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THE BASI(S &

THE COMMUNITY

A few pieces of practical advice for the newly
Awakened, from our experienced Redpills.

Character creation. When starting a new Redpill,
focus on your overall personal playstyle, not the
mechanical details of the various character types. Don't
worry about “What gives me the most damage?” Focus
on “What will help me enjoy the game longer?”

Training mission. Look around, examine, learn the
interface. It can be a challenge if you just logged out
of another game and installed The Matrix Online.
Learn the interface.

The first few levels. Spend some time to learn the
real you. Don't join a group quite yet. Go it alone for
a few levels and learn what you can do.

y’

Take the blue pill once — just to see what happens.

Have a backup plan. Your gun can get knocked
away. Learn more than one fighting style — don’t just
focus on a single specialty.

The Download Mission Map. This can be very
useful in quickly locating targets and objectives while
on missions.

Die ... a lot. You don’t have much time and resources
invested in your first Redpill, so don't be afraid to experi-
ment. Go ahead and see if you can attack five Agents at
once and try to outrun their bullets.

Evade Combat. This ability can be very useful no
matter what type of character you are, when you
need to quickly get by several tough enemies without
being pulled into close combat.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly

Coding. Signal Boosters (below) can help you to suc-
cessfully code abilities, weapons and other items.

You don’t need the Compile ltems ability to compile
code. You can do it from the Loading Area.

The quickest way to earn Code Bits is to decompile
consumables and clothing, some of which can be
bought for low prices at vendors.

! —

- T

Higher level abilities can also be found at vendors, but
are very expensive. You're better off coding them
yourself, or finding a coder player-character who can
do it for you.

The rare fragments needed for coding higher-level
goods can be earned on missions, or they might even
be dropped randomly by high-level enemies.

— Compiled by Nanohaxial & Skam
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COMMUNITY 101

There are many factors that can make a massive
online game (MOG) great. The mission system, com-
bat, crafting, game stability and many other elements
help determine whether a game will succeed or fail.
One factor that can single-handedly determine
whether or not a MOG can attract and keep dedicat-
ed gamers is its community. The Matrix Online already
has a great community built in. Ever since the early
stages of beta there was a sense that the community
would be big and active. The Matrix Online attracts
such a large and diverse fanbase that the website’s
forums have been active since before beta began. This
article should help you find your way around the
community and eventually find your place in the
growing world that is the Mega City.

If you’re new to the game and looking to become
part of the community, the first place you should look
is the Announcements forum (http://thematrixon-
lineboards.warnerbros.com/newboards/index.jspa).
Here, you’ll find general announcements about the
game from the development and community teams,
such as world status reports and other news. Also,
check out the Broadcast Depth forum, which is used
by the developers to give reports on the state of the
game, and also to ask for input on topics from the
community. Another good place to look over is the
General Discussion forum, where there are probably
several topics of interest to you.

The community itself is spread all over the place. In
the Crew and Faction Recruitment forums you’ll find
many great Crews and Factions that represent Zion,
the Machines and the Merovingian. There are also
those who prefer to further explore the ideas and con-
cepts put forth in the movie trilogy, and they general-
ly stick to the Matrix Universe forum. Ever wonder
why someone wanted to side with the Machines?
Maybe you wanted to know what was in that infa-
mous cake (I don’t think the Merovingian is giv-
ing his secret away any time soon), or just dis-
cuss the meaning of The One; this is the place

for you. If you're an avid roleplayer, you might be
interested in the Next Renaissance forum, where you'll
find numerous active roleplaying threads.

www.thematrixonline.com 6
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by djsandman

Perhaps your preferred place in the community is
solely in the game, instead of discussing it on forums.
There’s the game’s in-game chat system to help you
keep in touch, of course. There is also a forum for
players to announce their player-run, in-game events,
which can tell you where upcoming action is in game.
There have been community-
run events since as early as
November 2004. There are a
variety of social events, such as
raves, duel tournaments and
even fashion shows. These
events also serve the purpose
of showing off different
aspects of the game.
Whether it’s the ability
to contain over 100
Redpills in one area at
a rave, the Interlock
Combat System at duel
tournaments, or the
many clothing options
at a fashion show, the
community always
comes up with an
interesting and fun
event for everyone
to participate in.
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There are so many events to pick from; I'd
suggest people look for the events that
they enjoy. The club scene in The Matrix
Online is an obvious choice, as it is an
excellent way to wind down an evening
spent exploring the Matrix. But there are
plenty of other events to choose from ...

fight clubs, dueling tournaments, expedi-
tions, scavenger hunts and even fashion
shows. Like any online community, The

Matrix Online is filled with an amazing
amount of creativity and originality. That
lends itself to a huge variety of options for

just about anyone.

- Aether (The Matrix Online

Online Event Team Coordinator)

The community doesn’t get to
have all the fun though. The
dev and community service
teams also hold similar
events. While these events
aren't as frequent as com-
munity-run events, they are
very popular. The beta player
Darbacour became famous for
defeating Walrus, one of the most
high-profile Community Team Leaders, at a duelling
event presented by the GM and QA teams.
Darbacour’s victory was immortalized with a writeup
in the first issue of The Matrix Online fanzine.

Some of my favorite interactions have come from the duels
we hosted, where Game Masters or QA Team Members
squared off against players. The attendance was fantastic,
and the players were immensely supportive. Another one of
my favorite moments was visiting a club while Radio Free
Zion hosted a rave in game. Honestly, I was more than a bit
skeptical ... until I entered the building, of course. The
lights were flashing, there were hundreds of people danc-
ing, it was absolutely amazing. I think that the introduc-
tion of a 24/7 live broadcast is ingenious; it just takes the
club scene to the next level.

- Aether

Radio Free Zion (www.radiofreezion.com) is another
product of the community. Radio Free Zion (better
known as RFZ) came to life around November 2004,
lead by community member Sundog. RFZ is a com-
munity-run online radio station specifically for The

Matrix Online.
The station
features play-
er DJs around
the clock, and
also covers
many in-
game events.
There have
been on-air
developer
interviews and
on-air giveaways. They also have a very active IRC
server specifically for the station, which can be
accessed from the website.
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So what can we expect in coming months and years?

The entire community team has been working hard on event
planning, and identifying ways to support player-run endeav-
ors is at the top of that list. In addition to event support, we
are very interested in highlighting the personalities that
make up The Matrix Online community. And, of course,
there is the continuation of the overarching storyline; only
this time participation in the way major plot points unfold
will be in the hands of the players themselves.

That is exciting stuff, and we look forward to seeing how
the community responds and reacts.

For many people, an important part of online gaming is
the opportunity for social interaction. But that opportunity
comes with responsibility. When someone is attempting to
identify a group of people as their own, it is as much a
question of what that individual brings to the group as it is
about the group itself. Granted, if someone isn’t into role-
playing, then joining a role-
play-only group could end
up being a bad choice in
the long run. With that
being said, I think that
treating people with
respect, recognizing your
preferences, and investi-
gating your options will
create a solid foundation
for the newly Awakened
seeking to connect with a
larger group.

I R e i O

- Aether
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“l KNOW KUNG FU ...”

Wicked Discipline Combaos in
The Matrix Online

By ErrorCode

Ny

Most readers know that The Matrix Online allows for
great flexibility in choosing a Redpill’s progression
path in the Matrix. Instead of solid class- or racial-abil-
ity pathways that lock you in from the moment of
character creation, The Matrix Online offers something
called the “Discipline Tree”; a menu, of sorts, from
which you can choose a variety of abilities to define
your Redpill. Not only does it give you the flexibility
to “upload” and “download” abilities into and out of
memory whenever needed, but you can also take
advantage of this system to mix different disciplines in
powerful and interesting combinations.

Here are some examples of the intriguing combined
disciplines that you might wish to consider.

Karate Grandmaster/
Pathogenist

The Karate Grandmaster/Pathogenist is the bane of
enemy hackers. With your martial arts effectiveness
coupled with your beefed up viral defenses and viral
attacks, the Karate Grandmaster/Pathogenist is well
prepared to take the fight right to any hacker who
stands against you.

Team Role. The Karate Grandmaster/Pathogenist is
best suited for up close and personal melee combat,
but can easily lend support as a ranged combatant
with viral attacks. The Karate Grandmaster/
Pathogenist even has a low end healing ability, which
can come in handy in shortening downtime, or be a
last second save for a teammate taking a beating.

Combat Role. The Karate Grandmaster/Pathogenist
has some powerful downgrades, so be sure to cripple
your opponent with them before you throw your first
punch. Once you've softened them up, wade into
Close Combat with them and use all of your special
attacks to take them apart.

Progression. Bouncing back and forth between the

www.thematrixonline.com 8
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two paths as you level up is your best approach. Start
with Operative, then complete Hacker. Follow those
with Soldier, Virologist, Martial Arts Initiate, and
Pathogenist. Once Pathogenist is completed, you are
free to just focus on achieving Karate Master and

Karate Grandmaster.

Loadout Path. Below is a list of the abilities you're
going to want to load out. The only abilities levels list-
ed below are required levels you’ll have to meet
before progressing on to the next ability tier.

AWAKENED TREE

Awakened

OPERATIVE TREE

OPERATIVE
Combat Insight 2
Hindering Shot
Intensify Damage
Operative

SOLDIER

Combat Toughness 6
Firearms Skill 5
Martial Arts Prowess 5
Body Shot

Overhand Smash
Soldier

MARTIAL ARTS INITIATE
Martial Arts Expertise 15

Iron Guard

Guard Breaker

Karate 17

Martial Arts Initiate

KARATE MASTER
Karate Expertise 30

Side Kick Combo
Ki-Charged Punch
Karate Master

KARATE GRANDMASTER
Karate Focus 50

Wrist Throw

Machinegun Kick

Karate Grandmaster

HACKER TREE

HACKER
Execute Program 2
Repair RSI 1.0
Logic Barrage
Hacker

VIROLOGIST
Transmit Virus 6
Slow

Logic Blast 1.0
Code Freeze 1.0
Ul Lag 1.0
Virologist
PATHOGENIST
Resist Infection 15
Area Disruption
Code Nuke 1.0
Pathogenist

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



Doctor/Assassin

The Doctor/Assassin specializes in lurking at the fringe
of a team, providing healing when needed and using
a sneak attack when the opportunity presents itself.
Enemies won’t know what hit them when the innocu-
ous team healer they had previously been ignoring
suddenly vanishes, only to reappear with a devastat-
ing sneak attack.

Team Role. The Doctor/Assassin has a variety of
heals available, making for a true life-saver on the bat-
tlefield. You'll also have a few upgrades available,
allowing you to make team members just a little bit
more effective. When not healing or upgrading, the
Doctor/Assassin should go into sneak and get behind
an engaged enemy for a sneak attack. The sudden
major damage caused by a sneak attack can end
fights really quickly, or at least make the fight much,
much easier.

Combat Role. The Doctor/Assassin has some versa-
tility in how you support the team. With your healing
abilities you will be the guardian angel of your team,
providing heals when the battle goes awry and mini-
mizing downtime between missions. You will also be
the team’s secret weapon as you use stealth and
sneak attacks to take apart the opposition. It can be
tricky to bounce between the dual roles of team
Doctor and prowling Assassin, but the payoff is more
than worth it.

Progression. Focus on the Operative branch first.
The combat skills developed in the Operative disci-
plines will make you hardier and will give you valuable
training in using stealth skills. Once you’ve completed
the Assassin discipline, start taking abilities in the
Hacker branch. Your only real obstacle will be the
memory cap, but just be judicious in what optional
abilities you load and add a new ability to your load-
out at each level-up you earn.

Loadout Path. Below is a list of the abilities you're
going to want to load out. The only ability levels listed
below are required levels you'll have to meet before
progressing on to the next ability tier.

AWAKENED

Awakened

OPERATIVE TREE

OPERATIVE
Combat Insight 2
Hindering Shot
Intensify Damage
Operative

SPY

Sneak 6

Spinning Backsweep
Side Roll Escape

Find Weakness

Disable Security Devices
Spy

CUTTHROAT
Weak Points 17
Neuro-Dart
Drop Kick
Cutthroat

ASSASSIN

Improved Sneak Attack 30
Spin Throw
Topsy Turvy
Assassin

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

HACKER TREE

HACKER
Execute Program 2
Repair RSI 1.0
Logic Barrage 1.0
Hacker

PATCHER

Repair and Upgrade 6
Bolster Health 1.0
Restore Health 1.0
Movement Accelerator 1.0
Restore Group 1.0
Patcher

GUARDIAN PATCHER
Quick Recovery 17

Fast Healing 1.0

Repair RSI 2.0

Guardian Patcher

DOCTOR

Clear Head 30
Restore Health 2.0
Repair RSI 3.0

primagames.com
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Skript Kiddie/Knife Thrower

The Skript Kiddie/Knife Thrower specializes in down-
grading opponents and then taking them out with
knife attacks. While not a melee power-house, the
combination of downgrades and knife attacks can
cripple and kill unwary enemies.

Team Role. Teams will benefit from having the
Skript Kiddie/Knife Thrower around for the down-
grades and crippling attacks you can bring to bear
against enemies. The melee and ranged fighters can
move in and take advantage of the downgraded
opponent and give the Skript Kiddie/Knife Thrower
breathing room to hang back and use your knife
attacks.

Combat Role. Use your downgrades before the
fight really begins to give yourself and your team-
mates an edge. While the brawny fighter-types keep
the downgraded enemy busy, perforate him with
knife attack after knife attack. You have a sneak attack
and an escape ability, so if you see an opening where
you can sneak up behind and enemy and hit them
with a sneak attack, take it. You can use your escape
ability to break away from Interlock right after you
carry off your sneak attack.

Progression. You'll want to focus on the Hacker
branch first, developing your downgrade abilities and
learning how to use them in combat to best support
your team mates. Once you’ve completed the Skript
Kiddie discipline, start on the Operative branch until
you complete the Knife Thrower discipline.

Loadout Path. Below is a list of the abilities you're
going to want in your loadout. The only ability levels
listed below are required levels you’ll have to meet
before progressing on to the next ability tier.

www.thematrixonline.com 10
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AWAKENED

Awakened

HACKER TREE

HACKER
Execute Program 2
Repair RSI 1.0
Logic Barrage 1.0
Hacker

VIROLOGIST
Transmit Virus 6
Slow

Logic Blast 1.0
Code Freeze 1.0
Ul'lag 1.0
Virologist

NETWORK HACKER
Resist Contagion 17
Overheat 1.0

Code Freeze 2.0

Network Hacker

SKRIPT KIDDIE
Effective Code 30
Overheat 2.0

Code Rot 1.0

Skript Kiddie

OPERATIVE TREE

OPERATIVE
Combat Insight 2
Hindering Shot
Intensify Damage
Operative

SPY

Sneak 6

Side Roll Escape
Spinning Backsweep
Find Weakness

Disable Security Devices
Spy

CUTTHROAT
Weak Points 17
Neuro-Dart
Drop Kick
Cutthroat

KNIFE THROWER
Wicked Aim 30
Crippling Throw

Deadly Throw

Knife Thrower
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Gunslinger/Shadow

The Gunslinger/Shadow is the ultimate guerrilla fight-
er. Using Sneak, Disguises, or Invisibility the
Gunslinger/Shadow can basically go wherever you
wish and reach any target you desire. Your training
with firearms and especially handguns make you
lethal both in free fire mode and in Interlock.

Team Role. The Gunslinger/Shadow will have some
difficulty fitting into a group. Your abilities lend them-
selves better to solo play, since disguises and invisibili-
ty allow you to slip unnoticed past enemies when
solo. If a Gunslinger/Shadow is part of a group, you
can use your abilities to fill in as a ranged soldier or a
sneak attack supporter to the front line combatants.

Combat Role. In combat you want to start off with
a sneak attack. The heavy damage and downgrades
will give you an edge as you begin using your firearm
abilities to take your opponent apart in interlock.

If you aren’t comfortable with Interlock, use your
sneak attack followed immediately with an escape,
then use free attacks combined with Evade Combat.

Progression. Focus on progressing to Gunslinger
first. The extra Health and combat skills will make the
earlier levels much easier and give you a stable base
to start working towards the Shadow discipline later. If
you plan on doing a lot more stealth-based gameplay,
you can reverse it and complete Shadow first before
training up Gunslinger. This path will be harder
though, so be warned.

Loadout Path. Below is a list of the abilities you're
going to want to load out. The only abilities levels list-
ed below are required levels you’ll have to meet
before progressing on to the next ability tier.

AWAKENED

Awakened

OPERATIVE TREE

OPERATIVE
Combat Insight 2
Hindering Shot
Intensify Damage
Operative

SOLDIER

Combat Toughness 6
Martial Arts Prowess 5
Firearms Skill 5

Body Shot

Overhand Smash
Soldier

GUNMEN
Firearms Expert 15
Covering Fire
Disarming Shot
Handguns 17
Gunman

GUNSLINGER
Dual Handguns 30
Pistol Aerial
Pistol Slide
Gunslinger

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.
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SPY

Sneak

Side Roll Escape
Spinning Backsweep
Disable Security Devices
Find Weakness

Spy

INFILTRATOR
Disguise 17

Open Locks

Sixth Sense
Infiltrator

SHADOW

Invisibility 30

Stealth Countermeasures
Cartwheel Escape
Shadow
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ABILITY INDEX

This index includes all current abilities, along with
their discipline (the second column) and whether they
are Awakened, Coder, Hacker or Operative abilities.

Ability Maker
Acoustic Decoys 1.0
Acoustic Decoys 2.0
Adrenaline Booster

.............. Code Crafter (C)

Advanced Data Node Goggles
Advanced Data Tap
Advanced Riflery
Advanced Tinkering
Aerial Takedown
Aikido Grandmaster
Aikido Master
Aikido Prowess
Aikido Redirection

Aikido . ............. Martial Arts Initiate (O) . .
Apparel Maker . ............ Code Crafter (C) .
Arbalest . ..................... Arbalest (H) . .
Area Disruption . ............ Pathogenist (H) . .
Artillerist ... .................. Artillerist (H) . .
ASSAsSin . ... Assassin (O) . .
Attack Programming ............ Ravager (H) . .
Avoidance ................... Virologist (H) . .
Awakened . .................. Awakened (A) . .
Back Roll Escape . ............. Infiltrator (O) . .
Ballista ....................... Ballista (H) .
Bash .................... Utility Master (C)
Berserker Attack . ... .. Karate Grandmaster (O) . .
Blinding Throw . ........... Knife Thrower (O) . .
Body Shot . .................... Soldier (O) ..
Bolster Health 1.0 ... ............ Patcher (H) . .

Bolster Health 2.0
Bolster Health 3.0
Bottleneck Field
Buffer Overflow 1.0
Buffer Overflow 2.0
Bull Dog
Bullet Spray
Calm Mind, Calm Body

........ Upgrade Master (H)

www.thematrixonline.com

......... Utility Coder (C) .
...... Utility Technician (C) . .
............ Awakened (A) . .
Advanced Damage Resistance .Force Enhancer (H) . .
. .Data Miner (O) ..
.......... Data Miner (O) ..
............... Rifleman (O) . .
......... Programmer (C) . .
...... Aikido Grandmaster (O) . .
.. .Aikido Grandmaster (O) . .
............. Aikido Master (O) . .

............ Aikido Master (O) . .
..... Aikido Grandmaster (O) . .

......... Upgrade Artist (H) .

............... Despoiler (H) . .
......... Skript Kiddie (H) . .
...... Network Attacker (H) . .
............... Master Assassin (O) . .
................ Scattershot (O) . .
......... Awakened (A) . .

..123
114
117

22

.84

.50

.50

.38
122

.57

.58

44

43

.57

35
123
.87
74
.89
.47
.96
.68
.20
.30
.95
..120
.59
.45
.26
.70
..82
..104
.90
.94
.98
.64
37
.23

= I |
Cancel Upgrade 1.0

Cancel Upgrade 2.0 . . . . ... Force Multiplier (H)

Canny Strike . ................. Shadow (O) . ..
Cartwheel Escape . ............. Shadow (O) . ..
Cheap Shot . ................ Awakened (A) . ..
Clear Head .................... Doctor (H) . ..
ClearMind . .................. Physician (H) .
Close Combat Training . . . . ... Utility Coder (C) . .
Code Branching .. ............... Ballista (H) . .
Code Crafter. . ............. Code Crafter (C) .
Code Flux ............. Network Attacker (H) . .

Code Freeze 1.0
Code Freeze 2.0
Code Hardening

Code Infection 1.0 ............... Vector (H) . .
Code Infection 2.0 ............... Vector (H) ..
Code Infection 3.0 .............. Ravager (H) . .
Code Infection 4.0 .............. Ravager (H) . .

Code Nuke ................... Howitzer (H) . .
CodeRot 1.0 .............. Skript Kiddie (H) . . .
Code Shaper .............. Code Shaper (C) .
Code Shield .................. Howitzer (H) . .
Code Shock . ........... Network Attacker (H) . .
Code Stop 1.0 . ............ Skript Kiddie (H) . .
Coder ......................... Coder (C) .

Combat Aura 1.0
Combat Aura 2.0

Combat Hacking
Combat Insight
Combat Shutdown
Combat Toughness
Combat Training
Compel Close Combat
Compile Items

Concealed Shot ................. Sniper (O) ..
Concealment ................... Sniper (O) ..
Concentration . . .............. Awakened (A) . ..
Consistent Technique . ......... Awakened (A) . .
Controlled Burst ............. Scattershot (O) . .
Corpsman .................. Corpsman (H) . .

Counter Throw
Covering Fire
Crash
Crippling Shot
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....... Force Enhancer (H) . ..

............... Virologist (H) . .
......... Network Hacker (H) . .
........ Utility Technician (C) . .

.......... Team Patcher (H) . .
......... Force Multiplier (H) .
Combat Enhancement 1.0 Guardian Patcher (H) . .
............... Artillerist (H) . .
............... Operative (O) . .
...... Network Attacker (H) . .
.............. Soldier (O) ..
............. Corpsman (H) . .
......... Operative (O) . .
............. Code Crafter (C) ..

............ Aikido Master (O) . .
................. Gunman (O) ..
.................... Skript Kiddie (H) . .
........... Expert Rifleman (O) . .

s l":

102
113
.94
123
.98
.69
.75
116
91
91
.96
.96
.99
93
11
.99
.98
.93
110
.78
107
77
.89
.24
.98
.25
.83
.24
123
.52
.52
23
.23
.38
.84
44
33
.94
.54
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Crippling Throw . .......... Knife Thrower (O) . .
Cryptography . ............. Programmer (C) .
Cutthroat ................... Cutthroat (O) ..

Daemon Boost 2.0

Data Miner ................ Data Miner (O) ..
Data Node Goggles .......... Data Miner (O) . .
DataTap .................. Data Miner (O) . .
Deadly Aim ........ Master Knife Thrower (O) . .
Deadly Shot ............ Expert Rifleman (O) . .

Deadly Throw

Decompile Items . ........... Programmer (C) .

Decoy 1.0 ................ Code Shaper (C) .
Dedicated Code ............... Artillerist (H) . .
Dedication .................. Corpsman (H) . .

Deflect Bullets 1.0
Deflect Code

Deflect Virus 1.0 .. ........ Force Enhancer (H) . .
Delete Upgrade 1.0 .. ...... Upgrade Artist (H) . .
Delete Upgrade 2.0 . ... .. Upgrade Master (H) .
Desperate Speed .. ............. Shadow (O) ..
Despoiler . ................... Despoiler (H) . .
Destroy Health .. ............... Ravager (H) . .
Destroy Resolve 1.0 . ............. Vector (H) . .
Destroyer ................... Destroyer (H) .
Detect Vulnerability . . .......... Awakened (A) . .
Detection ................... Awakened (A)
Devastation Field . ............. Destroyer (H) .
Dim Mak Strike . . ........ Kung Fu Master (O) . .
Direct Fire .. ............. SMG Specialist (O) . .
Disable Security Devices . ............ Spy (O)
Disabling Shot ................ Rifleman (O)
Disarm Traps .. ............... Infiltrator (O) . .
Disarming Shot ............... Gunman (O)
Disguise .. ................... Infiltrator (O) . .

Disrupt Connection
Disrupt Inputs 1.0
Disruption Field
Diving Frankensteiner

Doctor ...........cccviuin... Doctor (H) ..
Download Mission Map . .......... Hacker (H) . .
Drop Kick . .................. Cutthroat (O) ..
Dual Handguns . .. ........... Gunslinger (O) . .
Dual Submachineguns . ....... Scattershot (O) . .
Duelist . ....................... Duelist (O) . .

......... Utility Master (C) .
Daemon Boost . . ........ Utility Technician (C) .

............ Knife Thrower (O) . .
121
11

........ Force Enhancer (H) . .
.............. Code Shaper (C) .

45

122

.32

121
117

.50
.50
.50
.61
.54
44

.88
.83
.85

110

.85
.81

104

.48
.90
.97
.92

101

.22

..23
101

.40
.56

..28
..39

.30

..32

.29

..63
,,,,,,,, Selective Phage (H) . .
............... Despoiler (H) . .
..... Master Assassin (O) . .

73
.90
.63
.80
.66
31
.35
.37
51

13

Effective Code .. ............ Skript Kiddie (H) . .
Efficiency 1.0 ............. Upgrade Artist (H) . .
Efficient Code .......... Network Attacker (H) . .
Emergency Repairs 2.0 . ........... Ballista (H) . .
Emergency Repairs .. ........... Virologist (H) . .
Empty Mind . ................ Awakened (A) . .
Energize Attacks .............. Awakened (A) . .
Engage Foes ........... Utility Technician (C) . .
Enhance Daemon .......... Utility Master (C) .
Enhanced Dodge . . . ... ... Upgrade Master (H) .
Enhanced Potency . . ... ... Upgrade Master (H) . .
Enrage 1.0 . ............ Proxy Technician (C) .
Enrage 2.0 ................ Proxy Master (C) .
Enrage Foes . ................. Destroyer (H) . .
Escape and Evasion . ............. Sniper (O) ..
Evade Combat ............... Awakened (A) . .
Execute Program ................ Hacker (H) . .
Expert Rifleman . ......... Expert Rifleman (O) . .
Extreme Falling Kick . .Kung Fu Grandmaster (O) . .
Extreme Healing . .............. Physician (H) . .
Fast Healing 1.0 ........ Guardian Patcher (H) . .
Fast Healing 2.0 ................ Doctor (H) . .
find Data Node ............. Data Miner (O)
Find Weakness .. .................. Spy (O)
Firearms Expert .. .............. Gunman (O) ..
Firearms Skill .. ................. Soldier (O) ..
Fix Simulacra .. ............ Utility Master (C) .
FlashBomb .................. Cutthroat (O) . .
Force Enhancer ... ........ Force Enhancer (H) . .
Force Multiplier .......... Force Multiplier (H) .
Fortify Simulacra 1.0 . ....... Code Shaper (C) .
Freedom to Joints . ........ Master Assassin (O) . .
freeze Area 1.0 . ......... Network Hacker (H) . .
freeze Area 2.0 ......... Network Attacker (H) . .
Freeze System 1.0 ........ Network Hacker (H) . .
Freeze System 2.0 . ............... Vector (H) . .
Freeze System 3.0 .............. Ravager (H) . .
Full Auto Redux . .......... SMG Specialist (O) . .
Full Auto ................ SMG Specialist (O) .
Fumble Field . ................. Howitzer (H)
Gaussian Blur 1.0 ............... Hacker (H) . .
Ghost Strike . .. .......... Master Shadow (O) . .
Group Heal 1.0 .......... Force Enhancer (H) . .
Group Repairs 1.0 . .............. Patcher (H) ..
Group Repairs 2.0 . ......... Team Patcher (H) . .
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93
.82
.97
.95
.69
.23
22
117
119
.104
103
116
118
100
52
.20
.66
.54
.60
102
77
.80
.49
..28
32
.25
120
32
.86
.108
A1
.63
.76
.98
75
91
.96
.56
..56
..100
.67
.65
.85
71
.78
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Group Repairs 3.0
Group Repairs 4.0
Group Repairs 5.0
Group Repairs 6.0
Guard Breaker
Guardian Patcher

....... Trauma Surgeon (H)
....... Trauma Surgeon (H)

Gunman ......... ... .. Gunman (O) ..
Gunslinger ................. Gunslinger (O) . .
Hacker ........................ Hacker (H) . .
Handgun Artistry . ............... Duelist (O) . .
Handguns ................... Gunman (O) ...
Harmful Code 1.0 ............... Patcher (H) . .
Harmful Code 2.0 ............... Doctor (H) .

Harmful Code 3.0 ............. Physician (H)

Head Butt .. ................. Awakened (A) . .
Hindering Shot . .............. Operative (O) . .
Hostile Programming .. ........... Vector (H) . .
Howitzer .................... Howitzer (H)

Hyper-Dodge . ............... Awakened (A) . .
Hyper-jump Beta ........... Bonus Ability (C) . .
Hyper-jump ................. Awakened (A) . .
Hyper-Speed . .. .............. Awakened (A) . .
Hyper-Sprint . ................ Awakened (A) . .
Hyper-Strength . .............. Awakened (A) . .

Ignore Pain
Immobiliziing Shot
Impart Invisibility

Improved Hacking .. ...... Force Multiplier (H)
Improved Invisibility . . .. ... Master Shadow (O) . .
Improved Sneak Attack .......... Assassin (O) . .

Inefficiency Field 1.0
Inefficiency Field 2.0
Infect Area 1.0
Infect Area 2.0
Infection Efficiency
Infiltrator

........... Destroyer (H)

............. Destroyer (H)

Insidious Code ................ Howitzer (H) . .
Intensify Damage .. ........... Operative (O) . .
Invisibility . ................... Shadow (O) . .
IronBody ................ Aikido Master (O) . .
Iron Guard . .......... Martial Arts Initiate (O) . .

Karate Expertise
Karate Focus

Karate Master
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............ Corpsman (H) ..
............ Corpsman (H) . .

,,,,,,,, Martial Arts Initiate (O) . .
....... Guardian Patcher (H) . .

.................. Awakened (A) . .
............. Rifleman (O) . .
......... Master Shadow (O) .

............ Despoiler (H) . .

.................. Vector (H) . .
................. Ravager (H) . .

.................... Infiltrator (O) . .

........... Karate Master (O) . .
......... Karate Grandmaster (O) . .
Karate Grandmaster . . .Karate Grandmaster (O) . .
............ Karate Master (O) . .

.83 | Karate .............. Martial Arts Initiate (O) . .
.83 | KiBurst............. Aikido Grandmaster (O) . ..
..105 | Ki-Charged Foot Sweep .Karate Grandmaster (O) . .
..106 | Ki-Charged Punch.......... Karate Master (O) . .
.34 | Knife Thrower ............ Knife Thrower (O) . .
.77 | Kung Fu Grandmaster Kung Fu Grandmaster (O) . .
.33 | Kung Fu Master ......... Kung Fu Master (O) . .
.36 | Kung Fu Perfection ..Kung Fu Grandmaster (O) . .
.67 | Kung Fu Proficiency . ... ... Kung Fu Master (O) . .
S50 | KungFuooooonooolt Martial Arts Initiate (O) . .
33 | LegSweep .......... .. ...... Cutthroat (O) . . .
.71 | LineUp The Shot ................ Sniper (O) ..
..80 | Locate DataNode ............ Operative (O) .
..103 | Lockdown 1.0 .............. Proxy Coder (C)
.20 | logicBarrage ................... Ballista (H) . .
.24 | logicBlast 1.0 .................. Hacker (H) . .
91 | logicBlast2.0 ................ Virologist (H) . .
..100 | LlogicBlast3.0 ........... Selective Phage (H) . .
.21 LogicBlast 4.0 . ................ Arbalest (H) . .
.21 LogicBlast 5.0 . ................ Arbalest (H) . .
.21 LogicBlast 6.0 . ................. Ballista (H) . .
.21 | LlogicBomb 1.0 ............. Pathogenist (H) . .
.20 | LlogicBomb2.0................ Artillerist (H) . .
.22 | logicBomb3.0................ Artillerist (H) . .
.20 | LogicBomb 4.0 ............... Howitzer (H) . .
.39 | logic Cannon 1.0 .............. Arbalest (H) . .
..65 | Llogic Cannon2.0 ............... Ballista (H) . .
..108 | Logic Daemon 1.0 .......... Code Shaper (C) .
.64 | logic Daemon 2.0 .......... Utility Coder (C) . .
.46 | Llogic Daemon 3.0 ....... Utility Technician (C) .
.90 | Llogic Daemon 4.0 .......... Utility Master (C) .
..101 LowBlow ................. Utility Coder (C) . .
.92 | Machinegun Fist Combo . ..Kung Fu Master (O) . .
.96 | Machinegun Kick .. ... Karate Grandmaster (O) . .
..100 | Maki-Otoshi .............. Aikido Master (O) . .
.30 | Martial Arts Expertise . . .Martial Arts Initiate (O) . .
.99 | Martial Arts Initiate . .. .Martial Arts Initiate (O) . .
.24 | Martial Arts Prowess ............. Soldier (O) ..
47 | Master Assassin . ......... Master Assassin (O) . .
.43 | Master Knife Thrower .Master Knife Thrower (O) . .
.34 | Master Shadow .......... Master Shadow (O) ..
41 Miasma 1.0 ................ Pathogenist (H) . .
58 | Miasma2.0 .................. Artillerist (H) .
.59 | MinorRepairs ................... Coder (C)
42 | Misdirect Punch ......... Kung Fu Master (O) . .
14
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.35
57
.59
42
45
.61
41
.60
.40
.35
31
.53
.25
.. 112
.95
.66
.68
72
.86
.87
.94
73
.88
.88
.99
.87
.95
110
113
116
120
114
41
.58
44
.34
.35
.25
.64
.62
.65
74
..88
..110
.40

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



Movement Accelerator 2.0 . . .Upgrade Artist (H) . .

Movement Accelerator 3.0 .Upgrade Master (H)
Movement Accelerator
Multifighting

........... Patcher (H) . .
................... Soldier (O) ..
Negative Condition Sweep 1.0Upgrade Artist (H) . .

.82
..105
71
.26
.81

Negative Condition Sweep 2.0Upgrade Master (H) 104

Network Attacker
Network Firewall 1.0
Network Hacker

Open Locks
Operative

Overheat 1.0
Overheat 2.0
Overload 1.0
Panicked Heal

Patch Daemon 1.0
Patch Daemon 2.0
Patch Daemon 3.0

Pathogenist
Personal Firewall 1.0
Personal Firewall 2.0
Physician
Pinning Fire

Pistol Aerial .. ............... Gunslinger (O) . .
Pistol Barrage . .............. Gunslinger (O) . .
PistolDash .................... Duelist (O) . .
Pistol Evasive . . .............. Gunslinger (O) . .
Pistol Execution ................. Duelist (O) . .
Pistol Point Blank . ... ............ Duelist (O) . .
Pistol Slide . ................ Gunslinger (O) . .
Pistol Whip . ................... Duelist (O) . .
Piston Kicks ............. Kung Fu Master (O) . .
Plague Zone 1.0 .............. Despoiler (H)

Plague Zone 2.0 .............. Destroyer (H)

Poison Knife ...................... Spy (O)

Potency
Power Boost 1.0

Power Shot . ................. Awakened (A) . .
Precise Blows . ............... Awakened (A)
Processor Lag 1.0 .. ....... Selective Phage (H) . .
Programmer . .............. Programmer (C)

....... Network Attacker (H) . .
........ Team Patcher (H) . .
......... Network Hacker (H) . .
Neuro-Dart .................. Cutthroat (O) ..
.................. Infiltrator (O) . .
................... Operative (O) . .
Overhand Smash .. .............. Soldier (O) ..
........... Network Hacker (H) . .
.............. Skript Kiddie (H) . .
............ Selective Phage (H) . .

.......... Trauma Surgeon (H) .
Passive Code . .................. Patcher (H) . .
.......... Utility Coder (C) .
...... Utility Technician (C) .
......... Utility Master (C) .
Patcher ....................... Patcher (H) . .
................ Pathogenist (H) . .
..... Guardian Patcher (H) . .
....... Upgrade Artist (H) . .
.................... Physician (H) .
............. SMG Specialist (O) . .

.98
.78
.76
31
.30
.25
.26
.76
.93
73
.106
.70
114
116
120
71
.74
77
.82
.103
.55
.36
.36
.50
.36
51
51
.36
51
41
..90
..101

.27

..81
.. 112
.22
.22
72
.. 122
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Proxy Coder ............... Proxy Coder (C)
Proxy Master .............. Proxy Master (C)
Proxy Technician
Punch Reversal

Punishing Blows
Punt

Quick Coding .............. Programmer (C) .
Quick Recovery ......... Guardian Patcher (H) . .
Range Booster . ................ Artillerist (H) . .
Ravager ...................... Ravager (H) . .
Recall Mission Team . . ... .. Force Multiplier (H) . .
Recall Team Member . . . ... Force Enhancer (H) . .
Rejuvenate RSI .. .............. Physician (H) .
Remote Proxy 1.0 . ............... Coder (C) ..
Remote Proxy 2.0 .. ......... Code Shaper (C) .
Remote Proxy 3.0 ........... Proxy Coder (C) .
Remote Proxy 4.0 ....... Proxy Technician (C) . .
Remote Proxy 5.0 .......... Proxy Master (C) .
Renew RSl ............. Trauma Surgeon (H) .
Repair and Upgrade .. ........... Patcher (H) ..
Repair Items . .............. Programmer (C) .
Repair Simulacra 1.0 .. ............ Coder (C) .
Repair Simulacra 2.0 ........ Code Shaper (C) . .
Repair Simulacra 3.0 .. ... Proxy Technician (C) .
Repair Simulacra 4.0 ........ Proxy Master (C) .
Repel Combat ................ Despoiler (H) . .
Resist Combat 1.0 . ......... Team Patcher (H) . .
Resist Contagion . ........ Network Hacker (H) . .
Resist Damage . ........... Team Patcher (H) . .
Resist Infection . ............. Pathogenist (H) . .
Resist Viruses ............ Selective Phage (H) . .
Restore Health 1.0 .. ............. Hacker (H) . .
Restore Health 2.0 .............. Patcher (H) . .
Restore Health 3.0 ...... Guardian Patcher (H) . .
Restore Health 4.0 . .............. Doctor (H) . .
Restore Health 5.0 . .............. Doctor (H) .
Restore Health 6.0 . ............ Physician (H)
Restore RSI ............ Guardian Patcher (H) . .
Reverse Bulldog .. ........ Master Assassin (O) . .
Revitalize RSI . .................. Doctor (H) . .
Revive RSI . ................. Corpsman (H) . .
Rifle Butt Smash ......... Expert Rifleman (O) . .
Rifle Mastery ............ Expert Rifleman (O) ..
Riffeman .. ................... Rifleman (O) . .
Rifles . ..... ... ... .. ... ..... Gunman (O) ..
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........ Proxy Technician (C) .
....... Aikido Grandmaster (O) . .

.............. Awakened (A) . .
........................ Assassin (O) . .

113
.. 119
116
.57
.23
.46
122
.76
.89
.97
107
.86
.102
109
110
112
115
118
.106
.70
122
110
111
15
118
.89
.78
75
.78
73
72
.66
.70
.76
79
..80
..102
77
.64
.80
.84
.54
.53
.39
33
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Run Advanced Programs . .Proxy Technician (C) .
.............. Proxy Coder (C) .

Run Program

Scattershot . ................ Scattershot (O) . .
Selective Phage .......... Selective Phage (H) . .
SereneCalm . ............. Aikido Master (O) . .
Sever Artery ........ Master Knife Thrower (O) . .
Shadow .. .................... Shadow (O) ..
Sharpshooter . .................. Soldier (O) ..
Shifty Technique . .............. Shadow (O)
Sidekick Combo ........... Karate Master (O)
Sideroll Escape .. .................. Spy (O)

Siphon Data Node
Sixth Sense

Skript Kiddie .. ............. Skript Kiddie (H) . .
.......... Karate Master (O) . .

Sky High Sidekick
Sliding Volley

Slow 1.0 .................... Virologist (H) . .
SMG Specialist . .......... SMG Specialist (O) . .
Smoke Bomb . ........... Master Shadow (O) . .
Sneak . ... ... Spy (O)
Sniper Shot .......... ... .. .... Sniper (O)
Sniper . ... Sniper (O)
Soldier .. ...................... Soldier (O)
SpinThrow . .................. Assassin (O)
Spinning Backsweep .. .............. Spy (O) ..
SPY o Spy (O)

Staggering Throw

Static Blast 1.0
Static Blast 2.0
Static Blast 3.0
Static Blast 4.0

Static Field 1.0 . ............. Pathogenist (H) . .
Steady Aim ............. Expert Rifleman (O) . .
Stealth Countermeasures . ........ Shadow (O) ..
Stop Proxy ................ Code Shaper (C) .

Stun 1.0 ... ... ... . . Arbalest (H) . .
Stun2.0 ... ... . Ballista (H) . .
StunPulse ................ Proxy Master (C) .

Subduing Throw
Submachine Guns
Submachinegun SpecializationSMG Specialist (O)

Suicidal Butterfly . .. .Kung Fu Grandmaster (O) . .
Suplex . ... ... . Assassin (O) .
............. Scattershot (O) .

Suppression Fire

www.thematrixonline.com

............... Scattershot (O) . .

.. .Master Knife Thrower (O) . .
Stand Off .. ................... Arbalest (H) . .
............. Proxy Coder (C) . .
......... Proxy Technician (C) .
......... Proxy Technician (C) .
............ Proxy Master (C) . .

... .Master Knife Thrower (O) . .
............. Gunman (O) ...

115 | Supreme Damage Resistance Force Multiplier (H) .
12 | Sweep Party 1.0 .......... Force Enhancer (H) . .
.38 | Sweep Party 2.0 ......... Force Multiplier (H) .
.73 | Swirling Ki Summon . ....... Karate Master (O) . .
43 | TapDataNode.................... Spy (O) ..
.61 Taunt .......... ... .. .. ... .... Soldier (O)
A48 | Team Medic .............. Team Patcher (H)
.25 | Three Round Burst ............. Rifleman (O)
..48 | Throat Cutting Throw Master Knife Thrower (O) . .
.42 | Tinkering ............. ... ...... Coder (C) .

..27 | Tomo Nage ......... Aikido Grandmaster (O)
.49 | ToolMaker................ Code Crafter (C) .
229 | Topsy Turvy oo Assassin (O) . .
.94 | Total Dedication . ........ Trauma Surgeon (H) .
A42 | Transmit Code ............. Proxy Master (C) .
.38 | Transmit Virus ................ Virologist (H)
.68 | Trauma Surgeon . ........ Trauma Surgeon (H) .
.56 | Triple Front Kick . . . .. Kung Fu Grandmaster (O) . .
65 | Ullag 1.0 ..o Virologist (H) . .
.27 | Ullag 2.0 Destroyer (H) . .
..53 | Uncanny Senses . .................. Spy (O)
..53 | Upgrade Artist ............ Upgrade Artist (H) . .
..26 | Upgrade Attacks ............... Arbalest (H)
..46 | Upgrade Health ............... Physician (H) .
.27 | Upgrade Maker ............ Code Crafter (C) .
..28 | Upgrade Master ......... Upgrade Master (H) . .
.62 | Utility Coder ............... Utility Coder (C) .
.86 | Utility Master ............. Utility Master (C) .
112 | Utility Technician . . ...... Utility Technician (C) . .
15 | Vanish ... Master Shadow (O) . .
16 | Vector. ... Vector (H) . .
118 | Virologist .................... Virologist (H) . .
.74 | Viral Shielding .......... Trauma Surgeon (H) .
.54 | Weak Points ................. Cutthroat (O) ..
.48 | Weapon Maker............. Code Crafter (C) .
A1 Weapons Boost . .. ............ Corpsman (H) . .
.87 | WhiteNoise .................. Howitzer (H) .
95 | Wicked Aim .............. Knife Thrower (O) . .
118 | Wooden Dummy Drill Kung Fu Grandmaster (O) . .
.62 | Wounding Shot................ Rifleman (O) . .
33 | Wounding Throw .......... Knife Thrower (O) . .
..55 | Wrist Throw ......... Karate Grandmaster (O) . .
.60 | WriteCode ..................... Coder (C) .
..46 | Zone of Powerlessness .......... Despoiler (H) . .
.37
16

— PRTNﬁA Official thlme Guide
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.85

.108

42
.28

..26
.79
..39

.62

110
..58
124

46

105
118
. .68
.106

.61
.69
101

.27

.82

..87
102
124

105

114
121

117
.65
.92
.69

.106

31

123

.83

.100

44
.61
.38
45
.59

.109

.89

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



17

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

primagames.com

-

T o s Wl B W

=g

T PIEL TR T e - = B
Tl
el
bl LEPRTLT

A e AL W

- T
il = =



| DY -5’(‘"

e LS S P =S —u“

THE FIVE
ATTRIBUTES

There are five Character Attributes. Each provides
bonuses to various abilities and stats.

[} Belier

Belief represents your confidence in yourself. Activities
that require absolute conviction, such as hyper-jump
and combat toughness, benefit from a high Belief.

m‘ Focus

Focus is your ability to concentrate and manage your
performance. Activities that require excellent recall or
precise body control, such as sneaking, benefit from a
high Focus.

‘ Perception

Perception is your ability to notice subtle changes in
your surroundings. Activities that require careful study
of an opponent, such as martial arts, benefit from a
high Perception.

E‘ Reason

Reason represents your problem-solving capability.
Activities that require intense logical thought, such as
writing code, benefit from a high Reason.

ml Vitality

Vitality is a measure of your overall physical wellbeing.

Health Points, which represent your ability to absorb
damage, benefit from a high Vitality.

Advancing Attributes

Each level you advance gives you one point, which
you may spend to improve any one of your attributes
by one point. By Level 50, a Redpill will have received
49 attribute advancement points.

www.thematrixonline.com 18

Attribute Bonuses

= PRTMA Official Game Gmde

Attributes provide bonuses as soon as you start play-
ing the game. However, many of these bonuses are
fractional adds to your stats, so the bonus may not be
apparent until the attribute value rises somewhat
higher. The attribute bonuses are listed on the follow-
ing table.

Stat or Ability Attribute Bonus per Level
Damage Resistance Belief 0.2 1/5)
Dodge Belief 02 /5)
Heal Damage Belief 0.2 1/5)
Jump Belief 0.1 (1/10)
Melee Damage Resistance Belief 0.2 1/5)
Ranged Damage Resistance  Belief 02 /5)
Sixth Sensing Belief 0.4 (2/5)
Stealth Damage Resistance  Belief 02 /5)
Super Jump Belief 0.6 (3/5)
Viral Resistance Belief 02 /5)
Combat Tactics Focus 0.2 1/5)
Determination Focus 02 a/5)
Disquise Duration Focus 0.25 (1/4)
Force Combat Focus 04 2/5)
Invisibility Duration Focus 0.25 (1/4)
Noise Level Buff Target Focus 05 /2
Range Combat Tactics Focus 0.1 (1/10)
Stealth Focus 05 /2
Viral Deflection Focus 0.5 (1/2)
Analyze Weakness Perception 0.4 2/5)
Detect Perception 0.5 (1/2)
Lockpicking Perception 0.4 2/5)
Melee Combat Tactics Perception 0.1 (1/10)
Melee Physical Damage Perception 02 /5)
Ranged Physical Damage Perception 0.2 (1/5)
Sneak Attack Detection Perception 0.4 2/5)
Stealth Damage Perception 0.2 1/5)
Stealth Detection Perception 05 /2
Ability Crafting Reason 0.2 (1/5)
Apparel Crafting Reason 02 /5
Code Writing Reason 0.2 (1/5)
Compile Skill Reason 02 /5
Computer Hacking Reason 0.4 (2/5)
Concentration Reason 05 /2
Cryptography Skill Reason 0.2 (1/5)
Decompile Skill Reason 02 /5
Evade Interlock Reason 0.4 (2/5)
Map Downloading Reason 0.4 2/5)
Max Buff Buffer Reason 0.5 (1/2)
Repair Skill Reason 02 /5
Security Systems Reason 0.4 2/5)
Tool Crafting Reason 02 /5
Upgrade Crafting Reason 0.2 (1/5)
Viral Damage Reason 02 /5
Viral Transmission Reason 0.5 (1/2)
Weapon Crafting Reason 02 /5
Health Sitting Regen Rate Vitality 0.5 (1/2)
Health Regen Rate Vitality 025 (/4
Max Health Vitality 10 (10

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



DISCIPLINES & ABILITIES

ikl AWAKENED

Newly awakened Redpills all start with one
discipline in common: Awakened. From there,
they can branch out to many other disci-
plines and skill sets as they get more

powerful.

The Awakened ability is the cornerstone
of the entire Discipline Tree. All Redpills

active in the Matrix must have
Awakened loaded into memory in
order to load any other abilities. It

governs two things: your attack capa-
bility and your self-defense capability.
(This allows you to fight and defend
yourself somewhat even if you don’t have

anything else loaded.)

(from MxO Team)

New to the real world, the Awakened face
unlimited possibilities within the Matrix.

Being a new Redpill, there is a unique set of
abilities aimed at making your transition

from used to user easier. From here you'll begin
your journey into the more advanced disciplines.

The Awakened skill tree is designed to lead you
into the three primary career paths, in addi-
tion to an assortment of generally useful abili-
ties that simply enhance your survivability.

There’s a good and bad side to being an
Awakened. The good side is that you can
use your new abilities for many things,
from combat to exploration — available
skills include speed, strength and the

awe-inspiring jumping ability.

The bad side ... well, you're fragile — only a
mere shadow of what you could be. Plus, you
only have a limited memory load at this stage, so
you’ll have to pick and choose your abilities
wisely. You can do some, but you can’t do it all.

— Researched by Biggs

AGENT RESPONSE

Agent Response is a measure of
corruption of the Matrix code
around an anomalous activity.
Anything that breaks from the
core Matrix code function of
keeping Bluepills occupied and
under the illusion of living real
lives causes some Agent
Response. As Agent Response in
an area increases, the Machines
have a chance of noticing and
sending an Agent to locate and
remove the threat to the Matrix
code. Ceasing the activities that
increase Agent Response, or leav-

ing the area where numerous
Agent Response-causing activities
have occurred, can avert an Agent
from being sent.

Agent Response is an accumula-
tive value. Anything that has
Agent Response has the potential
to catch the Machine’s attention
and have them dispatch an
Agent. Numerous elements add
into Agent Response: being in
restricted areas, whether or not
you’'ve accessed the Access Node,
the level of the enemies you've

— from Bert Harvey, MxO Team

killed there, and the abilities and
items you’ve used in the area.

Anything (ability or otherwise)
that has an Agent Response value
can potentially summon an Agent.
You can reduce that chance by
locating and accessing Access
Nodes, by keeping Agent
Response-causing activities to a
minimum in restricted areas, and
by taking breathers after pro-
tracted gunfights or hacker bat-
tles to let the Agent Response in
the area dissipate.
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Awakened

hd
Class/Type
Description

Awakened/Secondary - Passive

Awakened is a measure of how skilled and/or powerful
the Redpill is in the Matrix. You must load this ability to be
able to do anything in the Matrix. Your level in Awakened
governs your Self Defense ability.

Al characters must load Awakened to load any other abilities.

Combat Tactics bonus: (Awakened Lvl * 4)
Melee Damage bonus: (Awakened Lvl * 5)

Viral Deflection Ability bonus: (Awakened Lvl * 4)
Equips “Self Defense” Ability

Memory Footprint 0 memory units

Formula

Ly
.::R Hyper-Sprint

Class/Type Awakened/Tertiary - Buff

Description You summon up a short burst of speed, perfect for getting
out of that bad situation, or chasing down that annoying,
fleeing spy. While it is on, you will burn Inner Strength. It
will remain active until you turn it off or run out of IS.

Interface Toggle on/off

Formula +25% to ground movement speed

Noise (Aur. Mag.) As per normal running

Prerequisite(s) Awakened L1

Inner Str. Cost 25 1S every 5 seconds

Memory Footprint 1 memory unit
Target Yourself

It Can Be Used  Outside Combat
Buffer Size 1 unit

Re-Use Delay 5 seconds

W Evade Combat

Class/Type Any/Tertiary - Passive

Description This ability sets you in “Passive” mode to avoid entering
into close combat.

Interface None; this passive ability is always in effect when loaded.

Formula When loaded, it sets you into “Passive” defense mode,
which gives you a chance to avoid interlock combat.

Prerequisite(s) Awakened L1

Inner Str. Cost 401S

Memory Footprint 1 memory unit

Target Yourself

It Can Be Used ~ Outside Combat

Buffer Size 1 unit

Re-Use Delay 30 seconds after last use of Evade Combat

Activation Time 2 seconds

www.thematrixonline.com
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Cheap Shot

Class/Type Awakened/Tertiary - Special Move
Description You take a cheap, but damaging, shot at your foe, with an
increased chance to hit.
Interface Select the Cheap Shot icon from your quick keys
Formula 60 damage
+20 Tactics bonus for move
Prerequisite(s) Awakened L1

Inner Str. Cost 201S
Memory Footprint 1 memory unit

r ‘¥ Head Butt

Class/Type Awakened/Tertiary - Special Move

Description You fake at your Dazed opponent and then deliver a head
butt. You have an increased chance to hit. Not only do
you damage your opponent, you reduce his chance to hit
for a short time.

Interface Select the Head Butt icon from your quick keys

Formula +20 Tactics Bonus
60 damage
-10 to target's Tactics for the next 20 seconds
Requires target to be Dazed

Prerequisite(s) ~ Awakened L1

121S
Memory Footprint 1 memory unit

v
@ Ignore Pain

Inner Str. Cost

Class/Type Awakened/Tertiary - Buff

Description This self-buff increases your resistance to physical damage
for a short duration.

Interface Select the shortcut from the hotkeys.

Formula Adds 5% to Melee Damage Resistance and Ranged
Damage Resistance
Proc: 10 - 20 point heal each time you take damage

Agent Response  Yes (Minor)

Noise (Aur. Mag.) Medium

Prerequisite(s) Awakened L3

Inner Str. Cost 251S

Memory Footprint 1 memory unit

Duration 10 seconds

Re-Use Delay 30 seconds

Buffer Size 3 units

Grab Disrupt Buff  Yes

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



Class/Type
Description

Interface

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint

Class/Type
Description

Interface
Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Buffer Size

Awakened/Secondary - Utility

Hyper-Jump is a non-combat movement ability that
allows you to move vertically or horizontally much farther
than humanly possible.

Pressing should cause you to Hyper-
Jump out to your maximum unobstructed horizontal dis-
tance. To more precisely select your target, press
(or click on Hyper-Jump on your Hotbar) and use the
mouse to find a valid landing spot (your target reticle will
be green.) Click on the spot to jump there.

Hyper-Jump Distance is based on ability level:

Horizontal Distance: 9m + 1m per level, to a maximum of
60m.

Vertical Distance: 4m per level to a maximum of 200m.
Yes (Major)

Medium

Awakened L10, Hyper-Sprint

201S

1 memory unit

Awakened/Secondary - Buff

Hyper-Dodge is a combat ability that allows you to dodge
an attack that would otherwise hit you.

This ability adds a certain amount to your dodge score. If
an attack misses due to the bonus provided by this ability,
you pay the Inner Strength cost, and the appropriate
Bullet Time animation plays. Activate this ability to
increase your chances to avoid being hit by free fire
attacks. The bonus to your dodge increases as you
improve the ability's level.

Toggle on/off

Ability Level Cap: 25
10% Proc: Bullet time FX activates
Dodge Ability: +(Ability Level)
Yes

20

Hyper-Jump L15

20 IS every 5 seconds
1 memory unit

15 units

"'i'_ Hyper-Speed

Class/Type
Description

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Duration

Target
It Can Be Used
Buffer Size

Awakened/Secondary - Buff ‘

Characters employing Hyper-Speed move at an increased i
rate. The amount of the boost increases as you raise this £
ability's level.

+1.5 to Movement Speed per Ability Level
Yes

30

Hyper-Dodge L25

401S

1 memory unit

10 minutes
Yourself
Outside Combat
25 units

AT i e Ml L W L
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BONUS ABILITY 1
5 4 a4
T
This ability is available to all players who pre- i 1
ordered The Matrix Online. I i -|i.
Eatda 1
[ gl =
jT{ Hyper-Jump Beta LiE
o §
) ” ¥
Class/Type Awakened/Tertiary - Utility i 3
Description Hyper-Jump is a non-combat movement ability that . ‘
allows you to move vertically or horizontally much "
farther than humanly possible. It is a 0-memory abili-
ty, only available to those who buy the pre-sale box.
Interface Pressing should cause you to Hyper-
Jump out to your maximum unobstructed horizontal
distance.
Formula Hyper-Jump Distance is:
Horizontal Distance: 10m
Vertical Distance: 40m
Non-craftable, can't be traded, can't be decompiled,
can't be sold, can't be recycled.
Agent Response  Yes (Minor)
Noise (Aur. Mag.) 50
Prerequisite(s) Awakened L1
Inner Str. Cost 201S
Memory Footprint 0 memory units

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.
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Class/Type Awakened/Secondary - Buff Class/Type Awakened/Tertiary - Buff (Active Combat)
Description Characters with Hyper-Strength are able to ift, throw and Description This passive ability creates three new tactical icons for you
push more than even an extremely strong human. to use. These “Energized Tactics” do more damage and
Hyper-Strength adds damage to melee combat at the rate generate more tactical points.
of 2 points per ability level. Interface Toggle on/off. When on, your normal tactics are replaced
Interface Grants bonus damage in melee, toggle on/off. Also allows with your energized ones.
you to lift heavy Luggables. Formula Each Energized tactic gives a +15% damage bonus,
Formula +2 Melee Damage Ability per ability level increases the chance of generating a vulnerability by 50%
Agent Response  Yes (s0 a 20% chance would become a 300%).
Noise (Aur. Mag,) 60 Prerequisite(s) Awakened L8, Adrenaline Booster
Prerequisite(s) ~ Hyper-Speed L35 Inner Str. Cost 0
Inner Str. Cost 25 1S every 5 seconds Memory Foolprint 1 memory unit
Memory Footprint 1 memory unit Buffer Size 8 units
Buffer Size 35 units L
S Power Shot
Activation Time 0 seconds -
Re-Use Delay 10 seconds Class/Type Awakened/Tertiary - Special Move (Active Combat)
s Description This special move is a less damaging melee attack that
‘% Adrenaline Booster restores some of your Inner Strength.
. . Interface Select the Power Strike icon from your quick bar.
Class/Type Awakened/Tertiary - Buff (Active Combat) . yourq
. . ) Formula Normal strike that does -15% damage but restores 20%
Description This toggled buff represents an active form of attack. :
OO A of your maximum Inner Strength.
While it is active, the IS cost of tactics is doubled, you . )
have a 50% greater chance of generating a vulnerability, Prerequisite(s) - Awakened L12, Energize Attacks
the maximum number of vulnerabilities that you can gen- | /nner Str. Cost 0
erate is multiplied by 1.5, and all of your attacks do extra Memory Footprint 1 memory unit
damage, based on your character level. .
) ) ) ) Target Single Enemy
Interface To activate Adrenaline Booster, activate the appropriate G J Specil
icon from the tool bar. To deactivate the ability, select the It Can Be Use peqa Move
icon once again. While active, the icon in the toolbar Re-Use Delay 1 minute
show the active FX. =
Formula Melee and Ranged Damage: +(Character Lvl * 1.5) < x Detect Vulnerability
50% greater chance to generate a vulnerability. (Example: : : :
If you normally have a 20% chance to generate a vulnera- | Class/Type AwakenedTertiary - Passive (Reactive Combat)
bility, it would be increased to 300 while this ability was | - Description This ability allows you to see (and exploit) a target's vul-
active.) nerabilities. When you use a close combat tactic that cor-
Prerequisite(s)  Awakened L5 responds to one of your target's revealed vulnerabilities,
Inner Str. Cost 5 1S every 5 seconds - you'l do more damage than normal.
Memory Footprint 1 memory unit Prerequisite(s) ~ Awakened L5
Inner Str. Cost 0
Target Yourself ) )
It Can Be Used ~ Outside Combat Memory Foolprint 1 memory unt
e .
Range om "“ig Precise Blows
Buffer Size 5 units -
Class/Type Awakened/Tertiary - Passive (Reactive Combat)
Description This ability replaces your tactical buttons with special tacti-
cal moves. These function normally, but increase your
chance to hit when used against a target's exposed vul-
nerability.
www.thematrixonline.com e
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Interface
Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint

‘2-3- Punishing Blows

Clasy/Type Awakened/Tertiary - Buff (Reactive Combat) Inner Str. Cost
Description When this ability is active, your attacks will do more dam-
age against a target's vulnerability. Buffer Size
Interface Toggle the icon on/off from your quickbar.
While active, you have a buff icon in the appropriate area,
and the quickbar icon shows the active animation.
Formula +15% damage when making a melee attack against the Class/Type
appropriate vulnerability Description
Prerequisite(s) Awakened L12, Precise Blow
Inner Str. Cost 11 every second For mulq '
Memory Footprint 1 memory unit Prerequisite(s)
Target Yourself _ '
It Can Be Used ~ Outside Combat Attribute Link
Buffer Size 12 units
Grab Disrupt Buff - Yes
s Class/Type
v Consistent Technique Description
Clasy/Type Awakened/Tertiary — Passive (Introspective Combat)
Description This abiIiFy narrows 'the random factor on any tactic SCore | prerface
result. With this ability loaded, you'll have a more consis-
tent average on your random combat to-hit attempts.
. Formula
Prerequisite(s) Awakened L5
Inner Str. Cost 0
Memory Footprint 1 memory unit

T& Empty Mind

Class/Type
Description

Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

Select these tactical icons as normal

+20 tactic score when used against the appropriate vul-
nerability

Awakened L8, Detect Vulnerability .
. Description
As per normal tactical IS cost
1 memory unit Interface
Formula
Prerequisite(s)

Awakened/Tertiary - Passive (Introspective Combat)

This ability reduces the chance of you producing vulnera-
bilities in combat.

When loaded, your chance to produce a vulnerability is
reduced by 50%. Example: A 20% chance to produce a
vulnerability would be reduced to a 10% chance with this
ability.

Awakened L8, Consistent Technique

0

1 memory unit

23

Class/Type

Memory Footprint

7%y Concentration

| - =t Frr e

Memory Footprint

IE: Detection

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint 1 memory unit

Awakened/Tertiary - Buff (Introspective Combat)

This ability improves the rate at which you regenerate
Health and Inner Strength

Toggle the icon on/off

+10% Health and Inner Strength regen
Awakened L12, Empty Mind

0

1 memory unit

12 units

Awakened/Secondary - Passive

Concentration allows you to resist having your ability acti-
vation interrupted by damage effects.

Concentration attribute bonus: (Ability Lvl * 4)
Awakened L1

1 memory unit

Focus - f}

Awakened/Secondary - Passive

A character making a Detection attempt uses a tool to
send out waves of decryption data that will disrupt the
effects of Disguise and Invisibility Abilities.

To detect Disguise or Invisibility, you use a concealment
countermeasure tool, which is consumed on use.

Each Detection attempt is compared to the
Disguise/Invisibility result of the hidden character. The
affected radius is based on the particular tool being used.
Success: [(Detection Ability Lvl * 4) + (Tool Bonus) + (%
roll)] > [(Disguise Ability Lvl *4) + (Tool Bonus) + 50]
Low

- T

Concentration L1
51S
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No longer simply Awakened, you push yourself to
become a force of nature inside the Matrix. You're still
not a soldier of Zion — not by a long shot — but
you're on your way. While the Operative discipline
doesn’t have the sheer number of abilities that
Awakened has, what there is will steer you towards
becoming dangerous. With several abilities aimed at
making your close combat skills a bit more punishing,
including the ability to Compel Close Combat, you're
on your way to becoming a Soldier. Also included in
the Operative skill set is Hindering Shot, which slows
enemies down.

You can deal out damage, both ranged and close —
much more so close however — and from here your
choices lead both into the Spy disciplines and the
Soldier tree ... mmmm, Guns ...

— Researched by Biggs

‘ Combat Insight

Class/Type Operative/Secondary - Passive

Description Combat Insight causes you to do more damage in both
hand-to-hand and ranged combat.

Formula Melee Damage Bonus: +(Ability Lvl * 2.5)
Ranged Damage Bonus: +(Ability Lvl * 1.5)
Ability Level Cap: 50

Prerequisite(s) Awakened L1

Memory Footprint 2 memory units

Intensify Damage

Class/Type Operative/Tertiary — Buff

Description This self-buff increases the damage of your attacks for a
short duration. This may be the extra juice you need to
put someone down hard and fast.

Interface Select the shortcut from the hotkeys.

Formula Melee Damage Ability: +(Ability Lvl * 2)
Ranged Physical Damage Ability: +(Ability Lvl * 2)
Level Cap: 15

Agent Response  Yes (Minor)

Noise (Aur. Mag.) Medium

Prerequisite(s) Combat Insight L1

Inner Str. Cost 201S

Memory Footprint 2 memory units

www.thematrixonline.com

Duration 15 seconds
Re-Use Delay 20 seconds
Buffer Size 1 unit
Grab Disrupt Buff - Yes
Activation Time 2 seconds

=
If Hindering Shot

Class/Type Operative/Tertiary - Special Move

Description Hindering Shot is a pistol free fire special move which
roots your target for a short duration. Any damage done
to the target will break the root. Make sure you have a
pistol in your inventory (or equipped) before activating
this ability. It will temporarily immobilize your opponent
and allow you to catch up.

Interface Select the special move from your shortcut hotbar

Formula Target Speed Reduction: -50% to movement speed
45 Ranged Damage to Target

Prerequisite(s) Combat Insight L1

Inner Str. Cost 201S

Memory Footprint 2 memory units

Target Single Enemy

It Can Be Used ~ Outside Combat

Re-Use Delay 8 seconds

Duration 8 seconds

Activation Time 2 seconds

Range 20m

PV
‘ d Compel Close Combat

Class/Type Operative/Tertiary - Buff

Description This ability improves your chance of forcing an Interlock
combat on an opponent.

Formula You receive a +25% bonus to your chance of forcing an
Interlock combat session.

Prerequisite(s) Intensify Damage

Inner Str. Cost 301S

Memory Footprint 1 memory unit

Target Yourself

It Can Be Used ~ Outside Combat

Duration 5 minutes

Re-Use Delay 15 seconds

Buffer Size 1 unit

Activation Time 2 seconds
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Locate Data Node

Class/Type Operative/Secondary - Utility
Description You can locate, and possibly visualize, a Data Node if This is where the choices start. Do you head into the !
using the correct equipment. There are two fypes of Data path of the unarmed combat professional, or lean
Node detection: Proximity and Visual. d lav? With onl b h d
Proximity detection requires a device similar to a Geiger towards gunp ?y' W!t. .on y Cgm at Toughness, an’
counter. The device emits a clicking noise, like a Geiger the actual Soldier abilities required to move on, you'll
Counter, which gets more frequent the closer it gets to a have plenty of space to grow into your desired form.
data node.
Visual detection involves an elaborate headset similar to — Researched by Biggs \
night vision goggles. In addition to visualizing the Data e M
Node, the headset devices will also create a pointing .:'? =) Combat Toughness £
arrow in the direction of the nearest nexus. The quality of Sl i
the headset dictates the detection range. Class/Type Soldier/Secondary - Passive ;
Formula [(Locate Data Node Ability Lvl * 4) + (Tool Bonus) + (110 | pescription This ability reduces the amount of damage you take from [
100)] = Locate Result a successful hit. (A successful attack always does at least ¢
Noise (Aur. Mag.) None or High (depending on tool used) one point of damage.) ;
Prerequisite(s) Hindering Shot Formula Damage Reduction: (Ability Lvl/100) =
Level Cap: 40 " #
Inner Str. Cost 51S .. . ;
Prerequisite(s) Operative ™

Memory Footprint 1 memory unit

Ability Level Cap

[
i Operative

: ; T Clasy/Type Soldier/Secondary - Passive f
Class/Type Operative/Tertiary - Passive [Discipline] Description This ability provides a bonus to damage when your weapon : ]
Description Increases your health regeneration while sitting. slot is empty. \
Formula +500% to Health regen while seated Formula Bonus: +(Ability Lvl) A
Prerequisite(s)  Combat Insight L2, Intensify Damage, Hindering Shot Ability Level Cap: 20 4 1
Prerequisite(s) ~ Combat Toughness L4 M .

Memory Footprint 2

5

/
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@i Soldier

Memory Footprint 10 memory units

l'_;_rE _
:-+ Martial Arts Prowess

Memory Footprint 2 memory units

Firearms Skill

Class/Type Soldier/Secondary - Passive
Description This ability gives a bonus to damage when your weapon
slot contains a firearm (handgun, submachinegun, rifle).
Formula Bonus: +(Ability Lvl)
Ability Level Cap: 20
Prerequisite(s) Combat Toughness L4

Memory Footprint 2 memory units

‘m Sharpshooter

Class/Type Soldier/Tertiary - Passive

Description This ability negates the penalty associated with firing guns
into melee combat. If you're going to be firing your
weapon into melee combat, you'll have better luck hitting
your intended target with this ability loaded.

Prerequisite(s) Firearms Skill L1

Memory Footprint 1 memory unit

primagames.com
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Multifighting

Class/Type Soldier/Tertiary - Passive

Description This ability reduces the penalty that occurs when you're
outnumbered. You can face up to 3 opponents with no
penalty. After that, the penalty begins, with the gth oppo-
nent counting as the 2"d, and so forth.

Prerequisite(s) Martial Arts Prowess L1

Memory Footprint 1 memory unit

Overhand Smash

Class/Type Soldier/Tertiary - Special Move

Description You close with your opponent and deliver a long uppercut
to your foe's gut. As the foe doubles over, you clasp your
hands together and bring them down on the back of your
target's neck. Activate this ability to do a lot of damage to
your opponent, and to put him at a tactical disadvantage
for a short period.

Formula 75 damage
Target's Tactics Score: -5
10% Proc: Enraged for 10 seconds

Prerequisite(s) Martial Arts Prowess L5

Inner Str. Cost 201S

Target Single Enemy

Memory Footprint 2 memory units

Duration 10 seconds

Re-Use Delay 12 seconds

Body Shot

Class/Type Soldier/Tertiary - Special Move

Description When you hit with this ability, you'll knock your opponent
down and make him briefly vulnerable to more damage.

Formula 75 damage
Target is -5 to Damage Resistance
10% Proc: -50% to target movement for 12 seconds

Prerequisite(s) Combat Toughness L5, Firearms Skill L5

Inner Str. Cost 201S

Memory Footprint 2 memory units

Re-Use Delay 8 seconds

Target Single Enemy

It Can Be Used  Inside combat/outside combat

Activation Time 2 seconds

Duration 8 seconds

Range Interlock/20m

www.thematrixonline.com
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Class/Type Soldier/Tertiary — Special Move

Description Use this ability to really irritate your target. Taunting a tar-
get will make it more likely the Al will attack you as
opposed to your allies.

Formula Taunts target

Noise (Aur. Mag.) 50

Prerequisite(s) Combat Toughness L5

Inner Str. Cost 10 1S

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Target Single Enemy

It Can Be Used ~ Anytime

Soldier

Clasy/Type Soldier/Tertiary - Passive

Description Increases chance to hit in Interlock Combat and increases
your maximum health.

Formula +5 to tactic score
+70 to Maximum Health Attribute

Prerequisite(s) Overhand Smash, Body Shot

Memory Footprint 2 memory units

LOTUS

Location: Jurong, Jade Room club

Lotus is an Exile that has taken on the role
of a lounge singer in the Jade Room,
whispering sweet ballads and belt-
ing out tunes. Fans from all over
the city come to the Jade Room just
to see her.

Lotus speaks softly but directly, and
a fair number of Redpills consider
her to be a source of information
and even freelance employment.
Unlike many Exiles, Lotus has garnered
a certain degree of trust from the
Redpills that have had dealings with
her. However, like all Exiles, she cer-
tainly has her own agenda.

She’s never been caught in an
intentional lie, but Lotus often
does withhold information, and
she has a bad habit of overestimat-
ing the abilities of those she hires.
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ked spu

Where unseen rules and direct combat is an unaccept-
able solution, those who chose the shadows will find this
calling most interesting ... The Spy discipline focuses pri-
marily on ways to get around combat. With abilities like
Sneak, Uncanny Senses, Disable Security Devices, etc.,
your ability to go unnoticed is very high. For those who
have no other choice but to face down their stalkers, fear
not — you’re not totally defenseless. However, you'll
have to use your gifts of stealth in combat, as you're not
built for direct confrontation. Spinning Backsweep, Find
Weakness and Poison Knife are your friends; the ability to
do damage from a surprise situation is always to your
advantage. Rounding out your abilities is Tap Data Node,
which lets you gather $Information.

- Researched by Biggs

Class/Type Spy/Secondary - Utility

Description Activate the Sneak ability to move quietly. With luck, you
may not be heard, or even seen.
The Stealth ability attempts to reduce the noise you make
while moving, and tries to keep you from being noticed by
an Al or PC.
A sneaking character produces less noise, making it less
likely that a NPC will notice you, assuming you stay out of
the line of sight.
A sneaking character in a hostile character or NPC's line of
sight is not automatically detected. There is a chance that
the sneaking spy can slide right by a foe and not be seen.
A successfully sneaking character shows up when another
character successfully uses the Sixth Sense ability.
A sneaking character is invisible as long as he remains
undetected by hostile PCs and NPCs.

Select the sneak icon in the tool bar. You maintain the
Stealth animation while moving.

Sneak becomes disabled when you enters combat.

A sneaking character moves at 75% of base running or
walking speed.

Staying hidden:

Success: [(Sneak Ability Lvl * 4) + (Bonuses) + (1 to 100)] >
[(Target Awakened * 2) + (Detection * 2) + (Bonuses) + 50]
Detection Distance: 32m - (Stealth Attribute/3). Max 32m,
Min 8m.

Ability Level Cap: 25

-(Sneak Ability Level) from normal Noise (Aur. Mag.) level

Interface

Formula

Noise (Aur. Mag.)

Prerequisite(s) Operative
Memory Footprint 2 memory units
Activation Time 2 seconds
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Spinning Backsweep

Class/Type Spy/Tertiary - Special Move

Description When you are sneaking and use this ability on an \ '
unaware target, you'll attack your opponent by surprise.

Formula 75 damage

Prerequisite(s) Sneak L4

Inner Str. Cost 201S

Memory Footprint 2 memory units

" Sideroll Escape

Class/Type Spy/Tertiary - Special Move

Description Use this ability to quickly disengage from Close Combat.
Formula Adds +20 to Evade Combat for 30 seconds.
Prerequisite(s) Sneak L4

Inner Str. Cost 201S

Memory Footprint 2 memory units

B S a e Ml 5 S |
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:,:" Poison Knife

i‘

Class/Type Spy/Tertiary - Offensive # 1
Description Thrown knife attack that does a DOT. When you hit your !

t‘argetlwith this ability, you'll damage your opponent mul- f L ;

tiple times over a matter of seconds from just one attack. :
Formula 25 pts. of damage every 2.5 seconds for 25 seconds 1 9
Prerequisite(s) Spinning Backsweep i )
Inner Str. Cost 301S .
Memory Footprint 1 memory unit F:
Re-Use Delay 30 seconds {
Target Single Enemy l
Range 20m 1
Re-Use Delay 30 seconds
Poison Knife 2 seconds

Uncanny Senses

Class/Type Spy/Secondary - Passive

Description You are less likely to be subjected to a surprise attack.
This is a great way to counter those other pesky spies.

Formula [(Uncanny Senses Lvl) * 4 + (% roll)] > [(Sneak Lvl) * 4 +
50] to successfully avoid the sneak attack; a normal inter-
lock session starts instead.

Prerequisite(s) Sideroll Escape

Memory Footprint 1 memory unit

primagames.com
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Find Weakness

Class/Type Spy/Secondary - Utility

Description Using this ability, you can determine the nature of an
opponent and gain insight into a target's weaknesses. This
ability must be used outside of combat.

Interface While outside of combat, target the enemy you wish to
analyze, and use the Find Weakness tool. If successful, it's
easier for you and your allies to hit your target.

Formula Outcome: Analyze - Weakness
Analyze: [(Find Weakness Ability Lvl * 4) + (1-100 roll)]
Weakness: [(Target's Awakened Ability Lvl * 4) + 50]

If Outcome >= 0, Target loses Melee and Ranged
Damage Resistance: -(Ability Lvl / 100)

Agent Response  Yes (Minor)

Prerequisite(s) Sneak L5, Spinning Backsweep

Inner Str. Cost 501S

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 1 minute

Activation Time 2 seconds

Requires Tool Yes

Duration 1 minute (if successful)

Range 20m

Disable Security Devices

Class/Type
Description

Spy/Secondary - Utility

Using special equipment, you can access the electronic
security system of a nearby building. This ability can be used
to shut off security alarms, video surveillance systems, or
lock/unlock electronic door locks. Disable Security Devices
also allows you access to the surveillance cameras.

You must first select the control box of the system you wish
to disable. When you successfully access the system, you
get a popup menu listing the available cameras, doors, or
alarms, and you may disable the selected device, or (if it's a
camera) view the camera’s perspective.

Outcome: Disable - Security

Disable: [Disable Security Devices Ability Lvl * 4 + Disable
Mods + (1 to 100) roll]

Security: [Security System’s Difficulty Lvl + Security Mods + 50]
If Outcome <-15

then alarm triggered, control box deactivated

If Outcome >= 0, then system access granted; else access
denied

Yes (Minor)

Low

Sideroll Escape, Sneak L5

101S

1 memory unit

2 seconds

Interface

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Activation Time

www.thematrixonline.com
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Tap Data Node

Spy/Secondary - Utility

Tapping a data node is a process in which raw data is col-
lected and recorded for future use.

By attaching a device to a data node, you are able to set
aside raw data for yourself. The rate at which this takes
place is based on the size of the node, the setting of the
device, and the size of the device.

Use the device on the data node. A successful “tap” will
bring up a window showing the amount of raw data col-
lected, and a slider that you can use to set the speed of
the device.

Success: [(Tap Data Node * 4) Tool Bonuses + 1 - 100] >
[(Resistance * 4) + 50]

Noise (Aur. Mag.) Medium to High
Prerequisite(s) Sneak L5

Inner Str. Cost 0

Memory Footprint 1 memory unit
Ability Level Cap 5

Class/Type
Description

Interface

Formula

Class/Type Spy/Tertiary — Passive

Description This ability provides a bonus to Sneak Attack damage.
Formula Bonus: +1 Stealth Damage per character level
Prerequisite(s) Find Weakness, Disable

Security Devices
Memory Footprint 2 memory unit
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m\ Infiltrator

A more specialized version of the Spy. A stepping
stone to greater things, the Infiltrator focuses on get-
ting into things. With the abilities to Open Locks,
Disarm Traps and Disguise themselves, getting in or
out of an area is not very difficult. Add to this Sixth
Sense — that eerie tingling sensation on the back of
your neck when things are about to go wrong — and
the actual Infiltrator ability itself, and you have a solid
skill block dedicated to helping you be sneaky.

— Researched by Biggs

Class/Type Infiltrator/Secondary - Utility

Description Disguising oneself in the Matrix is far more than changing
dlothes, or putting on a fake moustache. Characters with the
Disguise ability can make themselves appear as a Bluepill to
both NPCs and other player characters. Using this ability does
not work inside opponents’ line of sight.

This ability allows you to use disguise tools to alter your pres-
ence, almost as though you've changed your RSI. Be aware
that your disguise is bound by rules of perception within the
Matrix, and if you do things “out of character,” your disguise
may fail. There are many types of disguise tools, and use of
them may be restricted by your ability level.

The actual disguise is determined by the specific disguise
mask used. NPCs will accept certain disguises, and see
through others. Some disguise masks are flagged to
organizations and may be more or less efficient when
used in the vicinity of NPCs and characters associate with
that, or a rival, organization.

If someone is disguised as a non-combatant coppertop
NPC, player characters cannot select or attack the dis-
guised character.

The following actions will cancel a disguise:

« Entering Interlock

« Committing a suspicious action in LoS of a combatant
NPC or PC (most actions besides moving or opening
unlocked doors)

« Another character successfully uses a Detection device

A successfully disguised character automatically gains a
Surprise Attack if they enter Interlock.

Disguise lasts for [30+ (Ability Lvl/2)] seconds.
Types of disguise tools (with affiliations):

« Office Worker (none)

* Jumpsuit Worker (none)

« Lab Coat Worker (none)

« Waiter (none)

* Clerk (none)

« Store Patron (none)

* Security Guard (Machine)

* Mechanic (Machine)

* SWAT Guard (Machine)

« Enforcer (Machine)

* Hell Club Groupie (Merovingian)
* Werewolf (Merovingian)

* Blood-drinker (Merovingian)

* Chateau Guard (Merovingian)

» Zion Recruit, Ensign, Lieutenant, Commander (Zion)

A Disguised character's name changes to reflect the type
of character he is disguised as. If you put on a Waiter dis-
guise, your displayed name will change to “Waiter.”

Interface The character model is replaced in look and name by the
body and info of the appropriate NPC. To other PCs you
will look like an NPC and will have the same type of info.

Formula Each time a disguise is activated, an ability check is made
to determine your Detection Difficulty. The result is
recorded, and compared to any attempt to detect the dis-
guise. Once a disguise is discovered, it is revealed to
everyone.

Detection Difficulty: (Disguise Ability Lvl * 4) +
(Tool Bonus) + 50

Agent Response  Yes

Noise (Aur. Mag,) Low

Prerequisite(s) Spy, Sneak L6

Inner Str. Cost 151S

Memory Footprint 2 memory units

Activation Time 2 seconds

Buffer Size 6 units

‘E Sixth Sense

Class/Type Infiltrator/Secondary - Utility

Description Spies have trained their senses other than sight to detect
and pinpoint the location of nearby entities. Sixth Sense
opposes the Sneak ability.

This is effectively “Sonar.” When you activate the ability, a
“snapshot” of characters and Als within 15 meters appears
on the mission map, provided a Hacker has retrieved the
mission map. Otherwise, they appear in the empty map
area. You must be standing still for this ability to work. The
“blips” appear for 10 seconds and then fade out. Sneaking
and Invisible characters do not show up automatically;
instead, a check is made against each one. This only
detects non-friendly Sneakers and Invisible characters.

Success: [(Ability LvI*4) + (Tool Bonus) + (% roll)] >
[Noise (Aur. Mag.) level + 50]

Prerequisite(s) Disguise L12
Inner Str. Cost 101S
Memory Footprint 1 memory unit

Interface

Formula

primagames.com
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Open Locks

Infiltrator/Secondary - Utility

Opening Locks is the art of gaining access to doors, safes
and other portals secured by a physical lock. Lock-picking
is done by shifting a series of tumblers or latches into the
unlocked position by using a variety of tools. (Note that
electronic locks are defeated using the Disable Security
Device ability.) When you have this ability loaded, and a
lockpick in your inventory, you have a chance to pick a
lock. Be aware that some locks are more difficult to pick
than others.

To pick a lock, select the lock-pick tool, and use it on the
lock.

Success: [(Ability Lvl * 4) + (Tool Bonus) + (% roll)] >
[(Difficulty Lvl) + 50]

Noise (Aur. Mag.) Low
Prerequisite(s) Disguise L8
Inner Str. Cost 0

Memory Footprint 1 memory unit
Activation Time

Class/Type
Description

Interface

Formula

2 seconds

2 INDIGO

L . .
S Location: Guinness Lake, Barrens

&
As the eldest and most powerful of
the siblings, Indigo is the master of
Club Dante, a popular nightclub
and hangout in the Guinness Lake
neighborhood. Indigo is interested
in amassing and consolidating power
for an eventual attempt to usurp his
father’s position. He has operated
cooperatively with Dame White for
the most part, and is generally
believed to be “Mother’s favorite”
by the rest of the family.

Indigo often enlists his siblings as
pawns in his plans, which they
hate, but tolerate because
Indigo can help them in their
efforts to thwart the other sib-
lings. This allows Indigo to
keep his siblings at each
other’s throats and continually
weak, simply by shifting his favor from one to the
other (a technique he no doubt learned from his
parents). Indigo has a frighteningly chill demeanor,
and is almost impossible to agitate.

www.thematrixonline.com
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Class/Type Infiltrator/Tertiary - Special Move

Description Escapee performs a backroll in order to exit combat.
Target is Enraged for 10 seconds.

Prerequisite(s) Disguise L14

Target Single Enemy

Inner Str. Cost 151S
Memory Footprint 1 memory unit

Class/Type Infiltrator/Secondary - Utility

Description Once a trap has been detected, you can attempt to dis-
able it using the appropriate tool. A failed attempt could
set off the trap.

You must first detect a trap on an object before trying to
disarm it. Attempting to disarm a trapped object that has
not been detected will result in the trap going off.

Traps include trapped portals, containers and barriers. A
trap that is on-going (like a room full of gas) can be dis-
armed after it has been set off.

Equation: [(Ability Level * 4) + Disarm Tool Bonus + d100
- Trap Disarm Difficulty - 50]

if (roll > 0): Trap successfully disarmed

if (roll is between -25 and 0): Failed to disarm trap; trap
still active on object.

if (roll <=-25): Critically failed to disarm trap; trap is trig-
gered, deals damage, and goes away.

Ability Variable:

* Disarm Tool Bonus - Bonus mod granted by the disarm-
ing tool currently used.

* Trap Disarm Difficulty - Trap's disarming DC, set when
the trap is placed. This value varies with the trap kit used.

Noise (Aur. Mag.) Low
Prerequisite(s) Open Locks L10
Memory Footprint 1 memory unit

Formula

Activation Time 2 seconds

Class/Type Infiltrator/Discipline/Tertiary - Passive

Description This ability provides a bonus to stealth-related abilities,
such as Sneak, Disguise, Invisibility, and the like.

Formula Bonus: +10 to Sneak, Disguise, Invisibility attributes

Prerequisite(s) Sixth Sense, Open Locks, Disguise L15

Memory Footprint 2 memory unit
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Wm Cutthroat ~ Neuro-Dart
Class/Type Cutthroat/Tertiary — Debuff
The Cutthroat is a more combat oriented version of Description This attack throws a small, envenomed dart at your target,
the Spy. However, you're still not as physically impos- which slows the target down, enabling you to exit the
ing as a true Soldier. Your strength lies in subterfuge area.
and surprise. Still, you can do a fair bit of damage to Interface Select this ability from your hot keys when you have a
those you catch unawares. With abilities like Weak valid target.
Points and Neuro Dart to give the enemy a bit of a Formula Target gets 750 movement disruption for 30 seconds
shock, Drop Kick and Leg Sweep to help them anng Target gets a -5 combat tactics penalty for 30 seconds
. DOT: Target takes 25 damage every 2.5 seconds for 10
and when the going gets tough, and Flash Bomb to seconds
help the not-so- h ing. .
elp the not-so-tough get going Agent Response  Yes (Minor)
One important note, however — while you're part of | Noise (Aural Mag) Low
the Operative discipline, you don’t quite have the Prerequisite(s) Weak Points L8
abjlity to go blow to blow, mano el mano with every- | joner S Cost 3015
thing you see. You'll have to use stealth and surprise Memory Footprint 1 memory unit
to your advantage.
Range 12m
— Researched by Biggs | Re-Use Delay 45 seconds
= Target Single Enemy
'1 Weak Points It Can Be Used  Outside Combat
Class/Type Cutthroat/Secondary - Passive }E—r Leg Sweep
Description This ability provides a bonus to sneak attack damage. C
Formula Stealth Damage Bonus: +(Ability Lvl) Clasy/Type Cutthroat/Tertiary -~ Special Move
Ability Level Cap: 50 Description A melee special move. You move in low, sweeping the
Prerequisite(s)  Spy, Sneak L6 Off-Balance target's leg, and knocking him to the ground.
y Footprint 2 i The opponent is at a tactical disadvantage until he recov-
lemory Footprint 2 memory units ers from this move.
o
hy q Formula Target must be Off-Balance to use
. T DOrop Kick +5 Tactics Score to hit
o . 120 damage
[C)lass/T Y p € \C(utthro;t/Tertla(;y Specia MO(;’T o the air Pick Target is -5 to Tactics Scores for 20 seconds
escription 'ou rush toward opponent, and leap into the air. Picking .. . .
up your knees, you chamber for a strong dropkick, send- Prerequisite(s) Drop Kick, Weak Points L4
ing your opponent flying forward. You either land on feet | /nner Str. Cost 1215
or on back. When you use this aﬁack ability onanunsus- | Memory Footprint 1 memory unit
pecting target, you Il launch a flying drop—!(lck thap will not Re-Use Delay 12 seconds
only surprise your opponent, but knock him off his feet, ]
and deliver a tremendous blow. As with all sneak attacks, Target Single Enemy
you must be sneaking, disguised, or invisible and behind It Can Be Used ~ Special Move
your target fo use It Target Single Target
Formula 425 damage
Prerequisite(s) Weak Points L12
Inner Str. Cost 201S
Target Single Enemy
Memory Footprint 1 memory unit
21 primagames.com
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“ Flash Bomb

Class/Type Cutthroat/Tertiary — Debuff

Description You throw a bomb into an area, which explodes in a
bright light. All enemies in the area are Blinded for 20
seconds.

Interface Choose a ground target and select this ability from your
hot keys.

Formula Duration: 20 seconds

Foes in the area are Blind for duration
Agent Response  Yes
Noise (Aur. Mag.) Low
Prerequisite(s) Neuro-Dart, Weak Points L10

Inner Str. Cost 351S

Memory Footprint 1 memory unit

Range 12m

Area of Effect 3m radius

Re-Use Delay 1 minute

Target Enemies within range of target location
It Can Be Used ~ Outside Combat

Activation Time 2 seconds

. utthroat

Class/Type Cutthroat/Tertiary — Passive [Discipline]

Description This ability provides a resistance against sneak attack dam-
age.

Interface Passive; functioning when the ability is loaded

Formula Sneak Attack Damage Resistance: +20

Prerequisite(s) Neuro-Dart, Drop Kick, Weak Points L15

Memory Footprint 2 memory units

www.thematrixonline.com
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Fai Gunman

Mmmm ... Guns ... You can never have enough. The
Gunman discipline is along the Soldier branch of the
Operative tree. Your abilities are focused on doing mas-
sive amounts of damage with weapons of destruction —
all at range. Your capability to create mayhem at range
stems from Firearms Expert, Covering Fire and Disarming
Shot, on top of Rifles, Submachineguns and Handguns
— this is where you get to sample the available guns to
decide what you'd like to specialize in later. A gunman is
equally at home hosing down their opponents with the
submachinegun as chasing a target, pistol in hand.

— Researched by Biggs

'"'L Firearms Expert

Class/Type Gunman/Secondary - Passive

Description Provides a bonus to damage when your weapon slot con-
tains a firearm (handgun, submachinegun, rifle).

Formula Bonus to Ranged Physical Damage: +(Ability Lvl) points
Ability Level Cap: 50

Prerequisite(s) Soldier, Combat Toughness L6

Memory Foolprint 2 memory units

—
#» Disarming Shot

Class/Type Gunman/Tertiary - Special Move

Description Opponent takes damage and any weapon in opponent’s
hand is unequipped for 20 seconds. You must have a pis-
tol in your inventory (not necessarily equipped) to use
this ability. It works in both Free Fire and Close Combat
situations.

Formula 112 damage
Target is Disarmed for 20 seconds
10% Proc: DOT, 25 damage every 2.5 seconds for 20 sec.

Agent Response ~ Yes (Minor)

Noise (Aur. Mag.) Medium

Prerequisite(s) Firearms Expert L8

Inner Str. Cost 201S

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 8 seconds

Range Interlock/20m

It Can Be Used ~ Anytime

Requires Pistol

Activation Time 2 seconds

32
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Covering Fire ‘m Submachine Guns

Class/Type Gunman/Tertiary - Special Move Class/Type Gunman/Secondary - Passive
Description A hail of bullets reduces your target's chance to hitfor 15 | Description This is the ability to accurately fire a submachinegun. !
seconds. It works in both Free Fire and Close Combat sit- Having this ability loaded gives you a damage bonus
uations. when using submachineguns as well as providing a small
Formula Target has -10 Tactics Score modifier for 15 seconds bonus to your Burst tactics.
15% Proc: Root for 12 seconds (50% chance of being Formula Ability Cap: 50
broken by damage) Damage Bonus: +(Ability Lvl) when using
Agent Response  Yes (Minor) Submachineguns

Evade Combat Bonus: +(Ability Lvl /4)
Noise (Aur. Mag.) Very High

Noise (Aur. Mag.) Medium

A

Prerequisite(s) ~ Firearms Expert L12 5 i . Eoert L10 i
Inner Str. Cost 2515 M’ b eq”'s’F e(? - ]'rearms xpe; ' :
. lemory Foolprint 1 memory uni
Target Single Enemy oo Y p
Memory Footprint 1 memory unit E‘.,'J Rifles ;.
Re-Use Delay 8 seconds 2 : ;
Range Interlock/20m Class/Type Gunman/Secondary - Passive = |
It Can Be Used  Anytime Description Th[s is the ability to accuratlely fire a rﬁﬂe, such as a pump- | #

) bmachi action shotgun or automatic assault rifle. Load this ability 'S
Requires Submachinegun to gain a damage bonus with rifles and a tactics bonus E
Activation Time 2 seconds when you use the Aimed Shot maneuver. r

Formula Ability Cap: 50 3 |l i
Damage Bonus: +(Ability Lvl) when using Rifles i
. — Evade Combat Bonus: :
Class/Type Gunman/Tertiary - Passive [Discipline] +(Ability Lvl /4) {
Description Increases Maximum Health and chance to hit in Ranged Prerequisite(s) Firearms Expert L10 : B
Combat. . ; y
) ) Memory Footprint 1 memory unit AR
Formula +5 to tactic score with ranged weapon attacks !

+50 to Maximum Health Ability
Prerequisite(s) Disarming Shot, Covering Fire, Firearms Expert L15
Memory Footprint 2 memory units

[—

- T
& i =T ==

Class/Type Gunman/Secondary - Passive

Description This is the ability to accurately fire a one-handed firearm,
such as a revolver or semi-automatic pistol. You'll do
more damage with pistols and receive a small bonus to
your tactics.

Formula Ability Cap: 50
Damage Bonus: +(Ability Lvl) when using Handguns
Force Combat Bonus: +(Ability Lvl /4)

Prerequisite(s) Firearms Expert L10
Memory Footprint 1 memory unit
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Eﬂ\ Martial Arts Initiate

Wait like crane ... Weave like snake ... Strike like tiger
.. These are all hallmarks of the Martial Arts disci-
pline. As you apprentice yourself to this tree, you'll
make combat an art form — a dance, if you will. A
dance you’ll enjoy more than your erstwhile partners,
of course.

This discipline is filled with both defense and offense
as you get ready for your life of dodging objects and
hitting back, hard. Starting off with Iron Guard, and
its opposing force, Guard breaker, the Initiate pro-
gresses through this discipline until eventually choos-

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)

ing a form: Aikido, Karate or Kung Fu. Inner Str. Cost
Target
— Researched by Biggs Memory Footprint
P G : ) Re-Use Delay
 Martial Arts Expertise It Can Be Used
Class/Type Martial Arts Initiate/Secondary - Passive
Description This ability provides a bonus to damage when you're
using a martial arts style or self-defense.
Formula Bonus to Melee Physical Damage: +(Ability Lvl) points
Ability Level Cap: 50
Prerequisite(s) Soldier, Combat Toughness L6
Memory Footprint 2 memory units
—
: ] Guard Breaker
Class/Type Martial Arts Initiate/Tertiary — Special Move
Description A penetrating karate attack that does armor-piercing dam-
age and puts your opponent at a disadvantage to block
for the next 15 seconds.
Formula 112 damage.
Target is in -50 to his Blocks for 15 seconds
20% Proc: Stun, 8 seconds
Noise (Aur. Mag.) 40
Prerequisite(s) Martial Arts Expertise L8
Inner Str. Cost 201S
Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock
It Can Be Used ~ Special Move
www.thematrixonline.com 34

Martial Arts Initiate/Tertiary - Special Move

An Aikido-based excellent defensive move. Not only is it
quite damaging, but it puts you in a good defensive
stance.

150 damage

You gain a +25 mod to all Blocks and Dodges for 1
minute

20% Proc: -100 to target's Range Physical Damage and
Melee Physical Damage

for 20 seconds.
40

Martial Arts
Expertise L12

251S

Single Enemy
1 memory unit
10 seconds

Special
Move
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Martial Arts Initiate

Class/Type

Martial Arts Initiate/Tertiary - Passive [Discipline]
Description Increases chance to hit in Melee Combat and provides a
bonus to max health.
Formula Melee Combat Tactics Bonus: +5
Max Health Bonus: +90
Prerequisite(s) Guard Breaker, Iron Guard, Martial Arts Expertise L15

Memory Footprint 2 memory units

4 Aikido
Iy

[T
£

Class/Type Martial Arts Initiate/Secondary - Buff

Description This ability allows you to fight in the Aikido style. You will
do extra damage in hand-to-hand combat and gain a
bonus when you want to force a fight.

Formula Ability Cap: 50
Damage Bonus: +(Ability Lvl) when using Aikido
Force Combat Bonus: +(Ability Lvl /2)

Prerequisite(s) Martial Arts Expertise L10

Memory Footprint 1 memory unit

v+, Karate

Class/Type Martial Arts Initiate/Secondary - Buff

Description This ability allows you to fight in the Karate style. You will
do extra damage in hand-to-hand combat and gain a
bonus when you want to force a fight.

Formula Ability Cap: 50

Damage Bonus: +1/Level when using Karate style
Force Combat Bonus: +(Ability Lvl /2)

Very High
Martial Arts Expertise L10

Noise (Aur. Mag.)
Prerequisite(s)

Memory Footprint 1 memory unit

Class/Type Martial Arts Initiate/Secondary - Buff

Description This ability allows you to fight in the Kung Fu style. You
will do extra damage in hand-to-hand combat and gain a
bonus when you want to force a fight.

Formula Ability Cap: 50
Damage Bonus: +1/Level when using Kung Fu
Force Combat Bonus: +(Ability Lvl /2)

Prerequisite(s) Martial Arts Expertise L10

Memory Footprint 1 memory unit

35

On a virtual street, two opponents face each other ...
ready for the a showdown. This is the world of the
Gunslinger. Focusing primarily on pistols as their
weapon of choice, most combat will take place close
enough to see what the other guy is thinking. With
the choice of using not one, but two pistols with the
Dual Handguns ability, you’re getting dangerous at
the near ranges. Add to this a couple of pistol-only
feats like Pistol Aerial, Pistol Slide and Pistol Barrage,
and you're well on your way to becoming an elite
with small arms.

Fear not, however; there is some defense available.
Pistol Evasion will give you a chance to literally dodge
the bullet. You won’t always be successful, of course.

The gunslinger tree is used strictly in interlock combat
situations, while out-of-interlock situations are to be
avoided. In interlock, gunslingers have mid-powered
offensive capabilities, but each attack has a chance of
causing a status on an opponent. Pistol Barrage and
Pistol Evasive can cause Disarmed, Pistol Aerial can
cause confuse and powerless, and Pistol Slide can
cause powerless; all very useful to help you defeat
your opponent. In terms of defensive abilities,
Gunslinger increases your Health and chance of hit-
ting your opponent, and Dual Handguns increases
your handgun damage.

— Researched by Biggs & Sneaker98

Dual Handguns

Class/Type Gunslinger/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains a handgun or dual handguns. It also
allows you to use dual handguns, for twin gun-fu action!

Formula Bonus: +(Ability Lvl)
Ability Level Cap: 50

Prerequisite(s) Gunman, Handguns L17

Memory Footprint 2 memory units

primagames.com
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" | Pistol Slide

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires

Gunslinger/Tertiary - Special Move

You jump and slide backwards along the ground while
continuously firing at your opponent. Use this handgun
maneuver against an off-balance opponent to do quite a
bit of damage.

Requires target to be Off-Balanced
300 damage

Tactics Bonus: +10

30% Proc: Powerless for 10 seconds

60

Dual Handguns 120
20 1S

Single Enemy

1 memory unit

10 seconds
Interlock

Special Move
Pistol/Dual Pistols

Pistol Evasive

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires
Duration
Activation Time

www.thematrixonline.com

Gunslinger/Tertiary - Special Move

You perform a one-handed cartwheel while firing. Use this
handgun maneuver to gain an increased chance to hit, an
increased chance to not be hit, and do a lot of damage in
the process.

125 damage
You are +25 Block Combat Tactics Ability
You are +25 to Dodge Attribute

_—

PRIMA Official Game Guide

—

Pistol Aerial

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires
Duration

e
.

Clasy/Type
Description

Formula

Noise (Aur. Mag.)

Gunslinger/Tertiary - Special Move

A special pistol move that does good damage and stuns
your target.

300 damage

Stuns target

Tactics Bonus: +15

40% Proc: Powerless for 15 seconds

60

Dual Handguns L25
201S

Single Enemy

1 memory unit

10 seconds
Interlock

Special Move

Dual Pistols

10 seconds

Pistol Barrage

Gunslinger/Tertiary - Special Move

You perform a one-handed cartwheel while firing. Use this
dual-handgun maneuver to deliver significant damage.

300 damage

Tactics Bonus: +15

40% Proc: Disarm, 15 seconds
40% Proc: Powerless, 15 seconds

60

Pistol Aerial, Dual Handguns L27
301S

Single Enemy

1 memory unit

10 seconds

Interlock/16m

Anytime

Dual Pistols

Gunslinger

Tactics Bonus: +10 Prerequisite(s)

30% Proc: Disarm for 15 seconds Inner Str. Cost

60 Target

Pistol Slide, Dual Handguns L22 Memory Footprint

301S Re-Use Delay

1 memory unit Range

10 seconds It Can Be Used

Interlock/16m Requires

Anytime

Pistol/Dual Pistols

10 seconds Class/Type

2 seconds .
Description
Formula
Prerequisite(s)
Memory Footprint

36

Gunslinger/Tertiary - Passive [Discipline]

Increases chance to hit in Ranged Combat with a hand-
gun and increases maximum Health.

+5 to tactic score with Handguns attacks
+120 to Maximum Health Attribute

Pistol Slide, Pistol Aerial, Dual Handguns L30
2 memory units
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Ei Scattershot

Pistols are for the weak. Submachineguns — now
there’s a serious weapon. Why shoot single bullets at
a target when you can hose the area down? All kinds
of choices — Its up to you to pick the best SMG for
the job. Bullet Spray and Controlled Burst will give
you the ability to project a high volume rate of fire.
Got someone firing back? No problem! Suppression
Fire will keep their heads down while you finish them
off with a Sliding Volley. Let everyone else throw one
thing at your enemies; you'll do it by numbers. Big
Numbers.

Aside from a single ability, this tree focuses on out-of-
interlock attacks. Suppression Fire, which deals a mod-
erate amount of damage to your opponent, also caus-
es rooting. This is a very useful status effect, because it
prevents your opponent from moving. In a free fire
fight, this would allow you to move out of range of
your opponent in order to heal yourself, or to add
buffs. Aside from the offensive capabilities, this tree
boosts Health points and combat tactics with the
Scattershot ability, and submachinegun damage with
the base ability of Dual Submachineguns.

— Researched by Biggs & Sneaker98

::',T Dual Submachineguns

Class/Type Scattershot/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains an SMG or dual SMGs. It also allows
you to use dual SMGs.

Formula Damage Bonus: +(Ability Lvl)
Ability Level Cap: 50

Prerequisite(s) Gunman, Submachineguns L17

Memory Footprint 2 memory units

lrg‘F Bullet Spray

Clasy/Type

Scattershot/Tertiary - Special Move
Description You spray a 45-degree cone area with bullets.
Formula 225 damage

Tactics Bonus: +10
15% Proc: Enraged for 8 seconds

Noise (Aur. Mag.) 70
Prerequisite(s) Dual Submachineguns 20

Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires

Target

Activation Time

Suppression Fire

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires

Target

Duration
Activation Time

37
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100 1S

1 memory unit

10 seconds

8m

Outside Combat

SMG/Dual SMG

Enemies in 8m, 45-degree cone
2 seconds

Scattershot/Tertiary — Special Move

You spray a 45-degree cone area with bullets, inflicting
some damage and rooting your targets in place.

200 damage
Tactics Bonus: +10
Targets who are hit are Rooted

75

Dual Submachineguns L25
701S

1 memory unit

10 seconds

AT i e Ml L W L

8m

Outside Combat

Dual SMG

Enemies in 8m, 45-degree cone
8 seconds

—---—n..-v-.n-—--

2 seconds
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Sliding Volley

Class/Type

Scattershot/Tertiary - Special Move

Description You slide through the legs of an oncoming opponent
while firing upward. Use this SMG maneuver to deliver
significant damage to a Dazed opponent.

Formula Requires Target to be Dazed

375 damage
Tactics Bonus: +10
20% Proc: Enraged 12 secs

Noise (Aur. Mag.) 65

Prerequisite(s) Bullet Spray, Dual Submachineguns 122
Inner Str. Cost 1515

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

Requires SMG/Dual SMGs

Controlled Burst

Class/Type

Scattershot/Tertiary - Special Move

Description You fire a short, controlled burst inflicting a great deal of
damage.

Formula 300 damage

Tactic Bonus: +15
40% Proc: Enraged, 15 seconds

Noise (Aur. Mag.) 65

Prerequisite(s) Suppression Fire, Dual Submachineguns L27
Inner Str. Cost 301S

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range Interlock/16m

It Can Be Used ~ Anytime

Requires Dual Submachineguns

2 seconds

Activation Time

The world of the rifleman is like the footsoldier of old.
Carrying around large machine guns or hunting rifles,
their job is suppression and controlled takedowns. With
the skills to back them up, they reign supreme at their
job. With abilities like Immobilizing Shot and Wounding
Shot, their aim is to take the enemy out. You can’t ques-
tion a deader. Offensively — well, I'd hate to laugh at a
person carrying a big nasty gun. While they probably
won't fill you with as many holes as Submachine gun-
ners, they can put you down quite easily with a Three
Round Burst. Sometimes; one doesn’t do the job.

The greatest asset to the Rifleman tree is that it does not
rely on interlock for combat. Instead, you have the
option of outmaneuvering your opponent while not con-
fined by the rules of interlock. Three Round Burst,
Wounding Shot, and Disabling Shot can each cause root-
ing upon your opponent, which allows you to leave their
effective range in order to heal or buff. Disabling Shot
has an added bonus of having a chance to disarm your
opponent, which is extremely effective against soldiers
who rely on weapons for their offensive capabilities.

— Researched by Biggs & Sneaker98

+ '+ Advanced Riflery

Class/Type Rifleman/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains a rifle or shotgun.

Formula Damage Bonus with Rifles: +(Ability Lvl)
Ability Level Cap: 50

Prerequisite(s) Gunman, Rifles L17

Memory Footprint 2 memory units

LS

: [. Wounding Shot

Class/Type

Rifleman/Tertiary - Special Move
Scattershot Description A vital organ is hit by a well-placed shot.
; ; . Formula 300 damage
Class/Type Scattershot/Tertiary - Passive [Discipline] Tactics Bonus: +10
Description Increases chance to hit in Ranged Combat with an SMG 20% Proc: DOT, 25 damage every 2.5 secs for 10 seconds
(or two) and increases maximum Health. 30% Proc: Stun, 10 seconds
Formula +5 to tactic score with Submachinegun attacks Noise (Aur. Mag.) 85
+40 Maximum Health Prerequisite(s) ~ Advanced Riflery 120
Prerequisite(s) Suppression Fire, Bullet Spray, Dual Submachineguns L30 | jnner Sir Cost 2015
Memory Footprint 2 memory units Target Single Enemy
www.thematrixonline.com 38
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Memory Footprint 1 memory unit

Re-Use Delay 10 seconds
Range 20m

It Can Be Used ~ Outside Combat
Requires Rifle, Shotgun
Activation Time 2 seconds

' g

Immobilizing Shot

Class/Type Rifleman/Tertiary - Special Move

Description When you use this free fire combat maneuver, you'll
deliver significant damage, and render your opponent
immobile for a short time.

Formula 300 damage

Tactics Bonus: +15
Target is Rooted (breaks on damage 50% of the time)

Noise (Aur. Mag.) 85
Prerequisite(s) ~ Advanced Riflery 125

Inner Str. Cost 301S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range 20m

It Can Be Used ~ Outside Combat
Requires Rifle, Shotgun
Duration 8 seconds
Activation Time 2 seconds

[

¥~ Disabling Shot

Class/Type Rifleman/Tertiary - Special Move

Description You deliver a painful gut shot. When you use this free fire
maneuver, you'll both stun and injure your opponent.

Formula 150 damage

Tactics Bonus: +10
Target is Stunned
20% Proc: Disarm, 8 seconds

Noise (Aur. Mag.) 85
Prerequisite(s) Wounding Shot, Advanced Riflery L22

Inner Str. Cost 201S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range 20m

It Can Be Used ~ Outside Combat
Requires Rifle, Shotgun
Duration 8 seconds
Activation Time 2 seconds

39

Three Round Burst

L3

Class/Type Riflemany/Tertiary - Special Move

Description Tight, controlled burst. When you use this combat
maneuver against a staggered opponent, you deliver sig-
nificant damage with your rifle or shotgun.

Formula Target must be Staggered

400 damage
Tactics Bonus: +15
40% Proc; Stun, 15 seconds

Noise (Aur. Mag.) 85
Prerequisite(s) Immobilizing Shot, Advanced Riflery L27

Inner Str. Cost 201S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock/20m
It Can Be Used ~ Anytime
Requires Rifle, Shotgun
Activation Time 2 seconds

F‘-:"" Rifleman
.

Class/Type Riflemany/Tertiary - Passive [Discipline]

Description Increases chance to hit in Ranged Combat with a Rifle or
Shotgun, and increases maximum Health.

Formula Tactics Bonus: +5 with Rifle or Shotgun attacks
Max Health: +40

Prerequisite(s) Wounding Shot, Immobilizing Shot, Advanced Riflery L30

Memory Footprint 2 memory units
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i Kung Fu Master

“l know Kung Fu!” - Neo

Your repertoire of feats with Kung Fu start out with
Misdirect Punch and Piston Kicks, and only get better
from there. The dreaded Dim Mak Strike and the wild-
ly popular Machinegun Fist Combo all make their
appearance here.

Get used to fighting close. You'll get in, trade blows,
and only one of you will walk away.

The Kung Fu Master tree is the first step in specializing
with Kung Fu hand-to-hand combat. The base ability,
Kung Fu Proficiency, boosts kung fu damage upon a
successful hit, and the last ability in the tree, Kung Fu
Master, boosts your maximum Health and your
chance of hitting an opponent while using Kung Fu
attacks. Misdirect Punch, Piston Kicks, Dim Mak Strike,
and Machinegun Fist Combo are the physical attacks
in this tree, and each one of them invokes a powerless
state upon your opponent if successfully executed.
This is very useful, as it will prevent your opponent
from doing any special moves in interlock combat.

— Researched by Biggs & Sneaker98

— PRTMA Official Game Guide

Kung Fu Proficiency

Class/Type Kung Fu Master/Secondary - Passive

Description This ability provides a bonus to damage when you're
using the Kung Fu art.

Formula Bonus Damage with Kung Fu: +(Ability Lvl)
Ability Level Cap: 30

Prerequisite(s) Martial Arts Initiate, Kung Fu L17

Memory Footprint 2 memory units

'h; Dim Mak Strike

Class/Type Kung Fu Master/Tertiary — Special Move

Description A Kung Fu special move that takes advantage of an oppo-
nent being Dazed to both stun and injure him.

Requires target to be Dazed

125 damage

Tactics Bonus: +20

Stuns target

30% Proc: Powerless for 8 seconds

Noise (Aur. Mag.) 40

Formula

Prerequisite(s) Kung Fu Proficiency L20
Inner Str. Cost 151S

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

Duration 8 seconds

Misdirect Punch

Clasy/Type

Kung Fu Master/Tertiary — Special Move
Description Damaging attack that also blinds the target.
Formula 225 damage

Tactics Bonus: +15

Target is Blinded

40% Proc: Powerless, 12 seconds

20% Proc: Dazed, 12 seconds
Noise (Aur. Mag.) 50

Prerequisite(s) Kung Fu Proficiency L25

Inner Str. Cost 301S

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

Duration 12 seconds
www.thematrixonline.com 40
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Machinegun Fist Combo

Class/Type

Kung Fu Master/Tertiary - Special Move
Description A damaging punch combo which renders its target
Powerless.
Formula 225 damage

Tactics Bonus: +10
Target is Powerless for 12 seconds
20% Proc: a Delete Upgrade effect on target

Noise (Aur. Mag.) 40
Prerequisite(s) Dim Mak Strike, Kung Fu Proficiency L22

Inner Str. Cost 201S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock

It Can Be Used ~ Special Move
Duration 12 seconds

Piston Kicks

Class/Type

Kung Fu Master/Tertiary — Special Move

Description You perform a one-handed cartwheel while firing. Use
your Kung Fu to both daze and significantly injure your
opponent.

Formula 400 damage

Tactics Bonus: +30
40% Proc: Powerless, 15 seconds
Target must be Dazed

Noise (Aur. Mag.) 50
Prerequisite(s) Misdirect Punch, Kung Fu Proficiency L27

Inner Str. Cost 201S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock

It Can Be Used ~ Special Move

%f* Kung Fu Master

Class/Type Kung Fu Master/Tertiary — Passive [Discipline]

Description Increases chance to hit in melee combat while using Kung
Fu, and increases maximum Health.

Formula +5 to tactic score with Kung Fu attacks
+90 to Maximum Health

Prerequisite(s) Dim Mak Strike, Misdirect Punch, Kung Fu Proficiency L30

Memory Footprint 2 memory units

941

i Karate Master

Focusing on controlling Ki, along with a series of kick
attacks, the Karate Master is not one to be trifled
with. With the ability to do amazing things like Side
Kick Combo and Sky High Sidekick, you'll find yourself
toe to toe with the opposition. Oh, you'll use your
fists as well, with Ki-Charged Punch available to those
with the discipline for it. Rounding out the fair is the
Swirling Ki Summon, an attack aimed at disorienting
any who get too close to you ... maybe many who
get too close to you .

The base ability of Karate Expertise increases the dam-
age done while executing Karate-based attacks, and
the final ability, Karate Master, boosts your chance of
hitting your opponent during interlock, as well as
increasing your max Health. The special attacks in this
tree are, on average, more powerful than in the other
martial art trees. Sidekick Combo and Ki-Charged
Punch each do 300 damage and up, while having a
chance to cause Stun on an opponent. Sky-High

Sidekick is also useful, because it will reduce an oppo- i
nent’s physical damage resistance for 15 seconds,
which will increase the potency of your attacks. :
— Researched by Biggs & Sneaker98 = {
Karate Expertise :
— j
Class/Type Karate Master/Secondary - Passive £
Description This ability provides a bonus to damage when you're .l
using Karate.
Formula Damage Bonus: +(Ability Lvl)
Ability Level Cap: 50
Prerequisite(s) Martial Arts Initiate, Karate L17

Memory Footprint 2 memory units

primagames.com
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Ki-Charged Punch

Class/Type Karate Master/Tertiary - Special Move

Description A Karate special move that takes advantage of an oppo-
nent being Staggered.

Formula Target must be Staggered
300 damage

Tactics Bonus: +20
30% Proc: Stun for 12 seconds

Noise (Aur. Mag,) 40

Prerequisite(s) Karate Expertise 120
Inner Str. Cost 301S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

Sidekick Combo

Class/Type Karate Master/Tertiary - Special Move
Description Damaging attack.
Formula Target must be Staggered

350 damage

Tactics Bonus: +30
40% Proc: Stun for 15 seconds
20% Proc: Enraged for 15 seconds

Noise (Aur. Mag.) 50

Prerequisite(s) Karate Expertise L25
Inner Str. Cost 201S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

High Sidekick

Class/Type Karate Master/Tertiary - Special Move

Description You draw the ki force out of a foe, damaging him, making
him more vulnerable to future attacks, and possibly stun-
ning him.

Formula Reduces target's Toughness by 25 points

150 damage
Tactics Bonus: +10
20% Proc: Stun for 12 seconds

Noise (Aur. Mag.) 40
Prerequisite(s) Ki-Charged Punch, Karate Expertise 122

www.thematrixonline.com
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Inner Str. Cost 301S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 40 seconds
Range Interlock

It Can Be Used ~ Special Move
Duration 15 seconds

Swirling Ki Summon

Class/Type

Karate Master/Tertiary - Special Move

Description Use this special move against several foes in a small area
to both injure and them and reduces their combat effec-
tiveness.

Formula 200 damage to all around you
Tactics Bonus: +10
Targets’ Combat Tactics: -10

Agent Response  Yes (Minor)

Noise (Aur. Mag.) 60

Prerequisite(s) Sidekick Combo, Karate Expertise 27
Inner Str. Cost 60 1S

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Anytime

Duration 12 seconds

Target Enemies within 3m of you

T
S Karate Master

i

Class/Type Karate Master/Tertiary — Passive [Discipline]

Description Increases chance to hit in melee combat while using
Karate, and increases Maximum Health.

Formula +5 to tactic score with Karate attacks
+90 to Maximum Health Ability

Prerequisite(s) Ki-Charged Punch, Sidekick Combo, Karate Expertise L30

Memory Footprint 2 memory units

£ -
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‘ Aikido Master

“An Aikido Master specializes in being a tank. She is
very effective at getting an opponent into Close
Combat and keeping them there once she’s done so.”
(from MxO design docs)

Aikido Master is unique from the other martial art trees,
because it focuses more on abilities that have an effect
on you, rather than your opponent. Serene Calm heals
you over time, and Iron Body increases your toughness
and force combat attributes. The base ability, Aikido
Prowess, increases your damage while using Aikido
attacks, and Aikido Master increases your chance of hit-
ting an opponent as well as raising your maximum
Health. Maki-Otoshi has a chance of decreasing your
opponent’s effectiveness in combat while dealing a
healthy 300 points of damage.

— Researched by Sneaker98
e
=% Aikido Prowess
e

Class/Type Aikido Master/Secondary - Passive

Description This ability provides a bonus to damage when you're
using the Aikido art.

Formula Bonus: +(Ability Lvl)
Ability Level Cap: 5

Prerequisite(s) Martial Arts Initiate, Aikido L17

Memory Footprint 2 memory units

e
T Iron Body

Class/Type Aikido Master/Tertiary — Buff

Description A well-trained Aikido master can ignore pain. Use this abili-
ty to increase your resistance to hand-to-hand damage.

Formula +25 to Damage Resistance Ability
+30 to Force Interlock Ability

Agent Response  Yes (Minor)

Noise (Aur. Mag.) Medium

Prerequisite(s) Aikido Prowess 120

Inner Str. Cost 501S

Memory Footprint 1 memory unit

Re-Use Delay 30 seconds

It Can Be Used ~ Anytime

Target Yourself

Duration 12 seconds

Buffer Size 20 units

Activation Time 0 seconds

Serene Calm

Class/Type
Description

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay

It Can Be Used
Target

Duration

Buffer Size
Activation Time

Aikido Master/Tertiary — Buff

The calm of an Aikido master can accomplish amazing
things. Use this ability to radically increase your regenera-
tion rate.

HOT: 50 Health every 2.5 seconds for 30 seconds
Yes (Minor)
Medium

Aikido Prowess 125
701S

1 memory unit

5 minutes

Anytime

Yourself

30 seconds

25 units

0 seconds

MOLLY-B

Location: Moriah, Slums

Molly-B is the “sweet young thing”
of the Elements. She presents the
picture of civility, dressed in a
flower-pattern 1950’s-style dress.
Molly-B has taken it upon herself
to try to curb the more unruly
behaviors of the other Elements, or
repair their transgressions when she
can. Because she’s not as ruthless as
the others in her bid for power, she
is significantly weaker than the
others, and thus her activities
have not caused significant dam-
age yet. Molly-B feels protective

of the other Elements, as they do
of her, in spite of their differing
viewpoints. None of them can
imagine hurting Molly-B, no matter
what other repugnant business they
may be into, and no matter what
she might do to their plans. She is
their conscience. That doesn’t mean
they won'’t strike at her powerbase,
R though. Argon makes her heart
U go flip-flop, but she’s well aware
of what kind of man he is, and

would never consent to be with him.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.
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Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Duration

Aikido Master/Tertiary - Special Move

Aikido special attack. Use this maneuver to both enrage
and injure an off-balance opponent.

Enrages target

225 damage

Tactics Bonus: +20

Target must be Off-Balance

30% Proc: Disarm for 20 seconds

40

Iron Body, Aikido Prowess 122
151S

Single Enemy

1 memory unit

1 seconds

Interlock

Special Move

8 seconds

Maki-Otoshi

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Duration

Aikido Master/Tertiary - Special Move

Counter attack that knocks opponent to ground. Use this
special move to both enrage and significantly injure your
opponent.

Enrages target

300 damage

Tactics Bonus: +15

30% Proc: -20 to Combat Tactics, 15 seconds

50

Serene Calm, Aikido Prowess L27
301S

Single Enemy

1 memory unit

10 seconds

Interlock

Special Move

12 seconds

do Master

Class/Type
Description

Formula

Prerequisite(s)
Memory Footprint

www.thematrixonline.com

Aikido Master/Tertiary — Passive [Discipline]

Increases chance to hit in melee combat while using
Aikido, and increases Maximum Health.

+5 to tactic score with Aikido attacks
+170 to Maximum Health Ability

Iron Body, Serene Calm, Aikido Prowess L30
2 memory units

' Knife Thrower

|

This is the part of the Spy tree that focuses on ranged
attacks. The first ability, Wicked Aim, increases your
ranged damage, which means that not only will your
knifes do more damage, but so will your guns. Crippling
Throw and Deadly Throw are very similar, with Crippling
Throw rooting your opponent for a short time, while
Deadly Throw reduces his movement speed. This can be
useful in dealing damage and keeping your opponent
away at the same time. The Knife Thrower ability raises
your Ranged Combat Tactics, increasing your chance of
hitting opponents with knifes, and with guns as well. The
optional ability Wounding Throw causes a small amount
of damage at regular intervals for short time. This could
be very useful in interrupting the abilities of your oppo-
nents outside of Interlock. Blinding Throw is similar to
Wounding Throw, but lasts a shorter time and also caus-
es Blindness for a short period of time.

— Researched by Nanohaxial

Wicked Aim

Class/Type Knife Thrower/Secondary - Passive

Description This ability provides a bonus to damage for ranged attacks.
Formula Ranged Attack Damage Bonus: +(Ability Lvl)
Prerequisite(s) Cutthroat, Weak Points L17

Memory Footprint 2 memory units

4 Deadly Throw

Class/Type Knife Thrower/Tertiary — Special Move

Description A vital organ is hit by a well-placed shot, damaging and
slowing the target

Formula 300 damage

Tactics Bonus: +10
Reduces target's movement speed by 50%

Noise (Aur. Mag.) 20
Prerequisite(s) Wicked Aim 120

Inner Str. Cost 301S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range 16m

It Can Be Used ~ Outside Combat
Duration 15 seconds
Activation Time 2 seconds

a4
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Crippling Throw

Class/Type
Description
Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used

Duration

Activation Time

Knife Thrower/Tertiary — Special Move
Thrown knife damages and roots the target.

300 damage
Tactics Bonus: +15
Target is Rooted

30

Deadly Throw 125
40 1S

Single Enemy

1 memory unit

10 seconds

16m

Outside
Combat

15 sec-
onds

2 sec-
onds

Wounding Throw

Class/Type
Description
Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Duration

Activation Time

Class/Type
Description
Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Target

Memory Footprint
Re-Use Delay
Range

It Can Be Used
Duration
Activation Time

Knife Thrower/Tertiary - Special Move
Thrown knife causes target to bleed damage over time.

50 damage every 5 seconds
Tactics Bonus: +10

30

Deadly Throw, Wicked Aim 122
401S

Single Enemy

1 memory unit

70 seconds

16m

Outside Combat

50 seconds

2 seconds

Blinding Throw

Knife Thrower/Tertiary — Special Move

Throw to the face that damages and Blinds.

60 damage every 5 seconds
Tactics Bonus: +15
Blinds target

30

Crippling Throw, Wicked Aim 127
501S

Single Enemy

1 memory unit

20 seconds

16m

Outside Combat

15 seconds

2 seconds

Class/Type
Description
Formula
Prerequisite(s)
Memory Footprint

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

Knife Thrower/Tertiary — Passive [Discipline]
Increases chance to hit in Ranged Combat.
Tactics Bonus: +5 with Ranged attacks

Deadly Throw, Crippling Throw, Wicked Aim L30
2 memory units
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‘ opponent back by leaning backwards. This causes oppo-
m ) = nent to fly back, landing on his back, while you land flat
‘ Assassin and safely on your back.
Formula 500 damage
This includes some of the most powerful attacks in the Makes target Dazed, Staggered and Off-Balance
Spy line. The Improved Sneak Attack ablllty increases Prerequisite(s) Spin Throw, Improved Sneak Attack 122
stealth .damage, making Spy moves do more c_lamage. Inner Str Cost 5015
The Spin Throw and Topsy Turvy abilities require you to Memory Footprint 1 memory unit
be stealthed and behind your opponent. They both do ,
L Re-Use Delay 1 minute
a significant amount of damage to your opponent. The .
Assassin ability increases Stealth, making it harder for Target 5'”gl? Enemy
opponents to detect you. The optional ability Punt is It Can Be Used  Outside Combat
similar to Spin Throw and Topsy Turvey, but deals and Duration 15 seconds
even greater amount of damage to your opponent. The
Suplex ability damages your opponents, and also causes Topsy Turvy
your targets to be Off-Balance, Dazed and Staggered. Closs/Type Assassin/Tetiary - Sneak Attack
— Researched by Nanohaxial | Description You use right leg to place a push kick onto opponent’s
right shoulder blade. This not only inflicts damage, but
Improved Sneak Attack tums opponent around 189 degrees. You then use left
hand to backfist opponent's face, stopping her from turn-
Class/Type Assassin/Secondary - Passive ing. With left hand still extended, you contort neck
e ST ) around, so as to make opponent spin around (counter-
Description This ability provides a bonus to Sneak Attack damage. dlockwise). This gives ample opportunity for you to exe-
Formula Stealth Damage Bonus: +(Ability Lvl) cute a powerful kick with your right leg, damaging and
Ability Level Cap: 50 sleeping your target.
Prerequisite(s) Cutthroat, Weak Points L17 Formula 600 damage
Memory Footprint 2 memory units Sleeps target
Prerequisite(s) Improved Sneak Attack L25
Spin Throw Inner Str. Cost ~ 601S
- . . Memory Footprint 1 memory unit
Class/Type Assassin/Tertiary — Sneak Attack 1y Footpn . yun
L . , . Re-Use Delay 1 minute
Description You clinch your target's head from behind and throw her .
into a Hong Kong spin. Use this sneak attack to do signifi- | 10"9€t Single Enemy
cant damage to your opponent. As with all sneak attacks, It Can Be Used ~ Outside Combat
you must be sneaking, invisible, or disguised and behind Duration 30 seconds
your opponent to use it.
FormUIa = damage
Prerequisite(s) Improved Sneak Attack L20 e . .
Inner Str Cost 5015 Class/Type Assassin/Tertiary - Sneak Attack
. . Description Use this sneak attack to deliver tremendous injury to your
Memory Foolprint 1 memory unit opponent. As with all sneak attacks, you must be sneak-
Re-Use Delay 40 seconds ing, invisible, or disguised and behind your opponent to
Target Single Enemy use it.
It Can Be Used ~ Outside Combat Formula 1000 damage
Prerequisite(s) Topsy Turvy, Improved Sneak Attack L27
NE Suplex Inner Str. Cost 3015
Class/Type Assassin/Tertiary — Sneak Attack Memory Footprint 1 memory unit
Description You rush from behind, jarring your opponent with your Re-Use Delay 1 minute
shoulder, and reaching around opponent’s stomach. As Target Single Enemy
opponent regains balance from being jarred, you throw Jt Can Be Used  Outside Combat
www.thematrixonline.com 46
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Class/Type Assassin/Tertiary — Passive [Discipline]

Description This ability makes it easier to sneak attack even the most
canny fighters, and improves your chance to successfully
sneak by your foes.

Interface Passive; active when the ability is loaded.

Formula +20 to Stealth Attribute.

Prerequisite(s) Spin Throw, Tospy Turvy, Improved Sneak Attack L30

Memory Footprint 2 memory units

47

ﬁ\ Shadow

Here you'll find several abilities that are useful in remain-
ing undetected. The Invisibility ability is similar to sneak,
but you are able to run, jump, and even Hyper-jJump
without losing Stealth. It is also harder for your oppo-
nents to detect you with this ability. The Stealth Counter-
measures ability greatly increases your stealth detection
for a short time, giving you a better chance to find other
Spies and make them visible. The Cartwheel Escape abili-
ty allows you to escape Interlock, while Confusing your
opponent and increasing your Combat Evasion for a
short time. The Shadow ability increases the levels of
your Sneak, Disguise, and Invisibility abilities. The option-
al ability Canny Strike also escapes Interlock, as well as
causing damage and Stun. Desperate Speed increases
movement speed, aiding you in running from a possible
threat. Shifty Technique increases Combat Evasion even
further, to help avoid Interlock combat.

— Researched by Nanohaxial

‘w Invisibility

Class/Type Shadow/Secondary - Buff

Description Allows you to render yourself invisible both visually and on
the map HUD. PCs and NPCs won't be able to detect your
presence and may therefore not target you for attacks. This
removes you from the map in a sort of “perfect stealth.”
An invisible character stays invisible until one of the fol-
lowing conditions are met:
« Entering Interlock
* Performing another ability
* Another character successfully uses a Detection device
You automatically gain a Surprise Attack if you enter Interlock.
Certain NPCs ignore Invisibility, and are still able to target
invisible characters.
Invisibility lasts for [30+ (Abil Lvl * 2)] seconds.

Interface When you activate the Invisibility ability, you can still see a
transparent version of yourself, so that you can navigate.

Formula Detection Difficulty: (Invisibility Ability Lvl * 4) + (Tool
Bonus) + 50
Level Cap 50

Agent Response  Yes (Major)

Noise (Aur. Mag.) Low

Prerequisite(s) Infiltrator, Disguise L17

Inner Str. Cost 501S

Memory Footprint 2 memory units

Re-Use Delay 30 seconds

Buffer 17 units

Activation Time 2 seconds

primagames.com
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' Desperate Speed

Class/Type Shadow/Tertiary - Buff

s T o TS OO S

Description Use this ability to summon up a short burst of speed, per-
fect for getting out of that bad situation, or chasing down
that annoying, fleeing spy. This ability lasts for a relatively
short duration, and has a long reuse timer.

Formula +100% to ground movement speed for 15 seconds.

Agent Response  Yes
Noise (Aur. Mag.) 10

Prerequisite(s) Invisibility L19
Inner Str. Cost 501S

Memory Footprint 1 memory unit
Target Yourself

It Can Be Used ~ Outside Combat
Re-Use Delay 5 minutes
Buffer 19 units
Activation Time 0 seconds

‘-l Cartwheel Escape

Class/Type Shadow/Tertiary - Special Move

Description You quickly launch into a cartwheel, with a sideflip,
launching yourself into the air, then land safely, evading
low and high attacks. Use this acrobatic maneuver to
escape from close combat and confuse your target.

Formula Escape
Target is Confused
+25 to Evade Combat for 30 seconds

Prerequisite(s) Invisibility L20

Inner Str. Cost 151S

Memory Footprint 1 memory unit

Duration 8 seconds

Re-Use Delay 30 seconds

Target Single Enemy

It Can Be Used  Special Move

gt
"}‘{“ Stealth Countermeasures

Class/Type Shadow/Tertiary - Buff

Description This ability briefly increases your chance to detect a
sneaking or invisible character in the area.

Interface Activate this ability from your toolbar.

Formula +80% to detect sneaking characters

Prerequisite(s) Invisibility L25

Inner Str. Cost 1401S

Memory Footprint 1 memory unit

Target Yourself

It Can Be Used ~ Outside Combat

www.thematrixonline.com
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Duration 30 seconds
Re-Use Delay 15 seconds
Buffer Size 25 units
Activation Time 0 seconds

Class/Type ShadowTertiary - Buff

Description This ability makes it very difficult for enemies to force you
into close combat for a brief period.

Interface Select the icon from the Shortcut bar.

Formula +80 to Evade Combat

Prerequisite(s) Cartwheel Escape, Invisibility 122

Inner Str. Cost 401S

Memory Footprint 1 memory unit

Target Yourself

It Can Be Used ~ Outside Combat

Buffer Size 22 units

Re-Use Delay 2 minutes

Activation Time 2 seconds

Duration 30 seconds

» -
=" Canny Strike

Class/Type Shadow/Tertiary - Special Move

Description Run at your opponent and do a backflip off of her chest.
Use this ability to escape from close combat, and both
injure and stun your opponent on your way out.

Formula Escape
Target is Stunned
200 damage

Noise (Aur. Mag.) 40

Prerequisite(s) Stealth Countermeasures, Invisibility L27

Inner Str. Cost 701S

Memory Footprint 1 memory unit

Duration 8 seconds

Re-Use Delay 30 seconds

Target Single Enemy

It Can Be Used  Special Move

Tactics Bonus +25

Class/Type Shadowy/Discipline/Tertiary - Passive

Description This ability provides a bonus to stealth-related abilities,
such as Sneak, Disguise, Invisibility, and the like.

Formula Bonus: +10 to Sneak, Disguise, Invisibility attributes

Prerequisite(s) Cartwheel Escape, Stealth Countermeasures, Invisibility L30

Memory Footprint 2 memory units

48
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Data Miner

Though it may not be the best way to get informa-
tion, it is certainly the safest. Many of these abilities
require a tool to use. The Find Data Node ability
improves upon the Locate Data Node ability. The
Data Node Goggles ability is very useful in locating
Data Nodes, allowing you to visually see them. Data
Tap allows you to extract $information from Data
Nodes. The Advanced Data Node Goggles and
Advanced Data Tap abilities allow you to use higher
level tools when locating and tapping Data Nodes.
Siphon Data Node improves upon your Tap Data
Node ability, while Data Miner increases the speed at
which you extract information.

— Researched by Nanohaxial

Find Data Node

Data Miner/Secondary - Utility

You can locate and possibly visualize a Data Node if using
the correct equipment. There are two types of Data Node
detection: Proximity and Visual.

Proximity detection requires a device similar to a Geiger
counter. The device emits a clicking noise, like a Geiger
Counter, which gets more frequent the closer it gets to a
data node.

Visual Detection involves an elaborate headset similar to
night vision goggles. In addition to visualizing the Data
Node, the headset devices will also create a pointing
arrow in the direction of the nearest nexus. The quality of
the headset dictates the detection range.

This is a mastery level ability for Locate Data Node.
Level Cap: 50

None or High (depending on tool used)

Locate Data Node L5, Infiltrator, Disguise L17
Certain tools may have additional ability Requirements.

Small constant amount, losing about 2 IS every 5 seconds
after walking regen rate.

Memory Footprint 2 memory units

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)

Inner Str. Cost

Siphon Data Node

Class/Type
Description

Data Miner/Secondary - Utility

Tapping a data node is a process in which raw data is col-
lected and recorded for future use.

By attaching a device to a data node, you are able to set
aside raw data for yourself. The rate at which this takes
place is based on the size of the node, the setting of the

49

device, and the size of the device.

Interface Use the device on the data node. A successful “tap” will
bring up a window showing the amount of raw data col-
lected, and a slider that you can use to set the speed of
the device.

Formula Mastery level ability for Tap Data Node.

Level Cap: 50

Agent Response Mag.  Yes (intensity varies)

Noise (Aur. Mag.) Med to High

Prerequisite(s) Find Data Node L19

Certain tools may have additional requirements
Inner Str. Cost 0
Memory Footprint 1 memory unit

SAMMY “LILAC” WIEN

Location: Lamar, Westview

Sammy is a big man with big
appetites. He can often be
found at The Vault, nattily
dressed in his trademark
color. His form, mannerisms
and presence are only
slightly out of place in his
environment. Like the older
buildings of Lamar, Sammy appears
to be from a time past, a bygone
era, when deals were sealed with a
word and a handshake. Overtly,
his history is pretty shady, and he
seems to like it that way.
Everyone knows who he is, and
gives him a wide berth and a lot
of respect. His methods are old-
fashioned but effective, and his liv-
ing enemies are few.

Sammy is comfortable in his
neighborhood, and will typically
try to hire Redpills to assist in
maintaining his position of luxu-
ry and power. He is not above putting
Redpills in conflict with his gang - he jus-
tifies it as a training exercise for his boys, and as a
test of strength for the Redpill. Sammy is not
entirely trustworthy, however, he will not endan-
ger his position by sending known operatives of
other factions into suicide missions. Instead, he
may add a task or two to a mission in order to use
a Redpill’s special talents for his own ends.
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Class/Type Data Miner/Tertiary — Utility (Passive)

Description As you get more advanced, you get access to better equip-
ment. This ability allows you to use Data Node Goggles.

Prerequisite(s) Find Data Node 120

Inner Str. Cost 0
Memory Footprint 2 memory units

P
B¥ Advanced Data Node Goggles

Class/Type Data Miner/Tertiary — Utility (Passive)

Description As you get more advanced, you get access to better
equipment. This ability allows you to use Advanced Data
Node Goggles.

Prerequisite(s) Find Data Node 125

Inner Str. Cost 0
Memory Footprint 2 memory units

Class/Type Data Miner/Tertiary — Utility (Passive)

Description As you get more advanced, you get access to better
equipment. This ability allows you to use Data Taps.

Prerequisite(s) Data Node Goggles, Find Data Node 122

Inner Str. Cost 0
Memory Footprint 2 memory units

Advanced Data Tap

Class/Type Data Miner/Tertiary — Utility (Passive)

Description As you get more advanced, you get access to better
equipment. This ability allows you to use Advanced Data
Taps.

Prerequisite(s) Advanced Data Node Goggles, Find Data Node 27

Inner Str. Cost 0
Memory Footprint 2 memory units

Data Miner

e |
+4

These are the most powerful abilities that a pistol-
focused Gunman can use. The Handgun Artistry abili-
ty increases your Force Combat and Handgun dam-
age, making it easier to pull those evading combat
into Interlock, as well as deal more damage while in
Interlock. The Pistol Dash ability is used outside
Interlock to pull your opponent into Interlock, do
damage to them, and Enrage them all at once. This
ability is useful when trying to get someone into
Interlock and keep them there. The Pistol Point Blank
ability requires your opponent to be Off-Balance. It
does a high amount of damage, Stuns, and has a
chance to cause Powerless. The Duelist ability increas-
es Evade Combat, making it easier to avoid Interlock.
It also increases max Health and Handgun Tactics. The
optional ability Pistol Execution is the most powerful
ability in this discipline, and requires your opponent
to be Stunned. It also has a chance to severely reduce
your opponent’s Combat Tactics for a short time. The
Pistol Whip ability requires your opponent to be Off-
Balance. It does a moderate amount of damage,
Blinds, and has a chance to cause Powerless.

Duelist

— Researched by Nanohaxial

e

X~ Handgun Artistry

Class/Type Duelist/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains a pistol. It also makes the Duelist
better able to force Close Combat.

Formula Damage Bonus with Pistols : +(Ability Lvl * 1.5)
Boost Force Combat Ability by +(Ability Lvl * 1.5)
Ability Level Cap: 50

Prerequisite(s) Gunslinger, Dual Handguns L33

Memory Footprint 2 memory units

= Pistol Dash

Class/Type Data Miner/Tertiary — Passive
Description This ability increases the rate of extracting information . o .
from a data node by 20%. C/ass/lTy;'Je Duelhsl;/Tertlary Qﬁenswe
Formula Amount of information drawn from the data node: Base Description A pistol attaclijvvhlch ;Qrcgs (I:IO.S ¢ lCombat and Iee(ijves your
Rate * 12 target enraged. Use this dual pisto maneuver t.o. raw an
N ’ . opponent into close combat, enrage him, and injure him
Prerequisite(s) Data Node Goggle, Advanced Data Node Goggles, Find all at once.
] Data Node BF’ Formula 300 damage
Memory Footprint 2 memory units Tactics Bonus: +15
Target is Enraged
Starts Interlock
www.thematrixonline.com 50
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Noise (Aur. Mag.) 50

Prerequisite(s) Handgun Artistry L36
Inner Str. Cost 351S

Memory Footprint 1 memory unit
Re-Use Delay 20 seconds
Range 8m

It Can Be Used ~ Outside Combat
Requires Dual Pistols
Target Single Enemy
Activation Time 0 seconds
Duration 15 seconds

L T -

Pistol Point Blank
Clasy/Type Duelist/Tertiary - Offensive
Description Use this dual pistol maneuver against an off-balance

opponent to stun and injure him.
Formula Requires target to be Off-Balanced

530 damage

Tactics Bonus: +30

Target is Stunned

40% Proc: Powerless, 15 seconds

Noise (Aur. Mag.) 50

Prerequisite(s) Handgun Artistry L42
Inner Str. Cost 40 1S

Memory Footprint 1 memory unit
Re-Use Delay 10 seconds

Range Interlock

It Can Be Used  In Combat Only
Requires Dual Pistols
Duration 8 seconds

Target Single Enemy

=T

e

Pistol Whip

Class/Type Duelist/Tertiary - Special Move

Description Dual Pistol special move. Use this handgun maneuver
against an off-balance opponent to blind and injure him.

Formula Target must be Off-Balance

Does 337 damage

Tactics Bonus: +30

Blinds target

40% Proc: Powerless, 15 seconds

Noise (Aur. Mag.) 40

Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay

Pistol Dash, Handgun Artistry L39
301S

1 memory unit

10 seconds

Range

It Can Be Used
Requires
Duration
Target

Interlock

Inside Combat Only
Dual Pistols i
8 seconds i
Single Enemy

Pistol Execution

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires

Target

Class/Type
Description

Formula

Prerequisite(s)
Memory Footprint
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Duelist/Tertiary - Special Move

Quite often, a single shot can end an entire combat. Use
this dual pistol maneuver against a stunned opponent to 3
severely injure him. o

662 damage

Tactics Bonus: +30 -
Target must be Stunned

40% Proc: -20 Combat Tactics, 15 seconds

50 §
Pistol Point Blank, Handgun Artistry L46 t
3515 - |
1 memory unit E
10 seconds ¥ B
Interlock I i‘}
Inside Combat Only
Dual Pistols Ir
Single Enemy :

§ i

:
Duelist/Tertiary - Passive [Discipline] b
Increases chance to hit in Ranged Combat with a Pistol, ;
and increases Max Health. ;
Tactics Bonus: +5 with Pistol attacks i

L]

Evade Interlock: +20
Max Health: +150

Pistol Dash, Pistol Point Blank, Handgun Artistry L50

2 memory units /ﬁ
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Unique among the Soldier trees, the Sniper Disciple
relies entirely on stealth in order to be effective. Any
offensive move requires you to be outside of Interlock,
and in a concealed state (by using the Concealment
ability). This is akin to sneaking while forced to remain
in a single place, which means that you need to pick
and choose your sniping locations very carefully. The
attacks for a sniper are only two: Concealed Shot and
Sniper Shot, and as mentioned, they both require a
concealed state. The Escape And Evasion ability allows
you to sneak without being detected, which is useful
to either retreat from combat or to move to a better
position in order to make your next shot. Finally, Line
Up The Shot increases your chance to hit opponents
with ranged shots, and the Sniper ability boosts your
stealth and combat effectiveness.

“—_PRIMA Official Game Guide

(Bonuses) + 50]

Detection Distance: 32m - (Stealth Attribute/3). Max 32m,
Min 8m.

Ability Level Cap: 50

-(Sneak Ability Level) from normal Noise (Aur. Mag.) levels

Noise (Aur. Mag.)

Prerequisite(s) Gunman, Rifles L16
Memory Footprint 2 memory units
Re-Use Delay 15 seconds
Activation Time 2 seconds

Buffer Size 16 units

Concealed Shot

Class/Type Sniper/Tertiary - Offensive

Description Use this ability while concealed to deliver significant dam-
age to an enemy, and have a chance to stun him.

Formula 450 damage

Tactics Bonus: +20
30% Proc: Stuns target
Requires you to be Concealed

Noise (Aur. Mag.) 60

— Researched by Sneaker98 | prerequisiies)  Concealment L1
Inner Str. Cost 451S
Concealment Memory Footprint 1 memory unit

Class/Type Sniper/Secondary - Buff Re-Use Deloy 26 seconds

Description A concealed character is squatting, not moving, and hard Range 30m.
to see. This ability acts much like the Sneak ability, but It Can Be Used  Outside Combat
you cannot move. A concealed character in hostile charac- | Requires Rifle, Shotgun
ter or NfPﬁ's line oflsi(gjghth is not au;omatically r?etected.hA Duration 8 seconds
successfully concealed character shows up when another .
character successfully uses the Sixth Sense ability. A con- ng et_ ) Single Enemy
cealed character is invisible as long as he remains unde- | Activation Time 4 seconds
tected by other hostile PCs and NPCs. »

Function A character who is concealed outside of the line of sight xs- Escape and Evasion
(or arc of vision) of a hostile NPC or PC is undetected. If a . .
concealed character is within the line of sight of a hostile C/ass/Ty pe Snfper/Tertlary - Buff ) ]
NPC or PC, a detection check is made (see Formula). The | Description Snipers are very good at getting out of tight spots. Use
distance a character can be detected by a hostile NPC or this ability to sneak at a higher ground movement speed.
PC depends upon the Concealment ability level (see Formula Detection:
Formula). A detection check is made immediately upon Success: [(Player level Lvl * 2.5) + (Bonuses) + (1 to 100)]
entering a PC or NPC’s line of sight and detection dis- > [(Target Awakened * 2) + (Detection * 2) + (Bonuses)
tance, and is re-checked every 5 seconds after that. +50] ]
The spy's Concealment skill is subtracted from the Noise Detection Distance: 32m - (Stealth Attribute/3). Max 32m,
(Aur. Mag) level of any action he takes. If an NPC still Min 8m. - )
hears the spy make noise, he will turn to investigate and +25 to Movement Speed Ability when active
possible detect the sneaker. Noise (Aur. Mag.) -(Sneak Ability Level) from normal Noise (Aur. Mag.) levels
A concealed character is squatting; if you move, you break | prerequisite(s)  Concealment 123
your concealment, deadlvatlng this ablhty._ Memory Footprint 1 memory unit
You can make free fire attacks without breaking concealment

Formula Detection: Re-Use Delay 30 seconds
Success: [(Concealment Ability Ll * 4) + (Bonuses) + (1| ACt vat/qn Time 2 secqnds
to 100)] > [(Target Awakened * 2) + (Detection * 2) + Buffer Size 23 units
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Y Sniper Shot

Class/Type

Sniper/Tertiary - Offensive
Description Use this ability while concealed to deliver significant dam-
age to an enemy, and have a chance to stun him.
Formula 600 damage

Tactics Bonus: +30
50% Proc: Stuns target
Requires you to be Concealed

Noise (Aur. Mag.) 60

Prerequisite(s) Escape and Evasion, Concealment L26
Inner Str. Cost 60 1S

Memory Footprint 1 memory unit

Re-Use Delay 26 seconds
Range 30m

It Can Be Used  Outside Combat
Requires Rifle, Shotgun
Duration 8 seconds
Target Single Enemy
Activation Time 4 seconds

E Line Up The Shot

Class/Type Sniper/Tertiary - Buff

Description Snipers who take their time with a shot are very accurate.
Use this ability to briefly improve your chance to hit with
a ranged attack.

Formula +30 to Ranged Combat Tactics Scores.

Agent Response  Yes (Minor)

Prerequisite(s) Concealed Shot, Concealment 120

Inner Str. Cost 60 1S

Memory Footprint 1 memory unit

Re-Use Delay 30 seconds

It Can Be Used ~ Outside Combat

Requires Rifle, Shotgun

Target Yourself

Activation Time 1.5 seconds

Duration 6 seconds

Buffer Size 20 units

Class/Type Sniper/Tertiary - Passive [Discipline]

Description Increases chance to hit in Ranged Combat with a Rifle or
Shotgun, and provides a bonus to sneaking.

Formula +10 to tactic score with Rifle or Shotgun attacks
+20 to StealthAbility

Prerequisite(s) Concealed Shot, Escape and Evasion, Concealment L30

Memory Footprint 2 memory units

53
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4 Expert Rifleman

This discipline includes several devastating ranged
attacks. The Rifle Mastery ability increases your Rifle
Damage, meaning your rifle abilities and weapons will
do more damage. Steady Aim is very useful if you
have trouble hitting your target. At the cost of a large
amount of Inner Strength every few seconds, you can
increase your Ranged Combat Tactics 10 points.
Crippling Shot can be very useful in preventing the
escape of your opponent. It does high damage, as
well as greatly reducing movement speed with a
chance to cause Stun. The Expert Rifleman ability
increases Concentration, which reduces the chances
of your attack getting interrupted, as well as your Max
Health and Ranged Combat Tactics. The optional abil-
ity Deadly Shot is the most powerful ability for a
Rifleman, doing a large amount of damage, with a
chance to Stun as well. If you do get into Interlock,
you can use the Rifle Butt Smash ability to escape. It
causes damage, causes Rooted, and withdraws from
Interlock all in one move. This will allow you to get
out of Interlock with time to use your abilities to finish
off your opponent

— Researched by Nanohaxial

‘_".*-u"; Rifle Mastery

Class/Type Expert Rifleman/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains a rifle or shotgun.

Formula Damage Bonus with Rifles: (Ability Lvl * 3)

Prerequisite(s) Rifleman, character L33

Memory Footprint 2 memory units

primagames.com
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Steady Aim %23 Rifle Butt Smash

Class/Type Expert Riflemany/Tertiary - Buff Class/Type Expert Rifleman/Tertiary - Special Move

Description Expert riflemen can place themselves in an almost zen- Description Rifle special move. Use this combat maneuver with your
like state, making them extremely accurate with their rifle or shotgun to withdraw from close combat, deliver
rifles. Toggle this ability on to add to your chance to hit damage to your target, and immobilize him.
with a rifle or shotgun. It has a constant Inner Strength Formula Escape - withdraws attacker from Interlock
cost. 225 damage

Formula Rifle Combat Tactics Bonus: +20 Tactics Bonus: +15

Target is Rooted
Noise (Aur. Mag.) 40
Prerequisite(s) Steady Aim, Rifle Mastery L39
Inner Str. Cost 301S
Memory Footprint 1 memory unit
Re-Use Delay 30 seconds

Grab disruptable
Agent Response  Yes (Minor)
Noise (Aur. Mag.) 100
Prerequisite(s) Rifle Mastery L36
Inner Str. Cost 30 1S every 5 seconds
Memory Footprint 1 memory unit

! ) Range Interlock
Re-Use Delay 10 seconds It Can Be Used  In Combat
It C07 Be Used Qut5|de Combat Requires Rifle, Shotgun
Requires Rifle, Shotgun Duration 16 seconds
Target Yourself Target Single Enemy

Activation Time 1.5 seconds —
Buffer Cost 36 units % Deadly Shot

Crippling Shot Clasy/Type Expert Rifleman/Tertiary - Special Move
= Description A well placed shot that delivers a lot of damage.

Class/Type Expert Rifleman/Tertiary - Offensive Formula 662 damage
Description Rifle attack. Use this combat maneuver with your rifle or Tactics Bonus: +20

shotgun to deliver significant damage to your opponent 40% Proc: Stun, 15 seconds ,

and greatly reduce his ground movement speed. 300% Proc: Root, 15 sec. (broken by dmg 25% of the time)
Formula 530 damage Noise (Aur. Mag.) 85

Tactics Bonus: +15 Prerequisite(s) Crippling Shot, Rifle Mastery L46

-75 to target's Movement Speed Inner Str. Cost 651S

0, . . .
40% Proc: Stun, 15 seconds Memory Footprint 1 memory unit

Noise (Aur. Mag.) 85 Re-Use Delay 10 seconds
Prerequisite(s) Rifle Mastery L42 Range 20m

Inner Str. Cost 45 1S It Can Be Used ~ Anytime
Memory Footprint 1 memory unit Requires Rifle, Shotgun
Re-Use Delay 10 seconds Target Single Enemy
Range 20m Activation Time 2 seconds

It Can Be Used ~ Outside Combat

Requires Rifle, Shotgun Expert Rifleman

Duration ]_2 seconds Class/Type Expert Riflemany/Tertiary - Passive [Discipline]

Tar get' ' Single Enemy Description Increases chance to hit in Ranged Combat with Rifle or

Activation Time 2 seconds Shotgun, also improves your Concentration and max Health.
Formula Tactics Bonus: +5 with Rifle or Shotgun attacks

+20 to Concentration Ability
+100 to Maximum Health Ability

Prerequisite(s) Steady Aim, Crippling Shot, Rifle Mastery L50
Memory Footprint 2 memory units
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‘ SMG Specialist

These are the most powerful abilities an SMG-focused
gunman can use. SMG Specialization increases your
Evade Combat and SMG Damage, giving you a
greater chance of avoiding Interlock and doing more
damage. The Pinning Fire ability isn't as powerful as
some of the others, but it has a cone of fire, meaning
it has a chance to hit several enemies at once. It does
damage, causes Rooted, and has a chance to Enrage.
Direct Fire has a cone of fire similar to Pinning Fire,
doing more damage and Dazing, with a chance to
Enrage. This would be a good ability to use to set up
an attack with the Full Auto Redux ability, which does
a large amount of damage, has a chance to Enrage
and reduce Combat Tactics, but requires your oppo-
nent to be Dazed. The Submachinegun Specialization
ability increases Force Combat, Max Health, and
Ranged Combat Tactics. The optional ability Full Auto
also requires Dazed, like Full Auto Redux, and it deals
a large amount of damage with a chance to Enrage.

— Researched by Nanohaxial

[T
™=

Submachinegun Specialization
BALlm

Class/Type SMG Specialist/Secondary - Passive

Description This ability provides a bonus to damage when your
weapon slot contains a submachinegun. It
also makes the SMG Specialist better able to
avoid Close Combat.

Formula Damage Bonus with Submachineguns:
+(Ability Lvl * 1.5)
Boost Evade Combat Ability by (Ability
Lvl * 1.5)
Ability Level Cap: 50

Prerequisite(s) Scattershot, Dual Submachineguns L33

Memory Footprint 2 memory units

e

Class/Type
Description

Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires
Activation Time
Target

Duration
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1’, Pinning Fire

SMG Specialist/Tertiary - Offensive -‘
Free attack which hits all targets in a cone. When you use \ I:r
this dual SMG ability, you fill an area in front of you with 1
bullets, injuring your foes and immobilizing them.

225 damage

Tactics Bonus: +15

Targets are Rooted

250 Proc: Enrage, 15 seconds

75

1
Submachinegun Specialization L36 3
1
g
¢
[ 1
r

-

701S

1 memory unit

30 seconds

8m

Outside Combat

Dual SMGs

2 seconds

Enemies in 8m, 45-degree cone

|
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Direct Fire

Class/Type
Description

Interface
Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires
Duration

Target

Activation Time

SMG Specialist/Tertiary - Offensive

When you use this dual SMG special maneuver, you fill
an area in front of you with bullets, injuring your foes and
dazing them.

Standard targeted ability activation

338 damage

Tactics Bonus: +15

Targets are Dazed

30% Proc: Enrage targets, 15 seconds

Yes (Minor)

75

Submachinegun Specialization L42
1201S

1 memory unit

10 seconds

8m

Outside Combat

Dual SMGs

8 seconds

Enemies in 8m, 45-degree cone
1.5 seconds

Full Auto

Class/Type
Description

Interface
Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Requires

Target

Activation Time

www.thematrixonline.com

SMG Specialist/Tertiary - Special Move

A hail of bullets deliver extreme damage to a Dazed tar-
get. This ability works in both close combat and free fire
situations.

Standard targeted ability activation or special move

Targeted must be Dazed

525 damage

Tactics Bonus: +30

40% Proc: Enraged, 15 seconds

Yes (Minor)

75

Pinning Fire, Submachinegun Specialization L39
45 1S

1 memory unit
10 seconds
6m

Anytime

Dual SMGs
Single Enemy
2 seconds

Il Auto Redux

Class/Type SMG Specialist/Tertiary - Special Move

Description A hail of bullets into the target, dealing awesome damage.
This ability works in both close combat and free fire situa-
tions.

Interface Standard targeted ability activation or special move

Formula 800 damage

Tactics Bonus: +30

Target must be Dazed

40% Proc: Enraged, 15 seconds

20% Proc: -10 Combat Tactics, 10 seconds

Noise (Aur. Mag.) 80

Prerequisite(s) Direct Fire, Submachinegun Specialization L46
Inner Str. Cost 65 1S

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range 16m

It Can Be Used ~ Anytime
Requires Dual SMGs
Target Single Enemy

Activation Time 1.5 seconds

8 Sm& Specialist

Class/Type SMG Specialist/Tertiary — Passive [Discipline]

Description This ability increases your chance to hit in Ranged
Combat with an SMG.

Formula Tactics Bonus: +5 with SMG attacks

+20 to Force Interlock ability
+100 to Maximum Health Ability

Prerequisite(s) Pinning Fire, Direct Fire, Submachinegun Specialization
150

Memory Footprint 2 memory units

56

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



The pinnacle of the Aikido branch. Aikido Redirection
increases Melee Damage, meaning your attack will do
more damage to your opponents. Ki Burst does a
moderate amount of damage to all enemies within
two meters, with a chance to cause Enraged, which
could be useful when surrounded in close quarters.
The Punch Reversal ability does high damage, as well
as causing Powerless with a chance to cause Enraged.
The Aikido Grandmaster ability increases your Inner
Strength and Health Regen, as well as your Max Health
and Aikido Tactics. The optional ability Tomo Nage
does the most damage of any Aikido move, causes
Enraged, and also has a chance to reduce Ranged and
Melee Physical Damage Resistance. This move can dev-
astate an opponent. Aerial Takedown does a moderate
amount of damage, as well as increasing your
Toughness, with a chance to cause Enraged.

— Researched by Nanohaxial

Aikido Redirection

Class/Type Aikido Grandmaster/Secondary - Passive

Description This ability provides a large bonus to damage when
you're using the Aikido art. It also increases your own
resistance to physical damage.

Formula Damage Bonus to Aikido: (Ability Lvl * 2)
Ability Level Cap: 50

Prerequisite(s) Aikido Master, Aikido Prowess L33

Memory Footprint 2 memory units

It Can Be Used ~ Anytime
Target Enemies within radius
Radius of Effect ~ 2m

Activation Time 1 second

Punch Reversal

Class/Type Aikido Grandmaster/Tertiary - Special Move

Description Attack an opponent with this move to both seriously
injure him and leave him powerless.

Formula 338 damage

Tactics Bonus: +20
Makes target Powerless
40% Proc: Enraged, 15 seconds

Noise (Aur. Mag,) 40

Prerequisite(s) Aikido Redirection L42
Inner Str. Cost 401S

Memory Footprint 1 memory unit
Re-Use Delay 10 seconds

Range Interlock

It Can Be Used ~ Special Move

Target Single Enemy
Duration 18 seconds

=y Aerial Takedown

Class/Type Aikido Grandmaster/Tertiary — Special Move

Description Damaging Attack which also increases your ability to
deflect damage.

Formula 315 damage

Tactics Bonus: +15
Damage Resistance Ability increased by +10
40% Proc: Enraged, 15 seconds

Noise (Aur. Mag.) 40

: Ki Burst Prerequisite(s) ~ Ki Burst, Aikido Redirection L39
Clasy/Type Aikido Grandmaster/Tertiary - Special Move Inner 3tr. Cost ) 3015 ]
Description An Aikido special move that attempts to damage all oppo- Memory Foolprint 1 memory unit

nents within short range. Re-Use Delay 10 seconds
Formula 300 damage Range Interlock

Tactics Bonus: +15 It Can Be Used  Special Move

20% Proc: Enraged, 15 seconds Duration 30 seconds
Agent Response  Yes Target Single Enemy
Noise (Aur. Mag.) 50
Prerequisite(s) Aikido Redirection L36
Inner Str. Cost 100 1S
Memory Footprint 1 memory unit
Re-Use Delay 15 seconds
Range Interlock
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Tomo Nage

Class/Type Aikido Grandmaster/Tertiary - Special Move

Description Damaging attack which Enrages your opponent.
Formula 500 damage

Tactics Bonus: +20

Enrages target

40% Proc: -20 to Target's Melee and Ranged Damage
Resistance, 15 secs

Noise (Aur. Mag.) 40

Prerequisite(s) Punch Reversal, Aikido Redirection L46
Inner Str. Cost 501S

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds
Range Interlock

It Can Be Used ~ Special Move
Duration 30 seconds
Target Single Enemy

do Grandmaster

Aikido Grandmaster/Tertiary — Passive [Discipline]

Increases chance to hit in melee combat while using
Aikido, and improves your Inner Strength and Health
regeneration rates.

+5 to tactic score with Aikido attacks

+10 to Inner Strength Regen Rate Ability

+10 to Health Regen Rate Ability

+200 to Maximum Health Ability
Prerequisite(s) Ki Burst, Punch Reversal, Aikido Redirection L50

Memory Footprint 2 memory units

Class/Type
Description

Formula

www.thematrixonline.com
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The Karate Focus ability increases Melee Damage,
meaning your attack will do more damage to your
opponents. Machinegun Kick requires your opponent
to be Staggered in order to use it. It does high dam-
age, Stuns, and has a chance to cause Powerless to
your opponent. The Wrist Throw ability does even
more damage than Machinegun Kick, with a chance
to Stun your opponent. The Karate Grandmaster abili-
ty increases your Force Combat, making it easier to
pull someone using Evade Combat into Interlock. It
also increases your Max Health and Karate Tactics. The
optional ability Ki-Charged Foot Sweep is the most
powerful move on the Karate tree, requiring your
opponent to be Off-Balance and Staggered before
you can use it on them. It also has a chance to cause
Stun, Enraged, and Powerless. Berserker Attack
increases your Melee Damage and Toughness for a
short time, allowing you to take less damage and deal
more to your opponent.

— Researched by Nanohaxial

Ei Karate Focus

C/ass/Type Karate Grandmaster/Secondary - Passive

Description This ability gives a large bonus to damage when you're
using the Karate art.

Formula Bonus: (Ability Lvl * 2)
Ability Level Cap: 50

Prerequisite(s) Karate Master, Karate Expertise L33

Memory Footprint 2 memory units

=
':.I - Machinegun Kick

Class/Type Karate Grandmaster/Tertiary — Special Move
Description Attack a staggered opponent with this special move to
Stun and injure him.
Formula 450 damage
Tactics Bonus: +15
Stuns target

Requires target to be Staggered
40% Proc: Powerless, 15 seconds

Noise (Aur. Mag.) 40
Prerequisite(s) Karate Focus L36
Inner Str. Cost 351S

Memory Footprint 1 memory unit

58

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

il "' o



Re-Use Delay
Range

It Can Be Used
Target

Duration

10 seconds
Interlock

In Combat
Single Enemy
8 seconds

Wrist Throw

Class/Type
Description
Formula

Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Target

Duration

Karate Grandmaster/Tertiary - Special Move

Damaging attack.

600 damage
Tactics Bonus: +20
40% Proc: Stun, 15 seconds

40

Karate Focus L42
651S

1 memory unit
10 seconds
Interlock

Special Move
Single Enemy

18 seconds

ﬁ Berserker Attack

Class/Type
Description

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used
Duration

Target

Karate Grandmaster/Tertiary - Special Move

Special move that increases your damage resistance (for
you) and damage (against your target) while in Close
Combat.

Tactics +15
Your Melee Physical Damage Ability is increased by +200
Your Damage Resistance Ability increased by +20.

Yes (Minor)

Medium

Machinegun Kick, Karate Focus L39
401S

1 memory unit

30 seconds

Interlock

Special Move

30 seconds

Single Enemy

Fantastically damaging attack. Attack a staggered and off-

balance opponent with this special move to grievously

Class/Type Karate Grandmaster/Tertiary — Special Move
Description

injure him.
Formula 866 damage

Tactics Bonus: +40

Requires target to be Staggered and Off-Balanced

40% Proc: Stun 15 seconds
40% Proc: Enrage 15 seconds

40% Proc: Powerless, 15 seconds

Noise (Aur. Mag.) 40
Prerequisite(s) ~ Wrist Throw, Karate Focus L46

Inner Str. Cost 45 1S

Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock

It Can Be Used ~ Special Move
Target Single Enemy

.1-5
A Karate Grandmaster

Class/Type Karate Grandmaster/Tertiary - Passive [Discipline]
Description Increases chance to hit in melee combat while using
Karate, and makes it easier to pull foes into combat.
Formula Tactics Bonus: +5 with Karate attacks
Force Combat Bonus: +25
Max Health: +150
Prerequisite(s) Machinegun Kick, Wrist Throw, Karate Focus L50

Memory Footprint 2 memory units
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i Kung Fu Grandmaster

Kung Fu Perfection increases Melee Damage, meaning
your attack will do more damage to your opponents.
The ability Extreme Falling Kick causes Disarmed and
Powerless, with a chance to cause Enraged as well.
Suicidal Butterfly causes Confuse, with a chance to
cause Powerless as well. Kung Fu Grandmaster ability
increases your Force Combat, making it easier to pull
someone using Evade Combat into Interlock. It also
increases your Max Health, and your Kung Fu Tactics.
The optional ability Triple Front Kick requires your
opponent to be Dazed. It Stuns your opponent, with
a chance to cause Powerless. Wooden Dummy Drill is
the most powerful ability in this discipline, requiring
your opponent to be Dazed, and causing Stun for a
longer period of time than Triple Front Kick. This too
has a chance to cause Powerless.

— Researched by Nanohaxial

MANDARIN

Location: Lucero Point, Barrens

Second youngest of the siblings,
Mandarin is a spoiled brat prone
to rants to Dame White and Mr.
Black about his siblings’ unfair
treatment of him. Neither of
his parents really care, but it’s a
convenient excuse for punishing
someone on occasion, and they
know Mandarin is the most likely to
tattle on his siblings when they
are planning something against
their parents. Mandarin is seen as
rather a dim bulb by his siblings,
but actually has a shrewd and

*? Kung Fu Perfection

Class/Type Kung Fu Grandmaster/Secondary - Passive
Description This ability provides a large bonus to damage when
you're using the Kung Fu art.
Interface Passive; bonus is applied when ability is loaded.
Formula Bonus: +(Ability Lvl * 2)
Ability Level Cap: 50
Prerequisite(s) Kung Fu Master, Kung Fu Master L33

Memory Footprint 2 memory units

| Wl . .
Suicidal Butterfly
Class/Type Kung Fu Grandmaster/Tertiary - Special Move
Description Attack with this special move to injure your opponent and
leave him confused.
Formula 300 damage
Tactics Bonus: +15
Makes target Confused

40% Proc: Powerless 15 seconds
Noise (Aur. Mag.) 40
Prerequisite(s)

Kung Fu Perfection L36

Inner Str. Cost 301S
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock
It Can Be Used ~ In Combat
Target Single Enemy
Duration 8 seconds
- Extreme Falling Kick
Clasy/Type Kung Fu Grandmaster/Tertiary - Special Move
Description Use this Kung Fu maneuver to to injure your opponent
and leave him powerless.
Formula 338 damage

Tactics Bonus: +20

Makes target Powerless

Disarm opponent, 15 seconds
40% Proc: Enraged, 15 seconds

Noise (Aur. Mag.) 40

P it Kung Fu Perfection L42
devious (if intensely selfish) mind. verequisite(s) - Kung Fu Perfection
He is absurdly fixated on creature Inner Str. Cost ) 4015 )
comforts, gorging himself on fine Memory Footprint 1 memory unit
food and draping himself in rich Re-Use Delay 10 seconds
fabrics that he is ill equipped to Range Interlock

appreciate. He lacks even the It Can Be Used  Special Move
rudiments of style or grace. .
Target Single Enemy
Duration 18 seconds
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Class/Type

Description Attack a dazed opponent with this Kung Fu move to
injure him and leave him stunned.

Formula 420 damage

Kung Fu Grandmaster/Tertiary - Special Move

Tactics Bonus: +40

Stuns target

40% Proc: Powerless, 15 seconds
Requires target to be Dazed

Noise (Aur. Mag.) 40
Prerequisite(s) Suicidal Butterfly, Kung Fu Perfection L39

Inner Str. Cost 351S

Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock

It Can Be Used  Special Move
Target Single Enemy
Duration 8 seconds

""".'i Wooden Dummy Drill

Class/Type Kung Fu Grandmaster/Tertiary - Special Move
Description Attack a dazed opponent with this special move to seri-
ously injure him and leave him stunned.
Formula 500 damage
Tactics Bonus: +40
Stuns target

40% Proc: Powerless, 15 seconds
Requires target to be Dazed

Noise (Aur. Mag.) 40
Prerequisite(s) Extreme Falling Kick, Kung Fu Perfection L46

Inner Str. Cost 401S

Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range Interlock

It Can Be Used ~ Special Move
Target Single Enemy
Duration 18 seconds

%hft'i, Kung Fu Grandmaster

Class/Type Kung Fu Grandmaster/Tertiary — Passive [Discipline]
Description Increases your chance to hit in melee combat while using
Kung Fu, ability to force combat on a foe, and max Health.
Formula Tactics Bonus: +10 with Kung Fu attacks
Force Combat Bonus: +20
+150 to Maximum Health Abililty
Prerequisite(s) Suicidal Butterfly, Extreme Falling Kick, Kung Fu Perfection L50

Memory Footprint 2 memory units

This discipline includes the most powerful knife attacks a
Spy can use. Deadly Aim is similar to Wicked Aim, fur-
ther increasing Ranged Damage. Sever Artery is similar
to Wounding Throw, causing more damage at smaller
intervals for a shorter period of time, and reducing
movement speed as well. Staggering Throw is very use-
ful when combined with Throat Cutting Throw. The
Staggering Throw ability causes damage and the
Staggered state, allowing you to then use Throat
Cutting Throw, the most damaging knife attack there is.
The Master Knife Thrower ability increases your Stealth
Damage, which increases the damage Spy attacks do,
increases Ranged Damage even further, as well as
increasing Ranged Combat Tactics and Max Health. The
other optional ability is Subduing Throw, which does a
smaller amount of damage compared to the other
knifes, but also Stuns your opponent for a short time.

— Researched by Nanohaxial

| e
'-‘I_'T:' Deadly Aim

Class/Type Master Knife Thrower/Secondary - Passive

Description This ability provides a bonus to damage and range when
you're using a thrown weapon.

Formula Damage Bonus with Ranged Attacks: +(Ability Lvl)
Tactics Bonus with Ranged Attacks: +(Ability Lvl /10)
Ability Level Cap: 50

Prerequisite(s) Knife Thrower, Wicked Aim L33

Memory Footprint 2 memory units

b
""'.‘r Sever Artery

Class/Type Master Knife Thrower/Tertiary - Special Move

Description A well-placed throw severs a target's artery, causing
severe bleeding damage and slowing him down.

Formula 60 damage every 2.5 seconds for 30 seconds

Tactics Bonus: +15
Reduces target's movement speed by 50%

Noise (Aur. Mag.) 30
Prerequisite(s) Deadly Aim L36

Inner Str. Cost 80 1S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 40 seconds
Range 16m

It Can Be Used ~ Outside Combat
Activation Time 1.5 seconds
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Throat Cutting Throw

Class/Type Master Knife Thrower/Tertiary - Special Move

Description Use this ability against a staggered opponent with a
thrown knife to deliver a serious injury.

Formula 662 damage

Tactics Bonus: +40
Requires target to be Staggered

Noise (Aur. Mag.) 30
Prerequisite(s) Deadly Aim L42
Inner Str. Cost 501S

Target Single Enemy
Memory Footprint 1 memory unit
Re-Use Delay 10 seconds
Range 16m

It Can Be Used  Outside Combat
Activation Time 1.5 seconds

Subduing Throw

N

e Bl e
PRIMA Official Game Guide

—

Staggering Throw

Class/Type Master Knife Thrower/Tertiary - Special Move

Description Thrown knife does moderate damage and staggers the
target.

Formula 400 damage

Tactics Bonus: +15
Target is Staggered

Noise (Aur. Mag.) 30

Prerequisite(s) ~ Throat Cutting Throw, Deadly Aim L46
Inner Str. Cost 401S

Target Single Enemy

Memory Footprint 1 memory unit

Re-Use Delay 10 seconds

Range 16m

It Can Be Used ~ Outside Combat

Duration 20 seconds

Activation Time 2 seconds

Master Knife Thrower

Class/Type Master Knife Thrower/Tertiary - Special Move
Description The impact of the knife does minimal damage, but stuns Class/Type Master Knife Thrower/Tertiary - Passive [Discipline]
the target. Description Increases chance to hit in Ranged Combat, boosts your
Formula 225 damage damage, and improves your Health.
Tactics Bonus: +15 Formula Tactics Bonus: +5 with Thrown Attacks attacks
Stuns target Stunned Max Health Bonus: +100
Noise (Aur. Mag.) 30 Ranged Damage: +50
Prerequisite(s) ~ Sever Artery, Deadly Aim L39 Stealth Damage: +75
Inner Str. Cost 25 1S Prerequisite(s) Sever Artery, Throat Cutting Throw, Deadly Aim L50
Target Single Enemy X Memory Footprint 2 memory units
Memory Footprint 1 memory unit {5
Re-Use Delay 10 seconds
Range 16m
It Can Be Used ~ Outside Combat
Duration 15 seconds
Activation Time 1.5 seconds
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\ Master Assassin

These are some of the most powerful attacks a Spy
can use. Disrupt Connection requires you to be
stealthed, and using a Disrupt Connection tool. This
ability severely weakens your opponent and, in the
case of NPCs, can completely kill them in one hit. The
Bull Dog ability is the most powerful Spy ability, deal-
ing a very large amount of damage to your opponent.
Diving Frankensteiner is similar to Bull Dog, except
that it does less damage. The Master Assassin ability
increases your Stealth Damage and Stealth even fur-
ther. The optional ability Reverse Bulldog doesn’t do
as much damage as Bulldog, but it does stun as well
as doing damage. Freedom to Joints does the least
damage in this discipline, but makes up for it by caus-
ing Disarmed and Powerlessness.

— Researched by Nanohaxial

]

’ Disrupt Connection

Diving Frankensteiner

Class/Type Master Assassin/Tertiary - Sneak Attack

Description You go in full blitz towards opponent’s back. A stride
before hitting the opponent, you leap up in an almost
straight fashion, attempting to dive-roll over opponent's
head. As you soar over opponent’s head, your feet clinch
onto the opponent’s neck. You connect to the ground in a
dive-roll manner, while legs fling the opponent forward,
in a catapult fashion. You safely roll forward, while oppo-
nent comes crashing down to the ground. As with all
sneak attacks, you must be behind your opponent and
sneaking, disguised, or invisible to use it.

Formula 1300 damage

Prerequisite(s) Disrupt Connection L36

Inner Str. Cost 701S

Memory Footprint 1 memory unit

Re-Use Delay 1 minute

Target Single Enemy

It Can Be Used ~ Outside Combat

“ﬂ: Freedom to Joints
- i

Class/Type Master Assassin/Secondary - Offensive Clas/Type Master Assassin/Tertiary - Sneak Attack

Description This is an offensive ability equivalent to a Sneak Attack. Description YO{J sneak up on opponent FO, place her in an arm bar, to
The Master Assassin attempts to disrupt the target's con- point of snapping shoulder joint. You then place oppo-
nection to the Matrix. This usually results in “noise” where nent into chickenwing position, snapping the rest of the
the target's abilities are impaired because of the interfer- shoulder joint. You finally get opponent into the last hold,
ence. (Your target must be unaware you for this ability to the shoulder lock hold, Wher_e you don't break it then, but
function; it is a form of a sneak attack.) extend the arm outward, which not only destroys the rest

Formul Your Disruption - Tareet's Defense = Modifier (but not of the shoulder joint, but also breaks the joints in the

ormuia Iourth |sn(1)p ion - Target's Defense = Modifier (but no elbows. While your opponent is completely helpless, you

;355 Da_n )t' - [(Disrunt Connection Lyl * 4 | can finish with a front floor sweep, and the opponent falls
our Disruption: [(Disrupt Connection Lvl * 4) + (Too with one arm in good condition, while the other flails life-
Bonus) + (% roll)] lessly.
Target's Defense: [(Target's Awakened Lvl * 4) + Signal ’
Protection + 50] Formula 1000 damage
Result: Target's Combat Tactics and Viral Transmission Makes target Disarmed and Powerless
reduced by Modifier Prerequisite(s) Diving Frankensteiner, Disrupt Connection L39

Agent Response  Yes Inner Str. Cost 60 1S

Noise (Aur. Mag.) 60 Memory Footprint 1 memory unit

Prerequisite(s) Assassin, Character Lvl 33 Re-Use Delay 1 minute

Inner Str. Cost 251S Target Single Enemy

Memory Footprint 2 memory units It Can Be Used  Outside Combat

Target Single Enemy Duration 15 seconds

It Can Be Used ~ Outside Combat

Requires Tool True

Range 6m

Activation Time 2 seconds
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Bull Dog

Class/Type Master Assassin/Tertiary - Sneak Attack

Description You approach opponent from behind, yet a little to the
left or right. On the last stride, you jump up, get the
opponent in a headlock, and land on your feet. You use
the rest of the forward momentum to take two more
strides, which makes the opponent lose control, and go
with you. You finally leap into the air, and land on the
ground butt first. This sends a jolting shock to the oppo-
nent, as his face hits the ground.

Formula 1750 damage

Prerequisite(s) Disrupt Connection 142

Inner Str. Cost 701S

Memory Footprint 1 memory unit

Re-Use Delay 1 minute

Target Single Enemy

It Can Be Used ~ Outside Combat

‘ Reverse Bulldog

\ =TT

— PRTMA Official Game Guide

i Master Shadow

This discipline consists of several abilities that aid in
staying undetected, as well as keeping others unde-
tected. Improved Invisibility is similar to Invisibility,
giving you a 50% Movement Speed bonus while
invisible. Vanish is useful in escaping Interlock combat.
Not only do you leave Interlock, but you also go invis-
ible, aiding in an escape or allowing you to attack
your opponent again. Smoke Bomb has a 3-meter
radius, blinding all opponents in that radius while also
making you invisible. Master Shadow makes you
unable to attack, to be attacked, or otherwise interact
with the world. This ability only lasts for 180 seconds,
during which your IS is constantly drained. The
optional ability Impart Invisibility allows you to make
one of your mission team members invisible, which
can be very useful when sneaking past enemies, or for
a surprise attack. Ghost Strike does a moderate
amount of damage, and you have a good chance of

A i iary - L. . .
C/ass/_Typ_)e l\/last_er ssassin/Tertiary — Sneak Attack . remaining Stealthed when using it.
Description You jam one of opponent’s knees, buckling her down and
slightly backwards. With this move, you use your arm to — Researched by Nanohaxial
place her in a headlock, but her face is upward. When she
struggles, you arch backwards, snapping her neck. To e en ene
remove her, you sidestep, and use non-locking arm to Improved Invisibility
alm-strike her downward.
P ! e Class/Type Master Shadow/Secondary - Buff
Formula 1300 damage . S S
Stuns target Description This ability allows you to render yourself invisible both
. . ) visually and on the map HUD. PCs and NPCs will not be
Prerequisite(s) - Bull Dog, Disrupt Connection L46 able to detect your presence and may therefore not target
Inner Str. Cost 60 1S you for attacks. This removes you from the map in a sort
Memory Footprint 1 memory unit of “perfect stealth.” o )
Del . An invisible character stays invisible until one of the fol-
Re-Use Delay 1_mlnute lowing conditions are met:
Target Single Enemy « Entering Interlock
It Can Be Used  Outside Combat  Performing another ability A ‘
. « Another character successfully uses a Detection device
Duration 15 seconds : > ; .
You automatically gain a Surprise Attack if you enter
) Interlock.
Master Assassin Certain NPCs ignore Invisibility and are still able to target
. . o invisible characters.
Class/Type Master AssassinyTertiary - Passive [Discipline] Improved Invisible characters move faster than normal.
Description This ability makes it easier to sneak attack even the most Interface When you activate the Invisibility ability, you can still see a
canny fighters, and boosts your stealth damage. transparent version of yourself, so that you can navigate.
Formula Stealth: +20 ‘ Formula Invisibility Duration: +(Ability Lvl)
Stealth Damage: +150 Improved Invisible characters move at 150% of base
Prerequisite(s) Diving Frankensteiner, Bull Dog, Disrupt Connection L50 speed while invisible
Memory Footprint 2 memory units Agent Response  Yes (Major)
Noise (Aur. Mag.) Low
Prerequisite(s) Shadow, Character Lvl 33
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Inner Str. Cost
Memory Footprint
Re-Use Delay
Buffer

Activation Time
RequiredTool

2

501S
2 memory units
30 seconds

33 units

1.5 seconds
True

®3 Smoke Bomb

Class/Type
Description

Interface

Formula

Agent Response
Noise (Aur. Mag.)
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Range

Re-Use Delay
Target

It Can Be Used
Activation Time

Master Shadow/Tertiary — Debuff

You throw a bomb into an area, which explodes in a
cloud of smoke. All enemies in the area are blinded for
30 seconds. You turn invisible.

Choose a ground target and select this ability from your
hot keys.

Duration: 30 seconds
Foes in the area are Blinded
You have Improved Invisibility

Yes

Low

Improved Invisibility L36

120 1S

1 memory unit

12m

1 minute

Enemies within 3m of target location
Outside Combat

1.5 seconds

% Vanish

Class/Type
Description

Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint
Duration

Re-Use Delay

It Can Be Used
Buffer Size

Master Shadowj/Tertiary — Special Move

You stand straight in ninja meditation stance, feet togeth-
er, with hands in peculiar position. Then you vanish from
sight. This is a very powerful ability, and you can only use
it infrequently.

Class/Type
Description

Interface
Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Target

It Can Be Used
Range

Activation Time

™ Impart Invisibility

Class/Type
Description
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Target

It Can Be Used
Range

Activation Time
Duration

Buffer Size

‘!1\
AL

Class/Type
Escape . N Description
Activates your Invisible ability after the escape
Improved Invisibility L42
301S
. Interface
1 memory unit -
As per Invisibility Prerequisite(s)
] Inner Str. Cost
30 minutes .
) Memory Footprint
Special Move
42 units Target
It Can Be Used
Re-Use Delay
Activation Time
Buffer Size
65
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Master Shadow

Master Shadow/Tertiary - Offensive

The Master Shadow is so sneaky that she can often make
a small attack and still stay invisible.

Standard free attack activation

400 damage
You must be Invisible
You have 80% chance to remain Invisible

Smoke Bomb, Improved Invisibility L39
60 1S

1 memory unit

10 seconds

Single Enemy

Outside Combat

10m

1.5 seconds

Master Shadow/Tertiary - Offensive
The Master Shadow can turn his allies invisible.
Vanish, Improved Invisibility L46
100 1S

1 memory unit

10 seconds

Single Party Member

Outside Combat

8m

1.5 seconds

2 minutes

46 units

Master Shadow/Tertiary — Utility [Discipline]

You are transformed into a dark, translucent apparition.
While in this form, you cannot attack, be attacked or inter-
act with the world in anyway. You may pass through
doors for the duration of the program.

Toggle on/off

Smoke Bomb, Vanish, Improved Invisibility L50
121S per second

2 memory units

Yourself

Outside Combat

10 seconds

1.5 seconds

50 units
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HACKER

— PRIMA Official Game Gulde

This is the first discipline in the Hacker tree. Execute
Program increases your Viral Transmission, which gives

Restore Health 1.0

you a greater chance of hitting enemies with your
. . Cl Hacker/Tertiary - Buff
attacks. Logic Blast 1.0 is an attack you launch at an ass/Type ahc erfTertiry i Ub‘l‘ | o
opponent to cause damage to them, and Restore Description Wi ?n you use this ability on your'sef or a friendly target,
Health 1.0 can be used to heal the Health of a friend you II restore some lost Health points. The amount healed
: . - e )./' will not exceed the target's maximum Health.
or even yourself. The two optional abilities in this disci-
. . L. Formula 30 - 40 heal
pline are Gaussian Blur 1.0, which increases Combat ) . ; b ]
Evasion, giving you a better chance to avoid Interlock, | eequsie(s)  Brecute Progiam L1
and Download Mission Map, which allows you to gain | /mnerstCost 1015
more information on missions that are displayed on Target Yourself or Single Party Member
your map, as well as the maps of others on your team. | Memory Footprint 2 memory units
The Hacker ability itself allows you to gain information Player Level Cap 4
or disable some sgcgrity devices 'and' locked doors Activation Time 2 seconds
when on some missions by hacking into computers. Re-Use Delay 4 seconds
— Researched by Nanohaxial | [[=5 o
%F Download Mission Map
‘ﬁ Execute Program Class/Type Hacker/Secondary - Passive
Class/Type Hacker/Primary - Passive Description Mission Maps are 2D schematics specific to a particular
L . closed Mission Area. Characters with this ability automati-
Description Hackers can launch programs that perform a variety of cally attempt to download the mission map and share the
different functions in the Matrix. With this ability loaded, U ith P their Mission T ph -
you have a much greater chance of success when you run map wi jnyone on their Mission eam when a mission
a hostile program (virus) against a target. IS accepted. o
) | Viral T icsion Ability by (Lyl * 4 Advanced use of this ability will produce maps that
Formula ncrefases Alra r§n5m|55|on lity by (Lvi * 4) include doors, stairs, elevators, guard posts, security sys-
Agent Response  Yes (intensity varies) tems, traps and goal locations.
Noise (Aur. Mag.,) High Interface The mission map appears in the Map panel. This same
Prerequisite(s) Awakened L1 map appears for all the members of the Mission Team.
Inner Str Cost Varies The Hacker automatically attempts to access the map
. . hen a Mission i )
Memory Footprint 5 memory units when ,a ) fsion s accepted ) o )
Formula The Difficulty Level of a particular Mission Map is equal to
LAy . the Difficulty Level of the mission. Tool bonuses are
ﬁ Logic Blast 1.0 applied based on the program launcher being used to
Class/Type Hacker/Tertiary - Offensive perform the hack. S
Description This ability launches a damaging virus at your opponent. Outcome: Map Access — Mission Difficulty
Formula 9- 36 damage Map Access: [(Access Mission Map Ability Lvl * 4) + Map
. Access Mods + (1-100 roll)]
Prerequisite(s) Execute Program L1 Mission Difficulty: [Mission Difficulty Lvl + Mission Mods + 50]
Inner Str. Cost 101S If Outcome < 0: nothing (no map)
Memory Footprint 2 memory units If Outcome >= 0: Map Access Granted
Re-Use Delay 4 seconds If Outcome >= 10: then as above w/ Doors Locations
Range 16 Depicted
! If Outcome >= 20: then as above w/ Guard Post Locations
Level Cap > Depicted
Adtivation Time 2 seconds If Outcome >= 30: then as above w/ Security Systems
Is Interruptible?  Yes Locations Depicted
Target Single Enemy If Outcome >= 40: then as above w/ Trap Locations Depicted
It Can Be Used  Anytime If Outcome >= 50: then as above w/ Goal Locations Depicted
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Ability Level Cap 1
Agent Response  Yes (Minor)

Prerequisite(s) Logic Blast 1.0
Memory Footprint 1 memory unit

o

ﬂ; Gaussian Blur 1.0

Class/Type Hacker/Tertiary - Buff

Description This ability acts like Evade Combat and improves your
chance of avoiding an Interlock combat. You must have
Evade Combat loaded and activated to use this ability.

Interface Select the icon from the shortcut bar.

Formula Forced Interlock checks against you with this ability are at
a -25% penalty, making it harder to force you into
Interlock.
Duration 10 minutes

Prerequisite(s) Restore Health 1.0

Inner Str. Cost 201S

Memory Footprint 2 memory units

Target Yourself

It Can Be Used ~ Outside Combat

Buffer Size 1 unit

Duration 10 minutes

Re-Use Delay 10 seconds

Activation Time 2 seconds

)&l

Class/Type Hacker/Secondary - Utility

Description Hackers can gain access to computer files that are stored
in actual computers in the Matrix. Available files might
include security access codes, code fragments, code and
e-mail messages.

Formula Success: [(Ability Lvl * 4) + (Tool Bonus) + (% roll)] >

[(Difficulty Lvl) + 50]
Ability Level Cap: 50

Agent Response  Yes

Noise (Aur. Mag.) Low

Prerequisite(s) Execute Program L2
Inner Str. Cost 10 1S

Memory Footprint 2 memory units

Activation Time 2 seconds

67

Location: Furihata, International District

ﬂ Grace was once a Warrior of

™ Zion. Today she carves out an
existence for herself in the
Matrix, assigned the unenviable
task of keeping tabs on the
Silver Dragons.
Commander Lock is con-
cerned that the Silver
Dragons’ activities will
shatter the truce nego-
tiated by Neo, and
Grace knows the
group well.

Grace met an
Exile named
Long in the
Matrix, and

allowed herself
to become
involved with him. Of
course she kept the affair
a secret, knowing that no
one would have approved.

She thought she was in

love, but Long wanted more

than just survival. He used
their relationship to find and
recruit Redpills into his gang.

When she discovered his
activities, their love turned
to hate. Since that time,
Grace has devoted herself

to stopping Long and his supporters and
will let nothing stand in her way, not even
official orders from Zion. She has not report-
ed in for some time, apparently having found
another broadcast point to enter the Matrix.

Regardless of her past mistakes, Grace is a con-
summate professional and insists on the same
level of professionalism in those she deals with.
She is known to hire mercenary operatives of
any association to carry out tasks for her.
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‘ Virologist

Combat Tactics of any opponents within 3 meters of
the one you're attacking, reducing their chances to hit

— PRTMA Official Game Guide

| Jondl,
Logic Blast 2.0

Class/Type Virologist/Tertiary — Offensive
This is the first discipline in the offensive and debuff- Description Logic Bomb reduces your target's Health.
ing part of the Hacker tree. Transmit Virus increases Formula 21 - 84 damage
your Viral Transmission even further, giving you an Prerequisite(s)  Transmit Virus L4
even greater chance of hitting opponents. Logic Blast | | .. ¢ ¢ 115
L ll 2.0 is very similar to Logic Blast 1.0, except for the y Footorint 1 "
5‘- fact that it does even more damage. Slow 1.0 and emofy Footprnt T memory unt
£ 0| Code Freeze 1.0 reduce your opponent’s movement Re-Use Delay 4 seconds
I" speed, with Code Freeze 1.0 reducing movement Range 20m
I'r speed further than Slow. These abilities can hamper Level Cap 10
.; movement, and in some cases can keep your oppo- Activation Time 2 seconds
= nent locked in one place. Slow also reduces Ranged s Interruptible? ~ Yes
illl Combat Tactics, making your opponents less likely to Target Single Enemy
- hit you with Free-Fire Attacks. Ul Lag 1.0 reduces the Jt Can Be Used  Anytime

in Interlock. Avoidance and Emergency Repairs are the | GG

two optional abilities. Emergency Repairs can be used | Class/Type Virologist/Virus - Debuff

on yourself or a friendly to heal a small amount of Description Temporarily slows your target's run and walk speeds by
Health at regular intervals for a limited time, while 50%, and debuffs his ranged combat ability.
Avoidance reduces your threat level to opponents, Formula Reduce run speed by 500

making them less likely to attack you. Virologist slight- Reduce Range Combat Tactics by -5

ly increases your Viral Resistance, making you more Prerequisite(s)  Transmit Virus L4

resistant to viral attacks. Inner Str. Cost 2015
. Target Single Enemy
— Researched by Nanohaxial Memory Footprint 1 memory unit
) ) Re-Use Delay 1 minute
u Transmit Virus Duration 10 seconds
Class/Type Virologist/Secondary - Passive Adtivation Time 2 seconds
Description Hackers with this ability excel in infecting their opponents | Re-Use Delay 8 seconds
with harmful programs. These viruses affect characters in
a variety of ways. Transmit Virus supplements Execute Avoidance
Program; you'll have a much greater chance of success =l E—
when you launch a virus against a target. Class/Type Virologist/Virus ~ Debuff
Formula Increases Viral Transmission Ability by (Lvl * 2) Description This virus clouds your target's mind and decreases the
Adent R Yes (intensi . chance that you will remain at the top of that foe's hit
gent Response - Yes (intensity varies) parade. Obviously, this is only effective when you're fight-
Noise (Aur. Mag.) High ing in a group.
Prerequisite(s) Hacker Formula Reduce your position on the target's Aggro list by 200
Inner Str. Cost Depends on Virus used N points
Memory Footprint 2 memory units Prerequisite(s) Slow 1.0
Inner Str. Cost 151S
Memory Footprint 1 memory unit
Re-Use Delay 20 seconds
Activation Time 2 seconds
Target Single Enemy
It Can Be Used ~ Anytime
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Class/Type
Description

Formula
Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Target

Buffer Size

1:_{"’-} Emergency Repairs

Virologist/Tertiary - Buff

Emergency Repairs adds to a friendly character's current
health point total. The recipient's Max Health remains the
same. This is a Heal Over Time (HOT) ability.

Heals 25 damage every 2.5 seconds for 15 seconds
Logic Blast 2.0
201S

1 memory unit

15 seconds

Yourself or Single
Friend

4 units

F.E# Ul Lag 1.0

i
Class/Type
Description

Formula
Prerequisite(s)
Range

Inner Str. Cost
Target

Memory Footprint
Duration

Re-Use Delay

Virologist/Virus - Debuff

Short debuff that reduces your enemies’ tactic score by 5.
Use this area-effect ability to reduce your opponents’
chance to hit in combat.

-5 tactic score

Transmit Virus L5, Logic Blast 2.0
10m

201S

Enemies within 3m of target location
1 memory unit

1 minute

1 minute

Code Freeze 1.0

q

Class/Type
Description

Formula

Range
Prerequisite(s)
Inner Str. Cost
Target

Duration

Memory Footprint
Re-Use Delay

Class/Type
Description

Formula
Prerequisite(s)
Inner Str. Cost
Memory Footprint

Virologist/Virus - Debuff

Use this ability to infect your target with a virus that will
stop him in place for a short time. Be aware that if your
target takes damage while he is frozen, the virus will be
disabled.

Target Rooted; breaks if damaged
20m

Transmit Virus L5, Slow 1.0

201S

Single Enemy

30 seconds

1 memory unit

1 minute

Virologist/Tertiary - Discipline/Passive

With this ability loaded, you'll be more resistant to incom-
ing viral attacks.

-5% to all incoming viral damage
Ul Lag 1.0, Code Freeze 1.0

0

2 memory units
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':, Patcher

This is the first discipline in the Hacker tree dealing
with healing and buffing. The Repair and Upgrade
ability increases your Healing, allowing your heals to
restore more Health. The Bolster Health 1.0 ability
increases your Health slightly for a long period of
time. The Restore Health 2.0 ability allows you to
restore the Health of a friendly, or yourself. The
Movement Accelerator ability increases your move-
ment speed, allowing for a quick escape if needed.
Group Repairs 1.0 is similar to Restore Health, but it
restores Health to yourself and any friendlies within 4
meters of you. The Patcher ability heals you. It can be
used at anytime, and can’t be interrupted. This ability
can be useful when you’re low on Health and taking
damage. The optional ability Harmful Code 1.0, is
similar to the Logic Blast attacks. You can use it to
deal damage to opponents. The ability Passive Code
reduces your threat level to opponents, making them
less likely to attack.

— Researched by Nanohaxial

— PRIMA Official Game Gulde

Restore Health 2.0

C/ass/Type Patcher/Tertiary - Buff

Description Use this ability on yourself or a friendly target to restore
health to your target.

Formula 40 - 75 heal

Prerequisite(s) Repair and Upgrade L4

Inner Str. Cost 1S

Memory Footprint 1 memory unit

Re-Use Delay 4 seconds

Target Yourself or Friend

Player Level Cap 7
Activation Time 2 seconds

I'Ei':':. Bolster Health 1.0

Class/Type Patcher/Upgrade - Buff

Description Bolster Health increases a character's maximum health
point total.

Formula +50 Max Health

Prerequisite(s) Repair and Upgrade L4

Inner Str. Cost 251S

Memory Footprint 1 memory unit
~, i Re-Use Delay 10 seconds
Repair and Upgrade Duration 10 minutes
Class/Type Patcher/Secondary - Passive Buffer Size 4 units
Description This is the ability to create higher order beneficial effects | Target Yourself or Friend
for characters. With this ability loaded, your beneficial pro- | Jt Can Be Used ~ Outside Combat
grams (repairs and upgrades) will be more effective. -
There are a number of different kinds of beneficial pro- “'l?l Passive Code
grams, each of which is its own ability Code, similar to el
Viruses. Class/Type Patcher/Virus - Debuff
Formula Ability Level Cap: 40 . Description This virus clouds the target's mind and decreases the
Increase healing effects of heals you use by (Ability Lvl) chance that the Patcher will remain at the top of that foe's
Increase Evade Interlock Ability by (Ability Ll /2) hit parade. Obviously, this is only effective when the
Reduce IS costs by (Ability Ll /10) Virologist is fighting in a group.
Prerequisite(s)  Hacker Formula Reduce your position on the target's Aggro list by 200
Inner Str. Cost Depends on program used points
Memory Footprint 2 memory units Prerequisite(s) Bolster Health 1.0
Inner Str. Cost 15 1S
Memory Footprint 1 memory unit
Re-Use Delay 20 seconds
Activation Time 2 seconds
Re-Use Delay 8 seconds
Target Single Enemy
It Can Be Used ~ Anytime
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Patcher
Class/Type Patcher/Tertiary - Offensive Class/Type Patcher/Tertiary - Discipline/Buff
Description Harmful Code reduces your target's Health. Description Patcher is a quick self-heal adds to your current health !
Formula 35 - 80 damage point total. It takes effect instantly and cannot be inter-
. rupted by enemy action. Your Max Health remains the
Prerequisite(s) Restore Health 2.0 same.
Inner Str. Cost ' 2015 _ Formula 63 - 77 healing
Memory Footprint 1 memory unit Usable in Interlock, non-interruptible
Re-Use Delay 8 seconds Prerequisite(s) Group Repairs 1.0, Movement Accelerator
Activation Time 2 seconds Inner Str. Cost 2215 ' M
Is Interruptible?  Yes Target Yourself ¥
Target Single Enemy Memory Footprint 2 memory units . :
It Can Be Used ~ Anytime Re-Use Delay 45 seconds g
) Activation Time 0 seconds -
I i Group Repairs 1.0 Agent Response  Yes :
Class/Type Patcher/Tertiary - Buff Noise (Aur. Mag.,) 50 t F
Description Group Repairs 1.0 adds health to any mission team mem- -
ber in the area of effect. The recipient's Max Health q

remains the same.
Formula 30 - 55 heal
Prerequisite(s) Repair and Upgrade L5, Restore Health 2.0
Inner Str. Cost 2215
Memory Footprint 1 memory unit
Re-Use Delay 30 seconds
Player Level Cap 7
Activation Time 4 seconds
Re-Use Delay 2 seconds
Target Party Members within 4m
It Can Be Used ~ In/Out

- g T
& i =T ==

"*F Movement Accelerator

=i
Class/Type PatcheryTertiary - Buff

Description This buff grants the target a +25% run speed increase.
Formula +25% to ground movement speed for 5 minutes

Noise (Aur. Mag.) As per normal running

Prerequisite(s) Repair and Upgrade L5, Bolster Health 1.0
Inner Str. Cost 301S

Memory Footprint 1 memory unit

Target Single Party Member

It Can Be Used ~ Outside Combat

Re-Use Delay 10 second

Range 10m

Buffer Size 5 units
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Selective Phage is the part of the Hacker tree that is
most useful in dealing damage to one opponent at a
time. Resist Viruses increases your Viral Deflection,
making viral attacks less likely to hit you. Logic Blast
3.0 is the next version of the Logic Blast attack, deal-
ing more damage than the previous Logic Blasts.
Disrupt Inputs 1.0 blinds your opponent, reducing
their chance to hit in Interlock. Overload 1.0 and
Processor Lag 1.0 are the two optional abilities.
Overload 1.0 reduces your opponent’s Combat Tactics
and thus their chance to hit in Interlock, while
Processor Lag 1.0 can be used on an opponent to
deal a small amount of damage at regular intervals for
a limited time. The Selective Phage ability increases
the range of your viral attacks.

— Researched by Nanohaxial

Resist Viruses

Class/Type Selective Phage/Secondary - Passive

Description This ability resists Viruses that target you. It allows Hackers
to build up an unusually high resistance to harmful
Viruses. You become increasingly more resistant to viruses
as you become more skilled with this ability.

Formula (Resist Viruses Lvl * 4) is added to the Virus Deflection
attribute in Execute Program checks
Ability Level Cap: 20

Prerequisite(s) Virologist, Transmit Virus L6

Memory Footprint 2 memory units

[T

t:i Logic Blast 3.0

Class/Type Selective Phage/Tertiary — Offensive
Description Logic Blast reduces your target's Health.
Formula - 144 damage

Prerequisite(s) Resist Viruses L8

Inner Str. Cost 141S

Memory Footprint 1 memory unit

Re-Use Delay 4 seconds

Range 20m

Target Single Enemy

It Can Be Used ~ Anytime

Level Cap 201S

Activation Time 2 seconds

www.thematrixonline.com
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Processor Lag 1.0

Selective Phage/Tertiary - Offensive
Description Processor Lag infects the target with a damage-over-time
attack.
Formula Duration: 30 second
Damage Interval: 5 seconds
Damage: 10 - 60
Prerequisite(s) Logic Blast 3.0, Resist Viruses L10
Inner Str. Cost 10 1S
Memory Footprint 1 memory unit
Re-Use Delay 45 seconds
Range 12m
Target Single Enemy
It Can Be Used ~ Outside Combat

"2
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Disrupt Inputs 1.0

Class/Type
Description
Formula

Prerequisite(s)
Inner Str. Cost

Memory Footprint
Re-Use Delay
Range

Target

It Can Be Used

Class/Type
Description
Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint
Re-Use Delay
Range

It Can Be Used

Selective Phage/Tertiary — Debuff
Disrupt Inputs infects the target with blindness.

Duration: 30 second
Target is Blinded

Resist Viruses L12
251S

1 memory unit
45 seconds

12m

Single Enemy
Outside Combat

"* Overload 1.0

Selective Phage/Tertiary — Debuff

Overload infects the target with a tactic score penalty.

Duration: 30 second
Target is -10 to Tactics Score

Disrupt Inputs 1.0, Resist Viruses L14
201S

1 memory unit

45 seconds

12m

Anytime

Selective Phage

Class/Type
Description
Formula

Prerequisite(s)
Inner Str. Cost
Memory Footprint

Selective Phage/Tertiary - Passive [Discipline]
Increases the damage of all virus abilities.

Concentration: (Character Lvl /4)
Viral Damage: (Character Lvl /5)
IS Regeneration: (Character Lvl /5)

Resist Viruses L15, Logic Blast 3.0, Disrupt Inputs 1.0
0
2 memory units

/
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"r*ff Pathogenist

Pathogenist is most useful in dealing damage to multi-
ple opponents. Resist Infection increases your Viral
Resistance, strengthening you against viral attacks.
Area Disruption is useful when surrounded by multiple
opponents, stunning any that are within 4 meters of
you for thirty seconds. Logic Bomb 1.0 is an ability
much like Logic Blast, but instead of hitting only one
opponent it is able to do damage to all enemies within
3 meters of the one you're attacking. The Pathogenist
ability itself increases the radius of your viral attacks,
giving you a greater chance to hit more opponents at
once. The optional ability Miasma 1.0 will reduce the
Combat Tactics of opponents within 6 meters of the
one you attack, giving you a better chance to hit them
in Interlock. The other optional ability in this discipline,
Static Field, does damage to any opponents within 3
meters of you every few seconds. This ability could be
useful when surrounded by several opponents.

— Researched by Nanohaxial

|, . .
‘,ﬁ' Resist Infection

Class/Type Pathogenist/Secondary - Passive

Description This ability resists viruses that target you. It allows
Pathogenists to build up an unusually high resistance to
harmful viruses.

Formula (Resist Infection Lvl * 2) is added to Virus Deflection in
Execute Program checks.
Ability Level Cap: 40

Prerequisite(s)  Virologist, Transmit Virus L6

Memory Footprint 2 memory units
e

L Bl W,

Logic Bomb 1.0

Class/Type Pathogenist/Tertiary - Offensive
Description Logic Bomb damages all foes within its area of effect.
Formula 24 - 96 damage

Prerequisite(s) Resist Infection L8

Inner Str. Cost 201S

Memory Footprint 1 memory unit

Re-Use Delay 2 seconds

Range 16m

Target Enemies within 3m of target Enemy
It Can Be Used ~ Anytime

Level Cap 20

Activation Time 4 seconds
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Pathogenist

Class/Type Pathogenist/Tertiary - Virus/Debuff

Description Area Disruption stuns foes within its area. This is a point-
blank area attack, good for disrupting a crowd of foes and
allowing the Pathogenist and his companions to regroup
or withdraw.

Formula Duration: 30 seconds
Targets are Stunned

Prerequisite(s) Resist Infection L12

Inner Str. Cost 301S

Memory Footprint 1 memory unit

Re-Use Delay 45 seconds

Range O0m

Target Enemies within 2m of you

It Can Be Used ~ Outside Combat

=

Miasma 1.0

A

Class/Type Pathogenist/Tertiary — Virus/Debuff
Description A Miasma field surrounds you, reducing the tactic scores
of any foes who enter it for a brief time.
Formula Toggle on/off
-5 to enemy tactic scores
Prerequisite(s) Area Disruption, Resist Infection L14
Inner Str. Cost 5 1S every 5 seconds
Memory Footprint 1 memory unit
Range Oom
Target Enemies within 6m of you
It Can Be Used ~ Outside Combat
Buffer Size 5 units

¥ static Field 1.0

Class/Type Pathogenist/Tertiary - Virus/Offensive

Description A static field surrounds you, repeatedly damaging any
foes who enter it.

Formula Toggle on/off
30 - 60 damage every 5 seconds

Prerequisite(s) Logic Bomb 1.0, Resist Infection L10

Inner Str. Cost 10 IS every 5 seconds

Memory Footprint 1 memory unit

Range 0m

Target Enemies within 3m of you
It Can Be Used ~ Outside Combat

Buffer Size 5 units
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Class/Type Pathogenist/Tertiary - Passive [Discipline]

Description Increases the radius of all area-of-effect virus effects by
m.

Formula +1m to all radii on area-of-effect virus abilities

Prerequisite(s) Resist Infection L15, Logic Bomb 1.0, Area Disruption

Inner Str. Cost 0
Memory Footprint 2 memory units




Network Hacker is most useful in dealing debuffs to
opponents. Resist Contagion increases your Viral
Deflection. Freeze System 1.0 mezes your opponent for
60 seconds, or until you attack them, preventing ability
use and targeting, as well as hampering movement.
Code Freeze 2.0 is similar to Code Freeze 1.0, reducing
movement speed for 60 seconds, or until your opponent
is engaged in Interlock. The Network Hacker ability
increases Viral Transmission, making your attacks more
likely to hit opponents. The optional ability Freeze Area
1.0 is similar to Freeze System, but has a 3 meter radius
and lasts for 30 seconds. These abilities are useful for
keeping opponents at bay. Overheat 1.0 reduces Ranged
and Melee Physical Damage Resistance, causing them to
take more damage from ranged and melee attacks.

— Researched by Nanohaxial

ARGON

Location: Achan, Slums

Argon is an Exile who likes to think

of himself as a careful planner and

strategist, but in truth he is
somewhat rash in his moves,
pushing forward out of hubris

Class/Type Network Hacker/Secondary - Passive

Description This ability resists viruses that target you. It allows
Pathogenists to build up a high resistance to harmful viruses.

Formula (Resist Contagion Lvl * 4) is added to Virus Deflection in
Execute Program checks.
Ability Level Cap: 20

Prerequisite(s) Virologist, Transmit Virus L6

Memory Footprint 2 memory units

Lt
'f“’ Code Freeze 2.0
S
Class/Type Network Hacker/Virus — Debuff
Description Use this ability to stop your target in his tracks for a short
time. If you damage your target from range, the virus
remains in effect. However, if you engage your target in
close combat, he will regain his ground movement.
Formula Duration 60 sec, breaks if target is damaged
Reduces target's movement speed to 0
Prerequisite(s) Resist Contagion L8
Inner Str. Cost 251S
Memory Footprint 1 memory unit
Re-Use Delay 45 seconds
Range 20m
Target Single Enemy
It Can Be Used ~ Outside Combat
Duration 1 minute

LG

Jﬁ_‘ Freeze System 1.0

and ego more than o
a'r:'ythmg else. U"_de:‘ Class/Type Network Hacker/Virus - Debuff
islst;):;:?:ss;v: ts::é‘ Yy Description A medium duration pacification, good for isolating a sin-
gle foe. Use this virus to pacify a single target. Targets
However, do not tak.e who are Pacified won't take any actions.
‘mate him, Argon has no com. | | om0 Dusiondsec
punctions about doing whatev- . aciles arget . .
er is necessary to gain more Prerequisite(s) Code Freeze 2.0, Resist Contagion L10
power and influence over the Inner St Cost 5015
Matrix. Memory Footprint 1 memory unit
Re-Use Delay 45 seconds

As a program, Argon was a
controlling routine. As an Exile, Range 20m
he still expects to be obeyed, Target Single Enemy
and is known for his terrible It Can Be Used ~ Outside Combat
rages when matters fail to go

his way. He is jealous and pos-

sessive of his paramours,

which has proved to be a vul-

nerability in the past. In the end, though,
Argon cares for no one more than himself.
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Class/Type Network Hacker/Virus — Debuff

Description Overheat causes the target to take more damage from
incoming melee and ranged attacks.

Formula Duration 30 secs
Increases ranged and melee damage done to target by
10%

Prerequisite(s) Resist Contagion L12

Inner Str. Cost 251S

Memory Footprint 1 memory unit

Re-Use Delay 1 minute

Range 20m

Target Single Enemy

It Can Be Used ~ Outside Combat

Freeze Area 1.0

Class/Type

Network Hacker/Virus — Debuff
Description A short duration pacification which hits all targets within its
area. This is a point blank attack, useful when surrounded;
you'll pacify all opponents in close proximity to you.
Formula Standard Virus check
Duration 30 secs
Pacifies targets
Prerequisite(s) Overheat 1.0, Resist Contagion L14
Inner Str. Cost 701S
Memory Footprint 1 memory unit
Re-Use Delay 1 minute
Range 0m
Target Enemies within 3m of you

It Can Be Used  Outside Combat

Network Hacker

Class/Type Network Hacker/Tertiary - Passive [Discipline]

Description Increases the chance of successfully infecting a target (or
targets) with a virus.

Formula +10 to the Transmit Virus attribute

Prerequisite(s) Resist Contagion L15, Freeze System 1.0, Code Freeze 2.0

Inner Str. Cost 0
Memory Footprint 2 memory units

www.thematrixonline.com

Guardian Patcher

This discipline includes several powerful buffs and sin-
gle-person heals. Quick Recovery increases your
Combat Evasion, giving you a better chance to avoid
Interlock. Fast Healing 1.0 increases your or a friend-
ly’s Health Regen 100% for 10 minutes, allowing you
or a friendly to quickly recover from damage taken.
Restore Health 3.0 is a more powerful version of the
Restore Health abilities, healing even more Health.
Guardian Patcher increases your Healing and Combat
Evasion even further. The optional ability Restore RSI
can be used to bring a dead friendly back to life,
though they will have minimal Health and Inner
Strength, and will be Stunned for 30 seconds. The
Combat Enhancement ability can be used on a friend-
ly or yourself to increase Combat Tactics, making you
more likely to hit in Interlock, and avoid Free-Fire.
Personal Firewall 1.0 increases your Viral Resistance,
making you stronger against other Viral Attacks.

— Researched by Nanohaxial

—_-""'\ Quick Recovery

Clasy/Type Guardian Patcher/Secondary - Passive

Description This ability helps the Guardian Patcher to avoid being
drawn into Interlock combat. As you grow in skill, you'll
be better able to resist melee combat situations.

Formula Increases Evade Interlock Ability by 2 points per level
Ability Level Cap: 20

Prerequisite(s) Patcher, Repair and Upgrade L6

Memory Footprint 2 memory units

Restore Health 3.0

- W]

Class/Type

Guardian Patcher/Tertiary - Buff

Description Restore Health 3.0 adds to a character’s current health.
The recipient's Max Health remains the same.

Formula 65 -120 damage

Prerequisite(s) Quick Recovery L8

Inner Str. Cost 201S

Target Single Friend

Memory Footprint 1 memory unit

Re-Use Delay 4 seconds

Range 20m

Player Level Cap 20
Activation Time 2 seconds
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g‘ﬁ' Fast Healing 1.0 f* Restore RSI

Class/Type Guardian Patcher/Tertiary - Buff Class/Type Guardian Patcher/Tertiary - Utility

Description Use this ability on a friendly target to double her regener- | Description A character with this ability can restore an incapacitated !
ation rate for a while. ally's RSI. A “dead” character whose RS is restored is

Formula All health regen rates are double normal immediately returned to a living state. The newly raised

character will be at 1 Health, 1 Inner Strength, Stunned

Prerequisite(s)  Quick Recovery L12 for 30 seconds, and under full death effects. The newly

Inner Str. Cost -~ 3515 restored character is teleported next to the Hacker.
Target Single Friend Interface You target the corpse of a friendly character and activate
Memory Footprint 1 memory unit this ability. The target character sees a pop-up dialog, ask- |
Re-Use Dela 15 seconds ing him to confirm this action. If he clicks yes, the ability il

v continues to execute. If he clicks no, or the dialog times :
Range 10m out (default is 1 minute), the ability aborts, but you still {
Buffer Size 12 units spend the Inner Strength. :
Duration 10 minutes Formula None; automatically succeeds if confirmed by target 1
T ) Prerequisite(s) Quick Recovery L9 ]
/ﬂi Personal Firewall 1.0 Agent Response  Yes g
Clasy/Type Guardian Patcher/Upgrade - Buff Noise (Aur. Mag.) Low . T‘
Description Use this ability on a friendly target to increase her resist- Inner Str. Cost ‘ 7515 ' o

ance to viral damage for a short while. Memory Footprint 1 memory unit ol
. . T =
Formula 20% Damage Resistance vs. Virus damages Target Single Dead Friend 13
Prerequisite(s) ~ Fast Healing 1.0, Quick Recovery L14 It Can Be Used ~ Anytime 1l
Inner Str. Cost 4015 Range 100m :
Memory Footprint 1 memory unit ey !
s, =

Re-Use Delay 15 seconds L~ Guardian Patcher
kange 10m Class/Type Guardian Patcher/Tertiary - Passive [Discipline] I ity
Target Single Friend Description Increases your healing abilities and ability to resist - :
It Can Be Used  Outside Combat Interlock.

Buffer Size 14 units Formula Evade Combat: +25%
All Healing effects: +20

Prerequisite(s) Quick Recovery L15, Heal Other 3.0, Fast Healing 1.0

g
“x? Combat Enhancement 1.0 Inner Str. Cost 0
S Memory Foolprint 2 memory units

Duration 5 minutes

%

- g T
& i =T ==

Class/Type Guardian Patcher/ Tertiary - Buff

Description Combat Enhancement gives the recipient a slight bonus
to his tactic score.

Formula +10 to tactic scores

Prerequisite(s) Restore Health 3.0, Quick Recovery L10
Inner Str. Cost 401S

Memory Footprint 1 memory unit

Re-Use Delay 15 seconds

Range 10m

Target Single Friend

It Can Be Used ~ Outside Combat
Buffer Size 10 units
Duration 5 minutes
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