SkyScrappers Patch Notes 8-31

Beam Weapon:
	Primary Fire:
			Summary: With the recent damage and range buff, this weapon went from trash tier to incredibly powerful.  The time to max damage for 100% accuracy went from 16.65 seconds to ~4 seconds.  The weapon should definitely have the highest continuous single target damage, but it’s a little insane now.  Still, the idea of its infinite scaling is fun.   In addition, the spread of the gun is so great that it feels un-fun to be targeting someone far away while having nearly no chance to hit them.
[bookmark: _GoBack]			Changes: Reduce the base damage of the weapon from 6 -> 4.5.  Reduce the duration of the effect amplification from 3 -> 1.75 seconds.  Reduce the spread of the gun from 0.06 -> 0.045.

Launcher Weapon:
	Primary Fire:
			Summary: With the recent buffs to the Beam Weapon and jump height in addition to the AOE nerf on the EMP, it feels completely outclassed.  Too many changes occurred instantly and combined it made the EMP obsolete.  Instead of nerfing the gatling gun to meet the emp, bringing the EMP back to where it was should be fine, especially since the increase in jumping inherently creates more counterplay potential.
			Changes: Increase the radius of the Area of Effect by 33.333% (Reverting previous nerf)
	

