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1. Modify Stats
2. Capabilities
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[0]Feat301_PlayersLightAttacks (Inactive] ]
[2]Feat301_PlayersHeavyAttack (Inactive)®
[3]Feat301_MinionsAndCaptains ([r.]active)'
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Implementation

Effects Setup

B Effects[0] ® Revive Other Speed -5.00%
= 1¥YpE
Type Revive Other Speed
Computation Type Multiplicative
& Intensity
Intensity Type Fiwed Value
Value -5

Enum

| Fitar ftems

BatdeMeter Hard Points Earmned
BattleMeter Hard Points Given
Repulsion Size - DEPRECATED
Squad Weigth

MPC Attack Speed - DEPRECATED
Thrown distance

Feat Cooldown Speed

Max Balance

Down State Duration

Revive Duration

Revive Speed

Revive Health Reqain

Revive Other Speed
Revive Other Health Regain
Knockback Applied

Boost capture rate

Super State Duration

Revenge Meter Gain

Bxecution Health Gain

Boost Duration
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Implementation Run-time

- Code Queries

o

3. Add Tag

4, Remove Modifier ]_, Actions
5. Create a new effect



Implementation Run-time

Example: Stun
UI::Update

if ( player has “Tag_Blinded” ) \

hi = true;
idden = true; e ler

for each [ I I I ST 0
if ( entry has Effect “Tag_Blinded” )
return true;
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Player Local 8

Bot Local_ 16

Bot Local 17

Bot Local 18

DETAILED

===FMODIEIERS ===

[@]M1ea_DebuffResistance_Pos (Origin_Gear - Core)I
GearStatusEffect DebuffReductlo = Lvl 9

Attribute Tweaker: Debuff Duration -28.63%
| Status Effect Level Overrides: 9

[10]Me4a_RevengeInjury._| Pos (Origin_Gear - Core)

GearStatusEffect_Reve fect Lvl 9
Attribute Tweaker: Revenge Meter Gain +21.47%

| Status Effect Level ©verritess 7

(Inactive) (Qrigin Geac - _Coce)

ModifierScry
Gameplay Row

8 Actors [Players & Bots]

L111M15h Condition ThrawDistance Neg L
Condition: Owner = Source AND Ability Description Category = Guardbreak Attack AND Ability Result Category = Hit

> ~
=~ =4

[14]Modifier_Feat_UniqueVikingHybrid2el KillBuff [(Tnactive) | (Origin Feat - External - Non Stackable)
Condition: Owner = Source AND Ability Target Type = Player AND Ability Target Fight Attitude = Hostile AND Ability T

[16]Modifier_Feat_UniqueVikingHybrid2el Apply] (8.9 sec) (Origin_Feat - External - Non Stackable)

ActorStatusEffect DamageTaken_Decrease - Status Ertect Lvl 9
Attribute Tweaker: Damage taken -50.060%

ActorStatusEffect_DamageDealt Increase - Status Effect Lvl 9
Attribute Tweaker: Damage dealt +50.60%

[1]Me8b_ExhaustionDuration_Neg (Inactive) (Origin_Gear - Core)

Condition: Actor Type = Self AND Out Of Balance State = Active

GearStatusEffect_OutOfStamRegen_Neg - Status Effect Lvl 9
Attribute Tweaker: Balance regen -12.12%

| Status Effect Level Overrides: 9

[2]M11a_ExecutionRegen_Pos (Origin_Gear - Core)
GearStatusEffect_ExecutionRegen_Pos - Status Effect Lvl 9

Attribute Tweaker: Execution Health Gain +17.89%

§ Cycle Actor Type

Y Remove Scry Modifier

A Apply Scry Modifier

X Cycle Detail Mode

8/3 Skip

9.4 (Release Editor)
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Ll Modifier_Feat_GenericTank401_PassiveRegen_CDC Act

Name
£ Duration
Has Duration
[ Effects
[ Status Effect Selections
[ Status Effect Selections[0]
Status Effect
Status Level
B Selected Level
[ Effects
[ Effects[0]
El Type
B Events
[ Events[0]
Event
[ Misc
Actor Type
[ Modifier Descriptor
Name
[ Duration
Has Duration
Duration
o Effects
O Status Effect Selections
[ Status Effect Selections[0]
Status Effect
Status Level
B Selected Level
Effects
Actor Selector
Stacking
Conditions
Feedbacks
Misc
B Application Timing
Frequency Type
Time Offset
Actor Selector
Stacking
=1 Conditions
Condition{s)
Feedbacks
E Misc

Madifier_Feat_GenericTank401_PassiveRegen_CDC

1 (AgentStatusEffectSelection)

® ActorStatusEffect_Feat_PassiveRegen_CD - Status EffectLvl 0

® ActorStatusEffect Feat PassiveRegen CD

Level 0

® AgentStatusEffect_LevelDefinition

1 (StatusEffectBaseEffect)

#® Apply modifier Modifier_Feat_GenericTank401_PassiveRegen_CD on activation

1 {ClipEvent)
® Apply modifier Modifier_Feat_GenericTank401_PassiveRegen_CD

Self
® Modifier_Feat GenericTank401_PassiveRegen_CD
Modifier_Feat_GenericTank401_PassiveRegen_CD

2 (zec)

1 {AgentStatusEffectSelection)

® ActorStatusEffect_Spedal_Cooldow
® ActorStatusEffect_Spedial_Cooldown
Level 0

® AgentStatusEffect_LevelDefinition

0 (StatusEffectBaseEffect)

® Flayer &NPC

- Status Effect Lvi 0

On Activation
0 {ms)
® Flayer &MNPC

® (Actor Type = Self AND Combat Mode = Free Roaming AND MOT( Self Health is Empty J AND NOT( Self Health



Challenges "Da







Challenges
Solutlon St.



Challenges Data ¥ .

odifier



Status
Effect



Challenges " Data

Status Eff

-

Success?




Challenges Stacking

+407
Dmg

+257 Dmg



Challenges Stacking

- Min/Max

o : .
?‘y . # 9
J 3 - _.‘L -2 ¥ ’ ::u g
< 1l gl

Too strong
; : 6
’

- X % 4+ YO ah e



Challenges Stacking

BOSS

10 dmg ) 2 dmg
Difficulty:
-80% dmg




Challenges Stacking

BOSS

10 dMg ) ? dmg
Difficulty:

-80% dmg
Feat:
+50% dmg




Challenges Stacking

8-0-

10 dmg o) 7 dmg




Challenges Stacking

O +50% Dmg
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Core External
e Gear * Feats

« Campaign  Boosts

* Al archetypes » Missions
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Challenges

Optlmlzatlon Bitfield

| Fidter ftems

BattleMeter Hard Points Earned
BateMeter Hard Points Given
Squad Weigth

NPC Attack Speed - DEPRECATED
Thrown distance

Feat Cooldown Speed

Max Balance

Down State Duration

Revive Duration

Revive Speed

Revive Health Regain

Max
Solider: 6
Player: 30

Revive Other Health Regain
Boost capture rate

Super State Duration
Revenge Meter Gain
Execution Health Gain
Beost Duration
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Recap

Things that went right

» Modifiers used everywhere!

* Debug Info
* Ownership
*Simple

* Fight: 60
 Feats: 200

e Gear: 40

« Campaign: 200




Recap

Things that could have been
better

» Modifiers used everywhere! o
* Testing R _
- Usability B



Recap

Future Plans

» Dedicated Editor

 Optimization — Permanent Modifiers
» Status Effects

» More debug display!
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