The MBC Metagame - Part One 
Mike Krzywicki
Entering into the current Pro Tour Qualifier season, Mercadian Block Constructed was desperately in need of one thing- variety. At Pro Tour-New York, only two decks out of the top sixteen at the tournament were playing a basic land type other than Plains or Islands (Mike Hron, 9th with Natural Affinity/Death Pit Offering/Massacre, and Janosch Kuhn, 14th with a Black Control deck; both decklists are available at www.wizards.com/sideboard/article.asp?sb20000424b). This lack of diversity prompted the DCI to ban two cards: Lin Sivvi, which appeared in virtually every rebel deck, and Rishadan Port, which was easily the most-played card in the format. The Port was so powerful, in fact, that the top eight decks at the tournament had twenty-nine Ports between them, with Ben Rubin's White/Green Rebel deck the only one not sporting the seemingly standard set of four. The ubiquitous nature of the card, with its colorless activation cost and mana producing ability, combined with its explosive power (remember Strip Mine?), led to a ban that most were eagerly anticipating after the dust settled at New York. Lin Sivvi, however, proved to be a little more controversial. While no one argues with the power of the Legendary Rebel, or the fact that its legendary status was problematic in a format light on removal, leading to "get Lin Sivvi down first" races, there are many who feel that Ramosian Sergeant was a far more integral and powerful piece of the Rebel deck, and that it should have either been included with Rishadan Port and Lin Sivvi or that it should have taken Lin Sivvi's place on the banned list. In any case, those bannings, along with the addition of Prophecy, the final expansion to the Mercadian Block, were intended to foster a more diverse metagame in which all colors, as well as multicolor deck designs, could be competitive and flourish.
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Better than Lin Sivvi? 


After four weeks of Pro Tour Qualifiers, it looks like the DCI has accomplished its goal. Although both the Rebel and Rising Waters archetypes have had continued success, many other decks of a wide variety of colors have also entered the fray. So what's out there?
White - If there's one thing the first few qualifiers have shown, it's that White can survive, and even thrive, without Lin Sivvi. Most of the winning Rebel decks thus far have been focusing on the lower end of the Rebel chain of command, as no Lin Sivvi means the higher end rebels, such as Jhovall Queen and Ramosian Sky Marshal, require the somewhat clunky, expensive chain of mid-range Rebels such as Defiant Vanguard and Ramosian Commander. Even at New York, the most successful decks concentrated on playing large numbers of two-power rebels, instead of the strategy that combined Distorting Lens, Lin Sivvi, and Lightbringer or Lawbringer to create a recursive engine for killing opposing creatures. The modern decks complement the Rebel search engine with Parallax Wave and Reverent Mantra to push its Steadfast Guards and Fresh Volunteers through for the kill, with Ramosian Rally in some versions as an added finisher that also serves as a preemptive measure against Massacre, a very popular card versus White. Cho-Manno's Blessing, a card which was all but completely ignored at Pro Tour-New York, has also begun to make appearances in many White decks and sideboards, as Rising Waters decks are almost completely defenseless against a two power protection from blue creature. Here's a good example of what a successful white deck looks like:
	Mark Gordon - Top 8, PTQ Columbus 7/15

Rebel White
	

	Main Deck
	Sideboard

	4 Ramosian Sergeant
4 Chimeric Idol
3 Seal of Cleansing
4 Parallax Wave 
3 Fresh Volunteers
4 Steadfast Guard
2 Ramosian Lieutenant
	1 Defiant Falcon
3 Afterlife
4 Mageta the Lion
2 Defender En-Vec
2 Reverent Mantra
1 Defiant Vanguard
21 Plains
1 Kor Haven
	3 Cho-Manno's Blessing
3 Wave of Reckoning
2 Defender En-Vec
2 Devout Witness
1 Seal of Cleansing
1 Disenchant
1 Aura Fracture
1 Afterlife
1 Rebel Informer
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The most dangerous card in white? 


Note the inclusion of Prophecy's Mageta the Lion and Chimeric Idol, both in quantities of four. While it might seem counterproductive to play with four copies of the Legendary Spellshaper, as you can obviously have no more than one in play at a time, his effect is so devastating that you will always want to have him in play, and four gives you the greatest chance of playing him as soon as possible. Also, since there is a good chance that the Rebel mirror match can occur due to the popularity of the color, playing with four copies of Mageta has another benefit, allowing you to be better equipped to fight the "Mageta War," in which both players use Afterlifes, Topples, Parallax Waves, and, of course, Mageta, to get and keep their Mageta in play. Once he is in play and is able to be activated, he is by far the most dominant card in the mirror match, as well as in virtually all other matchups. Chimeric Idol has begun to appear in almost all Mercadian Block decks, as it is perhaps the most cost efficient creature in the set at three generic mana for three power and three toughness, coupled with its synergy with board-sweeping effects such as Mageta, Wave of Reckoning, Forced March, and Thrasing Wumpus, all of which are staples in their respective colors. Mageta and Chimeric Idol have had such a drastic effect on the field that a new decktype, Control White, has actually emerged around them.
	Ken Krouner - Top 8, PTQ Milford, CT 7/15
Control White
	

	Main Deck
	Sideboard

	4 Blinding Angel
4 Parallax Wave
4 Wave of Reckoning
4 Seal of Cleansing
3 Mageta the Lion
3 Cho-Manno's Blessing
2 Story Circle
	4 Chimeric Idol
4 Tooth of Ramos
2 Bargaining Table
1 Predator, Flagship
1 Kor Haven
1 Rath's Edge
23 Plains
	4 Last Breath
4 Flowstone Armor
2 Story Circle
2 Topple
3 Aura Fracture


This particular version of Control White exploits the fact that many existing archetypes simply cannot deal with a Blinding Angel or Mageta the Lion with Cho-Manno's Blessing with protection against their creature removal color. Twenty-nine mana sources ensures that all the expensive spells in the deck will see play in time to have an impact on the game, and four of those mana sources, the Teeth of Ramos, provide resilience against mana control strategies in the Block such as Rising Waters and Tectonic Break, 
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Draw, Go? 


which would both otherwise decimate this deck. Other versions of Control White play a full complement of Story Circles in the main deck, as well as Prophecy's Jewelled Spirit, which serves as both an excellent defensive creature and a virtually unkillable victory condition. Still others have resorted to the classic Blue/White control style of deck, incorporating Blue's card drawing, such as Gush and Accumulated Knowledge, and varying amounts of countermagic with White's creature removal element.
Blue - Despite losing the "hard lock" element of the Rising Waters deck, achieved when the Waters player has an Eye of Ramos, a Rishadan Port, a Rising Waters, and a tapped out opponent, this Pro Tour winning archetype lives on. With the amazing synergy between Rising Waters and alternative casting cost spells such as Gush and Thwart, along with the addition of Ribbon Snake, Chimeric Idol, and Withdraw from Prophecy, Waters has proved that it can still thrive in Mercadian Block Constructed, as it has been represented in virtually every Pro Tour Qualifier top eight thus far. 
	Cannon Boling, Winner, PTQ Houston 7/8
Rising Waters
	

	Main Deck
	Sideboard

	4 Waterfront Bouncer 
4 Thwart 
4 Rising Waters
3 Daze
3 Stinging Barrier
4 Gush
3 Seal of Removal
	1 Foil
2 Counterspell
4 Eye of Ramos
2 Drake Hatchling
4 Ribbon Snake
21 Island
1 Rath's Edge
	3 Flowstone Armor 
3 Hoodwink
3 Flowstone Armor
1 Seal of Removal
1 Stinging Barrier
2 Counterspell
2 Bribery


These decks don't play as much countermagic as one would expect to see from a Mono-Blue deck, instead relying on slowing the tempo of the game with Waterfront Bouncer and Rising Waters and eventually taking over with Stinging Barriers and fliers. One thing to take note of is that this decklist comes from relatively early in the qualifier season, and the format has since evolved to the point that Chimeric Idol is a necessity in this deck. This is due to the inclusion of Cho-Manno's Blessing in the Rebel decks, which gives the Rebel player the ability to create a two power protection from blue creature before the Rising Waters player has the chance to mount any sort of defense. If it successfully hits a Steadfast Guard or a Fresh Volunteers, Cho-Manno's Blessing puts the Waters player in a race they simply cannot win without a way to block, and Chimeric Idol solves this problem. There is definitely a lack of synergy between the Idol and the deck's key component, Rising Waters, but the wording of Rising Waters allows for a trick to make the two cards work together a little bit better. Unlike Mungha Wurm and the out-of-print Winter Orb, which both state that you may only untap one land during your untap step, Rising Waters states that you untap no lands during your untap step, instead producing a triggered effect at the beginning of the upkeep step to untap one land. 
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One of MBC's most dangerous fliers 


If you are tapped out, at the beginning of the upkeep you put Rising Waters' effect on the stack, then respond by putting Chimeric Idol's effect on the stack, thus tapping all your lands and making the Idol a 3/3 before the triggered ability of Rising Waters resolves, allowing you to untap one of your lands and have the Idol ready for combat. In a similar rules situation, it is most likely unadvantageous for you to play a second Rising Waters, as it will allow both of you to untap two lands each upkeep instead of one, whereas two Winter Orbs in play at once will still only allow each player to untap one land.
Much like White, Blue has enough solid Constructed cards to make for a second competitive block concept. The Blue flier deck, Blue Skies, has been enjoying a lot of unexpected success this season, proving to be a serious threat in every qualifier in which it appears. Quick, cost efficient fliers such as Ribbon Snake, Rishadan Airship, and Cloudskate are staples in this archetype, along with several of Blue's "free" counterspells like Thwart, Foil, and occasionally Daze. Troublesome Spirit has also found a home in some Blue Skies decks, as it is the dominant flying creature in the format with its pesky four toughness, but it does deter the use of one of Blue's best cards, Counterspell, as you will always be tapped out for the duration of your opponent's turn. 
	Matt Rowland, Top 4, PTQ Roanoke 7/29
Blue Skies
	

	Main Deck
	Sideboard

	3 Ribbon Snake
3 Spiketail Hatchling
3 Drake Hatchling
4 Rishadan Airship
2 Foil
4 Thwart
4 Counterspell
	4 Cloudskate
4 Coastal Piracy
4 Waterfront Bouncer
3 Withdraw
1 Rath's Edge
1 Dust Bowl
20 Island
	4 Troublesome Spirit
4 Hoodwink
2 Bribery
2 Predator, Flagship
3 Seal of Removal


Spiketail Hatchling is included instead of Daze because of its obvious synergy with Coastal Piracy in addition to the fact that it is simply a Daze that attacks and blocks. With both Withdraw and Waterfront Bouncer, this deck has enough bounce to stifle the opponent's early game as well as ensure that its vulnerable creature selection will be protected against the vast amount of creature removal available in the format. Instead of having Troublesome Spirit in the main deck along with Counterspell, the Spirit is instead relegated to the sideboard to provide help in the mirror matchup, as well as provide more stability versus sideboard strategies against the deck, such as Spitting Spider. Also, much like Waters, Blue Skies includes Bribery in the sideboard as the only answer to the bane of all blue decks- Blastoderm; it turns out the most efficient means of answering the 5/5 untargetable monstrosity is to simply yank another one out of their deck!
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