SkyScrappers Patch Notes: Weapon Overhaul
Goals: Add new weapons and changing kill time to be around 300% on average.
Gun 1:
	Gatling Gun: 
Because the Gatling Gun is losing the Gun Puncher as its alternate fire and because it is the only non AOE damaging weapon, it needs to be buffed.
			Increase damage per hit from 5 -> 6
	*New* Executioner:
Our first implementation of a long-range knockback weapon, we want it to feel powerful without dominating the game.  Most skill-oriented knockback weapon, but also the safest with its range (lack of counterplay besides itself).
Damage per hit = 40
Cooldown = 1.2 seconds
Range = Infinite 
Travel Time = Instantaneous (Ray Casting)
Base Knockback = 40,000
Scaling Knockback = 100,000
Accuracy = Perfect
Splash Radius = N/A
Gun 2:
	*New* EMP Blast:
Very similar in function to the old grenade launcher, the EMP Blast is a damage exclusive weapon that lobs a projectile and explodes on impact, dealing damage to all enemies in its damage radius.  After impact, it leaves a shock area for 0.8 seconds, dealing additional damage every 0.20 seconds.
			Impact damage = 20
			Lingering Damage every 0.2 seconds: 10 (4 total damage)
			Cooldown = 0.9 seconds
			Range = same as grenade launcher
			Travel Time = same as grenade launcher
			Base Knockback = 0
			Scaling Knockback = 0
			Accuracy = perfect
			Splash Radius = 280
	Gun Puncher:
Its damage is fine but it feels really weak, mostly because enemies can kite this effortlessly.  Expanding the hit box of the projectile will minimally make it more useful.  Additionally, its kill potential could be improved.  These changes combined might make it broken, but it’s better to break it then nerf it later.
Double collision radius in all dimensions (length, width, height)
Increase Base Knockback from 35000 -> 55000
Increase Scaling Knockback from 35000 -> 120000
Gun 3:
	*New* Flamethrower:
This weapon has by far the highest damage per second in the game, but has limited range and makes the user very vulnerable considering it has no knockback.  High risk/High reward weapon.  Fires in a cone
Damage = 80 per second, 16 every 0.2 second interval
Range = 240 length
Angle of cone = 15 degrees
Cooldown = n/a (Constantly fires while button pressed)
Travel Time = infinite (check hit box immediately)
Base Knockback = 0
Scaling Knockback = 0
	*New* Rocket Launcher/Fireball:
This should function identically to the rocket launcher in UT3 and in our initial playtest with respect to knockback radius.
Damage = 45
			Cooldown = 1.0 seconds
			Range = same as rocket launcher
			Travel Time = same as rocket launcher
			Base Knockback = 85000
			Scaling Knockback = 70000
			Accuracy = perfect
[bookmark: _GoBack]Splash Radius = 220 (Damage and knockback, apply full knockback to anywhere in the radius, but include reduced damage on distance from center as done in UT3 with the rocket launcher)



			
			
			
