Metroho Strategy Guide: How to build a strong team

Introduction

Hi, my name is Max.  I’m known as Kehmesis on the forums and my team is #524, The Shadows.  

I’ve written the following guide based on my experience playing the game, but also the experience of many other GMs.

As to my own achievements, if it is of any interest to you, they’re definitely not on par with many other GMs out there, but I think I’ve held my own.

As we speak, I’ve been ranked in the top 50 since my 2nd season and the last few seasons I have been ranked in the top 20 consistently.  I went as high as #3.

I’ve never done very well in leagues, but I’ve always joined the most competitive leagues out there.  Many GMs boost their trophy list by joining “easy” leagues.  I’ve always been in level 5 leagues where the competition is very intense, or in highly disputed 15 team leagues when levels weren’t around.  I never had a losing record and I’ve never missed the playoffs. The only time I missed my Television Network endorsement was in my first season.

I also have a 22-4 record in the Medallion, winning the gold once and the silver once.
Now that you know who I am, let me present this guide.

Because this is what it is... a guide.  And it should be treated as such.  I do not claim to hold the absolute truth, and different approaches may work just as well as mine.  However, I’ve seen many struggling GMs looking for advice on the forums.  This is for them, and hopefully for you.

My first advice to the struggling and/or new GMs out there is obviously to read this guide.  My second, and the most important one, is to try out things for yourself, because experience can’t be bought or read.  If you think my advices are sound and logical, follow them, try them, and break them.  If you think they aren’t, skip over to the next topic, or ignore this guide as a whole.  The choice is yours.

Basically, this guide is meant for the intermediate player, but newer GMs and experts alike might find some useful information in there.  Especially the newer GMs.

Note that I take into account that you know how to play the game.  This is a strategy guide, not a how to guide.

1.  Starting out

Your expansion team will suck.  Period.  Some are luckier than others, but in the end, it only affects your first few seasons.  Those are seasons in which you’ll be building for the future.  A successful team at this point is only a bonus.  Don’t worry if you are not successful, because you shouldn’t be.

The objective is to build a good foundation to start competing for a promotion in the following seasons.  In order to do that, you’ll need to work towards  reaching certain goals.

Before we go on with the goals needed to build an elite team, it is important to know about the player rating milestones.  

A star is rated 80-84, a superstar 85-89, an elite 90+.  Therefore, 80, 85 and 90 are milestones.  These are  important because they are more than a rating upgrade.  Players gain more from reaching a milestone than by going up a rating point.

For instance, the difference between 78 and 79 is less than 79 and 80, because at 80 the player is now a star.  Similarly, the salary is the same for a 78 and 79 rated player, but much more expensive for the 80 rated player.

There are also “fake” milestones between 70 and 79.  Your players don’t get special upgrades, but the salary goes up.  I believe it’s 900K, 1.2M and 1.8M.

When evaluating your players, you need to take this into account.  Much more on this later.

1.1  Long-term goals

The long-term goal is to build an elite team and all other goals are directly related to this goal.  My definition of an elite team is a team that can compete for the Medallion and for level 5 Metro Cups.

Here are the goals you need to meet in order to call yourself an elite team:

- A 94 goalie

- A very strong 1st and 2nd line.  (Very strong = high 80s and up)

- A very strong 1st defensive pairing.

- All defensemen over 80.  High 70s is OK for the 3rd pairing.

- All forwards over 75.  70+ is OK for the 4th line.  The 3rd line should be close to 80+.

The way this is possible within the current salary cap is by signing players to bargains. You simply don’t have enough money to sign all these players at their right value.  The following sections will help you build a team in which the long-term goals described above are met, with an emphasis on getting bargain deals.  Bargains are made by signing players before they reach rating/salary milestones.

1.2  Signing your expansion team

(This part only applies to new teams.)

This is where most mistakes are made.  I see countless GMs signing their whole team to 3 year contract deals.  After their 3rd season, they lose most of their players to free agency and it’s a painful experience to get a roster up and running again.  This leads to bad contracts in order to fill up your roster and enter a league.  

New GMs also often sign players to bad contracts because they have no idea what they are doing.  It’s a good learning experience, but you can learn from GMs, like me, who’ve already gone through this.

Here are a few general guidelines to help you sign your expansion team.

Here’s what skaters are worth (approximately):

69 or less: 400K 

70-79: 900K – 2M.

80-84: 5-6M

85-89: 6-7.5M

90+: 7.5M to 10M.

I’m not sure what the rates are for goalies, but it doesn’t matter.  Your starting goalie will only cost a lot in your first few seasons.  Eventually, you will always have a very cheap starting goalie with a rating of 93-94.

Notes:  Based on the values above, a bad contract is overpaying a player.  A good contract is underpaying a player.  This is very important in the long run, and it’s what I base all my contract/drilling rules on.  I want 90 rated players getting paid under 2M and I want as few big money contracts as possible.

- 18-20 year old player:  Sign them as if they were draft picks (see section 2.5 Drafting).

- Older high-rated players:  Don’t sign them for too long.  A 27 year old 85 rated player looks good because he is probably the best player on your team, but he won’t be looking so good in 4 seasons when he starts dropping 2 rating points per season.  Sign these types of players for 3 years or so.  3 years, because this is about the time it takes to build a good team.  You’ll start being competitive and you won’t need the old guys anymore, as new, better bargains will take their roster spots.

- Old low-rated players:  Sign them for 1 year.  Example: 56 rated 29 year old.  You want to get rid of them next season when you can start signing UFAs  above 69.  Buying all of them out will be too expensive.  You only want them for your first season to fill up your roster, because they are not going to be playing.

- Bad prospects:  Sign them for 2-3 years.  You don’t want to get rid of them too early, because you will not have the depth to replace them just yet.  But you will want them out when you do have the depth.  That’s in about 3 seasons.  Example of a bad prospect: 65 rated 24 year old player.  (More on bad prospects in section 2.6 Drilling).

- Young stars:  They are players between 21 and 24 years old that are high rated.  Those are the toughest to judge.  Some of them you will want to sign until they are 26, others you will want to sign as long as possible (8 years).  You need to use your judgment.  The golden rule is that they will be starting to drop in rating at 30 (it’s actually 28, but it’s rare).  If you can afford a player to lose a few rating points (without losing hitting a milestone), sign them until they are 31 or even 32.  If you can’t, sign them until they are 30 or so.  Similarly, if they will gain too much rating before they hit 26, sign them for longer deals so you don’t have to pay the moon for them when their contract expires at 26.  If they won’t, then sign them until they’re 26 so you can extend them without losing them to free agency.

- Goalies:  Very tricky.  The next topic will talk about them in more detail.  Basically, you want your starting goalie to be the only highly paid goalie (if any of them are well paid).  The back up and 3rd goalies can’t be paid more than 550K or so.  If you need to sign your back up goalies for more than that, sign them for 1 year and get rid of them next season.

2  How to (re)build your team

Managing your roster efficiently is the most important step to building a successful team.  Bad roster management will lead to several struggling seasons, but good management will get you a winning team within a few seasons.  There might be a few different strategies that work well, but I promise the building process that follows has been tested.

2.1  Assess your team

Remember the goals that we established earlier in section 1.1.  When building or rebuilding your team, every decision is always taken with the long-term goals in mind.  We are basically looking for possible bargains.

2.1.1  Goalies

Your goal is to have one (1) strong goalie that will play all the games.  If you’re looking to give him breaks and use your backup goalie, feel free to do so, but it’s a mistake.  There is no fatigue (yet) for goalies (or for any player for that matter) so playing your backup should only be done when your starter is injured.  Your starting goalie can have a big contract, but as with any other player, the fewer dollars you pay him, the better.

Hopefully your starter will be rated 93 or above, or on his way there.  This is important not only  because your goalie is a huge part of your team, but also because it will give you a higher seed in the Medallion (your goalie has a huge influence on your power ranking).

Your backup needs to be young and drilled often (daily) so that he can one day  replace your starter.  You can draft a goalie with your 3rd round pick if you don’t have a good young goalie yet.  The important part is not his rating, but his age.  If you draft an 18 year old goalie that’s rated 76, you’re in good shape.  He will cost you 450K a year and will be rated 88 within a couple of seasons, already making him a decent back up.  Drill him until he hits the “magic” mark of 94.  Once a goalie is rated 94, you should stop spending drills on him.  It takes a while to go from 88 to 94, so you need to start early enough so that your backup can take your starter’s spot when the starter’s contract ends, but not too early so that your backup can goal for a few years once he hits 94 and becomes yours starter, giving you time to repeat the process.

Your 3rd goalie should be a cheap goalie that you will not drill.  His only use is to fill up your  roster.  Never spend more than 450K on him.  He can be as bad as a 36-year-old 72 rated goalie, as long as he’s cheap.

If  your 3 goalies do not fit the above profiles, get to work.  Keep your best goalie for the time being.  He will be your starter. Buy out the other 2 if needed.  Draft a goalie with your 3rd round pick that you will drill until he is better than your starter, and you will than be able to buy that starter out.  Sign a low rated UFA goalie for 450K as your 3rd goalie.

2.1.2  Skaters

Your goal here is depth.  Trust me.  Your first and 2nd line, in the long run, will always be really good.  What kills teams is depth.  As mentioned in your main goals, you want all your defenders to be above 80 (75+ is decent) and your forwards should all be above 75 (70+ is decent).

If you get to that point, your team will be an elite one able to compete against the best.

It might seem like an impossible feat looking at your subpar roster, but don’t worry, it’s not.

If your roster doesn’t fit the above profile, get to work!

2.2  Get rid of all your bad contracts  

This should only be the case if you haven’t followed my instructions when signing your expansion team and/or have made bad decisions during your Metroho GM career.  Don’t worry, it’s fixable.  It  will only take time.

A bad contract is an overpaid player, an old player about to be overpaid (with rating decreases), or a bad prospect.  Notice the pattern?  It’s all about rating/salary milestones.

An overpaid player, for instance, is a 79 rated player that you have @ 4.5M per season because he lost a couple of rating points.  He lost his star status, and the right value for a 79 player is about 1.8M.

It’s also a gold star player that you gave a 13M 8 year contract to on the free agent market.  No player is worth 13M.

An old player that’s about to get overpaid is a 29 year old 85 player at 6.75M for 6 years. He’s going to be dropping a lot in the next 6 years and you’ll be stuck with his huge salary.  He’s “decent” for now, but he won’t be in 2-3 seasons when he drops to 82 in rating.

Or like the example above, it’s an 81 rated player @ 4.5M per season that is 32 years old.  He’ll be rated 79 in no time.  (Notice how I say 79.  80 would still be a “decent” price.)

You need to get rid of your older players that are starting to lose ratings (it happens at 28, but it really kicks in at 30).  Only in rare cases will I have players above 30 on my team.  An exception, for instance, is a 95 rated player that makes 5M per season.  He’s a bargain, and will continue to be even if his rating decreases.  You don’t get rid of him no matter what his age.  He could lose 10 rating points and still be a bargain.

A bad prospect is a young player that has no chance of cracking your (elite) line up.  That means he won’t get to 75+.  An example of this is a 24 year old player that’s rated 65.  The reason you don’t want to keep him is because you don’t want to spend drills on him.  I’m explaining why in the section on drilling.
Getting rid of bad contracts 

You have 3 ways to get rid of contracts: trades, buyouts and waivers.

The best way is to trade them away, but it’s also the hardest way.  Your high rated soon-to-be free agents should be traded during the season to contenders (this is called a trade deadline rental)  that will gladly give up young talent and/or draft picks for a cup run.  Go for it!  Since you can consume the salary, they’ll be willing to trade for them as it makes them much better for the playoffs.

If the players you want to get rid have more than 1 year to their contract (you can’t consume the salary), try to trade them for prospect/picks + an expensive UFA.  The UFA is only meant as an exchange of salary (so the other team doesn’t go over the cap).  They get a “deal” because they get a player that’s under contract for a few more years.  You get a deal because you get a prospect/pick for the player you want to get rid of.  The unwanted player coming back your way will leave your team at the end of the season.

If you can’t trade your bad contracts away (most likely because they have no value), you should buy them out during the offseason, after you’ve drafted.  Only spend credits on buyouts.  Never  use draft picks.

If you can’t afford the credits (because you don’t have any, or you’re looking to spend them on arena upgrades), you can send them down to your farm team.  If  their contract is above 1M, they will be waived and, with luck, maybe a team will pick them up.  You only get 5 farm spots, so manage them carefully.  It’s always good to have some room to get rid of bad situations.

Note that you don’t necessarily want to buyout all your bad contracts.  If you have high rated players  and don’t need the salary space, keep them.  No need to make your team worse than it is unless necessary.

2.3  Sign young unrestricted free agents

This is a great way to fill your roster with prospects without spending draft picks.

Look in the free agent list every day.  Look for players in their teens (sort them by age).  An 18 year old 50 rated player looks bad, but he’s not.  A 20 year old 50 rated player is.  The 2 year difference is huge.  That 18 year old player will be close to 70 when he hits 20.  He’ll end his career in the high 70’s if not above 80 (if you’re lucky).  You then have a huge 400K bargain.

The perfect free agent is a player 20 or younger rated around 60 or high 50.  Sign them to your farm team and drill them until they can crack your line up.  Don’t be in a hurry when signing those, however.  Don’t rush signing an 18 year old @ 50.  Do it if you need to fill up your roster, otherwise look for those that are mid or high 50’s, they are even better.

I’ve seen a lot of young players in the 50’s that ended up over 80 or very close to.

Sometimes you will hit a gem; a young player that was bought out by a GM who quit, for instance.  Keep your eyes on that free agency list. There are not only old, expensive players in there.

2.4 Fill up your roster with overpaid free agents (UFA rentals)

This is important to stay competitive during the rebuilding process.  If you’re looking for extra draft picks and don’t mind a demotion (or you’re playing in a multi-level league), you can skip this part and keep your extra salary cap space  for possible trades.

Before starting your season, or even during the season, you need to spend your extra cash on rental players.  It’s sometimes a good idea to keep some cap space to facilitate trades, but in general you should spend all your money to be as competitive as possible.

Look at the free agents list, and sort them by rating (that’s the default).  Sign big players that will play on your first and second line (or 1st/2nd Defensive pairing).  You can give them a lot of cash, but I personally would never spend over 10M per year for any player, even rentals. 

The important part, however, is to sign them only to one year deals.  If you want to keep them, just resign them again the following season, or any other available player for that matter.  There are always available expensive free agents.  Don’t sign them for more than a season; it’s pointless and it ties you up.

2.5 Drafting

This is your main rebuilding tool, and if you’re lucky, you should have many draft  picks through trading or if you missed the playoffs.  As you draft good players (or young ones that you drill up and eventually need to extend), you will be spending more and more of your cap space towards home grown players. That means you will need fewer and fewer expensive “UFA rentals” to fill up your roster every season and it means that your rebuilding is going well.

You need to make sure you give good contracts to your draft picks.  Here are a few general guidelines.  They are NOT foolproof, so use your head and logic.

18 years old: Almost always sign them for 8 years (so that they are signed until they  are 26 and still RFAs), unless they are too expensive to afford,  in which case you can either drill them for 1 season without signing them, or sign them to a rookie contract (3 years @ 1M).

Rating 50 to 69: You should put them under contract until they are 26.  That will give you the option of resigning them at 26 as they’ll still be RFAs.  (19 years old  = 7 years, 20 yeaars old  =  6 years).  They constitute your long-term depth.  Long contracts are needed because at the end of their contract they will constitute nice bargains @ 400K.  Even when they are 26 and you need to extend them, they will most likely still ask for a 400K  contract even if they are above 70 in rating.

70-79: It is my personal preference to always sign them to 8 year deals no matter what their age.  In some rare circumstances I’ll go for a 7 year deal for 19 year old  picks, so I get to keep them when they are 26.  But in general, I don’t mind signing them until they are 27 or 28 years old even if it means I’ll lose them to free agency once their contract expires.  That’s especially true the higher they are rated.  A 20 year old  rated 79 should be signed for 8 years.  The extra 2 years @ 1.8M you gain will be huge.  You’ll sign him for 1.8M and he might hit 90 in rating by the time he hits 26.  Resigning him will be about 7.5M, if not more, hitting you hard in the balls.  You’ll then wish you still had him for another 2 years @ 1.8M because you can’t even afford him anyway.  1.8M for 80+ rated players is a huge bargain.  1.8M for a 90 rated player is ridiculous, and the top teams in Metroho got them.

Note that while I’m suggesting you sign most of them for 8 years, it’s never a mistake to sign them until they are 26.  But  it’s not my recommendation.  I’m sure many veteran GMs might disagree with me here.  It’s all right.

Rating 80-84:  I do my best to sign them to 8 year 5M deals. 5M is a bargain when they hit high 80s and 90+.  Using the rookie contract for them, in my opinion, is a small mistake.  In 3 years, once their 1M per year deal is over, they’ll jump up to 7.5M + and while you gained a lot for the first 3 years, you’ll lose a lot for the remainder of their career.  You’ll wish you still had them for another 5 years @ 5M per season.  If you can’t afford it (make SURE that you can’t), you’ll have to sign them to rookie contracts. Rookie contracts are still great for the short term since they are the best possible bargains.

Rating 85+:  I will almost always sign them to rookie contracts.  Those are huge bargains.  If I have extra cash, I will sometimes give high 80s (88-89) an 8 year contract since they will soon hit 90+, after which they are very hard to resign because they ask for ridiculous contracts.  But eventually, you’ll barely ever have the cap space for them and you’ll have to settle for rookie contracts, after which you have 3 years to find the cap space for them.

2.6 Drilling
This section is the most important one.  Pay attention.

Using drills efficiently is the best way to build up a good team.  I have friends who have very competitive teams, and they barely ever make trades.  All they do is draft and drill and it’s been working great for them.  But if you’re not efficient with your drills, it won’t work as well.
My first recommendation is to subscribe to the site for the extra 5 drills.  If you like this game and aren’t struggling financially, putting in a small 6 bucks a month (that’s one beer at a club) will be very useful during the rebuilding period. It shouldn’t take you much more than 3 seasons, but only subscribing for one month will still help.  Subscribing for longer is even better, obviously.

But while the 5 extra drills help a lot, it is in no way necessary.  You’ll just have to spend your drills carefully.  Here are a few very important guidelines:

Note:  Lower rated players go up more often with drills.  Younger players increase in rating naturally more often (at the daily server reset).  Similarly, older players decrease in rating more often (at the daily server reset). This information is important for the strategy I’m using.

Rule #1:  Don’t drill old players.  Let them decrease in rating and replace them.  I drill all my young players.  Extra drills will go to older players that are close to a milestone.  For instance, a 27-28 year old player at 79 could be drilled to get him in the 80s and get his

Star status.  But an 82 rated 29 year old should not be drilled unless you have a lot of extra drills.  If you do, you could drill the 82-rated player if he’s signed for a few more years and is a bargain.  The rating gained from drilling will counter the loss he’ll eventually take.  I doubt you have these extra drills during the rebuilding process, however, so let them rot.

Rule #2:  Create a drilling schedule to include as many players as possible.  Some players should be drilled daily (such as your young goalie on his way to 94), but most can be drilled once every other day.  Young draft picks that started in the high 70s should be drilled every day.  For instance, if you draft a 79 player at 18 years old (that’s the best possible draft pick), you will want him to get as good as possible because he’ll be a huge deal at 1.8M. Drill him daily until he hits 90+.

I like to drill my forwards one day, and my D-men the other.  I include a few forwards in my D-men schedule since I have more forwards and fewer D-men.

Rule #3:  Don’t drill high rated players too often, if at all.  They don’t gain in rating that much.  Once they pass 90, you are mostly wasting drills on them. If you have a goalie at 94, don’t drill him, ever. You will spend too many drills on him before he hits 95 (if he ever does),  and it’s not worth it.  Similarly, if you have a 92 20 year old player, let him go up by himself without drills.  You can keep that player until he’s in his 30s.   He’ll go up to 94-95+ by himself anyway, and he can then lose rating points, you don’t care.  As long as he is still a bargain, you’re a winner.

For instance, my best player and captain will be 28 years old next season.  I have him under contract for 3 more years.  He will start decreasing in rating, but he’s rated 95.  If he loses 2-3 rating points before his contract expires, what do I care?  He’ll still be worth it.  It’s pointless to spend all those drills on him trying to get him to stay at 95.   I have another  player who’s 20 years old @ 91.  I won’t be drilling him ever again.  He’ll go up a few points by himself, no need to waste drills on him.

Rule #4:  Don’t drill bad bargains.  If your player is overpaid, don’t compensate by drilling him.  Just buy him out or let his contract expire.

Rule #5:  Don’t drill bad prospects.  This one isn’t obvious and it’s really important.  A 24 year old player rated 67 has no real future.  He might look like he does on your current roster, but under the goals we’ve established, he doesn’t.  You might get him in the 70s, but he’ll still be struggling to crack a spot in your roster when your rebuilding effort is complete.  Don’t waste your time and drills on him.  Drill 18 year old 50 rated players instead.  They will be 70 way before they are 24 years old.  Eventually, they might even hit 80.  A 24 year old @ 67 will never be high 70 unless you’re extremely lucky.

2.7  Trading

Trading is not necessary to be successful, but it helps.  In order to get a good deal, it’s pointless to offer  ridiculous deals hoping you get a dumbass that will accept.  You’re mostly wasting your time.

Instead,  look for teams with salary problems.  Especially teams who’s only expiring contracts are rookie contracts.  That means they need to get rid of a lot of salary in order to resign them.  This is the best time to get good,  established superstars in your line up.

3  Leagues
When rebuilding, you have 2 choices.  You may either try and stay competitive during the rebuilding process, or give up.

If you want to stay competitive, keep playing your normal level leagues.  Sign free agents to hit your salary cap.

If you are giving up, don’t sign free agents to give yourself the best chances to lose.  Join a level 1 league or a multi-level league to save yourself from demotion if you’re above level 1.  But the important thing here is to try and join a 15 team league.  7 teams will miss the playoffs and you want to be one of them.  It’s too easy to make the playoffs in a 10 team league, even if you have a bad record.

The goal when giving up is picking up the extra two 2nd round draft picks.  You also want to put all your players on offense in their instruction (+2 offense, -2 defense) and play all out attack.  You don’t care about giving up goals; you just want to boost your players’ stats so they have a chance at winning trophies and make the  Hall of Fame one day.  (You can sign your  Hall of Fame players as coaches.)

4  Free agents

4.1  Your own RFA

Never, ever, ever, ever, ever, ever, ever extend your RFA using the 30% rule if they are above 80.  Never.  Don’t  Do  It.  Don’t… Do… It.  Am I clear enough?  If someone wants to steal them from you, TAKE THE PICKS!  No player is worth a high salary and a 1st, 2nd and 3rd round pick.  Furthermore, just look at the RFA list.  They are not popular.  That’s because of the reason above: no player is worth 10M+ and 3 draft picks.

You might want to sign RFAs for 130% * 400K (520K).  I will almost always extend them for 400K, but sometimes a witty GM might offer close to 1M for them if they’re highly rated.  That’s because low rated players that were drilled will not ask for the moon even if they got to high 70s.  Securing them for 120K might be a good idea.

4.2  Other RFAs
General rule: Don’t sign them.

There are 2 exceptions, however.

- The young 78-79 rated players.  Some GMs will make the mistake of signing an 18 year old to a 3 year contract.  That means they might hit 78-79 in rating within 3 years.  They will be 21 years old, rated 78 or 79, ask for a little under 2M in salary and they will cost a 1st round and 3rd round pick.  Those are worth it!  The best possible pick is a 79 rated 18 year old player.  This is quite close, so spending a 1st and 3rd pick for that kind of player is a pretty good move if you have enough young prospects on your team.

- Very young low rated players.  Spending a 3rd round pick on 60+ players might be worth it.  They have to be young, though, so they have the potential of hitting the high 70’s.  An example would be a 69 rated 21 year old player.  Not bad at all and might be worth a 3rd round pick.

4.3  UFAs
As discussed in other sections, you should fill up your roster with UFA stars when you have extra cash to spend.  You don’t mind giving them “bad” contracts (not more than 10M, however) and sign them to 1 year deals,  not more.

You can also scout the young UFAs whose team decided to release.  Low rated 18-20 year old players are like free 3rd round draft picks.  A perfect signing is an 18 year old that’s high 50’s.  If they are in the 60’s, they are gems, but don’t count on it, it barely ever happens and the competition is tough. Give them a good contract.

5.  Playing the game

The following is mostly based on speculation, random thoughts and logic.  I think I know how to build a good team, but I do not know how to play the game well.  I don’t think anyone knows for sure.

It’s definitely not as simple as: “get a coach, use the trap, play shutdown, wait for power plays”.  I’ve used that strategy, but it’s not foolproof.  There are tons of strategies that can work, depending on your team.  There’s no perfect strategy, so if you’re looking for freebies, look elsewhere.

There are things that you can do, however, to get better results when you’re struggling.  I’ve always had one of the top ranked teams in Metroho, but I’ve also struggled against lower ranked teams.  The #1 team on paper doesn’t win all the time, far from that.

5.1  Shinny

You want to find a good strategy?  Work for it.  Test it.  Again, and again, and again. The human mind is made in a way that it will find patterns that do not always exist.  You need not fall into that trap!  

Here’s an example:  I play all my power plays on all-out attack.  One game when playing my best line on all-out attack on the PP, I notice that I don’t even get a single shot on goal.  Later, I get a 2nd PP and the same thing happens.  I get mad, and on my 3rd PP I use conservative, get 4 shots and a goal.  The mind will see a pattern and think: “PP on all-out attack doesn’t work; I need to use conservative”.

That’s normal, because that’s how we learn; trial and error.  It’s like hitting a tennis ball a certain way and always missing your shot.  After correcting your swing, you notice you hit it perfectly every time.  You’ve learned through trial and error.  But it doesn’t work well with odds.  That’s one of the first things you learn when you get serious playing Hold’Em Poker.  It’s also the thing you need to learn when playing Metroho.  Odds are tricky.

My point?  You need a large amount of data to make correct assumptions.  Odds are tricky as hell and they are only true in the long run. It’s not because you lose 4 games in a row that your team is worthless.  It’s only worthless if you lose all season long.  Metroho is based on odds; don’t forget it.

So the best way to find out if certain strategies work is to shinny games.  I personally don’t shinny enough, because I lack the time and dedication.  But it’s the right way to do it.  Once you get a working strategy, enjoy it while it lasts.

So basically, you need to shinny, take notes, switch lines around, take notes, change strategies, take notes, and so on.

5.2  League play

This might seem excessive, but it’s extremely useful, especially for finding possible trades.  If I’m not in a hurry when I play a game against a team, I take a look at their line-up and print it (name/rating).  Then, I go through their roster and find out what the players’ styles are, their age and their contract (year + salary).  I then add them to the print out.

In a match, I know exactly what their line is and what type of players I’m facing.  When looking for trades, I know exactly what kind of needs the other teams have, or what kind of contract problems they might have the next season, and I use this to my advantage.  It’s a very good tool if you have the extra time create it.

5.3  Line combinations

Again, there are no perfect combos.  Many GMs will tell you that they do well with 2 checkers and a sniper.  It might very well be true.  But there are some things to consider before jumping to conclusions, especially the level of competition.

From experience, your top 2 lines will need some sort of a playmaker and some sort of a scorer.  Scorers are snipers and power Forwards.  Playmakers are, well, playmakers, but also 2-way forwards.  High rated players can do everything, but when the competition gets tough, that’s when you’ll notice that a good line combination will work much better.

The guy with 2 checkers and a playmaker might destroy his level 3 league, but if he played in a level 5 league he’d find his first line would be struggling to score goals.

The third player on your line should play the role of support.  Imagine a line with 1 playmaker and 1 sniper (best playmaker + best scorer), your line will lose the puck a lot due to lack of grit.  You better hope your defensemen are very strong.  Basically, you need hits.  Hits result in a gain of possession.  The playmaker + sniper combination works really well with a power forward (PFs hit a lot) for a very offensive line, or a checker (the other hitter) to get a defensive balance.

Here’s what the player types really do:

Sniper: Most shots/goals

Playmaker: Most assists

Power Forward: 2nd most shots, 2nd most hits

Checker: Most hits, most blocks

2-way: 2nd most assists, 2nd most blocks

As I said before, hits turn over the puck and blocks result in less shots against.  Assists and goals are obvious.

Depending on your coach’s style, you want different kinds of combinations.  But the most important, in my opinion (and the one of countless other GMs) is to have a scorer (sniper/power forward) and a playmaker (playmaker/2way).  The 3rd player on the line should complete the other 2 and/or help establish your game plan.

Your defensive pairings should also be taken into consideration.  If you have a line with a playmaker and 2 snipers, it could be a good idea to have a very strong stay-at-home defenseman with them at all times, if not 2.  They won’t really need to help offensively; they’ll need hits and blocks.  Stay-at-home defensemen are like checkers on crack.

Similarly, a line with a 2-way, power forward and a checker could use the help of a strong offensive defenseman.

Conclusion

I hope this guide has been helpful for you.  If you have any comments or suggestions, please post them on the forums or send me a PM.  I’m open to new strategies and I wouldn’t mind upgrading this guide as the game evolves.

If you’re really good in English (it’s not my mother tongue) and would like to help me edit this document, please contact me.

Cya,

Kehm.

