The Rock

The bastion of all maps!

I love this map, but it does tend towards the sniper kills.

I’ve split this map into three sections: YOUR BASE, THEIR BASE, and THE MIDDLE GROUND.
THE MIDDLE GROUND

This section of the map is the most direct route between the two bases.

It is a large section of water sitting between two tall fort walls built into rock.  This is sniper heaven and you will get many a sniper battle here.  The only problems is that since this is not a map where the loan sniper can make a huge difference ALL of the following tactics needs to be employed by two or three snipers to keep the enemy at bay.

ACROSS THE WATER

The waters size means that from the upper nest shooting people rushing from the door is a skillful task.  Valve, has again been very clever by making the wall so tall that you cannot cover the opposite nest and the door at the same time.  I recommend having a moving sight at all times, keeping an eye out for the oppo sniper and the scout making a run.

From the upper nest place yourself directly above the ramp and crouch jump onto the ledge.  This should mean that you could cover everything and have a direct shot down to the ramp below you (more on this later).  From here watch the far wall inside the oppositions nest carefully for the sign of a sniper or soldier moving into position to threaten you. Keep you sights moving and watch for the tell-tail signs of sniper activity.  Remember:

While:

· A beginner will edge out slowly and give you enough time to shoot him before he can shoot you.

· An expert will fake this move and allow his mate to cap you while you’re drawn away; this is like the master sniper ruse explained in advanced team skills.  It’s a pain when it happens because it shows that someone has your playing style down pat.

To avoid the draw, pick up the edging out sniper only when you can hit him.

From here you can take on any sniper and fire into the water but if the heat is turned up you will need to be able to either:

· Jump down to the water edge positions

· Or duck back and circle round to the other side of the upper nest.

· Or duck back and help defend the inner area and ramps.

WATER, WATER

Remember that you can shoot through the water.  This is very difficult to perform, but the above position can help.  Since you can look directly down to you water ramp you are well placed to shoot directly down anyone trying to come up it.

When someone is in the water they are drawn swimming, use this when they get to the shallows by the ramp to pick em off before they can even get out.  If you miss have it in mind to follow down or grenade because people commonly wait just outside the door for you team in an ambush style formation.  Similarly on the opposite side there is only one way up and so shooting there after counting for the required number of seconds can get some nice hits.

What tends to happen for the beginner though is that they cannot hit the faster players jumping in the water so the amateur gets bogged down in sniper duels which are much easier.  This is very bad for your team, and you may cost them the match.  By all means kill snipers but focus on the more armored enemies first.

The best way to win a sniper war is to use a bit of brainpower.  Just running up to the nest will get you killed more often or just infuriate the oppo into more one on one’s.  Take this example of how I managed to turn the tide against an enemy.

THE INFURIATED SNIPER

I was swapping hits with a few snipers, and found that one in particular was beginning to stop me from doing my job, killing scouts and other game winning classes.  So I decided to teach him a lesson.  This nest has the following sniper points:

And instead of using just the nest opposite him I shot from each one randomly.  I also shot him before he came out, after he looked to the door, and when he jumped out.  I was as relentless as possible.  I even got a sniper friend to “Mighty jump” me to the window of his nest and I started on him from two feet away.

After a dozen deaths, he got mad and I got this over the open channel:

“FU$K off! Carter you F$%K”

And 

“MAN! Im gonna mow you down!”

And much more besides.

I could tell I was getting to him, so I used the final and greatest sniper point on this section of the map…  

After his previous death I moved across the water myself and into the inner part of his base.  He came, running, without seeing me, around the upper rim to the nest and started to look (zoomed) for me across the water on my teams’ side.  I looked up at him and zoomed in, I could tell he was perturbed by not being able to find me.  So with my crosshair on him I typed:

“hey <his name> im down here in your base!”

After about a second he turned still zoomed in and just as the red dot crossed his face…

…ZAP! I blew his head clean off!

ROTFLOL!  My little brother and me nearly pissed ourselves with laughter on that one! He immediately left the map, and we went on to win.

MESS WITH THEIR MINDS, AND THEY WILL BUCKLE LIKE PAPER!

DEEP COVER

Down in the depths of the water there are hidden entrances to both bases, they require a Demoman to blow through the access but once they have gone you will get a lot of action down there. There are some places here for the sniper, but they require patience.

The ledge outside you base door is actually a lip which you can hide under, while you breath holds!  The bonus is that you can still shoot, and it is very easy to repel large attacks from here, just don’t throw your grenades because they won’t go anywhere.  A far better and more common use for this local is a site for a sentry gun.  If you find your team moaning about a hidden sentry try to take it out.   The sniper is one of the few characters with enough one-shot firepower to do so.  Just remember thought that the snipers on the oppo upper nest are now able to shoot you with impunity.

Diving down the crevice and taking the right tunnel will bring you round to the oppo base.  Quickly over a plank and past a boulder and you can come up inside the enemies’ courtyard.  This exit/entrance is always either under heavy attack or full of spy’s and medics trying to get behind the enemy line, and yours!

From here you can start using the same Ninja like tactics I described for the Well.  But also there are one or two nice ways to disrupt the defense and gain you attacking chum’s a better chance…

THEIR BASE

This is one of two ways into the enemy base and being the more sneaky ill talk about it first.  If you can make it up the hole in the yard you can sometimes make it to here without being swamped.

If you can make it here unnoticed then call in a full strike and take out their defenders from behind.

You can also make a run for the key from here, or pick up a run that falters (as so many of them do) as they cross the courtyard to the gas chamber.  Always take out any sentries that are dotted around this yard, and pop any snipers will almost certainly try for you.  You can run into problems here if there is a soldier on the raised section, my advice in these circumstances is to make a key run, because your toast in a one against twenty fight.

THE KEY RUN

When one of your team gets the key there are two main roles for you to play:

· Defense

· Offense 

Offense

As a sniper the key run will not usually be foremost in your mind, but don’t discount it.  Many a key run falters at one stage or another, and requires an almost relay race style approach against a good team.  As a sniper I always act as wingman to the scout or demoman making the run with the key.  I try my best to draw fire away from him and take out opposition in the way.  Should the runner falter then I pick up the key and keep going.  Now it is also worth noting that I don’t mean that I stand shoulder to shoulder with him in the thick of the rocket blasts.

That would be suicide.

I try and get unnoticed into the base and pick off the stronger defense from afar.  The best point are dotted around these areas and are best split into:

· Wardens office run

· Gas chamber run

Wardens office run

This is the first challenge: to get the key from the office.  Now a heavy class will almost certainly guard this section.  They will sit like a toad in a pond and try their best to take out the first man in sight.  The trick is to be that first man, for example:

I suck into the base here and seeing that a run was imminent I went to clear the way.  In the corridor I found a level three sentry and its engineer.  So I bounced a grenade round the corner and started charging, once the grenade exploded I move out as quick as I could and took a snap shot at the sentry.  It must have been damaged already because it went bang. Freed, I legged it towards the engineer and ducked down the right hand corridor, he followed me and after a few seconds jumping around he blasted me with his shotgun and I lay dead.  However, while he had been chasing me our scout had nicked the card and made it to the second half of the run.

Of course two snipers would have been better. However, the other snipers on our team were too busy zapping their counterparts by the water to care.  This is what I mean when I say you should have a beneficial effect on the match!  Death is irrelevant.  In fact I am more proud of some of my deaths than any of my shots.  

I die hard, and I die smiling.

Gas chamber run

The gas chamber is one of the least protected parts of the map because people are always more interested in the action than deep defensive positions like this.   If you are on a private tournament then this may have a sentry here, but the real problem is getting back across the courtyard.

Again the sniper can help.

I always sit up here on this section of the run and ill tell you why:

From here I can weaken the bottleneck that exists in the wardens corridor.  Plus my grenades will explode here:

Up here I’m away from the rockets that follow the runner, and I can pick my shots of the defense.   Also, if the run should make it inside I can come to here and provide further help at this point.  Perhaps take out that sentry I mentioned above.  Finally, if we succeed then I will probably make it to the chamber before the gas drops, and therefore be able to start a quick attack again while everyone of the defense sets up.

Be the thorn in their side and they might just start taking you seriously enough to man mark you.  This is great; once you have a familiar face to kill you can start using psychological tactics, or at least know who to say “Good game” to when the map ends.  When I’m man marked I always make friends with my oppo,

And why not!

A little congratulation here, praise there, and laugh when it all fucks up, is what it is all about.   Too many players are ready to toss themselves off the nearest cliff when they loose badly!  

Well I’m no tosser!

In this game knowing when to laugh and when to be serious can make the difference between having the keys to the plantation or ending up spanking the monkey, if you know that I mean.

And I know that you do!

Ill talk about key run defense in the YOUR BASE section, because now I want to talk about:

THEIR BASE: HUNTING

From the ramps here you can have good effect on the opposing teams defensive make up.  While their heavy classes are off trying to get into your base you can come to this ramp and face a remarkably limited opposition.  Medics, Snipers, Engineers (definitely), Soldiers (A few perhaps).  From this section zoomed in you can take out on or two of the defenders with almost immunity.  If you find yourself under attack grenade then fall back down the ramp and come up the other side.  You will be amazed how many engineers don’t look behind them.

If you can make it into the base sneak up here, or in here, and harass the key defenders while they setup.  Always, when hunting try and sneak about rather than making a big show of yourself.

Try and pop the same guy two or three times so that he gets really fed up.  If he is an amateur he may leave the map and this can really help our team.

Once here go through this entrance and get to grip with the snipers on their side of the map!  That really puts the cats amongst the pigeons!  Try grenading a bunch of em and watch em pop!

I want pictures!

YOUR BASE

Again a split (God this map requires a lot of team work!)

· Upper and key

· Lower 

Upper and key

The upper area of the defense is what you play in the defense situation mentioned before in THEIR BASE.  Once either of your team has a key you should roll over from the middle section to either attack or defense. 

When they have the key.  It is important to stop them before they can get to the gas chamber.  Remember they do not have to go back to their base to score so waiting around the water is pointless.  Rush to the overhanging section and snipe them running across the courtyard.  From here you can also move into a defensive position for the wardens key.  I love to cover the library from Spy’s, and Medics sneaking in.

Lower

Lower defense is a slightly boring placement, but an important one.  Basically stand on the plank or at the end of this corridor (although always stand away from the wall to avoid rocket splash damage).  Shoot anyone who makes a move.  Half the time they will jump to avoid you and fall off the plank – always a laugh!  Sometimes they will weave towards you and go for the kill.

At these times it is generally one on one, so try some of the following:

· Cook a grenade and let them have it.

· Wait until they are close enough and get em with a late shot.

If you miss you will end up in trouble (especially against a spy – who can knife you very quickly)  So switch to crowbar or try jumping around them to confuse their aim.  

Or just do what I try to:

Don’t miss the first shot!

That my advice for the ROCK.  Play nice now!

