The MBC Metagame - Part Two 
Mike Krzywicki
	Forests, Mountains, and Swamps didn't get a whole lot of respect at Pro Tour: New York this year, as Plains and Islands ruled the weekend. But, with the addition of Prophecy for the qualifier season, these formerly shunned basic land types are finding new homes at the top of the standings. What has Prophecy bestowed upon these colors to derail White and Blue's dominance? 
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This season's MVP 


Green - Green has some truly incredible cards for Mercadian Block. Blastoderm just might be the most powerful card in the entire format, despite the fact that it will only hang around for three turns. Its cheap casting cost and high power/toughness, coupled with its untargetability, make for some difficult choices for the opposing player, as he or she must decide to either take five damage each turn, or throw smaller creatures in the way to maintain a reasonably high life total. The best aspect of Blastoderm, though, has to be its supporting cast. Silt Crawler and Chimeric Idol provide two extremely cost efficient creatures that come out the turn before the 'Derm. Vine Trellis provides the possibility of getting out the almighty 5/5 on the third turn, in addition to providing a 0/4 blocker and non-land mana versus Rising Waters. Saproling Burst is an extremely versatile threat card, since the Burst player will have the information of what his or her opponent does on their turn before the decision of how many Saproling tokens to make needs to be made. Whichever way you do it, 2 5/5s, 3 4/4s, or 4 3/3s, it is sure to drastically impact the game in your favor. However, that's it for Green's allstars. Some people have tried to use Stampede Driver and more large green creatures, like Hunted Wumpus and Rhox, but the consensus strategy for making a successful green deck has been to merge it with White, Black, or Red, all of which provide the removal spells, in addition to other perks, which Green desperately needs.

		Joel Priest, Winner, PTQ Philadelphia 7/22
Snuff-o-Derm
	 

	Main Deck
	Sideboard

	3 Primeval Shambler
4 Seal of Doom
4 Snuff Out
4 Thrashing Wumpus
3 Vendetta
4 Saproling Burst
	4 Blastoderm
4 Silt Crawler
4 Chimeric Idol
14 Swamps
12 Forests
	3 Forced March
4 Massacre
4 Distorting Lens
4 Reverent Silence
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G/B relies on extremely efficient removal 


Now that's a lot of removal. Seal of Doom, Snuff Out, and Vendetta all clear the path for the large Green and Black creatures in the deck. Thrashing Wumpus is especially good, as it is capable of sweeping the board for Blastoderm and Chimeric Idol, and it also affords its player the ability to burn out an opponent with a lower life total in a single turn. Primeval Shambler is a good metagame decision versus other Green decks, since it is nigh impossible to kill with both Red and Black removal spells, and it has the potential to be far bigger than any other creature in play, including Blastoderm. I'm assuming the omission of Vine Trellis is justified in order to make the mana more consistent, as it appears that the slots that Vine Trellis would normally occupy are instead occupied by lands. This lack of alternative mana sources weakens the deck versus Rising Waters, but this is compensated for with a full complement of Reverent Silences in the sideboard. Distorting Lens is another interesting sideboard choice, as it improves the deck's chances versus Story Circle while also making its core of removal spells playable versus other Black decks, where they would normally be dead cards.

		Tim Krzywicki, Winner, PTQ Roanoke 7/29
Red/Green
	 

	Main Deck
	Sideboard

	4 Blastoderm
4 Silt Crawler
4 Chimeric Idol
4 Saproling Burst
4 Vine Trellis
4 Rhystic Lightning
	4 Thunderclap
4 Ancient Hydra
2 Seal of Fire
2 Rupture
13 Forest
11 Mountain
	3 Reverent Silence
3 Hunted Wumpus
2 Seal of Fire
2 Flowstone Slide
2 Woodripper
3 Spitting Spider
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Blastoderm's going to die anyway, right? 


The normal assortment of Green cards is here as well, this time with Red removal accompanying them. However, an interesting facet of this deck is that, due to the aggressive nature of the deck, cards like Rhystic Lightning, Seal of Fire, and Ancient Hydra can be used to end games in addition to getting creatures out of the way. Rupture is exceptional in this deck, as all its creatures make great sacrificial targets; it has eight creatures of power five (four Blastoderm, four Ancient Hydra), as well as four Saproling Bursts, which can create one large Rupture target, then create one or more smaller Saproling tokens after the board has been cleared. In the sideboard, Woodripper is very good. So good, in fact, that he may be worthy of main deck consideration. In addition to being a natural defense against Wave of Reckoning, it is certain that about 90% of the players at any given qualifier will have four Chimeric Idols in their deck, and Ramos artifacts are also becoming quite popular, so his artifact-destroying ability will definitely not go to waste. Hunted Wumpus is extremely effective against other Green decks, since he will always be the biggest creature on the board, even bigger than Blastoderm. However, versus decks with Mageta the Lion, this guy should probably stay on the bench, since Mageta can hit the board for free via Hunted Wumpus's drawback. Mageta is generally devastating versus all creature-based strategies, with Green/Red being no exception. Flowstone Slide is an excellent means of sweeping the Rebel deck's side of the table, and, unlike Rupture, cannot be effectively countered with Reverent Mantra or Cho-Manno's Blessing.

		Josh Jore, Top 8, PTQ Columbus 7/14
Green/White
	 

	Main Deck
	Sideboard

	4 Fresh Volunteers
3 Seal of Cleansing
4 Ramosian Sergeant
4 Parallax Wave
4 Silt Crawler
2 Afterlife
	3 Reverent Mantra
4 Saproling Burst
4 Chimeric Idol
4 Blastoderm
13 Plains
11 Forest
	4 Voice of Truth
3 Ramosian Rally
2 Aura Fracture
1 Disenchant
2 Afterlife
1 Reverent Mantra
2 Defender En-Vec
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This is the only of the permutations of Green to include a solid early game mana curve. Where Snuff-o-Derm and Green/Red both start their games at the three mana slot, Green/White has access to the one and two casting cost Rebel engine, albeit only a fraction of the engine played by Mono-White Rebels. Parallax Wave is also incredible in this deck, especially when used to follow up a Blastoderm or a Saproling Burst, ensuring your creatures get through for maximum damage. Unfortunately, that's where the benefits of playing White end. Afterlife is a decent removal spell, as is anything that is capable of dealing with Mageta the Lion, but that's it, and if you look at Snuff-o-Derm and Green/Red, both have over fifteen cards which can be used to removed creatures from play, all of which are either relatively inexpensive to cast, able to be cast with an alternative cost, or extremely versatile. The Rebel chain is tempting, as is the ability to play with Disenchant or Seal of Cleansing, but all in all, Green/White seems to be the weakest of the three viable Green/X color combinations.
Red - There really isn't much to say here. Red has some very strong cards, with its wide array of damage-based removal spells, like Thunderclap and Rhystic Lightning, and a few solid creatures, like Scoria Cat and Ancient Hydra, but there just isn't enough there to warrant playing Red as anything more than a splash color in Mercadian Block.

		Adrian Sullivan, Winner, PTQ Chicago, 7/01
Mono-Red
	 

	Main Deck
	Sideboard

	4 Lava Runner
4 Chimeric Idol
3 Veteran Brawlers
2 Scoria Cat
3 Task Mage Assembly
4 Thunderclap
4 Seal of Fire
	3 Cave-In
2 Flowstone Slide
3 Tectonic Break
4 Kyren Toy
2 Rath's Edge
2 Dust Bowl
20 Mountain
	2 Heart of Ramos
2 Scoria Cat
4 Stone Rain
3 Mogg Salvage
2 Ancient Hydra 
1 Flowstone Slide
1 Tectonic Break
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This clown means business 


Like I said, I don't recommend playing Mono-Red in Mercadian Block, but, if for whatever reason you feel that you must, this is a good design to work off of. Tons of removal, including the reusable Task Mage Assembly, as well as the potentially game-ending Tectonic Break. Note also how well Kyren Toy works in this deck; it has great synergy with Tectonic Break, both in generating enough mana to kill all lands in play and as a mana source after the Break hits, and can also make for a huge Flowstone Slide or Task Mage Assembly activation. Also, it provides the potential to get out the monstrous Scoria Cat out on the fourth turn, as well as help to tap your lands without taking mana burn to keep the Cat at 6/6. Two notable main deck omissions are that of Ancient Hydra and Rhystic Lightning, both of which are probably better than the Lava Runners despite the Runners' favorable interaction with Task Mage Assembly. One thing to keep in mind when playing this deck is that, like Rising Waters, it is extremely vulnerable to Cho-Manno's Blessing out of the Mono-White Rebel decks, so removal spells should be played only when you can respond with another removal spell to counter the Blessing.
Black - Early in the qualifier season, when Mono-White was still the top gun, Control Black was played as a metagame answer to White. Thrashing Wumpus, Ascendant Evincar, Massacre, and Forced March, in addition to Black's slew of pinpoint removal spells, typically spell doom for White decks, as their Rebel searchers probably won't ever get activated in the course of a match. Chilling Apparition in combination with a Dark Ritual on the first turn is almost an automatic win in itself, as Black's plethora of removal will surely clear the path for the powered-down Hypnotic Specter while it strips the opponent's hand completely. The Apparition also provides much-needed defense versus Blastoderm, Primeval Shambler, and other large threats.

		Alan Shuldiner, Top 8, PTQ Roanoke 7/29
Control Black
	 

	Main Deck
	Sideboard

	2 Cateran Slaver 
3 Primeval Shambler
4 Chilling Apparition
3 Forced March
4 Snuff Out
3 Seal of Doom
4 Thrashing Wumpus
	4 Disenchant
4 Dark Ritual
3 Extortion
1 Kor Haven
7 Plains
16 Swamp
	3 Deepwood Legate
1 Massacre
1 Predator, Flagship
2 Wave of Reckoning
2 Seal of Cleansing
1 Extortion
3 Unmask
1 Forced March
1 Cateran Slaver
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He's a beast 


This deck, in particular, seems to be geared towards the mirror match, with the inclusion of many controlling cards like Extortion and the swampwalking Cateran Slaver, which can also search out Primeval Shambler, another excellent card against other black decks. Also, the inclusion of White, which gives access to Disenchant and sideboard Seal of Cleansing, helps this deck versus Rising Waters, as it is very, very mana intensive and can't operate with any degree of efficiency once a Waters hits the board. White also gives this deck another Wrath of God effect in Wave of Reckoning, a crucial sideboard card against decks with Blastoderm, especially Green/Red, which is probably Control Black's worst matchup. Massacre, previously touted as the best answer to White, has been decreasing in popularity since it doesn't kill Chimeric Idol, Mageta the Lion, or Blinding Angel, all of which appear in great frequency in White decks. This sideboard reflects that, playing only a single copy of Massacre, instead relying on other board clearers like Forced March, Thrashing Wumpus, and Wave of Reckoning to get the job done. 
The above decks are an accurate representation of the PTQ metagame thus far, but what did Friday's Block Constructed event at the World Championships in Brussels reveal? Not much in the way of new decks. Jon Finkel chose to play a very close approximation of Joel Priest's Snuff-o-Derm deck (he added Vine Trellis) for the Block event, which he piloted to the 3-0 start he needed to secure a spot in the top eight. Mogg Squad chose to incorporate Rising Waters, Eye of Ramos, and Gush into Blue Skies, producing mixed results among those who played it; Brian Davis went 6-0 with the deck, while Jakub Slemr played it to a disappointing 1-5. Rebel White was the most represented deck among the field, with Black/Green Snuff-o-Derm, Rising Waters, and Blue Skies rounding out the top four. This was pretty much to be expected, as those decks have been represented with similar frequency in the PTQ top eights so far this season. 
What's the best deck? There might not be one. There are two very solid mono-color deck archetypes right now in Rebel White and Rising Waters, and then there are the Blastoderm decks. While the overall card quality in the Green/X decks is better, the fact that they are all two color decks in a format with no dual lands or other means of producing more than one color of mana is a definite detractor. In fact, the only deck of the three that doesn't play double color in both its colors is Green/Red, which uses Red as a splash in the true sense of the term; both Green/White and Black/Green play Blastoderm in addition to Parallax Wave/Mageta the Lion and Thrashing Wumpus, respectively. If you feel comfortable with the tradeoff of consistency for power, then a two-color deck is probably your best bet. 
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