A Limited Team Adventure
Anthony Alongi
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/magic/expert/apocalypse/images/AP_logo_EN_200w.jpg]For the first three months of its existence, Team Mom Has the Kids... Again did plenty of Sealed Deck practice in isolation. What it missed, however, was three big pieces: practice in team Rochester Draft; play against other teams in a real-world, competitive environment; and Apocalypse cards. Our strategies on draft will come up in a future article; this one will focus on our initial forays into competitive play, as well as the influence of Apocalypse on our builds.
APOCALYPTIC PRELUDE: THE FIVE-COLOR BUILD
With one week to go before the Prerelease, and with still shaky information about the specific card details of many Apocalypse cards, our team was still certain about one thing: color shakeups were imminent. Our ticket to the Pro Tour would be based on yes, raw skill and the luck of the draw/matchup; but it would also be based in part on our ability to be creative and think a bit differently from conventional wisdom. We would have to be ready to make an unconventional build, if we felt it gave us the best chance to win.
	A five-color build would put together enemy colors that needed to work together, very soon...


And when we opened the pool of cards I'll refer to as "Pool Six" in this article, we figured we had our first real chance to get that creative.
Let's start with a basic truth about sealed decks. While five-color builds are generally accepted as a viable strategy in Invasion block draft, or even Invasion block sealed, no one has ever seriously entertained the thought of a five-color deck as one of three team sealed decks. And with just Invasion and Planeshift to go on, I don't think anyone on our team would advocate a five-color build for one of your decks.
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/invasion/defiling_tears.jpg]But with this pool, we did exactly that for two reasons. First, no one - even after the Prerelease - can say definitively that five-color builds will be a bad idea after Apocalypse would come out. So the earlier we started testing the idea, the better...and with the overall card pool you'll see below, you'll realize this was an excellent opportunity to check it out.
Second, a five-color build would put together enemy colors that needed to work together, very soon. Even without Apocalypse cards, and even in three-color builds, we figured it would not be the worst idea in the world to start recognizing and reinforcing synergies that we would have to master, anyway. (One example of this might be casting Defiling Tears on a creature with Armadillo Cloak to make sure it gets through with maximum damage/life gain; another would be shifting your Kavu Chameleon to blue so that your Barrin's Unmaking will work on an opponent's Faerie Squadron. These color combinations are already perfectly possible in Invasion-Planeshift; but they are increasingly likely post-Apocalypse.)
Here is the card pool we worked with:
	White
	Blue
	Black

	Ardent Soldier
Ardent Soldier
Aurora Griffin
Benalish Lancer
Capashen Unicorn
Disciple of Kangee
Honorable Scout
Rampant Elephant
Rampant Elephant
Razorfoot Griffin
Samite Pilgrim
Sunscape Battlemage
Sunscape Familiar
Voice of All
Aura Blast
Blinding Light
Dismantling Blow
Dominaria's Judgement
Global Ruin
Heroic Defiance
Orim's Touch
Pledge of Loyalty
Pollen Remedy
	Arctic Merfolk
Metathran Aerostat
Metathran Zombie
Sea Snidd
Shoreline Raider
Stormscape Apprentice
Stormscape Familiar
Tolarian Emissary
Tower Drake
Vodalian Serpent
Allied Strategies
Barrin's Unmaking
Disrupt
Escape Routes
Opt
Phantasmal Terrain
Probe
Prohibit
Rushing River
Shifting Sky
Sisay's Ingenuity
Sleeping Potion
Temporal Distortion
Wash Out
	Firescreamer
Morgue Toad
Nightscape Apprentice
Phyrexian Battleflies
Phyrexian Bloodstock
Phyrexian Reaper
Urborg Phantom
Volcano Imp
Annihilate
Bog Down
Cursed Flesh
Death Bomb
Exotic Curse
Exotic Disease
Hypnotic Cloud
Mourning
Mourning
Noxious Vapors
Planewalker's Scorn
Recover

	Red
	Green
	Gold/Split

	Caldera Kavu
Goblin Spy
Halam Djinn
Hooded Kavu
Hooded Kavu
Kavu Recluse
Mire Kavu
Pouncing Kavu
Rogue Kavu
Scarred Puma
Slingshot Goblin
Thunderscape Apprentice
Thunderscape Familiar
Viashino Grappler
Insolence
Keldon Mantle
Maniacal Rage
Savage Offensive
Scorching Lava
Shivan Harvest
Singe
Singe
Stun
	Kavu Chameleon
Llanowar Cavalry
Llanowar Vanguard
Nomadic Elf
Pygmy Kavu
Quirion Dryad
Quirion Trailblazer
Root Greevil
Rooting Kavu
Serpentine Kavu
Stone Kavu
Thornscape Apprentice
Thornscape Familiar
Utopia Tree
Aggressive Urge
Canopy Surge
Falling Timber
Fertile Ground
Gaea's Might
Harrow
Multani's Harmony
Primal Growth
Primal Growth
Vigorous Charge
Wandering Stream
Whip Silk
	Galina's Knight
Horned Kavu
Horned Kavu
Llanowar Knight
Marsh Crocodile
Razing Snidd
Samite Archer
Shivan Zombie
Silver Drake
Steel Leaf Paladin
Vodalian Zombie
Armadillo Cloak
Darigaaz's Charm
Daring Leap
Destructive Flow
Frenzied Tilling
Gerrard's Command
Lobotomy
Overabundance
Recoil
Seer's Vision
Sleeper's Robe
Terminate
Assault/Battery

	Artifact
	Lands
	 

	Crosis's Attendant
Sparring Golem
Stratadon
Bloodstone Cameo
Juntu Stakes
	Irrigation Ditch
Tinder Farm
Crosis's Catacombs
Geothermal Crevice
Ancient Spring
	 


To have both great color fixers (Quirion Trailblazer, Harrow, Nomadic Elf, etc.) and rather playable five-color bombs (Dominaria's Judgment is the ultimate closer) was just too tempting. This was the right card pool to give this a shot.
You can see what we built at the end of the article. Also from this pool, we generated a typical red-black beatdown deck, as well as a blue-white-black control deck.
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/planeshift/voice_of_all.jpg]In general, we felt fine with the five-color build. It hasn't gotten a real test yet - we haven't had the opportunity to test it against some of our best sealed deck creations. But it has a spectacular late game. Its main weakness is a simultaneous fourth-turn thirst for white (esp. Voice of All) and red (which liked to show up early). While the Voice is rather necessary to lock up the air, one might see trading it to the blue-white deck for, say, the Razorfoot Griffin.
The red-black deck felt sluggish, mainly due to the fact that it had fewer two-drops than many top-caliber red-black sealed decks. The blue-white-black felt like it didn't really want the blue-black...and so it's possible that the five-color build threw us off a bit, by forcing blue-white and black-red builds so that green would have enough space to support its multicolor scheme. If we ignored the fixers and domain cards and just focused on good two- and three-color builds, it's possible we would have sought out some of the blue (e.g., Marsh Crocodile and Vodalian Zombie) to mutate the red-black into a red-black-blue, let a tiny bit of green into the blue-white for stuff like Sunscape Apprentice and Allied Strategies, and then made a more aggressive green-red combat deck with a splash of white. (Dominaria's Judgment, we figure, is good enough with three colors, especially if one of them is red or black.)
But in any case, they're all still allied-color decks. And Apocalypse blew all of that up. Right?
THE RELEASE AT THE PRERELEASE
Often, The Legion will sponsor an unsanctioned team sealed event during the evening of the Prerelease. This May 26 was no different, and Mom Has the Kids...Again made plans for that Saturday.
Unfortunately, Bob had a schedule conflict; and since this wouldn't be a sanctioned event anyway, he passed on the evening. Instead, we turned to Paul Hemze, my brother-in-law and proven beatdown player with a deep knowledge of Invasion block. During the actual (individual sealed) Prerelease, the three of us compiled a total match record of 15-5-1, placing fifth, tenth, and twelfth in our pod of 100 and winning a nice little bundle of packs. (My individual report on the event can be found over on StarCityGames.com.) So we felt like we had as much of a handle on the set as anyone going into the team event.
What was really exciting about this sealed event was that it was the FIRST opportunity anyone really had to build with two Invasion tourney packs, two Planeshift boosters, and two Apocalypse boosters - the true configuration of the imminent team sealed sanctioned events! Here is the card pool we opened.
	White
	Blue
	Black

	Ardent Soldier
Benalish Trapper
Capashen Unicorn
Crimson Acolyte
Dega Disciple
Disciple of Kangee
Glimmering Angel
Guard Dogs
Spirit Weaver
Standard Bearer
Standard Bearer
Sunscape Master
Aura Blast
Dismantling Blow
Diversionary Tactics
Heroic Defiance
Pollen Remedy
Protective Sphere
Pure Reflection
Restrain
Reviving Dose
Shackles
Strength of Unity
	Arctic Merfolk
Blind Seer
Dream Thrush
Faerie Squadron
Living Airship
Rainbow Crow
Reef Shaman
Shoreline Raider
Stormscape Familiar
Tidal Visionary
Tidal Visionary
Barrin's Unmaking
Escape Routes
Exclude
Fact or Fiction
Jaded Response
Jilt
Opt
Opt
Phantasmal Terrain
Planeswalker's Mishchief
Prohibit
Repulse
Shifting Sky
Shimmering Wings
Wash Out
Worldly Counsel
	Bog Initiate
Duskwalker
Grave Defiler
Maggot Carrier
Morgue Toad
Necra Disciple
Phyrexian Battleflies
Phyrexian Reaper
Phyrexian Slayer
Ravenous Rats
Urborg Phantom
Urborg Skeleton
Zombie Boa
Bog Down
Cremate
Dead Ringers
Desperate Research
Mind Extraction
Mourning
Scavenged Weaponry
Slay
Soul Burn

	Red
	Green
	Gold/Split

	Goblin Ringleader
Kavu Aggressor
Kavu Aggressor
Kavu Runner
Scarred Puma
Slingshot Goblin
Thunderscape Apprentice
Tundra Kavu
Viashino Grappler
Viashino Grappler
Chaotic Strike
Dwarven Landslide
Lightning Dart
Magma Burst
Overload
Searing Rays
Singe
Smash
Stand or Fall
Stun
Tribal Flames
Tribal Flames
Turf Wound
Zap
	Blurred Mongoose
Kavu Climber
Llanowar Cavalry
Nomadic Elf
Quirion Elves
Quirion Sentinel
Thornscape Apprentice
Thornscape Battlemage
Thornscape Familiar
Urborg Elf
Verduran Emissary
Elfhame Sanctuary
Falling Timber
Gaea's Might
Lay of the Land
Primal Growth
Scouting Trek
Symbiotic Deployment
Tranquil Path
Tranquil Path
Tranquility
Vigorous Charge
	Cinder Shade
Ertai, the Corrupted
Horned Kavu
Lava Zombie
Lava Zombie
Llanowar Knight
Putrid Warrior
Razorfin Hunter
Shivan Zombie
Urborg Drake
Armadillo Cloak
Aura Shards
Backlash
Crosis's Charm
Gerrard's Command
Hull Breach
Plague Spores
Quicksilver Dagger
Squee's Revenge
Temporal Spring
Wings of Hope
Assault/Battery

	Artifact
	Lands
	 

	Dodecapod
Dodecapod
Rith's Attendant
Legacy Weapon
	12xForest
12xIsland
12xMountain
12xPlains
12xSwamp
Ancient Spring
Coastal Tower
Geothermal Crevice
Irrigation Ditch
Rith's Grove
Urborg Volcano
	 


[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/legacy_weapon.jpg]There are bombs, of course, in every team sealed pool - you can't open that many uncommons and rares and not get at least two or three. But with this card pool, it seemed to us that they were virtually all concentrated in white and blue - not white OR blue, white AND blue. (Ertai, the Corrupted, Sunscape Master, Blind Seer, Diversionary Tactics, Wash Out, and by many people's calculation, Glimmering Angel.) All five or six of those cards work far better in a white-blue control deck than any other style - and so we were pretty sure we were going to end up with that sort of deck.
Looking through the other colors, and even the gold cards, no killer cards were in evidence. (Okay, Legacy Weapon is brutal...but there was very little support on our team for building a five-color deck around one domain card in our very first field trial. It was a foil, though, and very shiny. Very tempting.) But red-black beatdown was strong - that was deck #2 - and there seemed to be enough small red creatures, along with green and white, to put together a rush deck. Perhaps. And so we built:
Deck A: played by Anthony Alongi
 
Black
Duskwalker
Morgue Toad
Phyrexian Battleflies
Phyrexian Slayer
Ravenous Rats
Zombie Boa
Soul Burn

Red
Kavu Aggressor
Kavu Aggressor
Kavu Runner
Tundra Kavu
Magma Burst
Tribal Flames
Zap

Blue
Jilt

Gold
Cinder Shade
Lava Zombie
Lava Zombie
Razorfin Hunter
Shivan Zombie
Urborg Drake
Backlash
Crosis's Charm

Lands
7xSwamp
5xMountain
4xIsland
Urborg Volcano

Sideboard
Bog Initiate
Grave Defiler
Maggot Carrier
Necra Disciple
Phyrexian Reaper
Urborg Phantom
Bog Down
Cremate
Dead Ringers
Desperate Research
Mind Extraction
Mourning
Scavenged Weaponry
Slay
Goblin Ringleader
Chaotic Strike
Smash
Stun
Plague Spores
Quicksilver Dagger
Squee's Revenge
Stun and Quicksilver Dagger were in my very ready sideboard; if I won game one, I would often replace Backlash and Zap to see how well they worked. After seeing the results across four matches, I'd say either configuration was fine; naturally the Dagger works better against green-white (less true removal) than, say, another red-blue. Slay, of course, was ready for the green decks; but I only played against one and never needed to draw it.
This was an unusual black-red, at least for me, in that it had some blue elements that felt like a Plan B (e.g., Razorfin Hunter). I'm not used to having a Plan B in team sealed, since I play the smashmouth deck more often than not. It wasn't a bad feeling!
Deck B: played by Paul Hemze
Red
Thunderscape Apprentice
Viashino Grappler
Viashino Grappler
Lightning Dart
Tribal Flames

Green
Blurred Mongoose
Kavu Climber
Nomadic Elf
Quirion Elves
Quirion Sentinel
Thornscape Apprentice
Thornscape Battlemage
Thornscape Familiar
Verduran Emissary
Gaea's Might
Lay of the Land

Gold/Split
Horned Kavu
Llanowar Knight
Armadillo Cloak
Gerrard's Command
Assault/Battery

Artifact
Dodecapod
Rith's Attendant

Lands
8xForest
5xMountain
3xPlains
Rith's Grove

Sideboard
Dega Disciple
Heroic Defiance
Pure Reflection
Scarred Puma
Slingshot Goblin
Dwarven Landslide
Overload
Searing Rays
Singe
Stand or Fall
Turf Wound
Llanowar Cavalry
Urborg Elf
Elfhame Sanctuary
Falling Timber
Primal Growth
Symbiotic Deployment
Tranquil Path
Tranquility
Vigorous Charge
Aura Shards
Hull Breach
Geothermal Crevice
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/planeshift/gaeas_might.jpg]Paul's near sideboard certainly included the Slingshot Goblin and Singe; but I don't know that he ran into blue very much. I can tell you, however, sitting next to him, that I heard "after you declare blockers, play Gaea's Might on my Viashino Grappler" more times than I was completely comfortable with. This deck had a great plan A, and virtually no plan B.
Nevertheless, Paul made plan A work just fine, three times out of four. In the finals, he beat out a rather excellent green-black-blue deck that included Fungal Shambler. How he managed this trick without so much as a Flametongue Kavu, I can't even begin to tell you. Well, actually I can: Gerrard's Command is some good; and Lightning Dart can do an amazing impersonation of Mr. Flametongue in the right situation.
Deck C, Prerelease: played by Todd Petit
White
Benalish Trapper
Crimson Acolyte
Glimmering Angel
Spirit Weaver
Standard Bearer
Sunscape Master
Diversionary Tactics
Pollen Remedy
Shackles

Blue
Blind Seer
Dream Thrush
Faerie Squadron
Living Airship
Rainbow Crow
Reef Shaman
Shoreline Raider
Tidal Visionary
Exclude
Fact or Fiction
Repulse
Wash Out

Gold
Ertai, the Corrupted

Artifact
Dodecapod

Lands
8xIsland
7xPlains
Ancient Spring
Coastal Tower

Sideboard
Ardent Soldier
Capashen Unicorn
Disciple of Kangee
Guard Dogs
Standard Bearer
Aura Blast
Dismantling Blow
Protective Sphere
Restrain
Reviving Dose
Strength of Unity
Arctic Merfolk
Stormscape Familiar
Tidal Visionary
Barrin's Unmaking
Escape Routes
Jaded Response
Opt
Opt
Phantasmal Terrain
Planeswalker's Mishchief
Prohibit
Shifting Sky
Shimmering Wings
Worldly Counsel
Urborg Skeleton
Scouting Trek
Tranquil Path
Putrid Warrior
Temporal Spring
Wings of Hope
Legacy Weapon
Irrigation Ditch
As the virtual captain of our team, Todd naturally hogged all the good cards for himself. Look at that main deck; it's sickening. And note that Legacy Weapon is in his sideboard instead of anyone else's because, technically, he's the only one that can activate it. Sure, it would be a one-shot (he would have to use his sack land, as well as Dream Thrush and Reef Shaman); but the fact that a blue-white deck can even consider it is wrong, simply wrong.
But such is life under the Petit dicatorship. We peasants work our patches of arid dustland as best we can, while he employs hydroponics and biotechnology to grow strawberries and tomatoes as big as your deadbeat uncle's Volkswagen Bug.
Of course, Todd never bothered to force his deck toward the Legacy Weapon. Locking every opponent down with either tapping, bounce, color play, and/or Ertai seemed to be sufficient. I can't imagine how.
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/planeshift/ertai_the_corrupted.jpg]Todd went undefeated in individual matches, pulling himself out of some extraordinarily difficult situations. I did not lose a game, never mind a match, until the finals, when my deck suddenly pretended it had only had two lands (those would be the two I drew initially, both games) and folded like a four-handed third-graders's paper airplane instructional book. Paul, like me, went 3-1 in his matches; unlike me, he did it with a questionable deck.
So at the end of a very long evening, we were 4-0, and took home a box with which to practice more sealed builds with Apocalypse! (Yes, it's true: the rich get richer. You'd think they'd give a box to the team that went 0-4, too. But then I guess we'd all be aiming at the dirt.)
One last note on this evening. There were at least six kids from the same high school (and probably more than six...it could have been twenty...you teenagers nowadays move around in packs and swiftly shift your order, like a school of shiny fish trying to confuse a middle-aged shark) who were involved in the event, and who were a pure joy to play against. It was a group of young men and women who were all in a Magic club at their school. I don't recall the name of the Academy they all go to; but I remember it's in Woodbury, and if any of them are reading this they can recognize themselves from that much detail. I just wanted to tell them it was great watching them interact with the game, and each other - they made me think wistfully back on my own high school days and the friends I enjoyed back then. And that's not easy to make me do - high school was, taken as a whole, one slender bamboo shoot driven up my fingernail.
A SECOND RUN WITH APOCALYPSE
[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/manadots.jpg]Our second look at Apocalypse for team sealed came the following weekend, when Dreamers held an unsanctioned event (remember, it hasn't been released yet!). This time, the full regular team was there, and ready to roll.
I'll do a detailed listing of the cards and decks next time around; it is an interesting pool to look at. For now, it's enough to say that in a field of 14, we went 2-0-1, made Top 8, slipped through the quarterfinals, and then stumbled in the semis as my black-red machine ran into one that was even better. With Todd winning most of his matchups with yet another blue-white lock-'n-bomb deck and Bob losing most of his with an experimental four-color, my loss tipped the scales against us, and we missed out on finals booty.
The reason I bring this evening up now, without so much as a deck list, is just to raise the point that four- and five-color builds seem to work, ironically, at cross purposes with Apocalypse's effect on the field. Most of the cards in Apocalypse don't want more than three colors. They just happen to be different colors than what you may like to think of. In future events, we may force the green deck to use three instead of four colors, even if it means leaving the Armadillo Cloak aside.
In any case, our team is now 8-1-1 across its first two tournaments, a nice record to have. But we're dying for some sanctioned play! Given a New York qualifying rating threshold of a mere 1700, we might just make a run for qualification off of rating...
LESSONS TO CONSIDER
· While the dust from Apocalypse is still settling, our team may start thinking more in terms of one two-color build (u-w), one allied-three-color build (b-r-u), and one enemy-three-color build (g-w-b). The case has not really been made, yet, for four- and five-color builds as a first option in team sealed. (It's only fair to note that team Gotta Catch Kai, which includes some of the great deck builders of the world, just built a five-color deck at Grand Prix Turin and beat Team Limited mavens AlphaBetaUnlimited in an early round. But reports are that one or more of them weren't too enthusiastic about that option. So unless your name is Zvi Alexander Pustilnik, just put that tidbit in the "don't try this at home" category.)
· Team sealed events are often hard to find...make the opportunity when you can. One nice development of our team's work is that the casual group I play with (and which some of you read about in Casual Fridays) has taken to accompanying us on the occasional trip to a sealed event. Team sealed is a GREAT way for friends to start to play tournament Magic... it's very social, both within your team and among other teams.
While I'm on this point, here's hoping that store owners and tournament organizers will provide as many sanctioned team events as possible as qualifier season opens this month. In a new format, many teams are young and can develop a good rating somewhat quickly. TOs, report those matches quickly when you sanction them! Those of us looking for a trip to New York by any means necessary will thank you.
· 
	[image: http://web.archive.org/web/20050312112822im_/http:/www.wizards.com/sideboard/images/cards/planeshift/disciple_of_kangee.jpg]
Put me in, Coach! 


· The Disciple of Kangee gets the "Put Me In, Coach!" Award for Invasion block Limited. This thing has been the 24th card in so many of our builds, we're thinking of running it in our next build no matter what, just so some kind of nasty karma doesn't have us losing to it in the seventh round of a qualifier.
· In the midst of all this upheaval, some lessons don't change at all. As a mid-to-late game, creature-heavy, Limited environment, Invasion block Team Sealed is still all about evasion and removal. Distribution of both across all three decks is still the pillar of our limited religion. Don't shortchange one deck on removal and hope the other two decks will carry the day...they won't. Each deck has to have a legitimate shot at winning the last match, when the teams have already split 1-1 and everybody is hovering over everyone else's shoulder.
Okay, I crammed two lessons into that last one. You caught me.
In the next article, I'll talk more about the second tournament, including decklists, and also discuss the practice Rochester Drafts that our team has been holding. As always, feedback on the series can come to alongi@usinternet.com.
Card Pool Six Decks
Pool Six
	Deck One
	Deck Two
	Deck Three

	"The Great Domain 
Experiment"

White
Sunscape Battlemage
Voice of All
Dominaria's Judgement
Global Ruin

Blue
Allied Strategies

Black
Exotic Curse

Green
Kavu Chameleon
Nomadic Elf
Quirion Trailblazer
Rooting Kavu
Serpentine Kavu
Thornscape Apprentice
Thornscape Familiar
Utopia Tree
Canopy Surge
Gaea's Might
Harrow

Gold
Horned Kavu
Llanowar Knight
Armadillo Cloak
Darigaaz's Charm
Frenzied Tilling

Artifact
Stratadon

Land
8xForest
1xIsland
3xMountain
4xPlains
1xSwamp
	"Sluggish Aggression"

Black
Firescreamer
Nightscape Apprentice
Phyrexian Battleflies
Urborg Phantom
Volcano Imp
Annihilate
Recover

Red
Caldera Kavu
Halam Djinn
Hooded Kavu
Hooded Kavu
Mire Kavu
Pouncing Kavu
Rogue Kavu
Slingshot Goblin
Viashino Grappler
Scorching Lava
Singe
Stun

Gold/Split
Shivan Zombie
Terminate
Assault/Battery

Artifact
Sparring Golem

Land
8xMountain
8xSwamp
Geothermal Crevice
	"The Scornful Washing 
of the Aerostat"

White
Aurora Griffin
Razorfoot Griffin
Samite Pilgrim
Pollen Remedy

Blue
Metathran Aerostat
Metathran Zombie
Sea Snidd
Shoreline Raider
Stormscape Apprentice
Stormscape Familiar
Tower Drake
Vodalian Serpent
Probe
Rushing River
Wash Out

Black
Bog Down
Death Bomb
Planewalker's Scorn

Gold
Galina's Knight
Marsh Crocodile
Samite Archer
Silver Drake
Recoil

Land
6xIsland
6xPlains
4xSwamp
Ancient Spring
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