
Subject: Snipers Vs. Aircraft Balancing
Posted by Anonymous on Mon, 22 Apr 2002 09:03:00 GMT
View Forum Message <> Reply to Message

I definately think that sniper guns should have to be reloaded at least after every couple of shots
rather than 4. Or maybe some sort of kickback when you fire. It would jolt your scope view, forcing
you to take a second or two to re-aim. At least I don't think they have that already.. I haven't
played a $1k sniper latelyI'd hardly say that it makes helis invincible... given that raveshaw/syndey
can take them out pretty well. Heck, any good tank pilot should be able to get a couple of shots in
before they get too close. A tank shell does some nice damage to a heli. Nod has the advantage
against helis with the light tank. It's turret can point almost straight up and it's fast enough to avoid
missiles from the helis. You just have to watch them for a bit until you can predict their
movements. Nod also has those black hands that will tear apart any heli that gets close enough.
(Great for base defense against heli rushes.Targetting with a heli is horrible, with how much they
lean when moving forward and backwards. Maybe that's why I catch them hovering still often
enough to pound them with tank shells. I usually only pilot transports for dropping off
engineers/beacons.

Page 1 of 1 ---- Generated from Command and Conquer: Renegade Official Forums

http://renegadeforums.com/index.php?t=usrinfo&id=
http://renegadeforums.com/index.php?t=rview&th=3381&goto=-973005#msg_-973005
http://renegadeforums.com/index.php?t=post&reply_to=-973005
http://renegadeforums.com/index.php

