Character Respect
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Skill progression is invariability linked to player progress in Auto Assault; as the player gains in levels, more skills become available for purchase and current skills can be boosted in capability with Skill Points (SPs). As the player becomes experienced with the skill system and learns what skills are more powerful, the better paths to follow through the skill system and the most efficient methods by which one can become most effective will be much more obvious. Or, perhaps, the player simply wishes to change their set of skills. Unfortunately the only way to start all over, however, was to make a new character, and for those that have spent time and effort building their high level characters, that is simply not an option.
Introducing the “character respec” capability! Character respec is available through a vendor at the major cities in the Central Wastelands. For a price, a player can clean out all of his skill trees and attributes, then reallocate the accumulated Skill Points and Attribute Points (APs) into their respective systems without penalty. For instance, a player that had accumulated the use of 100 SPs and 100 APs through the life of the character will have exactly that much to spend again on skills and attributes after purchasing the respec. This is a fantastic benefit to those who wish they’d made different choices earlier on, but would rather not start from scratch with a new character. 
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Let’s look at a particular example. Here we have a Human Level 80 Commando with the current maximum amount of SPs and APs allocated. This Commando has spent his SPs into a variety of skills intended to maximize the use of rapid-firing, high damage-per-second (DPS) weapons – skills found in the low- to mid-level but maxed out in rank. 
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Battle Training, a Level 1 skill, is at maximum rank, increasing accuracy by 19% and adding 0-8 points of energy damage. 
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Another Level 1 skill, Optics Boost, also increases accuracy for energy weapons, and 2 maxed out Level 10 skills, Power Ammo and Quantum Methods, add even more energy damage. The result is a huge boost for the use of energy weapons.
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Our Commando now wants to change his skill set into a major damage dealer, able to dole out massive heaps of damage to one or a group of opponents in successive fashion. Now, after the “respec”, the Level 80 Commando possesses the Level 60 skill Electrical Storm, which doles out massive energy and fire damage over a 40-meter radius. 
IMAGE6: Build 2 – Magnetic Lockdown.jpg

The Commando can couple this with another Level 60 skill, Magnetic Lockdown, for even more energy splash damage – including a stun effect – and back it up with direct damage skills, like Particle Ray (capable of doing 390-450 points of damage) and High Voltage Bolt (240-356 points of damage), a Level 70 skill. Obviously, the concentration on high level, big damage skills can create havoc over a variety of opponents in rapid succession, and creates a tactical way of playing very different from the rapid-fire damage setup the Commando had before.
Loot-link

Loot-linking is a highly useful feature that allows players to link an item of inventory to a chat message. Players who see the chat message can click on the item name and will be able to see that item’s exact statistics and characteristics. Players won’t have to describe what their items do in base terms and those interested in trading can at least be sure that the player actually owns the item they are selling (but still, with trading, players should always be careful). 
So why is this extremely useful? Unlike other massively multiplayer online games, every item Auto Assault’s loot system generates is unique. While most items do have a generic base, their specifics and statistics can vary greatly. On top of this, player modifications in the form of enhancements and gadgets can heap on huge improvements to items, boosting them way beyond their normal capability. When a player is talking about a superbly powerful unique item, the player can back it up easily.
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In this example, we have a typical high-level weapon, the Xeno Laser Machinegun. It’s a multi-target weapon (can hit usually 5 opponents at once) with a damage per second (DPS) rating of around 18. Xeno Laser Machineguns typically have an accuracy bonus around +180, generate 3 heat units per shot and have a refire rate around three-quarters of a second. They also generally have around 3 gadget slots.
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Sometimes loot drops of this or other items can have enhancements already on the item. Here we have a Xeno Laser Machinegun that already has a 2% refire rate increase.
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This one has a couple of enhancements on it – possibly added during crafting – which offers a 4% hit bonus, a 12% additional range bonus, and a +5 hazard charger bonus. A lot of nice bonuses on this one.
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Here we have a Xeno Laser Machinegun that has two of its three gadget slots used – most likely added by a player to improve the weapon. In this example, a gadget that adds 1-3 points of physical damage and one that does adds 1-3 extra points of fire damage
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Finally we have a weapon that is totally tricked out. It has a number of cool enhancements and has its gadget slots all filled up. This is a good example of how you can turn a regular weapon into a totally decked out weapon, but of course the variation in enhancements and gadgets, as well as the randomization of the weapon’s statistics, can create an infinite number of unique items.
Uber Missions
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Deep in and around the regions of Ground Zero the truly stalwart have made a demand for big, epic quests – truly elite missions that can tax players to the maximum and offer truly impressive rewards for completion. We have now added these tasks, which we commonly refer to as Uber Missions.
Uber Missions are not for the meek or light-hearted. They represent a huge investment of time and energy and a pint of blood, sweat, and tears. The rewards can be huge, offering epic reward items that go far beyond the capability of most of the items available in the game. Some Uber Missions link other Uber Missions in chains. Those that manage to complete these Uber Missions would be amongst a very select group of elite Auto Assault players. 
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This is one of the tamer, basic Uber Missions: kill off a thousand Justice members. It sounds basic, but we really don’t want to give away what some of these missions may require – we want to leave that for the players. Suffice it to say it may take weeks to finish some of these, and that’s a very conservative estimate.

As you can see the reward items are fantastic. For this Uber Mission regarding the Justice members, you can get this Sword of Justice, a melee artifact that does 135-267 points of damage and includes a penetration bonus of +21. 
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This piece of Uber armor is the Justice “Unity” Armor. It has 5 gadget slots, has a defense bonus of +200, adds 175 hit points, and offers massive damage resistances.
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This tricked out Uber vehicle chassis is an Elite Biomute Disembowler. Sounds pretty cool, eh? It’s a medium vehicle with 4 inventory tabs, a max speed of 115 mph, 4 gadget slots and a whole lot more.
All of this cool Uber technology can be yours – if you beat the wide variety of Uber Missions we’ve added to Auto Assault. Just remember, they won’t come easy. 
