	MBC Cookbook: Blue Skies 
Alex Shvartsman
"Blue Skies" is one of the most popular MBC strategies currently seen at the qualifiers - a very aggressive mono-blue deck that uses the time advantage of pure speed rather than card advantage to defeat an opponent. The trick is that there are plenty of ways to build this deck and one could spend a lot of time and space arguing over the perfect configuration.
This article will list all of the most viable cards for this archetype and then describe pros and cons of playing or sideboarding each of these cards and, finally, present several deck configurations that have successfully been used, employing this general strategy. This should give newer players an idea why some cards are often chosen over others and, hopefully, spark some deck building ideas even for the more experienced players on the PTQ circuit.
I am interested to hear whether you, the reader, find this format more or less useful than a conventional article. Please e-mail me with your comments at ashv@concentric.net.
BLUE CARDS
	[image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cards/nemesis/accumulated_knowledge.jpg]
Think twice before casting yours first 


Accumulated Knowledge
Pros: Allows a player to cycle through the deck faster to find the more powerful cards. Occasionally nets card advantage.
Cons: The deck can rarely afford time advantage to cast one of these instead of a threat. An opponent might be playing Accumulated Knowledge too - any time you see Islands you'd have to think twice before casting yours first.
Alexi, Zephyr Mage [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A powerful game finisher.
Cons: The game is often decided one way or another by the time you are able to cast it.
Brainstorm [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Allows for more consistent draws, lessens the chance of a poor mana draw.
Cons: An aggressive deck often cannot find the time to cast even a 1casting cost spell early on.
Bribery [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: An excellent answer to Blastoderm or any other strategies using very large creatures.
Cons: Poor against decks with their own bounce spells or Parallax Wave.
Cloud Sprite [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: The only viable creature that can come out turn one.
Cons: Useless on defense, slow on offense with its 1 power. 
Cloudskate [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: The best aggressive creature at a 2 mana casting cost. Combines well with Bouncer/Seal/Withdraw.
Cons: Poor in the mirror matchup or against Rising Waters control version as most other fliers have 3 toughness.
	[image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cards/mm/coastal_piracy.jpg]


Coastal Piracy 
Pros: Refills your hand quickly in some situations, allowing for more aggressive use of Bouncer and faster game development.
Cons: Testing has shown that by the time one can afford to cast Coastal Piracy the game is already won.
Counterspell [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: The best way to say "no" for only two mana.
Cons: Does not work well with Troublesome Spirit. Blue Skies wants to tap out often.
Daze [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: An excellent early countermagic card. People are often unable to play around it in this slow format.
Cons: Becomes useless later in the game.
Dominate [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Allows the deck a way to deal with a creature already in play while forcing an opponent to deal with another threat.
Cons: High casting cost. Many decks may have answers in form of their own bounce or Parallax Wave.
Drake Hatchling [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: One of the best creatures at its casting cost, belongs in virtually all Blue Skies variants.
Cons: Will often attack for only 1 point per turn as you are utilizing your mana to cast other threats early on.
Ensnare [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Capable of breaking any creature stall, or acting as a Fog to buy you a turn.
Cons: At best, a situational card.
	[image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cards/mm/extravagant_spirit.jpg]
Does not play well with others 


Extravagant Spirit
Pros: Larger than other inexpensive flyers in the format, it will dominate the air in the mirror matchup.
Cons: Poor against or with Rising Waters. Does not interact well with Daze and Thwart.
Foil [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to "Force of Will" an opponent's spell at almost any time. Interacts with Gush, Daze, Thwart.
Cons: Costs 3 cards to cast.
Gush [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Helps get out of a poor mana draw, generates card economy and allows a player to return lands to his or her hand to use with Bouncer or Overtaker
Cons: Slows down mana development, at times returning lands to your hand is not advisable as the deck wants to be able to cast Thwarts.
Indentured Djinn [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Very large creature that can be cast very quickly.
Cons: Giving your opponent 3 cards will often be devastating. Especially with cards like Seal of Removal, Parallax Wave and plenty of very cheap black spot removal in the format.
Jolting Merfolk [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: See Ensnare
Cons: Cannot be cast as an instant surprise, may not be enough to break through later in the game.
Misdirection [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: An effective way to stop targeted spells while tapped out.
Cons: Very situational. Most powerful MBC spells cannot be countered by this card.
Overtaker [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Combined with High Market allows for direct creature removal. Allows to reuse dead cards like Daze late game.
Cons: Somewhat situational in its use. Not effective against some strategies.
Parallax Tide [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Effectively stalls slower decks by 2-3 turns. 
Cons: One of many potent cards to choose from a 4 casting cost level. Undesirable to draw later in a game.
Rethink [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Often an effective counterspell.
Cons: Not as good as actual Counterspell in a monoblue deck. Blue Skies tends to tap out early on, not leaving enough mana untapped to cast this card.
	[image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cards/prophecy/rhystic_study.jpg]
A blue Stone Rain 


Rhystic Study
Pros: A blue Stone Rain for all intents and purposes. Can be very powerful if played on turn three.
Cons: Ineffective later in the game, or in decks that have no other Disenchant targets.
Ribbon Snake [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A great deal at its casting cost, able to get around its disability in a deck built around time advantage. 
Cons: Occasionally will be unable to get through later in the game. 
Rishadan Airship [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Highest power at its casting cost, puts opponent on a very fast clock.
Cons: Low toughness leaves it very vulnerable to many popular removal spells in the format.
Rising Waters [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Shuts down or severely handicaps many of the slower strategies.
Cons: Can only be effectively cast once you are already ahead in table position.
Rootwater Commando [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Effective in mirror matches or against Rising Waters, while other creatures will often generate a stall.
Cons: Very inefficient when opponent controls no Islands.
Sand Squid [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Islandwalk and an ability to shut down opponent's largest creature make this card pretty versatile.
Cons: At its high casting cost for a 2/2, inefficient when your deck is on an offensive.
Saprazzan Outrigger [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A very effective blocker on the ground, able to take out most threats including the feared Blastoderm.
Cons: Not very efficient as an attacker because of its built-in card disadvantage.
Seahunter [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to summon Jolting Merfolk and Rootwater Commando.
Cons: Relatively slow and only works with cards that likely belong in the sideboard rather than maindeck.
Seal of Removal [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Excellent time advantage utility, able to bounce any creature for only one mana.
Cons: Inherent card disadvantage means you must win relatively quickly after using cards such as Seal of Removal, before an opponent is able to fully recover and start taking advantage of card economy he's gained.
Spiketail Drake [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Fairly large flying creature with a useful built in ability.
Cons: Very high casting cost for a deck that wants to play spells that return lands to its hand.
	
Time advantage and beatdown 


Spiketail Hatchling
Pros: One of the few playable cards at a 2 casting cost, able to both put pressure on an opponent and slow him or her down.
Cons: Makes Daze a lot less useful, since an opponent playing around this card will effectively play around Daze too.
Stinging Barrier [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to block ground creatures and remove smaller creatures in combat, as well as deal direct damage.
Cons: A bit too slow and expensive for an aggressive deck.
Stronghold Zeppelin [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A significant threat at a reasonable casting cost. Very strong in a mirror matchup.
Cons: Unable to block against most decks.
Submerge [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: When its alternative cost can be paid, much more effective than Seal of Removal because it does not cause its caster to lose card economy and also can be played as an instant.
Cons: Only works against decks with Forests, so only viable as a sideboard option.
Thwart [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to counter any threat past turn three.
Cons: Sets your mana development back three turns, potentially crippling your game plan
Troublesome Spirit [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: It's big. No, bigger than that. It's BIG. And it only costs 4 mana.
Cons: Forcing you to tap out every turn leaves cards like Counterspell useless and does not sit well with Rising Waters.
Waterfront Bouncer [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to gain tremendous time advantage by returning your opponent's creatures to their hand and allowing your flyers to win the damage race.
Cons: Card disadvantage.
Withdraw [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: In the right situation, able to absolutely ruin your opponent by returning two of his biggest threats.
Cons: Not as versatile as Seal of Removal. Cannot be cast at all when there's only one creature in play.
LANDS
Most of the lands in your deck will be Islands. One Con of every other land is that it simply isn't an Island, interacting poorly with cards like Daze, Thwart and Foil. This is actually a significant matter for this strategy, so most Blue Skies variants run few or no non-basic lands.
Dust Bowl [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Will take out Kor Haven, Rath's Edge.
Cons: Expensive to activate. Cards it destroys are often only minor inconveniences to this deck.
	
Combine with Overtaker for board control 


High Market
Pros: Combines with Overtaker to take out opponent's creatures.
Cons: Practically useless on its own. Only worth playing with Overtaker.
Rath's Edge [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Able to take out opponent's Waterfront Bouncers or other small creatures, deal direct damage.
Cons: Very expensive to activate; Legendary.
Saprazzan Skerry [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Provides a boost of speed early in the game, allowing you to cast second turn Drake or Snake, third turn Spirit.
Cons: Makes your mana base less consistent in the long run.
Tower of the Magistrate [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Cowardice based decks will be unable to win game one if you are playing these.
Cons: Useless in most other matchups, though occasionally will let you block a Chimeric Idol.
ARTIFACTS
Chimeric Idol [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A powerful creature that comes out early and able to both attack or block against most decks in the format. Does not die to sorcery-based removal like Forced March. Interacts well with Troublesome Spirit.
Cons: One of the few if any permanents in the deck that can be Disenchanted. Interacts poorly with Rising Waters.
Distorting Lens [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Capable of protecting your creatures from black creature removal spells, or of getting around Story Circle.
Cons: A very reactive card in a deck that strives to win by overwhelming an opponent quickly
Flowstone Armor [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Capable of taking out opponent's Bouncers, various Mercenaries, etc.
Cons: Relatively slow and costly utility card that will usually only work against a handful of cards in opponent's deck
Power Matrix [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: A great way to break the stall in a mirror matchup or allow any of your creatures to get through.
Cons: Relatively expensive for a creature enhancement tool.
Predator, Flagship [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: Later in the game, capable of dominating any creature-based matchup. Legendary, so prevents an opponent from casting theirs.
Cons: Only effective very late in the game. Can often be overwhelmed by opponent who already has multiple creatures in play.
Tangle Wire [image: http://web.archive.org/web/20050124052234im_/http:/www.wizards.com/sideboard/images/cardback.jpg]
Pros: In some cases able to "Time Walk" an opponent for one or two turns.
Cons: Relatively useless later in the game, does not interact well with bouncing your own land and isn't effective when an opponent has a Rebel searcher in play.
Below are several examples of successful Blue Skies variants:
Seth Burn's version played by Team Mogg Squad in World Championships. Brian Davis went 6-0 with this version:
	Brian Davis - 6-0, Worlds 2000
Team Mogg Squad Blue Skies
	

	Main Deck
	Sideboard

	2 Spiketail Hatchling
1 Rishadan Airship
3 Stronghold Zeppelin
4 Troublesome Spirit
4 Chimeric Idol
4 Waterfront Bouncer
4 Gush
	4 Rising Waters
1 Foil
4 Thwart
2 Daze
4 Eye of Ramos
22 Island
1 Rath's Edge
	2 Daze
1 Foil
2 Submerge
2 Distorting Lens
3 Saprazzan Outrigger
3 Rishadan Airship
1 Bribery
1 Stronghold Zeppelin



	Nicolas Labarre - 5-1, Worlds 2000
Blue Skies
	

	Main Deck
	Sideboard

	4 Waterfront Bouncer
4 Drake Hatchling
3 Ribbon Snake
4 Stronghold Zeppelin
4 Troublesome Spirit
3 Spiketail Hatchling
2 Thwart
	3 Foil
4 Withdraw
3 Coastal Piracy
4 Brainstorm
19 Island
3 Rath's Edge
	3 Submerge
4 Counterspell
3 Rootwater Commando
3 Rhystic Deluge
2 Bribery


Tore Skålevik finished third with his version of the deck in a PTQ held in Oslo, Norway last weekend:
	Tore Skålevik - Top 8, PTQ Oslo 8/12/00
Blue Skies
	

	Main Deck
	Sideboard

	4 Waterfront Bouncer 
2 Spiketail Hatchling 
3 Cloudskate 
3 Rishadan Airship 
4 Troublesome Spirit
2 Seal of Removal 
3 Withdraw 
	2 Rhystic Scrying 
3 Gush 
4 Thwart 
2 Foil 
2 Daze 
2 Stronghold Zeppelin 
22 Island 
2 Rath's Edge 
	1 Withdraw 
3 Submerge 
2 Hoodwink 
1 Stronghold Zeppelin 
2 Flowstone Armor 
3 Saprazzan Outrigger 
1 Distorting Lens 
2 Bribery 
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