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[image: http://web.archive.org/web/20031004074244im_/http:/www.wizards.com/Magic/expert/Invasion/images/invasion_logo_EN_white.jpg]One of the defining characteristics of this particular Block Constructed format is the mana diversity available in land, artifact, and creature form, and no archetypes take more advantage of this theme in Invasion Block than the control decks in the format. Though the same dual lands are available to the aggressive decks, they require a far more focused mana base to be able to consistently cast turn two power threats, many of which require two specific types of mana. The control decks' game plan, however, hinges far less on producing a fluid start over the first three turns, and thus has a four to five turn grace period in which to establish its mana base and use expensive control cards such as Void, Pernicious Deed, and Rout to regain lost board parity. And most control decks will stumble with their mana over the first few turns, because they are without exception three+ color decks, a side effect of the plethora of gold cards in the card pool.
	Domain, Kai Budde
1st place, Grand Prix-London

	Main Deck
	Sideboard

	7 Forest
5 Island
3 Swamp
2 Mountain
1 Plains
2 Yavimaya Coast
1 Llanowar Wastes
	 
	4 Harrow
4 Lay of the Land
4 Chromatic Sphere
4 Evasive Action
4 Worldly Council
4 Allied Strategies
4 Collective Restraint
2 Void
2 Pernicious Deed 
2 Destructive Flow
1 Legacy Weapon
1 Goblin Trenches
1 Ordered Migration
1 Yawgmoth's Agenda
1 Overgrown Estate
	
	3 Penumbra Bobcat
3 Spiritmonger
3 Addle
2 Pernicious Deed
1 Void
1 Legacy Weapon
1 Destructive Flow 
1 Overgrown Estate
	


[image: http://web.archive.org/web/20031004074244im_/http:/www.wizards.com/sideboard/images/cards/planeshift/allied_strategies.jpg]Looking at control decks in block, there's no place better to start than Domain, which is widely gaining acceptance as the format's best deck as the season winds down. Despite how it may appear, this deck is actually the least guilty of the mana problems mentioned above... between Lay of the Land, Chromatic Sphere, and the ever-so-crucial Harrow, this deck can not only cast its important spells in a timely fashion, but can often crank out the complete domain by turn four! Unlike previous versions, this particular Domain deck eschews the use of Fact or Fiction or Reviving Vapors in favor of the raw power of Allied Strategies, which, complemented by a complete set of basic land types, is easily the best card drawer in the format. Also noticeably absent is the seemingly standard Global Ruin, which has been replaced by the much cheaper, much more crippling Destructive Flow, in an attempt to take advantage of the excess of dual lands in the format with the release of Apocalypse. Where all the other control decks rely on card drawing and a small selection of straight counters to stop the few must-counter spells that the opponent is likely playing, Domain prefers to go for the throat and throw bomb after bomb at the opponent, occasionally with an Evasive Action for backup. A permanent-based control deck, much like Extended Oath of Druids decks, Domain seeks to search for and drop whichever enchantment that will wreck the opponent most, such as Collective Restraint versus creatures, Destructive Flow versus control, Pernicious Deed versus annoying permanents, and Void versus, well, everything. Regardless of what you're playing, Domain's got an answer lurking somewhere in the deck, and tons of cantrips/card drawing to get to it, and chances are, you've got some dead cards in the first game, since some of the best and most ubiquitous cards in the format, like Exclude, Repulse, and Flametongue Kavu, are virtually worthless against this deck.
	Urborg Salad, Darwin Kastle
3rd, Grand Prix-Denver

	Main Deck
	Sideboard

	8 Island
5 Swamp
1 Mountain
4 Urborg Volcano
4 Shivan Reef
4 Salt Marsh
	 
	4 Fire/Ice
4 Undermine
4 Exclude
4 Recoil
4 Lobotomy
4 Fact or Fiction
4 Void
2 Tsabo's Decree
2 Urza's Rage
2 Yawgmoth's Agenda
	
	4 Emblazoned Golem
4 Addle
4 Gainsay
2 Crosis's Charm
1 Urborg Shambler
	



	Wavy, Alex Borteh

	Main Deck
	Sideboard

	7 Island
4 Swamp
2 Mountain
4 Shivan Reef
4 Salt Marsh
3 Urborg Volcano
1 Crosis's Catacombs
	
4 Nightscape Familiar
2 Pyre Zombie
	
	4 Undermine
4 Fact or Fiction
4 Exclude
3 Prophetic Bolt
3 Urza's Rage
3 Fire/Ice
3 Spite/Malice
2 Terminate
2 Void
1 Yawgmoth's Agenda
	
	4 Gainsay
4 Ravenous Rats
3 Disrupt
2 Lobotomy
1 Void
1 Obliterate
	


[image: http://web.archive.org/web/20031004074244im_/http:/www.wizards.com/sideboard/images/cards/invasion/yawgmoths_agenda.jpg]Both of these decks classify as b-u-r control, but they have little in common beyond that. Sure, they both have the base of four Undermine, four Exclude, and four Fact or Fiction, and the gift of Shivan Reef to fix pre-Apocalypse mana issues, but each tries to beat the opponent in a completely different manner. Alex Borteh's version is more aggressive with the Nightscape Familiars and the Pyre Zombies able to work as both resilient blockers and significant damage sources once the board is clear. With only two Voids in the main deck, the creatures are necessary as another means of dealing with Blurred Mongoose, one of the most popular and annoying creatures in the block. Assorted burn and removal spells round the deck out, and what control deck would be complete without at least one Yawgmoth's Agenda? Kastle's deck has no creatures and significantly fewer burn spells, but is far more focused on overwhelming the opponent with card advantage from four copies Void, Exclude, Fact or Fiction, and Yawgmoth's Agenda to replay them all. Lobotomy is a very powerful card against other blue decks, since it can deny them crucial card drawing, such as Fact or Fiction and Allied Strategies, for the remainder of the game. In combination with Recoil, Lobotomy is almost never bad, and just the threat of a Lobotomy after a Recoil can be enough to force the opponent into supoptimal plays in order to save remaining copies of powerful cards. With twenty-six lands and a load of cantrips and card drawers, this deck has a propensity to lay lands for the first six or seven turns of the game, much like CMU Counterphoenix in Rath Cycle (28-30 land r-u control). Where Borteh's deck is more suited to racing an opponent with his creatures and burn, Kastle's deck replaces additional win conditions and a cheaper mana curve with more true control cards and, like Domain, makes cards like Exclude and Flametongue worthless in game one. Judging by their performance, it would appear that each works very well in its own way. Both are testaments to the sheer number of amazing Constructed cards the IBC r-b-u card pool. 
	Counter-Trench, Albertus Law
1st, Grand Prix-Singapore

	Main Deck
	Sideboard

	4 Battlefield Forge
4 Coastal Tower
4 Shivan Reef
6 Island
4 Mountain 
4 Plains
	 
	4 Absorb
3 Evasive Action
3 Exclude
4 Fact or Fiction
4 Fire/Ice
3 Goblin Trenches
1 Obliterate
3 Opt
3 Prophetic Bolt
3 Repulse
3 Urza's Rage 
	
	4 Meddling Mage
4 Gainsay
2 Breath of Darigaaz
2 Disrupt
2 Lightning Angel
1 Rakavolver
	


[image: http://web.archive.org/web/20031004074244im_/http:/www.wizards.com/sideboard/images/cards/apocalypse/goblin_trenches.jpg]Counter-Trench is one of the few deck types (g-u-r is the other big one) that didn't exist at all before Apocalypse, and draws heavily from that set for its win conditions. Much like b-u-r, Counter-Trench benefits greatly from the dual lands and two mana plays, specifically Fire/Ice, that the third set provides. It also has that same "Counterphoenix" feel as Darwin Kastle's Urborg Salad, with twenty-six lands plus Opts, Fact or Fictions, and Prophetic Bolts to ensure that the Counter-Trench player will out-mana the opponent in the mid-game, or at the very least provide plenty of fuel for a Goblin Trenches. Rout is nowhere to be found in the deck or sideboard, replaced by less expensive cards that can deal with threats on a one-for-one basis. Though Rout has a very powerful effect, if you don't expect to get more than two creatures with it, it probably isn't worth the slot in the deck. Throw in the fact that blue decks can Repulse their creatures back to their hand when you tap out to Rout, and you can see why this sorcery has been noticeably absent from winning decks as the season has progressed. 
	W-u-b, Sigurd Eskeland
9th, GP London

	Main Deck
	Sideboard

	4 Salt Marsh
4 Coastal Tower
4 Caves of Koilos
2 Dromar's Cavern
4 Island
4 Swamp
4 Plains
	
4 Spectral Lynx
2 Desolation Angel
	
	4 Vindicate 
4 Dromar's Charm
4 Fact or Fiction
4 Probe
4 Gerrard's Verdict
3 Recoil
3 Rout
2 Yawgmoth's Agenda
	
	4 Gainsay
3 Meddling Mage
3 Slay
2 Lobotomy
2 Ravenous Rats
1 Rout
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Dave Humphreys used this powerhouse to claim GP-Minneapolis last weekend. 


With the exception of the extremely versatile Dromar's Charm, there is no countermagic in this deck despite the fact that the color combination offers both Absorb and Undermine, two of the three most popular cards out of Invasion (Urza's Rage is the other). Instead of sitting back on blue mana and using card drawing during the opponent's end step, this deck attacks the hand with Gerrard's Verdicts and kicked Probes, and uses Recoil and the Apocalypse MVP Vindicate to keep any creatures off the board until the deck can set up the game ending combination of Rout and Desolation Angel. In the case of the intense card advantage war that is the control matchup, Recoil and Vindicate turn from efficient creature removal spells to Stone Rains in order to make sure that the discard effects can resolve so the w-u-b player can get ahead on cards, and ultimately drop the Angel. Everybody starts with cards in their hands, and (hopefully) everybody plays permanents, making every card in this deck good against every deck in the field, with the exception of the three Routs. However, due to the inclusion of Probe, this is not so much of an issue, since it can be tossed into the graveyard as soon as it becomes apparent that Rout is useless. This deck, along with those listed above, the primary reason Disrupt has gone from a benchwarmer to an all-star in the course of the Invasion Block season. Omitted from many decks and sideboards at the beginning of the season, the temptation to run Disrupt became irresistible when it became apparent that practically all the decks at the top tables were constantly tapping out for Harrows, Vindicates, Voids, Fact or Fictions, and Excludes, making it a virtually automatic sideboard card and a surprisingly popular main deck inclusion. Gainsay has experienced a similar rise to stardom, but it was an automatic sideboard card at the start, and evolved into a metagame main deck decision.
Sure, Invasion block suffers from a slight unbalancing of the five colors, but, in retrospect, there were probably more different archetypes to crack into the Top 8 of qualifiers and Grand Prix than in any other Block format. Think about it... how many competitive decks were there in Masques Block? Five at the most, and that's with a pretty loose interpretation of the term "competitive." I'll take nine different blue decks over a sea of Blastoderms any day of the week. 
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