	keeps	their	trade	permanently	and	then	registers	the
trades	offered.	Villagers	will	run	out	of	supplies	after	a	certain	number	of	transactions,	the	exact	amount	varies	for	each	item	and	is	detailed	in	the	tables	below.	As	villagers	work	at	their	posts,	they	reactivate	their	offerings	up	to	twice	a	day.	When	an	offer	is	disabled,	a	red	"X"	will	appear	in	the	trade	interface	and	the	villager	will	show	the	same
particle	effect	as	the	offer	being	created.	Villagers	distinguish	between	data	values,	so	broken	tools	cannot	be	replaced	with	fully	repaired	ones.	[Bedrock	Edition	Only]	However,	NBT	data	is	ignored,	so	the	content	of	the	written	book	is	irrelevant.	However,	books	that	have	been	written	can	no	longer	be	sold	to	villagers,	and	no	villagers	are	currently
buying	durable	tools.	Economy[]	Permanent	discounts	(observed	prices	may	be	higher	or	lower	due	to	other	temporary	factors)	In	the	Java	Edition,	villagers	can	make	up	to	10	transactions.	Each	level	opens	up	to	two	new	offers.	If	a	level	of	more	than	two	hands	can	be	reached,	two	hand	proposals	will	be	randomly	selected	from	the	set.	In	Bedrock
Edition,	villagers	have	between	7	and	10	trade	points.	Some	multi-choice	slots	only	display	one	trade;	For	example,	farming	villagers	have	4	potential	shops	in	their	first	trade	nest,	so	each	shop	has	a	1/4	chance	of	being	selected.	Each	contract	can	be	used	to	a	maximum,	after	which	it	is	no	longer	available.	Once	trading	is	disabled,	villagers	must
work	on	the	appropriate	trading	block	to	replenish	the	supply	of	trade.	The	price	of	a	commodity	rises	and	falls	depending	on	three	factors.	These	changes	affect	products	with	a	high	price	multiplier	(0.2)	more	than	products	with	a	low	multiplier	(0.05).	All	price	fluctuations	only	apply	to	the	first	position	in	the	trade;	For	example,	with	an	initial	trade
of	32	grand	for	1	emerald,	the	price	may	be	reduced	to	1	grand	or	64	grand	for	1	emerald,	butfor	2	emeralds.	Also,	no	number	can	be	less	than	1	or	greater	than	the	stack	size.	The	first	factor	is	demand.	A	sold	item	receives	a	price	increase	for	all	players	when	it	is	replenished.	If	the	player	does	not	exchange	the	item	for	a	more	expensive	item,	the
price	will	drop	the	next	time	the	villager	replenishes	the	items.	Demand	is	tracked	per	item,	not	the	villager,	so	the	villager	can	bid	a	higher	price	for	one	item	while	other	items	are	cheaper.	Transactions	with	a	price	multiplier	of	0	are	independent	of	demand.	Another	way	to	influence	prices	is	to	use	the	Hero	of	the	Village	effect,	which	temporarily
lowers	prices	for	a	given	player	based	on	the	level	of	the	effect.	Finally,	players	receive	personal	discounts	or	penalties	based	on	their	reputation	with	a	particular	villager.	Positive	reputation	is	gained	by	healing	zombies	in	the	village	(a	healed	villager	gives	a	permanent	discount	which	is	much	higher	than	the	temporary	discount	for	neighboring
villagers).	To	cure	a	zombie	villager,	the	player	must	douse	them	with	a	splash	potion	or	weakness	arrow,	then	feed	them	a	golden	apple.	The	permanent	discount	is	limited	to	5	treatments,	and	the	temporary	discount	is	limited	to	8	treatments.	In	the	Java	version,	players	can	also	gain	negative	reputation	by	beating	or	killing	villagers,	and	positive
reputation	by	trading	or	spraying	villagers.	Non-Trading	Villagers[]	If	a	player	tries	to	trade	with	a	non-trading	villager	in	the	Java	version,	he	purrs	and	shakes	his	head.	Nituit[]	The	Nituit	shake	their	heads.	The	Nituar	are	peasants	dressed	in	green	clothes.	They	can't	get	a	job.	Unemployed	peasant[]	The	unemployed	peasant	shakes	his	head.
Villagers	cannot	trade	without	job	protection.	They	only	wear	the	clothes	of	their	biome.	An	unemployed	peasant	gains	a	profession	by	taking	up	an	unclaimed	block	of	jobs.	For	example,	an	unclaimed	cartography	table	turns	an	unemployed	villager	into	a	cartographer	when	the	villager	requests	it,	and	both	the	villager	and	the	table	emit	a	green
light.An	inaccessible	(or	destroyed)	work	block	will	cause	the	attached	villager	to	lose	their	job,	but	this	will	not	affect	the	player's	popularity	in	the	village.	For	Java	Edition	offers[]	Pre-1.8	trades	see	Trading/pre-1.8.	For	1.13	transactions,	see	Trade/Pre-Settlement	and	Looting.	The	villager	pictured	on	the	right	is	from	the	plains	biome.	For	villager
professions	disguised	as	other	biomes,	see	Villager	§	Professions.	Starting	with	the	beginner	tier,	two	additional	shops	are	available	at	each	tier,	unless	there	is	only	one	shop	at	that	tier.	If	there	are	more	than	two	possible	transactions,	two	are	chosen	at	random.	Armorer[]	Brick:	Blast	Furnace	Armorer	Butcher[]	Brick:	Smokehouse	Butcher
Cartographer[]	Brick:	Mapping	Table	Cartographer	Cleric[]	Brick:	Brewhouse	Cleric	Farmer[]	Brick:	Composter	Farmer	Fisher[	]	Lock	Location:	Barrel	Fisherman	Fletcher[]	Lock	Square:	Skinner's	Table	Skinner[]	Lockplace:	Leather	Cauldron	Librarian[]	Lockplace:	Lectern	Librarian	Mason[]	Lockplace:	Stonemason	Mason	Shepherd[]	Lockplace:
Weaverherd[]	Lockplace:	Forge	Toolmaker	Armorer[]	Building	Block:	Grindstone	Armsmith	Bedrock	Edition	offers[]	pre-1.11	trade,	see	Trade/Outskirts	and	looting.	Weaponsmith[]	Workstation	Block:	Blast	Furnace	Smith.	Butcher[]	building	block:	Burner	Butcher.	Cartographer[]	Workstation	pad:	Cartographic	table	Cartographer.	Cleric[]	Workplace
Block:	Cleric	Brewery	Stand.	Bauer[]	Site	Block:	Bauer	Composter.	Fisherman[]	building	block:	Fisherman	Barrel.	Fletcher[]	Workstation	Block:	Fletcher	Table	Fletcher.	Leatherworker[]	Workstation	Block:	Leathercraft	Boiler.	Librarian[]	Workblock:	Lecturer	Librarian.	Shepherd[]	building	block:	Shepherd	Loom.	Pastoral	Economy	Trade	Level	Trade
Center	Required	Item	Standard	Quantity	Price	Multiplier	Item	Quantity	Quantity	Trade	to	disable	villager	XP1	One	of	4	Wool	18	0.05	Emerald	1	16	profession	2	2	Emerald	2	0.05	Scissors	1	12	profession	1	Apprentice	3	One	of	5	colors	12	0.05	Emerald	1	16	profession	10	4	Emerald	1	0.05	1615	lead	155	lead	Shop	Traveler	5	One	of	5	Colors	12	0.05
Emerald	1	16	Profession	20	6	Emerald	3	0.05	One	of	16	Bed	1	12	Profession	10	Expert	7	One	of	6	Color	12	0.08	Profession	Emerald	53015	of	16	0.08	Art	1	Emerald	profession	05	Empty	Emerald	1	Banner	3	12	profession	30[3.	note]	Bricklayer[]	Workblock:	Bricklayer	Bricklayer	.	[]	Free	Block:	Blacksmith's	Table	Toolmaker.	Weaponsmith[]	Job	Block:
Whetstone	Weaponsmith.	Selling	the	Itinerant[]	The	Itinerant	Merchant	Unlike	other	villagers,	the	itinerant	merchant	does	not	buy	goods	in	exchange	for	emeralds	-	he	only	sells	goods	using	emeralds	as	currency.	Therefore,	the	leftmost	column	in	the	following	tables	shows	how	many	emeralds	the	player	must	give	to	obtain	the	items	listed	in	the
middle	column	of	the	table.	Java	Edition	Sale[]	The	traveling	salesman	offers	a	total	of	six	offers:	five	random	regular	offers	and	one	special	offer.	Five	random	transactions	were	selected	from	the	list	below.	One	random	special	offer	is	selected	from	the	list	below.	This	is	always	the	last	trade	offer	of	the	traveling	salesman.	Bedrock	Edition	Sales[]
Bedrock	Edition	features	6	random	sales	offered	by	traveling	salesmen.	Their	transactions	do	not	depend	on	demand.	Five	of	the	random	trades	are	shown	in	the	table	below:	Another	random	trade	is	shown	below	(these	items	are	selected	for	each	traveling	merchant	and	are	offered	each	time,	but	only	one	of	them):	Zombies	and	skeletons	appear	in
diamond	armor,	but	the	chance	is	thin	that	getting	diamond	armor	this	way	is	impossible.	â	a	b	c	d	e	f	g	h	i	j	k	l	m	n	o	p	q	r	s	t	u	v	w	x	y	z	aa	ab	ac	ad	ae	af	Creating	an	enchantment	pool	uses	an	in-game	random	enchantment	level	between	5	and	19.	Enchantments	are	never	treasures.â	a	b	c	d	e	f	g	h	i	j	k	l	m	n	o	p	q	r	s	t	u	v	w	x	y	z	aa	ab	ac	ad	ae	af	ag
ah	ai	ajak	al	am	ao	Since	villagers	cannot	level	up,	they	do	not	gain	any	experience.	â	a	b	All	copies	of	the	map	traded	by	a	villager	lead	to	the	same	building.	On	worlds	that	do	not	have	this	structure,	this	exchange	is	not	offered.	â	a	b	c	d	e	f	g	h	The	list	of	possible	bids	contains	individual	bids	for	each	color,	allowing	a	single	citizen	to	bid	multiple
colors	as	separate	bids.	â	a	b	The	type	of	boat	trade	depends	on	the	equipment	of	the	farmer's	biome.	Plains	people	buy	oak	boats,	taiga	and	snow	people	buy	spruce	boats,	desert	and	jungle	people	buy	jungle	boats,	savannah	people	buy	acacia	boats,	and	swamp	people	buy	dark	oak	boats.	â	Arrow	type	is	randomly	selected	from	all	potions	with
effects	that	can	be	brewed,	including	upgraded	and	upgraded	versions.	This	is	one	offer	per	offer	list	(eg	enchanted	books),	not	one	offer	of	each	type	(eg	items	of	different	colors).	â	a	b	c	d	e	f	g	h	i	j	k	l	m	n	Leather	armor	has	a	random	color	formed	by	two	dyes	(probably	the	same	dye	twice).	gaining	each	spell	level,	which	means	that	high	level	spells
are	just	as	likely	as	low	level	spells.	A	librarian	may	sell	the	same	book	more	than	once.	The	price	in	emeralds	depends	on	the	level	of	enchantment	and	the	status	of	the	"treasure".	Possible	values:	5-19	emeralds	for	level	I,	8-32	for	level	II,	11-45	for	level	III,	14-58	for	level	IV	and	17-71	for	level	V.	Treasure	enchantments	are	doubled	in	price.	Note
that	the	cost	is	capped	at	64,	meaning	that	Tier	V	books,	for	example,	do	range	from	17	to	64	emeralds,	with	the	value	at	the	higher	end	of	the	range	more	common.	Handel	is	listed	with	two	books	and	articles	under	the	pen,	but	here's	whyThere	is	only	one	place	to	enter	the	trade,	and	books	and	pens	cannot	be	stacked,	the	player	only	needs	to	trade
one	book	and	pen	in	the	shop.	â	a	b	If	explorer	cards	are	bought	in	Abyss,	The	End	or	the	Super	Flat	world,	the	explorer	card	does	not	show	the	target	structure	and	buying	in	the	Old	World	freezes	the	game.	â	Stew	grants	him	the	following	effects:	5-7s	blindness,	7-10s	buff	spike,	7-10s	night	vision,	10-20s	poison,	0.3-0.35s	imbue	or	6-8s	of	debuff.
The	potion's	level	is	always	level	I,	except	for	Decay	Arrow,	which	is	always	level	II.	sale	of	cocoa	beans	and	pink	dye).	Each	group	of	unique	transactions	has	an	equal	chance	of	being	selected	as	a	regular	transaction	based	on	weight.	For	example,	each	individual	Seedling	has	the	same	chance	of	being	offered	as	a	slime	as	a	whole	group	of	Seedlings,
which	consists	of	4	items	and	has	4	weights	(however,	multiple	Seedlings	cannot	be	offered).	â	a	b	c	d	e	f	g	h	Seeds	are	available	for	both	group	and	retail	Achievements	[]	Icon	Game	Achievement	Description	Actual	Requirements	(if	different)	Player	Score	Trophy	Earned	Trophy	Type	(PS4)	PS4	Other	Targer	Earn	or	spend	30	Emeralds	by	trading	with
villagers	or	walking	around	at	the	dealer	.	[sic]â30GSSilver	Treasure	Hunter	Obtain	a	map	from	a	villager	cartographer,	then	enter	a	discovered	structure.	Visit	the	highlighted	structure	while	having	a	purchased	card	in	your	main	hand	(shortcut	bar).	something	for	1	emerald	or	after	applying	the	village	hero	effect.	50	gp	gold	merchant	exchange	for
1000	emeralds.	Get	1000	emeralds	by	trading	with	villagersdescription	for	parent	Actual	requirements	(if	different)	Resource	location	Get	an	upgrade	Make	a	better	pickaxe	Stone	Age	Put	a	stone	pickaxe	in	your	inventory.story/upgrade_tools	Outfit	Outfit	Protect	yourself	with	iron	armor	Buy	equipment	Put	on	any	type	of	iron	armor	non-iron	pickaxe
Upgrade	your	pickaxe	Buy	equipment	Go	to	your	warehouse.story/iron_tools	Cover	me	in	diamonds	Diamond	armor	saves	lives.	village	adventure	Take	an	item	from	a	villager	or	traveling	merchant	and	put	it	in	your	inventory.	Adventure	Star/Trade	TraderTrading	with	a	Building	Height	Villager	Stand	on	any	block	above	318	and	trade	with	a	Villager
or	Wanderer	Traderadventure/trade_at_world_height	Video[]	History[]	Java	Edition	Beta	August	31,	2010	Notch	first	hinted	at	plans	for	a	possible	future	trading	system	during	an	interview	at	MinecraftCon.	The	creation	of	the	villages	themselves	and	their	inhabitants	is	not	even	confirmed	at	this	point,	but	Notch	had	some	ideas:	“If	you	treat	the
villagers	well,	they	become	friendly	to	you	and	may	start	throwing	items	at	you	as	gifts.	treat	them	badly,	but	when	you	attack	and	kill	them,	they	make	them	hate	you	and	may	chase	you.	Java	Version	On	May	21,	2012,	Jeb	posted	a	screenshot	showing	him	testing	the	trading	system.	The	picture	shows	the	buy	and	sell	zones.	In	the	background	is	a
block	of	ore	that	later	turned	out	to	be	ruby	​​ore	in	image	12w21a.	Prior	to	12w21a	it	was	changed	to	emerald	ore	because	Dinnerbone	is	colorblind	[1]	1.3.112w21a	Villager	trade	added.	12w22aEyes	of	Endera	now	sells	priests	instead	of	buying	them,	and	no	longer	buys	rotten	meat.	The	trading	interface	has	changed	where	there	used	to	be	an
additional	place	for	data	entrywhere	tools	can	be	placed	to	purchase	spells	and/or	repairs.	12w23a	Before	this	slide,	the	librarian	didn't	use	written	books	instead	of	precious	metals,	because	written	books	had	a	potential	supply	of	1.3.	1.4.212w32a	Library	paper	stock	modified	to	24-35	paper	for	19-29	Emerald	paper.	Farmers	menu	should	sell	9-12
arrows	from	just	5.	The	original	trade	of	1	emerald	for	5	arrows	was	the	result	of	a	code	bug	where	the	minimum	and	maximum	arrow	trade	values	​​were	mixed	up.	Library	book	supply	adjusted	to	11-12	books	from	12	to	14.	Flint	Gravel	Farm	Shop	now	produces	4-5	flints	from	2-3	Bid	probability	mechanics	changed:	the	more	bids	a	villager	has,	the
higher	the	probability	of	all	bids.	If	the	probability	of	an	offer	exceeds	a	certain	threshold,	its	probability	decreases.	The	bottom	line	is	that	when	a	villager	has	many	offers,	rarer	offers	become	more	common	and	shared	offers	less	common.	The	menu	deletion	mechanic	has	been	replaced	with	a	menu	deactivation	mechanic.	All	offers	start	at	7	uses,
allowing	you	to	redeem	the	offer	up	to	7	times.	After	that,	the	offer	will	be	disabled,	even	if	the	player	did	not	leave	the	store	offer.	If	the	player	replaces	the	last	menu	in	the	list	and	closes	the	menu	while	waiting	for	particles	to	appear	around	the	villager,	all	deactivated	menus	will	be	reset	for	2-12	more	uses.	It	is	possible	to	deactivate	the	final
range	of	offers.	You	cannot	generate	new	offers	or	renew	existing	offers	at	this	time.	Trading	the	last	available	bid	range	increases	the	player's	Village	Popularity	by	one	point.	Popularity	applies	to	the	whole	village;	other	players	are	not	affected.	1.4.612w49a	Added	magic	books	that	villagers	could	offer.	1.513w04a	A	villager	spawned	from	a
renamed	spawn	egg	displays	its	name	instead	of	"Villager"	in	the	merchant	UI.	1.814w02a	Villager	Trade	has	been	restored.	View	the	offers	here1.8.	Trading	now	gives	the	player	experience.	14w03a	Village	Priests	no	longer	buy	Ender	Pearls	like	they	did	in	14w02a.	14w31a	Priests	now	sell	spell	bottles,	prices	range	from	3	to	11	emeralds	each.
1.915w41a	Clerics	no	longer	sell	End	Wards.	Priests	now	sell	Ender	Pearls.	Prices	range	from	4	to	7	emeralds	apiece.	15w43aLibrarians	charge	double	for	treasure	enchanted	books.	1.1116w33aFarmers	now	sell	5	to	7	apples	and	6	to	10	biscuits	for	an	emerald	instead	of	5	and	6	respectively	16w39a	New	cartographer	careers	have	been	added.
1.1419w05a	Added	traveling	merchants	that	can	trade	with	the	player.	19w11a	The	trading	system	has	been	rebuilt	and	many	new	professions	have	been	added	for	each	villager	profession.	Villager	professions	are	now	based	on	their	fate	and	are	not	randomly	assigned	at	birth.	Villager	trade	prices	now	depend	on	the	player's	popularity	in	the	village.
Villagers	will	now	replenish	their	shops	up	to	twice	a	day	by	working	at	a	workbench.	Added	a	mason	profession	that	uses	a	mason	as	a	construction	element.	Updated	trading	interface.	The	villager	now	gains	experience	when	trading	with	the	player,	and	this	experience	is	displayed	in	the	bar	above	the	trading	interface.	19w13bAll	available	trades
are	now	listed	in	the	sidebar	on	the	left	side	of	the	trading	interface.	If	the	player	has	the	required	materials,	clicking	on	an	available	trade	will	automatically	place	the	items	in	the	slots.	1.1519w45a	Librarians	now	sell	one	shelf	for	nine	emeralds	instead	of	three	shelves	for	six	emeralds.	1.1721w05a	Traveling	vendors	can	now	sell	small	drops.
21w13a	Wandering	Merchants	can	now	sell	spiky	stalactites,	rooted	earth,	and	moss	blocks.	Village	stonecutters	now	sell	stalactite	blocks.	1.1922w15a	Traveling	vendors	may	sell	mangrove	propagules.	Pocket	Edition	1.0.4alpha	1.0.4.0	Added	trade	with	villagers.	1.1.0alpha	1.1.0.3	Added	new	cartographer	career	professions.	Bedrock	Edition
1.2.13beta	1.2.13.5	Added	Curse	of	Binding	and	Curse	of	Vanishingwhich	are	currently	only	available	when	trading	with	librarians.	1.4.0beta	1.2.20.2	Curse	spells	in	enchanted	books	have	been	removed	from	library	trade.	1.10.0beta	1.10.0.3	Added	new	professions	that	use	the	professions	of	a	bricklayer	and	a	wandering	merchant.	1.11.0beta
1.11.0.1	Added	economic	trading	where	players	can	unlock	multiple	levels	at	the	same	time	by	leveling	up	villagers.	Villagers	now	have	a	demand	where	their	Emerald	value	can	vary	higher	or	lower	than	normal.	beta	1.11.0.4	Changed	trade	for	villagers.	Villagers	no	longer	replenish	their	positions	immediately	after	being	disconnected,	as	they	now
need	to	work	on	a	building	block	to	replenish	themselves.	The	village	hero	now	gives	a	discount	on	the	price	of	trade,	except	for	trade	in	emeralds	(because	it	already	costs	an	emerald).	beta	1.11.0.7	Pressing	"use"	when	exchanging	now	automatically	exchanges	items.	Restored	pie	trade	in	peasant	villages,	increased	the	maximum	number	of	some
trades	until	they	are	disabled	for	master	masons	and	itinerant	merchants.	1.12.0beta	1.12.0.3	Changed	some	transactions	of	villagers	and	wandering	merchants.	beta	1.12.0.4	Removed	regular	sand	from	wandering	merchant	shops	and	adjusted	the	cost	of	a	diamond	pickaxe	from	a	blacksmith.	1.13.0beta	1.13.0.1	Cartographer	Villagers	now	buy	11
panes	of	glass	instead	of	10.	beta	1.13.0.15	Farmers	now	sell	suspicious	stew.	1.16.0beta	1.16.0.57	Changed	villager	trade	values	​​to	be	very	similar	to	Java	version.	?Enchanted	items	are	now	paid	in	turn.	1.17.0beta	1.16.230.54	Wandering	vendors	can	sell	small	stalactites,	pointed	stalactites,	soil	with	roots,	and	blocks	of	moss.	Stonemasons	can	now
sell	stalactite	blocks.	1.18.10beta	1.18.10.26	The	Butcher,	Cartographer,	Librarian	and	Wandering	Trader	have	been	changed	to	match	the	Java	version.	1.18.30beta	1.18.20.21	The	professions	of	villagers:	gunsmith,	cleric,	fisherman,	shepherd,	toolmaker	and	gunsmith	have	been	adjusted	for	the	Java	version.	Added	patch	Legacy	Console	Edition
TU14CU1	1.04	11.0.1	Villager	Trade.	TU20CU8	1.13	Librarian	villagers	can	now	suggest	namesfor	sale.	TU31CU19	1.22	Patch	3	Villager	trade	offers	change	from	Java	Edition	1.8.	PlayStation	4	Edition	1.91	Trade	interface	shows	the	new	career	level	for	villagers	and	which	trades	are	locked.	Villager	trading	prices	now	depend	on	the	player's
popularity	in	the	village.	Villagers	will	now	replenish	supplies	up	to	twice	a	day	while	working	on	the	construction	site.	Issues[]	Issues	related	to	'Shops',	'Shops'	or	'Shops'	are	logged	in	the	bug	tracking	system.	report	problems	there.	Trivia[]	Although	diamonds	are	not	renewable,	their	products	(armor,	tools,	and	weapons)	are	renewable	through
trade.	The	rubies	were	originally	meant	to	be	traded	but	were	replaced	by	emeralds	because	many	fans	couldn't	tell	a	ruby	​​from	a	redstone	and	Nathan	Adams	(Dinnerbone)	is	colorblind	to	red-green	and	had	trouble	telling	which	ore	was	one	Redstone	and	which	was	ruby?	Gallery[]	First	trading	system	image	published	by	Jeb.	Currency	(later
upgraded	to	emerald)	can	be	seen	in	the	inventory.	An	improved	version	of	Jeb's	screenshot	that	shows	the	original	ore	texture	more	clearly.	Offer	to	trade	before	the	release	of	Bedrock	1.11.0.	Master	Rifleman	Business	Opportunities.	An	unemployed	villager	rejects	a	player	who	tries	to	trade.	The	Village	Idiot	rejects	a	player	who	tries	to	trade.
Villager	gives	emeralds.	Links[]	Gameplay	Gameplay






