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Swtor sith assassin mods

The only thing the tree's taking is the back end. I see that tree as a terrible tree in its current form. It's nice for PVP, but it really offers no survival at all, and PVE? Oh, my God, I hate it.... A lot. The lone elites for missions are eating me alive right now. I'm using everything I need to be against them, but I go to a higher level, the more I'm destroying ----- and yes I'm
keeping my gear very up to date. I think the tree name is starting to live up to its name . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Deception pve is a fantastic tree for solo game. Use khem to use
tanks or talos to heal, I find myself better talos in almost any situation. The damage he's done will burn most things in one fell sn out. The problem is more likely if you are using Khem with her modular gear and blues bc greens not getting you get on with tasks but lighten up your armor more if you are up to snyg. In op go for more mods that crit, surge or increase
power depending on how you want to play. Power will increase all your damage flat, increase the likelihood of further damage to your crits strokes, and your surge crits activity will greatly increase. Filefront Original Review: This mode works very well for what it is intended to do. When I was playing the Knights of the Old Republic II, I always found it strange that sith
assassins didn't use the lightsaber as a weapon. This mod fixes, and from what I've seen it does without any errors. Good job, keep fixing the game for us. - Welcome to Enterprise2002 Sith Assassin mods guide, the latest article in a series about Star Wars Galaxy heroes where you take a look at the best mods for individual characters. Although I do not claim to
belong to all the answers in this game, I have used every toon to do my research and write extensively. This mod is based on suggestions to help you in your quest to dominate the character kit and the real game Heroes Holotables Galaxy. Today I'll be looking at mods for obscure canonicity, one of the unnamed characters of Sith Assassin. Sith Assassin made it
into the game with a fantastic skill set that allows him to ignore protection and grant allied Sith return yards. It also plays a role in phases 2 and phase 4 of the Sith Triple Raid. With the introduction of Darth Revan to the game and the new Sith Empire tag, Sith Assassin is expected to vault to the top of many player lists so be sure to review the following mod
recommendations. Main Focus: As always, speed is required to increase the early return meter, especially dark shroud. When the SASS uses this skill to start a battle, stealth and foresight win for 2 rounds, then all Sith allies earn 12% Turn Meter for each buff, so if the 24% TM gain wins the battle, it goes to Sith Assassin's teammates. Additional Areas to Focus on:
Post-Speed, Luck and Offense will maximize Sith Assassin's protection, making it easier to quickly overthrow the enemy by ignoring the damage. Sith Assassin stun his attack special, Electrocute and down his base, Exploit Weakness, so boosting him Potency is useful that could inflict kidnapping down. Although Sith Assassin Stealth spends a lot of time, increasing
its survival through defense as well as flat protection and health secondaries is still important, otherwise he will die quickly. In-Game Mode Recommendations: Speed and Critical Luck. There is no major disagreement here, because these are two statistics that, when developed, make your kit stronger. But you might consider surviving more as the second area of
focus after either Crime or Speed. Ideal Mod Setup for SWGoH Sith Assassin: Sith Assassin started out as a SWGoH character used as a nice support on Zeta Maul teams and other Sith-led teams, but it didn't really have any place in the previous Sith METAs. However, Darth Revan META is incredibly useful here now, having a lightning fast Sith Assassin. Thus,
here are my mod recommendations for SASS: Transmitter (Square) – Speed mode with crime primary; Receiver (OK) - Critical Chance mode with speed and crit chance secondaries as well as potency and offense if possible; Crit chance and crime seconds, as well as health and protection if possible Processor (Diamond) - Speed mode with defense primary; Speed
and crit chance of seconds, as well as potency and crime if possible Holo-Array (Triangle) - Speed mode offense or critical damage primary; Speed and crit chance of seconds, as well as potency and crime if possible Data-Bus (Circle) - Speed mod with health primary; Speed and crit chance secondaries as well as potency and offense if possible Multiplexer (Plus) -
Critical Chance to mod with potency primary; Note that speed and crit chance secondaries as well as crime if possible: Transmitter, Processor and Data-Bus mods are much more common. If you can maximize these statistics using an MK V, tier A mode is ideal for this. Images, SWGOH.gg Update 4.x. Note: With Game Update 5.0, the final game gear will now make
these tables unusable before they can be obtained through vendor tokens. Note: All gear parts will give you the Durability stat, so it is not listed in the table below. As of Game Update 4.0, Mods have Defense (Tanks) or Power (DPS/Heals) as secondary stats along with all Mastery and Endurance. Belts and Brackets do not have development slots and are therefore
excluded. The purpose of this guide is to show you what statistics the default vendor gear has so that you can plan in advance when min/maxing. Visit our class guides to see the most appropriate statistics recommended for your class. Sith Inquisitor, Jedi Consulate, Imperial Agent and Trooper offhands can all be changed within classes, so get the best one Class.
All main hands, headphones and implants can be replaced within a specific master class. As of 4.0, you can also use the same gear in different classes. In this case you would love to gear up with the right set bonuses for the proper class. Patch 4.0 slot DPS/Healer enhancements best +104 Endurance Mastery, +116 Power, +168 Alacrity/Accuracy/Crit. 4.0 slot Tank
enhancements best +104 Durability, +116 Defense, +168 Absorption/Shield. In 4.0, all operational equipment has the best in slot modes and enhancements, and headphones/implants are available for any of your desired third-party statistics (so they are no longer in this table). Suction gear is highlighted in silver, Accuracy is highlighted in yellow, Alacrity is
highlighted in green, and Crit is highlighted with red. PvE Vendors Sith Juggernaut/Jedi Guardian Sith Maurader/Jedi Sentinel TankWar Leader DPSVindicator's DPSWeaponmaster's Head Shield Alacrity Alacrity Chest Shield Crit Crit Hands Suction Accuracy Accuracy YOnrma Legs Suction Crit Crit Feet Suction Accuracy Accuracy Accuracy Mainhand Shield Crit
Crit Offhand Suction Accuracy Accuracy Note: Weaponmaster and Challenger gear sets share the same set bonus, so mix and match their armor, along with mods and enhancements. Sith Assassin/Jedi Shadow Sith Wizard/Jedi Sage TankSurvivor's DPSStalker's DPSStalker's HealerForce Mystic's Head Shield Alacrity Alacrity Alacrity Alacrity Alacrity Chest Shield
Crit Alacrity Hands Suction Accuracy Accuracy Crit Legs Absorption Crit Crit Feet Suction Accuracy Accuracy Crit Mainit Hand Shield Crit Crit Crit Offhand Suction Accuracy Accuracy Crit Sniper/Gunslinger Operative/Scoundrel DPSField Tech's DPSEnforcer's HealerField Medic's Head Alacrity Alacrity Alacrity Chest Crit Crit Crit Alacrity Hands Accuracy Accuracy
Crit Legs Crit Crit Crit Crit Feet Accuracy Crit Crit Rhythm Crit Feet Accuracy Crit Crit Crit Feet Accuracy Crit Crit Feet Accuracy Crit Crit Main Hand Crit Crit Crit Offhand Accuracy Accuracy Crit Powertech/Vanguard Mercenary/Commando TankSupercommando's DPSCombat Tech's DPSEliminator's HealerCombat Medic's Shield Head Alacrity Alacrity Alacrity
Alacrity Chest Shield Crit Crit Alacrity Hands Suction Accuracy Accuracy Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit
Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit
Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Crit Feet Suction Accuracy Crit Mainhand Shield Crit Crit Crit Crit Offhand Suction Accuracy Crit PvP Vendors Sith Juggernaut / Jedi Guardian Sith / Jedi Sentinel TankWar Leader DPSVindicator's DPSVindicator's Head Absorption Crit Crit Chest Shield Accuracy
Accuracy Handsit AbsorptioY Accuracy Accuracy Accuracy Legs Suction Crit Crit Feet Shield Accuracy Accuracy Masterit Crit Crit Offhand Shield Accuracy Sith Assassin/Jedi Shadow Sith Sorcerer/Jedi Sage TankSurvivor DPSStalker's DPSStalker's DPSForce Master's HealerForce Mystic's Head Absorption Accuracy Alacrity Crit Chest Shield Crit Accuracy
Accuracy Hands Suction Crit Accuracy Alacrity Legs Suction Accuracy Alacrity Crit Feet Shield Accuracy Crit Alacrity Mainhand Shield Crit Accuracy Crit Offhand Shield Accuracy Crit Alacrity Sniper/Gunslinger Operative/Scoundrel DPSField Tech's DPSEn Forcer's HealerField Medic's Head Crit Accuracy Crit Chest Accuracy Crit Alacrity Hands Accuracy Crit Alacrity
Legs Accuracy Crit Crit Feet Crit Accuracy Alacrity Mainhand Crit Accuracy Crit Offhand Accuracy Crit Crit Alacrity Powertech/Vanguard Mercenary/Commando TankSupercommando's DPSEliminator's HealerCombat Medic's Head Absorption Accuracy Alacrity Crit Chest Shield Crit Accuracy Alacrity Hands Absorption C Alacrity Legs Suction Accuracy Alacrity Crit
Feet Shield Accuracy Crit Alacrity Mainhand Shield Crit Accuracy Crit Offhand Shield Accuracy Crit Alacrity Complete Deception Assassin SWTOR 6.0 Guide to Accuracy, suitable for players who want to improve their performance! It primarily focuses on PvE, but it also touches some fundamentals to the PvP aspect. Guide written by Zak VULKK.com Star Forge
server PATCH 6.1.2 UPDATED FOR INTRO Deception DPS discipline explosion for Sith Assassin.  This guide is mostly going to focus around PVE but may contain some PVP information. Single target DPS: Deception has solid dps and can be used in all end-of-game content.  Right now it's roughly in the middle of pack dps wisely.  Domain (AOE) DPS: Deception
has some very powerful explosion aoe dps when using tactics that can cause injury so aoe performs well in short aoe engagement despite the damage falling over time. Goal change/versatility: You can't be better off without deception when it comes to target change and rotation flexibility.  Changing targets lose no harm as there are no buffs or capabilities needed to
implement targets and rotational capabilities that can be moved around with relative ease. Mobility: One of the most important parts of dealing with damage as a melee is being within range of the target.  Deception is a very fast discipline with frequent root breaks in the form of force speed and Phantom step. Its bounce is on a pretty long wait though. The biggest
drawback here is that maul sees 85% of the maximum damage and you have to stand behind the target in front of the target. Utility (PVE and PVP): Deception has some of the best utility in the game in the form of its stunner, teasing, taunts, and pvp but seizures in PVP is one of the worst disciplines for the dominant benefit where the stunner is not as useful
deception. Being strong with an experienced team to make up for other players' mistakes turns very heavily. However, clever use of teasing can save your team or help you deal with mechanics. Burst: Deception has some of the highest damage outputs in the game at the start of the fight due to the bonus set.  This explosion of the best parts is flexible and can be
worked to suit any situation. Defense Cooldowns (DCDs) 5/10: Deception has a few powerful DCDS leaving deception in a good place as some solid passive damage reduction and endurance goes. STATS PRIORITIES AND THREAD TIPS Statistics Priorities This is my current gear.  As you can see, I'm perfectly min/maxed as my stats are just over 1590 accuracy
and 1213 alacrity but that's not a big deal.  I can drop 20 total points when 3300 crit 9600 power and 12300 mastery is a very small amount of 20 points. Here is a link to a chart that outlines mods and enhancements that should be used to achieve the ideal statistics for each class in the game.  I want to thank Sevrahn. 110% accuracy (1590 degrees of accuracy). 
PVP is a better option than accuracy of 105% (roughly 600 rating does not need to be complete) as a side note. 1213 alacrity, it will take 7.12% alacrity layer.  If Loncan has 5% alacrity buff, you can run 1895 alacrity, but this will be disabled within Master Mode operations and pvp is sorted. Everything else must be made critical. About 3300 crit. Relics must end with:
Level 75 are by-by-clear the best relics for content-driven revenge (mastery) and serendipitous attack (power). The 3300 crit is not so good that you are already entrusted with crit and the alac click is pushing the maximum crit you want so the residue is just not quite as good. For level synchronized content, you want to use destructive Revenge (crit) and Primeval
Fatesealer (activated alacrity residue), for something that is not Dxun or PVP, because other relics of power and mastery will not help you and you are hated to mean you have nothing better than having nothing. Set Bonus Set bonus must be Death Knell. This set bonus reads: (2 pcs) 2% mastery boost (4 pcs) recklessness reduced by cooling 15s and consume a
heap of recklessness every time you win a critical chunk of recklessness causing the next Maul or Assassination to automatically hit the critical. Stacks up to 3 times. (6 pcs) Every time you consume a pile of recklessness, you earn a heap of Reckless Carnage, which increases your melee damage by 10% per stack and lasts for 30 seconds. Stacks up to 3 times.
Tactical PVP: Two Cloaks (force cloak 2 charge) are crazy for survival as dps and deception to be powerful to disappear twice. The ability to swap tactics during a boss encounter was removed from the game.  Because these Two Cloaks are now a useful tactic for Deception in PVE content. PVE (single target): Awakened Flame This is best for damage output. 
Causes Ball lightning to place a point on target with 100% uptime. You can preload 2 decks for the force cloak with two cloaks and then exchange them Awakened Flame before the war to take advantage of both.  PVE (aoe damage): This cut can cause injury after using the cut 8 causes discharge up to the target. It is best to be the only tactically oriented aoe
damage for deception. A tip with this tactic is that you can use the cutting slitting line that is completely buffed so you can earn more running time discharged aoe before the fight starts or before discharge.  When amplifiers are combined with Awakened Flame tactics you will be clearer than most dps as armor penetration amplifiers give you about 2000 dps of force-
based energy damage to the psychokinetic blast point effect.  This means that armor is affected by damage to the pen, not the weapon. CAPABILITIES AND CAPABILITIES The following tables include key passive, rotational, rotational and other capabilities, as well as offensive and defensive occupancy. Important Passives ABILITY DESCRIPTION Voltage Gives
the ball a 50% chance of triggering your static load on each stack. Stacks up to twice. This increases the regeneration of the force applied by entering the voltaic oblite and tearing Dark embraceUsing maul or hidden 25% and reduces the damage received by 15%. It'll take 15 seconds. (This will always be active as Maul's occupancy is 10 seconds. It is important to
use maul even in aoe situations due to buff) reduces the cost of ball lightning force by 25% per heap of induction stacks up to 2 times. This buff causes what the ball lightning light and frankly should be ignored. A little more force will handle more damage using a ball lighting that costs more than delaying an ability to save some power before. Deception is like a force
neutral rotation so unless you're using a ton of buffed mauls that will never end when power gives static charging to 3 stacks of electrical ambushRecklessness and ends up reducing active cooling on the recklessness of 60 seconds of output warfare. This power cloak effectively makes you reset your standby on recklessness. Also, make sure you don't use
recklessness unless you have a static load stack of 0 or you don't waste your stacks. DuplicityThis is maul buff. The filling in Maul isn't as passive as it is. It is important to note that because the maul is separate, its standby starts at the time its standby buff is applied and when the maul is used, maul Amped VoltagePhantom gives step 3 static load stacks. Use this
only if you have 0 stacks of static charging such as recklessness. Extra discharge source. Rotation Capabilities DESCRIPTION Discharge This capability should be used as soon as you reach 3 stacks of static load, which will cause the ability to burn on the hotbar. Never use this under 3 stacks. Top LightningThis capability is critical to creating static loads because it
automatically causes your posture to hit the target even as your posture continues to cool. can only be used with voltage buff 2 stacks. Voltaic slashIt is very important for rotation as it is what gives the voltage stacks that do not hurt when the primary fill is something better to use but allows the ball to do its job of lightning. The harvest strike was added with this 5.0
and serves as a heavy hit filler ability. It is important to point out that the harvest strike has done more harm than their own. The AssassinateThis capability is an important component of deception's resource management and costs half the cost of your skills, along with the grim reaper's hasty program. Normally only 30% can be used on health care with the grim
reaper rush program available under health. MaulThis skill is half of what makes cheating. It is important to understand how Maul works best to get rid of deception. Maul's ability to buff hypocrisy makes no standby but maul cost 75% less power and deal 20% more damage has a 10-second standby. This starts when you use maul because of the maul on a 10
second standby but unlike most capabilities do not win buff as soon as possible. You can delay maul by more than 6 abilities without losing someone who makes the return of deception flexible. Maul deals 82% of the maximum damage when used in front of the target make sure you stay behind the target (this is already good practice for most dps classes as bosses
often have frontal cleave). LacerateThis is a 360-degree attack that hits up to 8 targets that are not used as single targets but there are some good passive buffs and are part of the aoe rotation. SlashThis is a new capability cut with 6.0. It's not the most exciting talent added with 6.0, but it does deal even more damage to lacerate with the lambaste program so it
improves our overall damage output in aoe cases. Discharge with May Cause Injury causes you to become an aoe. Just make sure you aim at the target as it hits a small cone in front of you. Non-Rotational Capabilities Ideally, none of these capabilities will be used as they are used in some cases. ABILITY Saber strikeThis is a free attack that you use when you
can't afford anything else. You really should not use it at all but sometimes you find yourself forced a little too hard to force and you need something to do. Low SlashFor pve Low Slash is just used when you find yourself out of range and want to do some damage when walking back to the boss. Pvp is the best stunner in the game possible to keep a target locked as it
applies a 4s stunner with a 30m range and a wait of just 15 seconds. Force SlowThis can be used from the 10m range if you find yourself outside 4m with no 10m range capabilities off the CD but you should not have to resort to using low sbuds due to almost slow force need to do more damage. Other Abilities JoltThis is your interrupt promise to cancel the target's
dumps and channels. It is used to complete some dominant mechanics and shut down PVP competitors. Although ElectrocuteThis is not usually used in PVE, its use is stunned. You can't move quite straight forward to target 4s. Any stunner/root of unbreakable WillRemoves is currently active. It can be used mostly for PVP but in some places to avoid mechanics in
operations. Unbreakable Will removes you from any stun/root that is currently active. It can be used mostly for PVP but in some places to avoid mechanics in operations. OverloadThis is your push. With a range of 15m, a 180 degree arc runs in front of you. It is mostly used in PVP but is used for some mechanics in operations. Although overload is not the push that
pushes it back towards the farthest it has the longest range... Mind control This is your teasing. His target will be forced to attack you in the '6s on PVE. A DPS likes to be behind the target and should be used infrequently as it can only be extremely useful for completing mechanics and collecting loose when a tank or other teammate makes a mistake. It's roughly
90% of the dominant program of deception. In PVP, if they attack someone other than you, it reduces the damage to targets by 30%, so it should be used on cd in enemy dps. This capability for Mass Mind Control Deception reduces your active threat, which seems to be more important than ever in 6.0, as a huge gain from DPS comes from set bonuses and tactics,
meaning tanks have relatively fewer damage outputs than DPS at 5.0. PVP only works the same as mind control as an aoe. Offensive Cooldowns ABILITYDESCRIPTION Recklessness gives you recklessness 2, 3 with the program, the next 2, or 3 stacks of a buff of the same name, causing force capabilities to gain a critical hit chance of 60% and automatically
gives you 3 stacks of static charging. Death Knell gives you 2 buffs that stack both 3 times while trying to bonus consuming these stacks. The first, reckless critical, causes you to get a 100% additional chance to hit the next Maul or Assassination critical. The second, reckless carnage increases melee damage, handled by 10% for 30 seconds. Between these two
buffs you get 3 critical hits from the best melee attack that has increased all 30% damage. Phantom StrideAs Deception, Phantom Stride immediately creates 3 stacks of static load that allow for additional discharges. Force Cloak, you're disappearing from the War. Normally this is not all that important but Deception has a passive that reduces the active coolness of
Recklessness by the 60s when it therefore effectively takes off the fight using resets the coolness of recklessness. Overcharge SaberThis can be considered both defensive and offensive recharge and this pve section. It heals you for 15% of your health and 25% chance of activated your posture and increases the damage to your posture by 50%. When your posture
is activated, you also gain a small amount of health. This is important because the faster you earn static load stacks, the faster you can hand over discharge, and static charging is achieved when your posture is activated. Normally it is best to use this when you are not in full health, so you can benefit from both damage and healing but learn fights and know that you
will be taking damages for a while as you see fit safely and that you can only use it for offense. Defense Cooldowns ABILITYDESCRIPTION Force ShroudSy class regardless of the best defensive standby in this game. Unfortunately, the rest of the sin toolkit is not up to standard shroud sets. With disjunction program that resists all force/technology attacks for 3s, 5s.
To ignore the mechanics provided incredible know what's on the way and when it's coming. Also, this liquidation point so that it acts as a cleanse of itself that can really help healers. Deviation for 12s 50% melee/intermittent defensive chances buff. He doesn't do anything when you're dazed. In PVE, this is useful when bosses often use them as melee or damage in
their basic attacks. Force CapeYou gives 2 or 4 seconds of shrouding depending on whether you get disjunction in this with the exit fight and shrouded in the benefit of insanity. This additional shroud can perform a second cleaning when the shroud is down and will prevent what the shroud is doing. You can also cancel the transcripts for your disappearance. PVP is
the most valuable to get out of battle by escaping into a corner of this standby and using it to fully heal yourself out of the fight. Medpack Is restored to health upon anization. There is a 90-second waiting area and each conflict can only be used once. Most classes are limited to medpacks but assassins and operatives are not per-rule once. Overcharged Saber is an
important tip to use medpack, and when used defensively, you should try to avoid healing on it. The medpack alone won't heal you if you heal for 70% health and 30% for the medpack, but if the healer were to cast you an improvement it would heal 0 effectively waste your healer time. Minimizing healing will make it easier for your healers to keep your group alive.
UTILITIES Master Avoidance, take this for everything. Cooling reduction on unbreakable willpower, force speed and shake is all too strong for a skilled utility. Formless fantasy, this gives 30% aoe damage reduction.  This is a very good utility to get so getting dps is in the form of a good deal cleave damage. I recommend it for all fights. In the lamp, it damages the
tear by 25%.  Get this for everything that includes hitting multiple targets at the same time, even if it's just along a wave or two inserts Boss fight. There's nothing else in mastery anyway. Electrical skins cause overload roots enemies to be able to move to 5s. Most things in operations however can't be rooted in fights like styrak nim but its chain ghosts need to hit
back and keep this utility rooted at a mandatory distance but this is highly situational. Assassin's shelter provides a 5% damage reduction for the dominant group 6s and heals everyone for a pathetic amount of healing over 6s.  It won't affect you.  It's something I'll take if I don't have anything else to buy. Other skilled utilities focused on PVP and I didn't get them.
Ingenious Fade reduces force cloak cooling for 30 seconds. Get this means more recklessness that means more damage to the cape for everything. Get this for pve and pvp everything. Audacity earns an additional chunk of recklessness, and over-filling is reduced to 2.5s.  Heaps of extra recklessness mean more dps, especially with the knell set of death. Pve get
this for everything. Speed fluctuation, top lightning increases the movement speed by 50% to 6s.  Personally, I help the boss do this as a close melee dps how it improves damage and speed. I get this when I have a backup utility. Emersion breaks the movement that disrupts the effects of force rate and makes them immune for the duration.  There are not many
fights that are significantly slower than this situational guarantees you are taking root or this but you have the best root end of this class if you need it. Obfuscation increases the speed of movement by 15%.  Not a big fan of this utility is just a fairly small speed increase that's good for constantly chasing bosses in motion and is moving at a slightly faster pace.  I find
that most frequent fights require movement with speed bursts and constant slight speed boosts that makes speed fluctuation a better choice.  It's only when I consider using this to raid with a sin tank that i am taking this program and therefore melee dps are tanking worse in my opinion which is kiting the boss faster. You should try to help your DPS as a tank, not
force them to use the transaction wait times they can record later. Dark stability grants stun immunity for 6s when deviation is activated.  This is very situational i usually only get to nim the Brontes as a dps.  It allows you to be stunned by deviation, so the chance to defend remains active. Haunted dreams are not good for the last two pve although pvp is amazing.
The heroic Reaper's rush, using the ghost step, causes your next assassination to become available in over 30% way, causing the target to cool down to be killed within 10 seconds. reset my kad.  Deception as assassination helps protect your power as it is imperative.  The shroud of madness gives the shroud to Force Cloak 2s, with 4 disjunctions. It is very useful
for fights with cleanses and you can also avoid some damage. I get this for most fights. Disjunction extends the shroud time by 2s and force speed time 0.5s.  I take this as a shroud, our best defense, and this benefit is a very good synergizis with a shroud of madness. Phasing phantasm gives a 25% damage reduction for force rate time.  I've seen this utility received
60% to 25% of a large nerf but it's still useful for some situations. I don't usually take it but I can use speed to stay on the platform with tentacle even multiplying that TFB is boosting even solid dps for something like TFB.  Situationally amazing utility but usually give up for the above 3 utilities. Insulation increases armor by 30%. This utility is not as surprising as it is
only 30% of our lightweight armor and you have to give up a heroic benefit to get it, but there is little need for extra shrouds or longer shroud fights that go for some passive damage reduction.  Retaliatory grip, Deviation directly reflects 50% of force/technology damage. This is very situational as it doesn't actually just protect you from the damage that reflects it.  If it is
possible to stand on fire for the entire 12 seconds without dying, there is some good damage.  It would also be incredible if you protect against deviating damage, but now it's just a way to fluff some dps while making your healers hate it. The remaining heroic benefit is not worth taking on real boss fights, although a harnessed dark dummy can be good for an extra
autocrit at the beginning of parsing. The Sample Build is a picture of the utilities I run most often here.  I don't run these for every fight.  I break down my opinion on each of the above useful or widely used pve ui programs. I skip a few utilities that are pvp-oriented or often not helpful.  Most of the 6.0 pve changes for ROTATION Opener Deception are felt in the
opener.  I suggest you enter the secrecy while waiting for the boss to withdraw then use lacerate 2-3 times before returning to the secret to make sure there are both stacks with 15 seconds left as much tension as possible when the fight starts.  Tanks can be quite annoying to allow you to prepare for the opener so I want to be ready for a pull at any time when it
comes to good countdowns. Basic Opener Adrenal + Recklessness + Discharge Force Cape + Phantom Stride + Discharge Overcharge Saber + Ball Lightning Reaping Strike Maul Assassination Ball Lightning Discharge Voltaic Slash Voltaic Slash Ball LightningFollow priority Here is a decomposition of damage and using standard opener with crit down with the
ability.  You can click the link to see the full rotation. The reason for the ridicule is to break the fight with sometimes using the target dummy power cloak so be off the teasing GCD and immediately ridicule it to avoid it.  Also remember that I won an additional Discharge from my pre-war turn by phantom Striding and waiting 27 seconds to use discharge. I suggest you
do this only when the puppet parses. Adrenal infiltration's execute damage bonus for short boss encounters but boss fights are better than adrenal at the beginning and end saved to the end to take advantage of lasting longer than 3 minutes. The priority is the rotation, which is a very simple priority after the Deception opener. Use discharge ball lightning (don't worry
about having so much light on standby. If you still have 2 voltage stacks, you want to use cannon lightning.  The only difference is that the cost of a higher force and deception does not matter enough neutral force) Harvest strike Assassination Maul (be sure to delay more than 6 capabilities of maul as it has the ability to hit the hard) Voltaic slope (voltaic slope line
voltage stacks will fall while higher priority should be used. This should never happen using normal rotation.) Saber strikes (if only out of power) Special Notes New reckless carnage enthusiast because they no longer want to use recklessness on standby. It's best to use recklessness every 30 seconds when reckless carnage falls. This will also synchronize
recklessness with the ghost step. Buffed Maul: Maul voltaic slash hits significantly harder than even if it's not buffed about a buffed Maul costs 40 force rather than a Voltaic Slash that has twice as much as a buffed Maul 10 force.  Using Buffed Mauls will cause force depletion after 1-2 Mauls but the boss will have more force than you need, meaning you can change
voltaic Slashes because of the encounters that have scripted them with a lot of downtime or movement.  You want to be careful about not letting voltage stacks drop or pushing your force too hard and using Saber Strike.  This is something to add to the rotation once you have a good feeling for the fight you have made and your own digression should be done.  If
possible, try extra Mauls time during escrow procs. PATCH NOTES This section is managed by Vulkk separately from the rest of the Guide. Here you will find all the changes related to the class and spec. The first Onslaught 6.0 changes are too wide, so I won't list all the bullets. If you want to read about all the new armor sets, set bonuses, tactics and more - visit the
6.0 Patch Notes article. RESULTS I have been off to play SWTOR since its launch and the author made my debut in about 3.0 and started tank hm raids and then learned dps features.  5.0 I started raiding and make it more serious pvp ranked.  By the end of 5.0 I cleared all nim ops except the Gods as Deception and managed to end the leaderboard 4 in this last
season's rankings for Assassin. I raid Star Forge and do most of my PVP. I love deception game style and would like to share what I know about the class with others interested in coming from Vulkk zak reaching out and want to thank you for offering to write this Deception Assassin guide to SWTOR's 6.0 Onslaught expansion. Author: Zak, Edits and Formatting:
Vulkk Resources contains the Tor Community and Jedipedia database for the capability icons used in this guide and the statistical values of theory recommended by children on Crafters Discord. If you're an experienced SWTOR player and VULKK.com community by providing a Class Guide that's not yet covered by the app, contact me! Related content: content:
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