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	Creature - Beast 
	

	Flying
When Cavern Harpy comes into play, return a blue or black creature you control to its owner's hand.
Pay 1 life: Return Cavern Harpy to its owner's hand.
2/1

	





If there is one thing R&D is extremely good at, it is throwing us for a loop with new mechanics. Planeshift will bring us a new one dubbed gating. A card with gating forces you to bounce a permanent when you play it. Normally a card has gating as a way to balance its power. So creatures with gating are normally cheaper, or more powerful, than you would expect if they didn't have gating.
If we took the gating away from the Harpy (i.e. remove the "come into play" condition) we would have a very, very impressive creature. A black flier that can be bounced is almost impossible to stop. As long as you could spare a few life points, you could save it from all the removal spells and you could stop almost any creatures, including the almighty Dragons. Alas, the Harpy has gating. Not as impressive after all right? Well, maybe not as powerful, but immensely interesting. 
One of the most important aspects of analyzing a Magic card is that they don't work alone; they have to be a part of a whole deck. What may seem an annoying disadvantage might turn out to be just what turns it into the shining star of your next deck. All we have to do is find some way to turn the Harpy's gating into an advantage or at least reduce the handicap.
As Darwin Kastle so clearly showed us with Fleetfoot Panther, gating has tremendous synergy with "come into play" effects and Fading. So our first stop in the quest to break the Harpy is to find black or blue creatures that fit those two categories.
We will start by looking at Limited, and therefore Invasion. A first point to remember is that the Harpy helps you save creatures locked under enchantments, for example Shackles, Mourning or crippling Exotic Curses. In the "comes into play" department we have Ravenous Rats, Crypt Angel, Phyrexian Delver, Urborg Emissary, Tolarian Emissary and Vodalian Merchant. All these creatures turn the Harpy's gating into an insignificant nuisance or even a welcomed advantage.
Coupled with the Harpy's self-bouncing ability, you might even repeat the process several times, as long as you can spare the life. Replaying a Crypt Angel to recycle your army or a Ravenous Rats to eat away your opponent's hand seems like an interesting prospect despite the amount of mana involved and the loss of life.
Another creature ability that interacts quite nicely with gating is Kicker. Not only even "come into play" effects are involved (as we saw above with Urborg Emissary or Tolarian Emissary) but also in "simple" creatures. How many times did we have to wait for that second island or that fifth land to cast a Faerie Squadron? Or we needed that Vodalian Serpent to stop something but got into trouble waiting to reach the mana to pay the Kicker?
With gating you can drop a first turn Squadron and start whacking your opponent right away. When the time is right, you drop a gating creature to get the Squadron back to replay with kicker.
In Invasion Limited, Blue-Black-Red is widely considered the best color combination. As the whole block unfolds, this might changed dramatically but for the next tournaments most players will still try to build it, since Planeshift cards will still be fairly untested. The Harpy fits quite nicely in those colors, and is common, which means there will surely be a few Harpies flying around in the next Limited tournaments.
Will the Harpy be as hot in Constructed as in Limited? Not really. Constructed is a whole different ballgame. Incorporating gating into your Constructed deck involves more thorough consideration: you certainly want to abuse gating creatures but you also want to be extra careful with the quantity. Not only to avoid a slow start (or getting completely stuck because the only creatures in your hand have gating) but also of the threat of mass removal.
Right now in Standard, the most popular removal spells are not targeted, they clean the whole table, or at least the opposing side of the table! Mass removal is certainly gating creatures' most dreaded nemesis. If your opponent wipes away your whole team and you keep drawing gating creatures you will have a hard time rebuilding you army, or mounting any pressure at all.
With that in mind, we must try to fit the Harpy, or any other gating permanent, into a deck where it will help out but not interfere. As a 2/1 flier for two specific mana, the Harpy isn't the most powerful thing we've ever seen, but its inherent bounce ability can come in handy. Not only as a recurring way to replay other creatures, for example the ever-annoying Ravenous Rats, but also as an emergency to save a creature or block a troublesome threat. If we pay life to draw cards we might also want to pay life to save our little Harpy.
Apart from any surprises that Planeshift might still give us, the Harpy will have a hard time finding any spots in today's blue-black decks. It's best bet would be a blue/black Blue Skies variant. The Harpy would certainly help breathe some extra life into a faded out Cloudskate or help a Jolting Merfolk come back for a second serving of tapping. The real trouble here is the stiff competition from the large number of quality blue and black fliers.
After all, the best part about a new expansion is renewing our drive to rework decks and test new ideas. Sometimes those "post Prerelease deckbuilding" syndromes yield dominant decks. The first big Block tournament, PT Tokyo, is just around the corner... do you think we will see a few Harpies circling high over Tokyo? 
For information about Planeshift Prereleases, click here.
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