The Hide) Guide to Cloaking and General Laming
 Introduction

I. Cloaker Basics
II. Journeyman Shark Tactics 
III. Expert Shark Tactics
IV. Master Shark Tactics 
IV. Cloak Turret Tactics 

IV. General Laming
Introduction
Welcome! Here you’ll learn how to use and defend against cloakers, starting with the basics and continuing through to the more subtle aspects of laming. Though this is designed to be an intensive guide to cloaking in general, the emphasis is placed on piloting the SVS Shark, until there is time to cover the intricacies of Spider play.  
Cloaker basics will cover the differences between Shark and Spider, and the things every cloaker must know in order to survive. Journeyman Shark tactics will cover basic shock and cleanup techniques, and various attacks appropriate for certain situations. Expert Shark tactics introduce the 3-Stance system. Master Shark tactics will cover primarily the 4 aspects of Stance B, the appropriately, but cornily named Earth, Water, Wind and Fire Styles. Cloak turret basics cover the need-to-know information about driving, gunning and killing cloaker turrets. General laming covers the tricks of the trade. Some are perhaps… less than ethical, but all are extremely effective against hapless targets. 
I. Cloaker Basics

Here are the golden rules of cloaking. They may seem obvious, but the number of unnecessary cloaker deaths is enough to make this important to include:

Rule #1: Be patient!

Rule #2: Don’t blow your cover!

Rule #3: They all see you!

Rule #4: Never rely fully on cloak to survive!
Rule #5: Green!

Rule #6: Stealth, cloak and antiwarp activation must be as natural as breathing!

Rule #7: The still mind and calm heart overcome those blinded by rage and pride!

Rule #8: Never strive to be better than any player but yourself!

Rule #9: Get the most out of every shot!
Rule #10: Never make excuses! Nobody cares!

That’s out of the way. I’ll assume you’re all reasonably intelligent, so I won’t expound on these, but I will refer to them in the future, so remember where they are, or better yet, make them a part of your playing so you won’t have to. 

Spider Basics
Spider is very aptly named. It is very much a ship that makes rules 1-3 of utmost importance. Patience is the key. Why? It’s because of the Spider’s stats.
From a purely stat-based perspective, here’s the lowdown on Spiders:

Thrust: Average

Rotation: Average

Speed: Average

Weapons: Average

Stealth Cost: Average

Cloak Cost: The Best

Systems Cost: Average

Mine Cost: Average

Energy Max: Average
As you can see, spiders are forced to rely on cloak in order to get the upper hand on all those Warbird pilots out there. It is designed to be silent, unseen, deadly, and stay that way. Spider pilots are best at appearing from nowhere and taking the kill, and then vanishing as quickly as they strike. The best spider pilots are never seen for more than an instant. That means waiting for the opportune moment to strike, as per Rules 1 and 2, because the Spider is in immediate danger if it fails to finish its job the first or second time it appears. Thankfully it can safely recloak at medium to low energy without too much trouble.  To sum up basic Spider tactic in a phrase, “Wait for it.”
Shark Basics

I think the Shark could have been named better. I feel the name “Ninja” would better convey the possibilities with this ship. Rules 2, 3 and 4 are important, but are less crucial here than with the Spider. Shark is a good “Shock and Cleanup” ship, which will be explained later on. From a stat perspective, here are the basics:
Thrust: Good

Rotation: Good

Speed: Average

Weapons: Average

Stealth Cost: Good

Cloak Cost: Poor

Systems Cost: Average

Mine Cost: Poor
Energy Max: The Best
From this, one can deduce that the Shark is a good dogfighter. Its maneuverability is matched by none and bested only by the Warbird. As per Rule #4, one can practice in a Warbird and see similar improvement in Shark performance. However, cloak cost in Shark is very bad. In fact, it is three times more expensive to run cloak in a Shark than it is in a Spider. Interestingly enough, the Shark has a slightly higher maximum energy level than the other ships; just enough to fire an extra bullet. To that end, the extra energy is impractical at best, but applied differently, and the result is incredible. How? Keep in mind that with cloak, the energy drain on the system is immense. With the extra maximum energy reserve, however small, the Shark has the most advantage while at full energy, especially while cloaked. This makes the Shark perfect for “Shock and Cleanup” techniques. In other words, the Shark is great for first, sneaking up on hapless opponents, “Shocking” and crippling them with a surprise uncloaking attack, then “Cleaning Up” by dogfighting them with or without inexpensive stealth. Because of the “Shock”, the “Cleanup” dogfight will be at a significant energy advantage; usually an easy kill if done correctly.
Miscellaneous Tips for Cloakers:

Avoid highly populated areas for long periods of time to avoid blowing your oh-so-important cover. You don’t want the whole zone to be on the lookout.

When following someone, don’t bounce around a whole lot. The other players can hear it.

Make each decision to uncloak an important one. Make sure you are in position to squeeze out every drop of damage you can before you manifest yourself. Often, there are no second chances to get it right. 
If you must stand and fight, remember… against less maneuverable opponents, draw them into open spaces. Against more maneuverable ones, fight around corners. In both cases, let them come to you. 

Learn to deal with swarms: 
-Fight them around corners when you can  
-Keep them all in one direction and be aware of all of them at once
-Connect their dots on your radar and don’t cross the lines. 
-Use cloak+stealth+decoy when needed, even while you are on the swarm’s screen. 
-Save your repels until you really need them. 
-Leave yourself room to rocket safely out of antiwarp distance and warp away if you have to, portal or no. 

You can get your opponents angry, but stay calm! Focus and take advantage of their mistakes. 
Learn to play well without cloaking. Be able to defend yourself once you’re spotted.  There are many players that believe those who use cloaker tactics are unable to play without them.  Surprise them.
You’re not the only cloaker out there. Toggle X-Radar once in a while. 

Learn to be able to detect when your targets have X-Radar activated. Here are the signs:

· The opponent points to face you more than 45% of the time. 

· The opponent goes into a closed-in space or a corner. Obvious burst-trap. Don’t ever follow them. Ever.

· The opponent is really hard to catch up with. Cloakblind opponents are relatively easy to get into a position where you can get a good “Shock” run. Be wary of targets that are hard to approach. Most of the time, if an opponent seems to be avoiding you, then they are. They see you. Time to change plans. 
· Watch for falsely “nonchalant” behavior. Pilots tend to fly with purpose and direction. If they’re greening, then they green. If they’re typing, they type. If there’s nothing to kill, typically they go off to find something. If there is something to kill, they go after it or run away. Be wary of targets that suddenly float there or travel in a straight line after you see them doing something beforehand. Be wary of people who seem to start typing, but are inactive in pub chat. Be wary of solitary pilots not on their way somewhere or not greening, especially if the target is known to be experienced. The list goes on. If it seems like too easy of a kill, it just might be.
II. Journeyman Shark Tactics

The beginner Shark pilot should learn basic “Shock” and “Cleanup” techniques before moving on to more advanced variations. We’ll begin with Shock and move on to Cleanup.

Shock: A surprise, high-damage, uncloaking attack meant to severely cripple or kill a target. There are two kinds of Shocks, namely Focused Shocks and Vulching Shocks. Most shocks are executed in five steps: Target Acquisition, Positioning, Assessment, Attack and Follow-up. 
Target Acquisition
The first part to any good shock is to decide on a good target. Here are some guidelines used in deciding a good target. 

· Make sure they are not running X-Radar. (See Section I for details)

· Make sure that the surrounding terrain gives you the advantage. 

· If they are runners, make sure to minimize possible escape routes. 

· Are they alone? The number of opponents determines appropriateness of certain shock attacks.

· Can you kill them with just a shock, or will you need to follow up? 
-    What kind of attack will deal the best damage this situation?
Positioning

Once the target and attack type are decided, position yourself by the opponent to where your attack can and will do the most damage. You may have to match their speed for awhile. Also try to anticipate where you will be repelled to if you fail to kill. This may take patience. Take your time. 
Assessment
Here’s where golden rule #1 is the most important. Be patient and wait for the right opportunity. With both focused and vulching shocks, unleashing the attack when they are at full energy is a less effective approach. Wait for them to fire at something or nothing, or to get hit themselves. Wait for them to be in a position where they cannot dodge easily. Prepare so that you can deal every bit of damage you can. Keep in mind what you will be able to do to follow up if the attack fails to kill. You’ll know the moment. Don’t jump the gun! Soon will be the time to strike!
Some Basic Beginner-Level Shock-Appropriate Attacks:
Volley: A hit-or-miss attack where the attacker accelerates toward the target, firing a stream of bullets in a line. Good for close range Focused Shocks meant to kill. Moderately difficult to follow-up after if the kill fails. 

Gank: A very close-ranged to no-range shock attack meant to kill or cripple. The attacker matches the target’s speed and acceleration and touches the gun to their ship, firing bullets until one bullet misses or the target is destroyed. Ganks are easy to follow-up after and are easiest to execute at low speeds. 
Fast Lob: A medium to long-range shock attack meant to finish off one or more already-weakened targets. The attacker fires a high-speed, direct hit bomb or thor at the opponent. That the hit is direct is important as proximity hits are much less effective. Cloaking will allow for the positioning setup required. This should be used only if you can finish off the target(s) or bring them into red. 
Adjusted Line-Bomb: A medium to long-range series of fast lobs directed at a slow or nonmoving target. Anticipate where the player will try to dodge after the first bomb hits and adjust your second to already be there. Effective for both focused and vulching shocks. It can be fairly easy to follow-up after. 

Follow-Up

Did your target die? If not, then they are likely very weak. You have the advantage! 
It’s now time to shift into “Cleanup” mode. “Cleanup” is what needs to happen when a cloaker manifests itself and it fails to defeat its target.  Because of the Shark’s high maneuverability, it is better suited for cleaning up than the Spider.  Cleanup is basically Warbird-style dogfighting with the following differences:
· Because of the shock, you begin at a significant energy advantage.

· You begin automatically at a significant positioning advantage. 

· The element of surprise has given you a significant psychological advantage.
· The target is forced to begin fighting defensively. 

Effective cleanup requires that you do not lose this advantage!
The implications are these:

-   Fight them as aggressively as you can without putting yourself at risk of dying. You have more energy than they do.  Do not back off until you have defeated them or lost the advantage.  Expert and master level techniques go into further detail on how to do this well. 
-Most players will immediately repel after a shock. At the time of the shock, anticipate where you will fly in the case of an untimely repel.  Have a wall prepared to bounce off of or drop a portal to get back into action.  
-If the target does not repel, they will usually run. Use aggressive chasing techniques, including the “Fire” aspect of stance B (discussed later). Destroy them if you can, but do not let them recharge.
III. Expert Shark Tactics
The 3 Stance System: At any given moment, the Shark pilot should have one of three goals in mind: to hunt, to fight, or to survive bad situations.  Each of these goals requires a different mindset, and a different style of play. Each style of play we call a stance, and different rules apply for each. The three stances include, Hunter Stance, Fighter Stance, and Defender Stance. There isn’t much about each stance to learn. Any beginner can master them, and most do so without even thinking about it. The expert level discussed here involves gaining mindfulness of each stance and attaining the ability to instantly and effortlessly adapt one’s style to the situation at hand. Changing from one to the next is key. It seems and is quite simple, but mastering the concept means the difference between a beginner Shark pilot and an expert.  
Hunter Stance (Stance A):  This is the stance where the Shark player chooses a target, and sets it up for a Focused or Vulching Shock.  The signal characteristic of this stance is that both cloak and stealth are on. Also do not blow your cover with antiwarp. The focus here is on finding a suitable target, preferably alone and unsuspecting, following it, and setting it up for a Shock attack (please refer to the Shock tactics listed above).  The mindset involved in this stance involves mindfulness of what the other player is doing and intending.  Be careful not to bounce around too much and wait for the best environment for cleanup before attacking, just in case your shock doesn’t finish off the opponent. 
Transitions: Go into Fighter Stance immediately when you manifest yourself after a shock, or if your target discovers you.  Go into Defender Stance immediately if you are discovered by more opponents than you can handle by yourself, or if you suddenly need to recharge (do so alone). 
Fighter Stance (Stance B): This is the stance where the Shark player has manifested himself to an enemy (or enemies) he intends to defeat. This stance should never used unless the player has come out of hunter stance using a shock attack, or unless the player has been discovered by a foe or foes that can be beaten solo. The signal characteristic of this stance is that cloak and stealth are off and antiwarp is on. 
If the opponent is without X-radar, stealth may remain on, but such tactics are better implemented in a Spider, and turning off stealth opens the player up to some useful options, which will be discussed later. Cloak may be used sporadically to offset an opponent who has turned X-Radar off. Skilled pilots may choose to leave antiwarp off until their opponent begins to run, but leaving it on through the duration of this stance is never a bad idea.  During this stance, dogfight your opponent using Warbird tactics. In the Master level, four aspects of dogfighting in this stance are discussed in detail. 

Transitions: Go into Hunter Stance when you are fully charged and your opponent does not have X-Radar. Go into defender stance immediately if you need to recharge, or if you are discovered and pursued my more opponents you can handle by yourself. 
Defender Stance (Stance C): This is the stance a player should assume when he needs to recharge, or needs to ward off or escape opponents that cannot be defeated on one’s own. The signal characteristic of this stance is that all systems are off.  The idea behind this stance is that opponents may only attack in a straight line, while you can move in circles.  Dodge in a circle if you can, especially around obstacles and barriers. Until you are fully charged or away from your opponents, keep something hard like a wall between you and your opponent at all times. If you must get away, rockets are your friends. Just leave antiwarp range and hit insert when you’re fully charged.  When you cannot dodge, remember to take proximity hits from bombs instead of direct hits. As long as shrapnel doesn’t hit you, the very edge of a bomb’s proximity range will cause very little damage to you. Most importantly, don’t prolong the inevitable. Get out of Defender Stance as soon as possible! The longer you play as a runner, the more seductive the style becomes, and the more you will suck at subspace. Don’t be a Vinegaroon. 
Transitions:  Assume Hunter Style immediately if you are alone and recharged, or if you are recharged and have escaped pursuers. If you haven’t escaped pursuers, but they don’t have X-Radar, then assume Hunter Stance. If the pursuers have X-Radar, but it isn’t on, drop a decoy and Assume Hunter Stance.  Assume Fighter Stance immediately if you have recharged fully and are fighting an opponent(s) you can handle alone. 
Remember that they key to mastery of expert shark flying is in the transitions between stances… but let’s move beyond expert.

IV. Master Shark Tactics

What is the difference between an expert cloaker and a master?  The expert has made his way relying on his knowledge of cloaking to survive, and has become very good at it.  The master does not need to rely on cloak at all. Cloak is a tool that makes his skill all the deadlier. The difference between the two is seen when that little blue cloak light is off. 
Most players believe that players who fly cloakers are unable to do anything else but cloak.  Most players are right.  A true master is as deadly when visible as when he is not.  That is why it is important to practice in many settings. 1v1, 2v2, 3v3, and 4v4 matches are excellent ways to practice. 
Stance B Operations:  Becoming efficient in the fighting stance will help every aspect of Shark training. Stance B has 4 aspects that account for many situations encountered in dogfighting. Each will be discussed in the context of 1v1 dueling or public shock and cleanup tactics. We’ll start with the most aggressive:
Fire:  The best defense is a perfect offense. The fire aspect involves initiative, direction, positioning, advancement, accuracy, and presence. 

-Initiative: Strike first and hard. In public, shock attacks work well. In dueling, your bomb is fired directly at them the moment they fire their warning shot. Initiative is everything
-Direction: In the fire aspect, you move forward toward them and they are forced      backward.  As a result, your shots will be fast and hard to dodge, and theirs will be slow and easy to dodge. It is usually more important to keep proper direction than it is to avoid getting hit. In the fire aspect, if you have the choice to take a proximity hit or back off from the enemy, take the hit.
-Positioning: In the fire aspect, you choose where the other player goes. When chasing, fly in a direction that would eventually intercept the other player’s path and constantly adjust so that you always do this. The opponent will almost always slow down in front of your guns. Fire a direct hit bomb each time they do this. 
-Advancement: It is the habit of most players to pull back and slow down as they fire a bomb. Do not do this while attempting the fire aspect. Control your speed and direction, but don’t pull back as you fire. Continue manipulating position through intercept dueling without pulling back, and you will get off more direct hits and maintain proper direction. 

-Accuracy: You must strive for direct hits with your bombs. Intercept dueling makes this possible. Use bullets to herd the opponent, but never aim a bomb where they will be. Aim your bombs where they will dodge to. Three accurate shots plus the manipulation to get them close together ends a fight quickly. 
-Presence: This is one of the most important parts of the fire aspect. You must get the point across that you are the better player. Your sheer presence must intimidate the other into believing that you are out of his league. Win enough duels this way and the psychological edge you gain will win the rest of the duels against that person. 

This is a very aggressive style that employs no defense except to force the other into defending.  It is very risky to use and requires precision and expertise.  It is very useful when coming out of stance A after a shock attack.  
Earth: Earth aspect is about energy conservation, control, action/reaction systems, resisting manipulation, and bluffing.  It is about outthinking and outlasting the opponent and waiting for mistakes.  The strategy is to soften the opponent and switch aspects to finish them.
Positioning/Control: The general idea behind earth aspect positioning is stillness. Get into a nice open area and float relatively still. Fire a couple of bullets at the opponent to taunt him. (Good players know to fire a bomb where the opponent dodges to, and then manipulate where they go after that. However, a still target is difficult to manipulate, especially if it doesn’t dodge until after you commit to using a bomb.) Watch the opponent carefully until they increase their speed to fire at you. Once they commit, fire a bomb at them, adding their velocity to that of your shot and use the recoil to dodge.  Immediately reassume your stillness, and wait for the next attack. If you cannot regain the stillness for a while, just remember… never run or try to dodge before you know that they are committing to an attack or you will be manipulated into a bad position. Once they back off from losing energy both by getting hit and missing, use intercept dueling to finish them off, or switch to fire aspect. 
Action/Reaction: In earth aspect, every action can be countered with a reaction. 

As stated, when one fires a bomb, they usually commit to a direction in order to launch the shot at a useful speed.  While in the earth aspect, you must not do this.  To get useful velocity from your bombs, do not speed up, but rather use the velocity of others as they commit to flying toward you.  When they commit to this direction, you automatically know the path their bomb must fly before it even appears on the screen!  Fire your bomb at them after they commit but before they fire, and dodging their shot will be easy.  There are many other ways to use the action/reaction principle. Just remember to wait for the other player to move first and counter. 
Energy Conservation:  What makes the user of the earth aspect so durable is that he does not fire unless the shot will hit. Every bomb is fired in response to another’s action, which guarantees success when done right. No energy is wasted. He fires bullets to taunt, but never fires bombs unless it is in response to something the opponent does that guarantees a hit.  This allows him to take more damage.  Always remember to take proximity hits to reduce damage and to make the opponent think you are damaged more than you are. If he calls you a tank, you are playing correctly. 
The earth aspect of Stance B has solid defense and good attacking power until the opponent gets weak. At that point, it has low finishing power.  Good earth users know when to switch aspect to something more aggressive when this happens. 

To be concluded…
