


MELEES

Hammer 3
Knife 2 55
Bat 3 12
Spear 2 175
ANGLES
Striker: Front 100.0 14822 14319 3+0.
Striker: Back 744 920 802 916
Striker: Head 600 744 57.7 832
Striker: Occi 27.0 334 329 g 54.4
Shooter: Front 14744 2 +69. 1+87.8 +52 4+9
Shooter: Back 890 1400 %3 1+833 1+0.0
Shooter: Head 56.1 69.3 545 887 80.1
Shooter: Occi 00 00 269 531 502
Giant: Front Limb Break 890 1400 %3 +0.0
Giant: Back Limb Break 64.2 794 708 929 84.1
Giant: Head Limb Break 744 92.0 70.0 1+0.0 945
Giant: Ocei Limb Break 49.0 606 487 723 676
Giant: Front Stagger 14814 753 2+57.8 0.0 6+
Giant: Back Stagger 920 457 14319 2+00 14852
Giant: Head Stagger 1400 507 1400 2+89.0
Giant: Ocei Stagger 796 00 787 29
Big Shooter/Hybrid: Head Stagger 92,0 457 912 1+973
Big Shooter/Hybrid: Occi Stagger 708 00 700 847
Charger: Front 14744 2+ 1+87.8 5+ 4+976
Charger: Back 890 1400 %3 1+833 1+0.0
Nightmare Striker: Front 1+937 3+0.0 2+0.0 6+ 83. 6+0.C
Nightmare Striker: Back 97.0 14730 1400 1+993 14748
Nightmare Striker: Head 97.0 14730 888 0.0 14895
Nightmare Striker: Occi 716 88.6 67.6 896 830
Nightmare Shooter: Front 9.9 14693 1400 0.0 2+86.3
Nightmare Shooter: Back 707 874 767 %8 889
Nightmare Shooter: Head 56.1 693 545 887 80.1
Nightmare Shooter: Occi 00 00 269 531 502
Baby: Front 49.0 606 578 9.0 819
Baby: Back 00 00 319 46.0 430
Baby: Head 00 00 00 475 44.1
Baby: Occi 00 00 00 00 00
Scout: Front N
B . . NA

865 80.1 - NIA
Scout: Occi 61.7 763 592 822 NIA
| Zoomer Scout: Front N/A
Zoomer Scout: Back 926 - 978 - NIA
Zoomer Scout: Head 778 9%.1 728 NIA
Zoomer Scout: Occi 528 652 517 [
Tank: Stagger 5 14825 5+0.0
Mother: Stagger +88 2+67 +84
pMother: Stagger 19+54 + 98 ; 60+ 0.0
Lock 49.0 0.0 66.4 1+60.1






















[1] Having a high refill % doesn't indicate that the gun receives a lot of ammo per refill, but instead indicates
that the gun is unable to store much of its ammo pool in the gun's clip. The gun's clip isn't used when
calculating the ammo per refill, but is when calculating the refill %.

[2] Headshots until the head breaks, bodyshots after that.

[3] Minimum shots to kill while allowing the maximum number of body shots.

[4] Headshots until the head breaks, bodyshots after that.

[5] Minimum shots to kill while allowing the maximum number of body shots.

[6] Headshots until only a single bodyshot is required.

[7] Headshots until only a single bodyshot is required.

[8] 8 for burst-fire.

[9] 6.25 for burst-fire.

[10] 8 for burst-fire.

[11] 12 for burst-fire.

[12] 8 for burst-fire.

[13] 8.04 for burst-fire.

[14] 5.36 for burst-fire.

[15] 6 for burst-fire.

[16] 9 for burst-fire.

[17] 6 for burst-fire.

[18] 9.09 for burst-fire.

[19] 6.06 for burst-fire.

[20] Only possible on client.

[21] 3 for burst-fire.

[22] 3 for burst-fire.

[23] 3 for burst-fire.

[24] 3 for burst-fire.

[25] 6.00 for burst-fire.

[26] 6.00 for burst-fire.

[27] Having a high refill % doesn't indicate that the gun receives a lot of ammo per refill, but instead

indicates that the gun is unable to store much of its ammo pool in the gun's clip. The gun's clip isn't used
when calculating the ammo per refill, but is when calculating the refill %.



[28] Headshots until the head breaks, bodyshots after that.

[29] Minimum shots to kill while allowing the maximum number of body shots.
[30] Headshots until the head breaks, bodyshots after that.

[31] Minimum shots to kill while allowing the maximum number of body shots.
[32] Headshots until only a single bodyshot is required.

[33] Headshots until only a single bodyshot is required.

[34] 8 for burst-fire.

[35] 6.25 for burst-fire.

[36] 8 for burst-fire.

[37] 12 for burst-fire.

[38] 8 for burst-fire.

[39] 8.04 for burst-fire.

[40] 5.36 for burst-fire.

[41] 6 for burst-fire.

[42] 9 for burst-fire.

[43] 6 for burst-fire.

[44] 9.09 for burst-fire.

[45] 6.06 for burst-fire.

[46] Only possible on client.

[47] 3 for burst-fire.

[48] 3 for burst-fire.

[49] 3 for burst-fire.

[50] 3 for burst-fire.

[51] 6.00 for burst-fire.

[52] 6.00 for burst-fire.

[53] Having a high refill % doesn't indicate that the gun receives a lot of ammo per refill, but instead
indicates that the gun is unable to store much of its ammo pool in the gun's clip. The gun's clip isn't used
when calculating the ammo per refill, but is when calculating the refill %.

[54] Headshots until the head breaks, bodyshots after that.

[55] Headshots until only a single bodyshot is required.



[56] Headshots until the head breaks, bodyshots after that.

[57] Headshots until only a single bodyshot is required.

[58] Headshots until only a single bodyshot is required.

[59] Headshots until only a single bodyshot is required.

[60] Having a high refill % doesn't indicate that the gun receives a lot of ammo per refill, but instead
indicates that the gun is unable to store much of its ammo pool in the gun's clip. The gun's clip isn't used
when calculating the ammo per refill, but is when calculating the refill %.

[61] Headshots until the head breaks, bodyshots after that.

[62] Minimum shots to kill while allowing the maximum number of body shots.

[63] Headshots until the head breaks, bodyshots after that.

[64] Minimum shots to kill while allowing the maximum number of body shots.

[65] Headshots until only a single bodyshot is required.

[66] Headshots until only a single bodyshot is required.



