A Limited Team Adventure
Anthony Alongi
Note: you can access the first, second, third, and fourth installments of this occasional series on a new limited team's quest for Pro Tour glory here.
	I'm going to report on and analyze three different card pools, all with Apocalypse included, all involved with actual events in actual competition...


Let's get right to brass tacks. (No, I have no idea how that metaphor got started, either; but I do know this digression is keeping us from the brass tacks. And do you really want to remain brass-tackless? I didn't think so.) 
I'm going to report on and analyze three different card pools, all with Apocalypse included, all involved with actual events in actual competition. Our collective team record over the three events was 11-4-1, with three Top 4 appearances and two appearances in tourney finals. In all three events, we were eliminated by a 1-2 individual match ratio against teams with at least two pros on them. So we're knocking on the door. It's just a matter of smashing it down (or, for you blue-white mages out there, picking the lock).
POOL THE FIRST
At Dreamers on June 2, our team opened the following card pool:
Team Sealed Card Pool #7:
	White
	Blue
	Black

	Benalish Trapper
Capashen Unicorn
Coalition Honor Guard
Crimson Acolyte
Crimson Acolyte
Disciple of Kangee
Glimmering Angel
Honorable Scout
Prison Barricade
Samite Pilgrim
Standard Bearer
Dismantling Blow
Heroic Defiance
Holy Day
Manacles of Decay
Pledge of Loyalty
Restrain
Reviving Dose
Shackles
Shield of Duty and Reason
Strength of Unity
	Coastal Drake
Faerie Squadron
Faerie Squadron
Reef Shaman
Sea Snidd
Shoreline Raider
Stormscape Familiar
Tidal Visionary
Vodalian Hypnotist
Vodalian Merchant
Traveler's Cloak
Confound
Jaded Response
Mana Maze
Manipulate Fate
Phantasmal Terrain
Repulse
Shimmering Wings
Sisay's Ingenuity
Sunken Hope
Worldly Counsel
	Bog Initiate
Duskwalker
Firescreamer
Maggot Carrier
Mournful Zombie
Necra Disciple
Nightscape Apprentice
Nightscape Familiar
Phyrexian Battleflies
Phyrexian Reaper
Ravenous Rats
Urborg Emissary
Volcano Imp
Zombie Boa
Agonizing Demise
Annihilate
Cursed Flesh
Death Bomb
Exotic Curse
Exotic Disease
Hypnotic Cloud
Mourning
Reckless Spite
Recover
Suppress
Tsabo's Decree

	Red
	Green
	Gold/Split

	Ancient Kavu
Firebrand Ranger
Kavu Aggressor
Kavu Scout
Raka Disciple
Rogue Kavu
Scarred Puma
Slingshot Goblin
Breath of Darigaaz
Chaotic Strike
Dwarven Landslide
Keldon Mantle
Overload
Overload
Tahngarth's Glare
Tribal Flames
Turf Wound
Zap
	Alpha Kavu
Bog Gnarr
Kavu Chameleon
Kavu Climber
Kavu Howler
Llanowar Elite
Llanowar Elite
Nomadic Elf
Penumbra Bobcat
Pincer Spider
Pincer Spider
Savage Gorilla
Stone Kavu
Thornscape Master
Aggressive Urge
Explosive Growth
Falling Timber
Falling Timber
Gaea's Might
Harrow
Lay of the Land
Primal Growth
Pulse of Llanowar
Saproling Infestation
Tranquility
Wandering Stream
	Captain Sisay
Ebony Treefolk
Ebony Treefolk
Galina's Knight
Horned Kavu
Putrid Warrior
Razorfin Hunter
Riptide Crab
Samite Archer
Stalking Assassin
Vodalian Zombie
Armadillo Cloak
Backlash
Darigaaz's Charm
Daring Leap
Dralnu's Crusade
Gerrard's Verdict
Heroes' Reunion
Hull Breach
Quicksilver Dagger
Rith's Charm
Seer's Vision
Sleeper's Robe
Soul Link
Wings of Hope
Wings of Hope

	Artifact
	Lands
	 

	Dromar's Attendant
Emblazoned Golem
Sparring Golem
Mask of Intolerance
Tigereye Cameo
	12xForest
12xIsland
12xMountain
12xPlains
12xSwamp
Crosis's Catacombs
Irrigation Ditch
Shivan Reef
Sulfur Vent
Tinder Farm
Treva's Ruins
	 


[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/ebony_treefolk.jpg]What we found difficult about this build was what to do with the black-green. If you take the standard accepted practice of a b-r, u-w, and g-x deck, you'd figure the two Ebony Treefolk would slink right into the third deck. But there wasn't enough early black to support two decks. So what we built, we recognize as suboptimal.
I'll give away the decks immediately, this week:
Pool 7, Deck A, played by Anthony Alongi
Black
Duskwalker
Firescreamer
Nightscape Apprentice
Nightscape Familiar
Phyrexian Battleflies
Phyrexian Reaper
Ravenous Rats
Urborg Emissary
Volcano Imp
Zombie Boa
Agonizing Demise
Annihilate
Cursed Flesh
Exotic Curse
Reckless Spite
Recover

Red
Ancient Kavu
Firebrand Ranger
Kavu Aggressor
Rogue Kavu
Breath of Darigaaz

Artifacts
Sparring Golem

Lands
Crosis's Catacombs
Sulfur Vent
Shivan Reef
7xMountain
7xSwamp
Near sideboard included Backlash, Zap, Cursed Flesh, Razorfin Hunter, and Quicksilver Dagger.
Pool 7, Deck B, played by Todd Petit
 
White
Benalish Trapper
Coalition Honor Guard
Crimson Acolyte
Glimmering Angel
Prison Barricade
Samite Pilgrim
Standard Bearer
Manacles of Decay
Shackles

Blue
Coastal Drake
Faerie Squadron
Faerie Squadron
Reef Shaman
Shoreline Raider
Stormscape Familiar
Tidal Visionary
Confound
Repulse

Black
Tsabo's Decree

Gold
Galina's Knight
Samite Archer
Stalking Assassin

Artifacts
Emblazoned Golem

Lands
7xIsland
7xPlains
3xSwamp
Near sideboard included Crimson Acolyte, Disciple of Kangee, and Death Bomb.
[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/invasion/do_or_die.jpg]One of the things Todd and I considered after the event is our tendency to offer sweeping black-splash spells to this deck. (We did it again down below, with Do or Die.) I think it's the right move, since black usually has enough spot removal that a sweeping effect is less useful than in a stall deck, where you can take out five bored Kavu in one ferocious sweep and swing the board hard in your direction. But I also recognize that the less black deck A donates to deck B, the more black (or red) it has available to pass on to deck C, which came out feeling awkward with the little bitsy black it had:
Pool 7, Deck C, played by Bob Drosky
Red
Kavu Scout
Tribal Flames

Green
Alpha Kavu
Kavu Chameleon
Kavu Climber
Kavu Howler
Nomadic Elf
Penumbra Bobcat
Pincer Spider
Pincer Spider
Savage Gorilla
Stone Kavu
Thornscape Master
Aggressive Urge
Explosive Growth
Gaea's Might
Harrow
Lay of the Land

Gold
Ebony Treefolk
Ebony Treefolk
Horned Kavu
Armadillo Cloak
Darigaaz's Charm

Lands
Irrigation Ditch
Tinder Farm
Treva's Ruins
5xForest
3xMountain
3xPlains
3xSwamp
Near sideboard included Slingshot Goblin, Rith's Charm, and Shield of Duty and Reason.
[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/invasion/nomadic_elf.jpg]The main problem with this deck is not mana fixers - there are plenty. The problem is, the third and fourth colors really want to come in on turn three (white with the Cloak, Black with the Ebony Treefolk). In fact, the second color is better to go on turn three, as well (Horned Kavu, Kavu Scout, Tribal Flames). With all that early color-jockeying, it's hard to get the right mana when you want it from Nomadic Elf or (turn three) Harrow.
As a result, the deck played inconsistently, and Bob suffered the ignominy of being the sole loser on our team through three rounds of Swiss and the quarterfinals. In the semifinals, I ran into a r-b-u that was even sweeter than mine, and our fate was sealed. There lie the perils of not balancing your decks correctly.
POOL THE SECOND
At Outpost 2000 on June 9, we opened the following:
Team Sealed Card Pool #8:
	White
	Blue
	Black

	Aurora Griffin
Benalish Trapper
Coalition Honor Guard
Crimson Acolyte
Crimson Acolyte
Dega Disciple
Disciple of Kangee
Rampant Elephant
Razorfoot Griffin
Standard Bearer
Sunscape Apprentice
Sunscape Familiar
Blinding Light
Heroic Defiance
Orim's Thunder
Protective Sphere
Protective Sphere
Restrain
Restrain
Reviving Dose
Reviving Dose
Strength of Unity
	Ceta Disciple
Coastal Drake
Hunting Drake
Metathran Transport
Stormscape Familiar
Tidal Visionary
Tidal Visionary
Tower Drake
Vodalian Merchant
Whirlpool Rider
Whirlpool Rider
Collective Restraint
Ertai's Trickery
Escape Routes
Exclude
Mana Maze
Opt
Phantasmal Terrain
Probe
	Bog Initiate
Duskwalker
Firescreamer
Firescreamer
Nightscape Apprentice
Nightscape Apprentice
Phyrexian Slayer
Urborg Shambler
Volcano Imp
Zombie Boa
Addle
Agonizing Demise
Annihilate
Annihilate
Cursed Flesh
Dredge
Mind Extraction
Mind Extraction
Mourning
Scavenged Weaponry
Scavenged Weaponry
Shriek of Dread
Sinister Strength
Sinister Strength
Suppress
Tainted Well

	Red
	Green
	Gold/Split

	Caldera Kavu
Desolation Giant
Firebrand Ranger
Kavu Aggressor
Minotaur Tactician
Mire Kavu
Mire Kavu
Raka Disciple
Scarred Puma
Slimy Kavu
Viashino Grappler
Crown of Flames
Magma Burst
Overload
Raka Sanctuary
Singe
Singe
Smash
Stand or Fall
Strafe
Stun
Tectonic Instability
Tribal Flames
Zap
	Ana Sanctuary
Bog Gnarr
Explosive Growth
Explosive Growth
Fertile Ground
Fertile Ground
Kavu Chameleon
Kavu Titan
Lay of the Land
Llanowar Cavalry
Llanowar Vanguard
Nomadic Elf
Penumbra Bobcat
Primal Growth
Pulse of Llanowar
Quirion Elves
Quirion Elves
Quirion Sentinel
Quirion Sentinel
Savage Gorilla
Serpentine Kavu
Stone Kavu
Thornscape Apprentice
Tranquility
	Cavern Harpy
Cavern Harpy
Charging Troll
Goblin Legionnaire
Hanna, Ship's Navigator
Razing Snidd
Samite Archer
Cauldron Dance
Crosis's Charm
Dralnu's Crusade
Fires of Yavimaya
Gerrard's Command
Overgrown Estate
Phyrexian Tyranny
Plague Spores
Plague Spores
Quicksilver Dagger
Seer's Vision
Soul Link
Squee's Embrace
Squee's Revenge
Wings of Hope
Wings of Hope

	Artifact
	Lands
	 

	Alloy Golem
Sparring Golem
Treva's Attendant
Dragon Arch
Dragon Arch
Tigereye Cameo
	Archaeological Dig
Dromar's Cavern
Geothermal Crevice
Irrigation Ditch
Tinder Farm
Treva's Ruins
	 


This time, we mixed up letters and decks a bit:
Pool 8, Deck A, played by Bob Drosky:
Black
Duskwalker
Firescreamer
Firescreamer
Nightscape Apprentice
Nightscape Apprentice
Volcano Imp
Zombie Boa
Annihilate
Annihilate
Cursed Flesh

Red
Caldera Kavu
Firebrand Ranger
Kavu Aggressor
Mire Kavu
Mire Kavu
Slimy Kavu
Viashino Grappler
Magma Burst
Strafe

Gold
Crosis's Charm
Plague Spores
Plague Spores

Artifacts
Sparring Golem

Lands
2xIsland
7xMountain
8xSwamp
	[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/invasion/swamp.jpg]
Sometimes, it's all about the mana 


I looked over and saw Bob playing with one color mana on the board and the other color in his hand enough times for me to get depressed. I also believe Bob's bad luck is a testament to the power of early mulliganing; but since Bob often informed us that he WAS mulliganing into those hands, we have to look for other causes. I would probably suggest in retrospect another swamp, with one less mountain, and an insistence upon having a swamp as one of two lands to start a hand. That way, you only get screwed in one direction (and it's not a bad direction to get screwed in).
I don't recall Bob's individual match record, and I don't think he'd want me to post it anyway. I know how this looks. You folks have to take my word for it that Bob's a solid player who pulls out clutch situations. In two of these events, he was the sole winner for our team in the finals, while Todd and I both betrayed him with match losses. It's a matter of familiarity with the set, and getting each player ready for the most likely matchups and the right strategies for each.
Pool 8, Deck B, played by Anthony Alongi
White
Aurora Griffin
Benalish Trapper
Razorfoot Griffin

Red
Desolation Giant
Tribal Flames
Zap

Green
Kavu Chameleon
Kavu Titan
Nomadic Elf
Penumbra Bobcat
Quirion Elves
Quirion Elves
Quirion Sentinel
Serpentine Kavu
Stone Kavu
Thornscape Apprentice
Explosive Growth
Explosive Growth

Gold
Charging Troll
Goblin Legionnaire
Fires of Yavimaya
Gerrard's Command
Squee's Embrace

Lands
7xForest
5xPlains
4xMountain
Tinder Farm
[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/squees_embrace.jpg]This is the way a "third" (read: green-based) deck ought to look. The synergy in this thing is amazing: how about a Squee's Embrace on a Penumbra Bobcat? How about having enough mana to regenerate your Charging Troll after the Desolation Giant comes out? How about bringing your Thornscape Apprentice out with haste off of Fires along with another creature, to remove the last blocker and win the game? How about tapping one potential 3/3 attacker with your Benalish Trapper, and then casting Gerrard's Command on the Trapper after the second 3/3 attacks? I also hear Kavu Chameleon and Kavu Titan are pretty good cards; but I'm not a pro yet so you might want to double-check that.
I was incredibly embarrassed to lose my match 0-2 in the first round. (I played too much like a relentless b-r player, and foolishly overextended, twice.) I adjusted my pace and swept from that point on, and was very happy for the rematch in the Top 4, when I was able to return the sweep, in two games lasting a total of thirteen turns. (This, without overextending. It's amazing how a patient outlook can actually make the game go faster, sometimes.)
	[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/invasion/samite_archer.jpg]
This guy can lock up the board 


I discovered the weakness of the deck in the finals, when a Samite Archer cut my early game short and allowed a great blue-white deck in a pro's hands the opportunity to shut me down. It seemed all I drew were one-toughness creatures; but since we played additional matches after the two-game sweep and I only won one, we'll have to accept that the other deck and/or player were just plain better.
The player, Marc "Hadji" Haase, is on team Flying Red Car, along with Ken Bearl and Matthew Gruel. Hadji and Ken have been on the Pro Tour; and we all know each other from playing at Dreamers. I want to give special thanks to this team for practicing Team Rochester Draft with us over the past couple of weeks. The conversations have been thoughtful, and the company has been great. It's possible neither team will get to use this practice; but it certainly would be terrific to end up in the top two with them this Saturday. Flying Red Car may, in fact, make it on rating: they placed highly at the Omaha qualifier, and are surging toward 1700 as I type.
On to the last deck at Outpost that night:
Pool 8, Deck C, played by Todd Petit
White
Coalition Honor Guard
Crimson Acolyte
Disciple of Kangee
Standard Bearer
Sunscape Familiar

Blue
Coastal Drake
Hunting Drake
Metathran Transport
Tidal Visionary
Tidal Visionary
Tower Drake
Collective Restraint
Exclude
Opt
Probe

Black
Phyrexian Slayer
Urborg Shambler
Agonizing Demise
Mourning

Gold
Cavern Harpy
Cavern Harpy
Samite Archer

Artifacts
Alloy Golem

Lands
7xIslands
5xPlains
5xSwamp
Dromar's Cavern
[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/desolation_giant.jpg]This deck had less white and more black than Todd was used to (and isn't it just like Reef Shaman and Dream Thrush to show up in pairs when you don't need them at all, but to disappear into thin air when you have a real use for them?). That's mainly because the Desolation Giant impacted my deck so much (bending it toward both red and white) that he needed to bring in some of his control from another color.
An interesting choice here is Agonizing Demise. This obviously works a bit more fluidly in the red-black build; but since that deck already had two Annihilates, we thought the easier-to-cast Demise would be better here. As it turned out, one of the Annihilates may have worked okay; and on the other end of the table Bob suffered defeat in at least one game with only one black mana and an Annihilate in his hand. Todd seemed lucky enough to cast the Urborg Shambler (pretty good with two Visionaries) without much problem; but maybe multiple double-black spells would have been pushing it.
AN INTERLUDE FOR YOUR ENTERTAINMENT
That's a lot of decklists up there, and I want to share something besides columns of card names. Let me swing into the team dynamic in an adult world; as I write this we're in the week heading up to the Minneapolis qualifier and are dealing with the following:
· The extension of the Minnesota legislative session has meant late nights for my job, which threatens our most intensive practice week (my pleading memos to Jesse Ventura have so far been met with a silent stare from behind a feather boa);
· Todd has apparently been on a pure diet of maple sugar candies and has some root canal thing going on right before, and possibly during, a key practice event (and we can all take a moment here to imagine the Novocain-laden accent Mr. Petit will bring to the table that night, like something out of Princess Bride..."Fwagbaywers are that dweam wiffin a Dweam Fwush"..."; 
· Worst of all, Bob has contracted Lyme Disease (which, if you don't know, is occasionally life-threatening and is borne by deer ticks...and the deer tick, if you don't know, is the state flower of Minnesota), which probably puts him out of the running for the qualifier itself.
	[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/coalition_honor_guard.jpg]
Yes, it is a Fwagbaywer! 


Also, Tuesday was my eighth anniversary, my wife's car just needed major repairs so carpooling was a threat for a while, Bob's grandmother-in-law just passed away, and Todd recently completed another round of actuarial exams (which probably rate somewhere around that root canal on his personal excite-o-meter). Finally, the state government may shut down next week, putting me in a forced layoff.
The next time I hear someone whine about missing an article deadline or doing poorly at a tournament because they did too many beer bongs the previous night or drove a lot, I'm going to pull together some of that fissionable nuclear waste that's reportedly strewn all over Russia, manufacture a little explosive device in the shape of a Brown Ouphe, and set that sucker off in the low atmosphere above their college campus.
In anticipation of Bob's continued illness on Saturday, we've brought onto the team one George Maverick, another member of our regular multiplayer group who started Magic a little less than two years ago. George is Canadian, or Romanian, depending on what insult you're using; and while he is still learning the finer aspects of the game, he has begun to pull off match wins against some of the better local players. Most importantly, since his wife and kids are in Canada, he fits our team name and theme perfectly.
Just so you can all see what a great player George is, I've saved an email from him that he sent this week as we asked him to fill Bob's shoes:
THANK YOU FOR YOUR CONFIDENCE AA!
BTW, WHY ARE SOME NON-CREATURE CARDS CALLED "SORCERIES" AND SOME ARE CALLED "INSTANTS"? DOES IT MAKE ANY DIFFERENCE AT ALL?
This is what passes for humor on George's home planet. My solemn promise to you, the reader, is that I will insulate you from future exposure to this brand of commentary. I mean, seriously, don't we hear enough from Canadians on the Sideboard? 
CARD POOL THE THIRD
Let's go on to the third event, another team sealed at Dreamers on June 16:
Team Sealed Card Pool #9:
	White
	Blue
	Black

	Angel of Mercy
Ardent Soldier
Ardent Soldier
Aurora Griffin
Benalish Emissary
Benalish Lancer
Benalish Trapper
Obsidian Acolyte
Prison Barricade
Rampant Elephant
Razorfoot Griffin
Aura Blast
Aura Blast
Coalition Flag
Death or Glory
Diversionary Tactics
Hobble
Lashknife Barrier
Manacles of Decay
Manacles of Decay
March of Souls
Orim's Thunder
Orim's Thunder
Orim's Touch
Orim's Touch
Protective Sphere
Rewards of Diversity
	Arctic Merfolk
Blind Seer
Dream Thrush
Living Airship
Reef Shaman
Stormscape Apprentice
Stormscape Apprentice
Tower Drake
Whirlpool Rider
Zanam Djinn
Confound
Jilt
Opt
Phantasmal Terrain
Probe
Prohibit
Shimmering Wings
Sleeping Potion
Sleeping Potion
Worldly Counsel
	Firescreamer
Maggot Carrier
Nightscape Apprentice
Nightscape Familiar
Phyrexian Battleflies
Phyrexian Bloodstock
Phyrexian Bloodstock
Phyrexian Infiltrator
Urborg Phantom
Urborg Skeleton
Zombie Boa
Annihilate
Cursed Flesh
Dead Ringers
Defiling Tears
Do or Die
Dredge
Exotic Curse
Hypnotic Cloud
Last Caress
Mourning
Scavenged Weaponry
Shriek of Dread
Soul Burn
Tainted Well

	Red
	Green
	Gold/Split

	Bloodfire Dwarf
Flametongue Kavu
Hooded Kavu
Minotaur Tactician
Pouncing Kavu
Rage Weaver
Raka Disciple
Slimy Kavu
Slingshot Goblin
Viashino Grappler
Bend or Break
Bloodfire Infusion
Crown of Flames
Illuminate
Insolence
Lightning Dart
Maniacal Rage
Maniacal Rage
Savage Offensive
Scorching Lava
Stun
Tahngarth's Glare
Tribal Flames
	Alpha Kavu
Ana Disciple
Llanowar Elite
Might Weaver
Nomadic Elf
Penumbra Bobcat
Quirion Explorer
Quirion Sentinel
Root Greevil
Serpentine Kavu
Serpentine Kavu
Stone Kavu
Thornscape Apprentice
Explosive Growth
Harrow
Symbiotic Deployment
Tranquility
Wandering Stream
	Gaea's Skyfolk
Galina's Knight
Lava Zombie
Llanowar Dead
Minotaur Illusionist
Putrid Warrior
Razorfin Hunter
Riptide Crab
Shivan Zombie
Shivan Zombie
Steel Leaf Paladin
Vodalian Zombie
Voracious Cobra
Yavimaya Barbarian
AEther Rift
Armadillo Cloak
Eladamri's Call
Fires of Yavimaya
Heroes' Reunion
Malicious Advice
Martyrs' Tomb
Recoil
Rith's Charm
Terminate
Yavimaya's Embrace
Pain/Suffering

	Artifact
	Lands
	 

	Alloy Golem
Darigaaz's Attendant
Emblazoned Golem
Mana Cylix
Seashell Cameo
	12xForest
12xIsland
12xMountain
12xPlains
12xSwamp
Ancient Spring
Archaeological Dig
Geothermal Crevice
Irrigation Ditch
Shivan Oasis
Terminal Moraine
	 


Great googly-moogly. This is a feast! Easily the best card pool we have opened to date. Too bad it wasn't sanctioned!
We still managed to shortchange the green deck; it should have had Lightning Dart and Diversionary Tactics. But I'm getting ahead of myself:
Pool 9, Deck A, played by Anthony Alongi:
Blue
Jilt

Black
Firescreamer
Nightscape Apprentice
Nightscape Familiar
Phyrexian Battleflies
Urborg Phantom
Zombie Boa
Annihilate
Exotic Curse
Soul Burn

Red
Bloodfire Dwarf
Flametongue Kavu
Hooded Kavu
Pouncing Kavu
Rage Weaver
Slimy Kavu
Illuminate
Stun

Gold
Lava Zombie
Minotaur Illusionist
Shivan Zombie
Shivan Zombie
Terminate

Lands
3xIsland
7xMountain
7xSwamp
[image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/illuminate.jpg]This deck was a machine. I don't know what else to say. I barely touched my sideboard (Bloodstock for Phantom against white), which is an excellent sign that this may have been overpowered and could easily have given up Lightning Dart from the sideboard, of all places. It is such a thrill to play Illuminate with kicker and announce, "Light up the tapper for 8. You too."
I know Stun gets ranked below Lightning Dart in most cases. I honestly have to say none of us really saw the Dart. I mean, we saw it, but we didn't SEE it, if you know what I mean. Our strategic goggles get all blurry at the worst times. Of course, our hindsight is stunningly accurate. Both Stun and Dart could have gone to Bob's deck, anyway; I could have brought in Cursed Flesh and Defiling Tears and had a perfectly good deck.
I blasted through the Swiss and then faltered in the semifinals and finals. Todd and Bob carried me the first time around, but I was too heavy in the finals and dragged down Todd with me. Here's what he played:
Pool 9, Deck B, played by Todd Petit:
White
Angel of Mercy
Aurora Griffin
Benalish Lancer
Benalish Trapper
Obsidian Acolyte
Prison Barricade
Razorfoot Griffin
Diversionary Tactics
Hobble
Lashknife Barrier
March of Souls

Blue
Blind Seer
Living Airship
Reef Shaman
Stormscape Apprentice
Stormscape Apprentice
Tower Drake
Zanam Djinn
Confound
Probe

Black
Phyrexian Infiltrator
Do or Die

Gold
Galina's Knight

Lands
Ancient Spring
Terminal Moraine
6xIsland
7xPlains
2xSwamp
As I said above, our team really, really likes the black splash in this deck if there's a global sweeper like Do or Die, or Tsabo's Decree. In this deck, Diversionary Tactics was largely redundant. Todd really needed it in one game; if he had put Dead Ringers in there instead it probably would have served him about as well. Note that Dead Ringers looks a lot better in a deck with Aurora Griffin and Blind Seer than it does in a deck with Soul Burn and Illuminate.
Pool 9, Deck C, played by Bob Drosky (this is still pre-Lyme):
White
Benalish Emissary
Manacles of Decay

Red
Viashino Grappler
Scorching Lava
Tribal Flames

Green
Alpha Kavu
Might Weaver
Nomadic Elf
Penumbra Bobcat
Quirion Explorer
Serpentine Kavu
Serpentine Kavu
Stone Kavu
Thornscape Apprentice
Explosive Growth
Harrow

Gold
Voracious Cobra
Yavimaya Barbarian
Armadillo Cloak
Fires of Yavimaya
Rith's Charm

Artifacts
Alloy Golem
Emblazoned Golem

Lands
Geothermal Crevice
Shivan Oasis
7xForest
4xMountain
4xPlains
As I said above, this could have pulled Lightning Dart from deck A and Diversionary Tactics from deck B, and been a lot better. Bob still lost more than someone of his skill should; and so that's something we've got to continue to work on. With the less experienced George in that seat now, it will be particularly important to give every deck he plays a fair chance of neutralizing the vanilla Faerie Squadrons that seem to give this type of deck so much trouble.
WRAP-UP BEFORE THE FIRST QUALIFIER
Here is our "team Bible" heading into the imminent qualifier in Minneapolis. While we'll be done before you read this, perhaps some of these will give you insights you can use for your own team:
· [image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/death_grasp.jpg]Red-black and blue-white still form the core of team sealed decks. The third deck uses green and goes into red and white as necessary. If you're going to leave that path, you need a strong justification for doing so. (HINT: Putrid Warrior doesn't cut it.) As for Apocalypse's effect, strong red-blue goes into the red-black deck, strong blue-green goes into the blue-white, and strong green-black goes into the third. Strong red-white or black-white cards like Desolation Giant and Death Grasp will throw us for a curve; but it will take something that large for us to change course. If black has the right rares, it can be slipped into the blue-white without too much difficulty to break the mirror stall.
· Many teams will be overly tempted into four- or five-color green. Unless the team is made up of seasoned pros, that will usually be the weakest deck. That means the player facing that deck has to set the tone for the team. Beating a five-color deck is best to do early, before massive threats like Legacy Weapon and Fungal Shambler come out. So our best matchup for five-color decks is my red-black rush deck. We have found that (at least around Dreamers and Outpost 2000), most teams put their green-based deck in the A slot. Therefore, Anthony goes into the A slot. And our B and C players will get to play against decks that have been weakened by the greedy five-color player.
· Your team's green deck needs the most work. Often, it will have the least removal, the fewest evasion creatures, and even the fewest instants. The archetype's accepted common bomb - Armadillo Cloak - offers ready 2-for-1 advantage for at least two of the colors out there. One solution is to go four- or five-color, and give it the best removal cards you have (weakening the other decks). The other solution is to find as much "second tier" removal as possible to spare from the other two decks. This is the preferred solution for our team. Singe and Slingshot Goblin are sometimes in the very near sideboard of the red/black deck...might they help more here? Or maybe the white-blue deck can make do with one less Benalish Trapper. Just remember that every mana-fixer you stuff into this deck is one less solution you have for a third-turn Silver Drake.
· The teams that you've practiced with are still your friends. Shake their hands if you meet, and cheer for them when you don't. Why infect your mood by straining the friendships you've made? If you root for them and yourselves, you double your chances of being at least somewhat satisfied by the end of the evening.
· Every matchup is critical. I don't know how tiebreakers work in Team Limited Qualifiers. But I do know that only two teams get to Rochester draft at the end. (This, incidentally, is insane. I know Rochester drafts are lengthy, but they get timed and then all subsequent matches happen in a single round, instead of three rounds in a normal, individual Top 8 of a qualifier. A Top 4 with two drafts and two playing rounds total can't be that difficult to arrange.) In any event, there is no opportunity to "take a round off."
· Your white-blue player will need help staying on top of his or her game. These are the matches that are likely to drag out, especially if it's a mirror match. This requires a player who performs well under stress, since it's always the match where everyone at the tourney is watching, waiting for the next round to start. The other two "rush" players on the team have two primary duties to help this fellow out: first, it would be immensely useful if they won their games. Failing that, they should ask their teammate in advance what behaviors are useful, and which are not. Bringing a soft drink, sitting in quiet nearby support, and making sure you know where to find a judge if needed are probably all useful. Gasping in horror at your teammate's blocking decisions, trash talking with the other side, and sucking your Slurpee in a concentrating player's ear are probably less so. 
· [image: http://web.archive.org/web/20050312113921im_/http:/www.wizards.com/sideboard/images/cards/invasion/sabertooth_nishoba.jpg]If you make the Rochester Draft, have a plan. I like team AlphaBetaUnlimited.com's "flexible" approach for Invasion and Planeshift - it was somewhat easier back then to dance around allied color combinations. But with Apocalypse, I like a more fixed plan better. Our team's plan sticks pretty close to our team sealed colors: left-hand player C picks up red, green, and black (looking to green-black bombs in Apocalypse); middle player B picks up blue, white, and possibly green; right-hand player A picks up red, black, and blue. Again, a Desolation Giant or Sabertooth Nishoba may disrupt our plan; but the key is, we know exactly what will make us change gears... and what won't. As for matching up against the other team, we simply haven't done enough testing to anticipate what the other team is likely to do. We have done enough, however, to spot the trouble picks (e.g., Obsidian Acolyte) that we have to consider on the fly.
· When you select your teammates, or alternates, pick people you're comfortable with; and keep everyone in the loop. We are horribly, horribly glad we included George in all of the emails we were having while discussing decks. He had questions at the time, as well as feedback; and with all of that under his belt, this very intense week will be a lot easier. Without the preparation to date, I'd be looking at George as a warm body to fill the C seat. With that preparation, he's an inconsistently good player with a strong understanding of the game who's going to surprise a few people Saturday.
· You win as a team, and you lose as a team. If you find yourself yelling at a teammate because he "blew" a key match, turn the finger around. Because of you and your poor attitude, you were going to lose long before you played that game. I'm amazed how many teams I've already seen do this, in three short months. How many pros use public humiliation as a team-building exercise? Here's a message for those of you with short stacks: your obvious mistrust and insecurity were huge strikes against you and your team from the start. Count yourself lucky that you went as far as you did, unless you go 0-2 drop, which sounds about right.
· Always, always save the Aura Blast for Goblin Trenches. [Just kidding, Todd. I'll cut this.]
By the time this gets posted, we'll already know how well we did at the Minneapolis qualifier. There's one additional event we can manage between the three of us: Grand Prix Columbus. Given the high ratio of individual pros we expect to be formed into teams in Ohio, we really want the Minneapolis qualifier to work out for us. Here's hoping our hard work paid off.
As always, feedback on the series can come to alongi@usinternet.com.
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