Gun Blast Level 1 Rifleman 40 510 100 Ranged Attack 2s 0s 0s Deals (300+-DPS)*1.33 damage.
i 0,
SpannerSwipe Level Core 35 Melee Melee Attack 05 05 0s Deals (187+DPS) damage. If target is Hexxed, Snare (40%)
- Hex for 10s.
Fire Bomb Level 2 Grenadier 35 65 Grenade 1s 0s 0s Deals 225 damage. Deals Corporeal damage.
Gun Turret Level 3 Rifleman 55 Self Summon 2s 3 min 5 Summons an immobile turret.
Field Repair Level 3 Core 20 20 Turret Heal 0s 3s 10s | Heals your turret for 135/s for 3s.
Friction Burn Level 4 Tinkerer 20 Melee Melee Attack 05 9% 10s Deals (2§2+DPS) 1.33 over 9s. Deals Corporeal damage. Arc:
- Hex 180, radius: 30ft.
Deals 449 damage over 21s and lowers the Corporeal resist
Acid Bomb Level 5 Grenadier 25 65 Grenade - Hex 0s 21s 0s of everyone in the radius by 9.45/level for 21s. Radius: 20ft.
Deals Corporeal damage.
Flame Turret Level 6 Tinkerer 55 Self Summon 25 3 min 5 Summons an immobile turret.
Blunderbuss ) CAE Ranged Deals (112+DPS) damage to targets in radius. Arc: 120,
Blast Level 6 Tinkerer 35 CAE Attack 0s 0s 0s radius: 40t
Addling Shot Level 7 Core 20 100 Detaunt 0s 15s 15 Detaunts (50%) target for 15s.
TBSrr:\el:ardment Level 8 Grenadier 55 Self Summon 2s 3 min 55 Summons an immobile turret.
[ieaiIh) Level 9 Rifleman 45 510100 e 0s 155 10s | Deals 798 Corporeal damage over 15s.
Rounds Attack - Hex
Hip Shot Level 10 Rifleman 35 100 Ranged Attack 0s 0s 10s Deals (225+DPS) damage. (Note: No min. range.)
Buff - Enchant- Increases Armor by 22/Level. After taking damage 20 times,
Flak Jacket Level 11 Core 35 Self T 25 60 min 0s buff fades. Setback override: 100%. Stacking rule: Stacks
with other buffs and Tactics (is NOT stack largest).
Barbed Wire Level 12 Core 25 PBAE (C- Hex 0s 10s 30s | PBAE Root for 10s. Radius: 30ft.
Flashbang Level 14 Grenadier 45 6 Grenade s 0s 108 Deals 337 damage to target. Interrupts all enemies 20ft
Grenade around target. Corporeal damage.
Fragmentation Level 16 Grenadier 40 6 TAE- Hex Is 15 55 Deals 748 damage over 15s to all targets in 20ft radius. Deals
Grenade Corporeal damage.
(reates mine on ground. When activated, deals 299 damage
Land Mine Level 18 Tinkerer 50 GTAE 65 Create Bomb 1s 60s 155 | toall targets within 30ft radius and knocks down targets
for 2s.
Concussion Level 20 Grenadier 30 65 Grenade Attack s 0s 105 Deals 337 damage and a short knock back to the enemy.
Grenade Deals Corporeal damage.
Redeploy Level 22 Core 60 Self Turret Redeploy 0s 0s 205 Destroy current AturretA Resummon turret at feet with health
9% equal to previous turret.
Self Destruct Level 25 Core 35 100 « 0s 55 605 Destroys cqrrgnt turret. Knocks down enemies around turret
for 5s. Radius: 30ft.
Burn Salve Level 28 Tinkerer 55 Group Buff - Enchant- 05 60 min 0s Ingreases group’s Elemental resist by 6.3 per level for 60
ment minutes.
. . ) Deals 848 Physical damage over 21s and reduces target’s
Signal Flare Level 30 Rifleman 40 100 DoT - Hex 0s 21s 20s Block/Dodge chance by 5% for 21 seconds.
Static Discharge Level 35 Tinkerer 35 PBAE PBAE Attack 0s 0s 55 g:g:z:.?o?tamage toall targets in radits. Colf

Firin" from behind cover makes it harder fer a
foe ta find ye an’ close ta melee distance.
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Use yer turret ta increase yer
armor by usin’ Soft Cover.
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: . Ranged Chan- Deals (225+DPS) damage every 1s for 3s. Being hit while
e g LR by 28 210100 neled Attack 05 3 8 channeling removes 0.5s from the duration of the ability.
Specialization
Crack Shot Rifleman x5 Rifleman 35 510100 Ranged Attack 25 55 30s | Deals (337+DPS)*1.33 and disarms target for 5s.
Snipe Rifleman x9 Rifleman 30 510150 Ranged Attack 3s 15s 0s Deals (300+-DPS)*2 damage. Undefendable.
Phosphorous Rifleman x13 Rifleman 20 80 Ranged Attack Is 6 155 Deals (75+DPS) damage and 499 damage in 20ft radius over
Shells - Hex 15s. Deals Corporeal damage.
ficky Bomb Grenadierss Grenadier 40 6 Grenade Attack 0s 15 108 Deal's 499 damage over 15s and then explodes for 249 dam-
- Hex age in a 20ft radius. Deals Corporeal damage.
GTAE. Pulses 100 damage per 2s for 10s. Then pulses 200
Napalm Grenade | Grenadier x13 Grenadier 30 GTAE 65 Grenade Attack 0s 30s 30s Sanacgbeiy for .105' LI e s Z.S ﬂ?r
10s. Total duration: 30s. Deals Corporeal damage. Radius:
20ft.
Deals 412 damage and short knockback (sideways). Arc: 360,
Strafing Run Grenadier x9 Grenadier 55 LAE Grenade Attack 0s 0s 30s | radius: 65ft. Effect delays 1s after build is complete. Physical
damage.
S . ) Deploys a Lightning Rod at your feet. Pulses Corporeal dam-
Lightning Rod Tinkerer x5 Tinkerer 45 Self Deployable 1s 125 20s age every 3sfor 125, Radius: 30ft.
! ) ) (reates keg on ground at feet. Keg pulses a 120 heal every 3s
Bugman's Best Tinkerer x9 Tinkerer 35 PBAE Deployable 2s 155 10s for 15 seconds, healing all alles in 30ft radius.
) ) PBAQE. Pulls players within 65ft in toward the center and
Electromagnet Tinkerer x13 Tinkerer 20 PBAE Deployable 1s 4s 30s then causes a 40% Snarefor 4s, s later (20ft effect).
Turret Abilities
Penetrating Level 3- Gun Rifleman Free 100 Turret Attack 05 15 205 Deals 100 damage and reduces target's Armor by 24.75/
Round - Hex level for 20s.
0,
Machine Gun Level 17 - Gun Rifleman Free 100 Turret Attack 0s 3s 0s Channel.'DeaIs IS every RIS
penetration. No Setback override.
22::;2'05% Level 13-Bomb | Grenadier Free 65 Turret Attack 0s 0s 0s Deals 100 Corporeal damage. Radius: 20ft.
Shock Grenade Level 8-Bomb | Grenadier Free 65 Turret Attack 0s 65 0s Deals 150 Corporeal damage.
Flamethrower Level 6 - Flame Tinkerer Free CAE Turret Attack 0s 0s 0s Deals 150 damage. Arc: 120, radius: 40ft.
PBAE around turret. Deals 75 damage every 1s for 3s. Deals
Steam Vent Level 15 - Flame Tinkerer Free PBAE Turret Attack 0s 3s 0s Corporeal damage. Setback override: 0 (Not setbackable).
Radius: 30ft.

Morale

As ye practices yer skills an’ ye get th’ bloodlust goin’, ye can do extraordinary things by nothin’ more
‘an yer own force o will. Ye gains yer first Morale ability at Rank 8, an’ just like Tactics, ye can change
‘em ‘round when ye need ta.

Morale builds up in ye as ye fight an’ win. See, there be four ranks ta Morale abilities, an’ each rank
builds on th” one before it. So ta cast a Rank 3 Morale ability, ye have ta first build up enough

' Morale ta be able ta use th’ Rank 1an’ 2 abilities. If ye use a Morale ability, it uses all th” Morale
ye built up ta cast it, an’ then ye start buildin’ up Morale all over again from nothin’.

Watch fer th' right time ta be usin’ these Morale abilities, because they'll only be ready after ye
been fightin fer a few minutes. Use one too soon, an” ye might be wishin’ ye had it later.

Ye have a few options fer castin’ Morale abilities: Ye can dance around enemies fer 17 seconds,

dodgin’ attacks, or go fer th’ kill with massive damage. Th’ skill ye loaded in th’ slot determines what
[ ye can do. Try ‘em. An’ if ye don't like th’ results, just change ‘em an’
try somethin’ different.




