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Specific Advice





Most of this stuff is fairly basic in nature. This is for two reasons: first, some things in Q-Zar just can't be taught, especially in


writing; second, I'm from Colorado Springs and we all suck here. I can't describe good techniques when I don't know any.


Maybe you really are from some Q-Zar more isolated than mine, but I doubt it. Find some good players and learn from them. 





     Peeking 





     There are no shoulder sensors; peek corners before you actually go around them. If somebody is there, it's fairly easy to


     pop your laser out for a second, shoot him, and pull it back. If the person is close, try covering your speaker with your


     free hand. This makes it much harder for a player to tell where he was hit from. Another idea is to cover the outcoming


     laser with your finger; this is more effective with long distance shots where sound isn't likely to be a factor. 





     Your Back 





     When facing off with other players feel where your back sensor is. Assume you're taking on a player from your left. If


     you're next to a flat wall, press your side up against the wall. This prevents bounce shots and direct shots to your back. If


     you're next to a corner, press your back to the corner such that your back sensors are right of the corner, the opposite


     side of the corner from your opponent. You can "hook" your back sensor on the corner and rotate right. Because your


     back sensor is stuck on the corner, it won't show. Because you're rotating right, your front sensor is even further around


     your body. ( this doesn't work so well if your side straps are on tight or you're cross-strapped. ) A player properly set at


     a corner has a decided advantage over players advancing on him from open areas. 





     The Receiving End 





     On the front of the gun, above where the actual laser comes out, is the spot where the infrared comes out. It's also a


     place to be tagged. You'll notice that this rectangular opening is split in two: one for receiving, the other for sending. It just


     so happens that the left half is the receiving end. If you're right-handed this setup is simply perfect: right hand on the


     trigger, left thumb in the receiving end. How well does this work? I don't know. For my cover, having my left thumb there


     is very convenient anyway. I do know if you put your thumb in the right side ( which I occasionally do accidently when


     I'm playing left-handed ) you won't be able to hit anything. 





     Cancelling 





     Ever notice when you come around a corner, face to face with somebody on the other team, and you both fire that


     neither of you gets hit? This comes from a limitation in the equipment that it can only process one signal at a time; while it's


     sending a tag signal, it can't receive one. In two shots per second games, you can be nearly invincible just by walking


     around pulling the trigger as fast as you can. In one shot a second games the application of this technique is more limited


     but still very useful. A reflex is just slightly longer than one second. Many players delay their reflex as long as they can, so


     they can take as long as possible to aim and find a sensor. 





     So, if you shoot someone, duck around a corner, then fire again as soon as possible, you'll often "cancel" their shot;


     because your vest is firing again, their reflex doesn't hit. Constant use of this technique forces players to fire their reflex


     against you sooner than they'd like. Less time for a reflex means less aiming time means less of chance for a hit. 





     Our Q-Zar is fairly new and we are a long way away from any others. We'd been playing for nearly a year before we hit


     upon this idea. We knew two players didn't hit each other if they both fired at the same time, but we failed to see the


     applications. One day, the idea finally occurred to me. No other single idea, other than covering, changed the game as


     much as this. The cool thing was it took a long time for others to figure out what, exactly, I was doing. I always covered


     my speaker when I did it, so they had a hard time telling exactly what I was doing. Of course people at other Q-Zars


     knew this since about the beginning of time. 





     You also fire as you walk through the energizer to prevent yourself from being energized. This may or may not be useful


     at your Q-Zar but here in the Springs it saves time in crossing the arena and allows you to use the energizer wall as cover.








     Double Tags 





     Or double kills. Whatever you want to call them. The idea is this: after a player is shot and he's going for his reflex, right


     as he pulls the trigger he's vulnerable to be shot again. Let's say there's two players on red and one on green. If the red


     players time their shots correctly the green guy can get messed up bad pretty quick. The first red shoots. Next the green


     player goes for his reflex. The second red player watches this: as soon as green is about to shoot, the second red player


     shoots. The first red player also fires as soon as he can. Four things can happen. the first is that the green player gets


     double-tagged, he loses two lives, either the first red player gets two dinks or the red players get one dink each. The


     second is that the red player green is shooting at gets "donged" ( the sound the laser makes when shot by its own team)


     right before green shoots (and thus won't get hit). The third is that the player green was going for cancels red's shot. The


     fourth is that maybe, just maybe, green manages to get one or both of the red players with his reflex. 





     If you are in the situation of getting double-teamed, I recommend not even covering. Get set up to shoot one of the


     players. I mean aimed and everything. The instant you get shot, shoot him. The other guy will most likely time his shot for


     when you lunge for a reflex: if you're already in position, it's hard for him to time his shot. Because you're exclusively


     aiming at one of the players, the other is less likely to be covered well. Often even if the player you are aiming succesfully


     covers against your shot, the other guy will get hit by a bounce. 





     Dongs 





     Dong is the onomatopoetic term for what happens when you shoot or get shot by your own team. While you are being


     donged, you can't be hit. If you're on warning and you get donged, your warning cycle ends. Keep in mind you lose


     points for donging, so judicious use of this technique is essential. In classic scoring, two dongs kill the points you get for


     tag, and three dongs are enough to erase the entire team difference for one. In high score, one dong is enough to erase


     your points and two is equal to the team difference. 





     Bounce Shots 





     Ah the beauty of infrared. Carpet reflects infrared, so do walls; so do marshals. In fact everything in a Q-Zar arena


     reflects infrared. So - let's say a player shoots you and covers. You can't see any sensors, what do you do? Shoot the


     floor. Shoot the wall behind him. Shoot your own vest, even. Shoot the player standing near him. Q-Zar bounce shots are


     so effective that in games of very experienced players, thirty-percent or more of tags are from bounce shots. Any good


     cover must account for bounce shots. 





     One important concept about bounce shots is how infrared bounces off a surface. Smooth, shiny surfaces bounce


     infrared like a mirror does: angle of incidence equals angle of reflection; in other words, like a pool ball does. Rough or


     cloth surfaces however, are a different story. When infrared hits these surfaces it scatters in all directions. If a player is hid


     behind a wall such that you can't see him, often you can shoot behind where he's standing and get him. If you're in an


     arena like ours, with a lot of walls and not much space between them, players must cover as much for the bounce shot as


     for the direct one. 





     Bounce shots can be very frustrating. You sneak up behind someone, shoot him in the back and step behind a corner,


     only to have him make a complete guess, shoot the floor a few feet away and hit you. Which is why the downtown


     Orlando Q-Zar has the best arena that I have seen. The floor is black and the walls are nearly bounceless. 





     Which is not to say that I don't use bounce shots. I use them a lot. Bounce shots are one of the elements that makes


     Q-Zar such a rich and complicated game. I've met people who have played five thousand games of Q-Zar, while the


     most I've seen for any other laser tag game is about five hundred. Harder to learn, but funner, especially in the long run. 





     In other words, spend some time learning how to use them and how to avoid them. 





     Wiggling, Jumping, and Kneeling 





     The idea of wiggling goes something like this: holes in a cover are harder to hit if you move them around quickly enough.


     Wiggling works so well that sometimes it seems that sensors quit working when jiggled. 





     Shoot someone. When he goes for the reflex, rotate back and forth like crazy, not too much, only about an inch or two.


     Also, if you're facing off with someone and you're both down, slowly turn back and forth. Given six seconds to stare at


     your cover, it's fairly easy to see some place where sensor lights are glowing through. However, if he can't ever get a


     good look because you keep turning back and forth, it'll be much harder. 





     Related to this are kneeling and jumping. If just when your opponent goes for a reflex you drop from a standing position


     to a kneeling one, most likely the angle he's aiming at will be bad. If he doesn't react very quickly, he'll miss. Shoot and


     jump. Shoot and twist. Shoot and lean backwards. You get the idea. 





     Beware, though. If your moves start to get predictable, you'd have been better off sitting still. If your opponent knows


     you're gonna wiggle, he can sit still, wait till you rotate your back sensor into view, and tag you easily. As always, mix it


     up. 











Cheats 





First, I should let it be known what I think of cheaters. Cheaters Suck. I present this information for several reasons, and


none of them is that I think cheating is cool or that I cheat. I present this information because: first, how can you stop other


players from cheating unless you know how players can cheat?; second, seeing how cheating is possible makes clear the


methods by which the equipment functions; third, information of any kind is fascinating, and I found this stuff out on my own and


I thought it was cool and interesting. 





     Plugging, Fusing and Resetting 





     These are the standard ways of Q-Zar cheating. These methods take advantage of the way the Q-Zar system tracks


     score. Each gun stores how many times it has been tagged and by whom. When that gun energizes, it transfers that


     information to the energizer, which in turn transfers the information to the game computer. At the bottom of the laser is a


     little hole. This hole is used to charge the laser every night. If a plug that fits the hole is inserted, the gun resets. When a


     gun resets it loses all the information stored in it. 





     What this means is, if you plug your gun every time before you energize, your scoresheet will say you were never hit. You


     can also effect this reset by unscrewing the fuse, located on the handle of the laser. Fusing, as it's called, is easily done


     with a key or tiny screwdriver. Some people can even do it with their fingers. Some guns have loose connections and if


     shaken will reset. You can tell if you've succesfully reset a gun because your gun will say "Welcome to Q-Zar." Warning:


     get caught cheating and get thrown out, at best. I know that many players take Q-Zar fairly religiously. If you're


     acting in a way that ruins the game, the equipment, or somebody's score, you may wish they had kicked you out. Most


     players recognize the "welcome to Q-Zar" sound; it is rather distinctive. The computer still tracks your energizes: if you


     energized thirty times and you only got hit ten, it doesn't look good. When you energize, your gun also transfers to the


     game computer how many times it shot. Plug and your hit ratio goes up, fast. Hit a hundred people and only fire twenty


     times and everyone will know what's up. 





     If your Q-Zar gets irritated at cheaters enough, they'll start looking at your gun when you do your final download. When


     you do your final download, your gun displays how many times it remembers you energizing. They can write this number


     down and compare it to the number printed on your scoresheet. These numbers should be identical. If not, you cheated. 





     Solo and Team 





     If the previous game was team and you're about to play a solo game, energize quick. Run out of the vesting room and do


     it right away. If you energize fast enough, you might be on team still. So if you're green, the green players will dong you


     instead of hit you. When you shoot them, however, they'll get hit. Their vest is on solo, thus they can be hit by other green


     players. Your vest is on team, so it can't. 





     Your first engergize, however, will correct this. Note that this doesn't effect scoring. Players of your color still gain points


     for shooting you and you still lose points for getting shot. The only difference will be that you won't lose a life. If


     everybody in the game is green also, you won't have to energize until near the end of the game, when your gun times out.


     Not really a cheat, but amusing anyway. 





     This idea can be extended. If the previous game was a team spies game, it really does become a cheat. The green guys


     won't even dong you. ( except while you're a spy, then they'll tag you ). If you're set on team spies, everyone else is on


     solo, and everybody's your color, you can quite possibly go the whole game without getting hit. 





     Spies and no Spies 





     This one is real cool for getting a tremendous score. You'll probably have to be a marshall to make this one work. Set the


     game on a normal team game, no spies. Have everybody energize. Set the game on spies. Go to your base, where you


     wait for game start. Shoot your whole team, a lot. They'll think you're an idiot. They'll wonder why someone would want


     to dong their own team. 





     This trick works on the same principle as the solo/team trick. The guns only store who hit them and how many times. In a


     spy game you can't dong your own team because the guns only take incoming spy shots from their own team. In this trick


     scenario, though, everyone is on normal, so their guns will record the shots on them. When they energize though, the


     game is on spies, so the computer will interpret all the shots as spy shots. Spy shots count for four hundred points ( at


     least in classic score ). It's fairly easy tag your own team several hundred times before they've all energized for the first


     time. Two hundred tags times four hundred points a tag. Lots of points. 





