Rising Waters, Sinking Hopes 
Jason Rose
Ever since its emergence and victory at Pro Tour: New York, the Rising Waters deck has been a deck to beat in Mercadian Masques block Constructed. Waters utilizes various creatures and spells to return threats to their owners' hands while keeping the opponent mana-locked and unable to function. Once the lock has been set up, the Rising Waters deck slowly whittles the opponent's life total away with small evasive creatures. While this strategy may seem simple in conception, a Rising Waters deck is nonetheless challenging not only to play, but to build and adapt to an ever-changing metagame. With Worlds coming up next week, Rising Waters is weighing heavily on the minds of players everywhere.
With the release of the Mercadian Masques stand-alone expansion set, several new (and old) game mechanics were introduced. Of these, the amazing card advantage abilities of Rebel and Mercenary creature types shone above the rest. Of the two, the Rebel creatures easily out-classed the Mercenaries, due to the ability to search up instead of having to search down. Cards such as Ramosian Sergeant were obvious power cards, due to their ability to search out up to eight "grizzly bears" - Steadfast Guard and Fresh Volunteers. Ramosian Lieutenant could also be brought out, and then evasive, color-protected creatures such as Thermal and Nightwind Gliders. Already, it was becoming clear that such a massive card-advantage engine and such cost-effective creatures would form the deck to beat.
With the addition of Nemesis, the second set in the MM cycle, things took a dramatic change. With the printing of the legendary Rebel Lin Sivvi, Defiant Hero, the Rebel-based white decks gained an unstoppable powerhouse. Due to her 3-toughness, Lin Sivvi could live through many attacks and attempts to destroy her once she was in play, most notably from the power spell Massacre. Combined with her ability to search out Rebels of any cost and to "dig" a creature from the deck's graveyard to the bottom of its library, the deck quickly became a favorite among Pro Tour players. After much discussion, all agreed that Lin Sivvi-based decks would cover and dominate at the upcoming Pro Tour.
With this in mind, many players sought out a way to disrupt and foil the expected metagame. Many decks included four maindeck Massacres and a sideboard loaded with hate for Rebel decks, while many Rebel decks included maindeck creatures with protection from white in the dreaded mirror-matches. Some decks focused around destroying all of the creatures, while others attacked the mana sources. With Lin Sivvi able to return creatures from the graveyard and back into play, it soon became clear that the answer lay in the disruption of the Rebel decks' mana base. Interestingly enough, the blue enchantment Rising Waters had been printed in the Nemesis set.
This card had been advertised as a blue enchantment card that mimics the popular Winter Orb ability of allowing only one land per turn to untap. With the Lin Sivvi decks constant need for great amounts of mana, this card seemed tailor made against it. All it needed now was a consistent, capable deck built around it that could handle the rest of the field as well.
When Pro Tour-New York rolled around, no one was surprised to see that the Lin Sivvi decks were everywhere and that they were doing well. Most of the players and decks were too good to be beaten, even by specially prepared metagame decks. One large exception came from the Rising Waters deck, which seemed to be holding their own against the onslaught of Rebel decks. When the top-eight players were announced, two Rising Waters decks found themselves facing six different Rebel decks. The chances seemed good for Rising Waters, but how good was a matter of strong debate. When all but two players were eliminated, Sigurd Eskeland, playing a Rising Waters deck, faced off against Warren Marsh's Lin Sivvi deck in the finals. After four games, Eskeland was victorious. It seemed now to all that the metagame choice had been a correct one. Here is his championship decklist:
	Sigurd Eskeland
Pro Tour-New York 2000 - Champion
	 

	Main Deck
	Sideboard

	SPELLS (26)
4 Eye of Ramos
3 Seal of Removal
4 Gush
4 Rising Waters
1 Brainstorm
3 Counterspell
4 Thwart
3 Daze
	CREATURES (12)
4 Drake Hatchling
4 Stinging Barrier
4 Waterfront Bouncer

LAND (22)
18 Island
4 Rishadan Port
	2 Bribery
1 Counterspell
1 Hoodwink
2 Island
3 Misdirection
1 Rath's Edge
1 Seal of Removal
4 Stronghold Zeppelin


A close analysis of the deck can show the purpose for each of its components.
Land Ratio: A compliment of about 22-23 lands is sufficient for the deck to work properly. Any less and there would be problems getting out the four-casting-cost spells and any more would make cutting spells very difficult or casting counters and laying lands in the early turns. The Eyes of Ramos help a lot with the mana requirements as well.
Rising Waters: The staple card of the deck. The deck is centered on this enchantment and once it is in play, the deck is hard to overcome. This keeps the lands locked down and the opponent strapped for resources.
Drake Hatchling: The kill card. The Hatchlings are evasive creatures with a toughness greater than two, so they can survive combat with 2/2 creatures and Gliders while, at the same time, being hard to block. It deals decent amounts of damage if its special ability is used.
Stinging Barrier and Waterfront Bouncer: These two cards serve to hold off attackers and to remove threats once they are in play. The Barrier blocks smaller creatures and kills one-toughness ones, such as Gliders and Sergeants, while the Bouncer returns any creature from play to its owner's hand. The Barrier can also be use to reduce the opponent's life total.
Eye of Ramos: One of the main cards in the deck, the Eye serves as a non-land mana source, so that they Rising Waters does not affect it and gives the deck a mana advantage over the other decks.
Gush and Brainstorm: Used to draw cards, search for cards, and to fuel the Waterfront Bouncer. When the deck does not have any lands and is under a Rising Waters lock, there is virtually no drawback to returning Islands to Gush, which gives the player new lands to put into play. The Brainstorm is a good search filler for blue.
Seal of Removal: Basically used to return creatures, like the Bouncer. Since the Seals are not creatures, however, they open up many new options and tricks for the deck.
Counterspell, Daze, and Thwart: Used to counter early threats and disruption to the Rising Waters lock. Counterspell is basic, but Daze and Thwart become amazing with Rising Waters in play. They allow a "free" Counterspell and provide for lands and Bouncer fuel just as Gush does.
Rishadan Port: The other part of the complete lock. Combined with the Eye of Ramos, a Rishadan Port could be untapped each turn and used to tap an opponent's land that he or she untaps. Once this happens, the Rising Waters player gained total control over the game.
Bribery: The monstrous Bribery in the sideboard was used mainly against decks with larger, slower creatures that can be used to put heavy pressure on the opponent. This usually works well against large green beatdown, such as Blastoderm.
Hoodwink: This is used to remove troublesome enchantments and artifacts, such as Story Circle, that blue otherwise cannot deal with.
Islands: Having more lands in the side against possible land destruction based decks or against control decks where a mana advantage is necessary.
Misdirection: Can be used in countering wars, against hand or land destruction, or against creature removal. This card is very strong, yet very dependent upon the opponent.
Rath's Edge: Can be brought in against decks with many small creatures or to counteract an opponent's Rath's Edge, as it is legendary.
Seal of Removal: Having a fourth copy of a good card in the sideboard never hurts. Stronghold Zeppelin: For those matches with many flyers, Zeppelins are excellent at holding a horde at bay until the Rising Waters player has control.
[image: http://web.archive.org/web/20040929133208im_/http:/www.wizards.com/sideboard/images/cards/21271.jpg]After Pro Tour - New York, it became apparent to the DCI that the Rising Waters deck and the Lin Sivvi decks would continue to dominate the upcoming Block Constructed format. To counteract this, Lin Sivvi and Rishadan Port were banned from block play. With these gone, the Rising Waters deck could not achieve a total lock and the Rebel decks had no method to recycle their creatures. Now that Rishadan Port had been removed from the format, it also made two-color decks possible to play. The metagame was about to change.
[image: http://web.archive.org/web/20040929133208im_/http:/www.wizards.com/sideboard/images/cards/19767.jpg]After the release of Prophecy, the third set in the Masques cycle, there were few, if any, new viable decks introduced due to Prophecy's addition to the card pool. Prophecy served more to augment the already existing decks. Rebel decks gained the legendary Spellshaper Mageta, the Lion, green decks gained the super-efficient Silt Crawler, Rising Waters gained several new spells and creatures, and nearly every deck gained Chimeric Idol. Rising Waters quickly became one of the main decks to beat. Despite the loss of Rishadan Port, Rising Waters still has much of its old power and is a favorite among most players, constantly seeing top eight appearances and qualifying many. Here are two decklists from recent PTQs:
	Alan Epley
Chicago, IL PTQ - Finalist
	 

	Main Deck
	Sideboard

	SPELLS (25)
3 Counterspell
2 Daze
4 Eye of Ramos
1 Foil
4 Gush
4 Rising Waters
2 Seal of Removal
4 Thwart
1 Withdraw
	CREATURES (13)
1 Drake Hatchling
4 Ribbon Snake
4 Stinging Barrier
4 Waterfront Bouncer

LAND (22)
1 Rath's Edge
21 Islands
	3 Submerge
2 Misdirection
4 Stronghold Zeppelin
2 Drake Hatchling
2 Withdraw
1 Bribery
1 Counterspell



	Luke Moore
Phoenix, AZ PTQ - Champion
	 

	Main Deck
	Sideboard

	SPELLS (25)
4 Counterspell
2 Daze
4 Eye of Ramos
1 Foil
3 Gush
4 Rising Waters
3 Seal of Removal
4 Thwart
	CREATURES (13)
4 Ribbon Snake
4 Stinging Barrier
4 Waterfront Bouncer

LAND (23)
1 Dust Bowl
21 Island
1 Rath's Edge
	3 Withdraw
1 Foil
2 Misdirection
1 Rath's Edge
2 Hoodwink
3 Stronghold Zeppelin
2 Belbe's Armor
1 Oraxid


Both of these decks utilize many of the new additions from Prophecy. We can break down the reasons for these additions.
Ribbon Snake: Probably the largest controversy among Rising Waters players is the difference between Ribbon Snake and Drake Hatchling as the kill card. Although it is now possible to run more than four, choosing the combination is the hard part. Most prefer the Ribbon Snake, as it usually fits the curve better and does not require the constant mana that the Hatchling does to inflict larger amounts of damage. Some, however, do not care for the Snake's drawback, that it can lose flying and be killed easier. The usual combination is four Snakes and one Hatchling.
Withdraw: An amazing card when the opponent is mana-deficient. Not only does this allow the Rising Waters player to return an opponent's creatures, but one can also make a combination with one or two of his/her own creatures, allowing for great variability, depending on the situation at hand.
Foil: A new "free" Counterspell, Foil has a hefty price: an Island and another card. Some swear by it, some are wary of it, but all agree that at times it is an incredible card. Many times have players Thwarted a spell and then later use the Islands to pitch to a Foil to stop another threat.
Chimeric Idol: With the high numbers of Steadfast Guards and Fresh Volunteers out there, many Rising Waters players have added Chimeric Idols to their maindecks and sideboards. The Idols stop the 2/2 beatings and their drawback isn't that rough under a Rising Waters lock. They also offer a means of getting around Story Circle.
[image: http://web.archive.org/web/20040929133208im_/http:/www.wizards.com/sideboard/images/cards/24591.jpg]Alexi, Zephyr Mage: A lot of players have begun to run Alexi in their decks, which can often produce a Mageta effect on the opponent with Rising Waters. The super bouncer is some good.
Rath's Edge and Dust Bowl: While not new additions from Prophecy, these are becoming more and more popular in decks. The Rath's Edge is mainly to counteract an opponent's Rath's Edge and to aid in killing creatures (by usage with Barriers and Snakes). With Kor Haven and Rath's Edge seeing more play, and also depletion lands such as Hickory Woodlot and Peat Bog, having a Dust Bowl is a good way to help disrupt an opponent's lands.
Other cards that can be considered for the maindeck or sideboard include:
Submerge: Already a good card against green, Submerge is even better now with the majority of the field's decks containing Forests. Rising Waters loves free spells, especially ones that get rid of a creature or save yours. Putting an uncastable creature on top of an opponent's library can almost give you a free turn.
Accumulated Knowledge: This card has seen quite a bit of play in Rising Waters, but Gush still seems to be superior, as it is "free." Nonetheless, have the option for more card drawing or a combination of the two leaves large options.
Rootwater Commando: Because of its Islandwalk, some prefer to have these in the sideboard in the mirror match and against the blue flyers deck. They have never seemed that impressive in my experience.
Oraxid: Having a protection from red creature can be very good when staring down a Flowstone Overseer or an Ancient Hydra.
Spiketail Hatchling: While not seen too often, Hatchlings can serve the purpose of stopping early flyers, getting in some damage, and even stopping a spell under a Rising Waters lock.
Belbe's Armor: Good for stopping Blastoderms with a souped-up barrier as well as neutralizing stopping unblockable creatures and the Blinding Angel.
Diplomatic Escort: This card can be amazing against decks with heavy creature removal or Cho-Manno's Blessing.
Stronghold Machinist: This card is much like the Escort, only it can win in a countering war and stop things such as Kyren Toy and harmful enchantments.
In a format where no deck is labeled as the "best deck," Rising Waters has nonetheless proven itself as a "deck to beat". Its consistency, deadly arsenal of spells and disruption, and its finely tuned evolution have all molded it into a block deck that must be prepared for. From it's early beginnings as a good metagame choice to its current status as a deck that defines the metagame, Rising Waters will continue to prove itself time and again throughout Worlds and the qualifying season.
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