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Hi, everyone! 
I am a Warframe veteran, writer, and an aspiring game dev currently on course to get my degree in Game Design. 
[bookmark: _GoBack]Given the recent controversies regarding Damage 2.5, I figured I’d chip in my two cents on how to revamp the system. 
First – we have to talk about the problem, and the mindset we need to solve those problems. IPS (Impact, Puncture, Slash) is so obviously dominated by Slash. That doesn’t mean it’s OP, it just means there is no reason whatsoever to care about the other two physical damage types. This, I think, is what they were going for with the proposed Slash change, that would scale the damage off Slash rather than total weapon damage. “So buff the other two!”, we cry out. But… how?! Conceptually we’ve been made to think that Impact damage is best vs Shields (which it is; 25% more effective vs Machinery, 50% to shields, and 15% vs Proto Shields), but why would you bother with that when you have the much more effective Magnetic? True, you do need at least two mods that offer Electricity and Cold, but c’mon now…
Then there’s Puncture, which also conceptually has been sold to us as a counter to armored enemies, and… I guess it is (50% more effectiveness vs Ferrite armor, and 15% more vs Alloy). But why would you ever prioritize Puncture over Corrosive, which strips armor 25% at a time? 
That is the core of the problem – the elemental combinations overpower the physical damage types and their status procs. Slash is the only one that has downsides near-to-none. What needs to be done is to level the playing field. Which unfortunately means (slight) nerfs to some of the elemental damage types. May I introduce my idea for a Damage 3.0 overhaul. 
-
The first step is to divide Weapon total damage and status chance into two separate groups: Physical Damage (IPS) and Physical Status Chance (meaning the chance to proc IPS status procs); and Elemental Damage (fire, electric, toxin, cold, and their combinations) and Elemental Status chance (meaning the chance to proc elemental status effects). The biggest change and difference between the two is that Physical status effects will be permanent, while Elemental status effects will be temporary and stack-able. 
Each weapon would require these two new Status Chance stats to be added and balanced accordingly. Which is honestly the only hurdle in this entire overhaul. Now let’s go over some of the changes: 
1. Impact Proc [image: Impact b]
(Old): causes a brief stagger. 
NEW: procs a powerful blast on-hit that knocks down nearby enemies (3m and scales off your weapon’s base Impact damage), and stuns the initial target permanently. Taking a considerable amount of damage will un-stun them, but the effect can be re-applied by causing an Impact proc once again.   
· This proc offers a lot of utility. It basically eliminates an enemy from a fight and cc’s groups of enemies. 

2. Puncture Proc [image: Puncture b]
(Old): reduces enemy damage output by 30%
NEW: deals a special instance of damage based on your weapon’s base Physical damage and creates a weak point at the area of the body where the proc occurred. Damage dealt at the weak point ignores 25% of their current armor. Enemies can only have 1 Puncture weak point at a time. 
· My take on Brozime’s “hotspot” idea. This would give Puncture a reason to exist and the surprise burst will not only serve as an indicator for the weak point, it will also improve overall DPS by opting to use Puncture and invest into your weapon’s IPS.  

3. Slash Proc [image: Slash b]
(Old): causes a bleed that inflicts 35% of your weapon’s base damage across 7 ticks over the span of 6 seconds.
NEW: causes a bleed that inflicts 75% of your weapon’s base Physical damage through 7 ticks over the span of 7 seconds. 
· Okay, at first you may be like “WHAT?! TOO OP!” But no. Removing the elemental damages from the table means losing a LOT of damage for the Slash ticks, but making it only scale off IPS (not just Slash) and increasing the intake to 75% will make up for it. Increasing the duration of the proc also means that it deals less burst damage, but it will deal the same damage overall. However, the main purpose of this is to keep Slash viable, but allow for other things to be viable as well. This will make it worth for you to invest into your weapon’s Physical damage

I guess this goes without saying but base IPS mods need to be buffed. Either make the 9[image: Naramon Pol]mods cost 7[image: Naramon Pol] and keep them at 30%, or keep them at 9[image: Naramon Pol] cost but increase them to 60%. The mods in question are Sawtooth Clip, Shredder, etc. The 120% mods (Fanged Fusillade, etc.) will be much more valuable. It would be a great consideration to players to make these mods regularly available, albeit rare, as rewards for high-end missions. 
-
Now let’s get into the Elemental side of things. Some are changes, others are some simple number tweaks. 
1. Blast proc [image: Blast b]		[[image: Cold b] + [image: Heat b]]
Old: knocks down enemies in a 5m radius. 
NEW: causes damage (scales off weapon base Cold damage) to affected enemies in the 5m radius. 
· This is basically a quality of life improvement for Blast. No one really uses Blast willingly unless they are combining it with Corrosive just because it fits a secondary element type. Investing into Cold damage will now actually reward you with much greater AoE damage and CC. 
2. Corrosive proc [image: Corrosive b] 	[[image: Toxin b] + [image: Electricity b]]
Old: permanently reduces the current armor of an enemy by 25%. 
NEW: temporarily reduces the total armor of an enemy by 20%.  
· This makes a Corrosive proc behave more like a Viral proc, but for armored targets. With the considerable buff to Puncture procs, corrosive needs to catch up to speed. These changes will allow it to compete, especially since you cannot stack Puncture procs on the same target.  

3. Gas proc [image: Gas b] 		[[image: Toxin b] + [image: Heat b]]
Old: creates a 3m poison cloud that deals two instances of toxin damage: an initial hit, and 9 ticks of damage over 8 seconds; all equal to the weapon’s total Toxin damage. 
NEW: changed to 7 ticks over 7 seconds. 
· Quality of life improvement, more DPS. This is completely optional. 

4. Magnetic proc [image: Magnetic b] 	[[image: Cold b] + [image: Electricity b]]
Old: reduces the target's current shields and maximum shield capacity by 75% over a duration of 4 seconds. 
NEW: effect duration increased to 5 seconds and additionally prevents shield regeneration from all sources and unique ability usage (such as MOA slams) for the proc duration. 
· Magnetic is pretty much only used vs the Corpus (obviously) but they don’t really have the same repercussions when affected by Magnetic damage as when we are affected by it. This change will allow a bit more helpfulness from using Magnetic damage, as well as providing an actual counter to Nullifier enemies. 

5. Radiation proc [image: Radiation b]	[[image: Heat b] + [image: Electricity b]]
Old: confuses the affected enemy, allowing them to target, and be targeted by their allies for 12 seconds. 
NEW: the affected enemy will ONLY target their allies for the effect’s duration. 
· Easy CC. 

6. Viral proc [image: Viral b] 		[[image: Toxin b] + [image: Cold b]]
Old: reduces a target's current and maximum health to 50% for 6 seconds.
NEW: additionally, prevents healing from all sources for the duration of the proc. 
· This is mainly a quality of life change that I think many Void-run player will enjoy when playing for long runs and at higher levels. 
If you’re wondering why I haven’t mentioned the base Elemental damage types (Heat [image: Heat b], Cold  [image: Cold b], Electricity [image: Electricity b], Toxin [image: Toxin b]) is because they are fine how they are and don’t really require any changes. 
Well, that’s about it! Let me know what you guys think. All feedback and constructive criticism are welcome. If you guys have any doubts, feel free to start a conversation with me. 
-Yoda of Soda. 
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