TRADESKILLS AND HOBBIES
	In an effort to help players better understand and to be aware of what to expect in Wildstar's crafting system, here is a bit of information about every Trade skill and Hobby.  This might be a good guide to help plan for skills you may be interested in doing come launch day.
	Trade skill is the crafting system where you have levels of progression, schematics to be learned, and talents points to be assigned basically to "specialize what type of crafter you want to be.  You can choose to learn two trade skills at a time.  But do not worry, if you are unhappy with the skills chosen you can swap at anytime for a fee and keep all progress from the previous skills.  The available trade skills are: Weapon smith, Armorer, Mining, Outfitter, Survivalist, Technologist, Architect, Relic Hunter, and Tailor.
	Hobbies support the crafting system but do not have levels or talent points associated with them.  You can make any schematic you have acquired and have the ingredients for.  Everyone can choose to have every hobby.  The available hobbies are: Cooking, Farming, and Fishing soon to come.
TRADESKILLS
Weapon smith - Weaponsmithing is the art of forging weapons and weapon attachments from metal, then infuses them with Eldan circuitry.  This trade skill is best paired with Mining.
Armorer - The Armorer forges heavy armor (warriors and engineers) and energy shields from metal plates, then powers them with microchips and power amplifiers.  This trade skill is best paired with Mining.
Mining - The Miner excavates precious ores, gems, and crystals to be used by the Weapon smith and Armorer from various mining nodes around the world.  Attack the node (or use a laser pickaxe) to get ore.  Each type of node will yield a specific type of ore, and if you are lucky you can even find some rare crystals.  Beware, sometime nodes turn out to be creatures or will try to run away or try to eat you.  Stay alert and hunt them down!  You can also find rare tunnels that are rich with ore, but be quick as they collapse quickly.
Outfitter - The Outfitter uses leather, bone, pelts, and at higher end eldan technologies to craft medium armor (stalkers and medics), and support systems that can be enhanced as well by power amplifiers and microchips.  This trade skill is best paired with the Survivalist.
Survivalist - The Survivalist skins leather and cuts meat from creatures.  It also chops wood more efficiently than most harvesters.  Survivalists collect lumber, leather, bone, pelts, and meat from nodes and wild beasts around the world.

Technologist - Combining mysterious omniplasm with local flora, the Technologist is a master experimenter.  He creates powerful medical and attribute enhancing potions.  They use omniplasm, herbs, and relics to craft powerful gadgets, enhanced power cores, lifesaving medishots, and attribute increasing boosters.  This trade skill is best paired with the Relic Hunter.  This is a coordinate craft.
Architect - The Architect shapes housing items from leather, cloth, lumber, relics, metals, and omniplasm.  They make things like harvesters, furniture, FABKits,  and other items to make our house more homey.  This trade skill is best paired with the Survivalist.
Relic Hunter - The Relic Hunter scraps Eldan technology for parts and omniplasm.  Relic Hunters collect materials from various relic nodes around the world.  Attack the node (or use the relic blaster) to get omniplasm or relics.  This trade skill is best paired with the Technologist, but also seems to benefit the Tailor, Architect, and Outfitter some as well.
Tailor - The tailor uses cloth collected from humanoids to craft light armor (espers and spellslingers), bags, and cloth.  Microchips direct the flow of Eldan energies to enhance the armor.  This trade skill has no preferred pairing, but rumor has it Relic Hunter does have some benefit.
Additional Info - Among all crafting professions there is a Tech Tree.  The Tech Tree is an important element to crafting, as you fulfill each requirement you unlock new and more powerful recipes.

HOBBIES
Farming - Farmers collect herbs, produce, and seeds from various plant nodes around the world.  Attack the nodes to get the materials.  Herbs are used by the Technologist, Tailor, and Architect professions, produce can be used as a cooking ingredient, and seed can be planted in a garden at your house.  Mushrooms can be collected in the world or bought from Farmer's Market vendors.  Mushrooms can be planted in your garden, depending on what kind of mushroom you plant it will have a different effect on all nearby plants in your garden.
Cooking - Cooks take produce and meats to create delicious food.  Experiment with your ingredient, good meals have healthy benefits.  This is a coordinate craft.
Fishing - Fisherman can find and catch fish (obviously).  Not much more is available yet, this may or may not be in before launch.



MISC INFO

Salvaging - Many items are salvageable.  There will be a note on an item if it is salvageable, pick up the item and drop it on the salvage icon (looks like a recycle symbol) at the bottom of your bag, or use the review icon also at the bottom of your inventory bag.  Once an item is salvaged it is gone forever, but you can gain resources needed for crafting.  The type of item salvaged will give the expected result below:

Weapons/Heavy Armory - ore, gems, and crystals
Medium Armor - leather, pelts, and bones
Light Armor/Costumes - thread and cloth
All - power cores, rune fragments, elemental signs, scraps (junk)

Rune Crafting - This is a system to enhance your items that becomes available at level 15.  With Rune Crafting you can fine tune your gear to achieve the base stat, primary, or secondary attributes you desire by combining elemental signs and rune fragments together to form runes.  There are three levels to Runes: Primary, Secondary, Tertiary Runes.  Each tier will require more and more signs and fragments to create.  Then you will need a piece of gear with an available slot and apply the Rune to the corresponding slot type (Water, Earth, Fire, Air, Logic, Fusion) that is available on your gear.  Some runes are only usable by a specific class, make sure if there is a class tag that it is for your class if you plan on using it. 

Item Modification - When you initially go to craft an item it is assigned a random stat (the attribute relay chip), then you add a power amplifier (power core), finally you add the microchip (resistor, inductor, capacitor).  The "charge" of an item is based upon the quality of power core installed upon crafting the item.  This is important due to the fact that you can over charge items to increase stats than just the standard norm on an item, but beware the more an item is overcharged it becomes unstable and you have a chance at failing to craft the item.  Also when overcharging you will hit key points where a rune fragment, or an elemental sign will appear in the line just above the slot for the chip, this means that it is required to obtain that particular charge.  Finally the microchip have "preferred" colors which are more stable to the item in question...you can you any of the type you like but maybe risk an unstable charge and a chance at failure.  Once you hit higher level tiers in crafting, more chip slots become available to start stating for secondary stats (strikethrough, crit, focus recovery, etc...).  
