Apocalypse - A Brave New World
Nate Heiss
The Apocalypse is coming... to stores near you. Whenever a new set comes out, it brings a little bit of the old-time Magic to my memory. It was a time before spoilers could corrupt the minds of the innocent. It was a time when I would bust the shiny new packs as fast as I humanly could, soaking up all of the cryptic information religiously. The release of a new expansion is a reminder that Magic is never stagnant. Some new sets create a small ripple in the placid waters of an old environment, while others create a monsoon. There is certainly no experience like exploring the foreign waters of a new expansion set; it is the lifeblood of Magic.
[image: http://web.archive.org/web/20050426025020im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/death_grasp.jpg]What do we look for when soaking up all of the new cards? Some people look for cards that will change the face of Limited, while other are searching for one powerful card that will make the difference in their Extended decks. Many people simply enjoy the new artwork and flavor text, keeping an eye out for plot twists in the Magic story line arc. Apocalypse is a special set in the terms of the Magic storyline; it is the grand finale. Do you want to know the fates of Urza, Yawgmoth, and Gerrard? Are you curious as to why Squee keeps coming back to life? Apocalypse is the set you have been waiting for. Of course, when finales are in question, all of the rules must be thrown out the window. This means that Wizards' lovable R&D team has been able to cut loose and stretch their creative powers for this new set. The result on the game can only be imagined.
Apocalypse has been heralded as the best Magic expansion to ever be released. I am glad that the words 'most powerful' were not used, because I would be scared to see anything more powerful than Urza's Saga. The Magic players of the world are in for a treat; that much goes without question. Apocalypse is one of those expansions that create a monsoon, turning our Magical world upside-down. All of the mayhem comes down to one factor: non-allied Gold cards. Gone are the days of non-allied Gold cards with the power level of Warping Wurm. Now there is Gerrard's Verdict, Vindicate, Spiritmonger, Squee's Embrace (be a friend, hug a goblin!), and many, many more.
Ever time a new expansion comes out I go through my routine. First I scan the all of the creature cards in the new set. My mind automatically ignores everything else in the list until I can safely assure myself that some good new fattie has been introduced into the game. After scanning all of the creatures I continue onto the spells. The enchantments and artifacts are next as I move up the complexity chain. This usually continues until I get a small headache, or in Apocalypses case, a large one. This is the point where I tend to abandon traditional analysis methods and move onto something more fun; I suggest you do the same. The addition of so many new cards can be daunting! My eyes usually start to gloss over when I am half way through the spoiler while the sparks of new deck lists cloud my mind. It is very hard to dissect a set without memorizing it, so I strongly suggest drafting and play testing as much as possible. This makes memorization almost automatic. 
[image: http://web.archive.org/web/20050426025020im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/penumbra_wurm.jpg]In Apocalypse's case, I started building new decks for IBC. Working with the new cards in a smaller environment gives you a more accurate value assessment. For instance, after building about five decks, I decided that Phyrexian Arena is not all that it is cracked up to be (except in certain decks), but Penumbra Wurm was strangely powerful (again, only in the right decks) - something that took me by complete surprise. After a short while I stopped experimenting with two-color variations and moved onto three-color decks... this is where my brain crashed. I was amazed yet again by the complexity of Apocalypse. The set is so small but it has such an impact on Magic. Even when Urza's Saga was still in full swing, there were the same old standby decks, with a few super powered elements added. With Apocalypse, all of the old Magic Archetypes are thrown out the window and anything becomes possible. Ever wanted to play Counter-Sligh? Now is your chance. Three-Color Beatdown? The time is at hand. I would like to thank R&D for this set... I imagine that it will make Magic more fun for a long time to come.
I have a bad habit of completely ignoring Limited when new sets are concerned. Sometimes I look at a card and think that it will never be selected to join the ranks of Constructed decks and then remember that whole other world of Limited, where it might see some play. For the small amount of thought I give to the matter, I ponder on how the color preferences might shift with the introduction of the new cards. When Planeshift was introduced this was an easy task, noting red as owning the best real estate on the block. Apocalypse however (are you sensing a theme yet?), throws everything into chaos. If Invasion drafting was not a nightmare before, it will certainly spell doom for many drafters now. I envision respected Pro Tour veterans taking on a fetal position when faced with their third packs. I expect that we will be seeing many new faces join the current masters of the Tour in the light of such complex draft situations. So much for two color decks in Limited, it would seem.
In short, Apocalypse is a brave new world in the multiverse of Magic. I plan to enjoy it fully, because a finale like this only comes around once per story arc. The Magic voices of the internet should be talking about this upheaval in our groove for many moons to come. I predict that by the time Odyssey is released this fall, every environment except Type 1 will have changed drastically from what they look like today... all from the inclusion of a single set. 
Please send any questions or comments to nateheiss@yahoo.com. I will be busy sorting out the myriad of color combinations that are now viable in IBC and Standard. It seems like I am, for once, in over my head. Oh, the possibilities...
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