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Soldier’s Guide to Dual Wielding

General Dual Wielding Overview

Dual wielding in Anarchy Online can increase your rate of fire by some measure to increase damage potential. It can also be used in adding specials to a single-handed weapon or for buffing abilities and skills.

In order to dual wield you must meet the lowest Multi Ranged requirement of the two weapons. If the weapon has no Multi Ranged requirement, then it is a two-handed weapon and cannot be dual wielded. To equip a second weapon pick up the weapon and click in your open hand.

Typically the weapon with the highest MR req is used in your right hand and is referred to as your Main Hand. This weapon will have its Attack Rating listed in your Stats window and will also be the default weapon for specials should both weapons possess the same specials. Most weapons equip to the R Hand when you R-click them. Your left hand weapon or the weapon with the lowest MR req is referred to as your Offhand.

Damage, Rate of Fire, and Specials with Dual Wield

Specials such as fling a burst are drawn from both your weapons, but they only are counted once. If you have two weapons with Fling Shot, only your Right Hand weapon will use Fling Shot.

Weapon attack cycles under dual wielding operate as Main Hand attack bar charge, Main Hand fire, Offhand attack bar charges, Offhand fires, both weapons recharge, repeat. This results in 2/3 RoF per weapon for 4/3 total RoF from just one weapon, ideally.

Dual wielding under the most ideal circumstances can only result in a 33% increase rate of fire. This does not translate into a 33% increase in damage, however. One the raw damage over time amount will increase based on the rate of fire increase, specials damage does not apply. 

Examples on how Multi Range can affect damage:

First take these weapons:

Weapon F1 firing at 1s/1s with average damage of 6000 per minute with Fling Shot adding 600 damage per minute. MR req is too high to be used as a second weapon. This weapon is the default main hand weapon

Weapon F2 firing at 1s/1s with average damage 4800 per minute with Fling Shot adding 600 damage per minute. MR req is met.

Weapon F3 firing at 1s/1s with average damage of 6000 per minute with Fling Shot adding 300 damage per minute. MR req is met.

Weapon B1 firing at 1s/1s with average damage of 4500 per minute with Burst adding 1200 damage per minute. MR req is met.

Weapon BF firing at 1s/1s with average damage of 4500 per minute with Burst adding 1200 damage per minute and Fling Shot adding 1200 damage per second. MR req is met.

Weapon F1 alone will do 6600 damage per minute (6000 base + 600 special)

Weapon F1 + Weapon F2 will do 7800 damage per minute (6000*2/3 base F1 + 4800*2/3 base F2 + 600 special from F1). Only weapon F1’s Fling Shot would apply since it is the dominant hand.

Weapon F1 + Weapon F3 will do 8600 damage per minute (6000*2/3 base F1 + 6000*2/3 base F2 + 600 special). Were Weapon F3 placed in the R Hand, damage would drop to 8300 since F3’s weaker Fling Shot would be used.

Weapon F1 + Weapon B1 will do 8800 damage per minute (6000*2/3 base F1 + 4500*2/3 base B1 + 1800 special from F1’s Fling Shot and B1’s Burst). Since both weapons have different specials, you can use both specials fully.

Weapon F1 + Weapon BF will do 8800 damage per minute too (same as F1 + B1). Fling Shot is only doing 600 damage because F1 is in the R Hand and therefore the dominant or default Fling Shot. Should BF be placed in the R Hand, damage per minute will increase to 9400.

So rate of fire increase from two weapons only affects the base damage over time, while specials damage is added on top of the base damage. For this reason using two weapons with specials at the same QL does not result in a 30% to 33% in damage. Therefore the benefit in using two of the same weapon is minimal if the weapon has a large portion of specials damage. On the other hand weapons with the same base damage and different specials will work better.

Some complication comes when using two different weapons with the same specials. In these cases you want to maximize specials damage by placing the stronger specials weapon in your R Hand. Sometimes to do this you need to do what is called a Hand Switch.

Multi Range Tricks

Hand Switch is where you pick up your left hand weapon and drop into your right hand slot (may take 2-3 attempts to get it to trigger). This will swap the weapons around so your previous left hand weapon is now in your right hand. *** Be careful as some new weapons are Right Hand or Left Hand only. These weapons cannot be Hand Switched.

Example: A soldier using an IMI Tellus and the Customized Desert Reet starts equipment with the IMI Telllus in the R Hand and the Customized Desert Reet in the L Hand. However, the Customized Desert Reet has a faster specials cycle than the IMI Tellus and can do more specials damage with it. So the soldier picks up the Customized Desert Reet and drops it over the IMI Tellus in the R Hand, forcing the Customized Desert Reet into the R Hand and the IMI Tellus into the L Hand.
Multi Range is based on Agility and Intelligence. As such these are two abilities you will want to keep at max. You only need to meet the MR req at equip. You cannot be Over Equipped on Multi Range.

You can also Weapon Switch or Hot Swap, your R Hand weapon provided you meet the lowest MR req for either the new gun or the one currently equipped in your left hand.

Example: A soldier wielding a Light Suppressor and Revolving Cold Laser in the right and left hand respectively can hot swap a Zastaba-Grier Cz-200 Chapman for the Light Suppressor provided the soldier meets the equip reqs for the Zastaba-Grier (and the Light Suppressor to get it back on) and the 666 MR req of the Revolving Cold Laser.

Hot Swapping for dual wielders is further complicated in that many options have a 2s or greater equip time (some as high as 9s) which severely limits their combat functions.

Soldiers and Multi Range

Soldiers are one of the few competent professions at using Multi Range. MR is a Light Blue skill with a rate of 10. It caps for a Solitus breed at about 660. This is the highest Multi Range cap in the game tied with Adventurers, Agents, and Fixers. Adventurers and Agents have slightly cheaper skill. The biggest difference between the profession in Multi Range skill is buffs and equipment. Only Adventurers have profession-specific equipment that improves Multi Range. Currently Soldiers do not have their Multi Range buffs, which may not make it in game until Shadowlands. Adventures and Agents have the best Multi Range buffs maxing at +120. Fixers get a small MR bonus on their best SMG buffs topping out at +38.

There is some debate on whether Multi Range provides enough benefit for the IP cost for Soldiers and even Adventurers. It is strongly recommended that you only pursue MR if that is how you want to grow your character. Dual wielding can be stronger at some points than Assault Rifles, Crossbows, Rifles, and other larger weapons, but it can also be weaker at some points too. Furthermore, Funcom rarely addresses Multi Range concerns and to date there are no viable Aimed Shot or Full Auto dual-able weapons in game. So effectively you are giving up a full alpha strike when pursuing this path. With time, Funcom may address these issues and give multi range a much needed boost for its principle users (Adventurers and Soldiers).

Breed Choice

Any of the four breeds can effectively dual wield as a Soldier although Atrox and Opifex will be the strongest with Solitus and Nanomage not too far behind.

Your breed will have the biggest impact on the weapons you may want to use.

Atrox: Since Atrox excel at Strength and Stamina, you should focus on skills leveraging both. Shotgun and SMG provide the best investment relying on Strength, Stamina, and Agility mostly. Meanwhile Pistol and Ranged Energy will be harder to maintain with Atrox low Sense and Psychic. Heavy Weapons is also decent.

Nanomage : The Nanomage breed will find Pistol and Ranged Energy the friendliest skills to raise, but should avoid Shotguns and SMG due to the Nanomage’s poor Strength and Stamina.

Opifex: Opifex strong suits are Agility and Sense which perfectly coincide with Pistol reqs. SMGs aren’t a bad choice either with the Opifex breed’s lower Ability costs.

Solitus: Solitus have the largest diversity in options, though it is recommended to pass up Shotguns as the best dual-able Shotgun based weapon is Atrox-only. Solitus are best off with Heavy Weapons, Pistols, and Ranged Energy.

Abilities and Armor

Your weapon selection will determine what abilities you’ll want to raise, which in turn with dictate your best armor options. See the below tables

Weapon
Abilities
Best Armor Options

Grenade
Agility (40), Sense (40), Intelligence (20)
Sense/Agility

Heavy Weapons
Agility (60), Strength (40)
Agility/Strength

Pistol
Agility (60), Sense (40)
Sense/Agility

SMG / MG
Strength (30), Agility (30), Stamina (30), Sense (10)
Stamina/Strength; Agility/Strength, Intelligence/Stamina*, Stamina/Agility*

Shotgun
Agility (60), Strength (40)
Agility/Strength

Ranged Energy
Sense (40), Psychic (40), Intelligence (20)
Sense/Agility, Intelligence/Psychic

* Intelligence and Agility are incorporated in models without either skill because both abilities are important to raise for the Multi Range skill. Multi Range is 60% Agility and 40% Intelligence.

Below are some of the best armor options for the pre-175 game.

Agility/Strength

Stamina/Strength

Sense/Agility

Other Armors of Note

Kirch Kevlar

CAS


Obtru


Nano (Int/Psy)

Servants of Eight

Omni-pol Elite

Nadir


DeCranum (Str/Agi/Stam)

Flowers Tech

Omni-pol Assault




Biomech (Psy/Stam)

Hanshi Primus







Carbonum (Stam/Agi)

Mantis








Bronto (Int/Stam)

Agility/Strength armors give you the most options at lower level and gives you access to Manits Armor which is very good armor for soldiers at low to mid levels (it caps around QL130). Stamina/Strength armors tend to offer the most AC, but Agility/Strength tend to provide some modifiers that may prove more useful at first. Ultimately, you will want to switch to Azure, Omni-tech AF, or Sentinels armor at later levels.

Nano skills

There are several roads you can take your soldier for nano skills, and none are dependent on whether you are a dual wielder or not. There are two main areas of concentration and two optional side paths for the pre-150 game.

Reflect Mastery

If you prefer to have the best reflect shield and the longest Total Mirror Shield, place you IP into Matter Creation and Time & Space. These are the most expensive nano skills for a soldier, however, so will eat up a lot of IP. For your other nano skills, you’ll want to ignore Matter Meta and Bio Meta and only place enough points in Psycho Modi and Sense Impr to cast your best weapon buff (Ranged Energy Mastery or Crowd Disperser) until you can afford them. Implant Shining Creation.

Weapon Skill Focus

This path is going to help the non-AR/RE soldier the most given the limited decent buffs for other weapon types. You will want to max Psycho Modi and Sense Impr whenever you can and try to get Automatic Targeting, Riot Control, and Total Focus early in Title 4. Implant Shining Sensitivity or Psycho Babble and use Faded and Bright for the other skill. You should be able to have Total Focus without organizational benefits by 135. You’ll also want to raise Matter Creation and Time & Space just enough that you can use Total Mirror Shield to either carry you through a tough fight or to help you retreat.

Option #1 AC buffs

The standard model for soldiers call for neglecting Matter Meta until late in the game, and this can save a lot of IP. On the other hand it also assumes you max Stamina and Strength and implant and buff on the best Stam/Str armor money can buy. Depending on your IP budget, you may consider raising Matter Meta a bit to augment your AC a little to compensate for buffing armor. Fortunately Matter Meta is one of the cheaper nano skills.

Option #2 Title 3 OMHH

Another rout for the IP spending savvy is to place enough IP into both Matter Meta and Bio Meta in Title 3 to self cast One More Hit Healing (200-300 point heal). This will make your soldier extremely powerful for the remainder of title 3 and feeling pretty capable in early title 4. The catch is that for OMHH to be useful you must get the casting time to half a second or less. Pre-title 4 caps, this will likely mean that you will need to equip a Recompiler for the NanoC Init bonus. Raising the NanoC Init skill itself is almost prohibitive until title 4’s cap as NanoC Init is the most expensive skill for a soldier.

Skills

Attributes

Max Agility, Intelligence, and the other skills key to your weapons. Keep Body Dev high enough to be comfortable and Nano Pool enough to be able to cast your current Total Mirror Shield twice.

Body

Do not place IP in any of these skills. You could consider raising Martial Arts for Living Dragon Flesh Armor, but that will result in a waste of IP that is needed elsewhere. There are better armors for a Soldier.

Melee

Do not spend IP in any of these skills. Parry may be tempting for use in PvP vs. Martial Artists and Adventurers, however, Funcom has stated that Parry is meant to be incompatible with ranged weapons, and a fix to this will nullify any advantage from Parry.

Miscellaneous

Ignore Sharp Object completely. Ignore Grenade too as there are no useful one handed grenade based weapons. Only raise Heavy Weapons for the IMI Tellus (you could use the Madam Freeze, but there are better options, see Weapons).

Ranged

Max your primary weapon skill. Try to keep your secondary as high as possible (if you have one). Do not try raising three or more weapon skills until title 4 caps as you will not have enough IP to pull it off. Keep Burst and Fling high enough to meet your equipment reqs, max Burst when you can afford too. Do not bother with Aimed Shot or Full Auto unless you have superfluous IP or if Funcom adds viable weapons with these specials. Lastly, keep Multi Ranged maxed through title 2, then high enough to equip your best offhand option through title 3 where IP will be tightest. You should be able to max MR again in title 4, and then depending on your weapon configuration may not need to invest in it any further.

Speed

Keep Ranged Initiative high, maxed if possible. Raise Dodge Ranged, Evade CloseC, and Duck-Explosion reasonably high, aiming to max them in title 5. Raise Run Speed to about 150, then ignore it until you have excess IP not needed elsewhere. Raise Nano Resist in title 5 or 6.

Trade Skills

Maintain Comp Lit enough to get a decent amount of NCU. You may consider raising Psychology for Aggression Enhancers and DeCranum’s Corona Armor. You might also consider Weapon Smith and even Mechanical Engineering if you want to pursue trade skills.

Nano and Medical

Keep Treatment maxed, raise First Aid enough to use QL30 kits as soon as possible, then when you can afford to invest IP or cannot afford not to raise First Aid. The six nano skills were mentioned in the previous section.

Spying

If you solo raise Break & Enter. At high level 160+ you may consider raising Perception or Concealment, but neither are necessary.

Navigation

Get enough Map Navigation skill to upload the option to view monsters, and eventually Broken Shores. Do not waste IP in any of the vehicle skills. The Mantas may be tempting to raise Ground Vehicles for, but they have more negatives than positives and you’ll need all the IP you can get.

Implants

Focus implants on your weapon skills and nano skills, then on avoids. For Multi Range, always implant the L Wrist, and until you no longer need it, the R Wrist. If you use Pistols, create a temporary MR Eye implant to equip your weapons, but then revert to Pistol for the extra Attack Rating.

Always keep your Multi Range implants up to date. You may also want to create a temporary Agility and Intelligence set for squeezing into a new offhand weapon.

Weapons

This section breaks down many of the weapons of note you could choose to use with some commentary on their strengths and weaknesses. Notes details some general information about the weapon including specials and non-standard damage types. Advantages and Drawbacks notes the pluses and minuses of using the weapon. Level Range is where you’re a likely to get the most use out of the weapon. There are other weapons that you could use, but none are considered particularly viable.

------------------------------Pistols------------------------------------

Pain of Patricia (PoP)

Notes: Strongest pistol in the game; fire damage; has fling shot and burst, drops from Patricia Johnson
Advantages: High damage, minor bonus to Sense and Sensory Impr, fast equip time

Drawbacks: Slow attack speed, slow fling shot, will have to camp it as it is No Drop

Level Range: 175+

Customized IMI Desert Reet 1000 (Custom Reet, CDR)

Notes: Fire damage, has fling shot and burst, randomly hits with a nuke, from the Lab Director in Biomare

Advantages: Fast attack speed, fast burst, easy to meet MR req

Drawbacks: May have to camp one as it is No Drop

Level Range: 41-100

IMI Tellus TT (Tellus)

Notes: Has fling shot and burst, sealed weapon

Advantages: Good average damage, decent fling shot time

Drawbacks: 33% Heavy Weapons, can only find sealed weapons in Team missions, projectile damage, slow equip time

Level Range: 1-150

Diamondine Kick Pistol (Kick Pistol, Kick)

Notes: Has fling shot and burst, drops from the Diamondine Soldier, fair modifiers

Advantages: High damage and crit, fast equip time, low MR req

Drawbacks: Atrox-only, 33% Shotgun, projectile damage

Level Range: 120+

Original Electronicum (Elec, V2, V3)

Notes: Buffs NCU and NanoC Init, Boss Drop only

Advantages: Fast, good normal damage and crit, easy to equip

Drawbacks: Slow equip time, no specials, cannot be effectively offhanded

Level Range: 1-150

OT Boomer M30 (Boomer, Sagitta)

Notes: Ranges in QL from 1 to 120, has fling shot

Advantages: Heavy crit

Drawbacks: Fairly slow, low normal damage

Level Range: 1-125

Aero Borealis Corona (ABC, Aero Bor)

Notes: Has aimed shot

Advantages: Fast aimed shot recycle time, fast equip time

Drawbacks: Low, low damage, 33% Ranged Energy

Level Range: Never, only use it to hot swap for aimed shot

Minigrinner

Notes: Has burst and full auto

Advantages: Semi-fast full auto recharge

Drawbacks: Low damage, short range, 33% SMG, projectile damage

Level Range: Never, only use it to hot swap for full auto

Sentient Corrosion Sprayer

Notes: Has burst, tower construction weapon, chemical damage

Advantages: Good minimum damage, defense skill is Duck Explosion

Drawbacks: Cannot be reasonably equipped in current game, slow attack speed

Level Range: Cannot be easily used, maybe in Shadowlands?

Freedom Arms 3927 (FA)

Notes: No longer drops in game (outrages prices to buy), has varying mods,, fire damage, has fling

Advantages: Fast attack time, good crit, low MR req

Drawbacks: Low damage, 33% Ranged Energy, rare, small clip

Level Range: 1-120

Match Pistol (Agent Pistol)

Notes: Has burst and fling shot

Advantages: None – Tellus is a better choice for soldiers

Drawbacks: Projectile damage, stun nano effect is bugged and will not work

Level Range: Don’t bother

Sentinels ETE Strike Gun

Notes: Has fling shot

Advantages: Fast attack speed and fling shot, long range

Drawbacks: Low damage and crit, projectile damage

Level Range: 1-25

MTI VP300

Notes: Only useful from QL140-200, buffs Agility

Advantages: Agility buff weapon

Drawbacks: Not something you want to fight with

Level Range: Never – buff gun

O.E.T. Co. brand pistols (Second-hand, Jess, Pelastio, Maharanee)

Notes: Buffs Intelligence and Psychic

Advantages: Intelligence and Psychic buff weapon

Drawbacks: Not something you want to fight with

Level Range: Never – buff gun

Summer Fling SMP

Notes: Sealed weapon, has fling shot

Advantages: None

Drawbacks: 33% SMG, slow equip time, projectile damage

Level Range: 1-120

Zastaba-Grier Cz-200 Chapman

Notes: Only the QL200 version is worth owning

Advantages: Buffs Sensory Impr by 25

Drawbacks: Not something you want to fight with, 33% Ranged Energy

Level Range: Never – buff gun

Freedom Arms Super 90

Notes: Ranges in QL from 1 to 160, has fling shot, burst, and full auto

Advantages: Buffs Sense starting at QL100

Drawbacks: Low, low damage, 33% Ranged Energy

Level Range: 1-40, or as full auto swap gun, but hold no expectations

MTI SW500

Notes: Only useful from QL 110 to 180

Advantages: Buffs Pistol

Drawbacks: Not something you want to fight with

Level Range: Never – buff gun

Pepper Pistol

Notes: Sealed weapon

Advantages: Buffs Matter Meta, Bio Meta, and Matter Creation, good for casting AC buffs

Drawbacks: Not something you want to fight with, must place offhand in your R Hand to swap to this

Level Range: Never – buff gun

HSR Arms N.M.

Notes: Buffs Stamina, only good at QL100 to 120

Advantages: Buff weapon

Drawbacks: Not something you want to fight with, 33% Ranged Energy

Level Range: Never – buff gun

------------------------------SMGs------------------------------

Light Suppressor (PLS)

Notes: Boss Loot only, has burst

Advantages: Good damage, great clip

Drawbacks: 33% Ranged Energy, cannot be effectively offhanded

Level Range: 1-200

Sleekmaster Classic

Notes: Easy to equip, has burst

Advantages: Fairly fast attack speed, great clip

Drawbacks: 33% ranged energy

Level Range: 1-80

Summer Shells SMP

Notes: Sealed weapon

Advantages: Decent crit

Drawbacks: 33% Shotgun, slow equip time, cannot be effectively offhanded

Level Range: 1-150

MTI - Russian Good Day (RGD)

Notes: Has burst

Advantages: Fast burst recycle time

Drawbacks: Low damage, projectile damage

Level Range: 1-80

------------------------------Ranged Energy Weapons------------------------------

Revolving Cold Laser (Cold Laser, RCL)

Notes: Tower weapon, has fling, cold damage

Advantages: Low MR req, high damage and crit, great clip

Drawbacks: Very high Ranged Energy req (1112)

Level Range: 150+

El Dieu

Notes: Has fling shot, cold damage

Advantages: Fast attack time

Drawbacks: Low damage, 33% Pistol, slow equip time

Level Range: 1-50

El Diablo

Notes: Has fling shot, fire damage

Advantages: Great clip, fast attack time

Drawbacks: Low damage, 33% shotgun

Level Range: 1-50

------------------------------Shotguns------------------------------

Springfield Arms Home Defender (Home Defender, SAHD, HD)

Notes: Nothing of note

Advantages: High damage and crit, higher QLs buff Health slightly

Drawbacks: Projectile damage, no specials, cannot be effectively offhanded

Level Range: 1-200

Eye Wind Onehander (Onehander)

Notes: Has fling shot, burst, and aimed shot, ranges in QL from 1 to 188

Advantages: Fast specials recharge

Drawbacks: Low damage, slow equip time, short range, small clip

Level Range: Never – only use this if you need aimed shot

Triplejolt

Notes: Radiation damage, has fling

Advantages: Fast attack time

Drawbacks: Low damage, 33% Ranged Energy, short range

Level Range: 1-50

Ultra-Light Missile Pistol Raid 9-X (Raid Pistol, Missile Pistol, Raid)

Notes: Has fling shot

Advantages: Fast attack time, heavy crit

Drawbacks: Low, low damage, small clip, 33% Pistol

Level Range: 1-50

MTI Bipower

Notes: Has burst

Advantages: None

Drawbacks: Projectile damage, slow burst recycle, low damage, 33% pistol

Level Range: 1-50

------------------------------Heavy Weapons------------------------------

Madam Freeze

Notes: Has fling shot and aimed shot, cold damage

Advantages: Fast aimed shot recycle, no ammo

Drawbacks: Low damage, slow equip time, short range

Level Range: Never – only use this if you need aimed shot

General Tips on what to use

Pistol Primers: IMI Tellus TT, Customized Desert Reet 1000, Original Electronicum, Pain of Patricia. Advised to pick up SMG and RE in title 5 for Revolving Cold Laser and Light Suppressor.

SMG Primers: Sleekmaster Classic and Light Suppressor, eventually adopting the Revolving Cold Laser for an offhand

Shotgun Primers: Home Defender, pick up Pistol in title 4 for more options and for Atrox the Diamondine Kick Pistol.
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