	Wise Words - Call to Arms
Gary Wise
Thanks in large to the excessive amount of time I spend on airplanes, I'm reading a lot more than I ever have. While I've been reading all kinds of stuff, with my film degree in tow, I find myself drawn to the books that are made into movies, my logic being that if someone was willing to drop a few million dollars in recreating a story, it must be a good one.
	With the Casey McCarrel debacle at US Nationals, cheating is once again in the spotlight, but it won't be for long unless we keep it there.


Most recently, I finished reading Steven Pressfield's first novel, The Legend of Bagger Vance, the book off which the Robert Redford-directed film was based. While I haven't seen the film, I can already understand people panning the film the way they have with Will Smith (who I usually like) being completely wrong for his role (which, if they wanted star power, should have been filled by Sam Jackson or Morgan Freeman who, while a little old for the role, would be SO good). The book, however, is an outstanding read that anyone who is interested in competition should enjoy.
Without ruining the story, this book uses the playing of a game as a metaphor for life, an idea it illustrates beautifully. It can be any game, but Pressfield chose golf due to his passion for that particular game and the individual nature of it, in that one golfer really doesn't affect another for most of the match. There is no athletic interaction in the contest.
Magic is very much like golf in that it's a game that sees individuals compete as opposed to teams, but while reading the book, one very particular area stuck out as a difference between the two games: the respect the players had for their game. Golfers generally abide by a strict code of rules and conduct, often calling for penalties on themselves in that their playing area is too large for any sized team of judges to fully adjudicate upon. Without this code, one has to think that the beauty of the game would have been engulfed by the corruption of its players, the same way Magic's legitimacy continues to be questioned by the corruption we seem to see all the time.
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/USNAT01/826.jpg]With the Casey McCarrel debacle at US Nationals, cheating is once again in the spotlight, but it won't be for long unless we keep it there. Time and again, high profile Pros have been caught, and there's been an uproar and people have sworn and cursed and promised retribution for those who have sinned against this great game and... and... well, and what? We, as players, don't do anything about it and things go back to status quo.
This week's Wise Words is something of a call to arms. In the remainder of this column, you'll find out what cheaters are doing, what you should be doing, and why you're as guilty as the cheaters themselves when it comes to the ongoing pattern our game sees rotating around the moralistic Ferris wheel. If you want to protect yourself and your game, read on, and cheaters, well, like Sol Malka said in his US Nationals tournament report, get out of my game-and my column. I don't want you here.
What They're Doing
When I set out to write this article, I had to contend with the moral implications of putting a list of ways to cheat in a public forum. On the one hand, it will let players be aware of what opponents are doing to try to cheat them, thus offering protection, while on the other hand, it gives the morally corrupt an insight into ways of improving their techniques. In the end I decided that if these guys were dumb enough that they haven't figured this stuff out yet, they probably wouldn't be able to pull much of it off. Here's a list of ways players can cheat you. Hopefully, when you know what to look for, you'll catch them in the act:
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/ia/diabolic_vision.jpg]Insufficient Randomization - Yes it is possible that a player can't riffle shuffle, but that's what Casey was telling his opponents, and look at the result. If your opponent doesn't riffle shuffle, you should almost always call a judge and ask that they do so, and you should definitely be riffle shuffling their decks when you cut. Yes, it is the more sportsmanlike act to tap your opponent's deck and assume their good nature, but better safe than sorry.
There are a number of ways your opponent can stack their deck. There's the basic mana stack of course, but that's very easy to spot and stop. What you have to be careful of is players using more subtle means. One way I know of that players use is the slide shuffle. Watch out for players who seem to be moving a single card at a time. Be careful and note if a player is looking at any of the cards in the deck he is shuffling. This is often a sign that he is trying to manipulate the order of the cards to his advantage. Several methods of shuffling will allow a player to move a particular card to the top of his deck. One should be especially careful to cut midgame shuffles because of this.
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/tempest/whispers_of_the_muse.jpg]Drawing extra cards - well, this one is pretty obvious, but that doesn't mean it doesn't happen. One should always keep a count of the total number of cards in an opponent's hand, graveyard and play area to make sure the number of cards drawn corresponds with your own. Also keep in mind that these extra cards could come from the graveyard instead of the library, so you should keep track in your head of how the graveyard should look. Going back to an alleged offense by Mike Long, be careful to count your opponent's deck before the match, as if they play with more than 60 cards, they can draw an extra card and then dispose of a useless one, placing it in a pocket, box, lap or what have you.
The eyes have it - One way cheating occurs is through the looking at cards that are not meant for a player's eyes. More than one player has been accused of craning their neck to look at their opponent's hand, but that's not the only time players are seeing what they shouldn't. When your opponent cuts your deck, it is very easy for them to see the cards in your deck, and if they aren't purposely averting their eyes, it's very likely they're trying to see things they shouldn't, possibly to aid other cheating methods. 
Adding cards - This isn't a problem on Tour, but in those store tournaments, I'd bet it happens more than you think. It's pretty difficult for you to do anything about this, but you can point out players you suspect would do something like this to your T.O. or judge in the hope they'll watch a little closer to make sure this doesn't happen.
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/5e/stasis.jpg]Stalling - the most common method of cheating on the Tour today, you all know how this works. Methods used to help the stall include the asking of extraneous rules questions, the making of mistakes and the engaging in non-match-related conversation.
Oops! Sorry - ok, this is probably the most subtle way of cheating that I know of (granted, there may be some out there I don't know). Ever have an opponent repeatedly make mistakes with regards to what a card does, what present life totals are and the like, with every mistake 'accidentally' going in their favor? Bad news: it's probably on purpose, at least subconsciously. True, to err is human, but when intelligent, methodical people can't keep a life total with a pen and a piece of paper over and over again, something fishy is going on.
The other mistake/cheating that occurs is when a player comes to the unfortunate realization that their deck isn't properly configured and tries to cover this up by not telling anyone. In Barcelona, I forgot to desideboard a Slay for my match against a blue-white mage, and while it hurt to do it, I called a judge and got myself a game loss in a game I was probably going to win. Remember: you have to hold up to your own standards. If you've ever complained about cheaters, you have to do the same thing I did.
How Do You Protect Yourself? 
Ok, here are a few basic rules that should help you protect yourself from cheating opponents:
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/planeshift/diabolic_intent.jpg]1) Don't trust anybody. There are only two players in the world that I won't shuffle for a match of any importance (when I'm practicing, I generally don't cut as it would be detrimental to my opponent's testing to cheat, as they won't get accurate results) and there are players on Tour who think I'm foolish to let those two off the hook. Steve O'Mahoney-Schwartz shuffles his brother Dan and vice versa when they play, with the logic being that the opponent may have, without ill intent, insufficiently randomized their deck. In other words, just shuffle everyone, and always watch for inconsistencies. Even if those inconsistencies are unimportant or unintentional, the game is meant to be played by certain rules.
2) Keep card counts - pretty simple. Once in a while, count the number of cards in hand, graveyard and play on both sides, and be sure to account for extra cards drawn through cantrips and the like. 
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/ia/fiery_justice.jpg]3) Always call the judge - any time anything that is inconsistent with the rules occurs, you should call a judge. At Worlds '99, I played against Luca Chiera of Italy, a player who I didn't know at the time. Going into game three, I counted his library and found 61 cards and received a game win due to his 14-card sideboard. Luca was feeling pretty ill that day and he seemed like a nice guy, but despite the cheesy method to victory, I don't regret calling the judge for a second, as this could easily have been a ploy of some sort. 
The reason I had to call the judge in that situation was to make sure that Luca hadn't done this before, or to alert them in case he did it again. Judges and organizers can't know if a player keeps making 'mistakes' unless you alert them of those 'mistakes.' When you do inform them, it gives them the opportunity to see a pattern and punish those players accordingly.
4) Keep both life totals - Don't let your opponent do this for you - ever
5) Count both decks before each game
6) Watch out for suspicious deck contents - if you think there's something about your opponent's deck you don't like - a main deck Circle of Protection for example-don't be afraid to ask for a deck check.
Why It's Your Fault
When it comes to self-adjudication, the Magic community has proven pathetic. We all know of players in our communities who cheat and we allow it to continue. We call them friends, play with them and sit on our hands and do nothing as long as we aren't the ones being affected. 
	The DCI knows who the cheaters are... but they can't do anything to stop them because we don't call these guys on the stuff they pull.


After McCarrel got caught at US Nationals and it became known that he was using his unusual slide shuffle to stack opposing decks, a number of players went to the judges and informed them he'd done the same to them. Mike Turian, Sol Malka, Tim McKenna and other seasoned players sat and watched as Casey cheated them, and each one of them admitted afterwards that when they played him, they thought something strange was going on.
So why wasn't the judge called?
The reason that stuff like this happens a lot more than its thwarted is because we're too forgiving. When a player makes a 'mistake' in the life totals in their favor and we correct them, if they consent you may be right, what you don't realize is that they may have tried this same 'mistake' in every match they'd played so far in that tournament. They're the scumbags who are breaking the rules, but we're the ones who are letting them.
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/exodus/recurring_nightmare.jpg]The DCI knows who the cheaters are, at least on the highest level, but they can't do anything to stop them because we don't call these guys on the stuff they pull. If you don't call a judge and tell them about the aforementioned life discrepancy, then they have no record of when it happens again. And again. And again.
With this in mind, the first thing you have to do is always call that judge. If nothing else, you're responsible for the betterment of your community, and by allowing these tactics to go on, you're hurting it. It may not be the most popular choice to 'tell the teacher,' but it's the only way things are ever going to change.
Sometimes, the problem can lie with the judge or T.O. I know of stores where the punishment of a cheater with expulsion has been considered and rejected because it will cost those store owners business. Once you've told the judge, it's your responsibility to make sure that they do something about it. If that store owner decides 'I'm a businessman,' you need to let WotC know what's going on. If you don't, you'll be the next one cheated. You can contact DCI Policy Manager Chris Zantides at DCI@wizards.com if you ever need to report something like this. 
[image: http://web.archive.org/web/20010802055623im_/http:/www.wizards.com/sideboard/images/cards/weatherlight/apathy.jpg]On top of this lackadaisical attitude we take towards reporting these acts, when we find out a player is cheating, a lot of the time we shrug it off. In Los Angeles, one Latin American pro was caught cheating in a nonsanctioned draft. Now granted, this wasn't sanctioned play, but that doesn't mean that his actions weren't despicable. Instead of the estrangement he should have received, however, the players he drafted against were more than willing to draft with him again, as were his teammates. When I kicked one of those teammates out of my private Pro Tour IRC chat room as a result, he pleaded innocence, saying he hadn't cheated. Simply, his continued willingness to compete on the cheater's side made and makes him a party to the cheating that took place. I eventually let him back in the room, but I don't speak to him or help him strategically anymore, because his actions condone his compadre's. You can't expect a person to change their ways if you don't communicate to them how wrong they are, and if you don't communicate that, you are party to those atrocities.
So, in short, you need to police not only yourself, but the rest of the community as well. If you know a player is a cheater, make sure EVERYONE knows. If the T.O. keeps letting that player in their tournaments without informing WotC of your complaints, complain to WotC about the T.O. If a player adds cards to his deck, don't trade with them the next day. Let them know, in no uncertain terms, that if they don't reform, there's no place for them in your game.
Tell them to get out. It's what's best for this game we love.
If you have any specific questions about the content of this column, feel free to send them to JgaryWise@yahoo.com. Have a good week, if your conscience will let you. 
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