Values

Core Attributes & Stat Caps

Mechanic

Base Health & Scaling

Stat Scaling (Str / Dex)

Power Conversion

Crit / Dodge / Block Caps

Enhanced Caps (Dmg/Def/Spd)

Defense Mitigation / Soft Cap

Mastery Base / Precision

Mastery Requirement

Gear, Enemies

Mechanic

Enemy Attack / Element Split

Enemy Def Mitigation / Cap

Enemy Freeze Resist

Ahead Penalty Per Depth

Gear Quality / Affix Power

Internal Variable

basePl ayer Heal th / vital i tyHeal t hMul t

/ maxLi f eScal e

strengthScal e / dexteritySpeedScal e

att ackRat i ngScal e /
spel | Power ToAut oAt t ackScal e

critChanceCap / dodgeChanceCap /
bl ockChanceCap

maxEnhancedDamagePer cent /

maxEnhancedDef ensePer cent /
max SpeedBonusPer cent

def enseM ti gationFactor /
def enseSof t Cap

mast er yFul | Ki t BaseRol | /
preci si onCri t DanageBonus

nmast er yFul | Ki t Pi eces

Value

75/3.5/1

05/1

0.07/0.45

50% / 15% / 35%

80% / 45% [ 40%

8 /10000

25/65

14

& Depth Scaling

Internal Variable

enenyAttackMil tiplier /
enenyEl ement al Att ackPct

enenyDef enseM ti gati onFactor /
enenyDef enseVsPl ayer Cap

enenyFreezeResi st Dept hStart /

enenyFreezeResi st Dept hSpan /
enenyFr eezeResi st Max

aheadPenal t yPer Dept h

gear Dept hRef Qual i t yPct /
gear Dept hAf f i xPower Fact or

Value

3x/12% (0.12)

1/150

1500/3000/0.6

1.0075

85/7



Gear Scaling (Base/Penalty)

Gear Depth Blending

def enseFronm t enBScal e /
gear Dept hPenal t yScal e

gear Dept hPower Bl end /

gear Dept hPower Rat i oFl oor /
gear Dept hMaxI nf | at e

Status Effects & Elements

Mechanic

Bleed (Base/Stack/Apply Cap)

Poison (Base/Stack/Cap)

Poison Proc / Bonus

Burn Detonate / Ramp

Shock Base / Ramp / Cap

Mastery Application Caps

Uncapped Bonuses

Abilities, Heals

Mechanic

Barrier Max HP Ratio

Divine Light (Heal to Barrier)

Life Steal (Cap / Heal)

Stun Duration / Proc Caps

Overkill Execute Threshold

Execute Crit (In/Out Range)

Execute Finisher (In/Out Range)

Internal Variable

bl eedTi ckBase / bl eedTi ckSt ackFactor /
bl eedAppl ySt ackCap

poi sonTi ckBase / poi sonTi ckSt ackFact or
/ poi sonTi ckSt ackCap

poi sonProcDamageScal e /
poi sonPr ocBonusPer St ack

bur nDet onat eHeat / bur nDet onat eMul t /
i nf er noRanmpPer Tur n

shockTi ckBase / shockRanpPer Proc /
shockRanpCap

bur nMast er yAppl yCap /

poi sonMast er yAppl yCap /
|'i ght ni ngMast er yAppl yCap

hel | fireBonusCap / hot Pur sui t BonusCap

& Finishers

Internal Variable

barri er MaxHpRat i o

di vi neLi ght Barri er Of Heal /
di vi neLi ght Bar ri er MaxHpPct

|i feSteal Percent Cap /
| i f eSt eal Heal MaxHpPer Per cent

stunDuration / shadowSt unProcCap /
frost FreezeProcCap

overki | | Execut eHpThr eshol d

execut eCri t|nRangeMul t /
execut eCri t Qut O RangeMul t

execut eFi ni sher | nRangeMul t /
execut eFi ni sher Qut Of RangeMul t

045/1

0.85/0.5/1.15

Value

4.9/0.28/12

3.4/0.26/15

0.95/4

4/2x/8

3.8/2/50

70/70/70

99999 /99999

Value

60% (0.6)

50% (0.5) / 3% (0.03)

8% /0.01

1/30/30

45% (0. 45)

1.6x/1.28x

1.45x /1.22x



Prey Mark (Min/Amp/Cap)

Coup De Grace Mult

Raw Source

attackRatingScal e': 0.07,
strengthScale': 0.5,

def enseFronl tentScal e' : 0. 45,
defenseM tigati onFactor': 8,

def enseSoft Cap' : 10000,

def enseAboveCapScal e' : 0. 12,
"maxLi feScal e': 1,
vitalityHealthMmult': 3.5,
basePl ayerHeal th': 75,

enenyDef enseM ti gati onFactor':
enemnyDef enseVsPl| ayer Cap' : 150,

execut ePreyMar kM nPi eces /

execut ePr eyMar kAnpPer St ack /
execut ePr eyMar kCap

coupDeG aceMul t

1,

"enenyEl enent al AttackPct': 0.12,

enenyAttackMul tiplier': 3,
gear PushHeadr oom : 55,

gear Dept hRef Qual i tyPct' : 85,
gear Dept hAf fi xPower Factor' :

gear Dept hPenal tyScal e' : 1,
gear Dept hPower Bl end' : 0. 85,
gear Dept hMaxI nfl ate': 1.15,
barri er MaxHpRatio': 0.6,

aheadPenal t yPer Dept h' : 1. 0075,

gear Dept hPower Rat i oFl oor': 0.5,

"hol yBarrierMasteryScal e' : 8000,

hol yBar ri er BonusCap' : 0. 35,

di vi neLi ght Barri er MaxHpPct ' :

hol yLayOnHandsHeal MaxHpPct ' :

| eechHeal MaxHpPct': 0. 08,

|l'ifeSteal PercentCap': 8,
hol yBeaconHeal Bonus' : 0. 25,
hol yBul war kDamageReducti on' :

frozenWal | Barri er MaxHpPct ' :

enenyFr eezeResi st Dept hSpan' :
enenyFreezeResi st Max' : 0. 6,
stunbDuration': 1,

' shadowsSt unProcCap' : 30,

di vineLightBarrierCf Heal ' : O.
hol ySanct uaryBarri er MaxHpPct '

bl oodRushHeal MaxHpPct': 0. 05,
I'i vi ngFi reHeal MaxHpPct': 0. 07,

|'i feSteal Heal MaxHpPer Per cent '

hol yAegi sHeal MaxHpPct': 0. 05,
hol yConsecrati onBarri er MaxHpPct' : 0. 04,
i ceArnor Barrier MaxHpPct': 0. 04,

0. 04,

i ronboundBarri er MaxHpPct' : 0. 03,
enemyFreezeMaxConsecuti veSki ps': 2,
enenyFreezel nmuni tyTurns': 3,
" enenyFreezeResi st DepthStart':

)

. 03,
0.12,

0. 08,

0. 01,

0. 15,

1500,

3000,

3/0.055/12

3.4x



"flurryExecut eAsBonus':

ni ghtfal | LuckySt unChance' : 14,
tinmeDi |l ati onProcChanceBonus': 12,
anbushBur st Base' : 10,

voi dStri keBase' :

16,

shadoweEchoBur st Mul t* :
af t er mat hDamageTakenPct ' : 50,
af t ermat hDazedTurns' :
evasi veFl owDodgePer St ack' : 1. 25,
shadowst epDodgePer LuckyHi t': 1. 25,
"war dbreakerBarrierMult': 3.5,

deat hMar kExecut eThr eshol dBonus' : 0. 22,
execut eQut Of RangeFactor': 0. 65,

coupbDeG aceMul t':

hunt FocusCri t Bonus' :
hunt FocusCri t BonusQut Of Range' : 10,
overki | | Execut eHpThreshol d': 0. 45,
apexPredat or Cri t Bonus': 22,

apexPr edat or AsBonus' :
execut eSet Stri keAnpPer Pi ece' : 0. 08,
executeCritlnRangeMult': 1.6,
executeCritQut Of RangeMul t': 1. 28,
execut eFi ni sher I nRangeMul t': 1. 45,
execut eFi ni sher Qut O0f RangeMul t' : 1. 22,
execut ePreyMar kM nPi eces' : 3,

execut ePr eyMar kAnpPer St ack' : 0. 055,
execut ePreyMar kCap' :

dext eritySpeedScal e' :
maxEnhancedDanagePer cent' : 80,
maxEnhancedDef ensePercent': 45,
maxSpeedBonusPer cent' : 40,

1. 35,

3,

3. 4,

20,

22,

12,
34,
1,

critChanceCap': 50,

dodgeChanceCap' : 15,

dodgeRat i ngScal e' : 350,

bl ockChanceCap': 35,

mast eryFul | Ki t Pi eces': 14,
"masteryFul | KitBaseRol | ': 25,

frost FreezeProcCap': 30,

frostShatterBase':

18,

frost Shatt er DanmgeScal e' : 1. 15,
i ceLanceAtt ackPower Pct': 0. 48,

gl aci al St epTi ckBase' :
preci sionCrit DamageBonus': 65,

bur nTi ckBase' :

9.2,

bur nMast er yAppl yCap' :
poi sonDeadl yToxi nSt ackCap' : 400,
bur nDet onat eHeat ' : 4,

bur nDet onat eMul

t': 2,

i nf er noRanpPer Turn' :

i nf er noRanpCap'

. 80,

10,

70,

8,

hel | fi reBonusPer Att ack': 2,

hel | fireBonusCap':

99999,

hot Pur sui t BonusPer Proc' : 2,
hot Pur sui t BonusCap' :
scor chResi st ShredPer Ti ck' : 5,
' shockRanpPer Proc': 2,

shockRampCap' :
shockTi ckBase' :

50,
3.8,

99999,

shockPr ocBonusPer St ack' : 3. 25,

shockSur geCap' :

7,



"1i ght ni ngProcDanmageScal e' : 0. 6,

' stormheart ProcPer Stack': 0.022,
"vol tai cTouchProcBonus': 0. 045,

' poi sonPr ocBonusPer St ack' : 4,

' poi sonProcDamageScal e' : 0. 95,

' poi sonTi ckBase' : 3. 4,

' poi sonTi ckSt ackFactor': 0. 26,

' poi sonTi ckSt ackCap' : 15,

poi sonDecayRanpPer Ti ck' : 3,

' poi sonDecayRanmpCap' : 55,

' poi sonVenonsur geFol | omUpMul t' : 0. 46,
' bl eedTi ckBase' : 4.9,

' bl eedTi ckSt ackFactor': 0. 28,

' bl eedTi ckSt ackCap' : 14,

' bl eedAppl ySt ackCap' : 12,

" bl eedMast er yAppl yCap' : 70,

poi sonMast er yAppl yCap': 70,
"1ightni ngMast eryAppl yCap': 70,

' bl eedOpenWbundsPct Per St ack' : 2.6,
' bl eedFrenzyAsPer St ack' : 1. 35,

' bl eedFrenzyAsCap' : 15,

' bl eedSerratedAutoMul t': 1. 14,

' bl eedBl oodl ust ApPerHi t Pct': 1.4,
' bl eedBl oodl ust ApCapPct': 24,

bl eedAut oMast eryScal e' : 2000,

bl eedAdr enal i neAsBonus' : 16,

' bl eedAdr enal i neTurns': 3,

' bl eedHenor r hageCri t Bonus' : 1. 25,
' spel | SurgePct PerProc': 2.5,

" spel | SurgeStackCap': 15,

' spel | Power ToAut oAt t ackScal e' : 0. 45
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