Mechlab

“If you know the enemy and know yourself you need not fear the results of a hundred battles.”

- Sun Tzu

I’m sure you’ve heard the saying, “The battle is won and lost in the Mechlab”.  This is a true statement.  With over a hundred mechs and weapons, several electronic components, 3 armor types, the ability to add/remove armor thickness, and the capability of adjusting speed and heat efficiency there are literally millions of combinations of mech variants.  And, if you haven’t exchanged your battle jumpsuit and helmet for a lab-coat for a majority of your play time you’re shooting yourself in the mechanical foot.  You are literally missing out on thousands of points.

There really are two facets to being successful in playing online, multiplayer and the Mechlab, and the second requires an almost scientific analysis of facts and figures, ratios and formulas, and other higher mathematical skills as well as many other sciences.  Although exaggerating to a large extent, you must approach the Mechlab in such a way.  You will never have exceptional prowess on the battlefield before you have conquered the Lab.  Once again, you must don both your flight suit and your lab coat.

Mechlab Electronics

They are official known in the Mechlab as Components, but they are more commonly referred to as Electronics.  These are the add-ons, the circuitry, the modules, that have no offensive capabilities but can provide protection, data, and enhance features.  In this section I will go into detail about the usefulness of each Component available.  I have listed them as they appear from top to bottom in the Mechlab.

ECM

It does reduce the range you can be detected and also takes a little longer for enemy mechs to get a lock on you using missiles.  However, the main thing I find useful is that outside normal range (500m for regular active radar) enemy mechs cannot target you, meaning, they cannot get a readout of your mech’s condition.  So, if you have a black spot such as a torso you don’t have to worry about enemy mechs targeting that section purposefully.  I do use ECM occasionally when I have a little range and expect to be ranged.  However, there is a little know drawback to using ECM.  If you plan on going radar dark (passive), don’t.  Enemy mechs still see you at 500m even though you can only see them at passive range (250m).  I love to go radar dark and sneak up on a mech to do a little circle-of-death action (more on that later).  Sounds contradictory, but that is difficult to do when I have ECM equipped.  Most of the time I bypass this Component.  There are even times when you want to be detected, want the enemy to find you.  You can’t make points unless you have a target.

BAP

This increases your sensor range to 1200m against regular active radar, 800m against mechs sporting ECM and 600m against passive radar.  This is also a must have if you are using a missile boat as it decreases lock on time.  I don’t use BAP (except on missile configs).  I always know where the enemy is at...their spawn.  You have a built in guidance system using the Nav Points (Navigation - mine is set for the N key).  Go radar passive and sneak up on ‘em.  Or just go in guns blazing.  Remember, as long as you score more points than the enemy you’ve won the skirmish.  Other ways to detect the enemy:  watching your teammates or weapon fire.  A dead give-away is for buildings or gas tanks to blow up or trees crashing.  I’ll pass on BAP and use the extra ton elsewhere.  But, where, you might ask?  Coming up soon, promise.

