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News this month

Well tips

The well is one of the most popular maps with snipers and I love it too.

NEST EGG DEFENCE Strategy

What do I mean by strategy?

In a nutshell … 

· Competitive advantage

· A sustainable edge over your enemies
· To alter your strengths so that they are relative to your enemies weaknesses
THE WELL

The nests on this map are clear and far enough apart to give the beginner sniper a feeling of safety, but this is most definitely and illusion.  The nests I've categorised as upper and lower base nests.  Both have strengths and weaknesses.

LOWER. 

This is the first nest you can reach from game start.  It is a map width horizontal slit in the front of your base.  From here, you can see out to your courtyard and bridge and you’re opposite nest in the enemy base.  The huge width of this nest tends to make players run recklessly out.  Hopping along they are making themselves an unmistakable target to the opposing sniper.  Who tends to think:

“Hey! Fuck wit fodder.”

The best way to move out onto this nest is by letting someone else go first.  There will allways be some sniper watching for the pie being sliced and you will very often die before the enemy is in sight.  The only true and infallible way to avoid this is to let another get that bullet, giving you more time to come out and start your domination.  A faster scout can run out and avoid the bullets that will draw the enemy fire away from the corner enabling you to nip out and blast the oppo.  This tactic is best demonstrated on this map because of the nests being so huge and facing.  Once out you are presented with a not very effective nest for all you effort.  It is very hard to cover all of the small nests in the middle structue and almost all of your time will be spent covering the opp nest due to the possibility of being someone’s target.  Also shooting scouts or people on the bridge will bring you close enough to them to seriously threaten your life.  Valve REALLY knew what they were doing when they made this map!

Try to hold the ground in front of the bridge and use team play to help cover the smaller nests.  I often use grenades rather than the rifle when confronted with a fast or very strong opponent coming out for a run.  

Also from here is a good place to take out snipers on the opposing upper nest.  This is best done crouching and you can easily take out a napping sniper before he has a chance to spot your movement.  A much better nest is the upper

UPPER

TO get to the upper nest, you have to run the gauntlet of your front door and the dangers on the other side.  Most times this is not a problem and you can make the ladder quickly but there are times when this is not the best option for the sniper.  

When under full attack this door is in a constant state of exploding!  Grenades of all descriptions come flying through followed by scouts and heavy armoured soldiers and demomen.  This is a very difficult time to try to move outside.  In addition, snipers on the opposite nest will be able to pick you off trying to get up the ladder.  A much better strategy is to use the pool exit from your spawn room which connects (if its open) to the moat.  There you have two options:

1. You can just jump up and go for the ladder.

2. You can take a small detour via the middle structure to check if it is safe to take the upper nest.

The best way to achieve option 2 is to stay in the water and swim round to the pool in the middle structure.  Once there jump up and use the right and left sniper holes to watch for the opposing snipers who think that from this angle they are safe.  Far from it!

Take only one of them out (should there be two or more) and then make a quick dash for the ladder, the rest should start considering their options for survival and leave you alone.

On the way to the ladder:

The best way to avoid fire from attacking enemies is to stay behind them where they cannot see you.   This may sound simple but it requires you to watch out, that you are unseen, when making your moves.  One interesting move can be to crouch opposite your door with your back against the middle sections wall and help repel any attack on your base front.  However, keep in mind that it only by being out of sight that you can survive in this perilous position.   The idea is that the enemy is far more interested in the attack and the defence in front of them to bother with noticing you popping their friends into kittycat chunky.

Once up onto the upper nest a completely different game opens in front of you.  Here you WILL feel omnipotent, but I can assure you that you are NOT!  For example:

1. You are still in the open.

2. You have no cover from ranged attacks.

3. You have no exit.

4. Everyone can see you.

5. You are instantly on the top of their target list.

6. You have too many playing fields to cover alone.

So why is this the most sort after and favourite of all the sniper nests!?  (At least, I love it)

I reckon it’s because of the huge amount of range you can cover here.  A good long-range shot is a very pleasing experience, so some tips to keep it!

1. Duck.  When ducked you present a harder to hit target from the moat area directly in front of you, as they will almost certainly hit the wall below you.   Also while ducked you can see the opposing lower nest better giving you a fighting chance against multiple snipers.  In addition, you can use the lip of the nest to screen you from too many targets at once.

2. Stay in the middle or right on top of the ladder.  In the middle you should get some warning against a threat coming up the ladder and be able to use the technique I described in Basic Hiding.  Similarly, if you are right over the ladder you will get a good pop at anyone coming up it, and will most likely get some sort of warning even if you are zoomed.

3. Stay back.  With the sky above you, and wearing dark clothes, you present an easy target should the game draw your model hanging over the lip of the ledge.  Try and stay against the back wall, only coming forwards in two situations:

· When under attack from a soldier.  The soldier (or Pyro) can fire an impact weapon.  The splash from the wall behind you will almost certainly kill you stone dead, so should one come for you, drop your shot on him and move forwards and to the side very fast.

· When shooting at people in you moat area or coming over the bridge you will need to come forwards, try not to do this from the middle, or from the corner with the ladder.   Rather, stay right on the other side.  This is good because now your grenades will bounce into them, and you can see any opposing team member going for you ladder.  

If someone does come up, then pop him or her when they jump from the top of the ladder.  While in mid air they are an easy target for your attack.

ATTACKING THE NESTS THE NINJA METHOD

Attacking on this map is a very definite team thing.  At the start if the game there is only the one entrance to the opposing base and you can be sure that the enemy will have a heavy defence (and some sentry guns) here.  As a sniper, your best bet is the NINJA method.

THE NINJA

Famed, and steeped in legend these 14th Century Japanese warrior-peasant clans invented all sorts of clever tactics and methods to harass and annoy their targets.  As a sniper you can benefit from their experience and use some of the following tactics to gain entry:

The Ninja would always destroy external resistance on the way into a palace so their presence would not be noticed and their exit was clear.

As a sniper always take out any guards to the main door or the water tunnel entrances before moving inside the base.  This will enable you to use the time the sentries require to reposition themselves, and move in unnoticed.

Also use the middle structures, right and left nests to take out anyone on the lower base nest.  (There will probably be only snipers).

Use teamwork on the door button to open it.

Check the water is empty before attempting a tunnel entry.   Remember a demoman is needed to open the grill.

A good trick if you’re against and inexperienced team is the Water Ridge Attack, and is basically run thus:

Outside both bases there is a moat and a bridge.  At each end of the moat there is a pipe for access through the sewers.  A sniper can perch himself on the top lip of the entrance to the pipe and find himself invisible to the enemy due a bug in the code.  He can still shoot and duck as normal, but he is unseen.  

I quite like this bug in the game; it can be very useful against a bad, or amateur team.  The ledge gives a clear field of fire of the opponent’s base while at the same time keeps you invisible, and IN A POSITION THEY ARE NOT LIKELY TO LOOK.

However, there are some drawbacks to this site.  Most importantly for me is the fact that you are very close to your targets which means that you will miss more often than usual due to the amount of swing needed to keep them in sight.  Also this position is now quite well known and you will find yourself caught and killed eventually!  With this in mind I only use it on the following occasion:

Sometimes you can be against a sniper who occupies the enemies’ upper nest so well that you are totally annihilated the minute you step out of your own base door.  This position can enable you to flank the sniper as he is zoomed into your base, but requires you to be sneaky.  

Come out of your base via the water and stay down all the way.  Then set up and take your first shot, you will get two to three shots before being discovered and killed.

You can also take out people hiding behind the wall who are reloading; this is a great feeling.  However, the enemy will realise that you are there and they will come and kill you.

This is known as the Master Sniper Ruse and is described fully in Advanced Team Skills.

The Ninja would usually sneak into a castle rather than attack it outright in vast numbers.

As a sniper you should ALWAYS move in separate from the main attack, or you will suffer a very high failure rate due to sentry fire.

Either on your own, or with a few friends, dart in through one or both entrances.  The best friends for this are Spy’s, Snipers, Medics, Engineers and Pyros – in that order.

Move through the base in the shadows.  Use the underside of ramps to hide.  If you have a Engineer with you, get him to build a sentry gun here.  I once played on a map with three Engineers who were able to totally take over the ramps with sentry guns hidden under the stairs.

Always leave the sentry guns don’t defend them.

Move to other unnoticed locations.  The lower nest is a good one to hold.

The Ninja would always let his target come to him.

Find a point and guard it.  The enemy is very busy running around the base trying to get to their positions facing your base, they feel safe in the corridors and ramps.  Use this against them and ambush them.  Use the spy’s trank’ dart and your rifle.  If you are discovered by a large force send in the Pyro assisted by a few grenades.  The enemy will be burnt badly in the narrow areas.  Use this time to call in a frontal strike from the Heavy classes, and retire to a safer position.  

Try for the flag!

The Ninja could hold his breath for 5 minutes.

Water attacks are a lot of fun, chuck grenades into the spawn room, or move further into the base and come up in the flag room.  A good one is to get the engineer to build a sentry in the capture room or in the flag room.  However, this room is always defended so be careful.

Once set-up in this room, cause a lot of noise and get the defenders to come running from their posts.  Try sending a message over the public channel like: 

“QUICK I’VE GOT THEIR FLAG ROOM!!!”

“I HAVE THE FLAG SEND BACKUP!”

Etc

Then wipe them out as they foolishly rush in then call out a real attack.

(I am presuming here that your team-mates know to ignore an attack request broadcast over the public system.)

The Ninja would use air ducts and chimneys to move around a palace or castle.

Once to the lower nest you can drop down onto the blue pipes and snipe anyone coming up the ramps.  This is especially good if you have sentries in position under the ramps or at the top.  From here you can cause good grenade damage against the spawn door and blast people back into their safe zone.  If you can THEN get a HWguy to grenade that room! Well…

…The horror!

The Ninja was able to walk though walls and turn himself into animals or demons


I’m not sure about this one… 


Lol

No really!  A ninja when discovered would turn his face and don a “Tengu” mask that was brightly coloured and had a big demon grin.  Then he would spin around and scream while setting off a bright firework.  This would terrorise his enemies giving him time to kill them or escape.  Thus spreading the legends of monster and animal transformations.

As a sniper, a sudden attack with the crowbar can have the same effect, especially if your spy chum joins in and your Pyros flambé the lot of you just to be sure.

Just remember I want pictures!

That’s the well covered: my way, enjoy!

Just remember that there are other methods and skill to learn on this one!

