SkyScrappers Patch Notes 9-21

Beam Weapon:
	Primary Fire:
			Summary: The gatling gun has been the most problematic gun to balance, partially because it has the highest gap between practical and theoretical damage output due it being the most difficult weapon to use effectively.  As players play better in evading attacks, the gatling gun gets much weaker relative to the other damage types.  Functionally, the gatling gun should be the best in theoretical damage AND effective range, which is challenging to balance.  Still, these changes allow the gun to fit into that role well.  Reducing the spread even more, increasing the amp damage and increasing the width and height of the weapon will make it easier to tag players across the map and increase its impact in the game.  This weapon does not and should not be the weapon of choice in close range combat, but it should be minimally competitive at long range, if not dominant.   These changes combined might break the weapon, but this weapon has only been strong in one patch in our game so it’s better to break it again than slightly buff it.
			Changes: Reduce the spread of the gun from 0.03 -> 0.01.  Increase the bonus damage per tag from 0.5 ->1.  Decrease the base damage from 4.5 -> 4.  Instead of a singular ray trace as it is now, replace the collision of the gatling gun with a cylinder trace (or 4 additional ray tracing if that is too difficult) with width and height of 30 with the 4 additional ray traces at (-15,-15), (-15, 15), (15,-15) and (15, 15) with respect to the tangent plane of the primary fire.

Launcher Weapon:
	Secondary Fire:
			Summary: The dragon fist improved dramatically with the last patch, mostly due to the collision increase and partially due to the acceleration.  However, it still has instances where the weapon appears to land but it does not.  While the particle could be reduced, the fist is by no means the dominant knockback weapon, especially after the introduction of the sonic boom.  Giving the fist a minor collision bonus will continue to promote its use, especially in close range where it should be strong against leash users.
[bookmark: _GoBack]			Changes: Change the collision for the fist to a 82 radius cylinder with 192 length for collision with players (pawns).  Create a cylinder collision for the first with a radius of 41 and a length of 192 for collision with anything else.  One idea I have for this is to have the fist create two actors, one being the fist we have now with the collision just for pawns and another ‘fist’ (without particles) that spawns and travels identically to the main one but instead only collides with the environment with the smaller cylinder.  When one actor dies the other dies immediately.
