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Mike Long
Let the New Cards Speak 
	I hadn't even thought of playing Skizzik...


It's difficult to find a home for new cards. You're sure they're good, but will they mingle sweetly with the neighbors? Deck construction really comes down to figuring out which cards are happy together. Example: Pillage, Stone Rain and Avalanche Rider lay the foundation of a happy land destruction deck. Finding sets of cards like these is the key to discovering new decks. 
	Red/Black - "Machine Head"
	

	Main Deck
	Sideboard

	1 Pyre Zombie 
1 Plague Spitter 
4 Chimeric Idol 
4 Blazing Specter 
3 Skizzik
1 Crypt Angel
4 Seal of Fire 
4 Vampiric Tutor 
1 Scorching Lava
4 Fire Diamond 
3 Pillage 
1 Hammer of Bogarden 
	1 Urza's Rage 
3 Void 
1 Cave In 
1 Earthquake 
1 Yawgmoth's Agenda
4 Sulfurous Springs
4 Urborg Volcano
5 Swamp
7 Mountain
2 Dust Bowl
	



	[image: http://web.archive.org/web/20040929165810im_/http:/www.wizards.com/sideboard/images/cards/invasion/void.jpg]
The beating of a lifetime 


One solid way to place new cards is to try them in a classic framework, see how they fit. Two standouts from Invasion are Void and Blazing Specter. Since there is no modern template for Black/Red, I decided to splash black into Ponza with help from new dual lands and old pain lands. Void and Specter started for Avalanche Rider and Masticore; Spitty the Plague Spitter and Vampiric Tutor made the cut as test cards.
Voids and Specters played great. New Ponza, however, struggles with Tsabo's Web. Think of it as a free Stone Rain against Dust Bowl and Rishadan Port. Teferi's Response is no better, and when I removed the Ports and a couple Dust Bowls, the land destruction was just too thin to win.
Still, I wanted to work Red/Black. Vampiric Tutor is super in a card count economy machine like this, so I tried more "one of" advantage cards like Urza's Rage and Pyre Zombie. Seal of Fire and Pillage keep a solid element of Ponza control intact. A turning point for "Machine" came when Sam Fog replaced the Tectonic Breaks choking up his hand with Skizzik, a card I hadn't even thought of playing. Big quick tramplers get the game over quick once disruption and removal work their magic.
In play: This cross between Finkel Black and Ponza (the two finals decks from this year's Nationals - see them here) develops slowly in the first couple of turns, but starting on turn three things get rolling. I've seen few decks that love a second turn Diamond so-third turn Specters are your friend, and Voiding out a fresh Blastoderm is pretty sweet 4th turn... not to mention dropping a bony elbow on Blasty's comrades Armageddon and Parallax Wave. 
[image: http://web.archive.org/web/20040929165810im_/http:/www.wizards.com/sideboard/images/cards/nemesis/seal_of_fire.jpg]The Machine has a good balance between removal (Seal of Fire and Pillage), cool creatures (Blazing Specters and Skizzik), and bombs (Void and Yawgmoth's Agenda). It also sports flexible cards like Urza's Rage and Hammer of Bogarden, both of which electrocute threats early and barbecue opponents late. It really only loses when faced with a deck which plays threats early and often, and even then you have a good chance with mass removal. Armageddon is no fun either. Be sure to hold land if possible, and don't be afraid to tutor for a Diamond.
Grade A, maybe A+ with extra credit tweaking.


	Merfolk - "Voodoo Slumber Party"
	

	Main Deck
	Sideboard

	2 Vodalian Merchant 
4 Rootwater Thief
4 Lord of Atlantis
4 Vodalian Zombie
4 Chimeric Idol
2 Chromatic Sphere
3 Daze
	4 Sleeper's Robe
3 Thwart
4 Foil
4 Gush
4 Underground River
4 Salt Marsh
14 Island
	


Though it's a bit cliché, soon as I saw the multi-colored Merfolk, I had to build a Merfolk deck. At first I was greedy, trying to use both Blue/Black and Blue/White Merfolk, but like I said in the first article: the fewer Islands in your blue deck, the further it strays from power. I pulled White Merfolk and Disenchants, and the deck began to sing.
In play: Much like Blue Skies, The Party drops pressure early and backs up its moves with tap-out counters. It develops a little more quickly than Skies and has a pair new threat cards: Sleeper's Robe is madness, especially on Lord of Atlantis (which usually can't attack or block if your opponent has a creature - suddenly you have a Crusade and Library of Alexandria that says "spank you very much" for 2 a turn)! Against green, Vodalian Zombie is the biggest 2/2 you've ever seen. He wrestles down Blastoderm, snacks on elves like onion rings, and even stalemates River Boa if you manage to Gush or Thwart Islands back to your hand, all of which gives you time to develop other threats and win. Party's major weakness is that a successful Cave-In kills all of your creatures besides Idols. Should be great versus Nether-Go though, especially with some Cremates from the sideboard.
Grade B+
	3-Color Monsters - "Momma's Family"
	

	Main Deck
	Sideboard

	4 Assault and Battery
1 Seal of Cleansing
2 Wax/Wane
2 Scorching Lava
1 Meteor Storm
1 Tsabo's Web
1 Urza's Rage
1 Hammer of Bogarden
3 Parallax Wave
2 Earthquake
4 Birds of Paradise
4 River Boa
	4 Chimeric Idol
2 Blastoderm
1 Jade Leech
2 Saproling Burst
3 Rith the Awakener
4 Elfhame Palace
4 Brushland
4 Shivan Oasis
4 Karplusan Forest
2 City of Brass
3 Mountain
1 Plains
	


My buddy Daniel spent the last 2 months stomping Tampa Bay mages with simple Red/White removal that won with Lightning Dragon and Blinding Angel. Now that his favorite dragon flew off into Extended, he asked my opinion about Standard-izing the deck. We spent a while looking it over and decided there was no other option than adding a third color, trying out every good Green, White and Red card, and winning games with Rith, the Awakener, affectionately known as "Momma." 
[image: http://web.archive.org/web/20040929165810im_/http:/www.wizards.com/sideboard/images/cards/invasion/rith_the_awakener.jpg]We built "Momma's Family" on the same foundation as his old Red/White: everything is either mana, a creature or removal. Since we didn't know exactly which creatures or removal to choose, we went with a broad mix and were pleasantly surprised. Though your results may differ, this is the kind of deck that I expect to see a lot of, all of the cards that people want to try plus Birds and dual lands.
In play: The blend of creature kill provided by Assault and Battery, Rage, Hammer, Scorching Lava and Parallax Wave is big trouble for any creature deck. Plus, "Momma' Family" is filled with solid creatures sending solid pressure. Best of all, most decks can't deal with a 6/6 flier that spawns 2-3 little saprolings the first turn and eighty gajillion billion million of them every turn after. Plenty of nice targets to overwork your opponent's Disenchants too-a late Saproling Burst is every bit as devastating as you remember from MBC. Wrath of God is not your friend, though. Be cautiously aggressive, use Idols and Bursts to best effect, remember you have a Rage, and try to slip Meteor Storm sidewise through the counters.
Grade: B+
I know a lot of us are really looking forward to States this year. As testing goes on, we find the environment more and more fun, with a broad span of options and angles. By the time Nationals and Worlds roll around, I predict a Standard "golden age," with popular 4-5 color decks and near as many different decks as players. 
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