SkyScrappers Patch Update
 7-2-2013
Weapon Balance
	Gun Puncher
Gatling: DPS is good, but it’s too accurate at long range.  Conceptually, it should be strongest at about the same range as the rocket launcher in UT3.  Add some kind of accuracy reduction a la stinger minigun from UT3 and it can be tweaked later, it doesn’t need a lot of inaccuracy just enough to be unreliable at map-to-map range on our CTF level.
Giant Punch: The knockback on it is in a really good place right now.  It just deals too much damage for its incredibly knockback.  Increase the cooldown from 1.0 -> 1.2 and decrease the damage from 75 -> 60.  If the Giant Punch collides with an enemy player, make it deal splash damage and apply momentum to everyone in the splash radius.  For now, set the splash radius identical to that of the grenade launcher (Use increased radius of Grenade Launcher as seen below). 
	Egg Bomber
Grenade Launcher: Its scaling knockback is simply not enough to reliably kill players at damage percentages below 400.  It needs better kill potential, but it is good in that the Giant Punch vastly outscales it.  The motion, cooldown and damage are also in the right place.  Increase the base knockback from 42500 -> 47500 and the scaling knockback from 0.05 -> 0.06.  The splash radius could also be increased by 10% (I don’t know what it’s at right now).

[bookmark: _GoBack]Land Mines:  These should not reliably be used to shoot onto people for damage; that is the grenade launcher’s job.  Decrease the radius damage from 60 ->20 but have the damage on the mines scale up by 3 per second for every second it has existed up to a maximum of 90 damage (20 seconds of increasing damage).  Increase the base knockback from 35000 -> 60000 and reduce the scaling knockback from 0.025 -> 0.02.  Lastly, increase the collision radius by 50% so that they are more useful as mines that simply as projectiles to hit people with.

