Enfeebling Test

Purpose 

This test is designed to help you, as a Red Mage, asess your current level of performance as well as to help you come to your own conclusions about Paralyze. This test may also support certain outside hypotheses.

WARNING: This test takes a long time. It can’t be done in one hour … or two … or three. If you don’t collect your data in a controlled fashion (outlined below), you may as well not have run the test.

Currently believed to be true
· +Enfeebling is your most important stat

· Elemental Staves matched with the element of the enfeeb improve resist rates

· HQ Staves significantly improve resist rates

· +MND makes your enfeebles more ‘potent’ (longer duration, more procs)

Application


This test offers you the chance to confirm these observations for yourself. Keep in mind that this mainly applies to Red Mages who are level 65 and above. This might even help you determine what you need to do in order to achieve better enfeebles in all kinds of different situations.
Background Information

This test was written and designed by Ezzelin, a 75 RDM on Lakshmi, out of curiosity. Many people believe different things about RDM Enfeebles – however, very few have data and concrete numbers to back up these suspicions. Those that do have often introduced other variables that skew or alter their results. This test is different from other tests because it uses controls, or baselines for measurement, in order to draw conslusions. Much of the environment of the test is held constant. This is not possible in typical experience environments. This test is also based on using extreme cases to identify patterns. The theory is that if you exaggerate the effect of one factor you’ll be able to see the underlying (often subtle) patterns more clearly. When we first executed the +MND test, Fynlar had a base of 70 MND. We loaded him up with 57 more (no food). That’s just crazy. No RDM uses +57 MND to cast Paralyze in an EXP party. Most RDMs use a balanced combination of gear when they cast Paralyze. In this case, adding such an extreme amount of MND (without adding anything else) makes the real effect of MND on enfeebles more visible.
Setting up the Experiment (Things to Consider Before You Go Out)
Gear

The five sets of data collected by you are as follows: naked, +enfeeb, +MND, Ice Staff, and EXP. It is important to wear only that kind of gear while collecting a certain set of data. This way you will be able to establish your own baselines for comparison. Be sure that you have everything with you, and pay careful attention to any equipment that adds more than one stat under study - something that adds enfeebling skill and mnd. An example is Master Caster’s Bracelets. These add both enfeebling skill and mnd. However, because they only add a little mnd, they are an acceptable piece of equipment to use in the enfeebling test. You can use whatever you want for the EXP test – just take what you’d normally be wearing if you needed to cast Paralyze in an experience points party.
What You’re Fighting (and the nature of Paralyze)

You need to find a monster that suits the test – something that is neither strong nor weak to Ice. Paralyze is based on ice, so those kinds of monsters are unsuitable for this test. The Catoblepas in Bibiki Bay are an excellent choice to fight. They are neither strong nor weak to Ice, there are a lot of them in one area, and they have a fairly consistent rate of attack. It is important not to cast Slow or Gravity because that could affect the rate of attack and how often Paralyze has a chance to proc, thus skewing your results. 

(Party?)(Do you need it?)(Yes, please.)

You can’t do this without a group. Ideally, a group will consist of a tank, two Red Mages, and one damage dealer. A level 75 Thief/Ninja makes a great tank. They have high evasion, so when monsters attack them they’re more likely to miss than take down shadows. You’ll be too busy watching your chatlong and/or hitting a stopwatch to Cure much during the fight. Your damage dealer (mnk, drg, sam, etc.) should also be /NIN to facilitate pulling. It helps if they’re fighting with a weapon that they don’t normally use. Our Dragoon dual-wielded clubs and skilled up the whole time, but he still did a reasonable amount of damage. You don’t want your melee killing the monster during a Paralyze test. One Red Mage is the Guinea Pig. They bring gear sets to use for each test. The other Red Mage should have a stopwatch and a spreadsheet to record data. Windower would help, but it is against the FFXI Terms of Service. Use it at your own risk. Be prepared to spend hours on these tests. It may be convenient to test different gear sets on different days.

Communication
It is essential that the Guinea Pig Red Mage (GRM) and the Data Recorder Red Mage (DRM) communicate quickly and effectively. You need a system that will allow you to ensure accuracy. For example, the DRM cannot see when Paralyze wears off, nor may they be ready to start the stopwatch again for several seconds after recording data in the spreadsheet. The DRM needs to communicate when they are ready to start, and the GRM needs to communicate when Paralyze wears off. For example, the DRM could type ‘1’ when ready, then watch for Paralyze to land and start the stopwatch. The GRM can type ‘2’ when Paralyze wears off so that the DRM knows when to stop the stopwatch. (Resist) is a good signal to use when Paralyze is resisted. The GRM should also keep track of how many times Paralyze activates, or ‘procs.’ It’s also important to let your melee know when Paralyze has worn off so that they can kill the mob (at last) – you don’t want them to kill it during a test. 
Using the Spreadsheet
Important: This beast has multiple sheets included in one workbook. The tabs are named according to the data. Input data into the blank fields.

Example: Naked RDM

Input base Enfeeb and MND into the blank cells.

During the test:

1. Record what day it is when you’re testing (if you go over into another day, make a note next to the data cell when the day changes).

2. Record whether or not you were resisted with the drop-down ‘Yes/No.’

3. Record total procs.

4. Record duration in seconds! Can’t stress how important it is for everything to be in pure seconds.

5. Using the comparative sheet: Paste two sets of data into the appropriate spots (don’t forget to identify which data set is which in the two drop-down menus). The Statistics sheet will calculate information for you based on the data you input into the comparative sheet. It is accurate for any full set of 30 casts (even if you don’t input a second group of data for it to compare the first with).
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