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Notes

Ratings and reviews reflect my personal opinion on the state of the game -
you may disagree!
e (I won’t care if you do) (jk)
e Please direct all complaints about how | did your waifu dirty towards
@vicyush on the official Snowbreak server: https://discord.gg/snowbreak
e Or go yell at me on Twitter idk
Operatives are assessed at Manifest 2 with Tier 1 of their premium weapon;
operatives whose performance significantly changes at higher investment
levels will have an additional entry reflecting this.
No ratings are defined within a certain tier, and the relative placement of
an operative within a certain tier does not imply anything about this.
A character being rated low does not mean they are (completely) useless!
The main story and many other game modes are easy enough that they can
be completed with any appropriately-levelled operative in the game.
e Despite this, using higher ranked units will make your life much easier
even when playing said content, obviously.
Each operative has three information boxes:
e The leftmost column identifies the operative and their rarity
e The middle column denotes a letter grade rating for single target
damage (ST), mobbing, and support usage; then their primary role, and
a secondary or specialist role if applicable
e The rightmost column contains my personal review notes on the
operative.
A glossary of terms used is below the tier list; use it as needed.

If you found this useful, consider supporting me: htips://ko-fi.com/vicyush
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Latest Update Details
20/02/2025

Yao - Nightglow rated at Tier O.

Yao is a much-needed Ballistic specialist to rival even the ever-in-demand Fenny -
Starshine. While her utility doesn’t quite compare to Fenny’s ability to remove the
need to reload, she makes up for it with incredibly potent support buffs to Attack,
critical hit, and Ballistic Damage, exactly the three stats that a Ballistic DPS operative
wants. While Yao is famously not a fan of overtime, it seems that she’s going to be
working some long hours in the Neural Simulation arena and beyond.

Chenxing - Jade Arc raised from Tier 0.5 to Tier 0.
Hey, remember all those high expectations people had for Chenxing? Well, she’s

more than lived up to them. She’s really got it all - strong damage, a flexible damage
rotation, and more burst damage than you can shake an arrow at. Her Ultimate Skill
bypassing damage reduction effects also means that she gets to cheese bosses like
the Ni-Type Mechs and Njall without relying on Mauxir - Shadow Ka, much to the
detriment of the other DPS operative who can do that (more on this later).

She’s not perfect, of course. Her damage rotation does take some time to set up and
execute, which means that less burdened operatives like Lyfe - Infinite Sight and
Bubu - The Geomancer can steal squishy bosses from right under her, and she
really does not like having to hit breakable parts. But if she gets enough time to get
going, there’s almost nobody that can keep up.

Cherno - Enigma lowered from TO to TO.5.

Oh, how the mighty fall. The original meta-breaker that kicked Snowbreak’s
powercreep into high gear and brought us to where we are today has finally received
a taste of her own medicine.

Cherno has had her sustained DPS output shown up by many more modern DPS
operatives, and her massive burst capabilities have become much less special as
well. While she can still output a very fast first pop thanks to Tess - The Magician, the
squishy bosses that she’s able to do this to are also easy prey for other competition
that burst out of the gate just as fast, but are able to keep it up while Cherno has to
slowly prepare followup bursts. Even her unique damage reduction bypass has had
its spotlight stolen by Chenxing - Jade Arc, who manages to produce even bigger
numbers with her arrow pull.

Bubu - The Geomancer raised from Tier 0.5 to Tier Q.
Bubu has passed her trial by fire to earn a spot at the top. Concerns about her DPS

uptime have mostly been dispelled because as it turns out, if you do enough damage
the fight tends to end before your special damage juice runs out. And with Yao -
Nightglow being a perfect pairing for Bubu, she gets even more time on the clock to
tell fortunes and plug enemies with fiery lead.

Cherno - Those Two raised from Tier 3 to Tier 2.



Surprisingly enough, it's Cherno’s 4% variant that's on the upswing recently, as
squishy bosses like Njall - Hardened and Katya - Frostcap give Cherno a high-value
use case in delaying their invulnerability triggers long enough to finish them off.
She’s still not as versatile as the GOAT Slow support that is Acacia - Redacted, but
Cherno having access to Alloy Truth sweetens the deal and makes a compelling
case for a promotion.
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Enya - Exuvia
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Skill Damage
Support

Sub-DPS

Enya suits up in a new outfit that doesn’t leave much to the
imagination. She also equips a strong supporting kit that does very well
in its role, even if its intended sub-DPS mechanics don’t quite stick the
landing.

Standard skills are usually throwaways on support characters, but
Enya’s isn’'t too bad. She essentially sends out an electric fence
towards enemies, dealing Electric damage and applying a very brief
Paralyze. So brief in fact, that it won’t even affect boss enemies, as
they’re immune to Control effects shorter than two seconds in duration.
It's not too bad for general trash mobbing, though.

But really, Enya’s support skill is what you’re here for. She deploys a
helper bot that boosts the skill damage of anyone inside near it. This
alone makes this ability worth casting, and everything else it does is
really just a bonus. That being said, staying near it will also generate
stacks when your active operative deals gun damage. When the active
operative deals skill damage, it'll consume those stacks to deal
additional Electric damage. The damage is actually surprisingly good,
and can be a non-insignificant DPS contribution. Having the
requirement that your operative both shoot a lot and deal a lot of skill
damage (preferably at the same time) does limit the roster of
operatives that she’s useful with, but boy is she a fun time with the
ones that she has good synergy with.

Having near-constant uptime on this ability and being able to reposition
the area also gives it quite a bit of flexibility in how you can use it. More
specifically, recasting this ability to reposition the area of effect will
trigger effects that activate on support skill activation a second time. It
was also once an instant animation cancel too, but it's since been
patched out. Lame. As well, being near the bot gives you interruption
resistance, which is very helpful for not being constantly staggered or
knocked back when you just want to shoot some bad guys.

| guess | should mention Enya’s ultimate as well. She more or less
shoves you into a cube, which gives you invulnerability for a while as it
zaps nearby enemies. When its duration ends, or on recast, the cube
blows up, dealing more Electric damage, applying Paralyze that’s a bit
longer in duration this time, and most importantly, freeing you from the
cube as it sends you off with a heal. It's honestly a really goofy ability,
but also one that most players probably won’t have a regular use case
for, especially since it prevents you from doing anything but slowly
moving around while in the cube.




Her Deiwos passive is a partywide skill damage boost. It’'s extremely
good. | don’t think there’s much more to say about it.

Enya doesn’t quite have the universal versatility of the top supports to
really show off her potential, but she also doesn’t really need to as her
raw buffing power and CC-immunity quality of life are more than
enough in most cases.

Both her shop gun (Tribute of Rose) and gacha weapon (Abyssal Light)
provide strong skill damage buffs designed for Enya to easily and
constantly apply. However, Abyssal Light doesn’t provide much more of
a boost to your main DPS’s skill damage compared to the free
alternative, so that’s something to keep in mind before you go pick that
up. It does significantly boost Enya’s support skill damage, so it'll be up
to you to decide whether you think it's worth the price tag.

Similarly, Enya’s manifests don’t really matter too much if all you care
about is using her as a support buffer. Her manifests are almost all
designed to boost her own personal damage, but manifest 2 does
increase the skill damage boost that her support skill provides. That’s
about the farthest I'd go.

Enya has a decent amount of choice when it comes to logistics sets.
Areca Squad will obviously work, but she actually outperforms it with
Twilight when supporting an Electric DPS. Amarna will also go well with
her constant skill damage applications. At any rate, you'll want
Alignment Index to boost her Deiwos passive, and attack because
every other stat is kinda useless so you might as well boost her support
skill damage.

Oh, and max out her neuros to upgrade her Deiwos passive. More skill
damage for basically free is always nice to have.
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Hybrid DPS

Lyfe revolutionises the world of weapon design as she becomes the
first to hold two SMGs at the same time. Considering how she
performs, I'd say the innovation paid off.

The star of Lyfe’s kit is actually her Deiwos passive, essentially being a
fourth active ability. As you shoot enemies, you'll also fill up an
eye-shaped gauge in the middle of your screen. When maxed out, your
next dodge fires off a ten-round burst of shots that are guaranteed to
crit. Let’s just call it a dodge shot. It won'’t give you the period of
invulnerability that normal dodges do, but you'll instead have CC
resistance and damage reduction. The dodge shot also uses ammo
and will halve its damage if you'’re short a few bullets on cast. This
ends up being your main damage tool, beating out any other action you
can take. It also activates your other main damage source, but more on
that later. Dodge shot’s damage multiplier scales with Alignment Index,
with every 100 Al increasing the base damage multiplier of 136% by
another 10%. If you couldn’t guess, this is pretty good.

Going back to real abilities, we have her standard skill which actually
does not a lot of damage. It doesn’t really matter though, as its actual
purpose is to apply Insight marks to enemies. You'll want these for two
reasons. For one, shooting an enemy with a mark will charge up your
dodge shot faster which means more damage sooner. But also, when
those dodge shots hit an enemy with marks, they’ll detonate and deal
bonus skill damage, called Insight Rays. Detonations won’t consume
the mark so all ten hits of Lyfe’s dodge shot can trigger it, creating a
really big burst of damage. Oh, and casting Lyfe’s standard ability also
instantly readies her dodge shot with neuros unlocked, because it
would be just wrong if it didn’t.

Her support skill fires a line attack that can stun enemies. It's certainly
an ability.

Finally we get to Lyfe’s ultimate, which is a very cool way to kill waves
of mooks and not much else. Because it doesn’t detonate Insight
marks you end up losing up to half of your overall DPS, which kinda
sucks. But its long cast animation gives it an extra use in single-player
modes, where the time stop during the cutscene won't stop the
cooldown of your standard ability, allowing for what's essentially a
cooldown reset if you go by game time (make sure to instantly cancel
your ult to properly take advantage of this). But since the animation
only plays on the first cast in a mission, you’ll have to treat it as a
single-use bonus.




Manifest 1 on Lyfe means a 20% final damage boost to all of her dodge
shots, which is obviously good. M2 is also a useful pickup, refunding a
third of your dodge shot charges on cast and speeding up your
rotations. M3 is where it starts to become less appealing. The
increased unlock cost only makes the now-heavily-diluted 12% ballistic
damage boost that much worse of a deal.

If the comically large buff numbers didn’t make it obvious, there’s no
reason not to use Nova Squad on Lyfe unless you hate doing damage.
Attack and Alignment Index is the way to go, but you can also see
benefit from crit damage, crit rate, and even skill haste for slightly faster
rotations.

The limited dual SMG pool means you don’t really get much of a choice
here. Revolving Glow initially looks to be basically the same as the
premium Nightborne Crown, but small differences in how their weapon
skills work make for a much larger difference than initially thought.

As she jumps and flips around mobs and bosses alike, Lyfe unleashes
a hail of bullets that leave no doubt about her offensive power.

Fenny - Starshine
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Ballistic
Damage
Support

You know what’s better than bullet? More bullet. Perhaps even, more
powerful bullet. Well that’s exactly what Fenny’s got for you, so you're
in luck.

Fenny’s standard skill lets her in a direction as she magics out some
bonus ammo for her gun. The direction you dash will affect what those
bullets do - a forward dash provides slower-firing explosive shots,
strafing left or right gives the bullets increased Kinetic damage, and
falling back turns the bullets into a source of extra S-Energy when they
hit. You can actually completely remove its cooldown once you unlock
her neuros, which makes Fenny probably the first dedicated support
that also isn’t a total brick as a DPS unit. It's definitely good for a bit of
fun, but don’t expect chart-topping performance.

Moving on to her support skill, we’re reminded that sharing is caring,
and caring is very powerful. On cast, Fenny personally delivers you
bonus ammo based on the ammo capacity of your weapon as well as
Fenny’s. As if not having to reload wasn’t good enough, firing bonus
ammo will also deal increased damage based on Fenny’s attack stat.
You can have up to three uses stocked up at once with neuronics
unlocked, enabling an irresponsible amount of spray-and-pray. Your
active operative doesn’t even have her actions interrupted, since Fenny




makes a cameo appearance when she tosses you that bonus mag.
You really can’t ask for more.

A quick pit stop for some technical stuff. While bonus ammo can still
benefit from ballistic damage buffs like from Amano-lwato or Dharma
while firing bonus ammao, it won’t activate any Aptitude effects. Bonus
ammo also gets used up first, but only by actually shooting and not skill
casts that aren’t Lyfe IS’ dodge shots (it's technically not an ability).
And of course, only Fenny can give you more bonus ammo, and
multiple sources don’t stack.

Lastly, we have Fenny’s ultimate ability, which more or less plunks
down a laser that deals continuous damage while it's active. You don’t
actually have to sit around and babysit it either, which can open up
some fun possibilities. Like her standard skill, it's another surprisingly
good ability but nothing too crazy.

Of course we can’t forget about Fenny’s Deiwos passive, which boosts
the ballistic damage of your entire team with no strings attached. If you
couldn’t guess, that’s pretty darn good.

Fenny’s M1 is quite interesting in that it provides a special buff to
characters she gives bonus ammo to (yes, this includes her) based on
their weapon type. Snipers, pistols, and crossbows get a 15% final
damage boost to weak spot hits, shotguns get an extra pellet per each
shot which again means more damage, and assault rifles and (dual)
SMGs get get to roll the dice for a 12% chance for each shot to fire off
a bonus bullet. All of these effects are very useful, so why you'd skip
this is anybody’s guess. Easier to understand is skipping the rest of her
manifests, however. Manifests 2 and 3 primarily boost the uptime of
Fenny’s support skill, which ends up being kinda overkill when you
consider how good its uptime already is. But if you push through
anyways, you'll find that Manifest 5’s ability for bonus ammo to ignore a
portion of enemy resists to be quite useful, if not exorbitantly
expensive.

Seasun gave everyone a free set of Reverie Squad on Fenny’s
release, and it is in fact what you should be using. Optimal substats are
equally obvious, as the attack and Alignment Index boost that the
freebie set comes with are exactly what you want.

It might be tempting to use Strawberry Shortcake and cheap out on
buying Pixel Age, but Fenny’s Deiwos and M1 requiring a Kinetic




weapon means that Shortcake gets filtered out of contention. Heart
Hunter builds on Pixel Age’s ballistic damage boost by tossing in the
ability to ignore a portion of enemy resists, which makes it well worth
the tribulations of the gacha.

Sometimes the solution to a problem really is “apply more bullet,” and
Fenny takes that to the logical extreme, providing top-tier supportive
power while also being no slouch on her own.



https://snowbreak.gg/katya-dawnwing/
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Hybrid DPS

Despite her unique weapon, Chenxing doesn’t break too far from
traditional DPS playstyles. The result is a DPS powerhouse that only
gets better the more arrows she slings out.

Pros:

e Strong damage
e High DPS uptime
e Flexible team building

Cons:

e Relatively low initial damage as DPS rotation takes time to set

up
e Struggles with parts breaking

Read the full review here.



https://snowbreak.gg/marian-riptide/
https://snowbreak.gg/bubu-the-geomancer/
https://snowbreak.gg/chenxing-jade-arc/

Yao - Nightglow
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Ballistic
Support

Providing Attack, critical hit, and Ballistic Damage buffs with generous
uptime, Yao is a must-have support for anyone looking to get maximum
performance out of a Ballistic DPS operative.

Pros:

e Strong buffing power
e High buff uptime

Cons:
e Reliant on U-Energy for maximum performance

Read the full review here.

Tier 0.5

Very strong units lacking one or more specific strengths to make them TO viable

Tess - The
Magician

r—

ST B-

Mobbing | C+

Support | A+

U-Energy
Support

If you need U-Energy, Tess can supply it. However, the lack of utility
beyond that limits her usefulness beyond her specific niche.

Tess’ standard skill tosses a card at an enemy, applying one of a
variety pack of effects based on the card’s colour. | could go into them
all in more detail, but there really isn’t much point as the damage isn’t
meaningful enough to make her viable as an active operative. Which
makes sense, since she’s designed as a support.

Her support skill is a damage buff for the active operative. It’'s initially
only a boost to Electric damage, but a neuronic upgrade gives it
universal applicability, which makes you wonder why it wasn'’t like that
to begin with. It can also apply a Control effect depending on the kind
of elemental damage you apply to an enemy, but the duration isn’t very
long and bringing the right elements for the effect you want in the first
place can be annoying. Also, the animation duration of this ability is
painfully long. Why is it like that.

Rather unusual for a support, Tess’ big appeal is actually her ultimate
ability. While active, shooting enemies will cause Tess to do follow-up
shots that very quickly generate a large amount of U-Energy. It also
doesn’t cost any U-Energy to activate, which is a first for the game and
further drills in the point that this is meant as a U-Energy generation
tool if it wasn’t obvious already. Make sure to use that U-Energy
though, as Tess takes all of it back once her ultimate duration ends.



https://snowbreak.gg/yao-nightglow/

You get a shield and cooldown reduction on her ult for anything not
used, but it's more of a consolation prize than anything else.

Tess ultimately (haha) is a more utility-focused support who primarily
enables other operatives to get access to their own ultimates as fast as
possible. And while she’s really good at doing that, not a lot of DPS
operatives actually benefit that much from the U-Energy battery. It's
certainly nice to have, but most of the time you'd be better off with a
dedicated damage support. The exceptions here are Yao - Winter
Solstice, Fritia - Hush, and Cherno - Enigma, all of whom greatly enjoy
having faster access to their ultimate abilities and make very good use
of it. As a result, Tess has found a place in high-end Neural Simulation
setups where her lack of lasting usefulness isn’t important. This also
means that once you finish Tess’ initial ability rotation and her ultimate
duration ends, she doesn’t provide a whole lot and her usefulness
plummets. This makes her relatively inflexible and not really suited to
general gameplay. But when paired with a DPS operative who can
benefit from her utility and allow fights to end quickly, the value she
brings is simply irreplaceable.

Tess’ Manifest priorities are different depending on who you intend to
use with her. Gun damage operatives don’t really need more than
Manifest 2, while characters like Hush see a useful benefit from
Manifest 3. If you want to really ball out and go all the way, Manifest 5
is surprisingly not bad compared to a lot of other Manifest 5s in the
game; not having to cast Tess’ support skill to get its damage boost is
great because of how long its animation is.

Being a sniper operative and a support, Tess only really has three
weapon options - her signature weapon Eccentric Joker, the event
weapon Wasp, and Deep Sea’s Call. | don’t think | have to tell you that
her signature weapon is the best in slot here, with Wasp being a
surprisingly distant second, not having the damage buff that Joker gets.
Deep Sea’s Call technically does work, but it also turns off her first
Manifest which kind of goes against the reason why you’d want to use
her in the first place.

Being released with Hjartagard Squad, Tess is obviously designed to
take full advantage of it. For logistics substats, Tess wants as much
U-Energy recovery as she can get, as it'll let her supply even more
U-Energy with her ultimate ability. The second one is less important,
but some extra Alignment Index can help speed up U-Energy
generation just a bit.




Since Tess is a support, you don’t have to bother levelling the
neuronics for her standard ability. But since her unconventional design
means that both her support and ultimate abilities see use, it's
important to remember to upgrade the neuronics for both of them too.
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Ballistic DPS

Support

Coronet is an operative who wants to get in enemies’ faces and plug
them with lead, and has the abilities to do it.

Her active skill, Optimal Condition, raises her attack speed by a
massive amount, and also boosts her electrical damage with
neuronics. Being based on a stack system, Manifest 1 additionally
removes the time restriction, giving this ability potentially unlimited
uptime. This does come at the cost of reduced ability to break parts, a
traditional strength of shotgun units. Furthermore, her ultimate skill,
Center Stage, brings AoE crowd control and interrupts enemy skills to
buy you breathing room to work with.

Even in scenarios where the shotgun playstyle doesn’t work, Coronet’s
support skill grants the active operative a potent boost to their rate of
fire, further enhancing her value.

On the whole, Coronet has a very cohesive kit that synergizes well and
allows for extremely strong damage potential against enemies while
properly supported. However, her long reload downtime and lack of
range really holds back her DPS potential and makes it hard for her to
keep up with top meta picks if not.

While technically usable even without Manifests, Manifest 1 is a major
power spike and what really brings her to T0.5 performance. Manifests
2 and 3 are highly recommended though, as they make Mercy stack
upkeep both more forgiving and rewarding. Similarly, Coronet is also
not technically dependent on a weapon, but Sunny Payback is a huge
quality of life improvement, as it will provide extra pellets for more
damage and better stack generation while her active skill is up.

All six neuronics are useful and worth investing in; which and how
many you level is dependent on what you want out of Coronet and how
much you’re willing to invest.
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While the authenticity of how “ceremonial” her outfit is remains to be
seen, there’s no doubt about her ability to pump out damage.

Her basic ability is the bread and butter of her kit, giving her strong
mobbing ability. The chain damage to marked targets is very notably
based on the actual damage of the shot that triggers it, allowing
Chenxing to still meaningfully benefit from gun damage buffs (to the
point where Amano-lwato is as good or better than Mingyi, the set
seemingly designed for her, in this regard).

Chenxing’s support skill is more of the same, though with less power
and more restrictions in its usage.

Dominance, her ultimate ability, is... alright, | guess. It's not a bad
ability by any means, but it's more AoE mobbing on an operative who
already has a lot of it. At least it can refresh her mark duration and
provide a ballistic damage amp. Do note that just tagging an enemy
with it is enough to apply the amp that will persist even if they leave the
area, so it’s still worth using.

Overall, this creates an operative who can shred through hordes of
enemies while also being able to put down strong sustained DPS even
against beefier solo targets. Of note is the fact that her marks can be
applied to breakable parts, making her ridiculous against multi-part
bosses like Hela or either Ni-Mech.

As far as manifests go, stage 2 is likely the sweet spot as this is when
the duration of your marks increase. She’s perfectly playable without,
though. Having an electric assault rifle is vital to being able to use her
Deiwos ability, but your options are... not great. Your only real offensive
options are her signature weapon, Anti-Evil Ward and the 3* electric
AR, as all the other electric ARs in the game are support-oriented.
Grab Wild Leer from the permanent event weapon shop if you don’t
have AEW, or wait for Chenxing to come on rerun.

Considering that the main gimmick of Chenxing are her marks and
chain damage, maxing both neuronics for it are your top priority. After
that, her ultimate neuronics are worth looking into, if not just to help
maintain her mark uptime and also increase their effectiveness.
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Generalist
Support

Healer

Read Eatchel’s base rating here.

Now all grown up (sort of) and sporting a maxed out copy of her
preferred premium bonking stick, Eatchel finds a place as a potent
attack buffer now that her chunky heals can finally be effectively
converted into offensive might. While still not a one-size-fits-almost-all
solution like other higher-rated supports, she can more than pull her
weight with Manifest 3-5 further increasing the potency of her claws
and T2 Blitzing Fangs almost doubling the heal-in-hurt-out conversion
ratio. Now if only someone could get her to stop chewing on all the
enemies she helps take down...

Pros:

e Big heals
e Big attack buffs
e Access to Stun

Cons:

e Can require specialized setups to get maximum effectiveness



https://snowbreak.gg/katya-dawnwing/




Scarab Squad is the obvious shoo-in for logistics picks, comfortably
beating out all other contenders. Rare for a DPS, you'll actually want to
prioritise HP stat rolls over ATK, which ends being the second-most
useful for once. Alignment Index is also a usable consolation prize if
one of the first two stats is unavailable, but it will take some time for her
Deiwos to stack up and provide its benefit.

Scarabei will be your budget blaster of choice, as it gives Siris all the
right stats. But as always, there’s a more premium weapon to be had,
and Crowned Flail will provide a worthwhile damage boost.

With a strong and sustainable gameplay loop of charging at enemies,
ulting them, and doing it all again as many times as needed, Siris is a
very powerful damage dealer that anyone would find hard to forget.







ST C | Eatchel pounces onto the scene with flashy moves and a high-impact
_ ultimate ability. But a closer look unfortunately reveals that she’s often
Mobbing | B- [ more bark than bite.

Support | A

Her standard skill is a short dash that sucks in enemies, which then
gives Eatchel two enhanced shots that pierce through enemies. It's
worth noting the two bonus shots count as skill damage, and not as
normal bullets, which means they don’t get benefits from things like
Amano-lwato. But as filler skills for support operatives go, this is
actually one of the less-bad ones. | can’t speak for its DPS potential,
but it's definitely quite a bit of fun as a way to brawl with enemies in
more casual content. Surprisingly not terrible.

Generalist ;
Support Now things get properly interesting. Eatchel's support skill is another

short dash that knocks back and stuns enemies, then provides a heal.

[ . Healer However, it passively also restores health every second while the

N iy ability isn’t on cooldown. What this means is that unless you need the

Eatchel - The Cub CC or an emergency burst of healing, it's actually better to not use this
er ability as the active healing is basically the same as the amount you'd

get from the passive heal across the same cooldown window. And with
her logistics set, not using her support skill actually becomes
dramatically better. More on that later.




Finally, we get to Unyielding Rise, Eatchel’s ultimate ability and a whole
novel of description text. So I'll keep it simple for you. When you cast
her ultimate, Eatchel does a bunch of attacks and heals allies for a
pretty substantial amount. Meanwhile, the damage she does with this
ability gets stored as “claws” that boost your attack by a percentage of
the stored amount in said claws. If your active operative’s health drops
too low though, two claws are automatically consumed to provide a
burst of healing and a brief invulnerability period. So how big are these
buffs, if you're spending at least 40 U-Energy and up to 100 for it?
Pretty big, actually. It's probably the largest single attack boost you can
get, and the healing that you get is no small amount either. But the
problem is that even if it's a huge buff that hypothetically has great
value for its U-Energy cost, that cost is still there. It makes using this
ability a slight hassle on a good day, and completely unviable in many
scenarios. So most of the time, this ends up getting used as an
emergency panic heal rather than anything else.

Overall, Eatchel pumps out enough heals from her various abilities to
definitively take the crown as the top healer in the game. However, it's
a throne of questionable value as healing really isn’t something that’s
needed in most scenarios. And even when it is needed, the game
provides easily-obtainable alternatives. And as offensive support ability
goes, Eatchel’s relatively low-impact support ability that you don’t even
use most of the time, alongside her high-cost ultimate, means that she
can find herself struggling to match the benefit of SR support
operatives at times. But when she has her chance to properly charge
up and deliver her buffs, there’s nothing else in the game that comes
close to the power boost she provides.

As far as Manifests go, they’re all pretty decent. Manifest 1 lets you
permanently have two claws up at all times though, and is cheap
enough to be something you should at least consider if you have a
spare slot in your daily Personal Files farming. Her signature weapon
Blitzing Fangs is actually not that bad at Tier 2, but is a bit more
questionable in value at T1 compared to the much more obtainable
Lapis Lazuli. Rock Python, the freebie alternative from the event shop
is... really bad. It's quite possibly the worst event weapon released to
date. Even Eatchel’s Kinetic-locked Manifest 1 can’t save it from
straight-up losing to Lapis. Yeah, it's really bad.

For logistics, Lux Squad is the obvious pick, and it's because of its
specific behaviour that not using Eatchel’s support skill becomes
optimal. Since the heal boost stacks that Lux Squad provides only gets
consumed on skill cast, if you never use Eatchel’s support skill, the
passive healing that you get benefits from that heal boost without ever
consuming the stacks that provide it. That being said, if you don’t need
the extra healing and don’t have her signature weapon to convert
healing to damage, you could use any of the other supportive logistics
sets to benefit your specific use case.




Onto her neuronics, then. If you ignore the usefulness of the abilities
themselves, the neuronics they get are all actually pretty meaningful
boosts to their capabilities. Spec them out based on what you see
yourself using, though her support and ultimate ability neuronics get a
special shoutout as the former lets her apply a stun on cast, and the
latter guarantees you at least two claws that will be charged up by her
ultimate.

With further investment, Eatchel sees an increase in rating.

Marian - Swift
(High Investment)

r—

ST A+
Mobbing | A-
Support | B-
Ballistic DPS

Read Swift’s base rating here.

The benefits of letting more Swift into your life are very noticeable and
very immediate. Manifest 3 cuts an entire second from Swift's standard
skill cooldown, significantly increasing her skill uptime. This allows for
much more effective DPS against enemies, which is further
supplemented by Manifest 4’s increase to her standard skill damage
numbers. Your mileage may vary with Manifest 5 however, as it doesn’t
do as much to extend combos as it might seem.

When built, Swift can hang with the best, being competitive with TO
operatives against specific squishy bosses. But as HP numbers
increase, she can start to run out of steam even with the benefit of
additional Manifests.

Pros:

e Decent burst damage
e High mobility

Cons:

e Damage is only good, not great
e DPS drops off sharply once her standard skill charges run out




Vidya - Agave

P

ST A- | The third DPS release to follow Seasun's skill DPS formula pairing a

high-uptime standard ability with a big burst damage tool dependent on

(Hlalaliig) || its own unique resource, Agave unfortunately misses the mark and

Support | B | tends to leave players frustrated when extracting her

otherwise-above-average potential.

Pros:
o Decent sustained damage
e Big burst damage from ult
Parts Break e Strong parts break utility
o Access to Paralyze
Skill DPS

Cons:

e Sustained damage is only good, not great
e Getting maximum damage out of ult requires a lengthy
charge-up




e Dysfunctional S-Energy management gimmick

Read the full review here.

Yao - Winter
Solstice

rF—

ST A+

Mobbing | B+

Support | B

Ballistic DPS

Team
Dependent!

Once one of the best bossing DPSs in the game, Yao unfortunately
sees herself upstaged by contemporary releases.

The highlight of Yao’s kit is actually her synergy with Space Cowboy,
which allows her to consistently pump out high damage shot after high
damage shot by using her active skill, Scorching Sun Awakening. Her
ultimate skill, Searing Resurrection, then proceeds to temporarily give
her a gun that does even more damage while also passively reducing
all damage she takes by 20% while not in her ultimate skill form.

Yao’s spotlight has faded as other powerhouse DPS operatives have
emerged, but she can still hold her own while vaporising enemies with
her ult’s oh-so-satisfying charged shot.

While good even without manifests, manifest 1 sees a massive power
spike from being able to reload her special weapon from Searing
Resurrection. However, she is however highly dependent on Space
Cowboy to reach her full potential and drops to Tier 1 without
either that or manifest 1.

Both neuronics for her active skill and ultimate are very strong
investments. Her support ability neuronics are less important (but still
really good!), as scenarios where you wouldn’t want her as your active
operative are far and few between, anyways.



https://snowbreak.gg/vidya-agave-review/
https://snowbreak.gg/fritia-turbo/










Chenxing - The
Observer

%4l

ST B-

Mobbing | B-

Support | A-

Skill Damage
Support

Healer

Chengxing has an interesting zone control playstyle that unfortunately
falls a bit flat, but can at least provide skill damage buffs to spice up her
otherwise-boring role as a healer.

Her normal ability, Heavenly Law, drops a turret that attacks enemies
and draws aggro. In practice, the turret damage output isn’t all too
amazing and the main use you'll get out of this (if any) is from the
crowd control from tower zaps and by using them as aggro dummies.

Psychic, her support skill, drops a tower like her standard skill, this time
spawning healing pickups. Compared to Yao’s healing, Chengxing’s
heals are chunkier in size, but fewer in amount. This leads to lower
absolute healing, but allows for more freedom in positioning due to the
heal dispenser (which also can attract enemy aggro) yeeting the heal
over to your active operative (the range is quite generous and much
less restrictive than Yao’s band-aid circle). Unlike Yao’s heal,
Chengxing’s support ability also increases the active operative’s skill
damage, essentially trading off some healing for potentially a lot more
damage. This is where most of Chenxing’s usage comes into play, as
her own personal damage isn’t quite up to snuff.

The kit is tied together with Chengxing’s ult, Divine Purification. This
drops a larger turret which again repels enemies, but also buffs up your
existing attack turrets. When upgraded, it does damage on entry and
gives Chengxing chain lightning of her own that ricochets up to five
times. Though with her turrets feeling mostly lacklustre, how much
value you’ll get out of this may vary.

Neuronics allow for her standard and support abilities to further buff up
the active operative’s skill damage by a significant amount, which
means her support skill provides an even larger buff, and when used as
an active operative means that Chengxing’s turrets output even more
damage.

weapon, and not even as good as Strawberry Shortcake. It’s really kind
of awful. All five manifests are meaningful, but she works perfectly fine
without.

Prioritise her support ability neuronics, as you’ll probably be using her
for her support heals most of the time. Her ultimate neuronic can bring




some useful DPS boosts when using her as an active operative, but
not by a huge amount. Her Deiwos passive is generally not worth the
cost to upgrade, as most players will use Chenxing as a support where
she has no S-Energy issues.

Old Trial's Eve was so good, why did they have to rework it...

=\ /
Marian - Swift
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ST B
Mobbing | B-
Support | B-
Ballistic DPS

An exception among the current sniper roster, Swift is a sniper who
does not have to aim.

Her active skill, Cloud Shot, fires a homing shot at an enemy as well as
making the next normal shot lock on as well, allowing for constant
mobility while maintaining DPS. The lock-on also is very useful when
facing more mobile enemies that may be more difficult to otherwise
land effective fire on. Aiming at targets marked by Cloud Shot is still
desirable when opening your combos, as it will lock your next Cloud
Shot cast in turn, creating a self-sustaining series of lock-on attacks.

Swift’s support skill is nothing to write home about, but it's a crowd
control cleanse that also provides some extra mobility.

Wounded Bird, her ultimate, is more important than it might seem. Yes,
it does enough damage to be worth its energy cost, and also provides

ten seconds of extra defence penetration to contribute to DPS after the
fact. But what you really want from this is the free reload it provides so
you can continue your combos.

Her Deiwos passive allows her to ignore a certain amount of enemy
defence when attacking weak points. Free damage is free damage. It
also increases her gun’s magazine size by one, which is always nice.

Ultimately, Marian finds herself with a very strong burst rotation while
she has Cloud Shot charges, but unfortunately one that ends quickly
and leaves her with not a lot to do.

Hitting Manifest 2 is the best cost-to-benefit ratio, though later
manifests are important to helping extend her burst window and
increase its availability. Swift is technically flexible with her weapon
selection, but Horn of the Orca is basically mandatory as its bullet
refunds allow her to extend her damage rotations.

Both neuronics for her active skill and ultimate are useful investments,
while her support skills are more niche and situational in value.

With further investment, Swift sees an increase in rating.




Haru -
Absconditus

P

ST B

Mobbing | S

Support | B+

Skill DPS

Mobbing

Haru trades her ponytail for a sword and dons the Absconditus tactical
suit. She gains strong mobbing power, but loses some of her DPS
uptime against enemies tough enough to survive her initial attacks.

Haru's standard skill is the most important part of her kit, as you'll be
spamming it a lot. Working on a charge-based system, each cast does
three hits of damage to up to five enemies each, doing decent damage
overall. While the ability passively reduces its cooldown when shooting
enemies, you'll definitely want to be getting kills to make the most of its
neuronic that refunds a skill charge after a kill. In all, it's enough to
make Haru a strong mobbing tool for most applications, but beefier
enemies and bosses can definitely lead to a less pleasant experience.

Her support skill is more of the same, actually doing quite a lot more
damage than her standard skill, but on a much longer cooldown. With
neuronics, it can also stun enemies hit, which is also nice.

Should you want more power, you still have Haru's ultimate. On cast, it
does a large area-of-effect slash on enemies, then transforms into the
Body as Blade (BaB) state and gains 50 Victory Points (VP), which are
what you use to maintain BaB, costing one VP per second. While in
BaB, Haru's standard skill doesn’t cost S-Energy, has no cooldown,
and does an additional hit of damage (bringing the total to four per
cast). However, each cast costs two VP, limiting how many uses you
can get out of it. Additionally, you can recast Haru's ultimate while in
BaB to perform an attack similar to the initial ultimate cast, but dealing
way more damage. This costs 15 VP, but can also be recast without
meeting the VP cost, after which you get kicked out of the Body as
Blade state. Neuronics greatly improve the power of the recast,
allowing for standard skill casts to potentially grant a free ult recast,
and each ult recast refunding VP based on the number of enemies hit.

Of particular note is her Deiwos passive, which executes shieldless
enemies below a certain HP threshold scaling with Haru's attack stat.
This greatly helps with finishing off enemies and maintaining standard
skill charges.

It's clear to see that Haru is heavily biased towards clearing crowds,
and she'll happily mob up trash mobs all day. However, when enemy
HP values get higher or the target becomes beefy bosses instead,
Haru can find it harder to find resets and end up waiting on cooldowns
for her skill charges, in which time her gun DPS isn't particularly
impressive. With mobbing becoming a less valuable niche, Haru
struggles to keep up with gun-based damage carries where it matters,
but can still find a place for general use.

Haru's first two manifests offer the most bang for your buck, with the
first allowing you to start missions with a free ultimate and the second
providing an easily-stackable attack boost. The value proposition




becomes much harder beyond that, so stopping at one or two is more
than fine. Haru obviously wants her intended best-in-slot, Psyche-16,
but does well enough with the free Wild Wasp Stinger from the
Fogbound Dream event shop. In particular, the faster-firing
semi-automatic pistols are preferred as they'll allow you generate more
cooldown reduction faster for better skill uptime. Despite this, Star
Ocean is more than fine as a permanently available stand-in,
synergizing well with Haru’s abilities and actually making her a
competitive DPS against the Fiends in Neural Sim.

All of Haru's neuronics are actually pretty useful in their intended roles,
so invest in them based on what you expect to use. For almost all of
you, this means prioritising her standard skill, then ultimate skill, then
finally her support skill if you find yourself using that often.




Fenny - Lionheart
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ST B

Mobbing | B+
Support | B-
Ballistic DPS

Lionheart is a bit of a one-trick pony, but by god if it isn’t a really good
trick.

Queen Bee is a deceptively amazing ability that grants mobility and CC
while also seeing eventual upgrades that grant her a laundry list of
goodies, from more damage and a partial reload to a shield and even
the ability to reset its cooldown. Queen Bee can very usefully also be
cast without a target, providing free mobility to reposition away from a
dangerous area.

Her support skill is useful CC, though her ultimate is quite disappointing
in damage output and too energy-intensive as a CC tool.

But as it turns out, Fenny has quite a high raw attack stat for a four star
operative. This makes her surprisingly good for simply shooting
enemies in the face. Who would have thought?

Useful even without manifests, though manifest 1 makes her quite a lot
more fun. She’s not reliant on a particular weapon, but Tiny Grains has
good synergy with her tendencies to jump right into the thick of things.

Her standard skill neuronics are very strong and worth investing in. The
rest are less so, but you might as well get them anyways to max out
her Deiwos passive for more damage.







Lyfe - Wednesday

ST B

Mobbing | B

Support | B+

CC Support

Wednesday is most simply described as a budget version of her SSR
variant, Wild Hunt. Persistent attack drones sound interesting on paper,
but ultimately do not do enough meaningful damage, nor do they
provide CC like Wild Hunt’'s Frost Wolves.

Her support ability does give her some niche use as Paralyze sources
aren’t super common, which is at least something..

Fundamentally still a decently designed kit with undertuned numbers,
in her current state she’s simply stuck always being worse than her 5*
variants.

Not meaningfully dependent on manifests, but you will get at least
manifest 1 on her no matter what, as the game provides many free
Wednesday shards through career missions. She’s also not reliant on a
specific weapon, but Work-in-Progress is free and really your only good
on-element option, so you might as well stick to that. But realistically
you'll mostly be using her in a supportive role, so take your pick from
the support SMGs the game has to offer.

All of Wednesday’s neuronics are meaningful upgrades, though
neuronics that refresh drone duration can be hard to effectively use
given the lack of a clear indicator on their remaining duration.

Siris - The
Goldfish
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ST B-

Mobbing | C+

Support | B

Ballistic
Damage
Support

The forgetful goldfish packs a punch while also providing strong utility.
However, she does come with caveats in either role, limiting her
ultimate usefulness.

Her normal ability, Initial Coffin, grants Siris 25% damage reduction, but
also allows her to get bonus Kinetic Aptitude on her next attack after
dodging. While the numbers on said echos may not seem very high,
they apply to every pellet fired by her shotgun, which adds up to a
meaningful amount. However, this ability starts its cooldown when the
buff expires and not on cast, leaving you with 10 seconds of uptime
every 25, which isn’t amazing.

Most good operatives have a “killer feature” that makes them valuable
in a team composition. Siris’ is the ability to build a wall, and make the
enemies pay for it. Her support skill deploys a barrier that blocks
enemy fire while still allowing friendly operatives to shoot back. When
upgraded, the wall will additionally provide the 25% damage reduction
from Siris’ normal skill to the active operative after the wall expires,
though you can’t get the bonus Kinetic Aptitude. While shooting
through the barrier will provide said bonus damage, your mileage may
vary at a 30% activation rate. Keep in mind though, the wall is fixed in
place which can reduce its usefulness if you're forced to bail out while




dodging area-targeted attacks. In practice, this skill is of dubious
usefulness, as enemies threatening enough for this skill to be useful
tend to instantly break it, while enemies that can’t are weak enough
that the wall isn’t needed at all.

Finally, Siris’ ultimate is another potent self-buff, granting her a massive
shield while also granting defence reduction, movement speed, and
crowd control resistance. Should you end up not needing all that
shielding, 20% of any left over gets converted into a heal for her. Yet,
this buff only lasts for ten seconds, which really isn’t enough time to
really get value out of the shield and other buffs.

Overall, Siris is a dual-role brawler that tries to do two things and
ultimately isn’t amazing at either. All of her skills come with awkward
drawbacks and most players may find her “killer feature” to be little
more than a gimmick.

Manifest 1 is amazing value, extending the usefulness of her support
skill, but whether you want to push past her inconsistently useful
manifest 2 is up to you. Any Kinetic shotgun will work on Siris, with
luxury options including Tiny Grains for a more offensive role, and
Precious Baby for more defensive prowess. For support applications,
Lapis Lazuli allows her to also provide an attack boost.

All of her neuronics are quite useful, and Siris can be flexibly specced
to reflect what a specific player would want to use her for.







Nita - Hands
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ST C

Mobbing
Support | B-
CC Support

While initially unimpressive, Nita turns out to bring just enough utility
and damage to find herself an occasional spot on team lineups.

Her active ability is a strong close-range CC tool that also allows her to
generate a large amount of personal shielding, while her ultimate and
support abilities are useful CC tools. Combined with all her manifest
and neuronic upgrades, Nita becomes a potent shield tank with high
durability. However, such a role is simply not needed in the game’s
current state, as enemies simply do not deal enough damage for a
main tank to be necessary.

Despite this, her support ability turns out to be quite a useful mobility
tool, with the range on the dash matching or exceeding even that of
Lionheart, and the followup movement speed buff and shield that can
be applied with it are always nice to have.

Does not see any major gameplay strategy changes as she gains
manifests, though her first manifest does provide a way to convert her
shielding into more damage, as well as knock back enemies which can
be useful in cheesing some stages. Not reliant on a specific weapon,
but Precious Baby can further increase her survivability, while Tiny
Grains can provide some offensive utility and Maritime Scout or Lapis
Lazuli will maximise her value as a support.

All of Nita’'s neuronics do provide some use, and you can invest in them
as you wish, depending on what you want.










Haru - “The Ace”

P

ST B- | A clunky mix of abilities leaves Haru with a confusing playstyle that

Mobbing | C- | charged up to have maximal effectiveness, but its long charge time

reaps questionable rewards. Her active skill, Triple Tap, wants to be

Support | B-

means you're giving up non-insignificant gun DPS in exchange for it
unless you can’t hit weak points. Vanishing Phantom, her support

ability, can be used as an execute ability against low-health targets,
and actually is a relative strong point of her kit.

The other relative bright spot in Haru’s kit is her ultimate ability, which
applies a knock-up and provides decently strong followup damage via
her Sword of Oaths on shots hit. However, the split power budget that
adding both a knock-up and a damage buff creates makes this ability
one that tries to do two things and is resultantly not great at either; the
knock-up does not do damage and the zone is not particularly large,
DPS? and the Sword of Oaths has too long of a cooldown to majorly
contribute to DPS, even with her neuronic upgrade.

Does not see any major gameplay strategy changes as she gains
manifests. Prefers Star Ocean, though whether you want to spend
resources pulling this may be questionable at best.

If you are dead-set on using Haru, you'll find that all of her neuronics
have some use, and you can invest in them to suit whatever playstyle
you manage to come up with for her.

Glossary of Terms

AOE Short for Area of Effect. Denotes abilities that can also affect nearby enemies that are not
the primary target.
The act of fighting strong boss-type enemies, or the corresponding role that an operative
might have.
Bossing
See also: mini-bossing, the same concept but applied to less powerful enemies that are
still significantly stronger than average mooks.
ccC Short for Crowd Control. Denotes the ability to temporarily disable an enemy’s ability to
act, or the corresponding role an operative might have.
Short for Damage Per Second. Denotes the ability to output consistent damage, or the
corresponding role that an operative might have.
DPS Different types of DPS exist:
e Break DPS: Specialised in doing large amounts of burst damage during boss fights
where the boss is temporarily downed and vulnerable
e General DPS: all-purpose, good at everything but may not be the best at anything.




e Single Target DPS: large amounts of damage, but in a way that may limit the
number of targets that can be quickly and effectively engaged.

An operative with the role of taking damage for other operatives.

May have sub-specialized roles:
e Off-Tank: Short for Offensive Tank. An operative that is intended to take hits while
Tank also dealing back non-insignificant damage as well.
e Main Tank: An operative intended to be heavily focused on taking damage, often at
the cost of personal damage output.
e Shield Tank: An operative specialised in mitigating damage taken through
the use of shields.

The act of effectively fighting large clusters of enemies, or the corresponding role that an
operative might have.

Mobbing

Changelog

17/07/2023 | Final version using CBT data.

21/07/2023 | First revision based on live release data. Added Ji Chengxing - The Observer (T0.5), Acacia -
Kaguya (T0), and Fritia - Hush (heavily conditional T0.5). Lyfe - Wild Hunt and Lyfe -
Wednesday provisionally both increased in rating to T0.5 and T1, respectively. Adjusted
Frost colour to be less of a flashbang (sorry).

24/07/2023 | Minor analysis revisions.

27/07/2023 | Fritia - Little Sunshine moved down to T1. Marian - Swift manifest recommendations
updated. Other minor analysis revisions.

29/07/2023 | Haru retested. She still isn’t great.
08/03/2023 | Chenxing - The Observer analysis updated.

08/08/2023 | Chenxing - Ethereal Cloud and Siris - The Goldfish both provisionally rated at T0.5.
The two new operatives make their debut to a strong initial impression, with the former
having strong mobbing and the latter providing unique support abilities as well as some
damage of her own.

Marian - Swift lowered from T0.5 to T1.

While initially a strong candidate as a DPS option once properly invested, hands-on
experience has shown that her extended output can’t quite keep up with the other top picks,
and instead is relegated to being a sub-DPS.

Fenny - Lionheart raised from T2 to T1. Fenny - Coronet raised from T0.5 toTO.

After some time to let the meta settle down, it's become clear that shotguns have emerged
as one of the best weapon classes in the game, rivalling or even exceeding snipers in
damage potential. Both Fennys gain greatly from this shift.




11/08/2023

24/09/2023

01/10/2023

Other minor changes in analysis or role designation.

Nita raised from T3 to T2.

While a little late, Nita also has come to benefit from the rising opinion of shotguns.
Combined with new uses that have been found for her abilities, Nita enjoys a well-earned
uptier. Also, putting an operative that at the very least still works in the same tier as Haru
feels wrong.

Minor revisions in analysis or role designation for Chenxing - Ethereal Cloud, Fritia - Hush,
and Fenny - Lionheart. Changed the colour of the document background to be less blinding
for dark mode enthusiasts (again, sorry). If the background colour still looks ugly, let me know
and I'll experiment around with it more.

Chenxing - The Observer lowered from T0.5 to T1.

While initially seeming like a promising option for an alternative DPS playstyle, Chenxing’s
turret damage falls flat. She sees herself relegated to being used for her support skill, joining
her fellow healer Yao - Quiet Quitter in Tier 1.

Siris - The Goldfish lowered from T0.5 to T1.
Siris’ “killer feature” has turned out to be less useful than initially imagined, and her skill
uptime is simply too poor to keep her rating where it is.

Chenxing - Ethereal Cloud raised from T0.5 to TO.

While her base variant has not lived up to expectations, Ethereal Cloud continues to impress.
Carving out a unique niche as a multi-part boss specialist while having respectable mobbing
and sustained DPS means a bump up to Tier O is in order.

Updates to Yao - Winter Solstice, Acacia - Kaguya, Fenny - Coronet, Lyfe - Wild Hunt and
Acacia - Redacted.

Winter Solstice still stands on the top of the DPS totem pole, though she does find herself
with more company these days. Both Acacias have had their reviews updated to more
prominently reflect their contemporary usage as supports rather than active operatives.
Coronet gets an entire rewrite of her review, something that was honestly overdue for a long
time now. The last time that was majorly updated was during CBT! Wild Hunt also receives a
major revamp of her review, as I’'m much more confident in her power levels. While it isn’t
enough to push her up a tier, it is enough to beat the “bad because SMG user” allegations
and earn a more permanent place in Tier 0.5.

Minor edits to Fritia - Hush, Mauxir - Meow, and Marian - Queen of Pain.

Haru - Absconditus provisionally rated at TO0.5.

Haru makes an entrance in her new tactical suit, making a stark departure from her 4 star
variant as a strong mobbing operative (and an actually useful operative overall). However,
she does still present certain weaknesses that may prevent her from being rated as high as
she could be. Further testing will follow.

Enya - Big Sis lowered from T0.5 to T1.

While once a star support for Winter Solstice, the hottest DPS in town, WS no longer being in
a class of one and stronger support options have exposed Enya’s weaknesses that she can’t
cover up with her mediocre active operative performance.



28/10/2023

18/11/2023

Updates to Mauxir - Meow, Yao - Quiet Quitter, and Fritia - Little Sunshine.

Mauxir remains ever the oddball of an operative, and finds new uses thanks to special
gameplay interactions. This doesn’t change her rating, but it does mean an updated write-up
is in order. Meanwhile, now that players have had time to flesh out their rosters, Yao’s usage
as a sniper DPS isn’t as needed anymore, and mainly sees use as a healing support. Her
new write-up reflects this shift. Finally, Fritia’s new rating in Tier 1 has stuck, being a
competent operative but not one that stands out from the crowd of decent supports.

Minor edits to Yao - Winter Solstice, Fenny - Coronet, Acacia - Kaguya, Chenxing - Ethereal
Cloud, Fenny - Lionheart, Siris - The Goldfish, and Chenxing - The Observer.

General revamp of operative role designations. Surely you guys are smart enough to know
that sniper operatives prefer longer ranges and shotgun ops like to be close to enemies,
right?

Haru - Absconditus raised from T0.5 to TO.

Haru’s blade retains its edge and earns herself a spot at the top. While reliant on her first
manifest and a suitable weapon in hand, she proves to be just well-rounded enough to be
more than a highly-effective trash mob cleaner.

Fenny - Coronet lowered from TO to T0.5.

Coronet hasn’t lost any of her bite, but new and stronger DPS options have made her
existing weaknesses harder to overlook. Being stuck with long and frequent reloads hampers
her DPS potential, and her niches have been stolen by Ethereal Cloud and Absconditus.
Coronet no longer meets the bar for entry into TO and is lowered down by one.

Mauxir - Meow raised from T1 to T0.5.

Further testing with the cat reveals strong synergies with top operatives and only more
potential for future utility as time goes on. Being a pocket pick support for three of the four TO
operatives (Kaguya, Ethereal Cloud, Absconditus) means Mauxir gets to hitch a ride on their
rising stars up to T0.5.

Updates to Marian - Queen of Pain.
Marian is in a fine spot, as the standard archetypical sniper operative. Her analysis could use
some extra detail though, so an update is in order.

Minor edits to Lyfe - Wild Hunt and Lyfe - Wednesday.

Added role ratings to operatives to allow for at-a-glance information on an operative’s usage.

Mauxir - Shadow Ka rated at TO.
Surprising nobody, being really good at roiding up the damage output of every top tier gun

damage operative tends to make you a really good support. Mauxir thus gets an exception to
the typical provisional rating period and the ban from TO that comes with it.

Fenny - Coronet raised from T0.5 to TO.
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After a short stay in T0.5, Coronet finds herself back up in TO thanks to the new support for
gun damage operatives. Amarna is great for her damage, and Shadow Ka negates the
traditional weakness of shotgun operatives having limited range.

Marian - Swift raised from T1 to TO.5.

Like Coronet, Swift has also greatly benefitted from recent content additions. Amarna’s
effects apply not just to her gun damage, but to her standard skill as well, which means that
her damage output overall increases a decent amount. The existence of slippery bosses like
Katya (and Esther, to a lesser extent) also means that Swift has a meaningful niche to
compete in.

Updates to Lyfe - Wild Hunt.
Wild Hunt has found new work as a strong support thanks to her support skill's synergy with
Amarna. This pushes her ever closer to TO status, but still not quite.

Minor edits to Acacia - Kaguya.

Haru - Absconditus lowered from TO to TO.5.

The existence of Shadow Ka and Amarna have boosted other competing gun damage
operatives while Haru’s strength remains unchanged. She falls further behind in bossing
power, while her niche in mobbing loses value as average operative strength increases
across the board. Absconditus was always the weakest Tier 0 operative, so it's no surprise to
see her finally drop down into Tier 0.5.

Mauxir - Meow lowered from T0.5 to T1.
The Mauxir experiment hasn’t quite gone to plan. The orbs from her support skill don’t count

for Amarna’s second effect, limiting her value as a support for Ethereal Cloud. She’s still a
great companion to Absconditus, but the post-Amarna game state hasn’t been kind to her
either. There’s definitely still potential in the future, but Mauxir just doesn’t quite have enough
going for her now.

Cherno - Those Two raised from T2 to T1.

Cherno finds new purpose as an analogue to Redacted, providing the ever-useful Slow effect
with a side of mobility. While her active operative ability remains unchanged, her support
power earns her a bump up to Tier 1.

Fritia - Hush standard rating lowered from T0.5 to T2, high investment rating set at T1.
Hush has long been the poster child for a high-investment operative, so it should come at no
surprise that her performance suffers while at a low Manifest level.

Marian - Swift standard rating lowered from T0.5 to T1, high investment rating set at TO.5.
While quite close to being able to have her standard rating unchanged, not having access to
the cooldown reduction from Manifest 3 leaves Swift just barely too slow to keep her spot.

Minor edits to Lyfe - Wild Hunt.
Tess - The Magician rated at T0.5.
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Tess cements her role as the premier U-Energy support in the game, but it's one of limited
usefulness. However, her strong synergy with Yao and Hush lets her pull a Tier 0.5
placement out of her hat.

Katya - Blue Bolt rated at TO.
With two fire modes (one great, one good enough), endless ammo, and strong numbers to

boot, Katya easily slides her way to the top, and looks good doing it too.

Fritia - Hush (High Investment) raised from T1 to T0.5.
With Tess providing Hush all the U-Energy she could ever want, she can finally make her

death laser fantasies into reality and produce shockingly high Neural Simulation scores.
However, her general usability is still not great. This is really the highest that Hush can ever
be rated unless changes are made to her non-Ultimate abilities or she suddenly starts
instantly vaporising bosses.

Expect a bunch of rewrites for older operative analyses in the near future too.
| forgot to update the doc for Skyward Blaze, so I'm adding them all in now. Sorry.

Eatchel - The Cub rated at T1.

Eatchel is by far the best healer you can get your hands on, with both great passive health

replenishment and a massive burst heal. But unfortunately, this isn’t really something that’s
needed in the current state of the game. She can also provide quite a large attack buff from
her ultimate, but its high U-Energy price tag makes it impractical in most scenarios.

Enya - Big Sis lowered from T1 to T2.
| really should have done this a while ago, to be honest. She could have gone down in rating

several months back, as any utility she brought as a support became completely powercrept
by Mauxir - Shadow Ka. Having your entire support gimmick done better by someone else’s
passive ability kinda hurts. She’s still not any better as a DPS either, so she unfortunately
sees a reduction in rating.

Cherno - Enigma rated at TO.
With strong sustained DPS that’s flexible enough to pop mobs and bosses alike, Cherno is a
strong meta pick that allows for a unique approach to combat.

Enya - Exuvia rated at TO.5.

Enya unfortunately finds her usage a little too niche for a Tier 0 placement, but performs
remarkably well within her areas of strength. | expect her to only become more valuable over
time as future releases give her more use cases.

Fenny - Coronet lowered from TO to T0.5.
Time has not been kind to Fenny, as Katya and now Cherno push her further and further

away from the limelight. Her most glaring flaws like reload downtime and a lack of range still
have not been meaningfully solved, especially with how in-demand her range bandaid known
as Mauxir - Shadow Ka is among stronger DPS picks. While once a top three DPS, Fenny
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now struggles to stay in the top five. The last time | kicked Fenny out of Tier 0, she
immediately got new support to put her back up. Will history repeat again? We'll have to see.

Tier 4 added. All previous Tier 2/3 operatives shifted down one tier.
Tier 1 is getting a little cramped, so I've decided to add an additional tier to separate the top
and bottom performers within the tier.

Multiple Tier 1 Operatives Lowered to Tier 2.

Yao - Quiet Quitter: Pure healing utility has only dropped in value as players progress and
reduce their reliance on it.

Lyfe - Wednesday: Basically only used for Paralyze from her support skill, which is in itself a
relatively niche use case.

Siris - The Goldfish: Defensive utility is of lesser importance as most players opt to Kill
enemies faster instead.

Cherno - Those Two: Despite being one of very few operatives who can provide a source of
Slow, she’s arguably the worst among them, and doesn’t provide much else outside of that.

Tier 5 added. All previous Tier 2/3 operatives shifted down one tier.

It really hurts me to do this, but there’s just no getting around it. The newest releases of
Cherno - Enigma, Siris - Ksana, and Lyfe - Infinite Sight (who I've started collectively
referring to as the “three-headed hydra”) put out DPS performance that is on a complete
other level compared to the legacy TO DPS roster. Seasun, what have you unleashed upon
us?

Siris - Ksana rated at TO.

While she does get bested by the more-potent Cherno - Enigma, being close to the peak still
puts you pretty high up at the top.

Lyfe - Infinite Sight rated at TO.

Packing strong damage that hits hard and doesn’t stop, Lyfe reaches her strongest form yet
as she gives Cherno a serious run for her money for top DPS overall if not beating her
outright.

Fenny - Starshine rated at TO.

Were you really surprised? With competitive buffs and more bonus ammo than you can
shake a shotgun at, Fenny easily makes her mark as a must-have support - one that
everyone conveniently gets for free.

Enya - Exuvia raised from Tier 0.5 to Tier 0.

Even though her sub-DPS gimmick hasn't really seen the value where it counts, it turns out
that getting a chunky skill damage buff for basically free is still really good. Being immune to
CC effects while in the safety circle is just the cherry on top as more and more bosses try to
poke you off balance.

Chenxing - Ethereal Cloud lowered From Tier O to Tier 0.5.
Chenxing was the very first DPS to release after the game’s launch, which gave her a long

period of time to make her mark on the game. While she certainly had her strengths (Hela
shredder!), it was her overall versatility and viability in almost any situation that really paid
dividends as one of the best-value pickups of the time.

But nothing good lasts forever, it seems. The release of Katya very quickly had Chenxing
playing second fiddle against anything she couldn’t slap multiple marks on. And with DPS



releases from Cherno onward bursting harder than Chenxing while being able to outsustain
her damage too, her few remaining competitive use cases only highlight how far the original
Brave Squad MVP has fallen.

Katya - Blue Bolt lowered From Tier O to Tier 0.5.
Looking back, | think Katya really got a raw deal. Sure, she was a direct upgrade to Chenxing

in enough cases to put her on top, and having infinite ammo was admittedly a really cool
gimmick. But for as much as people understandably (over)reacted about how “broken” she
was, that time at the top only lasted for just two events. With the release of Realm of lllusion
and Cherno, all of her advantages started to lose their meaning in the face of a 300-stack orb
pop producing the biggest numbers Snowbreak had ever seen. Two DPS releases later, it
was clear that Katya had fallen behind with no way of catching up.

I’'m sure that Katya will continue to be relevant for uh, other reasons. So even if she no longer
has her competitive edge, Katya can at least take solace in the fact that her other charms will
last for quite a while longer.

Yao - Winter Solstice lowered From Tier O to Tier 0.5.
By all accounts, Yao’s enduring presence at the top should not have been possible to begin

with. She was nerfed after CBT, before Snowbreak had yet to even officially release.
Chenxing - Ethereal Cloud had better sustained damage. Haru - Absconditus had better
mobbing power. Hell, Katya - Blue Bolt didn’'t even have to reload.

It didn’t matter. Yao was still onetapping mooks and deleting bosses as fast as anyone else, if
not faster. But some things are inevitable, it seems. Thus it went: Cherno pushed the bar
higher than Yao could ever reach, and the following releases of Siris and Lyfe ensured that it
stayed there. So as the last of the release SSRs finally succumbs to powercreep, you have to
wonder if those flashy new DPS operatives were really worth the devastation they brought to
the meta.

The old queen is dead. And with her, an entire era of Snowbreak.

Multiple Tier 0.5 operatives lowered to Tier 1.
Lyfe - Wild Hunt: There’s something ironic about Lyfe being shown up by her own self. | can

only imagine the monkey’s paw that some unwitting player wished upon as they requested
that Lyfe become a top DPS pick.

Marian - Swift (High Investment): Why would you practically play Marian over Lyfe - Infinite
Sight, who does exactly what Swift does but better and for longer? It's a role assassination if
I’'ve ever seen one. At the very least, Swift was able to go out with a swan song as she got to
be a serious contender one final time with the debut of Katya - Frostcap in Neural Simulation.
Most of the other operatives did not get to enjoy such dignity.

Haru - Absconditus: With new DPS releases that can handle groups of mobs just as easily
as they can delete bosses, the value of having a dedicated mobber only decreases from its
already-questionable state.
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Fritia - Hush (High Investment): After considering all the effort and careful planning
required to produce competitive results with Hush, you start to wonder why you even
bothered when new releases kill things even faster with a fraction of the brainwork.

Most Tier 1 operatives lowered to Tier 2.
Fenny - Lionheart, Acacia - Redacted, and Eatchel - The Cub are unaffected and remain at

Tier 1.

All Previous Tier 2 And lower operatives Ssifted down.

Affected operatives: Yao - Quiet Quitter, Lyfe - Wednesday, Siris - The Goldfish, Cherno -
Those Two, Nita - Hands, Fritia - Hush, Enya - Big Sis, Haru - The Ace.

Notably unchanged ratings

Fenny - Coronet (Tier 0.5): Sometimes all you need is one missing piece, and for Coronet,
it's the bucket of extra ammo that her other self provides. Being able to consistently max out
her Mercy stacks means that she’s once again a decent enough burst threat capable of
express-mailing enemies more lead than they know what to do with. While she likely won’t
ever end up back in Tier 0 as new DPS releases leave her choking on dust, the fact that she
keeps her rating as her peers get demoted is at least some consolation.

Fenny - Lionheart (Tier 1): It turns out that both Fennys (Fennies?) get spared from being
bumped down, with Lionheart getting the thumbs up due to her overall amazing performance
in general content that punches well above her weight.

Acacia - Redacted (Tier 1): Offensive supports are generally more resistant to powercreep
than DPS characters, and the universal value that Slow still provides means that Acacia
keeps her spot. Fritia - Little Sunshine notably does not enjoy this benefit as her support skill
has direct anti-synergy with the bonus ammo from Fenny - Starshine, an arguably superior
support.

Eatchel - The Cub (Tier 1): With recent boss releases being designed to produce longer Kill
times (if only slightly), Eatchel finds a bit more room to properly ramp up and actually
manage to deliver her best-in-class attack buffs.

Vidya - Agave rated at Tier 1.
With a clunky and awkward kit that really only redeems itself by having not entirely terrible
damage numbers, Agave fails to wow the critics.

Eatchel - The Cub (High Investment) rated at Tier 0.5.

Things are looking up for our friend from Yehrus. She’s been finding a place in more and
more lineups for her raw attack buffing power - provided that you’ve been giving her sufficient
attention and the shiny shotgun on her wishlist. The release of a top Kinetic DPS in Lyfe IS
has also given her an extra niche as a Twilight resist shredder as well.

Katya - Dawnwing rated at Tier 1.

While Katya has some truly impressive potential, not a lot of it is available unless you really
invest in her.

Katya - Dawnwing (High Investment) rated at Tier 0.

Once you do put in the effort (and funds) to enhance Katya’s performance, it sure does pay
off.

Marian - Riptide rated at Tier 0.

While more deserving of a T0.5 placement based on her own merits, Marian sneaks into the
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top ratings bracket due to the lack of better skill damage support options available.

Katya - Dawnwing raised from Tier 1 to Tier 0.5.
I might have forgotten that I'm supposed to rate operatives at M2T1. Oops. Apologies, Katya.

Fritia - Turbo rated at Tier 1.

For a speedster, Fritia ironically takes too long to hit her stride and gets left in the dust by
contemporary DPS alternatives.

Siris - Ksana lowered from TO to TO.5.

Siris actually sees herself with a bit of Turbo syndrome of her own, as the lengthy shield

rams required to feed her ultimate leave her damage rotation a bit too slow for top-tier
contention.

Yao - Winter Solstice lowered from T0.5 to T1.
Yao's gradual decline continues as despite all of Fritia - Turbo's shortcomings, even she can

pump out comparable or better damage numbers without the hassle of a high U-Energy price
tag.

Katya - Blue Bolt lowered from T0.5 to T1.

Katya's "jack of all trades" nature served her well while her performance was competitive, but
the existence of modern DPS picks that outshine her while being just as well-rounded means
that her relevant use cases have drastically reduced.

Fenny - Lionheart lowered from T1 to T2.
This has less to do with Fenny's own performance as it is about "making space" for recent

demotions from upstairs with more potent combat capabilities.

Lyfe - Wild Hunt lowered from T1 to T2.
Even with the benefit of modern skill damage supports like Enya - Exuvia and Marian -

Riptide, Wild Hunt still struggles to be a compelling DPS option.

Haru - Absconditus lowered from T1 to T2.
With seemingly every new DPS release having some form of effortless wave clear capability,

Haru's mobbing niche has only become less and less valuable. Even the historical ace up
her sleeve that is her performance against the Fiends has started to come into doubt as new,
faster strategies leave her watching from the sidelines.

Marian - Queen of Pain lowered from T2 to T3.

Like with Fenny - Lionheart, this is more about making space. Given the lack of actual DPS
operatives in the lower tiers, | would take this as just an organisational rearrangement, rather
than an actual demotion.

Mauxir - Meow lowered from T2 to T3.

Mauxir's original version... really hasn't been doing a lot, as her Shadow Ka form hogs the
spotlight. And for all of her weird quirks, none of them have really had a major impact either.

Bubu - The Geomancer rated at Tier 0.5.
Bubu’s made a very strong positive impression, but it still feels too soon to be putting her in
Tier 0. I'm giving her some more time to earn a potential promotion.

Chenxing - Jade Arc provisionally rated at Tier 0.5.
Early testing with Chenxing is very promising, with some high expectations placed on her as
a result. Time will tell if she can live up to them.
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Yao - Nightglow rated at Tier O.

Yao is a much-needed Ballistic specialist to rival even the ever-in-demand Fenny - Starshine.
While her utility doesn’t quite compare to Fenny’s ability to remove the need to reload, she
makes up for it with incredibly potent support buffs to Attack, critical hit, and Ballistic
Damage, exactly the three stats that a Ballistic DPS operative wants. While Yao is famously
not a fan of overtime, it seems that she’s going to be working some long hours in the Neural
Simulation arena and beyond.

Chenxing - Jade Arc raised from Tier 0.5 to Tier O.

Oh, boy. Remember all those high expectations people had for Chenxing? Well, she’s more

than lived up to them. She’s really got it all - strong damage, a flexible damage rotation, and
more burst damage than you can shake an arrow at. Her Ultimate Skill bypassing damage
reduction effects also means that she gets to cheese bosses like the Ni-Type Mechs and
Njall, much to the detriment of the other DPS operative who can do that (more on that later).

She’s not perfect, of course. Her damage rotation does take some time to set up and
execute, which means that less burdened operatives like Lyfe - Infinite Sight and Bubu - The
Geomancer can steal squishy bosses from right under her, and she really does not like
having to hit breakable parts. But if she gets enough time to get going, there’s almost nothing
that can keep up.
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