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] Group Weapon [2] Effect
Single-Target 

Value [3]
Notes on Flat CO Base More Notes Comment on errors!

CO Factor [4] +Damage Math [5] Made by rainy [6] Many gold tests done by Prof_Blocks_007

Primary New Prof_Blocks sheet, WIP on all melee stances.
Most Hit-Scan Weapons 100% Adds N/A CO Bypasses falloff. Eg, Kuva Kohm or Baza Prime at long-range will have NO falloff on GunCO's damage portion at any distance. This is also true for additive projectile weapons such as Zarr Barrage.

Acceltra Blue Rocket 80% Adds 35% Based on Red rocket's 28 damage instead of dealing 35.

Acceltra Red Rocket 100% Multiplies 28%

Acceltra Prime Not Owned Not Owned Not owned

Aeolak 100% Multiplies 100%

Aeolak Alt-fire 100% Multiplies 11%
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Afentis 100% Adds 11%

Afentis Throw 100% Adds 100%

Ferrox Hitscan AoE 350% Adds 156% Explosion does not scale with multishot mods! Based on hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Ferrox Throw 100% Adds 25% Contact deals 3x the listed damage.

Tenet Ferrox Hitscan AoE 333% Adds 154% Explosion does not scale with multishot mods! Based on hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Tenet Ferrox Throw 100% Adds N/A Contact deals 4x the listed damage. 

Javlok Autocharge 100% Multiplies 57%

Javlok Throw 100% Adds 19% [7]

Scourge 100% Multiplies 56%

Scourge Throw 100% Adds 73%

Scourge Prime 100% Multiplies 57%

Scourge Prime Throw 100% Adds 78%

Alternox 100% Multiplies 100%

Alternox Pulses 100% Adds 100% Only on attached target, just like Pox, Torid and Mutalist Cernos

Alternox Alt-fire Contact 100% Adds 33%

Ambassador Alt-Fire Hitscan AoE 75% Adds 86% Explosion does not scale with multishot mods! Based on hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Ar
ca Arca Plasmor 100% Multiplies 100%

Tenet Arca 100% Multiplies 100% ColourLegend Now documented on the wiki:

Artemis Bow 0% N/A 0% Same for all charge levels, and augment. https://warframe.fandom.com/wiki/Condition_Overload_(Mechanic)
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Attica 100% Adds 100% Not Good Good! A very frequent question is "does GunCO really affect explosions?". It does not. 
Explosive attacks on this list are only counting the direct hit damage. Explosions are 
intended to be unaffected, even though it's not clearly written on the mod.

Nagantaka 100% Adds 100% Caveat Extra

Nagantaka Alt-fire 100% Adds 100% Mystery N/A

Nagantaka Prime 100% Adds 100% Second/Third-party sourced UI Moment [8]

Nagantaka Prime Alt-fire 100% Adds 100% 35.0.0 sheet additions

Zhuge 100% Adds 100%
I seem to be playing again but am not investing the same degree of time in the game as I used to. If folks find the sheet useful, I can write my methodology and maybe 
someone can continue the testing until they fix this mod someday. The warframe.fandom wiki has also done some per-weapon documenting of GunCO in weapons' 
respective "bugs" section. Until then... 
Note to linux users, I know your pain now, this sheet uses Trebuchet MS font which ships on windows but not other systems. Adding the font to my system fixed it.Zhuge Prime 100% Adds 56%

Astilla 100% Adds 37% Telos Boltor Incarnon form is indeed fixed. A few new weapons on deck to be added. Fulmin Prime, Zylok Prime incarnon, Argo throw, and Acceltra and Akarius prime attacks.

Astilla Prime 100% Adds 42% only 20% projectile falloff? Angstrum Incarnon added after several detailed reports.

Basmu Primary 100% Multiplies 67% 33.0.0 sheet additions

Battacor Primary 100% Multiplies 100% Added a condensed version of Prof_Blocks_007's testing for CO on all melee stances, in a new section the bottom of 
the sheet below melee. Exact irregularities can be found on his spreadsheet.Battacor Alt-Fire Hitscan AoE 100% Adds 100% Explosion does not scale with multishot mods! Radial hit only recieves CO bonus on target struck by laser.

Bo
lt

or
s Boltor 100% Adds 100% Added: Cinta, Prisma Lenz, Edun, Syam, and Incarnon entries for 20 / 23 ranged attacks.

Boltor Prime 100% Adds 100% To be added: Dread, Zylok, Hate's projectiles

Telos Boltor 100% Adds 100% - Made the yellow fills easier on the eyes :), also changed the colour scale on the first column to be Red -> Yellow -> 
Green instead of only Red -> Green resulting in redbrown at 50%.
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Boltor (Prime) Incarnon Form 95% / 92% Adds 95% / 92% CO doesn't get base dmg evo.

Braton (Prime) Incarnon Form 95% Adds 95% Suffers from hitscan AoE characteristics (no MS, but gets CO). CO doesn't get base dmg evo. 32.3.6 sheet additions

Burston (Prime) Incarnon Form 24% Adds 24% Suffers from hitscan AoE characteristics (no MS, but gets CO). CO doesn't get base dmg evo. Steflos and Corufell added.

Dread Incarnon Form 100% Multiplies 100% Hitscan radial attacks added: (Opticors, Ferroxes, Ambassador)

Latron (Prime) Incarnon Form 100% Multiplies 28% Added Trumna primary fire. Editted Battacor charge attack.

Miter Incarnon Form 100% Multiplies 43% Incarnon genesis disables punch-through on main-fire saw. 20% multishot dmg evo only adds 20 damage to all attacks Repurposed yellow fills in the legend to note caveats.

Paris (Prime) Incarnon Form 100% Multiplies 100% 32.2.10 sheet retest (~10 hours)

Torid Incarnon Form 63% / 50% Adds 63% / 50% Respects chain falloff. CO doesn't get base dmg evo. Cleaned up some notes, found a small number of mistakes from the first run, notibly Zakti, Zenistar, Contagion.

Soma (Prime) Incarnon Form 60% / 64% Adds 60% / 64% CO doesn't get base dmg evo. Added a line for all hitscans, regarding falloff.

Strun (Prime) Incarnon Form 98% Adds 33% CO doesn't get base dmg evo. Added various notes regarding Arsenal numbers. They can be prone to error, especially on niche/forgotten weapons.

Bubonico 100% Multiplies 100% CO respects falloff Added new Orvius interactions that I somehow missed on the last pass. Added Paracyst dart note.

Bubonico Alt-Fire 100% Multiplies 5.9% Remember, CO deals 100% of contact damage, but has 0% effect on explosions. 32.2 sheet additions

Buzlok 100% Multiplies 100% Added Tenet Plinx, Tenet Ferrox. Removed speargun charge levels :')

Buzlok Tracer 100% Multiplies 100% it's like 5 damage, doesn't get multishot 32.0 sheet additions
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s Catchmoon Primary 100% Multiplies 100% Hystrix Prime, Phantasma Prime, Tatsu Prime, Afentis, and Aegrit all added, along with other changes.

Tombfinger Primary 100% Multiplies 7% / 8% / 9% / 
15% / 18% [9] Progenitor column hidden, as it appears to be solved.

Sporelacer Primary 100% Multiplies 23% / 26% / 29% 
/ 39% / 42% [10] It is probably worth retesting the entire arsenal, as some things seem to be different with old weapons.

Cedo Alt-fire 100% Multiplies 67% Affected by the innate CO, which is also multiplicative. Explains the crazy damage. Late addition: Added Embolist Vile Discharge.

Corinth Airbonk 100% Adds 0%* [11] 31.6 sheet additions

Corinth Prime Airbonk 100% Adds 0%* [12] Felarx and Innodem projectiles added. Added a special note for Felarx.
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Cernos Quickshot 100% Adds 100% 31.5.9 late additions

Cernos Charged 50% Adds 50% Bonus based on uncharged value Condensed an Agendus line to represent that actually all multi-hit stance presses are bugged on all melee weapons.

Cernos Prime Quickshot 100% Adds 100% Same on both modes Added an unexpected Hespar line.

Cernos Prime Charged 50% Adds 50% Bonus based on uncharged value Same on both modes Angels of the Zariman changelog

Cinta Uncharged 100% Multiplies 100%
Tested vs overguard. Serration values were all 2 
damage below expected... Maybe a mild bug at work.

Added Aeolak, Alternox, Laetum and Phenmor.

Cinta Perfect 100% Multiplies 100% Patch note about fixing progenitor bonuses may have been old, or they may have briefly broken again between some updates.

Cinta Charged 100% Multiplies 100% 31.2.0 sheet changelog

Rakta Cernos Quickshot 100% Adds 100% Quick check to validate key weapons groups is done.

Rakta Cernos Charged 50% Adds 50% Bonus based on uncharged value Kuva Chakkhurr, Drakgoon, Zarr, Tenet Detron, Tetra, Agendus Heavy now include progenitor bonus. [13]

Proboscis Cernos 100% Adds 100% Reduced effect on certain charge attacks are still present.

Mutalist Cernos Quickshot 100% Multiplies 100% Sporelacer pistol and Acceltra still use wrong base value. These are the last two non-charging cases.

Mutalist Cernos Charged 50% Adds 50% Bonus based on uncharged value GunCO on Kuva Zarr Barrage, Tenet Detron still bypasses falloff

Mutalist Cernos Quick Cloud 100% Multiplies 100% Radial damage is not listed seperately Only on attached target. All Multiplying cases tested so far are still present.

Mutalist Cernos Charged Cloud 4100% Adds 446% Bonus based on uncharged arrow value Only on attached target. Agendus Heavy is still not affected by +damage at all. CO also ignores combo, such as Corrupt Charge.

Dread Uncharged Arrow 100% Adds 100% Late addition: Azima's turret hitscan is not affected by Galv Shot.

Dread Charged Arrow 50% Adds 50% Bonus based on uncharged value Late addition: CO adds at 200% on excalibur's exalted waves. CO has no effect on baruuk's waves.

Evensong Uncharged 100% Adds 100%

Evensong Charged 65% Adds 50% Bonus based on uncharged value

Mk-1 Paris Uncharged 100% Adds 100% Added Nagantaka Prime

Mk-1 Paris Charged 50% Adds 50% Bonus based on uncharged value 31.1.7 sheet changelog

Paris Uncharged Arrow 100% Adds 100% Melee attacks and Hitscan attacks now include lich / progenitor bonus properly

Paris Charged Arrow 50% Adds 50% Bonus based on uncharged value Projectiles still do not include progenitor bonuses (Bramma, Tetra)

Paris Prime Uncharged Arrow 100% Adds 100% Multi-hit Melee Attacks (eg, Winding Temper from Crushing Ruin) seem to not include stance multipliers for CO.

Paris Prime Charged Arrow 52% Adds 52% Bonus based on uncharged value CO ignores range falloff on all attacks, except current multiplying cases.

Nataruk Uncharged 100% Adds 100%

Nataruk Perfect 100% Multiplies 100%

Nataruk Charged 100% Multiplies 100%

Daikyu 100% Adds 100%

Lenz 100% Adds 1.49%

Prisma Lenz 100% Adds 7%

Kuva Bramma Direct 100% Adds 18%

Kuva Bramma Bomblets 492% Adds 227% Reportedly based on main projectile value of 187

Kuva Chakkhurr 100% Adds 71%

Dera 100% Adds 100%

Dera Vandal 100% Adds 100%
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s Drakgoon Quickshot 100% Adds 100%

Drakgoon Charged 57% Adds 57% Bonus based on uncharged value

Kuva Drakgoon Quickshot 100% Adds 100%

Kuva Drakgoon Charged 50% Adds 50% Bonus based on uncharged value

Exergis 100% Multiplies 100% CO respects falloff

Felarx 100% Multiplies 100% Multiplies properly with DA

Felarx Incarnon 100% Multiplies 100% Multiplies properly with DA

Fulmin Semi 100% Multiplies 100%

Fulmin Prime Semi 100% Multiplies 100%

Harpak 100% Adds 100%

Harpak Harpoon 100% Multiplies 100%

Hema 100% Multiplies 100%

Komorex 100% Adds 100%, 73% Works in both modes. See bows? Komorex can do it!

Lanka Half-Charge 100% Adds 100%

Lanka Full-Charge 38% Adds 38% Bonus based on half-charged value

Opticor Quickshot Hitscan AoE 250% Adds 143% Explosion does not scale with multishot mods! Based on quickshot hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Opticor Charged Hitscan AoE 250% Adds 143% Explosion does not scale with multishot mods! Based on fullcharge hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Opticor Van. Quickshot Hitscan AoE Not Tested Not Tested Not Tested

Opticor Van. Charged Hitscan AoE 100% Adds 100% Explosion does not scale with multishot mods! Based on quickshot hitscan damage. Radial hit only recieves CO bonus on target struck by laser.
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[1
4] Miter Quickshot Sawblade 100% Adds 100%

Miter Charged Sawblade 40% Adds 40% Bonus based on uncharged value Bonus is multiplied by charge bonus (2x)

Panthera 100% Adds 100%

Panthera Prime 100% Adds 83%

Paracyst 100% Adds 100%

Paracyst Harpoon 100% Multiplies 20% Affects initial hit, but not the 4 embedded dart instances.
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Penta 100% Adds 18%

Carmine Penta 100% Adds 18%

Secura Penta 100% Adds 20%

Penta Napalm 100% Adds 50%

Carmine Penta Napalm 100% Adds 50%

Secura Penta Napalm 100% Adds 50%

Phantasma Bomb 100% Adds 29%
- Charge attack not affected by fire rate, positive or negative.
- Tap auto-charged ammo cost increases as magazine depletes. eg, it may consume 2/2/2/3/3/4/6 ammo throughout a magazine.
- Tap auto-charged damage is reduced by -1 for each additional ammo consumed by the incremental auto-charge as magazine depletes. 

Phantasma Bomblets 100% Multiplies 25% does not scale with charge level.

Phantasma Prime Bomb 100% Adds 29%

Phantasma Prime Bomblets 100% Multiplies 25% does not scale with charge level.

Phenmor 100% Adds 100% Multiplies properly with DA

Phenmor Incarnon 100% Adds 100% Multiplies properly with DA

Quanta Cube Bonk 100% Adds 40%

Quanta Vandal Cube Bonk 100% Adds 40%

Mutalist Quanta 100% Adds 100%

Quellor Charge Attack 100% Multiplies 100%

Shedu 100% Multiplies 45%

Sporothrix 100% Adds 90% Properly includes shot combo multiplier

Stahlta Primary 100% Multiplies 100%

Stahlta Charge Attack 100% Multiplies 33%

Steflos 100% Multiplies 100%

Supra 100% Adds 100%

Supra Vandal 100% Adds 100%
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Tetra 100% Adds 100%

Prisma Tetra 100% Adds 100%

Tenet Tetra 100% Adds 100%

Tenet Tetra Big Attack 100% Adds 17% Accounts for reduced magazine

Tenet Envoy 100% Multiplies 14%

Tonkor 100% Adds 10%

Kuva Tonkor 100% Adds 8.0%

Torid Granade 100% Multiplies 100% Includes all incarnon evolution bonuses. Cloud is only imroved on attached target. Doesn't list the contact hit at all.

Trumna Hitscan explosion 164% Adds 124% Explosion does not scale with multishot mods! Based on hitscan damage. Radial hit only recieves CO bonus on target struck by laser.

Trumna Kill Streak 100% Multiplies 9.1%

Za
rr

s Zarr Cannon Direct 100% Adds 13%

Zarr Cannon Bomblets 167% Adds 38% Based on main projectile value of 25

Zarr Barrage 100% Adds 100%

Kuva Zarr Cannon Direct 100% Adds 7%

Kuva Zarr Cannon Bomblets 333% Adds 77% Based on main projectile value of 50

Kuva Zarr Barrage 100% Adds 100% CO Ignores Range Falloff Doesn't list falloff distance in UI

Zenith Disc Bonk 100% Multiplies 100%

Secondary
Acrid 100% Adds 100%

Aegrit 100% Multiplies 1.1%

Akarius 100% Multiplies 14%

Akarius Prime Not Owned Not Owned Not owned
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Akbolto 100% Adds 100%

Telos Akbolto 100% Adds 100%

Akbolto Prime 100% Adds 100%

Bolto 100% Adds 100%

Angstrum Rockets 100% Adds 44% Same for 1/3 and 3/3 charge. Shots do increasingly higher damage in magazine as it depletes.

Prisma Angstrum Rockets 100% Adds 44% Same for 1/3 and 3/3 charge. Shots do increasingly higher damage in magazine as it depletes.

Azima Turret Bullets 0% Unknown 0% No effect
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Angstrum (Prisma) Incarnon 100% Multiplies

Atomos Incarnon 81% Adds 17% CO doesn't get base dmg evo.

Bronco (Prime) Incarnon 53% Adds 53% CO doesn't get base dmg evo. Base dmg evo ignores distance falloff. Ricochet always procs Dizzying Rounds regardless of distance.

Dual Toxocyst Incarnon 60% / 56% Adds 60% / 56% CO doesn't get base dmg evo.

Despair Incarnon 54% / 35% Adds 54% / 35% CO doesn't get base dmg evo.

Furis Incarnon 78% Adds 78% CO doesn't get base dmg evo.

Kunai Incarnon 100% Multiplies 100% CO does get base damage evo! Does not factor 200% (3x) bonus vs <50% hp targets, effectively additive with it.

Lato (Vandal) Incarnon 87% Adds 87% CO doesn't get base dmg evo.

Lex (Prime) Incarnon 98% Adds 98% Likely does not include base damage evolutions

Vasto (Prime) Incarnon 74% Adds 74% CO doesn't get base dmg evo.

Zylok (Prime) Incarnon Not Owned Not Owned Suffers from hitscan AoE characteristics (no MS, but gets CO).

Balefire Charger 0% N/A 0% No contact damage, only AoE. Radius not listed on weapon, only ability
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Ballistica Quickshot 100% Adds 100%

Ballistica Charged 25% Adds 25% Bonus based on uncharged value

Rakta Ballistica Burst 100% Adds 100%

Rakta Ballistica Charged 25% Adds 25% Bonus based on uncharged value

Ballistica Prime Quickshot 100% Adds 100%

Ballistica Prime Charged 50% Adds 50% Bonus based on uncharged value Bonus is multiplied by charge bonus (2x)

Ku
na

i [
15

]

Cantare Not Tested Not Tested Not Tested

Despair 100% Adds 100%

Fusilai 100% Adds 100% Same for both fires.

Hikou 100% Adds 100%

Hikou Prime 100% Adds 100%

Mk1 - Kunai 100% Adds 100%

Kunai 100% Adds 100%

Spira 100% Adds 100%

Spira Prime 100% Adds 100%

Catabolyst Bladder Contact 100% Multiplies 0.55% Same value on Empty and Partially Empty

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1FJ_RIEG2mlFGBQ__szeGoFM6azj23n0CqelBFO_MGGw/edit#gid=0
https://warframe.fandom.com/wiki/Condition_Overload_(Mechanic)
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s Catchmoon Pistol 100% Multiplies 100%

Tombfinger Pistol 100% Multiplies 53% / 52% / 51% 
/ 51% / 51% [16]

Sporelacer Pistol 63% Adds 0% / 36% / 18% 
/ 12% / 9% [17] Based on ~57 damage for all configuations. Listed Falloff as no effect

Sporelacer Pistol Bomblets 633% Adds
0% / 321% / 

176% / 124% / 
86% [18]

Based on mother projectile damage.
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s Cestra 100% Adds 100%

Dual Cestra 100% Adds 100%

Secura Dual Cestra 100% Adds 100%

Cyanex Homing 100% Multiplies 55%

Cyanex Alt-Burst 100% Multiplies 100%

D
et

ro
ns Detron 100% Adds 100%

Mara Detron 100% Adds 100% CO Ignores Range Falloff

Tenet Detron 100% Adds 100% CO Ignores Range Falloff Multishot is still bugged! 50% weaker

Tenet Diplos 100% Adds 100%

Tenet Diplos ADS [19] 100% Multiplies 100%

Embolist Vile Discharge 100% Multiplies 0.03% Has a base damage of ~10.

Epitaph Uncharged 100% Multiplies 83%

Epitaph Charged 100% Multiplies 100% Bonus is multiplied by charge bonus (2x)

Epitaph Prime Uncharged Not Owned Not Owned Not owned

Epitaph Prime Charged Not Owned Not Owned Not owned

Euphona Slug 100% Adds 100%

Glory 0% N/A N/A No effect on mainfire or altfire. Altfire is also unaffected by +Damage and +Multishot. Attack type seems to be explosion-only, similar to Balefire, Mainfire has ~80% falloff, altfire has 0%.  Its headshot bonuses are 1x by default.
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Hystrix Heat 100% Adds 100%

Hystrix Cold 100% Adds 100%

Hystrix Electric 100% Adds 100%

Hystrix Poison 100% Adds 100%

Hystrix Prime Heat 100% Adds 100%

Hystrix Prime Cold 100% Adds 100%

Hystrix Prime Electric 100% Adds 100%

Hystrix Prime Poison 100% Adds 100%

Kompressa 100% Adds 4.5%

Kulstar 100% Adds 40%

Kulstar Bomblet 267% Adds 45% Based on mother projectile value of 200

Laetum 100% Adds 100% Multiplies properly with DA

Laetum Incarnon 100% Adds 25% Multiplies properly with DA

Onos 100% Multiplies Not Owned Evolutions not yet unlocked.

Onos Incarnon Not Unlocked Not Unlocked Not Unlocked

Tenet Plinx Alt-Fire 100% Multiplies 50% Contact damage deals 10x listed damage. Explosion deals 2x listed damage. Doesn't list 0.9s embed delay. Doesn't list 3s reload delay on alt-fire.

Pox Contact 100% Adds 100% Doesn't list the contact hit at all.

Pox Cloud 250% Adds 250% Bonus based on contact value Cloud damage recalculates on every tick. Cloud is only imroved on attached target.

Seer 100% Multiplies 100%

Kuva Seer 100% Multiplies 66% Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Sepulcrum 100% Multiplies 51%

Sepulcrum Kill Streak 100% Multiplies 17%

Sonicor 0% Unknown 0% The wiki's "Contact" hit is a mysterious component to the weapon that is not listed on the arsenal. It's kind of fat like an arca projectile, but can't hit more than one target. It is otherwise unaffected by CO.

Tenet Spirex 100% Multiplies 60%

Staticor Uncharged 100% Adds 33%

Staticor Charged 100% Adds 29% CO is buffed by charge bonus (~3.66x)

Stug 0% N/A 0% Still doesn't list correct status chance of 10%, nor does it list the "Damage/s" hit at all, even though its falloff is listed, but listed wrong! It's actually 100% falloff!! The explosion also says 30%, a fully stacked explosion is more like 70% falloff!

Twin Gremlins 100% Adds 100%

Prisma Twin Gremlins 100% Adds 100%

Tysis 100% Adds 50% Does not affect needle-over-time, despite being only single-target.

Zakti 100% Multiplies 27%

Zakti Prime 100% Multiplies 23%

Zymos 100% Adds 27% / 2.4% [20]

Zymos Spore Contact 100% Multiplies 6.5% Spores barely work at all in multiplayer

Melee
Normal Melee Hits [21] Inconsistent Adds Inconsistent See table at the bottom of the sheet

Ack and Brunt Incarnon Axes 100% Unknown 33% Pressure Point does not work Slide axe is weaker than the entire damage evolution, meaning that they are not applying in the first place, unless it starts with -1 damage.
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Argo & Vel Shield Throw 33% Adds 33% CO doesn't use Stance/Heavy Multiplier Combo Multiplier wasn't tested (eg, corrupt charge)

Cobra and Crane Shield Throw 100% Adds 100% 10 damage :(

Cobra and Crane Prime Throw 100% Adds 100% 20 damage xD

Sigma and Octantis Throw 100% Adds 100% 375 damage :)

Ceramic Dagger Incarnon Knives 100% Unknown 50% Pressure Point does not work CO does get base damage evo! However both the +100 and +120 don't apply in the first place. CO and the entire attack only gets the +80 on shield break, suggesting it would be multiplicative with base damage if that worked too.

Hate Incarnon Projectiles Not Tested Not Tested Pressure Point does not work

Hespar First Heavy Attack 300% Adds 300% Based on the UI value or the slide-heavy value. Heavy attack is bugged and not following the UI's 600% x 3.

Hespar Slide Heavy Attack 100% Adds 100% Note that both attacks scale CO off of 1680 damage, but that is also the expected damage for the slide heavy.

Ex
al

te
d Exalted Blade Wave Not Tested Not Tested

Exalted Blade Prime Wave Not Owned Not Owned

Exalted Umbra Blade Wave 200% Adds 200%

Desert Wind Wave 0% Unknown 0%

Tenet Agendus Electric Wave 20% Unknown 20%
CO doesn't use Stance/Heavy Multiplier CO doesn't use combo multiplier (eg, Corrupt Charge)

Pressure Point does not work
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Arum Spinosa Heavy 1 20% Adds 20% CO doesn't use Stance/Heavy Multiplier CO doesn't use combo multiplier (eg, Corrupt Charge)

Arum Spinosa Heavy 2 10% Adds 10% CO doesn't use Stance/Heavy Multiplier CO doesn't use combo multiplier (eg, Corrupt Charge)

Quassus Heavy 1 40% Adds 40% CO doesn't use Stance/Heavy Multiplier CO doesn't use combo multiplier (eg, Corrupt Charge)

Quassus Heavy 2 20% Adds 20% CO doesn't use Stance/Heavy Multiplier CO doesn't use combo multiplier (eg, Corrupt Charge)

Caustacyst Sludge Trail 850% Unknown 850% Pressure Point does not work

G
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Cerata 100% Adds 23%

Works both charged and uncharged as expected.

Falcor 100% Adds 27%

Glaive 100% Adds 23% Likes to explode on its own

Glaive Prime 100% Adds 23%

Halikar 100% Adds 27%

Halikar Wraith 100% Adds 27%

Kestrel 100% Adds 27%

Orvius Uncharged Projectile 100% Adds 37% Not Consistent, but can hit up to twice with the right angles on throw and return. Can total 6 to 7 hits on some enemies from this single attack including the levitation.

Orvius Uncharged Levitation 2150% Adds 105% Attaches for 3 hits of ~10 damage. CO instead scales off of a UI value of uncharged glaive throw that is ~2150% larger (215 dmg). Great value since this hits 3 times before a guaranteed explosion. Some enemies may also be struck twice by the glaive itself during this attack!

Orvius Full Charge 100% Adds 27%

Pathocyst 100% Adds 27% Works both charged and uncharged as expected.

Xoris 100% Adds 11% Works both charged and uncharged as expected.

Corufell Heavy Attack 100% Multiplies 100% Works on both attacks, PPP applies, Combo Meter is counted

Edun Heavy Throw 25% Adds 14% Based on 120 damage. Not affected by 400% Heavy Multiplier.

Exodia Contagion 100% Multiplies 25% Only applies to contact damage, not the Embed or explosion.

Tenet Grigori Heavy Frisbee 100% Unknown 100% Pressure Point does not work CO factors combo meter (Corrupt Charge)

Innodem Incarnon Aerial Projectile 200% Adds 200%
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Nepheri Neutral Fireballs 100% Multiplies 100%

Verdilac Block Waves 100% Multiplies 100% Uses correct base of each projectile

Stropha Heavy Shots 25% Adds 25% CO is not affected by heavy attack multiplier or combo multiplier.

Stropha Normal Shots 100%* Adds 100%* *CO projectile is not affected by stance multipliers.

Syam Heavy Wave 100% Multiplies 100%

Tatsu Souls 100% Unknown 100% Pressure Point does not work

Tatsu Prime Souls 100% Unknown 100% Pressure Point does not work

Wolf Sledge 100% Adds 50% Throw attack not listed. Should really display those higher crit stats, and 50% status chance.

Zenistar Disc Bonk 1040% Adds 184% Does this save zenistar?

Class Stance Neutral Forward Forward
Block Block Slide Attack Ground Slam

Strike Ground Finisher Wall Attack Air Attack Heavy Attack All courtesy of Prof_Blocks_007
Assault 

Saw Butcher's Revelry 100% 100% 50% 56% 100% 100% 100% 100% 100%

Blade and 
Whip Defiled Snapdragon 87% 85% 75% 100% 100% 100% 100% 100% 100% 100%

Claws

Vermillion Storm 62% 78% 128% 67% 100% 100% 44% 100% 100% 100%

Four Riders 100% 100% 53% 63% 100%

Malicious Raptor 58% 78% 58% 58%

Dagger

Homing Fang 53% 100% 75% 100% 100% 63% 100% 100% 40%

Pointed Wind 50% 100%

Stinging Thorn 59% 75% 73% 75%

Dual 
Daggers

Gnashing Payara 36% 80% 73% 100% 100% 100% 100% 100% 40%

Sinking Talon 100% 75%

Spinning Needle 100% 92% 93% 43%

Dual 
Nikana Mountain's Edge 100% 100% 100% 100% 100% 100% 100% 63% 233%

Dual 
Swords

Crossing Snakes 122% 78% 60% 75% 100% 100% 100% 100% 63% 100%

Carving Mantis 95% 100% 50% 83%

Swirling Tiger 82% 89% 75%

Fists

Fracturing Wind 67% 100% 75% 25% 100% 100% 44% 100% 100% 100%

Seismic Palm 83% 100% 80% 42%

Gaia's Tragedy 89% 100% 100% 93%

Glaive
Astral Twilight 77% 100% 83% 63% 100% 100% 100% 100% 100%

Gleaming Talon 62% 100% 77% 100%

Gunblade
High Noon 100% 100% 100% 100% 100% 100% 100% 100% 100% 100%

Bullet Dance 100% 100% 100% 100%

Hammer
Crushing Ruin 79% 100% 88% 33% 100% 100% 100% 100% 100% 100%

Shattering Storm 57% 100% 33% 68%

Heavy 
Blade

Cleaving Whirlwind 100% 67% 60% 100% 100% 100% 100% 100% 100% 100%

Tempo Royale 63% 100% 50% 100%

Rending Crane 100% 90% 40% 100%

Heavy 
Scythe Galeforce Dawn 100% 100% 62% 100% 100% 100% 100% 100% 100% 167%

Machete
Sundering Weave 100% 100% 88% 100% 100% 100% 100% 100% 100% 109%

Cyclone Kraken 71% 100% 45% 82%

Nikana

Decisive Judgement 100% 100% 65% 100% 100% 100% 100% 100% 100% 100%

Blind Justice 58% 69% 71% 71% 100%

Tranquil Cleave 76% 100% 100% 100%

Nunchaku Atlantis Vulcan 100% 100% 100% 94% 100% 100% 100% 100% 100% 100%

Polearm

Twirling Spire 57% 82% 100% 67% 100% 100% 100% 100% 100% 100%

Bleeding Willow 80% 56%

Shimmering Blight 80% 69%

Rapier Vulpine Mask 88% 100% 79% 67% 100% 100% 100% 100% 100% 100%

Scythe
Reaping Spiral 59% 100% 67% 100% 100% 100% 100% 100% 100%

Stalking Fan 60% 100% 70%

Sparring
Grim Fury 62% 100% 100% 100% 100% 44% 100% 100% 100%

Brutal Tide 107% 47%

Staff
Clashing Forest 74% 80% 100% 100% 100% 100% 100% 100% 100%

Flailing Branch 67% 60% 50%

Sword

Crimson Dervish 64% 83% 38% 100% 100% 100% 100% 100% 100%

Iron Phoenix 100% 100% 75%

Swooping Falcon 58% 100% 100% 83%

Vengeful Revenant 100% 100% 73% 70%

Sword and 
Shield

Final Harbinger 95% 93% 68% 90% 100% 100% 100% 100% 100% 100%

Eleventh Storm 84% 100% 88% 100%

Tonfa
Gemini Cross 93% 100% 77% 69% 100% 100% 100% 100% 100% 105%

Sovereign Outcast 95% 100% 100% 67%

Two-
Handed 

Nikana
Wise Razor 71% 100% 71% 100% 100% 100% 100% 100% 78%

Warfan
Slicing Feathers 89% 100% 78% 100% 100% 100% 100% 100% 100% 90%

Votive Onslaught 70% 100% 74% 75%

Whip
Coiling Viper 110% 100% 100% 100% 100% 100% 100% 100%

Burning Wasp 100% 80% 100%

Desert 
Wind Serene Storm 60% 50% 64% 69% 86% 50%

Diwata Razorwing 100%

Exalted 
Blade Exalted Blade 128% 125% 129% 130% 122%

Iron Staff Primal Fury 88% 100% 100% 81% 100%

Shadow 
Claws Ravenous Wraith 80% 100% 100% 65% 100% 100% 100%

Valkyr 
Talons Hysteria 100% 100% 93% 90% 100%

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing
https://forums.warframe.com/topic/1279175-tennet-detron-primary-fire-multishot-bug/
https://docs.google.com/spreadsheets/d/1FJ_RIEG2mlFGBQ__szeGoFM6azj23n0CqelBFO_MGGw/edit#gid=0


Group Weapon [22] Effect Single-Target 
Value [23] Ch

ec
k 

[2
4] Notes on Flat CO Base More Notes Updated on 07/02/2023 (32.2.10) [25] Comment on errors!

CO Factor [26] +Damage Math [27] Made by rainy#6342 Gold values copped from Prof_Blocks_007

Primary
Acceltra 74% Adds 33% Based on a false 26 damage value that is listed on the in-game UI. Weapon actually deals ~35 base, which otherwise scales fine with mods.

Aeolak 100% Multiplies 100%

Aeolak Alt-fire 100% Multiplies 11%

Sp
ea

rg
un

s Afentis 100% Adds 11%

Afentis Throw 100% Adds 100%

Ferrox Throw 100% Adds 25%

Tenet Ferrox Throw 100% Adds N/A Contact deals 4x the listed damage.

Javlok Autocharge 100% Multiplies 57%

Javlok Throw 100% Adds 19% [28]

Scourge 100% Multiplies 56%

Scourge Throw 100% Adds 73%

Scourge Prime 100% Multiplies 57%

Scourge Prime Throw 100% Adds 78%

Alternox 100% Multiplies 100%

Alternox Pulses 100% Adds 100% Only on attached target, just like Pox, Torid and Mutalist Cernos

Alternox Alt-fire 100% Adds 33%

Ar
ca Arca Plasmor 100% Multiplies 100%

Tenet Arca 100% Multiplies 100%

Artemis Bow 0% N/A 0% Reportedly same for all charge levels. Likely Augment too.

Cr
os

sb
ow

s

Attica 100% Adds 100% ColourLegendNagantaka 100% Adds 100%

Nagantaka Alt-fire 100% Adds 100% Not Good Not Good A very frequent question is "does GunCO really affect explosions?". It does not. 
Explosive attacks on this list are only counting the direct hit damage. Explosions are 
intended to be unaffected, despite this not being clearly written on the mod.

Nagantaka Prime 100% Adds 100% Good! Issue

Nagantaka Prime Alt-fire 100% Adds 100% Extra Mystery

Zhuge 100% Adds 100% Second-party info UI Moment [29]

Zhuge Prime 100% Adds 56% 32.2 sheet additions
Astilla 100% Adds 37% Added Tenet Plinx, Tenet Ferrox. Removed speargun charge levels :')

Astilla Prime 100% Adds 42% Falloff no longer exists? [30] 32.0 sheet additions
Basmu Primary 100% Multiplies 67% Hystrix Prime, Phantasma Prime, Tatsu Prime, Afentis, and Aegrit all added, along with other changes.

Battacor Primary 100% Multiplies 100% Progenitor column hidden, as it appears to be solved.
Battacor Charge 100% Adds 50% CO properly factors the charge level multiplier. It is probably worth retesting the entire arsenal, as some things seem to be different with old weapons.

Bo
lt

or
s Boltor 100% Adds 100% Late addition: Added Embolist Vile Discharge.

Boltor Prime 100% Adds 100% 31.6 sheet additions
Telos Boltor 100% Adds 100% Felarx and Innodem projectiles added. Added a special note for Felarx.

Bubonico 100% Multiplies 100% CO respects falloff 31.5.9 late additions
Bubonico Alt-Fire 100% Multiplies 5.9% Remember, CO deals 100% of contact damage, but has 0% effect on explosions. Condensed an Agendus line to represent that actually all multi-hit stance presses are bugged on all melee weapons.

Buzlok 100% Multiplies 100% Added an unexpected Hespar line.
Buzlok Tracer 100% Multiplies 100% it's like 5 damage Angels of the Zariman changelog

Pr
im

ar
y 

Ki
tg

un
s Catchmoon Primary 100% Multiplies 100% Added Aeolak, Alternox, Laetum and Phenmor.

Tombfinger Primary 100% Multiplies 7%, 8%, 9%, 15%, 
18% [31] Patch note about fixing progenitor bonuses may have been old, or they may have briefly broken again between some updates.

Sporelacer Primary 100% Multiplies 23%, 26%, 29%, 
39%, 42% [32] 31.2.0 sheet changelog

Cedo Alt-fire 100% Multiplies 67% Quick check to validate key weapons groups is done.
Corinth Airbonk 100% Adds 0%* [33] Kuva Chakkhurr, Drakgoon, Zarr, Tenet Detron, Tetra, Agendus Heavy now include progenitor bonus. [34]

Corinth Prime Airbonk 100% Adds 0%* [35] Reduced effect on certain charge attacks are still present.

Bo
w

s

Cernos Quickshot 100% Adds 100% Both based on uncharged value, unfortunately for 
the charged attack.

Sporelacer pistol and Acceltra still use wrong base value. These are the last two non-charging cases.
Cernos Charged 50% Adds 50% GunCO on Kuva Zarr Barrage, Tenet Detron still bypasses falloff

Cernos Prime Quickshot 100% Adds 100% Both based on uncharged value, unfortunately for 
the charged attack.

All Multiplying cases tested so far are still present.
Cernos Prime Charged 50% Adds 50% Agendus Heavy is still not affected by +damage at all. CO also ignores combo, such as Corrupt Charge.

Rakta Cernos Quickshot 100% Adds 100% Both based on uncharged value, unfortunately for 
the charged attack.

Late addition: Azima's turret hitscan is not affected by Galv Shot.
Rakta Cernos Charged 50% Adds 50% Late addition: CO adds at 200% on excalibur's exalted waves. CO has no effect on baruuk's waves.

Proboscis Cernos 100% Adds 100% Added Nagantaka Prime

Mutalist Cernos Quickshot 100% Multiplies 100% 31.1.7 sheet changelog

Mutalist Cernos Charged 51% Adds 51% Based on quickshot value Melee attacks and Hitscan attacks now include lich / progenitor bonus properly

Mutalist Cernos Quick Cloud 100% Multiplies 100% Only increases on the single attached target. Projectiles still do not include progenitor bonuses (Bramma, Tetra)

Mutalist Cernos Charged Cloud 3280% Adds 3280% Based on quickshot value... Only increases on the single attached target. 
Properly reads elemental resists.

Multi-hit Melee Attacks (eg, Winding Temper from Crushing Ruin) seem to not include stance multipliers for CO.

Dread Uncharged 100% Adds 100% CO ignores range falloff on all attacks, except current multiplying cases.

Dread Charged 52% Adds 52% Based on quickshot value

Mk-1 Paris Uncharged 100% Adds 100%

Mk-1 Paris Charged 50% Adds 50% Based on quickshot value

Paris Uncharged 100% Adds 100%

Paris Charged 51% Adds 51% Based on quickshot value

Paris Prime Uncharged 100% Adds 100%

Paris Prime Charged 52% Adds 52% Based on quickshot value

Nataruk Uncharged 100% Adds 100%

Nataruk Perfect 100% Multiplies 100%

Nataruk Charged 100% Multiplies 100%

Daikyu 100% Adds 100%

Lenz 100% Adds 1.49%

Kuva Bramma Direct 100% Adds 18%

Kuva Bramma Bomblets 492% Adds 227% Reportedly based on main projectile value of 187

Kuva Chakkhurr 100% Adds 71%

Dera 100% Adds 100%

Dera Vandal 100% Adds 100%

Fl
ak

 
Ca

nn
on

s Drakgoon Quickshot 100% Adds 100% Give or take 1 dmg

Drakgoon Charged 57% Adds 57% Based on uncharged value, I think.

Kuva Drakgoon Quickshot 100% Adds 100%

Kuva Drakgoon Charged 50% Adds 50%

Exergis 100% Multiplies 100% CO respects falloff

Felarx 100% Multiplies 100%

Felarx Incarnon 100% Multiplies 100%

Fulmin Semi 100% Multiplies 100%

Harpak 100% Adds 100%

Harpak Harpoon 100% Multiplies 100%

Hema 100% Multiplies 100%

Komorex 100% Adds 100%, 73%

Lanka Half-Charge 150% Adds 150% Based on 300 damage for a 200 damage attack.

Lanka Full-Charge 38% Adds 38% Based on 200 damage for a 525 damage attack.

Ri
pp

er
s 

[3
6] Miter Quickshot 100% Adds 100%

Both based on the quickshot's 100 damage attack.
Miter Charged 40% Adds 40% CO is buffed by charge bonus (2x)

Panthera 100% Adds 100%

Panthera Prime 100% Adds 83%

Paracyst 100% Adds 100%

Paracyst Harpoon 100% Multiplies 100%

Pe
nt

as

Penta 100% Adds 18%

Carmine Penta 100% Adds 18%

Secura Penta 100% Adds 20%

Penta Napalm Not Owned Unknown Not Owned

Carmine Penta Napalm 100% Adds 50% Napalm substantially modifies contact damage.

Secura Penta Napalm 100% Adds 50%

Phantasma Bomb 100% Adds 29% Works at all charge levels. Weird stuff happening with this gun. Charge rate not affected by positive or negative fire rate. Always auto-charges two ammo initially, but this minumim autocharge amount increases as it depletes the 
magazine. With base magazine, the second last charge will use 3 ammo always. With 30 modded magazine, the last shots use 3 / 3 / 4 / 6 ammo, however this extra ammo consuption doesn't increase the 
damage. if anything, it reduces the contact and AoE damage by -1 damage for every extra ammo it uses. Charge time however scales with magazine, and magazine gives it some non-linear scaling. Base 
magazine gives it 5.28x on full charge (5.5x more ammo used), but 30 magazine gives it 35.3x damage (15x more ammo used). Because of the 2-ammo autocharge, there is a UI descrepancy. Either the 
contact damage is doing twice the UI damage, or the AoE is doing half the UI damage.

Phantasma Bomblets 100% Multiplies 25% does not scale with charge level.

Phantasma Prime Bomb 100% Adds 29%

Phantasma Prime Bomblets 100% Multiplies 25% does not scale with charge level.

Phenmor 100% Adds 100%

Phenmor Incarnon 100% Adds 100%

Quanta Cube Bonk 100% Adds 40%

Quanta Vandal Cube Bonk 100% Adds 40%

Mutalist Quanta 100% Adds 100%

Quellor Charge Attack 100% Multiplies 100%

Shedu 100% Multiplies 45%

Sporothrix 100% Adds 90% Properly includes shot combo multiplier

Stahlta Primary 100% Multiplies 100%

Stahlta Charge Attack 100% Multiplies 33%

Supra 100% Adds 100%

Supra Vandal 100% Adds 100%

Te
tr

as

Tetra 100% Adds 100%

Prisma Tetra 100% Adds 100%

Tenet Tetra 100% Adds 100%

Tenet Tetra Big Attack 100% Adds 17%

Tenet Envoy 100% Multiplies 14%

Tonkor 100% Adds 10%

Kuva Tonkor 100% Adds 8.0%

Torid 100% Multiplies 100% Toxin cloud actually does get buffed, but only on the single target that the bomb sticks to.

Trumna Kill Streak 100% Multiplies 9.1%

Za
rr

s Zarr Cannon Direct 100% Adds 13%

Zarr Cannon Bomblets 167% Adds 38% Reportedly based on main projectile value of 25

Zarr Barrage 100% Adds 100%

Kuva Zarr Cannon Direct 100% Adds 7%

Kuva Zarr Cannon Bomblets 330% Adds 76% Reportedly based on main projectile value of 66

Kuva Zarr Barrage 100% Adds 100% Roughly 100%. Not certain. CO Ignores Range Falloff Doesn't list falloff distance in UI

Zenith Disc Bonk 100% Multiplies 100%

Secondary
Acrid 100% Adds 100%

Aegrit 100% Multiplies 1.1%

Akarius 100% Multiplies 14% Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Bo
lt

os

Akbolto 100% Adds 100%

Telos Akbolto 100% Adds 100%

Akbolto Prime 100% Adds 100%

Bolto 100% Adds 100%

Angstrum 100% Adds 44%

Prisma Angstrum 100% Adds 44% Tested 1/3 autocharge only. Reportedly multiplies with a very fun charge bonus of +1x per ammo shot in a single launch.

Azima Turret Bullets 0% Unknown 0% The last hitscan case?

Balefire Charger 0% N/A 0% No contact damage, only AoE.

Ba
lli

st
ic

as

Ballistica Quickshot 100% Adds 100%

Ballistica Charged 25% Adds 25% Based on uncharged Value

Rakta Ballistica Burst 100% Adds 100% Both based on uncharged value, unfortunately for 
the charged attack.Rakta Ballistica Charged 25% Adds 25%

Ballistica Prime Quickshot 100% Adds 100% Both based on uncharged value, which is bad, and 
extra bad for the charged attack.

Roughly 33%. Charged attack is same flat amount

Ballistica Prime Charged 53% Adds 53% CO is buffed by charge bonus (~2x)

Catabolyst Bladder Contact 100% Multiplies 0.55% Same value on Empty and Partially Empty Don't build around this

Se
co

nd
ar

y 
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Catchmoon Pistol 100% Multiplies 100%

Tombfinger Pistol 100% Multiplies 53%, 52%, 51%, 
51%, 51% [37]

Sporelacer Pistol 63% Adds 0%, 36%, 18%, 12%, 
9% [38]

Did not verify exact value in retest. Based on ~57 
damage for all configuations. Listed Falloff as no effect

Sporelacer Pistol Bomblets 633% Adds 0%, 321%, 176%, 
124%, 86% [39] Based on same mystery value as normal fire.

Ce
st

ra
s Cestra 100% Adds 100%

Dual Cestra 100% Adds 100%

Secura Dual Cestra 100% Adds 100%

Cyanex Homing 100% Multiplies 55%

Cyanex Alt-Burst 100% Multiplies 100%

Ku
na

i [
40

]

Despair 100% Adds 100%

Fusilai 100% Adds 100% Same for both fires.

Hikou 100% Adds 100%

Hikou Prime 100% Adds 100%

Mk1 - Kunai 100% Adds 100%

Kunai 100% Adds 100%

Spira 100% Adds 100%

Spira Prime 100% Adds 100%

D
et

ro
ns Detron 100% Adds 100%

Mara Detron 100% Adds 100% CO Ignores Range Falloff
Tenet Detron 100% Adds 100% CO Ignores Range Falloff Unrelated to Galv Shot, added multishot projectiles scale off all wrong stats.

Tenet Diplos 100% Adds 100%

Tenet Diplos ADS [41] 100% Multiplies 100%

Embolist Vile Discharge 100% Multiplies 0.03% Has a base damage of ~10. Attack is affected by +damage, +element, probably everything except +multishot.

Epitaph Uncharged 100% Multiplies 83%

Epitaph Charged 100% Multiplies 100% CO is buffed by charge bonus (2x iirc)

Euphona Slug 100% Adds 100% Could be slightly below 100%

H
ys

tr
ix

Hystrix Heat 100% Adds 100%

Hystrix Cold 100% Adds 100%

Hystrix Electric 100% Adds 100%

Hystrix Poison 100% Adds 100%

Hystrix Prime Heat 100% Adds 100%

Hystrix Prime Cold 100% Adds 100%

Hystrix Prime Electric 100% Adds 100%

Hystrix Prime Poison 100% Adds 100%

Kompressa 100% Adds 4.5% Based on 2 damage.

Kulstar 100% Adds 40%

Kulstar Bomblet 267% Adds 45% Based on mother projectile value of 200

Laetum 100% Adds 100%

Laetum Incarnon 100% Adds 25%

Tenet Plinx Alt-Fire 100% Multiplies 50% Contact damage is incorrectly listed. Deals ~10x expected damage (tested with 25% plinx). Phoenix Talons may be multiplying contact's progenitor element too, cold in my case, but only on the contact hit.
Pox Contact 100% Adds 100% Does not list contact damage in UI

Pox Cloud 250% Adds 250% Toxin cloud actually does get buffed, but only on the single target that the bomb sticks to.

Seer 100% Multiplies 100%

Kuva Seer 100% Multiplies 66% Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Sepulcrum Burst 100% Multiplies 51%

Sepulcrum Kill Streak 100% Multiplies 17%

Sonicor 0% Unknown 0% No contact damage, only AoE.

Tenet Spirex 100% Multiplies 60%

Staticor Uncharged 100% Adds 33%

Staticor Charged 100% Adds 29% CO is buffed by charge bonus (~3.66x)

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing
https://forums.warframe.com/topic/1279175-tennet-detron-primary-fire-multishot-bug/


Group Weapon [22] Effect Single-Target 
Value [23] Ch
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[2
4] Notes on Flat CO Base More Notes Updated on 07/02/2023 (32.2.10) [25] Comment on errors!

CO Factor [26] +Damage Math [27] Made by rainy#6342 Gold values copped from Prof_Blocks_007

Stug 0% N/A 0% No contact damage, only AoE.

Twin Gremlins 100% Adds 100%

Prisma Twin Gremlins 100% Adds 100%

Tysis 100% Adds 100% Does not affect needle-over-time

Zakti 100% Adds 27%

Zakti Prime 100% Adds 23%

Zymos 100% Adds 27%, 2.4% [42]

Zymos Spore Contact 100% Multiplies 6.5%

Melee
Most Melee Stance Attacks 100% Adds 100% Melee attacks where one quick-melee press will initiate exactly one hit.

Melee Multi-Hit Presses [43] Ignores Stance Adds Ignores Stance Always 100% of weapon damage, ignoring strance multipliers. In some 50% hit cases, this is an advantage, but it is a disadvantage in most cases.

Hespar First Heavy Attack 300% Adds 300% Based on the UI value similar to several other gun cases, which happens to display triple the damage per hit than what the attack normally deals. I'd like to think the heavy attack is supposed to be dealing 6x3, but that it is bugged and only deals 2x3.

Hespar Slide Heavy Attack 100% Adds 100% Note that both attacks scale CO off of 1680 damage, but that is also the expected damage for the slide heavy.

Ex
al

te
d Exalted Blade Wave Not Tested Unknown Not Tested

Exalted Blade Prime Wave Not Owned Unknown Not Owned

Exalted Umbra Blade Wave 200% Adds 200%

Desert Wind Wave 0% Unknown 0% Doesn't seem to be a projectile. Tested only neutral combo.

Tenet Agendus Electric Wave 22% Unknown 22%
Not factoring heavy attack multiplier. CO Does not factor combo meter (Corrupt Charge) while projectile base does.

Unknown with +dmg math because +dmg (PPP) doesn't work.

W
ar

sp
am

Arum Spinosa Heavy 1 40% Adds 40% Based on 70 damage for both attacks. [44] Can roughly confirm that CO seems to factor stealth bonus.

Arum Spinosa Heavy 2 20% Adds 20% CO Does not factor combo meter (Corrupt Charge) while projectile base does (Tested Heavy 1 Only)

Quassus Heavy 1 40% Adds 40% Based on 76 damage for both attacks. [45]

Quassus Heavy 2 20% Adds 20% CO Does not factor combo meter (Corrupt Charge) while projectile base does (Tested Heavy 1 Only)

Caustacyst Sludge Trail 800% Unknown 800% +/- 100%. Attack has difficult falloff to read. [46] +damage mods do not apply Seems to respect falloff

G
la

iv
es

Cerata 100% Adds 23%

Works
 both ch

arge
d and uncharge

d as e
xpecte

d.Falcor 100% Adds 27%

Glaive 100% Adds 23%

Glaive Prime 100% Adds 23%

Halikar 100% Adds 27%

Halikar Wraith 100% Adds 27%

Kestrel 100% Adds 27%

Orvius 100% Adds 27%

Pathocyst 100% Adds 27%

Xoris 100% Adds 19%

Sh
ie

ld
s Cobra and Crane Shield Throw 100% Adds 100%

Sigma and Octantis Throw 100% Adds 100%

Exodia Contagion 100% Adds 25%

Tenet Grigori Heavy Frisbee 100% Unknown 100% Unknown with +dmg math because +dmg don't work. CO factors combo meter (Corrupt Charge)

Innodem Incarnon Aerial Projectile 200% Adds 200%

Sp
oi

le
r 

M
el

ee
s

Nepheri Neutral Fireballs 100% Multiplies 100%

Verdilac Block Waves 100% Multiplies 100%

Stropha Heavy Shots 25% Adds 25% CO is not affected by heavy attack multiplier or combo multiplier.

Stropha Normal Shots 100%* Adds 100%* *CO projectile is not affected by stance multipliers.

Tatsu Souls 100% Unknown 100% Not affected by +Damage Fun fact, the guaranteed radiation proc pre-applies before the CO statuses are counted, buffing its own damage.

Tatsu Prime Souls 100% Unknown 100% Not Affected by +Damage ^ Radiation proc has been removed

Wolf Sledge 100% Adds 50%

Zenistar Disc Bonk 832% Adds 147% Does this save zenistar?

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing


Group Weapon [47] Effect Notes on Flat CO Base More Notes Updated on 23/02/2022 (31.1.7) Comment on errors!
CO Factor [48] +Damage Math [49]Progenitor Math [50] Made by vhwatgoes#6342 Gold values copped from Prof_Blocks_007

Primary
Acceltra 74% Adds N/A Based on a finctional 26 damage value that is listed on the in-game UI. Weapon actually deals ~35 base, which otherwise scales fine with mods.

Ar
ca Arca Plasmor 100% Multiplies N/A

Tenet Arca 100% Multiplies Full

Artemis Bow 0% N/A N/A Reportedly same for all charge levels. Likely Augment too.

Cr
os

sb
ow

s Attica 100% Adds N/A ColourLegendNagantaka 100% Adds N/A

Nagantaka Alt-fire 100% Adds N/A Not Good Not Good

Zhuge 100% Adds N/A Good! Skeptical

Zhuge Prime 100% Adds N/A Extra Mystery

Astilla 100% Adds N/A Second-party information [51]

Astilla Prime 100% Adds N/A Falloff no longer exists? [52] 31.1.7 sheet changelog

Basmu Primary 100% Multiplies N/A Melee attacks and Hitscan attacks now include lich / progenitor bonus properly

Battacor Primary 100% Multiplies N/A Projectiles still do not include progenitor bonuses (Bramma, Tetra)

Battacor Charge 100% Adds N/A CO properly factors the charge level multiplier. Multi-hit Melee Attacks (eg, Winding Temper from Crushing Ruin) seem to not include stance multipliers for CO.

Bo
lt

or
s Boltor 100% Adds N/A CO ignores range falloff on all attacks, except current multiplying cases.

Boltor Prime 100% Adds N/A

Telos Boltor 100% Adds N/A

Bubonico 100% Multiplies N/A CO respects falloff

Bubonico Alt-Fire 100% Multiplies N/A Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Buzlok 100% Multiplies N/A

Buzlok Tracer 100% Multiplies N/A it's like 5 damage

Pr
im

ar
y 

Ki
tg

un
s Catchmoon Primary 100% Multiplies N/A

Tombfinger Primary 100% Multiplies N/A

Sporelacer Primary 100% Multiplies N/A

Cedo Alt-fire 100% Multiplies N/A

Corinth Airbonk 100% Adds N/A

Corinth Prime Airbonk 100% Adds N/A

Bo
w

s

Cernos Quickshot 100% Adds N/A Both based on uncharged value, unfortunately for 
the charged attack.Cernos Charged 50% Adds N/A

Cernos Prime Quickshot 100% Adds N/A Both based on uncharged value, unfortunately for 
the charged attack.Cernos Prime Charged 50% Adds N/A

Rakta Cernos Quickshot 100% Adds N/A Both based on uncharged value, unfortunately for 
the charged attack.Rakta Cernos Charged 50% Adds N/A

Proboscis Cernos 100% Adds N/A

Mutalist Cernos Quickshot 100% Multiplies N/A

Mutalist Cernos Charged 51% Adds N/A Based on quickshot value

Mutalist Cernos Quick Cloud 100% Multiplies N/A

Mutalist Cernos Charged Cloud 3280% Adds N/A Based on quickshot value... Only increases on the single attached target. Properly reads elemental resists.

Dread Uncharged 100% Adds N/A

Dread Charged 52% Adds N/A Based on quickshot value

Mk-1 Paris Uncharged 100% Adds N/A

Mk-1 Paris Charged 50% Adds N/A Based on quickshot value

Paris Uncharged 100% Adds N/A

Paris Charged 51% Adds N/A Based on quickshot value

Paris Prime Uncharged 100% Adds N/A

Paris Prime Charged 52% Adds N/A Based on quickshot value

Nataruk Uncharged 100% Adds N/A

Nataruk Perfect 100% Multiplies N/A

Nataruk Charged 100% Multiplies N/A

Daikyu 100% Adds N/A

Lenz 100% Adds N/A

Kuva Bramma Direct 100% Adds Deducted

Kuva Bramma Bomblets 492% Adds Deducted Reportedly based on main projectile value of 187

Kuva Chakkhurr 100% Adds Deducted

Dera 100% Adds N/A

Dera Vandal 100% Adds N/A

Fl
ak

 
Ca

nn
on

s Drakgoon Quickshot 100% Adds N/A Give or take 1 dmg

Drakgoon Charged 57% Adds N/A Based on uncharged value, I think.

Kuva Drakgoon Quickshot 100% Adds Deducted

Kuva Drakgoon Charged 50% Adds Deducted

Exergis 100% Multiplies N/A CO respects falloff

Sp
ea

rg
un

s Ferrox Quick Throw 100% Adds N/A

Ferrox Charged Throw 100% Adds N/A

Javlok Autocharge 100% Multiplies N/A

Javlok Quick Throw 100% Adds N/A

Javlok Charged Throw 100% Adds N/A CO is buffed by charge bonus (2x)

Scourge 100% Multiplies N/A

Scourge Throw 100% Adds N/A CO is buffed by charge bonus (2x)

Scourge Prime 100% Multiplies N/A

Scourge Prime Quick Throw 100% Adds N/A CO is buffed by charge bonus (2x)

Scourge Prime Charged Throw 67% Adds N/A Based on quickshot value

Fulmin Semi 100% Multiplies N/A

Harpak 100% Adds N/A

Harpak Harpoon 100% Multiplies N/A

Hema 100% Multiplies N/A

Komorex 100% Adds N/A

Lanka Half-Charge 150% Adds N/A Based on 300 damage for a 200 damage attack.

Lanka Full-Charge 38% Adds N/A Based on 200 damage for a 525 damage attack.

Ri
pp

er
s 

[5
3] Miter Quickshot 100% Adds N/A

Both based on the quickshot's 100 damage attack.
Miter Charged 40% Adds N/A CO is buffed by charge bonus (2x)

Panthera 100% Adds N/A

Panthera Prime 100% Adds N/A

Paracyst 100% Adds N/A

Paracyst Harpoon 100% Multiplies N/A

Pe
nt

as

Penta 100% Adds N/A

Carmine Penta 100% Adds N/A

Secura Penta 100% Adds N/A

Penta Napalm Not Owned Unknown N/A

Carmine Penta Napalm 100% Adds N/A Napalm substantially modifies contact damage.

Secura Penta Napalm 100% Adds N/A

Phantasma Bomb 100% Adds N/A Works at all charge levels.

Phantasma Bomblets 100% Multiplies N/A It's 3 damage that doesn't change with charge.

Quanta Cube Bonk 100% Adds N/A

Quanta Vandal Cube Bonk 100% Adds N/A

Mutalist Quanta 100% Adds N/A

Quellor Charge Attack 100% Multiplies N/A

Shedu 100% Multiplies N/A

Sporothrix 100% Adds N/A Properly includes shot combo multiplier

Stahlta Primary 100% Multiplies N/A

Stahlta Charge Attack 100% Multiplies N/A

Supra 100% Adds N/A

Supra Vandal 100% Adds N/A

Te
tr

as

Tetra 100% Adds N/A

Prisma Tetra 100% Adds N/A

Tenet Tetra 100% Adds Deducted

Tenet Tetra Big Attack 100% Adds Deducted

Tenet Envoy 100% Multiplies Full

Tonkor 100% Adds N/A

Kuva Tonkor 100% Adds Deducted

Torid 100% Multiplies N/A Toxin cloud actually does get buffed, but only on the single target that the bomb sticks to.

Trumna Kill Streak 100% Multiplies N/A

Za
rr

s Zarr Cannon Direct 100% Adds N/A

Zarr Cannon Bomblets 167% Adds N/A Reportedly based on main projectile value of 25

Zarr Barrage 100% Adds N/A

Kuva Zarr Cannon Direct 100% Adds Deducted

Kuva Zarr Cannon Bomblets 330% Adds Deducted Reportedly based on main projectile value of 66

Kuva Zarr Barrage 100% Adds Deducted Roughly 100%. Not certain. CO Ignores Range Falloff Doesn't list falloff distance in UI

Zenith Disc Bonk 100% Multiplies N/A

Secondary
Acrid 100% Adds N/A

Akarius 100% Multiplies N/A Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Bo
lt

os

Akbolto 100% Adds N/A

Telos Akbolto 100% Adds N/A

Akbolto Prime 100% Adds N/A

Bolto 100% Adds N/A

Angstrum 100% Adds N/A

Prisma Angstrum 100% Adds N/A Tested 1/3 autocharge only. Reportedly multiplies with a very fun charge bonus of +1x per ammo shot in a single launch.

Balefire Charger 0% N/A N/A No contact damage, only AoE.

Ba
lli

st
ic

as

Ballistica Quickshot 100% Adds N/A

Ballistica Charged 25% Adds N/A Based on uncharged Value

Rakta Ballistica Burst 100% Adds N/A Both based on uncharged value, unfortunately for 
the charged attack.Rakta Ballistica Charged 25% Adds N/A

Ballistica Prime Quickshot 100% Adds N/A Both based on uncharged value, which is bad, and 
extra bad for the charged attack.

Roughly 33%. Charged attack is same flat amount

Ballistica Prime Charged 53% Adds N/A CO is buffed by charge bonus (~2x)

Catabolyst Bladder Contact 100% Multiplies N/A Same value on Empty and Partially Empty Don't build around this

Se
co

nd
ar

y 
Ki
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s Catchmoon Pistol 100% Multiplies N/A

Tombfinger Pistol 100% Multiplies N/A

Sporelacer Pistol 63% Adds N/A Based on ~57 damage for all configuations. Ungilded sporelacers base CO on gilded values Listed Falloff as no effect

Sporelacer Pistol Bomblets 633% Adds N/A Based on same mystery value as normal fire.

Ce
st

ra
s Cestra 100% Adds N/A

Dual Cestra 100% Adds N/A

Secura Dual Cestra 100% Adds N/A

Cyanex Homing 100% Multiplies N/A

Cyanex Alt-Burst 100% Multiplies N/A

Ku
na

is
 [

54
]

Despair 100% Adds N/A

Fusilai 100% Adds N/A Same for both fires.

Hikou 100% Adds N/A

Hikou Prime 100% Adds N/A

Mk1 - Kunai 100% Adds N/A

Kunai 100% Adds N/A

Spira 100% Adds N/A

Spira Prime 100% Adds N/A

D
et

ro
ns Detron 100% Adds N/A

Mara Detron 100% Adds N/A CO Ignores Range Falloff
Tenet Detron 100% Adds Deducted CO Ignores Range Falloff Unrelated to Galv Shot, added multishot projectiles scale off all wrong stats.

Tenet Diplos 100% Adds Deducted

Tenet Diplos ADS [55] 100% Multiplies Full

Epitaph Uncharged 100% Multiplies N/A

Epitaph Charged 100% Multiplies N/A CO is buffed by charge bonus (2x iirc)

Euphona Slug 100% Adds N/A Could be slightly below 100%, not certain.

H
ys

tr
ix

 [
56

]

Hystrix Heat 100% Adds N/A

Hystrix Cold 100% Adds N/A

Hystrix Electric 100% Adds N/A

Hystrix Poison 100% Adds N/A

Kompressa 100% Adds N/A Based on 2 damage.

Kulstar 100% Adds N/A

Kulstar Bomblet 267% Adds N/A Based on mother projectile value of 200

Pox Contact 100% Adds N/A Does not list contact damage in UI

Pox Cloud 250% Adds N/A Toxin cloud actually does get buffed, but only on the single target that the bomb sticks to.

Seer 100% Multiplies N/A

Kuva Seer 100% Multiplies Full Remember, CO deals 100% of contact damage, but has 0% effect on explosions.

Sepulcrum Burst 100% Multiplies N/A

Sepulcrum Kill Streak 100% Multiplies N/A

Sonicor 0% Unknown N/A Direct damage seems to be missing entirely from the UI. Following the precedented error with Acceltra where it's based off a false UI value, sonicor's case could be based of the absence of a contact damage value. Not a weapon I've personally tested. I'm assuming the contact damage exists at all, as the wiki still lists it.

Tenet Spirex 100% Multiplies Full

Staticor Uncharged 100% Adds N/A

Staticor Charged 100% Adds N/A CO is buffed by charge bonus (~3.66x)

Stug [57] 0% N/A N/A No contact damage, only AoE.

Twin Gremlins 100% Adds N/A

Prisma Twin Gremlins 100% Adds N/A

Tysis 100% Adds N/A Does not affect needle-over-time

Zakti 100% Adds N/A

Zakti Prime 100% Adds N/A

Zymos 100% Adds N/A

Zymos Spore Contact 100% Multiplies N/A

Melee
Tenet Agendus Normal Attacks 100% Adds Full Multi-hit attacks, where one button press strikes a target more than once, do not apply the stance multipliers to the CO bonus.

Tenet Agendus Electric Wave 22% Unknown Unknown
Possibly not factoring heavy attack multiplier. CO Does not factor combo meter (Corrupt Charge) while projectile base does.

Unknown with +dmg math because +dmg (PPP) doesn't even work.

W
ar

sp
am

Arum Spinosa Heavy 1 40% Adds N/A Based on 70 damage for both attacks. [58] Can roughly confirm that CO seems to factor stealth bonus.

Arum Spinosa Heavy 2 20% Adds N/A CO Does not factor combo meter (Corrupt Charge) while projectile base does (Tested Heavy 1 Only)

Quassus Heavy 1 40% Adds N/A Based on 76 damage for both attacks. [59]

Quassus Heavy 2 20% Adds N/A CO Does not factor combo meter (Corrupt Charge) while projectile base does (Tested Heavy 1 Only)

Caustacyst Sludge Trail 800% Adds N/A +/- 100%. Attack has difficult falloff to read. [60]

G
la

iv
es

Cerata 100% Adds N/A

Works
 both ch

arge
d and uncharge

d as e
xpecte

d.Falcor 100% Adds N/A

Glaive 100% Adds N/A

Glaive Prime 100% Adds N/A

Halikar 100% Adds N/A

Halikar Wraith 100% Adds N/A

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing
https://forums.warframe.com/topic/1279175-tennet-detron-primary-fire-multishot-bug/


Group Weapon [47] Effect Notes on Flat CO Base More Notes Updated on 23/02/2022 (31.1.7) Comment on errors!
CO Factor [48] +Damage Math [49]Progenitor Math [50] Made by vhwatgoes#6342 Gold values copped from Prof_Blocks_007
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Kestrel 100% Adds N/A

Works
 both ch

arge
d and uncharge

d as e
xpecte

d.

Orvius 100% Adds N/A

Pathocyst 100% Adds N/A

Xoris 100% Adds N/A

Sh
ie

ld
s Cobra and Crane Shield Throw 100% Adds N/A

Sigma and Octantis Throw 100% Adds N/A

Exodia Contagion 100% Adds N/A

Tenet Grigori Heavy Frisbee 100% Unknown Full Unknown with +dmg math because +dmg don't work. CO factors combo meter (Corrupt Charge)

Sp
oi
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r 
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Nepheri Neutral Fireballs 100% Multiplies N/A

Verdilac Block Waves 100% Multiplies N/A

Stropha Heavy Shots 25% Adds N/A Seems to lack combo multipliers on all attacks, not just heavies. Based on 700 damage, which is 100% of shot base.

Tatsu Souls 100% Multiplies N/A Fun fact, the guaranteed radiation proc pre-applies before the CO statuses are counted, buffing its own damage.

Wolf Sledge 100% Adds N/A

Zenistar Disc Bonk 832% Adds N/A Does this save zenistar?

https://docs.google.com/spreadsheets/d/1KRUQMOOAFesMPfbjEs3DbCZoqfvFOUrvvoszWa6vyIE/edit?usp=sharing


[1] This marks what has been retested between 32.2.10 and Citrine.

This validates all notes on a weapon too, such as if falloff is still the same.

[2] Alphabetical until major weapon groups, which give priority to keeping groups together.

GOLD = Based on sources that aren't myself. (Probably Prof_Blocks)

[3] (Contact / totalDamage)

This is for players wondering if GunCO is worth using on their explosive weapons. 

To be very clear: GUNCO DOES NOT WORK ON EXPLOSIONS.

Actual mod value will be different depending if the effect adds or multiplies with damage mods.

[4] The important column which DE has been working on. This shows how effective a CO bonus is on a 
projectile strike relative to its starting damage!

100% values can are rounded by a percentage or two.

[5] If you have 80% from a CO bonus and another +165% Damage from a mod you'll get:

ADDS = 1 + 80% + 165% = 345%

MULTIPLIES = (1 + 80%) x (1 + 165%) =  477%

UNKNOWN = idk. some attacks don't even work with +damage, only CO, lol.

[6] discord: rainyaura

[7] Full-magazine throw has +360 explosion damage.

[8] Arsenal Lies

[9] Brash, Palmaris, Shrewd, Steadyslam, Tremor

[10] Brash, Palmaris, Shrewd, Steadyslam, Tremor

[11] Contact damage will disarm explosion.

[12] Contact damage will disarm explosion.

[13] Likely all lich weapons now do. These were the ones tested.

[14] The Ripper / Razorjack is the Unreal Tournament weapon that inspires the Miter and Panthera. Digital 
Extremes previously worked on Unreal Tournament.

[15] Kunais, Despair, Hikous, and Spirexes are nearly identical in everything but mastery. Fusilai breaks the 
mold by not being puncture-focused, and includes a fun alt-fire.

Castanas and Talons are AoE only.
Staticor doesn't count.

[16] Gibber, Ramble, Ulnaris, Lovetap, Haymaker



[17] Gibber, Ramble, Ulnaris, Lovetap, Haymaker

[18] Assumed bomblet damage is ~1/10 of normal contact dmg.

[19] ADS is an acronym used in first-person-shooter video games, meaning "Aim-Down-Sights". It is the 
right-click to scope/zoom feature.

In Warframe, sometimes it's "zoomy eyes".

[20] Bodyshot, Headshot

[21] Where pressing your melee attack ones causes more than one hit on an enemy.

[22] Alphabetical until major weapon groups, which give priority to keeping groups together.

GOLD = Based on sources that aren't myself. (Probably Prof_Blocks)

[23] This is for players wondering if GunCO is worth using on their explosive weapons. 

To be very clear: GUNCO DOES NOT WORK ON EXPLOSIONS.

Actual mod value will be different depending on whether the effect adds or multiplies with damage mods.

[24] This marks what has been retested between 31.1.7 and 32.0.12.

This validates all notes on a weapon too, such as if falloff is still the same.

[25] Note to self: update this

[26] The important column which DE has been working on. This shows how effective a CO bonus is on a 
projectile strike relative to its starting damage!

100% values can are rounded by a percentage or two.

[27] If you have 80% from a CO bonus and another +165% Damage from a mod you'll get:

ADDS = 1 + 80% + 165% = 345%

MULTIPLIES = (1 + 80%) x (1 + 165%) =  477%

UNKNOWN = idk. some attacks don't even work with +damage, only CO, lol.

[28] Full-magazine throw has +360 explosion damage.

[29] Arsenal Lies

[30] The projectile, not the explosion

[31] Brash, Palmaris, Shrewd, Steadyslam, Tremor

[32] Brash, Palmaris, Shrewd, Steadyslam, Tremor

[33] Contact damage will disarm explosion.

[34] Likely all lich weapons now do. These were the ones tested.



[35] Contact damage will disarm explosion.

[36] They just happen to align alphabetically.

The Ripper / Razorjack is the Unreal Tournament weapon that inspires the Miter and Panthera. Digital 
Extremes formerly worked on Unreal Tournament.

[37] Gibber, Ramble, Ulnaris, Lovetap, Haymaker

[38] Gibber, Ramble, Ulnaris, Lovetap, Haymaker

[39] Assumed bomblet damage is ~1/10 of normal contact dmg.

[40] Kunais, Despair, Hikous, and Spirexes are nearly identical in everything but mastery. Fusilai breaks the 
mold by not being puncture-focused, and includes a fun alt-fire.

Castanas and Talons are AoE only.
Staticor doesn't count.

[41] ADS is a first-person-shooter term for "Aim-Down-Sights", the right-click to scope/zoom feature.

In Warframe, sometimes that's just zoomy eyes.

[42] Bodyshot, Headshot

[43] Where pressing your melee attack ones causes more than one hit on an enemy.

[44] 80 vs charger. 70 was determined after figuring out what the quantized value was, and apparently 
dividing that value by 2.5 and 5 resulted in the observed difference.

It also happens to be the base damage of these daggers according to the wiki, which could have only been 
data mined...

[45] 87.5 vs charger. 76 was determined after figuring out what the quantized value was, and apparently 
dividing that value by 2.5 and 5 resulted in the observed difference.

[46] indicated by making the 800% hard to read

[47] Alphabetical until major weapon groups, which give priority to keeping groups together.

GOLD = Based on sources that aren't myself. (Probably Prof_Blocks)

[48] The important column which DE has been working on. This shows how effective a CO bonus is on a 
projectile strike relative to its starting damage!

100% values can are rounded by a percentage or two.

[49] If you have 80% from a CO bonus and another +165% Damage from a mod you'll get:

ADDS = 1 + 80% + 165% = 345%

MULTIPLIES = (1 + 80%) x (1 + 165%) =  477%

UNKNOWN = idk. some attacks don't even work with +damage, only CO, lol.

[50] DEDUCTED = The weapon's should-be CO bonus is divided by the progenitor element bonus. This 
does not mean it only applies to the non-progenitor elements. It will affect your base elements depending 
on the health types resist your total modded damage.

FULL = The Progenitor bonus actually applies fully to the CO bonus!



[50] DEDUCTED = The weapon's should-be CO bonus is divided by the progenitor element bonus. This 
does not mean it only applies to the non-progenitor elements. It will affect your base elements depending 
on the health types resist your total modded damage.

FULL = The Progenitor bonus actually applies fully to the CO bonus!

[51] Probably more credible than mine.

[52] The projectile, not the explosion

[53] They just happen to align alphabetically.

The Ripper / Razorjack is the Unreal Tournament weapon that inspires the Miter and Panthera. Digital 
Extremes formerly worked on Unreal Tournament.

[54] Kunais, Despair, Hikous, and Spirexes are nearly identical in everything but mastery. Fusilai breaks the 
mold by not being puncture-focused, and includes a fun alt-fire.

Castanas and Talons are AoE only.
Staticor doesn't count.

[55] ADS is a first-person-shooter term for "Aim-Down-Sights", the right-click to scope/zoom feature.

In Warframe, sometimes that's just zoomy eyes.

[56] Yes but khora prime when

[57] Inspired by the Unreal Tournament Bio Rifle.

[58] 80 vs charger. 70 was determined after figuring out what the quantized value was, and apparently 
dividing that value by 2.5 and 5 resulted in the observed difference.

It also happens to be the base damage of these daggers according to the wiki, which could have only been 
data mined...

[59] 87.5 vs charger. 76 was determined after figuring out what the quantized value was, and apparently 
dividing that value by 2.5 and 5 resulted in the observed difference.

[60] indicated by making the 800% hard to read


