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The	client	returns	that	conent.ggpk	was	damaged.	My	game	didn’t	crash	or	my	PC,	or	anything	else	happened	to	it	(do	not	install/uninstall)	Yesterday	I	was	playing	well,	today	I	came	across	the	well	known	“pack	was	damaged,	the	only	way	to	fix	it	is	delate	content.ggpk	and	re-download”	What	the	hell?	I’m	asking	why	once	I	download	it	which
guarantees	that	I	won’t	get	another	corruption	soon	after?	Last	edited	by	Stt3r0	on	12	July	2015,	12:41:13	PMLast	beaten	on	16	Apr	2016,	9:02:03	Path	of	Exile	>	Ã	̈Â¦Ã	̈Â¦Ã	̈Â¦Ã	̈Â¦Ã	̈Â¦Ã	̈	̈	̈Â¦Ã	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈Â			ØØØ	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	Ø	What	is	the	problem
with	this	file?	when	you	start	the	game	and	a	screen	appears	that	says	that	this	file	is	corrupted	and	you	should	delete	it.But	after	removing	it,	it	still	says	to	delete	it.	(Even	restarting	the	PC	doesn’t	help	at	all.)	So	I	have	to	reinstall	the	game.	ØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØØ	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈	Ã	̈
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̈ÂÂ°Ã	̈	̈	̈ÂÂ”Ã	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	̈	It	should	not	be	confused	with	statistics.	For	a	list	of	element	modifiers,	see	List	of	element	mods.	Modifiers	usually	change	several	aspects	of	the	entity	they	are	affecting.	Most	modifiers	apply	stats,	however,	they	can	also	apply	amateurs	or	grant	abilities	and	are	often	found	in	objects,	monsters,	safes	or	areas.
An	modifier	should	be	considered	as	an	instance	of	change	applied	to	an	entity.	A	basic	modifier	does	nothing	by	itself,	it	is	given	the	effect	by	the	associated	stats	(and	their	values),	the	fans	and	the	skills.	Summary	of	the	mechanics	A	modifier	applies	A	buff	or	grants	a	skill	to	an	entity.	The	modifiers	are	specified	of	objects,	monsters,	safes	or	areas.
As	not	all	statistics	have	a	visible	text,	it	is	possible	that	some	effects	are	granted	by	the	modifier	but	are	not	visible	to	the	player.	In	the	wiki,	some	of	these	effects	have	a	specific	personalized	text	of	the	wiki	and	are	signed	with	(Hidden)	in	the	In	particular,	area	and	monster	effects	may	be	hidden	from	the	player.	Modifiers	can	be	applied	innately	(as
“implemented”	modifiers)	to	entities,	granted	under	specific	conditions,	or	randomly	generated.	Some	specific	circumstances,	such	as	the	rarity	of	a	monster,	being	touched	or	possessed	by	a	Tormented	Spirit,	etc.,	can	also	apply	modifiers	innately	without	being	randomly	generated.	Generating	the	modifier	is	governed	by	specific	conditions	that
govern	whether	a	modifier	will	appear	and	with	what	probability:	The	Mod	domain	governs	the	type	of	entity	that	the	modifier	will	appear	and	may	confer	some	specific	rules	(such	as	the	number	of	affixes).The	mod	generation	type	determines	how	the	modifier	is	generated.	set	the	modifier,	for	example	if	it	is	a	prefix,	suffix,	corrupt	or	always	applied
(as	in	single	elements)	The	Mod	level	sets	the	minimum	required	level	of	the	entity	for	a	modifier	to	appear	(i.e.	element	level,	monster	level,	area	level),	and	for	elements	only	increases	the	element	level	requirement	to	80%	of	its	value.Mod	group	(mod	family)	prevents	other	modifiers	from	the	same	family	from	being	randomly	generated	in	the	same
entity[1]	Tags	along	with	weights	are	used	to	further	restrict	the	types	of	modifiers	that	may	appear	and	to	set	the	relative	probability.	The	values	of	the	statistics	include	a	minimum	and	maximum	value,	which	is	most	commonly	used	in	the	items	â​​	the	real	value	of	the	statistics	in	cases	where	the	minimum	and	maximum	are	not	equal	will	be
randomized	inside	with	equal	possibilities,	so	for	example	a	minimum	value	of	the	statistics	Minimum	of	1	and	maximum	of	3,	can	be	1,	2	or	3	to	1/3	chance	for	each	value.	If	a	buff	is	specified,	the	modifiers	also	include	a	value	for	the	buff,	but	unlike	statistics	it	is	not	randomized	or	set.	If	a	skill	is	specified,	the	specified	skill	(at	the	level)	will	be
granted	to	the	relevant	entity.	The	modifier	does	not	include	values	for	the	skill	other	than	the	level	as	defined	by	one’s	own	ability.	This	is	often	found	on	objects,	where	they	grant	skills,	such	as	The	Whispering	IceWarstaffQuality:	+20%Physical	damage:	49.2-91.2Critical	Strike	Opportunity:	6.10%Attacks	per	Second:	1.30Weapon	Rank:	13Requires
Level	33,	59	Str,	59	Int+18%	Block	Possibility	Attack	Damage	Attack	Attack	Damage	Attack	Damage	Attack	while	a	StaffGuard	wields	its	darkest	thoughts	well,	because	they	are	the	cracks	through	which	the	nightmare	creeps.	unique	element.	Terminology	In	general,	modifiers	are	referred	to	as	such,	however	there	are	many	special	cases	of
modifiers	that	correspond	to	specific	sets	and	Modifiers#Conditions:	Explanation	of	Term	Implicit	Any	innate	modifier	of	an	entity.	Most	commonly	used	in	reference	to	articles.	In	items,	this	is	the	effect	on	line	separator	modifiers.	They	can	also	be	replaced	through	certain	effects,	such	as	corruption.	Explicit	Any	modifier	generated	from	an	entity
that	has	a	non-normal	rarity	(i.e.,	magical,	rare	or	unique).	It	can	be	randomized	(such	as	prefixes,	suffixes)	or	fixed	(such	as	single	elements).	Prefix	Refers	to	the	generation	type	“Prefix”.	In	magic	entities,	they	will	have	a	visible	name	before	the	name	of	the	entity	itself.	For	example,	ViciousViciousPrefix	(85-109)	%	increased	Physical	Damage	on	a
Wide	SwordA	Hand	SwordPhysical	Damage:	15-21Possibility	of	Critical	Attack:	5.00%Attacks	per	Second:	1.45Weapon	Rank:	11Requires	Level	15,	30	Str,	30	Dex40	%	increased	Global	Precision	Grade	will	be	displayed	as	Vicious	Sword	.	Suffix	Refers	to	the	generation	type	“Suffix”.	In	magic	entities,	they	will	have	a	visible	name	after	the	name	of	the
entity	itself.	For	example,	from	the	LynxSuffix+	(13-17)	lynx	to	the	dexterity	on	a	wide	swordA	hand	swordPhysical	damage:	15-21Opportunity	of	CRITICO:	5.00%	Attacks	per	second:	1.45Rago	of	weapons:	11Requires	level	15,	30	str,	30	dex40%	increased	global	precision	will	be	displayed	as	a	wide	sword	of	the	lynx.	Corruption	refers	to	the	type	of
generation	«corrupt.Â»	Corruptions	replace	the	implicit	modifiers.	ORBSTACK	VAAL	SIZE:	10CORROUT	AN	AN	MODIFICING	IT	UNLETTIBDABIRRIGHT	Click	on	this	item,	then	click	on	the	left	button,	click	on	an	item	to	corrupt	it.	Damaged	items	cannot	be	modified	again.	Sign	Click	for	UNSTACT.	It	is	most	commonly	used	to	generate	corrupt.	See
corrupt	for	a	list	of	modifiers	for	additional	retrieval	methods.	The	spell	refers	to	the	type	of	generation	of	“Enchantment”,	the	spellings,	use	their	own	modifier	slot	to	the	item	and	will	not	replace	the	implicit	modifiers.	Gloves,	boots,	helmets	and	belts	can	have	labyrinth	enchantments,	which	can	be	purchased	from	the	labyrinth.	Rings,	amulets	and
unique	tize	can	be	anointed	to	add	an	enchantment.	Weapons	and	body	armor	can	have	charms	of	harvest	craftsmanship.	Crusader	refers	to	articles	influenced	by	Crusader,	which	have	the	label	“Crusader”	corresponding	to	the	article	class.	Crusader	items	have	an	electric	contour	and	a	symbol	next	to	the	name	of	the	item.	The	Crusader	prefixes	are
called	“Crusader’s”	and	“Crusader’s”	suffixes.	Hunter	refers	to	articles	influenced	by	hunters,	which	have	the	label	“basilisk”	corresponding	to	the	class	of	article.	The	Hunter’s	items	have	a	poisonous	scheme	and	a	symbol	next	to	the	name	of	the	item.	The	prefixes	for	hunters	are	called	“Hunter’s”	and	suffixes	for	“hunting.”	Redeemer	refers	to	the
elements	influenced	by	Redeemer,	which	have	the	label	“Eyrie”	corresponding	to	the	class	of	article.	The	articles	of	the	redeemer	have	a	bright	scheme	and	a	symbol	next	to	the	name	of	the	article.	The	prefixes	of	Redenter	are	called	“Redempters”	and	suffixes	“of	redemption.”	War	refers	to	items	influenced	by	the	warlord,	which	have	the	label	of
“adjudicator”	corresponding	to	the	class	of	item.	The	articles	of	the	They	have	a	burning	contour	and	a	symbol	next	to	the	name	of	the	article.	Warlord's	prefixes	are	called	"Warlord's"	and	suffixes	"of	the	conquest".	The	Ã	©	LDER	refers	to	the	elements	of	greatest	influence,	which	have	the	"ELDER"	tag	corresponding	to	the	article	of	article.	Senior
articles	have	a	tentacle	background	and	a	symbol	next	to	the	name	of	the	article.	The	greatest	prefixes	are	called	"Eldritch"	and	suffixes	"of	the	elderly".	Shaper	refers	to	influenced	elements	against	Shaper,	which	have	the	"Shaper"	"Shaper"	tag	to	the	kind	of	element.	The	forming	elements	have	a	cosmic	background	and	a	symbol	next	to	the	name	of
the	element.	Major	prefixes	are	called	“The	Shaper”	and	suffixes	“of	Shaping”.	Delve	Refers	to	the	type	of	generation	“delve”	from	the	elaboration	with	resonators	Delve	prefixes	are	called	“Subterranean”	and	suffixes	“of	the	Underground”	“Veiled	Refers	to	veiled	mods,	which	are	most	commonly	found	in	elements	falling	from	the	Immortal	Syndicate.
Veiled	objects	have	a	symbol	next	to	the	name	of	the	object.	Veiled	prefixes	are	called	“Elected”	and	suffixes	are	called	“of	the	Order”.	Veiled	affixes	exclusive	to	certain	members	of	the	Union	bear	the	name	of	the	agent	(e.g.JorginJorginJorginSuffix10%	Chance	to	Trigger	Level	10	Summon	Spectral	Wolf	on	Kill,	of	Hillockof	HillockSuffix4%
Incremented	Attributes)	Fractured	Refers	to	fractured	versions	of	base	elements.	Fractured	elements	have	up	to	three	permanent	fixed	mods	that	cannot	be	modified.	Fractured	articles	have	a	nebulous	bluish	glow	and	a	symbol	next	to	the	name	of	the	article.	The	fractured	articles	were	exclusive	to	the	Synthesis	League.	They	can	be	found	in	other
content	of	challenge	leagues	such	as	Heist	and	Harvest.	Synthesized	Refers	to	synthesized	versions	of	basic	elements.	Synthesized	have	different	implicit	modifiers	of	the	original	base	element,	up	to	three.	Synthesized	objects	have	a	bright	glow	and	a	symbol	next	to	the	name	of	the	object.	The	non-unique	synthesized	articles	were	exclusive	to	the
Synthesis	League.	They	can	be	found	in	other	content	from	challenging	leagues	like	Heist	and	Harvest.The	articles	were	exclusive	to	the	Synthesis	League.	They	can	be	found	in	other	content	of	challenge	leagues	such	as	Heist	and	Harvest.	Hybrid	Refers	to	modifiers	that	give	two	or	more	different	statistics	of	smaller	magnitude	than	“pure”
modifiers.	For	example,	they	usually	refer	to	as	the	#%	of	Physical	Damage	increased,	+#	to	Precise”.	Note	that	although	technically	correct,	the	modifiers	add	#	to	#	Damage	modifiers	are	not	considered	hybrid.	Local	Refers	to	modifiers	that	grant	local	statistics.	Generally,	generally,	that	appear	in	one	element	are	naturally	local	while	all	others
are	global.	Conditional	statistics	are	also	global.[2]	Note	that	modifiers	are	never	local.	Only	statistics	can	be	local.	Global	Refers	to	modifiers	that	provide	global	statistics.	In	general,	the	statistics	that	appear	on	one	item	are	local,	while	all	the	others	are	global.	Conditional	statistics	are	also	global.[2]	Note	that	modifiers	themselves	are	never	global.
Only	statistics	can	be	global.	Examples	A	Goatâ​​s	HornWandPhysical	Damage:	9-16Critical	Strike	Chance:	7.00%Attacks	per	Second:	1.20Weapon	Distance:	120Requires	Level	6,	29	Int	(10-14)	%	Increased	Magic	Damage	with	an	implicit	Min	Damage	modifier	increased	power.	Orb	of	TransmutationStack	size:	40Upgrade	a	normal	item	to	a	magic
itemRight-click	this	item,	and	then	left-click	a	normal	item	to	apply	it.Shift	click	to	unmount.	upgraded	the	Goatâ​​s	HornWandPhysical	Damage:	9-16Critical	Strike	Chance:	7.00%Attacks	per	Second:	1.20Weapon	Rank:	120	Requires	Level	6,	29	Int	(10-14)	%	increased	spell	damage	to	a	magical	and	charming	item	an	explicit	modifier	of	the	prefix.	Orb
of	AugmentationStack	Size:	30Increase	a	magic	item	with	a	new	random	modifierRight-click	this	item,	then	left-click	a	magic	item	to	apply	it.	Magic	elements	can	have	up	to	two	random	modifiers.Shift	click	to	unmount.	delighted	a	suffix	modifier.	Gift	OrbStack	Size:	10Upgrade	a	magic	item	to	a	rare	itemRight-click	this	item,	and	then	left-click	a
magic	item	to	apply	it.	Current	modifiers	are	kept	and	a	new	one	is	added.	updated	it	to	a	rare	item	and	charmed	it	to	an	additional	suffix	modifier.	Types	of	modifiers	Implicit	modifiers	Implicits	are	always	generated	in	entities	before	adding	or	changing	additional	modifiers	(e.g.,	changing	the	rarity).	In	monsters,	implicit	modifiers	can	be	found	very
commonly.	For	example,	some	monsters	are	given	a	damage	conversion	that	converts	their	inherent	damage	into	that	of	another	element.	However,	in	monsters	and	unique	bosses	are	the	most	notable	â​​	for	example,	most	bosses	are	granted	an	increase	to	their	rarity	and	quantity	of	items,	as	well	as	other	bonuses	like	in	Atziri.	In	articles,	the	visible
implicit	modifiers	are	most	commonly	found	in:	Shields	and	body	armor	also	usually	have	a	hidden	speed-of-movement	modifier.	Unlike	modifiers	embedded	in	monsters,	modifiers	embedded	in	computers	can	be	altered	in	several	ways:	Blessed	OrbStack	Size:	20Randomize	the	numerical	values	of	an	item’s	implicit	modifiersRight-click	this	item,	then
left-click	another	item	to	apply	it.May	click	to	unlock.	â​​	rolls	back	the	range	of	stats	found	in	the	range	found	in	the	modifiers.	Vaal	OrbStack	Size:	10Corrupts	an	item,	changing	it	unpredictablyRight	click	on	this	item	and	then	left	click	on	an	item	to	corrupt	it.	Damaged	items	cannot	be	modified	again.May	click	to	dismount.	-	Corruption	can	add	or
replace	an	implicit	modifier	depending	on	the	type	of	element.	Using	a	resonator	with	a	golden	fossilStack	size:	10The	article	is	overpriced	by	suppliersPlace	in	a	resonator	to	influence	the	elaboration	of	the	article.Shift	click	to	disassemble.	will	add	an	item	sells	for	much	more	to	the	suppliers	involved	in	the	item.	This	does	not	overwrite	or	affect	the
current	implicit	modifier	of	the	object.	Certain	harvest	crafting	options	allow	you	to	set	a	new	implicit	modifier	on	jewelry.	Some	unique	items	also	have	special	interactions	with	implicit:Talisman	of	the	Great	WolfTalisman	Level:	4CorruptedThe	wolf	greeted	the	king,In	the	light	of	the	harvest	moon.The	wolf	offered	the	strength	of	the	wild,	and	the
king	repaid	him	with	blood.It	has	two	of	talisman	chosen	at	random.	Charming	Charming	is	similar	to	the	implicit	modifiers,	but	is	bestowed	on	the	object	by	specific	means.	Spells	have	their	own	mods	slot	on	objects	and	do	not	use	the	implicit	mods	slot[3]	Most	objects	can	have	up	to	one	spell	at	a	time.	Any	level	of	rarity,	even	unique	items,	can	be
enchanted.	Duplicate	or	corrupt	items	may	not	receive	a	They	are	always	fixed	values,	so	Blessed	OrbsStack	Size:	20Randomize	the	numerical	values	of	the	implicit	modifiers	of	an	itemRight-click	this	item,	and	then	left-click	another	item	to	apply	it.May	click	to	unmount.	have	no	effect	on	them.[5]	Applying	a	spell	to	an	already	enchanted	object
replaces	the	old	spell	with	the	new	one.	This	does	not	include	maps,	they	can	only	be	enchanted	once.	Using	an	OrbStack	Instilling	Size:	10Adds	an	enchantment	to	a	utility	bottle	that	will	cause	it	to	be	used	when	certain	conditions	are	met.	It	replaces	any	existing	spell.Right-click	on	this	item	and	then	left-click	on	a	jar	to	apply	it.May	click	to
dismount.	on	a	jar	adds	a	spell	that	causes	the	jar	to	be	used	automatically	when	a	certain	condition	is	met.	Labyrinth	Charmings	are	obtained	from	the	Divine	Source	at	the	end	of	the	Labyrinth.	Gloves,	Boots	and	Helmets	can	receive	labyrinth	spells.	Belts	could	also	receive	incantations	in	the	Eternal	Labyrinth	of	Potential.	Rings,	amulets,	and
certain	Blight	league	singles	can	be	anointed	with	oils	to	give	it	a	charm.	Closter	Jewels	have	two	(for	inherited	bases)	or	three	incantations:	One	that	determines	what	stats	the	small	passive	ones	give	(which	determines	which	mods	the	jewel	can	roll),	another	that	determines	how	many	passive	skills	there	are	in	the	closter,	and	another	that
determines	how	many	base	jewels	of	Has	(for	Large	and	Medium	Cluster	Jewelry).	Certain	Harvest	crafting	options	allow	you	to	add	spells	to	weapons,	body	armor,	maps	and	jars.	Read	Wild	Brambleback	BulbStack	Size:	100Seed	Tier:	3Generate	a	level?	Monster	when	HarvestedProvides?	Units	of	raw	wild	life	force	when	harvestedCan	be	harvested
after	11	growth	cyclesConsume	(50%)	Life	force	units	by	Growth	CycleConsume	(50%)	Primary	Units	of	Condensed	Life	Force	by	Growth	CycleRequires	4	adjacent	wild	seeds	of	at	least	level	2	to	growReveal	a	random	weapons	charm	that	replaces	the	Quality	effect	when	HarvestedShift	clicked	UNSTICA.	Bulbstack	Primal	Cystcaller	Size:	100SEED
Level:	3spawns	to	LevelÃ¢?	Monster	when	you	harassProcla.	Primary	Primary	RAW	Lifor	Force	Units	When	harvested,	after	11,	Cyclesconsumes	growth	(50%),	wild	units	of	LIFE	Force	condensed	by	growth	CycloConsumes	(50%)	Live	Units	of	LIFE	Force	condensed	by	growth	Ciclosquis	4	adjacent	primordial	seeds	of	at	least	level.	Enchantment	of
body	armor	that	replaces	the	effect	of	quality	when	HarvestedShift	Click	to	Upack.,	Vivid	Newback	Grainstack	Size:	100SEED	Level:	2spawns	A	level?	Monster	when	you	harassProcla.	Units	of	raw	life	force	when	harvested	after	9	growth	cycles	(100%)	wild	units	of	wild	strength	with	condensation	cycles	of	cycles	of	4	adjacent	live	seeds	of	at	least
level	1	to	growreveals	a	random	charm	when	HarvestedShift	click	to	access.	and	Vivid	Striketail	Grainstack	Size:	100SEED	Level:	2spawns	A	level?	Monster	when	you	harassProcla.	Units	of	raw	vivid	force	when	harvested	after	8	Growth	Cyclesconsumes	(100%)	Primary	Units	of	Growth	Condensed	LIFE	Force	Ciclosquires	4	Live	Seeds	adjacent	to	at
least	Level	1	to	GrowReveals	A	random	charm	that	is	used	when	used	when	used	when	used	when	used	when	used	use	..UNSTICA.	for	details.	Weapons	and	armor	of	the	body	with	incantations	are	possible	rewards	in	great	heirs.	Charmings	can	be	added	by	using	ORBSTACK	Fit	Size:	20adds	or	replace	a	Charm	in	body	armor.	This	can	reinforce	the
sockets	of	the	body	armor.	Click	on	this	item,	then,	then	click	on	the	item	you	want	to	modify.	Click	to	Upack.	ORBSTACK	TEMPRANTE	SIZE:	20adds	or	replace	a	charm	on	a	weapon.	This	can	reinforce	the	weapon’s	sockets.	Click	on	this	item,	then	click	the	item	you	want	to	change.	Click	for	UNSTACT.	dropping	from	the	heist	league.	Jewelry	with
enchantments	can	be	found	in	heirlooms.	The	modifiers	of	the	spell	are	grouped	apparently	the	same	as	the	implied	harvest	jewel.	Explicit	Explicit	Explicit	modifiers	are	generally	generated	dynamically	by	changing	the	rarity	of	the	entity	or	by	other	modifications.	The	number	of	affixes	given	by	rarity	depends	on	the	class	of	rarity:	Magic	â	€
"Randomized	modifiers	based	on	conditions:	(0	to	1)	prefix	and	(0	to	1)	rare	suffix	â	€"	Randomized	modifiers	based	on	conditions:	(1	a	3)	Prefixes	and	(1	to	3)	suffixes	(but	always	at	least	3)	except	jewelry	that	can	only	have	(1	to	2)	prefixes	and	(1	to	2)	unique	suffixes	â	€	"fixed	non-random	modifiers	based	on	the	entity	The	monsters	have	additional
means	of	receiving	modifiers:	In	the	elements,	the	modifiers	can	be	changed	by	expenditure	currency:	Divine	OrbStack	SIXTACK:	10Aratoryizes	the	number	of	random	modifiers	in	a	right-click	on	this	element	and	then	Left	click	on	a	rare	or	unique	element	to	apply	it.	The	value	of	any	statistics	in	explicit	modifiers	in	the	ORB	OF	SCOURINGSTACK
item:	30Limine	All	modifiers	of	a	right-click	on	this	item	and	then	click	on	a	rare	or	rare	element	to	apply	it.shift	click	to	unstack	.,	ORB	OF	TRANSMUTATIONSTAMNAMN:	40Aptualizes	a	normal	item	to	a	right-click	element	in	this	item	Normal	item	to	apply	it.shift	Click	to	unstack.,	Orb	of	Alchemystack	size:	10upgrades	a	normal	item	to	a	Rare	Right
Right	on	this	item	and	then	click	on	a	normal	item	to	apply	it.shift	click	to	unstack	Size:	10	Upgrades	A	magic	element	to	a	rare	item	right	click	on	this	element	and	then	click	on	a	magical	element	to	apply	it.	The	current	modifiers	are	maintained	and	added	a	new	one,	and	ancient	orbstack	size:	20Reforts	an	unique	element	as	another	of	the	same	kind
of	Right-click	this	item	and	then	left-click	a	single	item	to	apply	it.Shift	click	to	unstack.	can	be	used	to	alter	the	rarity	of	an	item	(add/remove	mods	in	the	process)	Orb	of	HorizonsStack	Size:	Size:	a	map	element	as	another	of	the	same	levelRight	click	on	this	element	and	then	left	click	on	a	map	to	apply	it.Shift	click	to	unmount.	and	Harbingerâ​​s
OrbStack	Size:	20Size	a	map	item	as	a	top-level	map	itemRight-click	this	item,	then	left-click	on	a	map	to	apply	it.Shift	click	to	unmount.	it	will	give	the	new	map	different	modifiers.	Orb	of	AlterationStack	size:	20Reforges	a	magic	item	with	new	random	modifiersRight-click	this	item,	and	then	left-click	a	magic	item	to	apply	it.Shift	click	to	a	stack.	and
Chaos	OrbStack	size:	10Reforges	a	rare	item	with	new	random	modifiersRight-click	this	item,	and	then	left-click	on	a	rare	item	to	apply	it.Shift	click	to	a	rare	item	to	depilate.	to	re-roll	the	modifiers	in	Magic	and	Rare	items	respectively	Orb	of	AugmentationStack	Size:	30Increase	a	magic	item	with	a	new	random	modifierRight	click	on	this	item,	then
left	click	on	a	magic	item	to	apply	it.	Magic	elements	can	have	up	to	two	random	modifiers.Shift	click	to	dismount.	and	Exalted	OrbStack	size:	10Increase	a	rare	item	with	a	new	random	modifierRight-click	this	item,	then	left-click	a	rare	item	to	apply	it.	Rare	items	can	have	up	to	six	random	modifiers.	can	be	used	to	add	a	random	modifier	to	magic
and	rare	items	respectively	Vaal	OrbStack	Size:	10Corrupts	an	item,	changing	it	unpredictablyRight-click	on	this	item,	and	then	left-click	on	an	item	to	corrupt	it.	Damaged	items	cannot	be	modified	again.Shift	click	to	a	stack.	you	have	the	opportunity	to	change	the	rarity	or	create	maps	with	8	modifiers	Orb	of	AnnulmentStack	size:	a	random	modifier
of	an	itemRight-click	on	this	item	and	then	left-click	on	a	magic	or	rare	item	to	apply	it.	The	Catalyst	quality	of	the	item	decreases	the	possibility	of	removing	a	modifier	that	matches	the	quality	type.	Eliminates	20%	of	the	quality	applied	by	the	catalysts	in	use.Shift	click	to	a	stack.Delete	a	random	modifier	from	an	item	Areas	can	receive	modifiers
depending	on	how	they	were	created	as	opposed	to	elements,	monsters	or	safes:	Damaged	areas	such	as	have	the	label	â​​secret_area'	will	receive	(0	to	1)	1)	1)	and	(0	to	1)	suffixes	that	satisfy	that	the	label	areas	created	with	map	elements	receive	the	modifiers	on	the	map	that	were	created	with	areas	created	through	a	map	device	can	receive	mods
from	placing	map	fragments	on	the	device	the	current	link	(s)	or	other	server-wide	effects	(Breeds,	for	example)	with	TEMPEST	active	in	the	area,	the	area	may	receive	a	TEMPEST	modifier	condition,	the	modifiers	usually	include	conditions	that	are	used	to	determine	how	they	appear.	These	are	usually	used	to	govern	the	creation	of	explicit	modifiers
in	entities.	Mod	Domain	The	generation	of	mod	determines	which	entity	the	mod	applies.	The	domains	are	mostly	reverse-engineered,	as	detailed	information	has	been	removed	from	the	game	files.	Identification	type	Description	1	Item	The	MOD	is	generated	on	the	elements	(but	not	the	jewelry	or	the	flasks)	2	Flask	The	MOD	is	generated	on	flasks	3
Monster	The	MOD	is	generated	on	monsters	4	Box	The	mod	is	generated	on	chests	(i.e.	safes)	5	Area	It	is	generated	on	maps	and	side	areas	of	VAAL	6	Unknown	7	Unknown	8	Unknown	9	Unknown	The	MOD	is	generated	The	MOD	is	generated	by	the	Processing	Bank	through	the	manufacture	of	banks,	including	the	unlocked	veiled	modifier	10	Jewels
The	MOD	is	generated	in	jewels	11	Atlas,	the	MOD	is	generated	by	the	sextants	of	the	cartographer.	12	LEAGUESTONE	The	mod	is	generated	by	LEAGUESTONES.	13	Abyss	Jewel	The	mod	is	generated	by	the	abyss	jewels.	14	Map	device	16	Delve	Fossil	The	mod	is	fossil-driven	(with	some	are	disabled;	read	version	3.10.0	patch	note).	17	GAIT	AREA
The	MOD	is	generated	in	the	areas	of	the	Azurite	mine	18	Synthesis	Area	19	Synthesis	Area	(global)	The	MOD	is	generated	on	the	single	map	of	the	synthesis,	due	to	the	element	of	the	map	Map	Map	Map	Map	has	#	MODIFICATOR	LLOBALS	20	Synthesis	21	Closteres	The	mod	is	Generated	in	Closter	jewelry	22	area	of	Heist.	The	mod	is	generated	in
the	contract	and	the	Blueprint	23	gear	Heist,	the	mod	is	generated	in	the	gear	of	the	NPC	Heist	24	Tinket,	the	mod	is	generated	in	the	Tinket	25	26	modifier	of	Thief,	the	MOD	is	generated	in	the	item	falling	from	Distribute	and	unveiled	by	Jun	27	Type	generation	MOD	The	generation	mod	determines	"how"	the	Ministry	of	Defense	will	be	created	in
an	article.	The	types	of	generation	have	been	designed	mainly	inverse,	as	detailed	information	has	been	removed	from	the	game	files.	ID	Type	Description	1	Prefix	the	mod	is	generated	as	prefix,	for	example	prefix	article.	2	Suffix	the	mod	is	generated	as	a	suffix,	for	example	of	suffix	article.	3	The	only	mod	is	"unique"	-	it	is	given	directly	to	the
relevant	entity	and	does	not	normally	generate.	For	example,	modifications	in	unique	articles	and	implicit	modifiers	have	this	property.	4	Nemesis	The	mod	is	a	nemesis	mod.	5	Corrupted	the	mod	is	a	moded	mod	and	is	given	to	the	article	about	corruption.	6	Bloodlines	The	MOD	is	a	blood	lines	mod.	7	Torment	The	MOD	is	a	MOD	TORM.	8	Tempest
The	mod	is	a	tempest	mod.	9	TALISMAN	The	MOD	is	a	Monster	Mod	Talisman.	10	Enchantment	The	mod	is	a	mod	granted	by	enchantment.	11	Essence	The	MOD	is	a	mod	granted	by	essences.	13	Bestiary	14	Delve	uses	for	Delve	areas	15	synthesis	synthesis	16	17	Synthesis	level	MOD	The	level	required	to	the	corresponding	entity.	For	example,	this
may	be	the	level	of	element	required	or	a	level	of	monster.	However,	there	are	cases	in	which	this	is	not	respected:	in	particular,	this	is	the	case	for	any	mods	that	are	directly	given	to	other	entities,	such	as	implicit	mods	including	enchantments	or	monsters	with	innate	mods.	The	level	of	modification	is	also	a	factor	in	the	calculation	of	the	articles
level	requirements;	Raise	the	level	of	requirement	up	to	80%	MOD	requirement	(with	the	requirement	rounded	to	the	nearest	whole	number).	In	particular,	this	is	the	case	of	modifications	of	unique	and	aged	articles	for	example,	seven	leagues	StepQuality:	+	20%	Evasion:	1,550%	increased	Speedlevel	movement	Reduced	requirement	in	100	(hidden)
"Death	can	be	Outrun	with	these,	but	Quote!	In	running	death,	it	is	possible	to	forget	to	live.	"-	Icius	Perandus,	Antiquities	Collection,	article	202	normally	has	a	level	requirement	of	1	,	em>,	Put	the	0.5%	of	Leeced	As	Life	damages	If	you	have	recently	killed	the	third	labyrinth	enchantment	in	it,	it	will	increase	the	level	A	requirement.	Group	mod	Los
Mods	have	a	single	group	associated	with	them.	Only	one	MOD	of	a	group	can	appear	at	the	same	time,	so	all	the	mods	of	a	specific	group	are	mutually	exclusive.	This	system	is	used	to	group	several	types	of	modifiers	together	and	to	prevent	the	same	modifiers	from	appearing	in	the	elements.	[1]	For	example,	in	the	ITHS	it	is	used	a	lot	for	the
generation	of	prefix	and	suffix	to	create	those	groups	of	modifiers	that	modify	only	one	or	two	statistics.	Along	with	the	element	level	requirements,	this	creates	the	Â	«Level»	system	of	modifiers.	This	system	was	called	«Family	Modâ»	by	the	GGG,	but	the	community	has	called	it	Grupo	Mod.	[1]	Tags	MODs	use	the	internal	label	system	to	determine
in	what	entities	may	appear	and	what	probabilities	are	there	to	appear	in	entities.	Labels	are	classified	as	engendered	weight	labels	and	tags	mod:	MENGER	weight	tag	Weight	label	mainly	functions	like	this:	find	the	labels	in	the	base	type.	Match	the	labels	with	the	list	of	mod	labels.	For	the	found	mods,	they	obtain	the	associated	weight	of	the	tag
spawner.	If	the	screening	of	the	spawning	is	zero,	discard	the	mod,	otherwise.	If	several	labels	are	applied,	the	most	left	ones	are	the	most	important,	while	the	right	ones	are	the	least	important.	For	example:	GLORIOUS	PLATEMOUR:	776REQUIRES	Level	68,	191	Str	has	the	labels	Str_armour	Ã	¢	â	€	¢	Body_armour	Ã	¢	â	€	¢	Armor	Ã	¢	â	€	¢	By
default.	Assassinâ	€	™	s	Garbavasion:	737	Requires	Level	68,	183	Dex3%	Incremented	Motion	Speed	​​Has	the	dex_armour	tags	â	€	¢	Body_Armour	Ã	¢	â	€	¢	Ready	Ã	¢	¢	default.	The	impregnable	modPrefRefix	(92-100)%	ARMOUR	has	the	generation	weights	STR_ARMOUR	1000,	by	0.	Result	for	Glorious	PlateArmour:	776Requires	Level	68,	191	Str:
The	mod	can	generate	because	it	has	the	str_armour	tag	and	a	positive	spawning	weight.	Result	for	Assassinâ​​s	GarbEvasion:	737Requires	Level	68,	183	Dex3%	increased	Motion	speed:	The	mod	cannot	Because	it	should	only	coincide	by	default	and	its	spawning	weight	is	0.	MOD	tag	Mods	are	tagged	with	mod	labels	such	as	«Attack»,	«Launch»,
«Elemental»,	«Daïve»,	Â	«	cursed,	"«	Gemâ	»,«	FRIOÂ	»,«	Fire	»and	Â«	Ray	»,	etc.	Some	MOD	did	not	have	any	labels.	Those	labels	can	interact	with	catalyst	and	fossil,,	harvesting	elaboration	and	various	enchantments.	Currency	as	Exalted	Orbstack	Size:	10	Element	a	rare	element	with	a	new	random	switch	Right	click	on	this	element	and	click	on	a
rare	element	to	apply	it.	The	rare	objects	can	have	up	to	six	random	modifiers.,	As	well	as	bestial	recipes	Â	«Add	affix,	remove	affixâ»,	interact	with	the	element	that	has	Spellcraft	Metamod	â	€	"Cannot	Roll	Attack	Modifiers	(Suffix)	or	Weaponcraft	â	€"	Cannot	Roll	Caster	Modifiers	(Suffix).	QuÃ	©	orb	exalted	did	not	add	a	mod	to	the	Element	with
Attack	Tag	Mod	(Spellcraftof	SpellcraftsuffixCannot	Roll	Attack	Modifiers)	or	Caster	Mod	Tag	(from	weaponcraftof	weaponcraftsuffixcannot	Roll	Caster	Modifiers).	However,	Essence	[6],	Awakenerâ	€	™	s	orbstack	size:	10th	tasting	an	element,	applying	its	influence	to	another	of	the	same	element	class	SECOND	element	is	reflected	as	a	rare	element
with	both	types	of	influence	and	new	modifiers	right	In	this	element,	then	click	on	the	item	you	want	to	take	the	influence,	then	click	on	an	item	in	the	same	element	class	you	want	to	apply.	Stack.	[7]	Ignore	the	metamod	mentioned	above.	The	catalyst	will	increase	the	value	of	the	mod	that	matches	the	catalyst	used.	For	example,	IMBUED
CatalystSizestack:	10A-	ADE	Quality	that	improves	Fundición	modifiers	in	a	ring,	amulet	or	belt,	other	quality	types	click	with	the	right	button	on	this	article	and	then	click	with	the	left	button	on	a	ring,	amulet	or	belt	To	apply	it.	It	has	a	greater	effect	on	the	minor	jewelry	The	maximum	quality	is	20%.Shift	click	to	desstack.	will	add	quality	to	the
element	which	will	increase	the	numerical	value	of	caster	mod.	It	also	increases	the	probability	of	adding	launcher	mod	to	the	item	if	currency	is	used,	and	consuming	quality	depends	on	the	currency	being	used.	use.	Multiply	the	weight	of	generation	of	MOD	that	matches	the	Fossil,	for	example,	Corroded	FossilStack	size:	20more	Physical	Ailment	or
Chaos	Ailment	modifiers	ElementalsPlace	in	a	resonator	to	influence	the	elaboration	of	articles.	Multiply	the	weight	of	MOD	generation	that	have	â	€	œ	chaos	and	ailment	»tags	by	10,	and	multiplies	the	weight	of	the	MOD	with	the	label	â«	Elemental	»by	0.	Some	enchantments,	such	as	(	5â	€	¢	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â
€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	¢	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	â	€	¢	.dat	MOD	list	with	its	associated	statistics	and
values,	Buffs	and	Skills,	Conditions	Domain	Domains	Data	/	modsdomains.dat	Vacuations	MOD	Generation	Types	Data	/	modsgenerationTypes.dat	Vacuos	Please	note	that	many	other	.dat	files	link	to	the	corresponding	row	of	mods	.dat	mods.	Element	Modifiers	Listings	See	Also	Stat	Affix	Category:	Mods	Category:	Lists	of	Modifications	Version
History	Changes	3.12.0	The	element	modifying	labels	have	been	completely	redesigned	with	a	goal	in	mind	of	consistency	and	simplicity.	These	changes	have	insignificant	impacts	on	the	likelihood	that	several	modifiers	appear	in	rare	objects	naturally,	but	may	have	impacts	on	the	results	of	certain	elaboration	methods.	A	list	of	all	modifiers	and	their
associated	labels	can	be	found	here.	As	a	result	of	the	previous	changes,	several	descriptions	of	farsiles	have	changed	slightly.	3.11.0	Several	modifiers	have	been	corrected	that	did	not	have	names.	References	Ã	¢	1.0	1.1	1.2	(September	25,	2018).	Â	«PoEdb	does	not	have	a	subset	of	mods	listed	for	additional	mines	/	trap	and	mod	to	mine	damage,
but	the	metal	or	corrodes	seem	to	block	it	..."	Subreddit	exile	path.	Consulted	on	July	6,	Ã	¢	«2.0	2.1	(January	30,	2013).	Â	«Local	Modifiers	VS	Global.Â»	Official	forums	of	the	Camino	del	Exile.	Consulted	on	August	21,	2016.	Â	«BEX_GGG	(March	6,	2019).	«Synthesis	patch	note."	Forums	on	the	way	of	exile.	Consulted	on	March	13,	2019.	Â	«BEX_GGG
(February	24,	2016).	Â	«Entertainment	enchantments."	Road	from	exile	subnetdit.	Subreddit.	24	February	2016.	Â”Bex_GGG	(23	February	2016).	“Enchantments	of	Ascension”.	Official	forums	of	the	Way	of	Exile.	Retrieved	24	February	2016.	“Chris	(August	22,	2016).	“Metamod	Crafting	Essence”.	Retrieved	October	16,	2020publisher=Official	Path	of
Exile	Forums.	Â”Version	3.9.1b	patch	note	note	note
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