


> Raised fall and bounce frames so that Bubbles no longer dips too far into the ground.


> Shaved off the bottom row of pixels on the icon, making it 25 x 25 pixels.


> Made each Sonic Boom a different speed, and lowered damage to 20, 40, 60.


> Disabled all flying specials and supers except dash punch.


> Using the sonic yell while flying caused Bubbles to disappear off the bottom of the screen. Disabling the areal version of this move solved this problem.


> Slowed down power charge so that it takes 5 seconds to fill from empty.


> All laser eye beams do 20 points of damage.


> Bubbles must have at least one stock to start flying.


> Bubbles gradually loses energy while in flight. When her energy reaches zero, her flight ends automatically.


> Edited standing attacks so that Bubbles can't use them to prolong her flight.


> Super laser eye beams now do 100, 200, and 300 points of damage.


> Super sonic discs now do 150, 300, and 500 points of damage.


> Each dash punch travels a different distance. 


> Each dash punch knocks opponent back a different distance.


> Standing dash punches now do 35, 55, and 75 points of damage.


> Jumping and flying dash punches now do 40, 60, and 80 points of damage.


> Edited Tripped animation (5070) so that Bubbles no longer goes into the ground.


> Reduced ticks in standing light punch and turned down ground.slidetime from 5 to 4, increasing the attack's rate.


> Reduced ground.slidetime and ground.velocity of crouching light kick to 4 and -2 respectively, increasing the attack's rate.


> Increased Juggle of crouching hard kick to 15 so that Bubbles can't use it to kick a downed opponent.


> Adjusted the damage of all standard attacks to more appropriate amounts.


> Sped up the Super sonic disc animation by reducing the number of ticks in its frames from three to one.





- bubblesD(v1-01_CGX02)





> Super Sonic Boom: Changed air.velocity and ground.velocity from -10, -3 to 0, 0. This prevents the opponent from bouncing away after the Sonic Boom's initial hit.


> Super Sonic Boom: Changed fall from 1 to 0. This holds the opponent in one spot to receive full damage.
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> Adjusted frames in Coming Down From Hit Up animation (5061) to look less awkward, and to keep Bubbles from going too far into the ground when landing.


> Flying dash punch (2120, 2122, 2124) no longer gives energy, preventing player from abusing it for infinite flight time.


