Choosing Asset Ratios

Ever find yourself wondering why you get hosed with your Assembly and Politics deck more often than some guy with an Assembly-Munitions-Tactics fast hunter deck?

Maybe the answer lies in your choice of assets and the number of resources in your deck. Lets look at some of the ways people spread their resources around and some ways to play 3 or more assets effectively and reliably.

As an example, you've surely heard of the conflict between Wolf Dasher/Phantom decks and the Davion swarm decks. In tournament play, Davion hordes are usually more reliable because they run only two assets, Assembly and Tactics. In order to beat a Davion deck consistently enough to win a tournament, you must find a way to match this reliability.

Many of the Davion hordes I have seen run as few as 16 or 18 resources. This makes some sense, as they only need to have 4 resources on the table to get their Centurians and Hatchetmen out in droves. Every extra resource could have been a mech, mission, or command card vital to the deck.

Wolf Phantom decks tend to run three assets, Assembly, Munitions, and Tactics. And yet, their players frequently achieves an AMT start, putting out all three assets quickly and playing a Jenner IIC, Fenris or Dragonfly Prime to thwart early attacks or turn the tables. However, they typically run 7 or 8 more resources than the horde deck, so this is no trouble. A 24-resource AMT Dashwolf deck has as many Assemblies and Tactics as a Davion horde, but adds some Munitions for access to the Dragonflies, Jenners and Phantoms.

So this is the key. Use as many resources as you need, but don't go overboard. Drawing resources when you need mechs will get you killed just as easily as drawing mechs when you need resources.

Some of the ways people try to make three assets more reliable, or get the most out of their 2 assets, are as follows...

 

Asset (Small Donkey?)
Think Tank

Fairly good resource card. Just don't use it in place of a standard support card. Having to scrap one of these early in the game for an asset may slow you down enough for your opponent to take the offensive. Good uses for this card include scrapping for Logistics to restock late in the game, scrapping it when your contract deck is about to lose its Politics (and thus the contracts), and scrapping it for Tactics in order to play mission cards when your opponent thinks his Dasher is safe from Comguard Response Team or Falsified Maps/Rocky Gorge. Don't be overly eager to scrap it for an asset, since the only point during a mission where you may do so is when you are assigning damage and playing missions. If your opponent attacks it with a Phantom Prime, he may be bluffing, or he may have the Superior Navigation in his hand. Be careful. BTW, Severed Supply Lines and Arrow IV Battery hurts Think Tank-reliant decks real bad. (Note that you can now scrap think tanks during missions, but Arrow IV is not a mission!)

 

War Funds

Coming out in Arsenal, you can scrap this resource card to go through your stockpile and put a resource card into your hand. Similar in effect and weaknesses to Think Tank, but also has the effect of 'thining' your deck of resourcs. This might be useful, this might not depending on your deck. (If you are running a deck with a large reliance on resources and are not trying to deploy 2 units per turn, then you might want to be 'building' for the futre, by deploying one unit and one resource each turn.) Some people even use this as a method of shuffling their deck when they keep drawing resources after resource!

 

Outreach Mercenary Training (P and T), 

Weapons Depot (L and M), 

Backing of the Grand Council (M and P)

Pretty good resource cards. Problems- costs 1 to bring out, weaker than typical resource (6 to scrap), also gives the impression of reliance. They the generally ring alarm bells in you opponents mind, or become easy targets becuase of your reliance on them for the extra asset. In a way they are too useful!

 

Comstar Support

Also pretty good. You can choose any one asset when it comes into play and CS will provide it. A Think Tank that sticks around. Weaknesses same as Outreach Mercenary Training etc.

 

Black Market Connections

In those games where your Assemblies haven't shown up except when your opponent hits your stockpile, this card can save your butt. Tap it, scrap two cards, and get the asset you need. Weaknesses include its cost and weakness (5 to scrap), only one structure means that it is Arrow IV bait, or possibly prey to a single untit or mech and pilot.

 

Field Construction Site

You can scrap this one to get 2 resources, after already tapping it for one. So it can pay asset costs if you get hosed for an asset, or help you get a big mech out quick. But it may slow you down early in the game. Very Resiliant, needing 8 to kill it.

 

Strip Mining Operation. 

Deploy Revealed for an extra deployment. In decks with a large Logistics content this resource card can give a boost on the following turn, where you will have an extra resource available. Running 6 of these should, using the averages, give you 4 resoruces by turn 3. This means that you can get that Hatamoto Chi or Dragonfly out 1 turn earlier than normal. Weaknesses, reliance on L (+2L buyout) also reduces your hand by one card.

 

Trial of Grevience (The Clan 'GOD' Card)

Although this card isn't even a resource card it is worth including here. Like Strip Mining Operaion it is a free deploy card, but also allows you to draw a card, so it replaces itself in your hand. The real bonus with this card is that you gain every asset (A,L,M,P,T) until the end of your turn, so you may effectively avoid all buyouts and restock a card through Logistics. Clan decks who do not use think tanks may also get round Arms Reduction decks with this card.

As a general rule of thumb, 1/3 of your deck should be devoted to standard support cards. If you are playing a swarm deck (depends on 2 cheap mechs a turn), you can drop a few. If you are playing a 3-asset deck or a deck which has fairly large mechs (4-7 cost), add a few. And if you're playing

with mostly monstrous-size mechs (8-12 cost), you ought to have almost half your deck taken up with resource cards. Don't count the generic/costly resource cards among these standard supporting 0 cost, but instead put them in as an afterthought, a way to boost your reliability or give you flexibility. 2 Black Market Connections in a deck can help you get cards you need from the scrapheap, but won't help you get the edge early in a game.

And last, but not least, if you are playing 4 assets or more, do everything in your power to bring it down to 3. Most mechs and cards don't take 4 assets to get out anyway, so just use cards that work well together and take the same asset costs.

Above all, enjoy playing the best card game around, Battletech

 

Regards

Sillywiz
