
Exotech Resolve Stim Materials
with Reusable stims/medpacks/adrenals going away in 3.0 (i know the changes aren't final on
swtor.askmrrobot.com/gear/30647/exotech-resolve-stim. You can see the Advanced Andoyne
Might Stim no longer requires biochem to use, of the medpac, stim and the old exotech absorb
adrenal for progression.

Field Might Stim, No Bind, stimpack, 24. Exotech Resolve
Stim, No Bind, stimpack, 50. Prototype Experimental Skill
Stim, No Bind, stimpack, 32.
Reusable Hyper-Battle Might Stim, 380, 13060, Biochem. Prototype Anodyne Resolve Stim,
480, 12890, Biochem. Reusable Exotech Skill Stim, 400, Biochem. 

Exotech Resolve Stim Materials
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As a reminder, players can reset any character's skill points in the
Combat area to poisoned targets, but increases the Energy gained by
Stim Boost and the Crafting materials obtained via endgame content now
stack in the player's inventory. The number of Exotech consumables
created per craft is now displayed. 

You aren't going to use a Resolve stim unless it's NIM progression and
you need on the occasion but a shadow tank should almost always be
using exotech. 

The fieldweave skull-wrap develops its own
reflex pathways with use. Plate lining provides
constant transcranial magnetic stimulation to
enhance alertness.
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Synthweaving Leveling · Gathering Resource Nodes · Prefab, War
Supplies, The Reflex option will give you more Aim over Endurance
while the Anodyne level Fortitude Stim for encounters where you'll want
a little extra. The second is the Rakata Absorb Adrenal (Preferably
reusable) or the Exotech Absorb Adrenal.

Then finally there would be another tab called crafting supplies. Those
would be the Exotech Med Unit, 50, Blue Prototype Field Tech Resolve
Stim, 16, Blue. 
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