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[image: http://web.archive.org/web/20050301013632im_/http:/www.wizards.com/sideboard/images/cards/tempest/jackal_pup.jpg]Welcome to the third installment of Sideboard's weekly extended metagame analysis, featuring none other than the most popular red deck of all time: Sligh. Like death, taxes, and cockroaches, Sligh is eternal. The exact contents of the deck may change from season to season, but the combination of cheap, efficient creatures and burn always return for another go. This week's column is devoted to the red mage, and looks at the many different spins one can put on the battle cry "Mountain, Jackal Pup, Go!"
Sligh's place in the metagame this year is a good example of the way "ripple effects" shape a format. By ripple effect, I mean that one event, such as the banning of a card or the emergence of an archetype, can change an entire format through expanding circles of influence. The triggering event alters the decks closest to it, and these changes, in turn, affect more and more decks, until the entire format is altered. In this case, the rock in the pond that started it all was the banning of Dark Ritual and Mana Vault in Extended. The first result was to make combo decks slower. This in and of itself shouldn't directly affect Sligh. If anything, it makes Sligh a better choice since quick creatures and burn have a much better chance of outracing slowed-down combo decks. But because of other ripple effects, the exact opposite happened, and Sligh has ended up facing a field full of unfavorable matchups. The most important ripple from Sligh's perspective is that the weakening of combo decks made Survival of the Fittest much more powerful. Last week, I predicted that Tradewind Survival would be one of the most popular archetypes this season. If that holds true-and it seems to be so far, based of the many Survival decks at Grand Prix Phoenix and the first round of PTQs-Sligh has it's work cut out for it. Tradewind Survival and it's kindred blue-green deck, Oath of Druids, are poor matchups for Sligh. The other two most popular decks, Trix and Counter Sliver, are certainly better for Sligh than Survival and Oath, but probably go about 50-50. In fact, the only decks I can think of that are outright favorable matchups for Sligh are Hatred and Stompy, both of which have only been a minor presence in early tournaments. 
Sligh may be lacking favorable matchups this season, but it still has one major advantage going for it: consistency. There was recently an excellent article here on the Sideboard entitled "Consistency, Creatures and Standard", in which Mike Krzywicki discusses why simple creature decks are more consistent than their more powerful combo or control-ish cousins. The heart of Mike's article is well summarized when he says, "Survival of the Fittest/Recurring Nightmare decks don't always draw Survival and Recur, and Replenish decks don't always draw Replenish, but creature decks always draw creatures to play and attack with." In the case of the current Extended, we can say that Oath of Druids decks can't always get an Oath of the table, and Trix can't always find the combo, but Sligh will almost always hit you with a Jackal Pup. Sometimes that consistency alone is enough to carry you to the top. As an example, compare a deck like Sligh to a deck like Trix. As someone who has played Trix quite a lot, I can tell you that the deck sometimes just loses to itself. I have lost plenty of games that had nothing whatsoever to do with anything my opponent was doing. I have Consulted away all my ways to win. I have been unable to draw a Necro or a search card, and I have Necro'd up 15 cards to find 12 land, 2 Mox Diamonds, and a Duress. These "deck implosions" are part of the game, and are the price we pay in exchange for the raw power of the deck when it does work. In comparison, I cannot think of a single game in which I've seen Sligh "lose to itself." Sligh's losses are about the opponent's deck working well, not about self-implosions. Decks like Sligh take advantage of bad draws, slow starts, and inconsistencies of the opponent's deck. It's not the most powerful deck in the field, but it demands that the opposing deck work perfectly... or get run over.
So you've decided to play Sligh. Nothing left to do now but hope to get lucky, right? Ahhh, silly red mage, that's where you're wrong! Sligh is a tougher deck to build than most people give it credit for. Every PTQ season, I build a Sligh deck as part of my playtesting gauntlet. And every year, I get frustrated as I realize that there are many different ways to build a Sligh deck, and I can't be sure which Sligh is the Sligh I will face. There are at least 3 basic variants of the classic mono-red Sligh: the "Pooh Burn" variant that became popular during last year's Extended season, the turbo goblin version "Lackey Sligh", and an all-burn-all-the-time version that I'll call "Blammo!" There are also "Control Sligh" decks that are a cross between Sligh and Ponza, running cards like Pillage, Tangle Wire, and Rishadan Port. Finally, throw in some rogue decks that splash a 2nd color, such as "Land Grant Sligh" or "Forsaken Sligh," and you've got yourself one absolutely gargantuan pile-'o-pups.
Pooh Burn
Pooh Burn was originally designed by Seth "Pooh" Burn and Marc Aquino for PT Chicago '99. It became the standard Sligh deck last season when Alex Shvartsman used it to tear up the Grand Prix circuit, placing in the Top 4 at Madrid and Taipei, Top 8 in Seattle, and Top 32 in Philadelphia. It was conceived in an era when beating Oath of Druids was a key priority. For that reason, the deck is characterized by having only one creature, Jackal Pup, that stays on the table and risks activating an Oath. If an Oath did come into play, the Pooh Burn player could usually shock the Pup out of the way, and try to finish the Oath player off with burn, Ghitu Encampment, and Cursed Scroll.
	Alex Shvartsman, Grand Prix Madrid Top 4
Jan. 2000
	

	Main Deck
	Sideboard

	4 Jackal Pup
4 Mogg Fanatic
3 Ball Lightning
3 Viashino Sandstalker
4 Incinerate
4 Fireblast
4 Shock
	2 Hammer of Bogardan
4 Price of Progress
4 Cursed Scroll
17 Mountain
4 Wasteland
3 Ghitu Encampment
	2 Spellshock
3 Anarchy
4 Pyroblast
3 Keldon Vandals
3 Bottle Gnomes


Lackey Sligh
In contrast to Pooh Burn, nearly all of Lackey Sligh's creatures stay around for the duration. This deck's goal is to mount an overwhelming creature rush before the opponent can set up a defense. In the ideal scenario, the deck can Lackey a Goblin Mutant into play on turn 2, and cast another creature or burn spell to boot. All the creatures, except the indispensable Jackal Pup and Ball Lightning, are Goblins to maximize the power of the Lackey.
	Lackey Sligh
	

	Main Deck
	Sideboard

	4 Jackal Pup
4 Goblin Lackey
4 Mogg Fanatic
3 Goblin Patrol
4 Mogg Flunkie
3 Goblin Mutant
3 Ball Lightning
	4 Shock
4 Incinerate
4 Fireblast
3 Cursed Scroll
16 Mountains
4 Wasteland
	3 Price of Progress
2 Anarchy
4 Pyroblast
4 Pyrokinesis
2 Rathi Dragon


Blammo!
This is a variant we messed around with for a while that capitalizes on direct damage. It's not as robust as the prior two Sligh variants, but don't underestimate how much damage a few well-timed Scent of Cinders can do.
	Blammo!
	

	Main Deck
	Sideboard

	4 Jackal Pup
4 Mogg Fanatic
4 Goblin Patrol
4 Ball Lightning
4 Shock
4 Incinerate
	4 Scent of Cinder
4 Sonic Burst
4 Price of Progress
4 Fireblast
16 Mountains
4 Wasteland
	4 Pyroblast
4 Pyrokinesis
3 Bottle Gnomes
2 Anarchy
2 Balduvian Hordes


Land Grant Gobbo
Sligh's biggest weakness has long been it's inability to destroy enchantments. This is particularly important in an environment where enchantments like Survival of the Fittest, Oath of Druids, and Illusions of Grandeur reign supreme. To address the problem, some designers have turned to a second color. In this example from PT Chicago '99, green gives access to Emerald Charm. The 4 Land Grants are effectively 4 additional Taigas, and also help to thin the deck.
	Stephan Valkyser, PT Chicago Top 16
Dec. 1999
	

	Main Deck
	Sideboard

	4 Land Grant
4 Ball Lightning
4 Fireblast
4 Fireslinger
4 Incinerate
2 Goblin Cadets
4 Goblin Patrol
	4 Jackal Pup
4 Mogg Fanatic
3 Reckless Abandon
4 Shock
11 Mountain
4 Taiga
4 Wasteland
	1 Boil
3 Bottle Gnomes
3 Cursed Scroll
4 Emerald Charm
4 Pyroblast


Forsaken Sligh
Finally, one of the most unusual and clever Sligh decks I have ever seen splashes black for Demonic Consultation. Sligh gains another dimension by being able to fetch whatever card it needs, and the addition of Forsaken Waste to the sideboard is absolutely devastating against Trix. I can personally attest to the power of the Waste, since I met my demise at Grand Prix Philadelphia at the hands of this very deck. 
	Mike Bernat, GP Philadelphia Top 8
Feb. 2000
	

	Main Deck
	Sideboard

	4 Mogg Fanatic
4 Jackal Pup
4 Shock
4 Incinerate
4 Fireblast
3 Ball Lightning
3 Cursed Scroll
3 Hammer of Bogardan
	3 Demonic Consultation
2 Masticore
3 Price of Progress
4 Badlands
2 Mountain Valley
4 Wasteland
13 Mountain
	4 Pyroblast
4 Anarchy
3 Forsaken Wastes
3 Bottle Gnomes
1 Price of Progress


As you can see, there really are a number of ways to go with a Sligh deck, and this list is just the beginning. Robert Swarowski took 5th place at Grand Prix Phoenix last weekend playing a Sligh deck with Fireslingers that didn't quite fit into any of my categories. I also think that Tangle Wire is a card that could be quite powerful in this archetype and deserves to be explored. If you decide to play Sligh this season, chances are you will find what exact combination of cards works for you through trial, error, and playtesting. I hope that these decks give you a starting point. Your comments on this or any of the other articles in this series can be sent to me at michelle_bush@student.hms.harvard.edu
Next week: The Sliver Queen's Revenge! 
[bookmark: _GoBack]
image1.jpeg
1
For cach 1 damage dealt toJackal |
Pup, it deals | damage to you. |

The it morin aferacquiringher
i oot ith





