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PlanetSide 2: rilasciato un importante
aggiornamento
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aggiornamento.htm)

Una patch che non si limita a risolvere i bug, ma che apporta un concreto miglioramento nell'esperienza
di gioco ...

Sony Online Entertainment ha rilasciato l'undicesimo aggiornamento per il suo futuristico MMOFPS
PlanetSide 2, il quale porta delle correzioni al bilanciamento, slot di personalizzazione dei veicoli e molto
altro.
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altro.

Il direttore creativo Matthew Higby la descrive come una patch atta a migliorare decisamente la qualità 
dell'esperienza di gioco.

Un enorme elenco di modifiche e miglioramenti sono stati apportati per renderne la fruibilità  ancora più
piacevole.

"Qualche settimana fa abbiamo chiesto ai player cosa volessero che fosse aggiornato e, come risposta,
abbiamo ottenuto un elenco assolutamente enorme di richieste che vanno da lievi modifiche fino a
"fondamentali suggestioni" per il mutamento del gioco", ha dichiarato Higby.

"Tali richieste ci hanno guidato sull'approcio e sulle priorità  per i cambiamenti da sviluppare in questo
aggiornamento".

L'aggiornamento è stato confermato sul forum ufficiale (https://forums.station.sony.com/ps2/index.php?
threads/gu11-landing-soon.135273/) di PlanetSide 2, insieme ad il changelog completo, disponibile qui di
seguito:

Light Assault Drifter Jumpjets have been enhanced to provide a speed boosts while using them on
flat ground, these should now provide a new alternative gameplay role for Light Assault.

Continent domination thresholds have been adjusted to make achieving OR breaking continent
domination a viable goal during primetime. Continents will change ownership when an empire owns
75% of the territory, and their ownership will break when they're reduced to below 15%.

Resource cost for some vehicles and MAXes has been increased
1. We hope this change makes strategic control of resources more important for empires, and

we're also looking at the results of this tuning to help us define the boundaries for the
upcoming resource system revamp.

2. We will be monitoring resource usage and earn rates carefully in the days following the
update and rebalancing as necessary if we find any significant issues with resource starvation
due to this rebalancing.

Instant Action has had it's values retuned to bring players to fights that need more players from their
empire.

New movement code has been introduced which will make remote player movement much
smoother, reducing player warping and removing a lot of the ability to quickly change direction and
glitch out the movement interpolation and avoid damage.

ZOE Module has been buffed to have less distortion particles in 1st person

ZOE Module has been nerfed to further reduce armor (-25% -> -30%) when the ability is active

Weapon tuning:
1. Retuned the Empire Specific Heavy weapons: Jackhammer, MCG and Lasher. These should all

be significantly more competitive with other HA weapon options, while still situational.
2. Retuned the Empire Specific vehicle mounted AV weapons (ML85 Enforcer, G30 Vulcan &

Saron HRB) to reduce infantry damage and somewhat equalize effective ranges.
3. MAX Burster weapons have been retuned to be less effective at extreme ranges, they

maintain the same effectiveness within ~250-300m.
4. Skyguard turrets have been buffed to provide enhanced effectiveness at all ranges, especially

beyond 300m.
These two changes should make life better for ESF pilots/Liberator crews which
previously were getting picked off at extreme ranges when not actively engaging
infantry while still allowing MAXes to provide cover for squads against strafing ESFs and
low flying libs threatening ground troops.

5. Changed shotgun damage model to reward more skillful usage and bring these in line with
other close range options such as SMGs and Carbines - these should remain potent in close
quarters, but not be the only viable option.

Tank and Fighter Superiority bonuses have been added, these give an additional 100xp bonus to
MBTs destroyed by other MBTs, or ESFs destroyed by ESFs.

Vehicle appearance slots have been increased, allowing you to equip more vehicle cosmetics
simultaneously.

UI Enhancements: 

1. Loadout screen has been updated to allow for unlocking of certifications in all slots straight from the
loadout screen.

2. Loadout screen has been updated to allow quick switching between weapons from the landing page
3. Loadout screen now saves attachments per-weapon, so quick swapping between weapons

maintains that weapons attachments per loadout.
4. Squad browser displays a lot more information about outfit, squad leader, active continent and more.
5. Squad manager now displays player battle ranks, locations, outfit, vehicle information and allows for

dragging and dropping of players from the squad to create platoons.
6. The commo rose menu (hold Q on target) has been updated to respect inverted mouse and track

better on fast moving targets.
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