Special Attack / Special Weapon Outline
Example: Force Breaker

Attack Power: 
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)

Reduce Cost:
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)

Shock Size:
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)

Ground Version:
Upgrade (1 skill points)

Total = 10 points to completely fill

Across all 8 weapons = 80 point slots

Across all 8 weapons & general skills = 94
X & Zero General Skill Outline

Example: X’s General Skills
Charge Lvl:
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)



Rank 5 (1 skill points)

Bar Length:
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)



Rank 5 (1 skill points)

X Ability:
Rank 2 (1 skill point)



Rank 3 (1 skill point)



Rank 4 (1 skill point)



Rank 5 (1 skill points)



Rank 6 (1 skill points)



Rank 7 (1 skill points)

Total = 14 points to completely fill

(a.k.a all upgrades cost 1 skill point)
If the special weapon skills are laid out as shown above;
if the general skills are laid out as shown above;
if the number of achievements which award skill points is 54;
if 1 skill point is awarded every level;

if the level caps are: C,B = 20; A = 30; S,Σ = 40;
and if rank C cannot do achievements,
then with 94 point slots total,


class C can place 20 out of 94 maximum (19%),


class B can place 74 out of 94 maximum (79%),


class A can place 84 out of 94 maximum (89%),


classes S and Σ can place 94 out of 94 maximum (100%),

and then S and Σ are able to max out everything
Rules:
1. Level Requirements on General Skills are: Rank 2 = none; Rank 3 = 5; Rank 4 = 10; Rank 5 = 15;           Rank 6 = 21; Rank 7 = 31
2. Level Requirements on Weapon Skills are Rank 2 = none; Rank 3 = 5, Rank 4 = 10, Sp. Upgrade = 15
3. Ryu-X can only take advantage of upgrades in the ‘X Ability’ skill tree.
Skill Placement Charts
Mega Man X

	Upgrade #
	Buster Bar Length
	Buster Charge Level
	X Ability

	Rank 1 (starting with)
	10 Points
	Level 1
	Dash

	Rank 2
	15 Points
	Level 2
	Dual Weapons Interface

	Rank 3
	20 Points
	Level 3
	Ride Armor Finesse

	Rank 4
	25 Points
	Level 4
	Charge Speed Increase

	Rank 5
	30 Points
	Level 5
	Ride Armor Specialist

	Rank 6
	N/A
	N/A
	WE Cost Reduction

	Rank 7
	N/A
	N/A
	Portable Armor Swap


	Weapon Name
	Set 1 
	Set 2 
	Set 3 
	Sp. Upgrade

	Homing Missile
	WE Bar Length
(20, 25, 30)
	Homing Power
	Charge Level (3,4,5)
	Increase Attack Power w/ Double WE Cost

	EMP Spark
	
	Stun Time
	
	

	Plasma Bouncer
	
	Extra Bounce Chance
	
	

	Crystal Bomb
	
	Crystal Duration
	
	

	Black Hole
	
	Power of Shots
	
	

	Force Breaker
	
	Distance
	
	

	Neural Spike
	
	Enemy HP & ATK
	
	

	“Air Weapon”
	
	
	
	


Zero
	Upgrade #
	Saber Bar Length
	Combo Length
	Zero Ability

	Rank 1 (starting with)
	15 Points
	2 Moves
	Spinning Slash

	Rank 2
	20 Points
	3 Moves
	

	Rank 3
	25 Points
	4 Moves
	Double Spinning Slash

	Rank 4
	30 Points
	5 Moves
	Shot Eraser

	Rank 5
	35 Points
	Remove Cap (limitless)
	Faster Bar Regeneration

	Rank 6
	N/A
	N/A
	Dragon Flame Blade

	Rank 7
	N/A
	N/A
	Covert WE drops to HE


	Weapon Name
	Set 1 
	Set 2 
	Set 3 
	Sp. Upgrade

	Destructive Orbs
	Saber Bar Cost Reduction

(85% cost)

(75% cost)

(50% cost)
	Max # Onscreen
	# per Charge
	Passive Shielding

	Electron Spike
	
	
	
	Bolt Double Split

	Blade Bouncer
	
	Max # onscreen
	# of Bounces
	Speed+ & Attack+

	Crystal Shield
	
	Shield HP
	# of Shards
	

	Warp Strike
	
	Speed
	Extra Invincibility
	

	Force Breaker
	
	Shockwave Size
	
	Ground Version

	“Neuro Weapon”
	
	
	
	

	Hurricane Slash
	
	Charge Speed
	Charge Level
	


Green Biker Dude

	Upgrade #
	Attack
	Defense
	Speed
	Ride Armors

	Rank 1 (starting with)
	1x
	1x
	WS = 4 ppf, DS = 8 ppf
	-none-

	Rank 2
	1.25x
	1.25x
	WS = 4.5 ppf, DS = 8 ppf
	Chimera Upgrade

	Rank 3
	1.5x
	1.5x
	WS = 4.5 ppf, DS = 9 ppf
	Tank Upgrade

	Rank 4
	1.75x
	1.75x
	WS = 5 ppf, DS = 9 ppf
	Hawk Upgrade

	Rank 5
	2x
	2x
	WS = 5 ppf, DS = 10 ppf
	Krab Upgrade

	Rank 6
	2.25x
	2.25x
	WS = 5.5 ppf, DS = 10 ppf
	Manticore Upgrade

	Rank 7
	2.5x
	2.5x
	WS = 5.5 ppf, DS = 11 ppf
	-none-


1. GBD is usable via completing the game on S or higher and inputting a code at the new game character select.

2. GBD does not get weapons or attacks from bosses.

3. GBD cannot interact with upgrade capsules.

4. GBD cannot complete achievements on any difficulty.

5. GBD does not have dialogue or cutscenes.

6. GBD does not have ‘Switch’ and ‘Armor’ options at save capsules.

7. GBD’s opening stage is dependant upon which character the code was inputted on.

8. GBD can pick up heart containers and E-Tanks. There will be no W-tank.

9. GBD can use ride armors.

10. GBD’s level cap is standard to the difficulty (20, 30, 40).
11. GBD’s “Ride Armors” skill upgrades each become available as the respective ride is collected, no chain is required.
12. GBD’s skill upgrades all cost 2 points each (except the Ride Armors tree; 1 point each).
13. GBD’s skill trees share the same level requirements as X and Zero’s General Skills (except the Ride Armors tree).

14. GBD starts with a double jump, airdash, and super jump.
15. GBD must still beat the 8 bosses to gain access to the tower.

16. GBD’s main weapon is a buster with 4 charges and secondary weapon is dual beam knives with a few skills.
A. Secondary > Secondary = double knife stab
B. Jump > Secondary = diagonal down knife throw
C. Down + Secondary = force breaker equivalent
D. Up + Secondary = knife uppercut
E. Down + Towards + Secondary = create portal (portal blocks only), teleport to and backstab enemy
