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Skill Name
Heavy Artillery

Coaxial Machine Guns

Firepower Synergy

High- Energy Particle Beam

Tactical Weapon

EMP Grenade

' Skill Description

Fire a large-caliber shell at enemy units, dealing 80% heavy weapon damage in a radius of 2.5.

- Tech Lv3: deal 100% heavy weapon damage instead

- Tech Lv9: increase radius to 4, damage has additional armor reducing effect on armored units
(reduce armor by 20% for 15 seconds, stacking up to 3 times).

2 machine gun turrets each fire and deal 60% damage to enemy units that come within range while
prioritizing the closest unit.

- Tech Lv6: attacks have a 20% chance of triggering a 10% slow effect for 3 seconds.

- Tech Lv13: attacks on slowed targets deal 20% more damage.

When a heavy weapon deals damage to its target, it applies a marker on the target for 10 seconds,
stacking up to 3 times. When a light weapon attacks the same target, the marker will be triggered,
dealing an additional 10 points of damage that ignores armor.

Fire a laser, dealing 80% damage that scales with Dummy-Links to enemies along its trajectory.
- Tech Lv6: laser also reduces non-armored units' accuracy by 50% for 3s (blinding effect)

- Tech Lv13: creates an interference zone along the beam, dealing 20% continuous damage to
targets standing within the zone every 0.33 seconds, while also reducing their evasion and armor
by 10%, stacking up to 3

Tap skill to switch between melee and ranged modes.

- Tech Lv3: When this unit kills an enemy, gain a charge that increases damage by 1% for every
2.5% of HP lost, lasting 5 seconds and stacking up to 3 times.

Melee: Switch to wielding a tachi. Reduce attack speed by 50%; execute a 3-hit attack that deals
120%, 120%, and 160% damage to the nearest target. Increase armor-piercing by 100 points and
critical rate by 40%.

- Tech Lv3: After every 3 attacks, the next attack deals additional damage that equals 5% of the
target's lost HP (capped at 50000).

Ranged: Machine Gun Mode. Prioritize attacking the enemy unit with the highest HP, dealing 2
instances of 100% normal damage.

- Tech Lv3: When in ranged mode, the attack after every 3 attacks deals an additional 300%
damage that can crit and ignores armor and force fields.

- Tech Lv6: Every critical hit applies an additional EM marker. Remove the "When in ranged mode"
condition above.

Throw an EMP grenade at the target, dealing 250% light weapon damage that can crit in a radius.
of 4 and electrocuting a unit within the target area every 3 seconds for 15 seconds. The
electrocuted unit takes 200% light weapon damage that can crit, is stunned for 0.5 seconds, and is
given an EM marker, stacking up to 5 times.

Technical Notes

Nearest targeting, linksplash, 100% pierce, affected by amp skills
Armor debuff only applies to armored enemies (based on checking stats), stacks multiplicatively.

2 separate bullets that target the same nearest enemy
The 20% chance is rolled per bullet, slow does not stack. Slow is actually guaranteed at tech Lv13.

Marker only requires enemy to be in the heavy weapon's attack radius, the attack does not have to
land.

Marker is only applied/triggered by the tank's built-in weapons.

The 10 damage ignores armor/eva and benefits from amp skills.

Targets highest current HP, linksplash, ignores armor but not eva, applies 100% pierce
Laser's pierce extends out 50 units out and is 3 units tall

Blinding only applies to unarmored enemies (based on checking stats), does not stack
Interference zone also applies 100% pierce, armor/eva debuffs stack multiplicatively.

FP buff on kill is equivalent to 0.4%*(# Markers) per 1% HP lost. Can technically be cleansed but
buff is reapplied every 10f while a marker exists.

Melee mode:

- Requires having an enemy within 4.5 units of the mech.

- Nearest targeting, 125 RoF cap, 3f between each hit, benefits from amp skills.

- 100 AP and 40% crit rate buffs are additive

- 50% RoF debuff also affects the mech's heavy weapons (convert Reload to RoF first).
- Additional damage from melee mode ignores FS and HP shields.

Ranged mode:
- Highest current HP targeting, 150 RoF cap, benefits from amp skills.
- 3x FP attack is as described, targets highest current HP, does not linksplash or ignore eva.

Highest current HP targeting, linksplash, ignores armor/eva, does not benefit from amp skills.

Summons an invisible entity upon dealing the 200% light weapon damage.

- This entity has 50 MSpd and will not slow you down.

- Self-destructs after 15s.

- Stun is not i iate, starts 3s after and retriggers every 3s after.

- Electrocution damage is linksplash and ignores armor/eva, does not benefit from amp.
- Stun is a regular stun that does not bypass immunity.




Category Name [Description Technical Notes
(Amplifcation 220183 Lightheavy debuft. Debuffs: . Stun, Vuin Marker, Burning
Amplfication 770037 Lightheavy units.
Ampification 770104 Emergency Amplifcation The lower the MA's HP, Damage 50% Rechecked every 15, every 1% HP lost = 0.5% more FP. Formuia (49048,
Ampification 770040 KCCO Amplification Lightheavy weapon damage is increased by 10% against KCCO enemy units.
Ampification 770114 Marker Amplification Every 3 seconds, apply a permanent marker (0 the enemy with the highest HP value that s not capped on  First applied at 35, not 05
markers. Maximum number of markers is 10. Each marker increases damage taken by 10 poins; Highest HP, tiebreaking by highest number of markers.
Marks do not expire, applied via fix_damage, not reduced by FS.
Ampification 770039 Parac ificat Lightheavy increased by 10% against Paradeus enemy units.
Ampification 770041 SF Amplification Lightieavy weapon damage is increased by 10% against SF enemy units.
Control 770093 Heavy Weapon Weakening \When a heavy weapon hits an enemy, inflct the target with a randor stat debuff of 20% for 5 seconds.  Debuffs applied are FP/EvalAGo/RoF/MSpd/Ar, see chart fo right for chances. This i because MICA forgot
10 account for the factthat rols e done sequentially nstead of simultaneously. Formuia id2327.
Control 770092  Light Weapon Weakening [Each time a light weapon aftacks, there is a 50% chance to infict an enemy without any debuffs witha  Debuffs applied and considered for targeting are EvalAcc/RoF/MSpd/FP/AM, equal 16.8% chance of each.
random stat debuff of 20% for 5 seconds. i how did ie rolk i 149042
Control 770028 Malfunction Stun \Whenever an enemy unit s at least 4 types of debuffs, it will be stunned for 3 seconds, and ts debus will Rechecked every 15f, considers multipicative FP/EvalAcc/RoF/MSpd/Armor debufs only (types, not
be cieansed. stacks). "Atleast 4" s correct Seems (0 be a special stun that bypasses immurity on non-bosses (buff
15033). Stun only lasts  few frames for some reason, making this horible. Formula id9055.
Control 770100 Pre-empive Suppression At the start o batte, knockbac al enemy units by 5 units, and by 50%for O 1 unit, not 5
3 seconds.
Control 770026 Random Weakening Every 8 seconds, inflts 3 random enemy uns with 2 stat debus of 20% for 5 seconds. First appled at 8s, not 0s. Debuffs applied are /Acc/RoF/MSpd/FP/AMm, equal 16.8% chance of each. Again,
MICA remembered that rols are sequential. Formula idg014
Control 220182 Stun Attack [Each attack from any heavy weapon has a 10% chance of stunning the target for 2 seconds. This effect  Seems to b a special stun (buf 5174). "Cannot be triggered repeatedly” means that the stun has to expire
cannot be tiggered repeatedly: before it can be applied again. Per damage instance, not per atack
Control 770030 Stun Penalty Stunned enermies receive 30% more damage. Rechecks every 5, debufflasts 101, categorized as a damage reduction buff(ype 110) instead of a debuf.
Control 770032 Stunned and Exposed Stunned enermies have their evasion decreased 0 0. Rechecks every 51, debufflasts 101
Control 770034 Stunned SelfDestruct Whenever an enemy unit exits sun status, it receives 2000 point of linksplash damage. Ignores amor/eva, does not work with Malfuncion Stun
Defense 770024 MAR: Than 200 points of HP shields, any stat debuffs are cleansed. Rechecked every 11
Defonse 770109 Emergency Shield Every 8 seconds, grant the MA an HP shield of 10% of the MAs lost HP.
Dofonse 770091 Heavy Weapon Shield When a heavy weapon hits an enemy, grant the MA a 10-point HP shield, lasting 5 seconds. Shield s guaranteod per damage instance, stacks p 1o 99 times.
Defonse 770090 Light Weapon Shield [Each attack from any light weapon has a 30% chance of granting a 10-point HP shield to the MA, lasting 5 Stacks up 1o 99 times. Shield is p . not p (1 roll oven or
seconds. hits multplo imes).
Defonse 770107 Meleo Threat Al enermies within 5 units of the MA have their Damage and Evasion
Defense 770096 Mobbed Damage Reduction For every enemy group within 5 units of the MA, gain 6% Damage Reduction, capped at 30% Rechecked every 151. Formula i49046.
Defense 770014 Pre-emplive Shield |Atthe start o battl, grant a 10% Max HP shield to the MA.
Defense 770016 Shield Deflection \Whenever the MA has HP shields, damage taken is reduced by 20% Classified as a standard damage reduction buff (type 110).
Defense 770019 . lig ipon damage is increased by 10%.
Heavy Weapon 220173 Ant-Armor y is increased by 20% against ‘Checks via actual armor stat instead of tag
Hoavy Weapon 220181 Anti-Dummy-Linked Unit Specialzation. |Heavy isi gainst Based on dummy links at time of impact.
Heavy Weapon 220175 y is Based on the "armored machine" and "normal machines categores in the index.
Heavy Weapon 220167 Eite Strke Every 1o o cnamy et un s Kk, ncrsase heavy weapon dariageby 10% or 5 ssconds, stacking  Sacks mutpcatvoly
up to 3 imes
Heavy Weapon 220185 Heavy P % Stacks additively withiself (ex: 2 heavy weapons s 1.1 not 1.05%2). Counts the 1 built-one heavy weapon
Heavy Weapon 220180 Weak Point Targeting  gamage nsance fom a pon nflcts 5% the target for 6 seconds, stacking  Categorized as a damage reduction buff(ype 110) nstead of a debuf.
up t02 times
Ught Weapon 770038 Anti-Dol Specialization Light weapon damage is increased by 20% against Dol-ype ener Based on the "armored ol and “normal dol”categories in the index
Light Weapon 770036 izati L increased by 20% against (Ghecks via actual armor stat instead of tag
Light Weapon 770113  Light Weapon Support Each equipped light weapon increases light weapon damage by 5% ‘Stacks additivly with tsel (ex: 2 ights weapons s 1.1 not 1.05"2). Counts the 1 buitn light weapon.
Light Weapon 770106 Melee Strke from a light weapor 1110% light weapon damage to enermies  Per attack, not per damage instance
within 3 units behind the target,
Light Weapon 220187 Rapid Enhancement Light weapon damage is increased by 15%, while the MA's armour and evasion are decreased by 10%.
Light Weapon _ 770125 Single-Target Specialzation L increased by 20 Dummy Links. Based on dummy inks at ime of impact
Specil 770084 Charge Conversion Each i the WAoceives an sk, hrs i 2 20% chanca o gai 1 Laser Charge and 10% amour The  Sacks mulfpcatholy.
armour bufflasts 3 seconds and stacks up to 3 imi
Special 770081 Heavy Weapon Charge When ahavy weagn his an enemy gan 2 P marcrar stam e v enamyS Daase oy o oseweruac
for
Special 770045  Heavy Weapon Detonation \When a heavy weapon fits an enemy, give the target 2 Detonation Markers (up to 10 stacks tota),
Special 770082 Light Weapon Charge Each time a light weapon attacks, gain 2 points of Laser Charge. When 100 points of Laser Charge are
accumulated, fire a laser, dealing 200% linksplash damage to enermies in a straigh line i front of the MA,
then ciear al points of Laser Charge.
special 770046  Light Weapon Detonation T B S B g ST B I 1
E
Special 770047 Marked Detonation Every 8 seconds, cachenamy i recives 200 point of Inksplas damage for cach Detonaton Marker - Sats a 0s inslad of 65

Ihas, and then clears il Detonation Markers
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Stat \ Rarity Special* White* Blue Green Gold
Heavy FP 24 28 33 38 48
Light FP 24 28 33 38 48
Reload 8 9 11 12 16
Precision 16 19 22 25 32
RoF 5 6 8 10
Acc 5 6 8 10
Armor 2 3 5 6
Eva 2 3 4 5 6
Crit Rate 10 12 14 16 20
Crit Damage 10 12 14 16 20
Light AP 13 15 18 20 26
Pierce 38 45 53 60 76
Heavy AP 19 22 26 30 38

* Not available in-game but the stat rolls are in the game data




Created by: Randomqwerty
Contact via GEEN Discord (preferred) or email (randomabc123456@gmail.com) as needed.

Other Notes:
- Reload for Heavy Weapons can be converted to RoF and attack interval as with the formulas below. The formula in Sijun's tier list is very wrong and due to the cap, reload is useless for most Heavy Weapons.
RoF = ceil{(300+VehicleReload*ReloadCoef)/30}
Frames per Attack = floor{1500/RoF}
Attack Interval in Seconds = Frames/30, capped at 3.33s (100f or 15 RoF)
- Precision for Heavy Weapons can be converted as follows:
Accuracy = Precision/8
Hit Rate = Accuracy(Enemy Evasion + Accuracy), floored at 40%
- Heavy Weapons are only prevented from inheriting the Vehicle's base Accuracy/RoF, but they do benefit from Accuracy/RoF buffs such as the random Gray Zone ones after performing the conversions above.

Other Resources:

- GamePress vehicle guide
- Component Tier List by Axis (CN). TL by xVarz (note: has some text edits to fix incorrect info but ratings left unchanged)

Changelog:
May 8, 2024 Started changelog, added clarifying notes to Stunned Self-Destruct, Stun Attack (talents) and Shield Generator (component); add details on built-in vehicle components
May 9, 2024 Fix names being off by one row on for stat chips on Components tab

May 12, 2024 Add some more notes on Reload/Precision for Heavy Weapons on the Misc tab.

May 19, 2024 Clarify that Machine Gun Team also only gives 1 LWSh roll.



