Welcome to Princess_Frostys’ guide to sniping for Battlefield1942.

The reason I’m writing this guide is because after a long search on the Internet, there doesn’t appear to be any.  Most people are put off sniping in battlefield1942 because it’s so difficult, but this is a common misconception, sniping itself can be quite easy and as a general rule, on large maps you can rack up enough points by sniping alone to be worthy of a medal (top 3 scorers)

Although personal scores are good, snipers can do a lot to aid the team as a whole, much in the same way as taking out an enemy battleship or aircraft carrier, you don’t acquire any points for it but you do help the team in probably the best way possible, and after all it’s a team game and ultimately, if your team looses you lose.

With this in mind, a sniper with a mission can be a dangerous foe and can cause a lot of damage to the enemy team; in fact you only need kill a handful of people during an entire round before you make a large difference to the overall progress of your team.  Good examples are mounted machinegun emplacements, Anti Aircraft guns (AA guns) and of course other snipers.

By far the best piece of advice is to be patient, try not to think of personal scores instead try and keep focused on what’s good for the team.  If you see someone moving about in a relatively large area, and you will have him in your sights for a while, wait for a few seconds, keep your eye on his movement, check to see if he’s spotted something there maybe a chance he may stand still to fire (bazooka troops are the worst for this, they often stop and duck before they fire their bazooka).  This is a much easier kill than having to hit the enemy on the move.  It’s often best to assess the situation first and then make your move, but only wait if you’re fairly certain you’re safe from enemy sniper or other enemy troops.

But to take a look at sniping as a whole we need to break it down into different sections, first of all let’s take a look at positioning.

Positioning.

Positioning has to be one of the largest parts of sniping well, a general rule is, the further from your target the safer you are, over certain distances trying to shoot a sniper with your machine gun is pointless, making the only dangerous foes other snipers.  You’d be surprised by just how far away you can effectively snipe from, most of the time you can get away with being able to hit people who are just in your visible range (which if you have 100% view distance turned on in your graphics settings can be a very long way)

Many people wouldn’t bother trying to travel a long distance just to hunt down a lone sniper, simply because its unproductive, their time can be much more wisely spent grabbing a tank moving to the front lines, unless of course you’re causing a particularly large amount of damage or repeatedly killing the same person.  So the chances are, if you take out an assault troop for a large distance he will ignore the death and carry on with his previous attack, where as if you take on an enemy sniper you have a big problem on your hands, an enemy sniper will want revenge and will always prove a nuisance once he knows where you are.

Selecting the right spawn point is quite important, it helps decide where you’re going to attack from, how long it will take to get there and what enemies you’ll encounter on the way.  Never choose a spawn point in the middle of the battle as this will mean fighting your way out before you can be any real help to the team and with only a pistol for CQB (Close Quarter Battle) you don’t stand much of a change against assault troops.  It’s best to pick spawn points away from the central battle; this means no front line flags, especially if the enemy team is constantly capturing them.  The best spawn points are the flags that allow you to flank your enemy; these are usually your flags that are out to the side of the battlefield, although these are such a big advantage to hold that often they’re the most sought after and attract the most combat.  If there are no good flags but the back lines, make sure you pick a spawn area which you know contains a jeep, spawning further back but having a jeep for transport will always get you to your destination faster.

So you’re a long distance away from your target, you can just stand there and blast people from miles away? I’m afraid not, unfortunately standing snipers are very inaccurate, almost all of the time whilst sniping you should be prone (lying down on your front) this gives you the maximum accuracy needed to kill at such a range.

Being prone not only makes you more accurate but it hides you well from any other snipers, which are at long range your only real worry.  For large outdoor maps the biggest and usually first wrong move, is to go and lie at the top of a hill somewhere overlooking an enemy base, unfortunately this makes you an easy target for any good enemy sniper or enemy pilot (You’d be amazed how easily you can hit a stationary infantry with the machine guns on the planes, in fact it only takes one bullet to kill).  When scanning the horizon over a large landscape of flowing hills a little dot on the top is always easy to see and will draw attention very quickly.

It’s far better to find some landscape to blend in with, usually It’s bushes on the ground but it doesn’t have to be, simply going prone at the foot of a tree or any other person coloured object can mean the difference between being seen or not.  It’s best to experiment, you will find that the more experienced snipers know all the common sniping spots and will check them almost straight after getting into position.  Other good positions are at the base of sandbag walls, I have found being prone parallel to the sandbag wall makes you hard to spot especially if you’re tucked tightly against it, obviously you have to prone along the side which still allows you to see in the direction in which you want to snipe, most of the time this is on the outside.  If you come across a hill with no real useable cover then find a part of the hill where the top changes directions quickly, so by crawling backwards a few feet you’ll be totally out of sight, this makes a good escape. 

If you’re sniping on a much closer map, such as the city maps, the first biggest mistake is to find a window to snipe from, this just highlights you to the rest of the world and makes you an obvious target, it also means you can’t prone and your shots will be less accurate. The best positions in the city maps are in rubble or some destroyed piece of landscape, again you want to be away from the centre of the battle and sniping inwards, although most of the time, snipers are pretty much useless in these maps, your skills would probably help a lot more if you were to be an assault character or a medic.

Because you travel long distances as a sniper its often best to seek some form of transportation like a jeep, never take a tank or an APC (armoured personnel carrier) because these are vital to front line attack and defence and they’re also pretty slow. 

A quick note about jeeps, if I take one and no one needs a lift and I end up in the middle of nowhere on some desolate hill sniping over a huge range, the jeep will explode after a set amount of time after not being used. Although it’s nice to have a quick escape route, other people on your team could use the jeep, so I often drop a few grenades underneath it.  This destroys the jeep and makes it spawn again much faster (beware of not having many grenades left for any angry assault troops who coming to get you, as I said it’s used when you’re in the middle of nowhere).

Another great way to get behind enemy lines fast is to get into the back seat or gunner position in a plane, and when you’re behind enemy lines and away from the main base or any of the flags, parachute out.  To do this, simply press the enter/exit vehicle key, then when you’re out you have to open up you’re parachute by pressing the 9 key, I suggest whacking it several times because tapping it once never seems to work quite in the way you want it too.  If you’re very high at the time, don’t press the parachute key until you’re quite close to the ground so you can’t be spotted very easily.  Never ever take a plane and ditch it just to get behind enemy lines because it’s just a waste of good resources. 

Choosing a target.

Choosing a target can be very important, taking out normal assault troops doesn’t really do much to help the team, and since you carry only 15 rounds (5 rounds per clip and 3 clips) you can spend your ammo more wisely.  Also assault troops are usually hard to hit, because they never stop moving, it’s not worth wasting ammo trying to snipe something relatively unimportant, which is also on the move.  By far the best targets are ones that are giving the enemy team a large advantage; the most obvious are people in planes, which snipers can’t really do anything about.  But there are some good targets still left and these are:

· Troops manning Anti Aircraft guns.

· Troops manning mounted machine guns.

· Troops manning Tank Machine guns.

· Medics healing enemy troops.

· Engineers repairing vehicles and disabling mines.

· People waiting for Planes.

· Other snipers.

· Tanks.

The destruction a plane can cause is second to none, unfortunately they are easily taken down with anti aircraft guns, eliminating this threat gives your planes the chance they need to bomb enemy’s targets such as tanks and other high-risk vehicles.  Taking out every single AA gun an enemy has by sniping the users, can turn the battle in your favour almost instantly and in itself can only take a matter of seconds.

Troops manning mounted machine guns can cause a lot of damage, especially obvious on maps such as Omaha beach, taking these out is such an easy task, any good sniper should get someone manning a mounted machine gun right between the eyes every time with their first shot.  This allows your assault troops to push forwards and claim the position for themselves.

Troops manning machine guns mounted on the top of tanks give the tank the extra protection it needs from ground troops and to a certain extent from aircraft as well.  Tanks usually stay on the move, but at some point they stop either to turn sharply or to aim their turret, a perfect time to take out the gunner up top. 

I have found myself keeping an eye on tanks which have a spare gunner space, often when a tank is in the middle of a battle and a new batch of infantry arrive, I can almost guarantee that one of the troops will enter the tank, and start to use the mounted gun, its such a good feeling to have already had your crosshair over the stationary tank and to kill the new gunner the instant he enters the tank, defiantly a worthy kill.

Medics healing enemy troops can give a small squad of men the extra boost it needs to do some real damage to your team, if that group has a medic he will try and keep his troops in tip top condition, taking out the medic can mean a small squad of infantry can be pinned down and killed much faster.  Although a lot of the time medics won’t stop to heal team mates, only if the player is new to the game, most will keep on the move along side his buddies.  But occasionally they stop to heal troops and this is a good time to put a bullet in their head.

Engineers themselves don’t get large scores but do aid the team greatly, if an engineer stays behind a tank, the tank can take far more damage before it’s destroyed, and tanks already pose enough threat to your team.  Most of the time engineers will stand still when repairing, an easy kill.  Another skill of the engineer is disabling mines, this only takes a few seconds, but will allow a huge stream of tanks to pass, typically bridges are mined, and are generally the best place to keep an eye out.  The tanks can’t pass until the mines are disabled which makes sniping engineers trying to disable them a good defensive tactic, remember when taking out the engineer check the stationary tank for any stupid gunners.

People waiting for planes sooner or later are going to get one, and probably cause a lot of havoc with the rest of your team, and possibly pose a threat to you.  You find that in some maps planes are used less than in others, but one common factor is that people waiting for planes almost always stand still, rich pickings.  Most of the time its not worth trying to prevent people from getting planes totally, eventually they will re-spawn and someone will run into one with out stopping making him very hard to hit.  The same applied for people waiting for planes on the deck of aircraft carries close to shore, if they’re not moving they can also be an easy kill, almost anyone waiting for a plane on an aircraft carrier will stand still as they feel they’re safe, easy pickings.

But often your efforts are probably better spent attacking a more important target.  Although for personal scores, there’s nothing better than a group of un-suspecting troops waiting for a plane, remember take the ones with sniper rifles out first, so that no one can effectively return fire.

Because of the mayhem a sniper can cause the enemy is bound to have at least one, usually more on larger maps.  Taking out enemy snipers not only keeps you alive, but stops them from wreaking havoc with your team.  Snipers are really the only threat to you unless you’re close to the battle, and it always boils down to who is faster at aiming and pulling the trigger, if you find yourself at war with a bunch of enemy snipers things become far more difficult, it only takes one head shot, and because you’re a stationary target a head shot is easily achieved.  I will talk more about dealing with enemy snipers later in the document.

Last but not least is tanks, initially killing a tank with a scout seems impossible but you can aid greatly in a lot of the maps with the use of your binoculars, but this will be discussed later on in the document under it’s own section.

These aren’t all the targets you could pick from, they are just a handful of the more important ones, as tempting as it is to put a bullet into a troop waiting for a plane to re-spawn, its not always more productive for the team to do so.  You also have to consider giving away your location, which I will talk more about later in the document.

Killing your target.

Killing with the sniper rifle can be easy if you have picked your target carefully, any stationary target that is unaware of you, is easy pickings, first of all if they’re likely to be stationary for any long period of time, it’s worth going prone and taking your time, this will greatly increase your chance of killing in one shot.  The sniper rifle will kill with one shot to the head every time, and do large amounts of damage with a torso shot (about 70-90%) so it’s always worth going for the headshot.

As you align your scope because of scope wobble it’s best to get an average, even at long distances the wobble is slight but it’s enough to miss.  The wobble is basically up and down, so its best to get the very top of the wobble dead on the head, and the rest of the wobble should take the rifle down the body, this means if you don’t get a headshot the next successful hit will take the target down.

I have found that keeping still for a second or so after going prone helps the accuracy, if you have the time then align your scope let it wobble once and then take the shot.

If you’re against enemy snipers, speed is the key, the chances are when you’ve found them, they already know about you (unless you’re behind them, far to one side or very well hidden) 

First of all if there’s more than one enemy sniper you need to get into a position where only one sniper can see you, if you don’t even if you take out one of them, the chances are you’ll be dead a fraction of a second later from one of the others.  If you’re lucky or skilled enough to get behind a group of enemy snipers, you need to consider is it worth killing them and saving your team members, or would you be better of behind enemy lines killing people using AA guns and suchlike.  If you do decide to take out the snipers, take your time and position yourself well, take into consideration that after your first kill you want to take out the rest of the snipers before they notice anyone’s dead.  You also have to take into consideration that once they’re all dead you will have revealed your position to them, and sniping a sniper when they have no idea you were there is enough to warrant revenge.

Relocating is a large part of sniping at the moment, for the simple reason that when you die, you get your spawn interface up, but if you click ok and resume to the battle waiting for your spawn wave to arrive, the view point raises out of your body and travels directly upwards, then it tilts in the direction of the person who killed you. It’s also very accurate, if the person who killed you has not moved your screen will be centred on them and it will probably even show you their name.  Because of this, after you have killed you have to assume the target now knows your position, if he was a sniper he’s going to come back looking for revenge, and will have the upper hand if you don’t re-locate.  If it’s someone in an AA gun, or someone manning a machine gun the chances are that unless they come looking for you, you’re relatively safe staying where you are.  Either way its good practice to re-locate after every few kills and keep the enemy on their toes.

When reloading remember that your ammo count decrease by one only after you have seen the full reload animation, this means that when you have fired off you last round it wont appear so until you have ejected the last shell casing from the rifle.  Be aware when you’re reloading your last round because it may appear you have one left when you don’t, zooming in and trying to pull the trigger with no round in the chamber can be deadly if you’re against enemy snipers.

Spotting your target has to be done fast, the most efficient way to do so is to scan the view without using the zoom function, then after spotting something person shaped, roughly aiming your rifle in the right direction and then zoom in.  A common mistake is to sit with you eye to the scope for ages; this greatly restricts your field of view and takes far longer to spot a target.  

You should also always check the common sniping positions; a lot of inexperienced snipers hide in buildings and as a consequence can only duck or stand to hit you, this gives you a good chance of a kill, as the chance of them hitting you is smaller.  The only protection buildings offer is at long range, when the interior becomes dark and you can’t see people.  If you think there might be someone hidden in a window move your mouse around the entire window, if there’s anyone there his or her name will show up.  If you do see their name, find where their head is by finding the highest point at which their name disappears, then lower your angle ever so slightly and fire, it should be a well deserved kill.

Other common places are ducked behind sandbags, again another bad spot to pick because it creates a little pokey out part along a smooth line, also snipers hide in bushes in the middle of nowhere miles from any solid cover, this is a bad idea also, you should always have a place to retreat to if you’re sniped but not killed.

Hitting a moving target is the hardest thing a sniper has to do, it’s often far easier to wait until your target has stopped, although this can be risky if there’s cover nearby.  If you feel it’s worth the shot trying for a moving target you have to “lead” your target.  Because of the bullet travel time Battlefield1942 built into the code, bullets never instantly hit, and obviously depending on the distance the target is away the bullet will take X amount of time to reach them.  The idea behind leading is to estimate the distance the target is away from you, then estimate how long a fired round will take to reach the target.  Then taking into consideration the time, work out where the target is likely to be after the certain amount of time has passed.  Once you know where the target is likely to be you need to aim there such that when the bullet arrives at the location the target will have moved into the same location.  Most people get the scaling wrong when it comes to leading a target, most people are convinced with the high speed of a bullet you only need to lead a few inches, and obviously if this were true, aiming directly at the target would acquire a kill most of the time as the target is more than a few inches thick.  But if you do the maths behind it you can quickly work out that you need to lead a target at full running speed at least a few feet.  Leading takes a long while to get used to as the distance you have to lead changes with the distance of the target, practice is the only thing that can help you hit a moving target, don’t expect to be able to hit a moving target until you have played the game for a significant amount of hours, even if you snipe in other similar games.  

But this isn’t the end of the story; unfortunately you have to also take into consideration your latency to the server or “Ping”.  To put it simply, your actions have to be sent as data to the server via your Internet connection, but although it’s very fast it isn’t instant.  This creates an effect much like the bullet having a travel time, the server will receive your data with the command to fire the sniper rifle a short while after you have actually fired it.  This means that the target will have moved a short distance.  So you have to lead depending on two factors, how fast your Internet connection is and how far away the target is, fortunately your ping is displayed on the scoreboard under the little picture of the connecting wires, and its measured in Milliseconds (The prefix milli means thousandth so a ping displayed as 1000 would be a difference of 1 second, a ping of 200 would be a difference of 0.2 seconds and a ping of 30 would be a difference of 0.03 seconds) The ping is dependant on several things, your internet connection, and the distance the server is away from your physical location, to decrease your ping you should always play on a server either in your country or close to your country, ultimately your ping will always have a minimum value which you can only decrease with a faster internet connection.

Having a ping of about 30 means you don’t have to lead your target any extra on top of leading him already because of his distance away from you, but if your ping is about 200 which is roughly what 56k modem users get, then you have to lead your target more on top of leading because of their distance away from you.  Unfortunately you have to experiment a lot and keep an eye on your ping at all times, because it’s so difficult to snipe taking into consideration 2 varying factors, most snipers will only sniper a moving target as a last resort, always try to find a motionless target first.

Another great tip for leading a target, or for checking for a successful hit, is zoom in, then to take the shot press and hold down the fire button, this will keep the sniper rifle zoomed in and allow you to see where your bullet hit.  This trick can be used to see how close the sniper bullet was on a moving target, but good for tracking a target if you think you may not get a hit first time.  I personally use it when I can only see a few pixels of the enemy.  You can also reload while zoomed in, if you keep the fire button depressed you wont fire after the reload, but will keep zoomed in. When you next want to fire again, let go of the fire button and press it again quickly, this will fire the shot before the rifle goes out of zoom mode.

Although it’s temping to stay in zoomed mode using this trick for a long period of time, it greatly restricts your field of view, and can result in death.  Always try and stay zoomed out and use your greater field of view to spot your target first.  You should only be zoomed in a few seconds before each kill, or to identify targets who are hidden in bushes and such like.

Killing with your binoculars.

Another piece of equipment available to the sniper is the binoculars; these are to be used in conjunction with any artillery in the map, If you see a tank or an armoured vehicle which you can’t take out, take out your binoculars and zoom in on the target, then press fire (attack).  This effectively places a view point (or camera) where ever you were at the time, it lasts for 60 seconds and anyone manning artillery can use secondary fire to view the battlefield through your placed view point.  It’s a very effective and very lethal way of destroying stationary targets at extreme range.  When you have clicked fire (attack) a radio message will automatically be broadcasted to the rest of your team members.  Obviously it will take a few seconds for anyone using artillery to respond and fire, so take this into account when firing upon a moving tank, if the tank is moving in a predicted pattern or in a straight line, then aim fairly long distance ahead of it and the person manning the artillery can wait until the vehicle passes the point and fire.

Remember if you die the viewpoint disappears, and if you place another one it also disappears.  Also using the binoculars doesn’t give away your position, so use them as much as possible to give your team a far bigger advantage, one thing to check is that the map you’re on contains artillery, if it doesn’t and you keep requesting artillery fire people on your team may get annoyed.  Artillery includes any large cannons mounted on the decks of battle cruisers (Not AA guns) and the mobile Artillery tank. 

Close combat.

One thing a sniper has to fear the most is having to engage in close combat, sometimes after sniping someone they may decide it’s worth travelling the distance to kill you, and most people are aware that as long as they keep moving they’re safe (because of previously mentioned reasons) So every now and again you will have to engage in combat with an assault troop or even a medic, this stacks the odds against you.  Firstly if the enemy has spotted you at long range, they won’t usually bother attacking until they get a bit closer, if you’re on a hill which usually snipers are then its best to crawl backwards out of view and throw a few grenades, this hopefully should kill or at least severely damage the enemy. Then quickly change weapon to your pistol and press the zoom button to give yourself a little more accuracy without removing much of your field of view, then attack quickly, before they get too many shots of, the chances of killing up close is small, but it can be done and I’m frequently attacked up close by enemies who have slipped through the front lines, if they run out of ammo they will almost always start to reload instead of switching to the pistol, which means a knife kill is on the cards, whip out your knife and charge right at him.

Other tactics and tips.

Sniping isn’t the only way of gaining kills as a sniper, if you’re sniping in on an enemy base, sometimes if no one knows you’re about, then it can be effective to nick and enemy tank, or even a plane if you think you can get away with it, also getting into enemy AA guns can help take out any enemy planes taking of, coming back to re-arm, they’re also very good against armoured vehicles, they can take out jeeps very fast, and if a tank is driving away from you, a few flack shells to the back can take him out very fast also.

Another awesome tactic is to sneak in, nick the biggest tank available and park it on their repair pad, this makes an almost indestructible weapon which can take on several armoured vehicles at once, not only will you keep getting repaired but you’ll also constantly get re-armed, this can severely cripple the enemies ground attack, something a sniper using a sniper rifle could never do by himself (it’s also incredibly amusing and good fun)

Always remember that taking flags is very important in conquest games, if you’re near a flag and there’s no one around it’s an easy two points and very good for the team, this will draw a lot of attention though, so call for backup and then when it arrives, make you way to another location.  You should never stubbornly sit in one place.

When moving about even when you’re not a sniper, be aware of all the tactics you know, and move accordingly, just keeping on the move makes you 98% safe from snipers, as most people don’t even attempt shots on people moving, but just in case keep moving slightly from side to side in a zigzag movement (try and make it as random as possible)

Game settings can help you out a lot, its far better when sniping to have a high resolution to make the division in angle smaller and making it easier to snipe at extreme range.  Also set your view range to maximum, this gives you a massive advantage over others who have the view range closer (unfortunately it makes the game run slower, so its good practice to lower the other video settings, such as lighting and texture depth and texture complexity, this will help increase your frame rate to what it was).  Finally choose a comfortable mouse sensitivity which is better zoomed in, rather than not.

Thanks for taking the time to read this guide, if you feel I have missed anything important, please send your constructive comments or questions to:

Princess_frosty@hotmail.com
I can also be found at irc.quakenet.com , #thelawns

-Princess_Frosty

