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I've been a fan of realistic tactical shooters for quite some time. 
Ever since I got bored to death of Unreal/Quake style of run 'n 
gun with no teamplay whatsoever, I've been on a search to find 
something that would reward "intelligent" gaming, and not just 
twitch-shooting. I wanted elements of stealth, slower 
movement speed (basically because anyone dumbly running 
into a fight will be the first one shot), accurate portrayal of 
ballistics and accuracy, and a VAST need for teamplay. I've tried
quite a few, including the infamous (which is 
Quake with pseudo-real weapons), Tom Clancy's 

series (not too bad, if the engine is definitely 
showing its age), Ghost Recon (definitely very nice, but I always 
prefer to aim with the actual gun and not a crosshair) and the
much more interesting endeavor, . The last is 
particularly interesting as its developers have had input from 
former military members, are very interested in keeping weapon 
modeling as real as possible (the sounds and reloading 
animations in particular are superb), and gameplay as true to 
form as possible (accuracy affected by stance and movement, 
soldier loadouts try to be realistically allotted, the weight you're 
carrying will have an impact of your movement rate, realistic damage model, etc.).

So when I say  has found the balance of fun gameplay and  game mechanics, I do more or less 
know what I'm talking about. For example, there is a total of 2 weapons for you to play with at the beginning - the M249 
Machine Gun, and the M16A2 Assault Rifle. One for full auto suppression fire, the other for picking your target off from 
FAR, far away. That's it! And yet it's perfectly sufficient, and it's a nice feeling to know exactly what you're dealing with, 
and learn its capabilities (many) and shortcomings (few) as you continue to play. I'd much rather have a few finely 
honed weapons than a vast array of poor ones.

Let's do a list of features type-thing, something no tac-FPS should be without.

 - a weapon ultimately shoots where you point it. There are some factors that will affect how 
steady your "pointing hand" is, and how well you can judge that where you're pointing is correct, however. Those are 
whether you are lying prone, crouching, or standing; whether you're using the hipped, crosshair shooting, or iron-sights 
shooting (iron sights is always more accurate); finally, you cannot fire while sprinting, rolling, crawling or performing an 
"action" like climbing ladders or opening doors.

 - that includes the reloading animations. They simply have to be seen to be believed. Where 
other games may sometimes have an actual sliding bolt, or removable magazines, AA has the works; the weapon can be 
opened and examined on the inside: it's all there. I don't know how many polygons JUST the weapons hit, but they are 
simply the best I have ever seen. And the best part? You know they GOTTA be right - all the developers needed to do 
was to run down to the armory and make sure for themselves :)

 - this is a highly interesting way to approach multiplayer. 
Basically, no matter which team you select, you will be on the USArmy side. The game always renders YOUR team as the 
USArmy, and the OTHER team as the Opposing Forces (OpFor). So, despite the fact that you KNOW they're firing M16s 
at you, the game shows you terrorists and shady characters with AK-47s - the sounds will be correct as well, of course. 
You can even pick up an OpFor's AK after you've neutralized him, and it will fire properly (see shot to the right); your 
own M16 will be slung on your back. Mighty clever, if a bit confusing if you decide to switch sides halfway in a match - 
only to find yourself on the USArmy's side again!

 - radio crackles, smoke grenades roll and POP, all weapons sound great: you can even 
sometimes make out the bolt snapping back, THROUGH the report of the shot. When you're slowly advancing under 
cover and the M249 of your teammate covering you goes off, WHOAH. It is such a great sound to hear. There are also 
voice commands preset into your controls, for your basic communication needs. The best part has got to be incoming 
fire effects, such as bullets whizzing by, ricochets hitting near, and that EVIL whooshing sound as a round flies right by 
your head. Chilling.

 - well, maybe THIS generation, actually, what with UT2003 on the horizon. This mostly shows 
itself in excellent unit animations (stiff-moving characters are DEFINITELY a thing of the past), ability to handle those 
complex weapons with no hitch and beautiful maps with lots of particles. I've only seen a few of the maps, including the 
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shooting range, but...just feast your eyes on the screens!

Now, this is the Recon version of the game; basically a training + multiplayer mode. You have to pass certain areas of 
training in order to access other areas of the game. The only way to gain access is to get "Qualified" by an official server - 
qualification occurs every time you win a match (I'm not sure on the precise rules, but it appears you only have to win it 
once - and I'm assuming you have to stay alive through it).

That's the theory anyway. In actuality (for the moment), the servers attempting to provide service for AA are extremely 
overloaded, and unofficial servers are springing up left and right - these are thanks to a workaround that someone came 
up with. In addition, a patch is rumoured to go out on Monday that will provide anyone with the ability to set up their 
own server. GameSpy (providing the game-search interface for AA) is, as of this writing, completely unresponsive and 
unplayable, but it is still a good place to go looking for an unofficial game going on. Since it's not my place to comment on 
the choice for multiplayer made by the USArmy, but just on gameplay merits of the game, I'll stop there.

Finally, here is the . Highly recommended reading!

And as always, stay tuned to ZenGamer for further developments on the multiplayer situation. I know that I, for one, will 
be keeping close tabs on it!

Official FAQ

Comments on this preview

dapngwnman | July 7, 2002

donwloaded it late when i was sleeping(july3)
july 4th came woke up installed played played turned off deleted...
I didnt like it one bit!
(and gamespy arcade is very very evil!!!)

Marcin 'Damodred' Manek | July 17, 2002

While Gamespy is undoubtedly evil, it does do an amazing job of pulling together lots of different game in one, fairly 
easy to use interface. 

I'd also like to add that the server pack should allow anyone to host a server, and programs are coming up ALREADY 
that allow you to seek those servers out WITHOUT going through gamespy. Just have to have a bit of patience and 
perseverance. Also browse the AA forums, lots of people interested in circumventing the 'system' there :)
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Much thanks to RedDragon for a 
superb sniping job

Reloading the AK. Fun gun!

Suppressing fire, team action
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