Red Starting Deck Overview

Matchup/plan-dependant: Careless Musketeer, Pillage, Scorch, Bloodburn

" Useful to play early: Nautical Dog, Mad Man, Bloodrage Ogre
e, Useful all game: Makeshift Rambaster, Charge, Bombaster

Spec Generalizations

Anarchy Blood Fire
Surprise damage from haste  Suicidal attack, bonus damage Non-combat damage from
and tricky abilities from death, and kidnapping abilities and spells

Example Tech Choices for Fire Game

Turn 1: Both Lobbers Turn 4: Bamstamper Lizzo & Kidnapping
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Turn 2: Bloodlust & Chaos Mirror
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Gain control of an opposing tech 0, I,
or Il unit until end of turn. Ready it
and it gets haste until end of turn.

Sometimes they use “agaressive recruitng.”
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Turn 5: War Drums & Calypso Vystari
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Turn 3: Bamstamper Lizzo & Molting Firebird
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Channeling (Stays in play. Sacrifice it
when you lose your Biood hero.)
Your units get +X ATK where X is the
number of units you have.
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& -» Ifyou played a spell this turn,
sideline a patroller.
(Move it out of the patrol zone.)

Suggested Workers
Scorch, Careless Musketeer, Bloodburn, Mad Man
Strategy Notes
Drakk’s abilities and Bloodlust let Lobbers hit harder and give Firebird haste to destroy tech
buildings. Don’t be afraid to dump gold into Zane just to sacrifice him; he can make really big plays!
Chip away at the opponent’s base early on, and you can end the game sooner than you’d think.



Example Tech Choices for Blood Game

Turn 1: Both Crash Bombers Turn 4: Land Octopus & Flame Arrow
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Overpower (Excess combat damage this would
dealtos ptroller hits something o S cou Deal 4 damage to unit or hero
attack,

‘Upkeep: Sacrifice two workers or Land Octopus. or3 damageto a bullding.

Can'tpatral.
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Overpower (Excess combat damage this would
deal o patrolerhts something ese this could
attack)

Haste, ephemeral

Flying (Can fly over ground patrollers. Ground
forces without anti-air can't attack this or deal
)

Can'tpatrol.

Suggested Workers
Scorch, Careless Musketeer, Bloodburn, Bombaster
Strategy Notes
All your units either do damage to their base when they die or do a lot of damage before dying.
Captured Bugblatter turns all that death into more damage, and spells let you sneak in more.

Example Tech Choices for Anarchy Game (WIP)

Turn 1: Lobber & Gunpoint Taxman Turn 4: Disguised Monkey & Pirate Gunshlp
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Suggested Workers
Scorch, Careless Musketeer, Bloodburn, Makeshift Rambaster
Strategy Notes
Keep the board clear of enemy units and heroes and build Tech 3 ASAP. Even if it gets destroyed
once or twice, you can keep re-building for free until you can get a Gunship on the board.
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