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I seem to have gone over the top with cluster weapons recently! The weapons are...





Detonator, Grenade Launcher, Fire Bomb, Skunk Launcher, Chemical Spill, Magnum, Triplegun, Rifle, Machine Gun, Homing Cluster, Cluster Strike, Homing Strike, Chemical Bomb, Randomite, Chemical Thrower, Holy Cluster Bomb, Homing Sheep, Cloned Sheep, Mole Launcher, Moleageddon, Worm Strike and Nuclear Blast.








Updates...





The Chemical Bomb has been renamed to "Fire Bomb" to make room for Team17's Chemical Bomb, though the two other chemical weps still have the same name. The weapons of Worms2 have been put back, while some older weapons have had changes. 








New weapons...





Skunk Launcher is in many ways the Sheep Launcher but with a skunk.





Magnum fires six shots at 10pts damage, Triplegun fires three shots at 33pts, Rifle is a Uzi but can do 75pts damage while the Machine Gun is a 30-shot version of the Minigun.





Cluster Strike is an experimental weapon (similar to the one in Fiddler 4 beta 1's demo) which sends three missiles down, which then explode into three clusters each (plays in some ways to the original Air Strike of Worms).





Randomite is a Dynamite which can do 60-90pts of damage, the settings mean the damage is randomised.





Moleageddon is a large amount of moles crashing into the terrain! The damage isn't as much as Armageddon but the holes mean it's a lot easier to fall into the drink.





Nuclear Blast is improved, now a cross between the Indian Nuclear Test (takes six goes to sink terrain) and the Nuclear Bomb of Worms2 (takes 15 or so goes).


It takes ten goes to sink the terrain, and adds two points of disease for every time used.
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