
This Reddit post was requested by a viewer of my Twitch channel, and I have wanted to 
address the topic in a post for awhile, as well. The following are my thoughts on issues in the 
balance scene right now and I’d be interested in seeing what conversation comes out of it. Even 
though I think the following are all issues, I’ve given a score out of 10 to indicate its priority.  

 However, before we get to that, let’s address the root cause of the majority of the game’s 
bad balance decisions: The community balance team. I want to immediately define that I am 
referring to the community members who are making balance decisions and unit alterations for 
the game and not the members of the team that are doing map support or modding. This balance 
team has declared a monopoly on game decisions and openly state that its either their balancing 
or no balancing in the future (1). For no reason other than “we’re the ones that were chosen by 
our friends to do it,” they declare they are also the most qualified from the community to make 
game changes (no one has ever stated what their qualifications are). For some reason, despite 
being the only people ever given the opportunity to do it, they also believe that no one exists that 
can do a better job, nor is anyone willing to perform such an arduous task (2)! Jae even claims 
that without his presence in the balance team, 1v1 gameplay would be a “clusterfuck” because of 
how “complicated” balancing is (3). Of course, that’s assuming that other people could do it if 
they wanted to, but when Community Manager Andy was asked on Reddit how to be selected to 
be on the balance team, he actively dodged the question and gave a joke response with vague 
qualifications (4). Ironically, these vague qualifications are found throughout the majority of the 
CoH2 community. The recent, updated CoH2 unit stat database was built by a non-community 
balance team member (5 - coh2.serealia.ca ). This indicates that the community balance team 
members are not special, much to Jae4Jett’s disappointment. 

Additionally, the balance team has been noted stating that victory in CoH2 comes almost 
exclusively from game knowledge (and not micro, for example). Obviously, if they are all the 
biggest brains of our community, they should be the highest performing players, as well (3, 6). 
Although, before we jump into their playercard credentials, we should note that members of the 
balance team who advocate that their game knowledge equates to being good at the game also 
state that having good opinions on balance has nothing to do with rank (3, 7). It almost seems 
like they make their opinions up depending on the discussion they are in, but let us continue: 

The balance team seems to believe (8) that they have two pro players: Jae4Jett and 
Sturmpanther. Jae4Jett is largely inactive (all factions and game modes showed provisional 
rankings prior to MLNZ) and hemorrhages ranks when he does play these days (9), although he 
still claims that if he “tried” he would be top 10 (7). Although when he did/does play at a high 
level when he is active and did compete in the recent MLNZ (losing 1-4). Sturmpanther has 
shown little high-level prowess outside of 4v4 (10). 4v4 rankings are of dubious credibility to 
someone’s pro status. Two are considered “high-level:” Tightrope and miragefla. Tightrope 



maintains around top 50 (11) ranks on 1v1 automatch, but largely plays during less competitive 
timezones which may lead some to question how representative his automatch rank is. 
Additionally, Jae4Jett notes that Tightrope is not known for his skill (7). To his credit, he 
maintains a rank in all factions and plays many different doctrines regularly. Miragefla is the 
same story with more meta play, but with more exposure to 2v2 (12), although Jae4Jett does not 
consider him a high tier player (13). Two additional players are described as “above average,” 
although they are effectively both below the competitive average: Sander93 and RepoRogue. 
Sander93 has no exposure to competitive modes, experience in competition, nor has 
demonstrated above average play (14). RepoRogue is largely identified by his willingness to 
assist brand new players but does not offer above average play or exposure out of 1v1 USF (15). 
Bottom line: No one on the team is a pro, although some can play automatch at a slightly above 
average competitive rank. This explains the amazing endorsements they receive, such as: all 
three(?) are “exceptional top 100 players (16)” Don’t forget that ONLY 33% of the community 
that actively visit the CoH Reddit believe that the balance team improve nothing (17). I do find 
the mental dissonance of Jae4Jett in turning that into an endorsement to be alarming, but that’s 
balance team modus operandi (18). RepoRogue also thinks that the people who complained 
about the UKF infantry section buff are just whiners and that’s all the negative comments are 
(19). 

Despite saying that high rank is comparable to game knowledge, Jae4Jett believes that 
that argument can’t be used against members of the balance team (20). 

Perhaps this is why the balance team thinks it would be good to get more average or low 
level players in it (3). Clearly, the low level players of the community aren’t being represented! 
Yet, the balance team actively insult average and low level players who voice their opinions on 
balance (6, 21, 22, 23, 24, 25, 26, 27). Ironically, Jae4Jett himself has said it’s not a good idea to 
other players (28). It would be nice to find some insults written by someone other than tightrope 
and Jae4Jett, but most of them almost never interact on public forums. Sander93 says the balance 
team doesn’t engage in public discussion because y’all have childish attitudes (29), even though 
people think he’s childishly shutting down community input (30). Hopefully we can all be as 
mature as him one day and interact with the balance team. It will be fun to tell someone that 
something is false literally right before confirming that what they said was correct, just like 
Sander93 (31)! 

                Anyways, the truth we are looking for is just how big brained is the balance team? In 
the last 568 days, they’ve pushed through 205 unit changes, of which 92 can be considered buffs 
and 53 can be considered nerfs. Analyzing the units that have been through the most changes by 
the balance team leads to a conclusion that the balance team, even with multiple chances to alter 
a unit, seem to be unable to effectively integrate units into the game. Many of the largest culprits 



to game balance have been touched multiple times and others have been altered into 
non-existence in competitive play in the last two years: 

Units changed on 5 occasions: 
-          Infantry Sections (Nerf, ambiguous change / slight buff, buff, buff, nerf) 
Units changed on 4 occasions: 
-          Pershing (Nerf, buff, nerf, nerf) 
Units changed on 3 occasions:   
-          Airborne Guards (Ambiguous introduction, buff, buff) 
-          Assault Grenadiers (including MP40 changes – Buff, nerf, buff) 
-          Combat Group Air Drop (Buff, nerf, buff) 
-          Conscripts (Buff, buff, nerf, [additional nerf due to weapon crate cost increase could 
possibly be added here]) 
-          Fallschirmjager (Buff, nerf, nerf) 
-          ISG (Buff, buff, ambiguous) 
-          Jagdtiger (ambiguous change, buff, buff) 
-          Panzerfusiliers (Ambiguous introduction, buff, nerf) 
-          Sturmtiger (4 if excluded from general heavy tank changes – Buff, buff, ambiguous 
grenade change or buff) 
-          OKW Tiger (Ambiguous introduction, ambiguous change or buff, buff) 
-          Tiger Ace (Ambiguous introduction, nerf, nerf) 
-          Universal Carrier (Nerf, buff, nerf) 
-          USF Officers (Buff, buff, ambiguous timing/cost change) 

Here is a list of the changes per faction: 

 
 
​ The general lack of balance planning is evident from the list: No faction has a stationary 
“power level.” It is impossible to measure anything if your measuring stick continually changes 
sizes. The effect of this is increased by the lack of activity and high level play present on the 
balance team, leading to confusion about what strategies comprise the meta and why and the 
impact of changes. 



Another faction to consider is that we know that certain members of the balance team 
already push certain strategies based on what they think should be meta (32, 33) and, as 
discussed above, the most vocal balance team member rarely ever plays outside his comfort 
strategies. For example, this is likely the reason that .50 HMGs have never had their performance 
altered, as Jae4Jett is well-known to play strategies centered around the unit (34) despite some 
members of the team desiring a change to its attack-move playstyle. The King Tiger should 
never be strong in 1v1s (35). The low-ranked member, RepoRogue, does not believe that 
blobbing is a strategy that should be discouraged (36). Here’s Tightrope saying that the balance 
team wanted combat bonuses changed in OKW because… “it wasn’t fun” (37).  

The problems do not only exist on the macro side of the game’s strategy. Despite the low 
number of changes over the last two years, changes frequently cause easily predictable balance 
issues that result in an opposite change the very next patch. On 23 occasions, a buff or nerf of a 
unit was followed up by an opposite buff or nerf the following patch. Only in rare circumstances 
will the balance team undo or alter one of their changes: M-42 light AT gun canister shot, 
conscript cover bonus modification, Pershing near AOE buffed to 0.25 then nerfed to 0. 

They have instead opted instead to fix balance issues caused by their changes indirectly, 
adding unnecessary complication to balance issues by forcing their changes. In other words, even 
when they discover that the changes did not address an issue or created new issues, the balance 
team will insist on forcing a square peg into a circle hole, such as by forcing a 7-man conscript 
upgrade rather than using a traditional weapon upgrade or forcing a global aura buff upon 
completion of Wehrmacht T4. Another example, the recent change to allow Panzergrenadiers to 
be built from the HQ was intended to increase Wehrmacht build diversity (it locked all 
competitive Wehr builds into roughly the same build strategy) and showed a complete lack of 
understanding of power balance by Sander93. In fact, as of 20 June, he continues to defend the 
decision (38) and proposes indirect nerfs to the strategy rather than admitting his decisions were 
short-sighted and ill-informed. 

Assuming equal work, and if only 5 players at any point have been designing unit 
changes, that comes out to 0.07 changes per day or ~2.1 changes per month per member. Since 
nearly half of unit changes are community input, you’re looking at an actual “workload” of 1 
change per member per month. This is quite different from Jae4Jett’s claim that he has devoted 
hundreds of hours to developing the balance changes (3). Andy seems to think that the balance 
team puts in “stupid work” too (39), but we’ve already seen that the number of changes they 
actually produce is almost none (and we haven’t even gotten into how bad most of their changes 
are). Maybe we can find the difference in a very complicated process? There must be a long, 
deliberate playtesting process that the balance team goes through…. Oh, no, they say that 
playtesting is useless for catching indirect balance problems due to their changes (40); it’s pretty 



easy to derive from this one of two things: The balance team simply can’t comprehend new 
strategies, or they don’t playtest. I think both are possible. Perhaps the reason for the massive 
difference between balance team claims of hard work and actually produced changes is that 
communication and discussion is highly intricate? Oh, shit, no, that is not it either (41). 
Although, I will admit that Jae4Jett claiming that 21st Century technology isn’t good enough to 
have simple discussion may explain why he thinks it takes 500 hours to come to basic unit 
change ideas. Apparently even with modern communication, some of the balance team can’t 
seem to be on the same page as the rest of it (42).  

Clearly, that amount of work is ludicrous for individuals who receive no compensation! 
Except, as Jae4Jett leaked on VonIvan’s stream approximately 2 years ago, Community Manager 
Andy had continually asked him for ways that Relic can compensate the balance team for their 
“efforts.” He then showed what he requested (and received) from Relic for compensation—the 
(no longer) unique commander portraits designed to reward tournament champions: Luvnest, 
DevM, and VonIvan. Obviously, despite showing off that he was rewarded with these to nearly 
200 people, he acts ignorant to them (43, 44). Considering he continues to state that he’s never 
received any compensation, we can only infer what other compensation have been provided to 
the balance team (besides the ability to modify the game how they see fit). 

Balance team understanding the Soviet matchup 

            Perhaps a detailed look into the balance team’s understanding of one faction will 
illuminate the practical problems with the balance team’s lack of exposure to high level, 
multi-faction play. In the most recent stats dump, we see the Soviets coming out as the clear loser 
with a win% almost down to 48% across the whole playerbase (45). Sov winrates lag behind the 
competition at almost all skill levels (46). Analyzing the same statistics from the year before 
shows that that problem has grown more severe with falling a reduced competitive play rate and 
falling win rates (47,48). Interesting sidenotes here include that the highest ranked players are 
playing substantially more axis (with roughly 70% of games being Wehrmacht, roughly 30% 
OKW), and the relative share of allied play for the Soviet faction has decreased. Sander93 
reports downward shift of top player brackets win% represent an improvement of balance, when 
in reality they represent a decrease in the impact of skill in the conclusion of games (49), the lack 
of skill’s impact in the result of games has received particularly negative attention in the last two 
weeks by Korean pro, AshaBois (50). It’s worth noting that the balance team, or at least 
members of it, “do not think that win rate data is a valid way to examine faction strength,” with 
variations explained not due to faction strength but through ideas such as “OKW is a noob 
stomping faction that does not perform well…” (51). 

            During this same period, as shown above, the balance team buffed Soviet units 12 times 
and nerfed them 17 times. Only 2 buffs affected common Soviet units: Conscripts received the 7 



man upgrade and cost reduction to access AT nades. Maxims had a slight suppression 
improvement, and the M5 received buffs to its cost and quad performance. All other buffs have 
not seen significant play (52). Significant nerfs hit: Conscripts,  shock troops (both removed 
previous buff and nerfed the unit), M-42 light AT gun, ZiS-3, Su-76, KV-8, IS-2, weapon crate, 
and IL-2 rocket run.  In other words, the majority of balance team buffs to the Soviet faction 
have been centered on commander-specific units that see little use (Ex: Partisans, Partisan Tank 
Hunters, Assault Guards), while the majority of nerfs hit core Soviet abilities (Ex: Double nerf 
on ZiS-3, Su-76 barrage abilities). 

            Despite this, the balance team has shown a willingness to insult players who suggest that 
the Soviets are in a bad spot (53, 54, 55). Jae attests that the Soviets are in a strong position due 
to: Higher starting manpower (Sovs start with 390, Wehrmacht starts with 420), conscripts, unit 
veterancy, T-70, and 6-man team weapons. He claims conscripts are strong because they can be 
built from the HQ, reliably beat grenadiers and volks, and have the strongest utility abilities. In 
fact, Jae has even suggested that the MG-42 is bad against PPSh cons (56). Jae states that the SU 
faction’s strength comes from the T-70, “synergy and utility,” and 6-man team weapons (57). He 
seems to be completely aware of the pathetic state of the Soviets, but doesn’t bend from his 
perspective that the T-70 is worth an entire faction of weak units (58). Miragefla seems to agree, 
and believes that T-70 is in need of nerfs (59, 60, 61), that Soviet mortar is acceptably weak due 
to the ZiS-3 (62). Although Miragefla disagrees that conscripts are strong (until 7-man). 
RepoRogue believes that cons are downright strong and penals are “viable.” He concludes that 
Soviets are better than Wehrmacht, at least in the “long game” (63). Sander93 does not believe 
that the recent changes to allow PGs to be built from the HQ, 1-2 minutes faster into a game was 
an insignificant change in terms of infantry vs. infantry engagements (64). I’d love to quote more 
of the balance team, but this is really all that is acceptable quality detailing a perspective on the 
Soviet faction’s strength. 

            We have irrefutable evidence that Soviets were in a bad position for nearly 2 years, 
during which time their primary crutch strats were targeted for nerfs (M-42s, ZiS barrage, IS-2 
stall, airborne commander, etc.) and no corresponding buffs to compensate for the loss of power. 
During this time, there is little evidence of any attempt to indirectly buff Soviets through axis 
nerfs besides some minor OKW nerfs (most notably: Volk cost increase). Soviets are in the 
weakest position of all factions now in 1v1, but we see that the balance team members (who 
actually post their thoughts) indicate that the Sovs could use further nerfs. Perhaps it is because 
so few people on the balance team are actively playing the game, much less as Soviets (65); 
Sander93 himself asserts that is a big problem.   

            It might be understandable if the Soviets were a stationary faction in which all other 
factions are balanced around (although the balance team apparently is ignorant to this traditional 
form of power balancing). Many different strategies are hinted at throughout their posts, the most 



consistent is moving the game towards symmetry, allowing for easier juxtaposing of power 
levels, although the majority of changes spearheaded by the balance team certainly negatively 
impact that strategy (M-42 canister shot, T4 Wehrmacht global aura, halftrack healing/medkit 
drops, etc.). According to Jae4Jett, it is the duty of the balance team to make the game more 
symmetric, as the original asymmetric game style was destroying the playerbase (66). He seems 
confused about this objective though, since he criticizes the mindset of community contributors 
advocating for equality between the factions (67).  Miragefla suggests that the game is being 
made symmetric due to a lack of assets (68). Here’s an interesting quote from RepoRogue where 
he literally states that he wants uneven power levels between the factions (69). He also refers to 
the balance state of MOBAs and card games as references for acceptable win rate fluctuations 
(70). This reinforces just how absent a balancing plan is for the balance team. 

  

Giving credit where credit is due 

            Despite the clear failure of the balance team to put together any thoughtfully put together 
balance patches, there are some obvious areas where we must admit they have made great 
contribution. Most notably, the irrefutable pro to the community team is the rarely-read 
miscellaneous bottom segments of the patch notes: Bug fixes, icon additions, localization 
updates, etcetera. Most of these are done by the members of the team that are mostly outside the 
balancing “ideas.” Janne252 has put in a crazy amount of effort to improving the game, from 
fixing ghost sandbagging to keeping the campaign functioning to creating an autosplitter for 
speedrunning. Miragefla, despite being on a team of half a dozen semi-afk players making 
balance decisions, puts the balance mods together seemingly on his own, with no support from 
the other members of the balance team, at least that’s what Jae4Jett says (71). Miragefla is also 
the only member of the team that is active in communicating with the community, from his 
stream where he is currently actively showcasing his planned changes to coh2.org Discord where 
he is seemingly never offline. Kasasrov, Nachocheese, Planetsmasher, Osinyagov, Rosbone, and 
Sneakeye are all credited with a lot of work in this area that is highly deserved. It’s important 
that when we examine the utter failure of recent balance patch changes, we separate the members 
of the community balance team that are doing good work. 

 

Recommendations 

​ Define the roles of the different members of the balance team, so as to prevent members 
with excellent contributions in one facet won’t get confused with lesser performing members. 



This is as simple as having separate lists, such as “Game Balance Team,” “Mod/Support Team,” 
and “Map Team.” Obviously, there’s some members who overlap, and that’s okay.  

​ A maintained and public member list is necessary. There is no reason for members to be 
unknown, unreachable, and unaccountable.  

Transparency of the discussions and intentions of the balance team is absolutely 
necessary. With so many Discords for CoH2 setup, why can’t the balance team’s discord be 
publicly readable? This will improve the community’s faith in the due diligence (or lack thereof) 
of the balance team.  

​ The balance team could desperately use a PR person who will maintain up-to-date 
knowledge of the balance team’s activity and share them. This does not need to be regular or 
extensive, but it does need to exist. There is currently little to no information at all disseminated 
by the balance team.  

​ Roadmap/Philosophy of the balance team should be shared. Jae4Jett’s post has been the 
only thing to suggest that there is an overarching strategy, and his post was scrambled and rather 
ludicrous. What is the strategy? How are balance decisions being made? Currently, there is 
absolutely no strategy besides a member thinking about a change they want and trying to 
implement it.  

​ The average balance team skill level drastically needs to be increased. We should not 
have members of the balance team afk from the game, with no experience in multiple factions, 
and no understanding across game modes.  

​ Respect for the community needs to be increased. When only a few posts exist where the 
balance team seeks community input and they are riddled with the balance team members 
insulting members of the community, it is a problem. Even on Tightrope’s stream, many are 
aware how easy it is to get a hostile response when making observations about the balance 
team’s half-baked ideas. Once a member of the balance team, an air of dignity should be more 
pronounced and even bad advice should be replied to with a “thank you for your suggestion.”  

Full intended change list open to discussion prior to implementation for discussion by the 
community. Don’t put out a test patch and launch a live patch with 20 changes on top of the test 
patch that were never scrutinized by the community. 

Remove the following members: 

RepoRogue. Credit where credit is due: RepoRogue is a significantly beneficial member 
of the community as a whole. He assists new players with the basics of the game, analyzes 



beginner replays, and provides information in a plethora of means. However, his experience, 
skill, and understanding of the game are all too low to have a serious opinion on game balance 
decisions. He would be a good candidate to fill the role of balance team PR, although I would 
disagree with that role as well. RepoRogue has a bias in favor of balance team decisions and 
does not fairly address community concerns, and I have my doubts that he would effectively 
communicate those doubts to the team. I believe RepoRogue should be relieved of his position 
on the balance team, but continue his great work assisting players in the game as another helpful 
member of the community. 

Tightrope. I am confused as to what the justification for his presence on the team is. He 
does not appear to offer much in any facet--his skill is not high enough to consider the entirety of 
balance decisions, his interaction with the community (in regards to his role on the balance team) 
is generally hostile with a side of undeserved arrogance, and there does not appear to be any 
credit to him anywhere on the technical side. I do not believe he has the necessary skills and 
attitude to make quality contributions to the team. For example, his youtube video “CoH2 Winter 
Patch Notes and Demonstrations Version 1.2 & 1.3” represents the confidence Tightrope has in 
his substandard playtesting. The tests itself ignored basically all dynamics of gameplay, while 
creating strife between the balance team members that remains even now, four months later (71). 
Tightrope provides great content for the community and is a well-liked caster. I believe that he 
excels in that role and should be left to that role. 

Sander93. Low skill, hostile, terrible balance ideas. Provides no technical assistance and 
has the least exposure to game modes and factions of any member. The only skill Sander93 
provides is a knowledge of unit stats, which is not a rare skill and is overshadowed by his 
outright hostility to other’s balance contributions. His hostility is even towards other members of 
the team (71), publicly calling out Tightrope’s tests on the Tiger. Should have never even been 
tested on the team.  

JaeForJett. Semi-afk player with little involvement with the CoH2 community anymore. 
Did not even bother to play in automatch prior to being seeded into a tournament (72). I believe 
he has historically been an effective member of the balance team, but for whatever reason, his 
commitment has drastically reduced and his exposure to the game in its current state is nearly 
non-existent. If his commitment rose again, I could see the justification for keeping him, but in 
his current state, he provides nothing that any other more-committed community member does 
not provide in greater quantities.  

There are numerous, eager players with better qualifications that can easily replace them. 
Are these the people you want to be planning development during CoH3 alpha? Stop this shit in 
its tracks, unless you want a repeat of the community development that we saw in CoH2 alpha. 
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Translation: I don't know where to write it, but I would like to write it because I want to see it if I 
write it down. It may be a personal story, so I apologize in advance. 
 
I have played CoH2 for ~5000 hours, but now I think it's time to delete it. 
 
Honestly, the game itself is a bit boring, and I wanted to try and win a tournament. So I prepared 
hard from 2v2 to 1v1, but since I lost both of them, I honestly want to lose my mind and I can't 
do it anymore. The time of the tournament is also at dawn, so it's difficult [to play at that time]... 
 
I personally thought the 2v2 competition was very important, but the team members did not want 
to do it, so I was shocked that I lost the quarterfinals too early because the teamwork didn't work 
well and I wasn't well prepared. People who are sad and have no intention to do it. It's all my 
fault and I have nothing to say. No luck. 



 
He said he was preparing for a one-on-one tournament, but even if there was no luck and no 
luck, it was a skill to run it... It seems that it is really too much to miss the 40 remaining [??].. 
The result of the competition is always luck. Even if you are unfortunate to know about it, it is a 
skill to operate it. 
 
If it's fun to auto-match even after the competition, I'll do it for a while, but it's not really fun, so 
I don't think I'm going to do it anymore. 
 
If you have a friend who wants to join you later in a 2v2 competition, then you can come back 
once and then beat it. Bye bye though, it's been fun for a while now. 
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-​ Shock Troops: Grenade cooldown reduced to 20 from 30 (but frag grenade and smoke 
shared cooldowns) 

-​ Airborne Guards: -20 mp, 33% gun drop chance changed to 10%, strafe cost reduction, 
tactical assault ability added to PPSh upgrade 

-​ Assault Guards: Given 3 thompsons 
-​ Partisans: Sight range, faster cap speed, ambush bonus, flag-stun booby trap ability 
-​ Partisan Tank Hunters: -7 to reinforce cost, lower reinforce time, sight range, faster cap 

speed, ambush bonus 
-​ KV-1: Hulldown ability added 
-​ DShK: Arc increased, penetration increased 
-​ Conscript Assault Package: CP reduction 
-​ For Mother Russia: Troops stop sprinting in combat 
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