Sideboarding

I thought that I would put this article together to help a few friends of mine. They are about the play in their first tournament, they have produced their decks but are having trouble with the sideboard  I also thought that I’d share it with alphastrike and I’d be grateful to anyone who would like to add to this list or comment on it. For those people who are new or haven’t played in tournaments yet, I shall do a little explaining first.

What is a sideboard?

A sideboard is a small amount of cards, 8 in battletech, that after your first game you can exchange for any card in your deck, on a one for one basis. After the match has been concluded you must return your deck and sideboard to its starting configuration.

Why bother with sideboards?

Sideboards can make the difference between winning and loosing. They  also help you to deal with things that may happen, that your deck has trouble with dealing with.  Sidebaords also allow you to focus your deck. Is is worth putting a creative terraforming in your deck from the start when half the people you play don’t use terrains? That means that half the time it is a wasted card in your deck. This card could be used form something else, more useful and relevant to the theme of your deck. 

‘I Don’t bother with sideboards!’
I have heard some people say that they don’t need a sideboard because their deck is so good. Don’t believe them. If they can cover all the amount of different types of decks that are out there, then they generally  have a deck with one of each card in i.e. a weak deck. What are the chances of drawing that card when you need it? Very slim. At least with a well constructed sideboard you have a better chance of dealing with weaknesses of your deck.  I have played a mechless deck, and had sideboarded 2 financial collapses. Neither came up in the next two games I played after I have put them in. At least they would have been useful if they had! This means that I had sideboarded correctly, but my draw wasn’t good. 

What to put in my sideboard?

There are normally two questions to be answered here. 

The first question is in three parts:-

a). where is my deck weak?

b). what other decks will I have trouble with?

c). What other decks are likely to be played at the tournament?

The second questions is:-

If my opponent has an identical or similar deck what cards will make the difference between winning and loosing apart from luck of the draw?

Generally of the 8 card sideboard 6 slots are taken up with the first section and 2 slots are taken up with the second. However, you are free to choose! I know someone who nearly always puts in an asset in his sideboard, In case he gets asset screwed. I also know someone who after they have played the first game removes the most effective cards, because he sees the other guy putting in card the act against them.  e.g. remove Kai Allard Liao from the game, Never!, it might be a good ploy if your opponent has just put in 2 Unlikely love affairs and 2 assassinations and taken out some missions or resources or mechs, weakening the structure of the deck.

Here are some of the popular sideboard cards.

Terrains:-

Creative terraforming:- The terrain buster, but don’t  forget that you can also get rid of Point defence systems or other enhancements. 

Rocky Gorge:- Makes attacking hurt.

Narrow Valley:- Annoying  for swarms

Fog shrouded Moors:- Prevents damage, generally a good terrain card.

Civilian Settlement:- Things get interesting when this card is around

Deep Lake:- Bring down anything with little overheateres like Jenners

Defensive embankment:- Protect those vehicles

Desert Wasteland:- Hurt those overheaters and vehicles.

Commands:-

Single Combat:- Useful against similar decks and generally very abusive

Defection:- See that pilot of yours?  He’s mine!

Headhunter:- Useful for bringing down big mechs

Severed Supply lines:- Can slow down your opponents resource development.

Airstrikes close to Home:- Hurts when you loose all the resources, mechs and missions you could have played.

Assassination:- Kills Pilots and uniques, including mechs!

Unlikely Love Affair:- hurts Pilots and unique commands, this includes all the legacy and high command cards

Financial Collapse:- Hurts Big Mech and Big Bang (corridor of fire/mechless) decks.

Aerospace Fighter Missions:- Kills SRMA and Black Market Connections

Arrow IV Battery:- Kills low structure uniques and BMC.

Think tanks:- Resource Screwed? Arms reduction?

Ambush!:- Hurt every attacker. Gets Morgan Kell to.

Mech Trap:- Depletes every attacker, stops Bearer of McKennsy Hammer decks.

Mislabelled Drop Boxes:- Can screw up big mech decks and decks with mechs and bombing cards

Treachery!:- For stalemate situations

Missions:-

Forged Mission Orders:- Ever needed to get to the target?

Reactor Breach:- Really hurts hunter decks.  Commanders Edition and FMO have made this    card weaker but it can still be devastating, play on something big!

Heavy Fog:- General Damage reduction, also nullifies C3.

Temporary Cease Fire:- General battle stopper, but really hurts, initiative, C3 and swarm decks.

Accidental Collision:- Bring down a Cerebus with a dasher prime!

Pushing the Envelope:- If I die I’m gonna take you with me.

Batchall:- Can hurt Clans

Com Guard Response Team:- Hurts Dasher and hunter decks.

Carpet Bombing:- Vehicles don’t like this card.

Leap Before you Look:- Hurts any mech with jump..

Tactical Superiority:- Jump every mech for 18 initiative and still loose!

Feint:- General Survival

Last Stand at Hanover:- Stops and attack with a crippled mech.

Studied Move:- Ever needed more than one of those rare mission cards ?

Lured in to Bog:- Fast decks hit the slow stuff

Uniques 

Jerrard Cranston:- Stops Missions

Keith Smith:- Stockpile Manipulation and lets you know what your opponent is drawing

Katherine Steiner:- Politics decks anyone?

Anastasius Focht:- Clan problems?

Candace Liao:- Subterfuge Problems?

Sharilar Mori:- Give your opponent -1 initiative forcing him to jump/not play missions.

Mechs:-

Anti missile Mechs:- Forgotten to sideboard the Point defence system?

More Cheap Mechs:- More damage hurts the opponent. Useful when playing mechless decks and your missions are useless.

If you are in doubt about what to use as a sideboard then first of all try not to  waste sideboard space, with silly cards. Instead it is better to pick cards that will be useful against a number of strategies or types of deck. For instance a Temporary cease fire will come in handy against virtually all types of deck except mechless. It may not be the best option. Indeed against C3, heavy fog may well be a better bet, but a temporary cease fire would be better than say a batchell. This is where the first question rears its ugly head again.

a). where is my deck weak?

b). what other decks will I have trouble with?

c). What other decks are likely to be played at the tournament?

It is very hard to guess what other people are going to play. This is where psychology takes over. I’ll leave this to the psychologists of the world to sort this one out.

Regards

Monty

