
Subject: Re: Renegade X - Pre-Release Update!
Posted by Havoc 89 on Wed, 02 Sep 2009 19:02:50 GMT
View Forum Message <> Reply to Message

If you honestly think that the Arty is better then the MRLS by a long shot then I just have to laugh
at you. You clearly dont know how to use an MRLS. 

At close range where you can get behind the mrls I can understand, but honestly I've never
managed to get an artillery get behind my MRLS. As per getting behind the MRLS, we have
already taking care of that where the alt fire will allow you to unlock your turret, alt fire once (after
you unlocked it) will lock in whatever position, and double tap alt fire will position it back to how it
was in ren with the initial locked position. MRLS missiles are easier to lock on but still require a
little bit of skill. All the damage values are still the same (Other then the Nod AR) so actually the
MRLS and artillery balance out very nicely. So that leaves an imbalance in the soldier battles,
which is easily fixed by making the damage the same. So your explanation on how the GDI soldier
some how balances out the Arty no longer applies because the MRLS is already balanced out
with the Arty.

Now with that being said, I am well aware that GDI is more powerful but slow, and Nod is Faster
but weaker, but when it comes to infintry, the only difference is that Gunner can deal more punch
in a shorter amount of time, but Nod in return has the Laser ChainGunner which is far more
superior to Patch. The whole thing with GDI being stronger and slower, and Nod being faster but
weaker only really applies to the vehicles.
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