Advanced Team Skills

Welcome to the part where you find out if anyone likes you or not!

Team skills are more than attacking on cue, they can be ways to make the impossible possible so as well as formations I am also going to discuss some clever tricks which may or may not help you to prevail.  

More importantly I’m going to discuss some of the tricks the enemy will use on you to dominate the map and end your life prematurely.  These involve sending special classes out after you or using a lone sniper as bait… 

Read on…

STUFF FOR YOU TO TRY

THE MIGHTY JUMP

Some maps have sections well out of reach, but that would be excellent sniping places should you get to them.  This is especially true in The Hunted, which as anyone who has completed Half-life will know, is based on the one player game.  While playing the one player game I noticed that a computer controlled sniper was hiding in a section of the map that remains in the TFC version but was out of reach.  

After some discussion with my fellow longgunmen we decided to try the following:

I ran up to the roof and dropped off onto the head of a teammate in the alley (This is hard and takes practice).  He then knelt down and aimed up my backside.  Due to the no friendly fire rule in TFC when he shot he propelled me far up in the air and onto an unreachable roof, without killing me.  From there I was able to zap at will and did not have to put up with soldiers’ rocket jumping up to kill me.

There are variations of this maneuver in every map (I've mentioned the 2 Forts one before) try hunting them out and using them to get you more places than you would have dreamed.  For example:

· Getting over the corridor in The Well

· Jumping onto the buildings in the main courtyard in CZ2

· Attacking the sniper nest in 2 Forts

· Jumping RIGHT out of the water in the opponents base in The Well

· Jumping up the drop in 2 forts

· Getting to those hard to reach boxes in The Hunted

There is a variation of THE MIGHTY JUMP that I use to gain the upper hand sometimes:

When playing with my friend THE FOX on the Well and The Rock we like to work as a pair.  In The Well, if you can make it all the way to the opponent’s door then you are relatively safe from the people on the balcony above your head.  From there if you stand parallel to the wall and get shot up you can throw a grenade through the long slit like gap and kill a sniper hiding behind the wall area.  

In The Rock, you can jump right up from the water or even sometimes from behind your door (as it opens) to a point level with the opponent’s sniper nest across the water.  From this position if you’ve timed it right you can grenade through the gap and take the smegga by surprise!

This is something that other classes can do on their own but that we need help on, so watch them and consider the places you can go…

TEAM FORMATIONS FOR CLOSE RANGE SNIPERS

Snipers aren’t by their nature particularly gregarious, but you can build some effective assault squads AS LONG AS YOU GO IN THE BACK WAY!

THE SAS METHOD

The Special Air Service is, without doubt, a group of people you do not want to mess with.  They have experimented with squad sizes for many years and come up with the idea of the four-man squad:

A set of four snipers working in a loose square with the front row firing first and the back row coming forward and firing while they reload is VERY effective.  Not a single character in the game can withstand two hits from the sniper rifle.  This unit is very good at attacking from a less well-defended position to draw defenders away from the main defense allowing your teams attack to bring them down to their knees.

For example in 2 forts:

You main attack begins and you heavier classes (assault team one) and all but one scout head out across the bridge area causing as much collateral damage and explosions as possible.  Your assault team one should not step onto the bridge without sniper cover from above and soldier cover from the start of the bridge.  

Once they have moved across the bridge the four snipers together with the medic and final scout (assault team two) leap into the water and swim through the back way.

Once AT1 are into the front of the base the Hwguys hold off the defense, which will cluster around the ramp areas, and the soldiers attempt to rocket jump through the gap in the mesh which forms the roof of the enemies entrance.  Once up they move inside further and hold the bottom of the ramps while the soldier goes down the flag run and grenades any opposition.

At this point AS2 emerge from the water and up the spiral staircase with the snipers in the lead.  Once at the top the AS1 Hwguys are given the command to move further in and up the ramps.  The sniper squad move down the left entrance and straight up the ramp, here the medic and the scout dive for the ramp run, while the snipers follow them facing backwards to shoot any coming opposition.

AS1 holds the upstairs as long as possible and then retreats via the snipers nest.

AS2 heads for the flag using one grenade each to clear the way.  The scout stands NEXT to the flag and the Medic juices him up.  The snipers head back up the flag run clearing the way, once at the top the snipers order the scout to GO! He grabs the flag and using his speed and health zooms up the flag run and out of the top of the opponents’ base.  The scout is allowed to pick his own way back and under certain conditions, the water is the best way.

Both squads remaining members cover his run and take up positions in their base to counter a strike.  The snipers (still moving as four members) take out any snipers on the balcony that could get the Scout.

Flag captured!

STRENGTHS

· Good use of specialists in the rolls they are suited to and enjoy.

· 4 Man sniper team is a classic formation.

· Plenty of room for customisations.

· I've seen this one work and work well against good and bad teams.

WEAKNESSES

· Getting the timing right

· Getting everyone to practice

· Snipers have a very low armour count, watch those grenades.

VARIATIONS

· Backwards!  Have the snipers go in the front and the Hwguys, etc to come in the other way.

Just don’t all go at once!  That’s not a tactic that’s a barbarian rush!

TIGHT CORNERS

The SAS like corridors, they move in groups down them, focussing their firepower in just that one direction.  Corridors are safe from the sides and this is to their advantage.

It’s to ours as well.

Snipers massed together moving down a corridor can put an enormous amount of firepower into a target without exposing them selves to attacks from the sides.  This is a highly effective maneuver because four or five sniper rounds will blow holes through anyone regardless.  And a fully charged sniper:

HAS THE FASTEST SHOT OF ANY CLASS

I.E. if I pull the trigger down a corridor at a Solider who has just noticed me, I will prevail.  He hasn’t got a hope, he will be far too busy trying to get into a position to get a clean shot at me without hitting the sides of the wall and doing himself splash damage.  Imagine six or seven snipers in two groups, some crouched, some standing.  The accumulative firepower would be enormous.  Any enemy straying into that situation would be gibed to high heaven!  

The only weaknesses are the speed at which such a team could move.  Fully charged; a sniper crawls.  This will make us more prone to grenade attacks of all kinds.  However, if we were to all move as one when uncharged we could rack up quite a kill count in close range.

THE BATTLE FIELD ANALOGY

It helps people to imagine the TFC classes as similar to those on a battlefield:

	Scout
	Light Infantry

	Hwguy
	Cavalry

	Sniper
	Archers

	Soldier
	Pike Troops

	Demoman
	Mobile Artillery

	Etc

Etc


	


It makes sense right?  You would not put your archers in a close position against cavalry, but long range the archers will have the advantage.  This is how Valve designed the game, using these rules of engagement.

I used to subscribe to these notions, I believed them! How untrue!  The way to become a master at this game is to destroy these notions at every turn.  As soldier can work as a defensive long range support unit, a scout can perform as artillery and:

A SNIPER CAN GET UP CLOSE AND PERSONAL

At close range, the sniper has to be in a position to fool the enemy into a false sense of security; it is only then that he has a chance against stronger foes.  However, a group of snipers against even the toughest foes, has an excellent chance of coming out victorious.  Try out four man teams next time your on a public server with your friends and give the opposition something to think about!

OTHER SNIPER TEAMS

The most popular sniper formation is the crossfire.

This is when three or four sniper gang up and all aim at the same area.  The problems I have observed is that it is very rare for these TEAM mates to actually work together.

OLD CROC’s

If you’ve ever watched those old nature documentaries when a horde of Zebra are trying to cross a busy African river you will know what it is we want to achieve.  Snipers on a public server are never going to submit to commands as per the order of shooting.  At best you’ll get a few people agreeing to work together only on maps such as The Hunted.  Other time they just seem to stand together working as individuals.  What I do and am proposing to you is that you allow for this and follow the Croc’s method:

Crocs are a very powerful animal but also very highly civilized.  They respect individuality but after millions of years catching zebra on this river, they have learned to work together.  As a nervous looking zebra steps into the river, he cannot see any of the Crocs because they all submerged. As he starts to swim across they reemerge and move slowly towards him.  Then (in order) they attack him from both directions, wearing him down so that I the end the poor zebra is too tired tomake it and is dragged under by one of the later Crocs.

The difference here is that they then swap around, and take a turn in the front line positions!

Who are we to argue with that!   We should take advantage of the sniper individuality and follow the teamwork of the Crocs.  On a map like CZ2, a team of snipers can set up camp all long the exits from the enemies’ base and work as a “Semi - Team” forcing the scouts further and further back into their base.  This would slow the other members of the team to get flags and dig into defensive positions at the next layer around the sniper ring

STUFF FOR YOU TO WATCH OUT FOR AND COPY

Advanced team defense techniques.

One of the areas the above mentioned tactic has a great effect is in the organization of an effective defense.  Snipers working in more than one nest can quite effectively keep the enemy under fire at all times even when under great pressure from the attack.  When on a private server try to organise you longgunmen in a better manor than just all standing on the balcony popping other snipers.  An interesting tactic I have seen used against me is the MASTER SNIPER RUSE
When a team has a “master” in the art the long-range gun on its side then it can play a simple little game.  The sniper uses his advanced knowledge to dominate the opposition’s players.  Causing them to switch their focus from the flag to killing him.  This will often leave them open to attack from better-hidden snipers who float around the map taking out the master’s opposition.  I was so surprised when I noticed this happening to me I immediately copied the idea and devised a way to combating it directly.  I found that I had to send out the only two effective classes that can destroy this killer:

Medic and Pyro

Medics traditionally like to be very close to their prey.  They are another class that relies on their soft reputation to lull the enemy into a false sense of security.  Added to that medics are a very good class for grenade jumping or as they know it:

Concussion jumping

Concussion jumping is a very valuable skill and one in more and more common usage.  The basic tenant is carried over from Quake 2 deathmatch, where a player ran forwards and fired his rocket launcher into the ground while at the same time jumping.  When timed correctly the player was hurled by the force of the jump high into the air.  An identical tactic is used in TFC by Solider classes, and has all the same features of the Medic version discussed here.

The TFC Medic, who is not equipped with a rocket, instead uses his handgrenades.  He simply runs forwards and primes a grenade, then at the very moment it goes off he jumps causing the explosion to fling him forwards VERY fast.  If he jumps up he can reach an impressive height and will land right into your face at any given opportunity.

The benefits for him is that he is usually able to reach an enemy nest from the front, avoiding a trek through the base to find his prey.  Also should he have the flag or need to move very quickly he can.  This causes the following problems for snipers:

· If your zoomed in on a Medic and he suddenly fly’s out of your scope view you can find him on top of you by the time your unzoomed.  

· You will defiantly find him harder to hit, in fact I’m not sure if I've ever hit one while he was in the air. (I know other classes find this easier with their area effect weapons)

HOW TO COMBAT GRENADE JUMPING MEDICS

The trick to getting a grenade jumping medic is to ONLY go for him while he is on the ground.  By watching when a medic grenade jumps you can quickly pick up on how far he will go or how high.  Use this knowledge to target his landing spot.  This is the safest method but not much use to you if he is coming for you!  For that I need to tell you the second part of this story:

In Basic Team Work I mentioned an attack where I killed a soldier on a bridge and annoyed  his medic chum.  Well the second part of the story I don’t have the picture for but it went like this:

The Medic was infuriated!  His friend had just exploded all over his uniform.  He stood there and flipped out his shotgun, then he started pumping me with rounds.  At that range I was in no danger of a quick death so I just knelt there and charged my grenade.  He suddenly stopped shooting and just stood there..

…I figured he was going to grenade jump up and get me.

So, I flung my grenade and it clattered around his feet, he took a step forwards, jumped and both grenades went off together.  

BOOM! BOOM!  

Unfortunately, for him, the combined force of both grenades killed him instantly and his gibbed body flew up towards the nest and went straight over my head onto the wall behind me, SPLAT!  It was amazing seeing his body remains flying through the air almost hitting my head.  My brother and me laughed so much we nearly cried.

This is one of the few ways to defend against such attacks:  Grenade them before they get you.

I often chuck out a grenade when faced with more than one assailant and I always use them to cover my escape in a tricky situation.

So the tactics I use are:

· Grenades right back at them.

· Shoot them early or when they land not in the air.

· Ask yourself are they going to grenade jump?

· Drop off your nest to secondary positions.

PYRO’s

The Pyro is a player who has come on a lot in my estimation.  A good Pyro has the important job of demoralising the enemy troops.  Much like us!  Also like us is their lethality against untrained snipers.

I’ve been trying to find out more about Pyro tactics as I used to ascribe to the common notion that they are a "fun"  Character not a serious player.  Well I was wrong.  I switched to Pyro for a afternoon in January and found that I could cause havoc ESPECIALLY amongst snipers.  

Tactically, always keep you distance from a Pyro.  

You will not be able to out run one so try to remain in a sniping position where you can drop off a ledge or into water when these guys are around.  

Use grenades to kill them, by running away while holding the grenade, then drop it just as the timer gets to 2.  This tactic can work against you if you hold the grenade too long!  

Team work is the real key to destroying them when not in a good position to escape, they love to chase a running sniper and sap him down.  Since this is what they live for you must deny it from 

them to prevail.

One of the main problems with being on fire is that you cannot see very well to fight back let alone run past obstacles or open doors.  Confusion in these circumstances is always terminal, your best chance once on fire is to head for water where he will be unable to keep you ablaze, directly running away is not an option.  I tend to take my charged shot and then pull the pin on a grenade and try to take us both out! 

TEAM TACTICS AGAINST THESE PLAYERS

Since running is not an option and fighting is probably terminal (Although I love to go for it!) then team work is the key to destroying them.  Let us go back to the Master Sniper Ruse:

I sent out a Medic and Pyro to get the Master Sniper because the style of play dictates that the Masters Sniper acts alone and in the open.  The Medic infected him up close and kept the heat (LOL) off the Pyro while he flambéed the Master to death.  His long range rockets can force the Master to duck a lot and keep a little too much out of sight to fight back effectively.  This meant that the Medic and Pyro were more than able to dominate him and he died 100% of the time.  

Without his very high shooting skill I had a better chance against the roving snipers, and the balance of power over the map tilted to my our side.  This enabled the attacking forces to move quicker and get the flag back to our base under heavier cover.  In effect we had won the Sniper War.

But what if I was on the other side?  What if I was the Master Sniper?  What if you are?

TACTIC CHANGES

The minute you have figured out that a Medic or Pyro is singling you out change the squad formation.  Bring a Medic of your own if you can or get some other Snipers to join you on the balcony to cover your back.  A group of four snipers or two sniper and a Medic should be enough to balance out the teams again.  

THIS IS THE MOST DANGEROUS TIME

It is at this point in any game that you are in danger from an all together different kind of player…

THE SPY

Has this happened to you?

Your shooting well on CZ2 in your favorite place.  Its dark, it knee deep in water, you have a nice corner to lurk around.  Your scoring well, having a average of ten kills per death.  You’re a severe thorn in the oppositions side, and you team are wining because of it.

Just to your left another sniper appears, he’s one of ours.  You exchange nods, he looks down towards the target zone too.  As you play he moves a little closer, then a little closer…

…then he moves just out of sight behind you, like he was trying to get past you for a difficult shot.

SHING! Your dead with a knife in your back!

It has!?  My friend listen carefully to these tactics to beat the sniper killer:

A SPY

The sniper might have a reputation for cold blooded killing but we are as nothing compared to the Spy.  They plant paranoia and fear into their enemies as though they really hate them.  They are cool effective and deadly against a sniper.  So how to spot them?  Four ways and a tactic:

1. Have an agreed nodding system with your teammates.  Like look at roof and duck jump or something. Someone doesn’t do it ZAP EM!  Or you can have a agreed team message.

2. When you look at them check what name comes up on your display, if it is your own name ZAP EM!

3. Watch for a red dot, a Spy’s gun will not send one out.

4. DO NOT LET ANYONE GET BEHIND YOU UN-CHALLENGED.

The Tactic:

When in a team of snipers watch for the new member, did you have four? Or only three.  A good Spy can kill all of you in the time it takes to realise your mistake.  Call a team message asking your snipers to sound off if only three do so then a spy IS in your midst.

BEWARE!  But play nice.

-----------------

Now its time to move to the FINAL LESSON

ZANSHIN the heart of all good players:

