
Clear time (seconds) 90 Custom HP Particles Time between electro reactions (min 5s) 5.5 This is how long it takes you to clear an Abyss chamber.

Enemy HP particles Default 9 Enemies drop a total of 9 clear particles

Particle RNG Average Change this if you want to have enough ER even when you get unlucky on particle RNG.

Rotation mode Fixed Every character uses skills and bursts on a fixed rotation. Change to "Flexible" for the classic view.

Rotation length 20 How long it takes you to complete one rotation

Character Mualani Kinich Kachina Sethos

Skill cooldown 6 18 0 8 / 0 Skill cooldown is just for reference and does not affect any calculations.

Skill particles generated 4.5 5 4 2 / 0 The number of particles generated by each use of the skill.

Turret particles per second 0 0 0 0 Turrets are skills that generate particles over time, such as Fischl's Oz.

Turret uptime 0% 0% 0% 0%

Skill uses per rotation (primary type) Skill 2 Skill 2 Mounted 2 Press 1 This is the number of times you use a character's skill for each time you use their burst.

Skill uses per rotation (secondary type) Full CA 3 If you use another type of skill, this is how many times you use that type

Feed particles to ally This is who will catch the elemental particles. "Don't Know" counts as off field particles for everyone.

Proportion of particles fed If a character catches some of their own particles and feeds some, this is what percentage is fed.

Favonius triggers per rotation This is the number of times a Favonius effect triggers for each time you use a character's burst.

Bonus non-particle energy per rotation This is flat energy from various sources such as constellations and weapons.

Time on field 50% 20% 20% 10% This is the portion of time a character spends on field. It affects turret and HP particle energy.

Number of rotations between bursts 1 1 1 1 This is how often you use each character's burst. It will typically depend on your team's rotation.

Burst cooldown 15 18 18 15

Burst energy cost (after discount) 60 70 70 60

Total energy recharge needed 142% 159% 178% 363% If you don't use a character's burst, ignore their ER needs and put the rotation length as burst time.

Mualani's Sharky Bites can generate particles once per Skill use. Mualani's C4 restores 8 energy per 
puffer. She will gain 2 puffers per Skill.  Put this in "Bonus non-particle Energy"

Element Hydro Dendro Geo Electro

Particle gen per second from primary skill 0.45 0.50 0.40 0.10 Kinich's Scalespiker Cannon can generate particles once per Skill use. Kinich's C4 restores 5 Energy 
after using Loop Shots or Scalespiker Cannon. Put this in "Bonus non-particle Energy"Particle gen per second from secondary skill 0.00 0.00 0.00 0.00

Particle gen per second from Favonius 0.00 0.00 0.00 0.00

Energy from Mualani 27.00 5.40 5.40 5.40 Kachina generates particles per skill hit. If Nightsoul points are used to move around, she may 
generate less energy. C2 adds skill hits. Add .33 skills if C2.Energy from Kinich 6.00 30.00 6.00 6.00

Energy from Kachina 4.80 4.80 24.00 4.80 If Sethos does not use his burst, switch to fixed rotation mode (cell C5).

Energy from Sethos 1.20 1.20 1.20 6.00

Energy  from HP particles 3.20 2.72 2.72 2.56

Energy from other sources 0.00 0.00 0.00 0.00

Total energy per burst 42.20 44.12 39.32 24.76

Copy or download this spreadsheet to edit it yourself

To enable Advanced Mode, unhide rows 15-26

Made by Zakharov29229 from the KeqingMains discord Raiden Energy Refund
The Energy Recharge Calculator guide is available here

The latest version is available here Burst Talent Level 10

Current version 1.58.2 Raiden ER 220%

Latest version 1.58.2 Energy Returned 22

Abyss version N/A

Flat Energy R1 R2 R3 R4 R5

Amenoma Kageuchi 6 per skill use 7.5 per skill use 9 per skill use 10.5 per skill use 12 per skill use

Katsuragikiri Nagamasa 6 per trigger 7.5 per trigger 9 per trigger 10.5 per trigger 12 per trigger

Kitain Cross Spear 6 per trigger 7.5 per trigger 9 per trigger 10.5 per trigger 12 per trigger This is after the drain; if there is no energy to consume, add 3 flat energy.

Prototype Amber 12 13.5 15 16.5 18

Everlasting Moonglow 0.6 per NA 0.6 per NA 0.6 per NA 0.6 per NA 0.6 per NA

Shimenawa's Reminiscence -15 per skill use

Scroll of the Hero of Cinder CityAdd 6 energy per Nightsoul Burst

Scholar 3 for all bow and catalyst users every time this character gets a particle on-field, with 3s cooldown

The Exile 6 for all party members except the wearer

Character abilities See the character explanation in the bottom of the green section

Normal attacks See the wiki for more information

https://docs.google.com/document/d/e/2PACX-1vTsbs-nboNg8atTMjZxn8e6jnB8slMzw1c0_zdG7j__5b0tTAciNZqCzWpSIP3HVDX6nOKrYqS9862O/pub
https://docs.google.com/spreadsheets/d/1-vkmgp5n0bI9pvhUg110Aza3Emb2puLWdeoCgrxDlu4
https://genshin-impact.fandom.com/wiki/Energy#Energy_Generated_by_Normal_Attacks


Character Element Label 1 Label 2 Label 3 Particles 1 Particles 2 Particles 3 Flat 1 Flat 2 Flat 3 Variance 1 Variance 2 Variance 3 Per second 1 Per second 2 Per second 3 Duration 1 Duration 2 Duration 3 Cooldown 1 Cooldown 2 Cooldown 3 Burst cooldown Burst Energy Burst Discount ER Help (flexible) Help (fixed) Error (flexible) Error (fixed)

Albedo Geo Press 50% 50% 50% 0.30 0.30 0.30 30 4 12 40 Albedo's skill triggers every 2.5s and distributes its particles based on time spent on field. Albedo C1 gains 1.2 energy per E trigger. Put this in "Bonus non-particle energy". Albedo's skill triggers every 2.5s and distributes its particles based on time spent on field. Albedo C1 gains 1.2 energy per E trigger. Put this in "Bonus non-particle energy".

Alhaitham Dendro Projection Attack 1 0% 0% 50% 0.00 0.00 0.00 0 1.5 18 70

Aloy Cryo Press 5 0% 50% 50% 0.00 0.00 0.00 0 20 12 40

Amber Pyro Press 4 0% 50% 50% 0.00 0.00 0.00 0 15 12 40 Feed Amber's particles to whoever will be on field when Baron Bunny explodes. Feed Amber's particles to whoever will be on field when Baron Bunny explodes.

Arlecchino Pyro Press 5 0% 50% 50% 0.00 0.00 0.00 0 30 15 60 Arlecchino's burst resets her skill cooldown. Arlecchino's Normal Attacks reduce her skill cooldown by .8s on hit. Arlecchino's C4 gives her 15 energy on burst. But this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.Arlecchino's burst resets her skill cooldown. Arlecchino's Normal Attacks reduce her skill cooldown by .8s on hit. Arlecchino's C4 gives her 15 energy on burst. But this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Ayaka Cryo Press 4.5 11% 50% 50% 0.00 0.00 0.00 0 10 20 80

Ayato Hydro On field Off field Hybrid 4.5 0 1.5 11% 50% 33% 0.00 0.00 0.00 0 12 12 12 20 80 Ayato's A4 gives him 2 energy per second if he is not on field and has less than 40 energy. Put this in "Bonus non-particle energy". Hybrid Ayato does one attack after each E before swapping out. Ayato's A4 gives him 2 energy per second if he is not on field and has less than 40 energy. Put this in "Bonus non-particle energy". Hybrid Ayato does one attack after each E before swapping out.

Baizhu Dendro Press 3.5 14% 50% 50% 0.00 0.00 0.00 0 10 20 80

Barbara Hydro Press 50% 50% 50% 0.00 0.00 0.00 0 32 20 80 Barbara C1 gains 1 energy per 10 seconds. Put this in "Bonus non-particle energy". Barbara C1 gains 1 energy per 10 seconds. Put this in "Bonus non-particle energy".

Beidou Electro 0 stacks 1 stack Perfect 2 3 4 0% 0% 0% 0.00 0.00 0.00 0 7.5 7.5 7.5 20 80 Beidou's skill type is how many times she gets hit while holding her skill. Beidou's skill type is how many times she gets hit while holding her skill.

Bennett Pyro Press Hold 2.25 3 11% 0% 50% 0.00 0.00 0.00 0 4 6 15 60

Candace Hydro Press Hold 2 3 0% 0% 50% 0.00 0.00 0.00 0 6 9 15 60

Childe Hydro 7-9s melee 11s melee Aimed Shot 3 4 1 0% 0% 0% 0.00 0.00 0.00 0 13 17 3 15 60 If Tartaglia is using ranged burst, put 20 in "Bonus non-particle energy". Use the "Aimed Shot" skill in "Skill uses (other type)" for the number of aimed shots done in ranged form. If Tartaglia is using ranged burst, put 20 in "Bonus non-particle energy". Use the "Aimed Shot" skill in "Skill uses (other type)" for the number of aimed shots done in ranged form. If using ranged burst, put 20 in "Bonus non-particle energy". If using ranged burst, put 20 in "Bonus non-particle energy".

Charlotte Cryo Press Full Hold 3 5 0% 0% 0% 0.00 0.00 0.00 0 12 18 20 80 When enemies marked by Charlotte's skill are defeated, its cooldown is reduced by 2s, up to a maximum of 8s. Charlotte's C4 gives her 2 flat energy for each marked enemy hit by her burst, up to 10. When enemies marked by Charlotte's skill are defeated, its cooldown is reduced by 2s, up to a maximum of 8s. Charlotte's C4 gives her 2 flat energy for each marked enemy hit by her burst, up to 10.

Chevreuse Pyro Press Hold 4 4 0% 0% 0% 0.00 0.00 0.00 0 0 15 15 15 60 Chevreuse's C1 gives 6 energy to any ally with the Coordinated Tactics status that triggers Overload, once per 10 seconds. Put this in "Bonus non-particle energy". Chevreuse's C1 gives 6 energy to any ally with the Coordinated Tactics status that triggers Overload, once per 10 seconds. Put this in "Bonus non-particle energy".

Chiori Geo Press Hold 20% 20% 0% 0.33 0.33 0.00 17 17 16 16 13.5 50

Chongyun Cryo Press 4 0% 50% 50% 0.00 0.00 0.00 0 15 12 40 Chongyun C4 regenerates 1 Energy every time he hits an opponent affected by Cryo, once per 2 seconds. Put this in "Bonus non-particle energy". Chongyun C4 regenerates 1 Energy every time he hits an opponent affected by Cryo, once per 2 seconds. Put this in "Bonus non-particle energy".

Clorinde Electro Press 4 0% 0% 0% 0.00 0.00 0.00 0 16 15 60 Swift Hunt, Impale the Night, C1, and C6 share particle ICD of 2s. This results in 4 particles per skill. Put one Skill use per full Skill uptime used. Swift Hunt, Impale the Night, C1, and C6 share particle ICD of 2s. This results in 4 particles per skill. Put one Skill use per full Skill uptime used.

Collei Dendro Press 3 0% 50% 50% 0.00 0.00 0.00 0 12 15 60 Collei's C1 gives her 20% ER when not on field. This reduces her ER needs by about 10%. Collei's C1 gives her 20% ER when not on field. This reduces her ER needs by about 10%.

Cyno Electro Press (no burst) Press (in burst) 3 1.33 0% 25% 50% 0.00 0.00 0.00 0 7.5 3 20 80 Cyno's skill generates fewer particles during his burst. Cyno's C4 gives all other party members 3 energy per reaction triggered, up to 15 energy. Put this in "Bonus non-particle energy". Cyno's skill generates fewer particles during his burst. Cyno's C4 gives all other party members 3 energy per reaction triggered, up to 15 energy. Put this in "Bonus non-particle energy".

Dehya Pyro Constellation 0 Constellation 2 50% 50% 50% 0.33 0.33 0.00 12 18 20 18 70 Dehya's skill doesn't generate particles while Dehya is using her burst. Dehya's C4 gives her a total of 15 energy per burst. Put this in "Bonus non-particle energy". Dehya's C4 gives her a total of 15 energy per burst. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Diluc Pyro 3-skill combo 3.75 20% 50% 50% 0.00 0.00 0.00 0 10 12 40 One use of Diluc's skill represents a full three-skill combo. One use of Diluc's skill represents a full three-skill combo. One use of Diluc's skill represents a full three-skill combo. One use of Diluc's skill represents a full three-skill combo.

Diona Cryo Press Hold 1.6 4 38% 25% 50% 0.00 0.00 0.00 0 6 15 20 80 Diona C1 gains 15 energy on burst. Put this in "Bonus non-particle energy". Diona C1 gains 15 energy on burst. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Dori Electro Press 2 0% 50% 50% 0.00 0.00 0.00 0 9 20 80 Dori's A4 is already factored in, don't give her flat energy. Dori's C4 means some of your characters may need slighly less ER than recommended. Dori's A4 is already factored in, don't give her flat energy. Dori's C4 means some of your characters may need slighly less ER than recommended.

Emilie Dendro Press Burst -1 0% 0% 0% 0.33 0.00 0.00 22 14 13.5 13.5 50 Only level 1-2 Lumidouce Cases generate particles. As Emilie's Burst replaces her case, you will miss one particle. Only level 1-2 Lumidouce Cases generate particles. As Emilie's Burst replaces her case, you will miss one particle.

Eula Cryo Press Hold 1.5 2.5 33% 20% 50% 0.00 0.00 0.00 0 4 10 20 80

Faruzan Anemo Aimed Shot No Aimed Shot C6 triggers 2 0 0 0% 0% 0% 0.00 0.00 0.50 0 4 6 6 20 80 Faruzan only generates particles when she uses an aimed shot after her skill, or when C6 triggers, with a shared 5.5s ICD. C4 gives her 2-4 energy per skill use or C6 trigger, with no ICD. Faruzan only generates particles when she uses an aimed shot after her skill, or when C6 triggers, with a shared 5.5s ICD. C4 gives her 2-4 energy per skill use or C6 trigger, with no ICD.

Fischl Electro Constellation 0 Constellation 6 50% 50% 50% 0.67 0.67 0.67 10 12 25 25 15 60 The Oz generated by Fischl's burst doesn't count as a skill use. "Skill uses per burst" should be the number of times you summon Oz with the skill (E) specifically. The Oz generated by Fischl's burst doesn't count as a skill use. "Skill uses per rotation" should be 0.5 if you use Fischl burst every second rotation. The Oz generated by Fischl's burst doesn't count as a skill use. "Skill uses per burst" should be the number of times you summon Oz with the skill (E) specifically. The Oz generated by Fischl's burst doesn't count as a skill use. "Skill uses per rotation" should be 0.5 if you use Fischl burst every second rotation.

Freminet Cryo Level 0 (no burst) Level 0 (burst) Level 4 2 1 1 0% 0% 0% 0.00 0.00 0.00 0 10 15 60 Freminet's burst resets his skill cooldown and reduces its cooldown to 3s. His A1 reduces his skill cooldown by 1s if unleashed at level 1-3. His C2 restores 2-3 energy per skill use. Freminet's burst resets his skill cooldown and reduces its cooldown to 3s. His A1 reduces his skill cooldown by 1s if unleashed at level 1-3. His C2 restores 2-3 energy per skill use.

Furina Hydro Salon Members Singer 0% 0% 0% 0.30 0.00 0.00 30 30 20 20 15 60 Furina's C4 gives her 0.8 energy per second while her skill is active. Multiply this by Furina's "time between bursts" and put this in "Bonus non-particle energy" Furina's C4 gives her 0.8 energy per second while her skill is active. Multiply this by the rotation length and put this in "Bonus non-particle energy"

Gaming Pyro Press 2 0% 0% 0% 0.00 0.00 0.00 0 6 15 60 Gaming generates particles when he uses Plunging Attack: Charmed Cloudstrider, with a 3 second ICD. Gaming's C4 adds an additional 2 flat energy per enemy hit. Put this in "Bonus non-particle energy". Gaming generates particles when he uses Plunging Attack: Charmed Cloudstrider, with a 3 second ICD. Gaming's C4 adds an additional 2 flat energy per enemy hit. Put this in "Bonus non-particle energy".

Ganyu Cryo Press 4 0% 50% 50% 0.00 0.00 0.00 0 10 15 60 Feed half of Ganyu's particles to whoever will be on field when the Ice Lotus explodes. Ganyu C1 gives her 2 energy per charged shot. Put this in "Bonus non-particle energy". Feed half of Ganyu's particles to whoever will be on field when the Ice Lotus explodes. Ganyu C1 gives her 2 energy per charged shot. Put this in "Bonus non-particle energy". 

Gorou Geo Press 2 0% 50% 50% 0.00 0.00 0.00 0 10 20 80

Heizou Anemo 0-1 stacks 2-3 stacks Full stacks 2 2.5 3 0% 20% 0% 0.00 0.00 0.00 0 10 10 10 12 40 Heizou gains stacks by triggering swirl reactions or by holding his elemental skill. Heizou's C4 gives him 13.5 energy on burst. Put this in "Bonus non-particle energy". Heizou's C4 gives him 13.5 energy on burst. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Hu Tao Pyro Press 4.8 17% 50% 50% 0.00 0.00 0.00 0 16 15 60 Hu Tao's skill use assumes 2 particle generation triggers. Hu Tao doesn't generally need to burst every rotation. Hu Tao's skill use assumes 2 particle generation triggers. Hu Tao doesn't generally need to burst every rotation.

Itto Geo Press 3.5 14% 50% 50% 0.00 0.00 0.00 0 10 18 70 Itto C2 gives him 6-18 energy on burst, depending on the number of Geo characters in the team. Put this in "Bonus non-particle energy". Itto C2 gives him 6-18 energy on burst, depending on the number of Geo characters in the team. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Jean Anemo Press 2.67 25% 50% 50% 0.00 0.00 0.00 0 6 20 80 16 Jean's burst cost is reduced by 16 due to her A4 passive. Jean's burst cost is reduced by 16 due to her A4 passive. The discount on Jean's burst from her A4 passive is already included and does not need to be in "Bonus non-particle energy". The discount on Jean's burst from her A4 passive is already included and does not need to be in "Bonus non-particle energy".

Kachina Geo Independent Mounted 4 50% 50% 0% 0.33 0.00 0.00 12 20 18 70 Kachina generates particles per skill hit. If Nightsoul points are used to move around, she may generate less energy. C2 adds skill hits. Add .33 skills if C2. Kachina generates particles per skill hit. If Nighsoul points are used to move around, she may generate less energy. C2 adds skill hits. Add .33 skills if C2.

Kaeya Cryo 0 freezes 1 freeze 2+ freezes 2.67 3.67 4.67 25% 18% 14% 0.00 0.00 0.00 0 6 6 6 15 60 Kaeya's skill type is determined by the number of enemies he freezes with his skill. Kaeya's C6 gains 15 energy on burst. Put this in "Bonus non-particle energy". Kaeya's skill type is determined by the number of enemies he freezes with his skill. Kaeya's C6 gains 15 energy on burst. Put this in "Bonus non-particle energy".

Kaveh Dendro Press 2 0% 50% 50% 0.00 0.00 0.00 0 6 20 80

Kazuha Anemo Press Hold 3 4 0% 0% 50% 0.00 0.00 0.00 0 6 9 15 60

Keqing Electro Press C2 proc 2.5 1 20% 0% 50% 0.00 0.00 0.00 0 7.5 12 40 Keqing's C2 can trigger at most once per 5 seconds. Keqing's C2 can trigger at most once per 5 seconds. 

Kirara Dendro Final Kick Collision 3 1 0% 0% 50% 0.00 0.00 0.00 0 8 4 15 60 Kirara can generate up to one collision particle every 4 seconds when using her hold skill, with the first particle being generated immediately Kirara can generate up to one collision particle every 4 seconds when using her hold skill, with the first particle being generated immediately

Kinich Dendro Skill 5 0% 0% 0% 0.00 0.00 0.00 0 18 18 70 Kinich's Scalespiker Cannon can generate particles once per Skill use. Kinich's C4 restores 5 Energy after using Loop Shots or Scalespiker Cannon. Put this in "Bonus non-particle Energy"

Klee Pyro Press 4 0% 50% 50% 0.00 0.00 0.00 0 20 15 60 Klee's A4 gives every team member 2 energy whenever her charged attack crits. Put this in every character's "Bonus non-particle energy". Klee's A4 gives every team member 2 energy whenever her charged attack crits. Put this in every character's "Bonus non-particle energy".

Kokomi Hydro Refresh No refresh 50% 50% 50% 0.33 0.33 0.33 12 12 20 20 18 70 Kokomi's skill type determines whether her burst refreshes her jellyfish. Kokomi's skill type determines whether her burst refreshes her jellyfish. Kokomi's skill distributes particles based on time spent on field. Kokomi's burst refreshes her jellyfish. Kokomi's skill distributes particles based on time spent on field. Kokomi's burst refreshes her jellyfish.

Kuki Shinobu Electro Constellation 0 Constellation 2 Constellation 4 50% 50% 50% 0.30 0.30 0.40 12 15 15 15 15 15 15 60 Kuki Shinobu's C4 triggers 3 times and has a 45% chance of generating a particle on each trigger Kuki Shinobu's C4 triggers 3 times and has a 45% chance of generating a particle on each trigger

Layla Cryo 1 volley 2 volleys 3 volleys 50% 50% 50% 0.11 0.22 0.33 12 12 12 12 12 12 12 40 Layla's C2 gives her 4 energy per volley of shooting stars. Put this in "Bonus non-particle energy". Layla's C2 gives her 4 energy per volley of shooting stars. Put this in "Bonus non-particle energy".

Lisa Electro Press Hold 0 5 50% 0% 50% 0.00 0.00 0.00 0 1 16 20 80 Lisa's C1 gives her 2 energy per enemy hit with her held skill. Put this in "Bonus non-particle energy". Lisa's C1 gives her 2 energy per enemy hit with her held skill. Put this in "Bonus non-particle energy".

Lynette Anemo Press Hold 4 4 0% 0% 50% 0.00 0.00 0.00 0 0 12 12 18 70 Lynette's C4 gives her an extra charge on her elemental skill. Lynette's C4 gives her an extra charge on her elemental skill.

Lyney Pyro Press 5 0% 50% 50% 0.00 0.00 0.00 0 15 15 60 Lyney gets 3 energy whenever he consumes HP using a fully-charged attack. Put this in "Bonus non-particle energy". Lyney gets 3 energy whenever he consumes HP using a fully-charged attack. Put this in "Bonus non-particle energy".

Mika Cryo Press Hold 4 4 0% 0% 50% 0.00 0.00 0.00 0 15 15 18 70 Mika's C4 gives him up to 15 energy per burst. Put this in "Bonus non-particle energy". Mika's C4 gives him up to 15 energy per burst. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Mona Hydro Press 3.33 10% 50% 50% 0.00 0.00 0.00 0 12 15 60 Feed Mona's particles to whoever will be on field when her skill explodes. Feed Mona's particles to whoever will be on field when her skill explodes. Feed Mona's particles to whoever will be on field when her skill explodes. Feed Mona's particles to whoever will be on field when her skill explodes.

Mualani Hydro Skill 4.5 25% 0% 0% 0.00 0.00 0.00 0 6 15 60 Mualani's Sharky Bites can generate particles once per Skill use. Mualani's C4 restores 8 energy per puffer. She will gain 2 puffers per Skill.  Put this in "Bonus non-particle Energy" Mualani's Sharky Bites can generate particles once per Skill use. Mualani's C4 restores 8 energy per puffer. She will gain 2 puffers per Skill.

Nahida Dendro Press Hold 0% 0% 0% 0.36 0.36 0.36 25 25 5 6 13.5 50 Nahida's skill generates 3 particles every 8.25 seconds on average. Nahida's skill generates 3 particles every 8.25 seconds on average.

Navia Geo Press 3.5 14% 50% 50% 0.00 0.00 0.00 0 9 15 60 Navia's C1 gives her 3 flat energy per Crystal Shrapnel stack consumed, up to a maximum of 9. Put this in "Bonus non-particle energy". Navia's C1 gives her 3 flat energy per Crystal Shrapnel stack consumed, up to a maximum of 9. Put this in "Bonus non-particle energy".

Neuvillette Hydro Press 4 0% 50% 50% 0.00 0.00 0.00 0 12 18 70

Nilou Hydro Press 4.5 15 11% 50% 50% 0.00 0.00 0.00 0 18 18 70 Nilou's C4 gives her 15 energy per skill use. Put this in "Bonus non-particle energy". Nilou's C4 gives her 15 energy per skill use. Put this in "Bonus non-particle energy".

Ningguang Geo Press 3.4 12% 50% 50% 0.00 0.00 0.00 0 12 12 40 Ningguang's skill only generates particles if she waits at least 6 seconds between skill uses. Do not include skill uses which do not generate particles. Ningguang's skill only generates particles if she waits at least 6 seconds between skill uses. Do not include skill uses which do not generate particles.

Nobody None 0.00 0.00 0.00

Noelle Geo Press 50% 50% 50% 0.00 0.00 0.00 0 24 15 60 Noelle's burst typically lasts longer than 15 seconds due to hitlag, so you can burst every 20 seconds and still have full uptime. Noelle's burst typically lasts longer than 15 seconds due to hitlag, so you can burst every 20 seconds and still have full uptime.

Qiqi Cryo Press 50% 50% 50% 0.00 0.00 0.00 0 30 20 80 Qiqi's C1 gives her 2 energy per hit with her Herald of Frost. Put this in "Bonus non-particle energy". Qiqi's C1 gives her 2 energy per hit with her Herald of Frost. Put this in "Bonus non-particle energy".

Raiden Electro Press 50% 50% 50% 0.45 0.45 0.45 25 10 18 90 Raiden's burst gives the entire team energy based on Raiden's ER, typically 20-25 energy. Put this in every character's "Bonus non-particle energy". Raiden's burst gives the entire team energy based on Raiden's ER, typically 20-25 energy. Put this in every character's "Bonus non-particle energy". Raiden's burst gives the entire team energy based on Raiden's ER, typically 20-25 energy. Put this in every character's "Bonus non-particle energy". Raiden's burst gives the entire team energy based on Raiden's ER, typically 20-25 energy. Put this in every character's "Bonus non-particle energy".

Razor Electro Press Hold 3 4 0% 0% 50% 0.00 0.00 0.00 0 6 10 20 80 5 45% Don't include Razor's skill uses during his burst, as they don't generate particles. Razor's burst cost is reduced by 5, and his ER needs reduced by 45%, to account for his talents. Don't include Razor's skill uses during his burst, as they don't generate particles. Razor's burst cost is reduced by 5, and his ER needs reduced by 45%, to account for his talents.

Rosaria Cryo Press 3 0% 50% 50% 0.00 0.00 0.00 0 6 15 60 Rosaria's C4 gives her 5 energy when her skill crits. Put this in "Bonus non-particle energy". Rosaria's C4 gives her 5 energy when her skill crits. Put this in "Bonus non-particle energy".

Sara Electro Aimed Shot No Aimed Shot 3 0 0% 50% 50% 0.00 0.00 0.00 0 10 10 20 80 Sara only generates particles when she uses an aimed shot after her skill, even with C2. Sara's A4 gives the party 1.2 energy for every 100% ER she has. Put this in "Bonus non-particle energy". Sara only generates particles when she uses an aimed shot after her skill, even with C2. Sara's A4 gives the party 1.2 energy for every 100% ER she has. Put this in "Bonus non-particle energy".

Sayu Anemo Press Short Hold Full Hold 2 3 6 0% 0% 0% 0.00 0.00 0.00 0 6 6.5 11 20 80

Sethos Electro Press Full CA Partial CA 2 0 0 -10 -20 0% 0% 0% 0.00 0.00 0.00 0 8 0 0 15 60 If Sethos does not use his burst, switch to fixed rotation mode (cell C5). If Sethos does not use his burst, put 0 in "Number of rotations between bursts".

Shenhe Cryo Press Hold 3 4 0% 0% 50% 0.00 0.00 0.00 0 10 15 20 80

Shinobu Electro Constellation 0 Constellation 2 Constellation 4 50% 50% 50% 0.30 0.30 0.40 12 15 15 15 15 15 15 60

Sigewinne Hydro Press Hold 4 4 0% 0% 0% 0.00 0.00 0.00 0 0 18 18 18 70

Sucrose Anemo Press 4 0% 50% 50% 0.00 0.00 0.00 0 15 20 80

Tartaglia Hydro 7-9s melee 11s melee Aimed Shot 3 4 1 0% 0% 0% 0.00 0.00 0.00 0 13 17 3 15 60 If Tartaglia is using ranged burst, put 20 in "Bonus non-particle energy". Use the "Aimed Shot" skill in "Skill uses (other type)" for the number of aimed shots done in ranged form. If Tartaglia is using ranged burst, put 20 in "Bonus non-particle energy". Use the "Aimed Shot" skill in "Skill uses (other type)" for the number of aimed shots done in ranged form. If using ranged burst, put 20 in "Bonus non-particle energy". If using ranged burst, put 20 in "Bonus non-particle energy".

Tighnari Dendro Press 3.5 14% 50% 50% 0.00 0.00 0.00 0 12 12 40

Thoma Pyro Press 3.4 12% 50% 50% 0.00 0.00 0.00 0 15 20 80 Thoma C4 gains 15 energy on burst. Put this in "Bonus non-particle energy". Thoma C4 gains 15 energy on burst. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts.

Traveler (Anemo) Anemo Press Hold 2 3.33 0% 10% 50% 0.00 0.00 0.00 0 5 8 15 60 Anemo Traveler's C2 is ignored, since it appears in their stats screen Anemo Traveler's C2 is ignored, since it appears in their stats screen

Traveler (Dendro) Dendro Press 2.5 20% 50% 50% 0.00 0.00 0.00 8 20 80 Dendro Traveler's C1 is already factored in and does not need to be added to "Bonus non-particle energy". Dendro Traveler's C1 is already factored in and does not need to be added to "Bonus non-particle energy". Dendro Traveler's C1 is already factored in and does not need to be added to "Bonus non-particle energy". Dendro Traveler's C1 is already factored in and does not need to be added to "Bonus non-particle energy".

Traveler (Electro) Electro Press 1 0% 50% 50% 0.00 0.00 0.00 0 13.5 20 80 Electro Traveler's skill generates 12 energy. Their burst gives about 16 energy. Put these in the "Bonus non-particle energy" of whoever uses them. Also consider the amulet ER bonus. Electro Traveler's skill generates 12 energy. Their burst gives about 16 energy. Put these in the "Bonus non-particle energy" of whoever uses them. Also consider the amulet ER bonus.

Traveler (Geo) Geo Press 3.33 10% 50% 50% 0.00 0.00 0.00 0 6 15 60 Geo Traveler's burst gives 5 energy per enemy hit. Put this in "Bonus non-particle energy". Geo Traveler's burst gives 5 energy per enemy hit. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts. Geo Traveler's burst gives 5 energy per enemy hit. Put this in "Bonus non-particle energy". Geo Traveler's burst gives 5 energy per enemy hit. Put this in "Bonus non-particle energy".

Traveler (Hydro) Hydro Press Hold 3.33 3.33 10% 10% 50% 0.00 0.00 0.39 0 10 10 20 80 Hydro Traveler's C1 gives 2-8 energy when holding the elemental skill. Put this in "Bonus non-particle energy". Hydro Traveler's C1 gives 2-8 energy when holding the elemental skill. Put this in "Bonus non-particle energy".

Venti Anemo Press Hold 3 4 0% 0% 0% 0.00 0.00 0.00 0 6 15 15 60 15 Venti's burst cost is reduced by 15 due to his A4 passive. It also gives energy to any characters of the element absorbed by the burst. Put this in those characters' "Bonus non-particle energy". Venti's burst cost is reduced by 15 due to his A4 passive. It also gives energy to any characters of the element absorbed by the burst. Put this in those characters' "Bonus non-particle energy". The discount on Venti's burst from his A4 passive is already included and does not need to be in "Bonus non-particle energy". The discount on Venti's burst from his A4 passive is already included and does not need to be in "Bonus non-particle energy".

Wanderer Anemo 8-10s uptime 6-8s uptime 4 3 0% 0% 0% 0.00 0.00 0.00 0 6 15 60 If Wanderer absorbs Electro with his skill, he will gain approximately 13 energy per skill use. Put this in "Bonus non-particle energy". If Wanderer absorbs Electro with his skill, he will gain approximately 13 energy per skill use. Put this in "Bonus non-particle energy".

Wriothesley Cryo NA during skill Vaulting Fist 1 1 0% 0% 0% 0.00 0.00 0.00 0 2 5 15 60 Wriothesley generates 1 particle on-hit from his normal attack during his skill if above 50% HP with a 2s ICD. Rebuke: Vaulting Fist shares this ICD and will generate 1 Elemental Particle on-hit. Wriothesley generates 1 particle on-hit from his normal attack during his skill if above 50% HP with a 2s ICD. Rebuke: Vaulting Fist shares this ICD and will generate 1 Elemental Particle on-hit.

Xiangling Pyro Press 0% 0% 0% 0.50 0.50 0.50 8 12 20 80 Xiangling's Guoba is assumed to hit 4 times. If you want to assume it only hits twice, count that as 0.5 skill uses. Gouba's particles are distributed based on time spent on field. Xiangling's Guoba is assumed to hit 4 times. If you want to assume it only hits twice, count that as 0.5 skill uses. Gouba's particles are distributed based on time spent on field.

Xianyun Anemo Press 5 0% 0% 0% 0.00 0.00 0.00 0 12 18 70 Xianyun generates particles when using her special plunge attack, Driftcloud Wave, after using her skill. Xianyun generates particles when using her special plunge attack, Driftcloud Wave, after using her skill.

Xiao Anemo Press 3 0% 50% 50% 0.00 0.00 0.00 0 10 18 70

Xilonen Geo Press 4 0% 0% 0% 0.00 0.00 0.00 0 7 15 60 Xilonen can trigger Nightsoul Burst an additional time due to her A4 passive. Add 6 flat energy per Skill if using Scroll. Put this in "Bonus non-particle energy".

Xingqiu Hydro Press 5 0% 50% 50% 0.00 0.00 0.00 0 21 20 80 Xingqiu's C6 gives him 3 energy on every third Sword Rain trigger, typically 12 energy in total. Put this in "Bonus non-particle energy". Xingqiu's C6 gives him 3 energy on every third Sword Rain trigger, typically 12 energy in total. Put this in "Bonus non-particle energy". Divide this energy by the number of rotations between bursts. Xinqiu's elemental skill (E) has a 21 second cooldown. With Sacrificial Sword, it's effectively 22 seconds due to cast time. Xinqiu's elemental skill (E) has a 21 second cooldown. With Sacrificial Sword, it's effectively 22 seconds due to cast time.

Xinyan Pyro Press 4 0% 50% 50% 0.00 0.00 0.00 0 18 15 60

Yae Miko Electro 3 totems 0% 0% 0% 0.36 0.36 0.36 14 4 22 90 One use of Yae's skill represents all 3 totems. Yae generates a particle once per 2.5-3s, 2.75s is assumed as average. Yae's C1 gives her up to 24 flat energy. One use of Yae's skill represents all 3 totems. Yae generates a particle once per 2.5-3s, 2.75s is assumed as average. Yae's C1 gives her up to 24 flat energy. One use of Yae's skill represents a full three-totem combo. One use of Yae's skill represents a full three-totem combo.

Yanfei Pyro Press 3 0% 50% 50% 0.00 0.00 0.00 0 9 20 80

Yaoyao Dendro Press Hold 0% 0% 0% 0.50 0.50 0.00 10 10 15 15 20 80 Yaoyao's C2 gives her 15 flat energy if she stays on field during her burst. Put this in "Bonus non-particle energy". Yaoyao's radishes only generate particles if the explosion hits an enemy. Yaoyao's C2 gives her 15 flat energy if she stays on field during her burst. Put this in "Bonus non-particle energy". Yaoyao's radishes only generate particles if the explosion hits an enemy.

Yelan Hydro Press 4 0% 50% 50% 0.00 0.00 0.00 10 18 70

Yoimiya Pyro Press 4 0% 50% 50% 0.00 0.00 0.00 0 18 15 60 Yoimiya Skill can sometimes make 5 particles. If you want to assume this put 1.25 in Skill uses. Yoimiya Skill can sometimes make 5 particles. If you want to assume this put 1.25 in Skill uses.

Yun Jin Geo Press Level 1 Level 2 2 2.5 3 0% 20% 0% 0.00 0.00 0.00 0 9 9 9 15 60

Zhongli Geo Press Hold Miss pillar 50% 50% 50% 0.25 0.25 0.25 30 30 0 4 12 12 12 40 Zhongli's pillar is assumed to hit on every pulse, and distributes its particles based on time spent on field. If you don't want the pillar to hit, put "miss pillar". Zhongli's pillar is assumed to hit on every pulse, and distributes its particles based on time spent on field. If you don't want the pillar to hit, put "miss pillar".

This is the average particles generated by the skill type in Label 1This is the average particles generated by the skill type in Label 2This is the average particles generated by the skill type in Label 3 This is equal to (maximum particles generated - average particles generated)/(average particles generated) for non-turret effects. For turrets, it's 50% if there's particle RNG and 0% otherwise. Bolded entries don't fit the standard formula. Used in safe/worst-case calculations.This is the average particles generated per second from turrets (effects that generate particles periodically over time)This is the duration of a turret effect The cooldown of the skill (not the ICD of particle generation, that goes in help) This is a constant discount to burst or flat energy generated on burst that is always applied. It's generally an A1 or A4, not a constellation effect.This is if a character has an effect that gives them extra ER temporarily. It's equal to the average amount of ER given over a typical rotation.This is the help text in the bottom-right. It's shown when the rotation mode is flexible. This is the help text in the bottom-right. It's shown when the rotation mode is fixed. This is the error text that appears in place of the help text when an error occurs.
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HP Particles Dropped Energy Collected

Chamber _Clear _Anemo _Cryo _Dendro _Electro _Geo _Hydro _Pyro Clear Anemo Cryo Dendro Electro Geo Hydro Pyro None Description

Default 9 0 0 0 0 0 0 0 18 18 18 18 18 18 18 Enemies drop a total of 9 clear particles

No Particles 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 Enemies drop no particles

Custom 9 0 0 0 0 0 0 0 18 18 18 18 18 18 18 Enter the number of clear particles dropped by enemies

0 0 0 0 0 0 0 Enemies drop a total of 

0 0 0 0 0 0 0 Enemies drop a total of 

0 0 0 0 0 0 0 Enemies drop a total of 

0 0 0 0 0 0 0 Enemies drop a total of 

0 0 0 0 0 0 0 Enemies drop a total of 

0 0 0 0 0 0 0 Enemies drop a total of 

Edit this section with the total particles generated on each chamber half Don't edit this section

12-1-1

12-1-2

12-2-1

12-2-2

12-3-1

12-3-2

Put these labels in A6:A11 if you add abyss particle information. I've stopped doing this due to effort



1.58.2

Fixed Xilonen skill CD

1.58.1

Added Xilonen note

1.58.0

Added Xilonen and Scroll note

1.57.0

Added Kinich

1.56.1

Changed Mualani and added Kitain note

1.56.0

Added Kachina and Mualani

1.55.1

Changed default rotations per burst from 0 → 1

1.55.0

Added Emilie

1.54.0

Added Sigewinne

1.53.0

Added Sethos

Added functionality for skills to generate flat energy, this is used by Sethos and Nilou C4.

Added the option of 0 rotations between bursts for characters that do not use their burst; this is only really useful for Sethos.

1.52.1

Changed Alhaitham and fixed Clorinde CD

1.52.0

Added Clorinde

1.51.3

Added Yoimiya note

1.51.2

Fixed some error highlighting

1.51.1

Fixed mislabeling of previous version

1.51.0

Added Arlecchino

1.50.1

Changed Chiori particle variance

1.50.0

Added Chiori



1.49.2

Fixed particle distribution for turret skills used as secondary skill

1.49.1

Fixed typo on Gaming's note. Previous note said energy on C2

1.49.0

Added Gaming and Xianyun

1.48.0

Added Chevreuse

1.47.1

Changed Furina's particle generation to account for procs not lining up perfectly with ICD

1.47.0

Added Navia

1.46.0

Added Furina and Charlotte

1.45.0

Added Wriothesley

1.44.0

Added Neuvillette

1.43.0

Added Freminet

Fixed Faruzan particle variance and updated help text

1.42.1

Fixed Hydro Traveler particle data

1.42.0

Added Lyney, Lynette and Hydro Traveler. Hydro Traveler particles are uncertain and may be updated based on further information.

1.41.2

Fixed bug which didn't allow selecting "don't know" as feed target

1.41.1

Added Dehya C2 effect

1.41.0

Updated Abyss HP particles for version 3.7

1.40.0

Added Kirara

1.39.0

Added Baizhu and Kaveh

Updated abyss HP particles to 3.6

1.38.4



Fixed variance calculations for turret skills

1.38.3

Removed variance from Nahida particle generation

1.38.2

Fixed bug in fischl calcs for 0 skill uses

1.38.1

Fixed bug related to using two different kinds of turret skills on the same character

1.38.0

Added Mika with estimate of particle generation, may be updated based on further information

Updated some help text for fixed rotation mode

Added link to ERC guide

Added Childe as another name for Tartaglia

1.37.0

Added a choice to use either fixed rotation mode or flexible rotation mode. This is a big change and may have introduced bugs.

Fixed some bugs in advanced mode

Updated abyss HP particles for 3.5

1.36.0

Added Advanced Mode. Enable this by unhiding rows 14-25

Rewrote energy calculations. This shouldn't have any effect unless you use advanced mode, but may introduce bugs.

1.35.0

Fixed a bug in the previous bugfix

1.34.0

Fixed a bug in calculating the particles caught by a character who feeds only some of their particles

1.33.0

Added Dehya

Added "Don't Know" option for particle feeding

Rewrote energy calculations. This shouldn't have any effect, but may introduce bugs.

1.32.1

Fixed incorrect enemy particle data

1.32.0

Removed error highlighting when Raiden doesn't have flat energy (hyperbloom teams don't usually use raiden burst)

Updated enemy HP particles for 3.4 abyss

1.31.0

Reduced Alhaitham particle generation from 7 to 6 based on further testing

1.30.0

Added Alhaitham and Yaoyao

1.29.0

Fixed bug in Fischl particle generation

1.28.0

Fixed bug in turret particle generation



1.27.0

Fixed bugged Faruzan C6

Updated Abyss to 3.3

1.26.2

Updated Faruzan C6 to work as a turret

1.26.1

Added Faruzan C6 proc partile gen

1.26.0

Added Wanderer

Added Faruzan

1.25.0

Added Layla

Fixed some incorrect particle values

1.24.2

Added HP particle info for 3.2 abyss

1.24.1

Added more options for Tartaglia

1.24.0

Added Nahida

1.23.0

Added Nilou

1.22.3

Fixed bug with Dori

1.22.2

Fixed bug with particle feeding

1.22.1

Fixed bug with Dendro Traveller

1.22.0

Added Cyno and Candace

Allowed for the use of two different skill types (e.g. Kazuha doing 1 press and 1 hold)

1.21.2

Fixed bug in particle feeding menu

1.21.1

Fixed Diona and Yae particle generation in safe and worst-case scenarios

1.21.0

Added Dori

1.20.3

Automatically calculate Dendro Traveler C1 flat energy



1.20.2

Added Kuki Shinobu C4 particle generation

1.20.1

Fixed dendro not working with electro resonance

1.20.0

Added Collei, Tighnari, Traveler (Dendro)

1.19.2

Added missing skill cooldowns to some alternate skill uses

1.19.1

Fixed formatting issues when downloading as Excel spreadsheet

1.19.0

Updated to 2.8 abyss

1.18.1

Added Heizou C4 to help text

1.18.0

Added Heizou with particles based on data mine

Updated Kuki Shinobu particles to 45% chance based on data mine

1.17.2

Added Klee help text

Added Kuki Shinobu as a synonym for Shinobu

1.17.1

Fixed description of abyss HP particles

1.17.0

Added Shinobu

1.16.0

Updated to 2.7 abyss

1.15.0

Added Yelan

1.14.2

Updated help text

Added guide link

Added table of flat energy sources

Fixed Fischl particle generation

1.14.1

Fixed error highlighting

1.14.0

Corrected an error in the abyss HP particles for 12-1-2

1.13.1



Updated Sara and Sayu skill options

1.13.0

Updated abyss HP particles for version 12.6

1.12.0

Added option to select "Nobody" so you can have 1-3 character teams. This includes increased energy received from off-field particles

Fixed error when changing character results in invalid particle feeding

Added error message when Yae uses her skill 3 times (one skill use represents 3 totems)

Fixed incorrect error highlighting

1.11.1

Added "hybrid" option to Ayato

Fixed missing skill cooldown for off-field Ayato

1.11.0

Added Ayato

Changed how calculations are displayed in the bottom section

1.10.2

Added abyss particles for new abyss

1.10.1

Removed abyss particles. Will be updated for new abyss shortly

1.10.0

Added Yae Miko

1.9.0

Fixed bug in 4th character field time calculations

1.8.0

Fixed bug in Kokomi ER calculations

Fixed bug which didn't allow feeding favonius particles from a turret character

1.7.0

Added changelog

Added abyss chambers to enemy HP particle selection

Replaced "press/hold" with character-specific skill types

Added particle RNG setting


