SkyScrappers Patch Notes 8-27

Beam Weapon:
	Primary Fire:
			Summary: This weapon is never used due to the EMPs massive AOE, reliable range and massive damage for a good hit.  In terms of DPS, it’s nearly more reliable to simply spam the alt fire of the Beam let alone it’s knockback component.  Also, this weapon has a maximum range which is as limiting as the EMP, despite being harder to land.
			Changes: New Effect for Primary Fire.  On successful hit on enemy, applies an effect that causes any additional hits from the primary fire to deal 0.5 bonus damage.  This effect lasts 3 seconds, stacks with itself indefinitely and it refreshes the timer if applied again.  Additionally, the primary fire no longer has a maximum range (spread acts as the range limiting factor).

Launcher Weapon:
	Primary Fire:
			Summary: This weapon is the undisputed king of sheer damage application.  It simply has too much reliability when combined with its damage output and area of effect.  The idea of enemies having a chance to reduce damage of the ability is not happening due to its combination of quick damage applications and large area to escape.  Essentially, little counterplay.
			Changes: Reduce the radius of the Area of Effect by 25%.
	Secondary Fire:
			Summary: After this weapon went from its clumsy melee position to being a massive rocket launcher-esque weapon, its viability skyrocketed, as desired.  However, between it’s extremely high numerical values and ease of hit, the secondary fire has become the dominant weapon to use, even for weapon let alone execution.
[bookmark: _GoBack]			Changes: Reduce the damage of the secondary fire from 60 -> 45.  Reduce the base knockback from 55000 -> 35000.
