	Apocalypse Card Preview: Mystic Snake
Josh Bennett
Whenever there's a new set, there's a new counterspell. I think it's a ploy to pacify those Counter Mavens.
[image: http://web.archive.org/web/20020605225152im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/mystic_snake.jpg]Blue mages have been touchy since Force of Will rotated out of Standard, and the stream of permission has been steady since. This is likely an attempt to prevent the anarchy that would follow forcing players to cast spells on an empty stack. Still, the Mavens aren't content with the same old. Rather than give them the strictly-superior blue cards they demand, modern counterspells come with money-back guarantees and mail-in goodies, but with an added cost. They're forced out of their single-color mindset. Nowadays you're unlikely to find a deck of unblemished azure. The treats offered by polychromatic counters are too much to pass up.
And so it came to pass in these days of "anything goes" that blue teamed up with green, of all colors, to create a creature-counterspell. This jogs the memory in two ways, neither of them good. On the one hand, there is Avoid Fate, which is worth an Old School chuckle. On the other, there is Warping Wurm and Malignant Growth, serving as grim reminders that blue and green are cursed to meet up like nuts and gum.
However, something must have gone horribly awry at Wizards R&D, because Mystic Snake escaped their clutches without becoming terrible or bizarre. There it is in plain black and white: Counter target spell, make yourself a friend. No phasing, no cumulative upkeep, just the power that comes from simplicity.
At four mana, it's nearly a bargain. Never mind that Apocalypse brings us opposing-color pain lands to make it easier to throw a snake at your opponent's head. Green has long been the go-to guy for multicolor madness. Birds of Paradise will even speed up the process by a full turn, and that's no mean feat. You won't feel the 4 casting cost pinch as much.
But wait! Is a Gray Ogre really worth it? Couldn't we just get by with Thwart and Foil, four casting cost counters in their own right? The last 2/2 that was worth mentioning was virtually immortal. Does the Snake know any tricks?
You bet your hat it does. Not only will it swing with the best of them, but it's also mastered "taking one for the team". Against non-trampling creatures, it'll fool you into thinking it's Absorb. In truly dire situations, it can jump out of your hand as a surprise combatant, or an end-of-turn threat. Not the greatest ability, but one that might steal a game or two.
Still, the best part is that the Snake is no token. He's the counter itself. This opens up a whole other world of abuse. From the workaday "In response to your spell, Withdraw your creature and my Snake", to softening the blow of opposing Wash Outs by giving you a counterspell consolation prize, to the outrageous interaction with Sunken Hope, Mystic Snake is willing to do what it takes to get the job done. It gets even sillier outside of Standard. Work with Erratic Portal and have the Snake reappear so often that everyone starts looking like Jon Voight.
Veering away from the abyss, there are many real-world applications for the Snake in Standard. Two of them leap to mind. The first is the use of Eladamri's Call. Though expensive, the ability to Call up a counterspell is terribly powerful. Combined with other control/utility creatures, like Questing Phelddagrif, Stormscape Apprentice and Voice of All, the mana production of green and a smattering of countermagic, it could create a reactive deck that's more able to deal with the threats an opponent dishes out.
The second, and perhaps more reasonable, home for Mystic Snake is in an Opposition deck. With the return of this blue power card in Seventh Edition, many players have speculated that it can once again become a top-tier deck. The only problem is that its classic partner in crime, Deranged Hermit, is nowhere to be found, and it's the ability to drop multiple creatures into play swings Opposition from good to "I'm sorry." Assuming that can be done (and rumor has it that Apocalypse brings the tools), then the Snake is a perfect addition. Who could turn down a card that counters a spell and drops Icy Manipulator into play? With green's mana creatures doing double-duty as acceleration and lockdown, and the Snake an effective two-for-one, perhaps the Hermit won't be so sorely missed.
The long and the short of it is that Mystic Snake is a formidable card that does its job well. It also helps to open up deck building possibilities, giving an excellent tool to deck types that might not have existed without it. That seems to be the theme for Apocalypse: All bets are off. Take advantage of the resulting bedlam to create the unexpected and crush those who dare oppose you!
Also, you might have noticed that Mystic Snake is a powerhouse when it comes to anagrams. So far, our lab boys have generated no less than twelve solid-gold anagrams, including a four-man rap group. Can you top the best? Send your most creative anagrams (no cheating with anagramgenius.com, we'll know) to jeremys_iron@hotmail.com. You can't win a thing, but when has that stopped you?
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