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[image: http://web.archive.org/web/20041207130728im_/http:/www.wizards.com/tournaments/images/planeshift_title.jpg]Most of the decks that are currently popular are the legacy of Pro Tour-Chicago that took place late last year. It appears Planeshift put many of its cards in Fires and some of the other strategies, but did not introduce new archetypes.
There is at least one deck out there, that - although something similar saw play during the State Championships even before PT-Chicago, and despite lack of any important Planeshift cards - only gained popularity recently.
A number of different players and test groups claimed credit for this strategy. Likely, many of them came up with versions of it independently. To the best of my knowledge, its story was first broken by Mindripper, where an article by William Langford posted a deck list for "TurboHaups" as designed by another player at his card shop. 
	TurboHaups

	Main Deck
	Sideboard

	4 Sulfurous Springs
4 Peat Bog
4 Sandstone Needle
4 Dwarven Ruins
4 Ebon Stronghold
4 Crystal Vein
3 Sulfur Vent
3 Geothermal Crevice 
	 
	4 Obliterate
4 Jokulhaups
4 Nether Spirit
4 Scorching Lava
4 Ghitu Fire
2 Urza's Rage
4 Vampiric Tutor
4 Tsabo's Web
	
	3 Tsabo's Decree
3 Perish
2 Cremate
2 Millstone
3 Cave-In
2 Meekstone
	


The deck did not look like much. The numbers are totally off, it is full of lands that you only occasionally make room for in your draft deck, and it hadn't even made finals of the Friday Night Magic tournament where Langford first saw it. 
While some players discarded this article, others found it interesting enough to playtest this strategy. I really took notice when my friend Marc Fievet emailed me a NetherHaups list that won the Regional tournament he attended in France:
	NetherHaups

	Main Deck
	Sideboard

	3 Ebon Stronghold
4 Dwarven Ruins
4 Urborg Volcano
4 Sulfurous Springs
4 Rishadan Port
1 Keldon Necropolis
4 Geothermal Crevice
	
3 Nether Spirit
	
	4 Jokulhaups
2 Obliterate
4 Seal of Fire
4 Shock
3 Scorching Lava
2 Vampiric Tutor
4 Rhystic Lightning
4 Urza's Rage
	
	4 Terminate
2 Obliterate
4 Perish
2 Cremate
3 Phyrexian Scuta
	


So what exactly does this deck do? Simple. It blows up the world. As often as possible.
[image: http://web.archive.org/web/20041207130728im_/http:/www.wizards.com/sideboard/images/cards/mm/nether_spirit.jpg]Get the Nether Spirit into play early. You can use direct damage spells to keep your opponent's mana at bay, destroying Elves and Birds, and forcing them to play out more of their lands. As soon as it looks like an opponent is getting an upper hand (for example, once he's got a second large creature into play so that you can no longer hold him off with a Nether Spirit), blow up the world with Jokulhaups.
Even if your opponent knew to hold back some lands, it will take him several turns to recover. Meanwhile, your Nether Spirit is back on the job the very next turn, eating away at your opponent's life total until he finally recovers - at which point the Spirit is back on defense, waiting for another Jokulhaups or Obliterate to resolve.
If an opponent also plays Nether Spirits, it could potentially become a problem, since his creature recovers from Jokulhaups as quickly as yours. Scorching Lava and Cremate are there to deal with this annoyance. Should an opponent manage to deal with your Nether Spirits (Light of Day is one good answer), it is quite possible for this deck to pull off double Urza's Rage with kicker for the win. Not to mention all the other burn spells.
The trick to pulling all of this off, are the sac-lands. There are plenty of lands currently legal in Standard that produce one mana when tapped, but can be sacrificed for two mana. Many of these lands find their way into NetherHaups. This way, Jokulhaups can be cast as early as turn 3, though you will rarely want to spend it that early.
[image: http://web.archive.org/web/20041207130728im_/http:/www.wizards.com/sideboard/images/cards/invasion/smoldering_tar.jpg]The abovementioned deck list is not necessarily the optimal version. Frankly, I do not know what an optimal version might be. There are a number of cards that could fit into this strategy that might or might not work. One such card is Smoldering Tar. Neither Obliterate nor Jokulhaups destroy enchantments - so Smoldering Tar will stick around, bleeding an opponent's life total slowly - or it can be sacrificed to kill a creature outright. My initial reaction was to throw four into the deck - however, a friend who plans to play NetherHaups at Regionals tested the idea and reported back, claiming that the card was not nearly as good as it seemed to me. 
Another difference I'd recommend is playing Tsabo's Web over your own Rishadan Ports. Denying your opponent mana is indeed attractive, but it is more important to be able to destroy the world on demand, especially when a single extra attack step might clinch the game for your opponent.
Some players have suggested very different versions of the deck. Dan Ochoa posted the following list on Mindripper:
	NetherHaups

	Main Deck
	Sideboard

	4 Sulfurous Springs
4 Dwarven Ruins
2 Urborg Volcano
7 Mountain
8 Swamp
	
4 Nether Spirit
	
	4 Chimeric Idol
4 Addle
4 Terminate
2 Tsabo's Web
1 Cremate
4 Urza's Rage
1 Hammer of Bogardan
4 Smoldering Tar
4 Void
3 Jokulhaups
	
	1 Tsabo's Web
1 Cremate
3 Massacre
4 Perish
2 Pillage
1 Obliterate
3 Tectonic Instability
	


[image: http://web.archive.org/web/20041207130728im_/http:/www.wizards.com/sideboard/images/cards/invasion/tsabos_web.jpg]Personally, I feel this version is far inferior to the TurboHaups types, but Ochoa does get several things right - Chimeric Idol seems to fit perfectly into the deck, and he has Tsabo's Webs unlike the decks listed above.
There is room for creativity here. When brainstorming the archetype, I thought of playing several maindeck Aura Blast - the deck's main problem against Fires is that Fires of Yavimaya and Saproling Burst survive the global removal spells - but white mana is too difficult to fit in. Slightly easier is to splash blue. One of the versions I was trying was splashing for four Memory Lapse, two Lobotomy and two Recoils. The blue cards came in very handy, but the mana gods punished me for spreading the mana thinner - it was sometimes hard to find double red, or a single blue mana when I needed it.
Before you rush to the local card shop to buy some Jokulhaups, the deck is not nearly as unstoppable as it sounds. As another Pro player said in our recent conversation "It beats up on bad players." He meant that any player who is either unprepared for this matchup, or does not know how to play correctly, may be in trouble. However, an experienced player can usually manage his resources well enough to win the matchup.
Perhaps the most important strategy is to never play out more mana sources than you need to. Hold on to some lands, so that you can recover after the world blows up. The rest is up to the cards you bring in from the sideboard.
[image: http://web.archive.org/web/20041207130728im_/http:/www.wizards.com/sideboard/images/cards/invasion/obliterate.jpg]Take the U-W deck I discussed last week for example. At first, it seems the matchup is heavily in favor if NetherHaups. Any control deck has real nightmares dealing with Obliterate, even if it is pretty easy to counter all of their Jokulhaups. It is true that game one is difficult to win. However, in game two, you have as many weapons against NetherHaups as you care to find room for in your sideboard. Between your own Nether Spirits and Last Breath, you can negate their main win condition. Story Circle will take care of those Blood Oaths, Rhystic Lightnings, and whatever other heat they still have after Sideboarding. Millstone will make Vampiric Tutors useless, and potentially take out some Obliterates. Urza's Rage remains a problem, but it's not too hard to end up above 20 life with Absorbs, or even sideboard in Misdirection. 
Similarly, other decks have potent weapons against NetherHaups. Rebels might bring in Light of Day and Armageddon (blow up the world when you have creature advantage, and kill the Haups deck before it gets back up to six mana). NetherGo has probably the best possible sideboard option in Lobotomy. Fires or G-W might bring in Elfhame Sanctuaries, and never miss a land drop again. Trench Wurm kills any land you play, and perhaps the nastiest sideboard card of all (though few decks can cast it) is Destructive Flow - there is literally no way for NetherHaups to recover from Flow getting cast relatively early in the game.
So is NetherHaups a tier 1 strategy or a fluke? After several days of pondering and some testing, I am still not entirely sure. It is clearly good enough to produce results - Messaoud Bouchaib recently made the Mexican National team by playing the following:
	NetherHaups

	Main Deck
	Sideboard

	4 Crystal Vein
4 Dwarven Ruins
4 Ebon Stronghold
4 Geothermal Crevice
4 Peat Bog
4 Sandstone Needle
4 Sulfur Vent
	
3 Nether Spirit
	
	4 Chimeric Idol
3 Ghitu Fire
3 Jokulhaups
4 Obliterate
1 Scorching Lava
4 Seal of Fire
3 Tsabo's Web
3 Urza's Rage
4 Vampiric Tutor
	
	4 Addle
4 Terminate
2 Cave In
1 Scorching Lava
4 Dread of Night
	


If the deck was good enough to qualify a player for their National team, it cannot be that bad. Personally, I still would not play NetherHaups at Regionals if I was going to compete in that tournament, but I would certainly make sure that I had a comprehensive strategy for dealing with this deck if I got paired up against it.
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