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Skip to content Preceded by Artifact since Update 9.0 (2013-07-13) Aura icon Auras are a type of Mod that provides a passive beneficial effect to the entire squad rather than the Warframe it is equipped on exclusively. If several players in a squad carry copies of the same Aura, the Auras' effects will stack additively. Additionally, Auras add to your
total mod capacity (rather than deduct from it like regular mods), hence higher rank Aura mods are typically more desirable to maximize mod capacity for other mods without the need of Forma. Mechanics[] An Aura slot with a polarity, from top to bottom, without any Auras equipped, with an aura of the same polarity equipped (in this case,

Energy Siphon) and an aura with a different polarity equipped (in this case, Steel Charge which has a polarity) Aura effects are map-wide, except specific auras that are explicitly limited on the effect within a player's range like Enemy Radar, Infested Impedance and Loot Detector. Furthermore, equipping an Aura with a matching polarity increases
mod capacity even more, specifically by double of the Aura's "drain" parameter (e.g. an Aura with a drain of 5 equipped in a matching polarity slot generates an additional mod capacity of 10). In a slot without a polarity, the capacity is the same as the listed drain, and in a slot of a different polarity, the additional capacity is 80% of listed drain,
rounded down (e.g. a drain of 5 generates a capacity of 4, a drain of 9 generates a capacity of 7, and so on). The Aura slot can be polarized, either (just as a regular mod slot) with a Forma for a specific polarity, or with a special Aura Forma to be universally compatible with any Aura Mod Polarity. Aura Effectiveness[] Aura Effectiveness is an
upgrade that increases the effect of other players' Auras on the player themselves by a percent bonus. As of Update 32.0 (2022-09-07), it is only provided through Coaction Drift. Aura Strength[] Aura Strength is an upgrade that increases the effect of the player's Aura mod on other players in the squad by a percent bonus. As of Update 32.0 (2022-09-
07), it is only provided through Coaction Drift. Acquisition[] Auras are primarily obtained as a Cred Offering, though some Auras are obtained as enemy drops, from The Silver Grove Specters, or as rewards from Arbitrations. The following Auras are only dropped from Grove Specters: Aura Mods[] Name Description Polarity Rarity Subcategory
Aerodynamic Increases Aim Glide/Wall Latch duration Reduces damage taken while Airborne Rare None Brief Respite Grants shields equal to a % of energy spent Uncommon None Combat Discipline Allies gain Health on kill Aura bearer loses Health on kill Rare None Corrosive Projection Reduces enemy armor Uncommon None Dead Eye
Increases sniper rifle damage Uncommon None Dreamer's Bond Provides constant energy regenerationProvides constant health regeneration Uncommon None EMP Aura Reduces Corpus enemies' accuracy Uncommon None Empowered Blades Increases status chance and status damage of charged melee attacks Rare None Enemy Radar
Pinpoints enemy locations on mini-map Uncommon None Energy Siphon Provides constant energy regeneration Uncommon None Growing Power Increases Ability Strength after status proc Rare None Holster Amp Increases weapon damage on weapon swap Uncommon None Infested Impedance Reduces speed of nearby Infested units Uncommon
None Loot Detector Displays location of containers and resources on minimap and makes modifications visible through walls Uncommon None Mecha Empowered Increases damage against marked enemies Rare Set Mod Melee Guidance Reduces Melee Combo duration on self Increases Melee Combo duration on allies Rare None Physique
Increases maximum health Uncommon None Pistol Amp Increases secondary weapon damage Uncommon None Pistol Scavenger Increases ammo recovery for pistols Uncommon None Power Donation Increases allies' Ability Strength Reduces player's Ability Strength Rare None Ready Steel Increases Initial Combo Uncommon None Rejuvenation
Provides constant health regeneration Uncommon None Rifle Amp Increases assault rifle damage Uncommon None Rifle Scavenger Increases ammo recovery for assault rifles Uncommon None Shepherd Increases Companion Armor and Health Rare None Shield Disruption Reduces enemy shields Uncommon None Shotgun Amp Increases shotgun
damage Uncommon None Shotgun Scavenger Increases ammo recovery for shotguns Uncommon None Sniper Scavenger Increases ammo recovery for sniper rifles Uncommon None Sprint Boost Increases sprinting speed Uncommon None Stand United Increases armor Uncommon None Steel Charge Increases melee weapon damage Uncommon
None Summoner's Wrath Uncommon None Swift Momentum Increases Charge Attack speed Increases Melee Combo duration Rare None Toxin Resistance Reduces toxin damage Uncommon None Worthy Comradery Increases Weak Point critical chance Uncommon None Default Aura Polarities[] Polarity Frames Ash, Atlas, Banshee, Chroma,
Ember, Excalibur Prime/ Excalibur Umbra, Garuda, Koumei, Mag, Mesa, Nidus, Oberon, Rhino, Sevagoth's Shadow, Titania, Valkyr, Volt, Wukong, Yareli Frost, Gara, Jade, Khora, Qorvex, Saryn, Trinity, Voruna, Zephyr Baruuk, Caliban, Citrine, Equinox, Gauss, Grendel, Gyre, Harrow, Hildryn, Hydroid, Inaros, Ivara, Kullervo,
Lavos, Limbo, Loki, Mirage, Nezha, Nova, Nyx, Octavia, Revenant, Styanax, Vauban, Wisp, Xaku Dante, Jade, Protea Dagath (None) Excalibur, Nekros, Sevagoth Unless otherwise noted, Prime frames share the same polarity as their non-Prime forms. Notes[] Teammates will not benefit from a player's aura during a mission if that player is
dead. The aura slot's polarity cannot be swapped with another slot's one. Sometimes if a game is lagging, the aura effect may not occur or be delayed. Tips[] Trivia[] Aura Mod cards were converted from user's Artifacts as of Update 9.0 (2013-07-13), including additional copies if the user obtained more than one artifact before the update. For a short
time after Update 10.6 (2013-10-30), some Auras (as well as some mods) could have been acquired via transmutation.[1] This was due to a bug where all mods (including the unreleased ones) became obtainable through transmutation. This has been fixed, though some Auras (such as Dead Eye) have since been released. The list of retrieved auras can
be found in Category: Retrieved Content. Excalibur is the only frame to have variants with a different aura polarity; default Excalibur has no polarity while both Excalibur Umbra and Excalibur Prime have the Madurai polarity. Dante, Jade and Protea ( Prime) are the only Warframes with an innate Universal polarity; all others can have their
polarities changed to universal by use of an Aura Forma. Jade is the first Warframe to possess two mod aura slots. As of Update 37.0 (2024-10-02), Naramon is the most common default aura with 26 unique frames, followed by Madurai with 20. Oddly enough, players can polarize Aura mod slots with the Unairu polarity, despite there currently being
no Aura mods with that polarity. Similarly, players can also polarize mod slots belonging to non-melee weapons with said polarity as well. For more flexibility it is possible to use an Aura Forma, which grants as a universal polarity. Patch History[] Update 28.3 (2020-08-12) Fixed Warframe Mod capacity percentage bar not showing the correct drain
when a Universal Aura Slot is equipped with an Aura Mod. Hotfix 25.7.6 (2019-09-18) New Arbitration Rewards: The following rewards have been added to the Arbitrations drop tables: Stats shown at max rank* New Aura Mods: Aerodynamic: 6 seconds added to Aim Glide/Wall Latch time, decreases damage taken while Airborne by 24%* Swift
Momentum: 30% faster Charge Attack speed, 6 seconds added to Melee Combo time* Shepherd: Increases Companion Armor by 180 and Companion Health by 300* Combat Discipline: Allies gain 20 Health when they make a kill, but the aura bearer loses 10 Health when the bearer makes a kill.* Melee Guidance: Reduces Melee Combo timer on Self
by 6 seconds, increases Melee Combo timer for Allies by 12 seconds* Hotfix 25.7.2 (2019-08-30) Fixed Aura Mods not functioning. Hotfix 25.2.3 (2019-06-25) Fixed Aura Mods stacking twice while using Operator mode with Umbra. Update 24.8 (2019-04-24) Arbitrations ‘Iteration 1’ Changes A new Arbitrations reward has been added: The elusive
Aura Forma Blueprint! Craft an Aura Forma to modify an Aura slot on a Warframe to be compatible with any Mod Polarity. Update 15.1 (2014-11-05) The aura slot's polarity can no longer be swapped with another slot's one. Hotfix 9.1.4 (2013-07-16) Aura mods now *boost* your mod capacity rather than drain it. Update 9.0 (2013-07-13) Introduced
Aura mod system is here! The Artifacts system has transformed into a new system and has merged with the Arsenal Ul. The new “Auras” can be fused just like mods, and they have their own slot! Auras are powerful, but also come at a cost to equip. See also[] As you might have heard that Aura mods are the critical parts of each Warframe build, and
therefore it is equally important to know everything about the different aura mods of Warframe builds. These mods give a definite bonus to you as well as your team, and at the same time, they also provide excellent capacity to your mods. The capacity that needs to be generated is controlled by the aura mods themselves. If you decide to keep a mod
with five drains in the aura slot with some polarity, then you will get some extra capacity also. Also, if you put a neutral slot, then you will be getting some extra capacity points, including the initial drain. As this is relatively important for late game builds, choosing the proper aura mod for the Warframe is not an easy task. It requires a pretty good
knowledge about the aura mods. Warframe is not an easy task. It requires a pretty good knowledge about the aura mods. Aura Mod Tier List There are various stages of aura mods that we can classify into low tier and high tier. For every Warframe, a particular type of aura mod is categorized based on the abilities and preferences of the Warframe.
Also, one crucial thing that you will be needed to keep in mind is that if an aura mod is categorized in a low-tier mod, then it does not mean that the mod itself is not essential. Now, we will discuss the most popular aura mods that are primarily in use in almost every Warframe. Corrosive Projection The first and the original mod that we will be
discussing is the Corrosive Projection mod. You might have used it in almost every Warframe you have come across. This mod is genuinely essential for providing you a good dealing with armor reduction. You can use this mod in reducing the energy armor of the opponent as it is imperative. This mod is also considered one of the best aura mods as it
is relatively productive in almost all Warframe. Steel Charge The next aura mod that is important and widely used in popular Warframes is the Steel Charge. It is mainly focused on the melee build and gives you a good dealing with the skill damage. Also, this mod is beneficial for the Ash Warframe or the Atlas Warframe. Volt and Rhino Warframes
also use this mod as it provides good melee damage. This is why it is primarily used in melee builds and melee weapons. Energy Siphon Energy Siphon is one of those popular mods used in every build of each Warframe as it is needed in the first place. Energy Siphon provides you enough energy that you can survive throughout the mission without any
trouble. However, specific builds in which the Energy Siphon is not that much needed, but it is always good to have a backup on energy as it can be needed at any moment while fighting the enemy. Rejuvenation Rejuvenation mod is good when you combine it with Vitality and Intensify. This combination works perfectly fine in fighting with the enemy
as it provides a good backup for the team in case something goes wrong with the survival rate. Though it is not needed in any Warframe that is strong enough to fight the enemy without the mods, it is good to keep it as a backup for increasing the survival rate. Growing Power Growing Power is that one aura mod that is very much required in the
builds. No matter you are using a solid Warframe or a weak Warframe, the growing Power is needed anyway. It is used to increase the extra damage boost. Most specifically, it is used with channeled abilities to increase the damage done to the enemies. So, it is essential to use this mod in the fight to keep the Power increasing, and it will help you in
killing the opponent. Enemy Radar Enemy Radar is one of the essential aura mods because it prevents you from getting killed, as you will be able to check the enemies on the radar itself before you encounter them. It will help you to hide and take a position according to the enemy. Also, if you are fighting in a muscular build and the enemy is strong
enough to provide more damage to you, then you will need this aura mod for getting yourself protected from the enemy. Umbral Vitality The Vitality aura mod is very much needed if you are running low on the survival rate. In any build, the most important thing is to stay alive so that you can kill the boss and the enemies to earn your rewards. Now,
some builds are extremely strong, and the enemies are of higher level and thus, there you will be needed to survive for long so that you can kill them. Conclusion With the above aura mods, it is almost impossible to get killed, and thus you can easily win the rounds and collect the rewards if you use the right aura mods at the right time. So, the only
thing that you need to take care of is that when and where you should use these mods. Equipping an Aura mod in your Warframe can be an absolute game-changer for you and your squad. When you started modding your first Warframe, you might have attempted to place a regular mod in the top slot, only to get a “this slot is reserved for Aura mods”
error message. I got this message, which prompted me to browse endlessly through my library of mods, only to realize I didn’t have any. It’s easy to overlook this feature, but Aura mods are a fundamental aspect of Warframe that elevates your gameplay and supports team synergy. In this guide, I'll outline everything you need to know about Aura
mods in Warframe. Screenshot by Gamepur Aura mods go in the top slot in your Warframe’s mod section. They affect all players in your squad, which makes them especially useful for cooperative play. Here’s an example: Energy Siphon, one of the easiest-to-get aura mods, boosts energy recharge for the entire team. The easiest way to get Aura mods
is through Nightwave Cred Offerings, which you can access through the Orbiter’s Navigation console or the Main Menu. They’ll get reset daily and weekly, offering new challenges and opportunities to get more Aura mods. Related: Warframe: How to Sell Weapons Alternatively, you can get new Aura mods in Warframe from enemy drops, but you’d
be leaving things up to chance. Screenshot by Gamepur Here’s a list of some Aura mods you can snag in the early game that’ll come in handy: Energy Siphon: This aura mod grants you and your squad a continuous boost to energy regeneration. Corrosive Projection: This aura mod is an excellent choice for armor reduction, instantly making enemy
encounters much more manageable. Growing Power: This aura mod is rare but amplifies your Warframe’s overall strength. High Noon: This aura mod enhances your melee capabilities if you're a fan of gun blades. Warframe can be overwhelming early on. Here are a few things I wish I had known about auras in Warframe when I started playing:
Match the aura mod’s polarity to your Warframe’s aura slot for increased mod capacity. All players in a squad benefit from aura mods, so coordinate with your team to maximize advantages. Regularly check alerts for aura mods, especially Energy Siphon and Corrosive Projection. Gamepur is supported by our audience. When you purchase through
links on our site, we may earn a small affiliate commission. Learn more about our Affiliate Policy Skip to content Preceded by Artifact since Update 9.0 (2013-07-13) Aura icon Auras are a type of Mod that provides a passive beneficial effect to the entire squad rather than the Warframe it is equipped on exclusively. If several players in a squad carry
copies of the same Aura, the Auras' effects will stack additively. Additionally, Auras add to your total mod capacity (rather than deduct from it like regular mods), hence higher rank Aura mods are typically more desirable to maximize mod capacity for other mods without the need of Forma. Mechanics[] An Aura slot with a polarity, from top to bottom,
without any Auras equipped, with an aura of the same polarity equipped (in this case, Energy Siphon) and an aura with a different polarity equipped (in this case, Steel Charge which has a polarity) Aura effects are map-wide, except specific auras that are explicitly limited on the effect within a player's range like Enemy Radar, Infested Impedance
and Loot Detector. Furthermore, equipping an Aura with a matching polarity increases mod capacity even more, specifically by double of the Aura's "drain" parameter (e.g. an Aura with a drain of 5 equipped in a matching polarity slot generates an additional mod capacity of 10). In a slot without a polarity, the capacity is the same as the listed drain,
and in a slot of a different polarity, the additional capacity is 80% of listed drain, rounded down (e.g. a drain of 5 generates a capacity of 4, a drain of 9 generates a capacity of 7, and so on). The Aura slot can be polarized, either (just as a regular mod slot) with a Forma for a specific polarity, or with a special Aura Forma to be universally compatible
with any Aura Mod Polarity. Aura Effectiveness[] Aura Effectiveness is an upgrade that increases the effect of other players' Auras on the player themselves by a percent bonus. As of Update 32.0 (2022-09-07), it is only provided through Coaction Drift. Aura Strength[] Aura Strength is an upgrade that increases the effect of the player's Aura mod on
other players in the squad by a percent bonus. As of Update 32.0 (2022-09-07), it is only provided through Coaction Drift. Acquisition[] Auras are primarily obtained as a Cred Offering, though some Auras are obtained as enemy drops, from The Silver Grove Specters, or as rewards from Arbitrations. The following Auras are only dropped from Grove
Specters: Aura Mods[] Name Description Polarity Rarity Subcategory Aerodynamic Increases Aim Glide/Wall Latch duration Reduces damage taken while Airborne Rare None Brief Respite Grants shields equal to a % of energy spent Uncommon None Combat Discipline Allies gain Health on kill Aura bearer loses Health on kill Rare None

Corrosive Projection Reduces enemy armor Uncommon None Dead Eye Increases sniper rifle damage Uncommon None Dreamer's Bond Provides constant energy regenerationProvides constant health regeneration Uncommon None EMP Aura Reduces Corpus enemies' accuracy Uncommon None Empowered Blades Increases status chance and
status damage of charged melee attacks Rare None Enemy Radar Pinpoints enemy locations on mini-map Uncommon None Energy Siphon Provides constant energy regeneration Uncommon None Growing Power Increases Ability Strength after status proc Rare None Holster Amp Increases weapon damage on weapon swap Uncommon None
Infested Impedance Reduces speed of nearby Infested units Uncommon None Loot Detector Displays location of containers and resources on minimap and makes modifications visible through walls Uncommon None Mecha Empowered Increases damage against marked enemies Rare Set Mod Melee Guidance Reduces Melee Combo duration on self
Increases Melee Combo duration on allies Rare None Physique Increases maximum health Uncommon None Pistol Amp Increases secondary weapon damage Uncommon None Pistol Scavenger Increases ammo recovery for pistols Uncommon None Power Donation Increases allies' Ability Strength Reduces player's Ability Strength Rare None
Ready Steel Increases Initial Combo Uncommon None Rejuvenation Provides constant health regeneration Uncommon None Rifle Amp Increases assault rifle damage Uncommon None Rifle Scavenger Increases ammo recovery for assault rifles Uncommon None Shepherd Increases Companion Armor and Health Rare None Shield Disruption
Reduces enemy shields Uncommon None Shotgun Amp Increases shotgun damage Uncommon None Shotgun Scavenger Increases ammo recovery for shotguns Uncommon None Sniper Scavenger Increases ammo recovery for sniper rifles Uncommon None Sprint Boost Increases sprinting speed Uncommon None Stand United Increases armor
Uncommon None Steel Charge Increases melee weapon damage Uncommon None Summoner's Wrath Uncommon None Swift Momentum Increases Charge Attack speed Increases Melee Combo duration Rare None Toxin Resistance Reduces toxin damage Uncommon None Worthy Comradery Increases Weak Point critical chance Uncommon None
Default Aura Polarities[] Polarity Frames Ash, Atlas, Banshee, Chroma, Ember, Excalibur Prime/ Excalibur Umbra, Garuda, Koumei, Mag, Mesa, Nidus, Oberon, Rhino, Sevagoth's Shadow, Titania, Valkyr, Volt, Wukong, Yareli Frost, Gara, Jade, Khora, Qorvex, Saryn, Trinity, Voruna, Zephyr Baruuk, Caliban, Citrine, Equinox, Gauss,
Grendel, Gyre, Harrow, Hildryn, Hydroid, Inaros, Ivara, Kullervo, Lavos, Limbo, Loki, Mirage, Nezha, Nova, Nyx, Octavia, Revenant, Styanax, Vauban, Wisp, Xaku Dante, Jade, Protea Dagath (None) Excalibur, Nekros, Sevagoth Unless otherwise noted, Prime frames share the same polarity as their non-Prime forms. Notes[]
Teammates will not benefit from a player's aura during a mission if that player is dead. The aura slot's polarity cannot be swapped with another slot's one. Sometimes if a game is lagging, the aura effect may not occur or be delayed. Tips[] Trivia[] Aura Mod cards were converted from user's Artifacts as of Update 9.0 (2013-07-13), including additional
copies if the user obtained more than one artifact before the update. For a short time after Update 10.6 (2013-10-30), some Auras (as well as some mods) could have been acquired via transmutation.[1] This was due to a bug where all mods (including the unreleased ones) became obtainable through transmutation. This has been fixed, though some
Auras (such as Dead Eye) have since been released. The list of retrieved auras can be found in Category: Retrieved Content. Excalibur is the only frame to have variants with a different aura polarity; default Excalibur has no polarity while both Excalibur Umbra and Excalibur Prime have the Madurai polarity. Dante, Jade and Protea ( Prime) are
the only Warframes with an innate Universal polarity; all others can have their polarities changed to universal by use of an Aura Forma. Jade is the first Warframe to possess two mod aura slots. As of Update 37.0 (2024-10-02), Naramon is the most common default aura with 26 unique frames, followed by Madurai with 20. Oddly enough, players can
polarize Aura mod slots with the Unairu polarity, despite there currently being no Aura mods with that polarity. Similarly, players can also polarize mod slots belonging to non-melee weapons with said polarity as well. For more flexibility it is possible to use an Aura Forma, which grants as a universal polarity. Patch History[] Update 28.3 (2020-08-12)
Fixed Warframe Mod capacity percentage bar not showing the correct drain when a Universal Aura Slot is equipped with an Aura Mod. Hotfix 25.7.6 (2019-09-18) New Arbitration Rewards: The following rewards have been added to the Arbitrations drop tables: Stats shown at max rank* New Aura Mods: Aerodynamic: 6 seconds added to Aim
Glide/Wall Latch time, decreases damage taken while Airborne by 24%* Swift Momentum: 30% faster Charge Attack speed, 6 seconds added to Melee Combo time* Shepherd: Increases Companion Armor by 180 and Companion Health by 300* Combat Discipline: Allies gain 20 Health when they make a kill, but the aura bearer loses 10 Health when
the bearer makes a kill.* Melee Guidance: Reduces Melee Combo timer on Self by 6 seconds, increases Melee Combo timer for Allies by 12 seconds* Hotfix 25.7.2 (2019-08-30) Fixed Aura Mods not functioning. Hotfix 25.2.3 (2019-06-25) Fixed Aura Mods stacking twice while using Operator mode with Umbra. Update 24.8 (2019-04-24) Arbitrations
‘Tteration 1’ Changes A new Arbitrations reward has been added: The elusive Aura Forma Blueprint! Craft an Aura Forma to modify an Aura slot on a Warframe to be compatible with any Mod Polarity. Update 15.1 (2014-11-05) The aura slot's polarity can no longer be swapped with another slot's one. Hotfix 9.1.4 (2013-07-16) Aura mods now *boost*
your mod capacity rather than drain it. Update 9.0 (2013-07-13) Introduced Aura mod system is here! The Artifacts system has transformed into a new system and has merged with the Arsenal Ul. The new “Auras” can be fused just like mods, and they have their own slot! Auras are powerful, but also come at a cost to equip. See also[] Full Tradeable
Cannot be obtained from transmutation Squad receives +75% Companion and Summon Damage Madurai 4,000 Summoner's Wrath is an aura mod that increases Companion and Summon damage for a given squad. Stats[] Rank Companion and Summon Damage Cost * 0 +12.5% -2 1 +25% -3 2 +37.5% -4 3 +50% -5 4 +62.5% -6 5 +75% -7 * Aura
mods increase the amount of Mod Capacity Drop Locations[] Mission Drop Tables Enemy Drop Tables Sourced from the official drop table repository. See Module:DropTables/data to edit on the wiki. Notes[] Patch History[] Hotfix 38.0.4 (2024-12-17) Fixed script error with the Summoner’s Wrath Aura Mod. Hotfix 38.0.3 (2024-12-16) Fixed a crash
with the Summoner’s Wrath Aura Mod. Update 38.0 (2024-12-13) See Also[] T Chance to roll item within drop table T Amount rewarded on successful roll T (Quantity X Chance) T Chance to roll drop table T Chance to roll item within drop table T (Drop Table Chance x Item Chance) T (1 / Chance), see WARFRAME Wiki:Expected & Nearly
Guaranteed Numbers for more details T Amount rewarded on successful roll T (Quantity x Chance), average item quantity on a roll attempt (successful or not) Skip to content Preceded by Artifact since Update 9.0 (2013-07-13) Aura icon Auras are a type of Mod that provides a passive beneficial effect to the entire squad rather than the Warframe it
is equipped on exclusively. If several players in a squad carry copies of the same Aura, the Auras' effects will stack additively. Additionally, Auras add to your total mod capacity (rather than deduct from it like regular mods), hence higher rank Aura mods are typically more desirable to maximize mod capacity for other mods without the need of Forma.
Mechanics[] An Aura slot with a polarity, from top to bottom, without any Auras equipped, with an aura of the same polarity equipped (in this case, Energy Siphon) and an aura with a different polarity equipped (in this case, Steel Charge which has a polarity) Aura effects are map-wide, except specific auras that are explicitly limited on the effect
within a player's range like Enemy Radar, Infested Impedance and Loot Detector. Furthermore, equipping an Aura with a matching polarity increases mod capacity even more, specifically by double of the Aura's "drain" parameter (e.g. an Aura with a drain of 5 equipped in a matching polarity slot generates an additional mod capacity of 10). In a slot
without a polarity, the capacity is the same as the listed drain, and in a slot of a different polarity, the additional capacity is 80% of listed drain, rounded down (e.g. a drain of 5 generates a capacity of 4, a drain of 9 generates a capacity of 7, and so on). The Aura slot can be polarized, either (just as a regular mod slot) with a Forma for a specific
polarity, or with a special Aura Forma to be universally compatible with any Aura Mod Polarity. Aura Effectiveness[] Aura Effectiveness is an upgrade that increases the effect of other players' Auras on the player themselves by a percent bonus. As of Update 32.0 (2022-09-07), it is only provided through Coaction Drift. Aura Strength[] Aura Strength
is an upgrade that increases the effect of the player's Aura mod on other players in the squad by a percent bonus. As of Update 32.0 (2022-09-07), it is only provided through Coaction Drift. Acquisition[] Auras are primarily obtained as a Cred Offering, though some Auras are obtained as enemy drops, from The Silver Grove Specters, or as rewards
from Arbitrations. The following Auras are only dropped from Grove Specters: Aura Mods[] Name Description Polarity Rarity Subcategory Aerodynamic Increases Aim Glide/Wall Latch duration Reduces damage taken while Airborne Rare None Brief Respite Grants shields equal to a % of energy spent Uncommon None Combat Discipline Allies gain
Health on kill Aura bearer loses Health on kill Rare None Corrosive Projection Reduces enemy armor Uncommon None Dead Eye Increases sniper rifle damage Uncommon None Dreamer's Bond Provides constant energy regenerationProvides constant health regeneration Uncommon None EMP Aura Reduces Corpus enemies' accuracy Uncommon
None Empowered Blades Increases status chance and status damage of charged melee attacks Rare None Enemy Radar Pinpoints enemy locations on mini-map Uncommon None Energy Siphon Provides constant energy regeneration Uncommon None Growing Power Increases Ability Strength after status proc Rare None Holster Amp Increases
weapon damage on weapon swap Uncommon None Infested Impedance Reduces speed of nearby Infested units Uncommon None Loot Detector Displays location of containers and resources on minimap and makes modifications visible through walls Uncommon None Mecha Empowered Increases damage against marked enemies Rare Set Mod
Melee Guidance Reduces Melee Combo duration on self Increases Melee Combo duration on allies Rare None Physique Increases maximum health Uncommon None Pistol Amp Increases secondary weapon damage Uncommon None Pistol Scavenger Increases ammo recovery for pistols Uncommon None Power Donation Increases allies' Ability
Strength Reduces player's Ability Strength Rare None Ready Steel Increases Initial Combo Uncommon None Rejuvenation Provides constant health regeneration Uncommon None Rifle Amp Increases assault rifle damage Uncommon None Rifle Scavenger Increases ammo recovery for assault rifles Uncommon None Shepherd Increases Companion
Armor and Health Rare None Shield Disruption Reduces enemy shields Uncommon None Shotgun Amp Increases shotgun damage Uncommon None Shotgun Scavenger Increases ammo recovery for shotguns Uncommon None Sniper Scavenger Increases ammo recovery for sniper rifles Uncommon None Sprint Boost Increases sprinting speed
Uncommon None Stand United Increases armor Uncommon None Steel Charge Increases melee weapon damage Uncommon None Summoner's Wrath Uncommon None Swift Momentum Increases Charge Attack speed Increases Melee Combo duration Rare None Toxin Resistance Reduces toxin damage Uncommon None Worthy Comradery
Increases Weak Point critical chance Uncommon None Default Aura Polarities[] Polarity Frames Ash, Atlas, Banshee, Chroma, Ember, Excalibur Prime/ Excalibur Umbra, Garuda, Koumei, Mag, Mesa, Nidus, Oberon, Rhino, Sevagoth's Shadow, Titania, Valkyr, Volt, Wukong, Yareli Frost, Gara, Jade, Khora, Qorvex, Saryn, Trinity,
Voruna, Zephyr Baruuk, Caliban, Citrine, Equinox, Gauss, Grendel, Gyre, Harrow, Hildryn, Hydroid, Inaros, Ivara, Kullervo, Lavos, Limbo, Loki, Mirage, Nezha, Nova, Nyx, Octavia, Revenant, Styanax, Vauban, Wisp, Xaku Dante, Jade, Protea Dagath (None) Excalibur, Nekros, Sevagoth Unless otherwise noted, Prime frames share
the same polarity as their non-Prime forms. Notes[] Teammates will not benefit from a player's aura during a mission if that player is dead. The aura slot's polarity cannot be swapped with another slot's one. Sometimes if a game is lagging, the aura effect may not occur or be delayed. Tips[] Trivia[] Aura Mod cards were converted from user's Artifacts
as of Update 9.0 (2013-07-13), including additional copies if the user obtained more than one artifact before the update. For a short time after Update 10.6 (2013-10-30), some Auras (as well as some mods) could have been acquired via transmutation.[1] This was due to a bug where all mods (including the unreleased ones) became obtainable through
transmutation. This has been fixed, though some Auras (such as Dead Eye) have since been released. The list of retrieved auras can be found in Category: Retrieved Content. Excalibur is the only frame to have variants with a different aura polarity; default Excalibur has no polarity while both Excalibur Umbra and Excalibur Prime have the Madurai
polarity. Dante, Jade and Protea ( Prime) are the only Warframes with an innate Universal polarity; all others can have their polarities changed to universal by use of an Aura Forma. Jade is the first Warframe to possess two mod aura slots. As of Update 37.0 (2024-10-02), Naramon is the most common default aura with 26 unique frames, followed by
Madurai with 20. Oddly enough, players can polarize Aura mod slots with the Unairu polarity, despite there currently being no Aura mods with that polarity. Similarly, players can also polarize mod slots belonging to non-melee weapons with said polarity as well. For more flexibility it is possible to use an Aura Forma, which grants as a universal
polarity. Patch History[] Update 28.3 (2020-08-12) Fixed Warframe Mod capacity percentage bar not showing the correct drain when a Universal Aura Slot is equipped with an Aura Mod. Hotfix 25.7.6 (2019-09-18) New Arbitration Rewards: The following rewards have been added to the Arbitrations drop tables: Stats shown at max rank* New Aura
Mods: Aerodynamic: 6 seconds added to Aim Glide/Wall Latch time, decreases damage taken while Airborne by 24%* Swift Momentum: 30% faster Charge Attack speed, 6 seconds added to Melee Combo time* Shepherd: Increases Companion Armor by 180 and Companion Health by 300* Combat Discipline: Allies gain 20 Health when they make a
kill, but the aura bearer loses 10 Health when the bearer makes a kill.* Melee Guidance: Reduces Melee Combo timer on Self by 6 seconds, increases Melee Combo timer for Allies by 12 seconds* Hotfix 25.7.2 (2019-08-30) Fixed Aura Mods not functioning. Hotfix 25.2.3 (2019-06-25) Fixed Aura Mods stacking twice while using Operator mode with
Umbra. Update 24.8 (2019-04-24) Arbitrations ‘Iteration 1’ Changes A new Arbitrations reward has been added: The elusive Aura Forma Blueprint! Craft an Aura Forma to modify an Aura slot on a Warframe to be compatible with any Mod Polarity. Update 15.1 (2014-11-05) The aura slot's polarity can no longer be swapped with another slot's one.
Hotfix 9.1.4 (2013-07-16) Aura mods now *boost* your mod capacity rather than drain it. Update 9.0 (2013-07-13) Introduced Aura mod system is here! The Artifacts system has transformed into a new system and has merged with the Arsenal UI. The new “Auras” can be fused just like mods, and they have their own slot! Auras are powerful, but also
come at a cost to equip. See also[]



