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Wow - what a format! I remember hearing that there would be a Five-color World Championship at Pro Tour Chicago, but I didn't know much about the format at the time. I saw Bob Maher playing his deck for fun and after reading some articles on the format I got inspired to throw a deck together before Pro Tour L.A.
I pulled out my binder of Type 1 cards and there they were, staring up at me ... lonely: four black bordered Hypnotic Specters. Then I turned the page and "Oh yeah, I own two Juzáms!" I heard a lot about combo decks and control decks, but I knew right then that I wanted to build a base black "five" - Suicide Five!
Five-color is sweeping the country mostly because a lot of you are just like me, with a binder of old cool cards sitting on a shelf somewhere that you'd love the opportunity to play with again. The rules of Five-color are set up perfectly for this purpose - you have to play at least 250 cards and you have to play at least 18 cards of each color (gold cards count as just one of their colors - your choice). The banned and restricted list (maintained at www.5-color.com) is similar to the Type 1 list, but with a number of modifications because many cards (especially effects that let you search your library) are just better in 5-color.
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Broken? 


Five-color Magic is always played for cut-ante, and that introduces a whole host of strategic wrinkles. (Playing for ante means that before the game begins, you and your opponent cut each other's decks and flip over cards until you hit a rare. Whoever reveals the card with a higher casting cost gets to play AND draw and then the winner of the game keeps both cards.) The first strategic wrinkle is that ante cards are legal. Wizards hasn't printed one since Homelands, but there are a couple of really good ones that are so good they help to define this format. Contract From Below is, quite simply, the best card in the history of the game. Not only do you get to draw 7 new cards, but your opponent doesn't get to do anything. The only drawback is that you have to ante up an additional card. Of course, when you draw 7 extra cards, your odds of winning the ante go up significantly, so it's unclear how big a drawback that actually is. Oh yeah, it only costs [image: Black Mana]. Seven cards for one black mana is fair, right?
The other oft-played ante card is Jeweled Bird, which can be exchanged for any one card that you've anted up this game. Did your opponent randomly cut you to something you don't want to lose? Give them this random Chronicles card instead. And that segues nicely into the other major strategic wrinkle caused by playing for ante: keeping score is just weird! Having better cards in your deck often means having more expensive cards in your deck, like Moxes and Juzáms. However, it's not clear that your deck gets enough better when you add in expensive cards to justify the risk of losing them in ante. If my deck beats yours 2 out of 3 times, but my average card is 3 times as expensive as yours, you'll walk away with better cards than you started with! This is precisely how Richard Garfield imagined the ante mechanic working when he first introduced it to the game way back in Alpha, by the way.
If you impose a tournament structure on the game of Magic, ante doesn't work nearly as well (because winning 2 out of 3 means you just win and there's no longer a balance between decks with different price tags), but ante is a fine balancing mechanic for casual play, which is what 5-color Magic is all about anyway.
[image: http://web.archive.org/web/20050524134619im_/http:/www.wizards.com/sideboard/images/cards/fe/order_of_the_ebon_hand.jpg]When I sat down to build my deck, I pulled out all the cards I could think of that were ever good in black weenie decks. Sarcomancy, Order of the Ebon Hand, Phyrexian Negator, etc. Basically I took the old school black speed weenie cards plus the Hatred deck cards plus I put in all the cards from the Necro deck I used to win Pro Tour Chicago '97. (Like I said - the point of the format is to play all the old cool cards you haven't had the chance to play with in a while.) I decided I would play the minimum 18 cards of each color other than black, about 100 land (which is the same ratio of land you get by playing 24 in a 60 card deck), and the rest would be black cards. I figured by having lots of lands that produce black mana, I could support double black spells like Hymn to Tourach and Dauthi Slayer.
When I tried the deck out at PT LA, I was fairly surprised at how well it played and I gradually came to understand which cards worked in the deck and which didn't. Necropotence was depressingly mediocre. I really wanted "the skull" to work out (I was actually surprised it wasn't restricted), but you just can't build a deck that works well under Necro and works well when you don't draw it, so they all got cut. The Lakes and the Drains went next and I no longer had all my Chicago cards in the deck but hey, that was fun while it lasted. Hatred turned out to be really good, as did Armageddon. I had been using lots of Mirage "fetch lands" (since they can get dual lands) plus Thawing Glaciers to help make my mana work, but all those comes into play tapped lands had horrible synergy with my basic beatdown plan so they got trimmed in number, trimmed some more, and eventually cut.
[image: http://web.archive.org/web/20050524134619im_/http:/www.wizards.com/sideboard/images/cards/an/serendib_efreet.jpg]My latest tweak was also with an eye toward "being the beatdown" - I pulled all the random enchantments from my deck along with the ways to tutor for them (Enlightened Tutor, Sterling Grove, etc.). I'm not convinced that decision is correct, but so far the deck seems to be working well. I added in Mox Diamonds (which I was stupid to leave out in the first draft) and City of Traitors to give my deck a much more explosive mana base. Now I routinely cast second turn Serendib Efreets and third turn Phyrexian Scutas. (All the Moxes certainly don't hurt in this regard.) With four Contracts and every legal card that can tutor for one, I can refill my hand with enough regularity to win even if my initial burst of speed isn't good enough. Mostly, I've found the same lessons that work when tuning decks for more traditional Constructed formats also work in 5-color - figure out what your deck does and then do that thing as consistently as you possibly can.
I took next took the deck to Boston for another workout. I didn't get to play as much as I was hoping, but I did get my Jeweled Birds decorated by a really cool guy who's very talented with colored Sharpies in his hands. (It turns out there's a rule that Jeweled Birds have to be either black-bordered or decorated - otherwise you are instructed to tear them up on sight.) I also finally gave up on the Negators after Bob Maher kept punishing me for playing them. The deck needs some more removal and I'm not sure exactly how to work that in, so take this decklist as a work in progress, but I went to all the trouble of sorting my deck so you better believe you're going to get a decklist. Without further ado:
		ARTIFACT




	5 Moxes
	 

	Black Lotus
	 

	4 Mox Diamond
	A *must* for every five. These are spectacular.

	Mana Vault
	 

	Grim Monolith
	 

	Sol Ring
	 

	4 Fellwar Stone
	 

	4 Jeweled Bird
	If you play with power cards, you'll want these.

	Chaos Orb
	 

	4 Juggernaut
	Colorless beatdown creatures seem good. I also tried Su-Chi, but these have seemed better.

	Scroll Rack is quite good in 5-color, but it isn't exactly beatdown so I left it out. The same is true of Grinning Totem and Memory Jar (and Tinker). I'm toying with the idea of including a Draco in the deck just for fun (dual lands count as both types of basic lands!), but I'm still undecided.

		WHITE




	4 Savannah Lion
	 

	4 Tithe
	These can get any white dual land

	4 Disenchant
	 

	4 Armageddon
	 

	Balance
	 

	1 Swords to Plowshares
	 

	If you don't have all the dual lands you'll want to run Land Tax. You might want it anyway. Academy Rector, Enlightened Tutor, and Sterling Grove are also notoriously absent from this deck as I explained above. Savannah Lion fits my strategy much better.

		GREEN




	4 Rancor
	SO good

	4 Land Grant
	These can get any green dual land

	Regrowth
	 

	1 Restock
	I'm still undecided on this card. It's a bit slow for my deck, but it's SO powerful in this format.

	3 Hull Breach
	The "and" mode comes up a lot in 5-color

	4 Ernham Djinn
	These have been surprisingly unimpressive. I'm probably replacing them with Thornscape Battlemage.

	1 Pheldagriff
	Random gold creatures are not just cool -- they're pretty good too.

		BLUE




	Ancestral Recall
	 

	Time Walk
	 

	Timetwister
	 

	Diminishing Returns
	 

	Time Spiral
	 

	Windfall
	 

	Braingeyser
	 

	Stroke of Genius
	 

	Mystical Tutor
	 

	Merchant Scroll
	This doesn't get much, but Ancestral at 3 mana is still a good deal (as is Mystical Tutor, since it gets Contract)

	Intuition
	 

	Recall
	 

	4 Serendib Efreet
	still one of the best creatures of all time

	4 Frenetic Efreet
	ditto

	1 Morphling
	It's the best creature ever printed, how could I not include one?

	1 Sol'kanar the Swamp King
	Sol'kanar is the king of 5-color. Definitely one of the best creatures in the format and I may add a second even though it's legendary.

	I kind of want to cut 4 of these because it seems like 18 cards of my four "off" colors plus a bunch of black cards is the right color balance, but these cards are so good that I can't see what to cut. In addition, Adrian Sullivan keeps suggesting that I try out Stormscape Apprentice, which doesn't sound half bad.

		RED




	4 Jackal Pup
	 

	4 Sedge Troll
	These are still somewhat experimental -- I'm still not sure whether they belong in the deck or not.

	4 Lightning Bolt
	Absolutely mandatory in every 5-color deck

	4 Firestorm
	I've been *very* impressed with these. They get you out of lots of bad situations and all those Contracts (plus all the tutors) mean it's fairly easy to refill your hand.

	1 Fireball
	I like having one to Tutor for - sometimes it immediately wins you the game.

	1 Terminate
	The deck needs more removal. I'm not sure whether this, Plow, or more burn is the way to go.

	Gamble
	 

	Wheel of Fortune
	 

	I'm over 18 cards here for the same reason as in blue - these seem better than all my other cards.

		BLACK




	And now here's the core of the deck - black:

	4 Contract from Below
	The best Magic card ever printed and by far the defining card of the format.

	Demonic Consultation
	 

	Vampiric Tutor
	 

	Demonic Tutor
	 

	Rhystic Tutor
	 

	Divining Witch
	 

	Yawgmoth's Will
	 

	Mind Twist
	 

	4 Dark Ritual
	 

	4 Sarcomancy
	 

	4 Carnophage
	 

	4 Duress
	 

	4 Hymn to Tourach
	 

	4 Dauthi Slayer
	Shadow is quite strong when you're the only one who has any.

	4 Dauthi Horror
	 

	4 Black Knight
	 

	1 Order of the Ebon Hand
	 

	3 Skulking Ghost
	I'm still trying to sort out the last few creature slots. The only card I've seen that really punishes you for playing Skulking Ghosts is Maze of Ith so I'm going to try them out. Evasion (flying, landwalk, and shadow, that is) seems quite useful. In fact, evasion has seemed so good that I'm very tempted to start adding Invasion Dragons.

	4 Dauthi Marauder
	Shadow is SO good that this guy makes the cut while Phyrexian Negator sits on the sidelines. (It took me quite a while before I took out the Negators. With every single deck required to play red, though, the Negators seemed to be a liability.)

	4 Hypnotic Specter
	 

	4 Phyrexian Scuta
	Yes, he's good

	4 Juzám Djinn
	But this guy's better. He's every bit as good as you remember.

	4 Hatred
	 

		LAND




	Strip Mine
	 

	4 Wasteland
	 

	1 Maze of Ith
	These aren't restricted, but who owns more than one of them?

	1 Library of Alexandria
	 

	4 City of Traitors
	These have been great. So good that I'm going to try out Ancient Tombs too.

	2 Ancient Tombs
	 

	4 City of Brass
	 

	4 Undiscovered Paradise
	 

	4 Gemstone Mine
	 

	6 Swamps
	 

	4 Sulferous Springs
	 

	4 Underground River
	I've been trimming the double black spells down to just the very best because my mana base isn't actually that black-centered. But I don't think I'm supposed to cut non-black duals for Swamps so this is as black-centered as it's going to get.

	40 duals
	That's 4 copies of each of the 10, of course.

	I've thought about running Dragon Lairs, but the only thing they could really replace is the black lands and I need black mana as early as possible so they keep getting cut. I actually only have 79 lands in this deck, which sounds low, but don't forget that I have 25 non-land cards that count as mana-cards: Tithe, Land Grant, Jewelry, Fellwars, Rituals, etc.



	Artifacts:
	26

	White cards:
	18

	Green cards:
	18

	Blue cards:
	22

	Red cards:
	20

	Black cards:
	67

	Lands:
	79

	 
	= 250 cards


I'll be carrying around my five with me at all the upcoming major events. If you see me before or after a Grand Prix or a Pro Tour, challenge me to a game!
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