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[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Living_Death.jpg]For years, rogue deck designer Sol Malka has been combining green cards with black, adding regenerating creatures where they seemed not to fit, and generally focusing his efforts on a "no gimmicks" look at board control. In the first days of Survival of the Fittest and Recurring Nightmare - way back in the summer of 1998 - Sol was charging into monoblue decks with seemingly misplaced River Boas. The following summer, his low-threat Living Death deck with Duress and Vampiric Tutor, the first real incarnation of "Malka Death", won the U.S. Open in the hands of Cabal Rogue teammate John Shuler. Sol later sloughed off the additional colors to develop an almost Wasteland-proof version of Survival/Death, and scored a significant number of PTQ Top 8s over the next two years. By Worlds 2001 and the subsequent Pro Tour-New Orleans, a series of bannings (including its own central card, Survival of the Fittest) forced the deck to be built for maximum redundancy in terms of its most important card: Spike Feeder. At the same time, the ultra-powerful Apocalypse gave Sol a new set of tools: Pernicious Deed and Spiritmonger. Almost tailor-built for his trademark deck, a single load of Pernicious Deeds accomplished what the entire Survival of the Fittest "toolbox" did beforehand, while Spiritmonger took the place of Deranged Hermit, the previous threat card. His regenerator no longer a misplaced one, but instead rather a powerful, appropriate, and enormous, choice, all Malka had left to do was figure out how to keep his hand full of the new goodies. 
Taking a page out of the Urza's Block, Sol finished the deck with Yavimaya Elder, and played the following machine to a money finish in Sin City:
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		The Rock and His Millions
Sol Malka

	

	Main Deck
	Sideboard

	8 Forest
5 Swamp
4 Bayou
4 Treetop Village
2 Dust Bowl
	

4 Birds of Paradise
4 Wall of Roots
4 Spike Feeder
4 Yavimaya Elder
2 Spike Weaver
4 Spiritmonger
1 Phyrexian Plaguelord
	
	4 Duress
2 Vampiric Tutor
2 Phyrexian Furnace
4 Pernicious Deed
1 Recurring Nightmare
1 Living Death
	
	1 Volrath's Stronghold
1 Bottle Gnomes
1 Phyrexian Furnace
3 Diabolic Edict
1 Living Death
3 Choke
2 Emerald Charm
1 Tranquil Domain
2 Uktabi Orangutan
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As with Secret Force's miracle ascension at Worlds 2001, the environment was finally ready for Sol's deck. With a natural advantage against aggressive decks due to its superior speed, creatures, and Pernicious Deed backup plan, The Rock is capable of taking out a large chunk of the Extended environment without batting an eyelash. What is more surprising is that it has game against everything else as well.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Vampiric_Tutor.jpg]With many of the most focused speed cards (Dark Ritual, Mana Vault) long gone, along with the best library manipulation (Demonic Consultation, Necropotence, Time Spiral), decks like The Rock are rewarded with the great gift of time. With games going longer, they have more turns to pick up the right card. With deck diversity no longer dictated by imbalances in card power, specific individual choices can work surgically against more focused opponents. Tied together with just enough Vampiric Tutor power to smooth out its answer palette, and just enough mana acceleration to stay a step ahead of the opponent, The Rock is a deceptively powerful and extremely versatile deck. 
For the purposes of this article, I will refer to the slightly modified sideboard that I used to win the Sunday PTQ in Las Vegas:
1 Dust Bowl
1 Volrath's Stronghold
1 Phyrexian Furnace
3 Diabolic Edict
1 Living Death
3 Choke
3 Emerald Charm
2 Uktabi Orangutan
Bottle Gnomes was a bit of paranoid luxury on my friend Sol's part. He had lost a match to Sligh at Worlds 2001 and wanted to never do so again. While the Bottle Gnomes all but guarantee that would never happen, the matchup against Sligh is extremely favorable without it, and the deck needs a Dust Bowl in the board for a number of reasons. I also chose to swap the Tranquil Domain for an Emerald Charm due to its interaction with Choke. Because The Rock sides in Tranquil Domain and Choke at the same time so frequently, I decided that Emerald Charm was a better choice... I never wanted to be in the position where I had to destroy Oath of Druids, but could only do so at the cost of my own devastating enchantment.
Here's how it matches up with the most popular opposition:
Trick (the slightly less trick-filled version of Trix)
You might not necessarily suspect it, but Trick is a rather favorable matchup. Game one goes almost the same way each and every time... the Trick player does 20 to The Rock player, but he has to do 22 or 24. Spike Feeder is not a win in and of itself, but it is usually enough to make sure the rest of the deck is able to pull out the game.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Duress.jpg]Simple strategies like an early Duress on Donate will win a surprising amount of games. Because many versions of Trick only run 3 Donates, one in the graveyard means an inability to use Intuition to find the combination. That means that the Trick player is now forced to use dedicated card drawing, like repeated Accumulated Knowledge or Stroke of Genius, to find the second combination piece. Unlike other Duress decks, The Rock is usually beating down with beefy Spiritmongers or Treetop Villages, forcing the combination to come quickly or never. Even if the combination hits, annoyances like Spike Feeder mean that one is usually not enough... unless accompanied by two (!) Fire/Ice or a survivable Earthquake, the Trick player is forced either to find a second set of Illusions of Grandeur/Donate, to or kill with Morphling. Neither of these is particularly easy.
The presence of a pair of seemingly innocuous Phyrexian Furnaces gives Trick absolute fits. If the Furnace resolves early enough, it can turn even the fourth Accumulated Knowledge into a cycling card. This becomes relevant especially when the Trick player has to "go off" a second time. Morphling is often relegated to chump blocking Spiritmonger in this matchup, due to mana constraints or the sheer size of The Rock's threats.
Last of all, the defining Pernicious Deed turns any of the deck's Gray Ogres into a lethal attack force. Once Deed resolves, the Trick player has the choice of finding Capsize/Rushing River or losing. He will never be able to play Illusions of Grandeur. All The Rock player has to do is put the "gain 20 life" on the stack, and then respond by activating Pernicious Deed for 4. The Trick player will be rewarded with a 20-point Lightning Bolt to the head.
Against Trick I make the following sideboard switches:
-1 Living Death
-1 Phyrexian Plaguelord
-2 Spike Weaver
-4 Wall of Roots
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+1 Diabolic Edict
+3 Choke
+2 Uktabi Orangutan
Wall of Roots is in the deck not just for its mana acceleration - it is almost strictly worse than Fyndhorn Elves, Llanowar Elves, and Rofellos, Llanowar Emissary for that purpose - but its ability to slow down aggressive decks. As Trick has no Jackal Pups to block, it is simply less efficient in the matchup than any of the cards brought in after sideboarding. The Phyrexian Furnace is obviously good against Accumulated Knowledge, but along with the Volrath's Stronghold, makes up for the mana lost with the departure of Wall of Roots. At the same time, Volrath's Stronghold allows the deck to gain life with no upper limit when combined with Spike Feeder (should the opponent stay with the combination plan), or recoup countered creatures, when countering creatures is a common game plan for the post-sideboarded Trick deck. Spike Weaver is a Hill Giant; Phyrexian Plaguelord is a Durkwood Boars. They just don't cut it against combination pieces and Morphlings post-board.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Diabolic_Edict.jpg]A single Diabolic Edict is the perfect Vampiric Tutor target for the Morphling plan, especially if the opponent foolishly Intuitions for Morphling. This tends not to be an issue post-board, as Morphling generally under-performs against The Rock in game two due to the presence of Choke, and has almost no game at all against an attacking Spiritmonger.
The remaining cards are extremely effective against the opponent regardless of whether he goes with the combination plan or the Morphling plan. Uktabi Orangutan is an incredible threat, especially when the opponent taps out for turn-2 Sapphire Medallion. Besides the obvious card advantage and threat he represents, the Orangutan makes sure The Rock player has a clock immediately in play, allowing him to keep open mana for Pernicious Deed as soon as he is able to resolve it. 
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Choke's worst nightmare 


Previous to Seth Burn's analysis on Donate, Choke was a virtual lock. These days, all but the least technologically advanced Donate players know the "Merchant Scroll for my one Magical Hack" trick, making Choke less effective. I have found that getting a Choke Hacked is annoying, but never really enough to win a game by itself. Generally, it tends to force The Rock to Deed for three to free up mana; quite often, you will find Trick players naming forest when they should name swamp.
I consider Trick to be a favorable matchup for The Rock. For Trick, winning game one usually requires not only a successful combination execution, but drawing multiple permission spells, multiple Fire/Ice, and the lone Capsize. Because The Rock, properly played, should be attacking the Trick player's life total, and simultaneously hassling the board, the hand, and the graveyard, the pressure is on the Trick player to work some miracles. 
Post-sideboarded games are fairly one-sided. The Trick player will typically bring in Hibernation and Magical Hack, along with Morphling, and sometimes Pyroclasm. Hibernation is sometimes relevant, but has a positive effect on Spike Feeder, and no effect on Spiritmonger. I don't consider the Morphling plan the correct approach at all, but then again I don't bring in the Emerald Charms. If Trick is going to win, it has to do 20 with an Illusions of Grandeur, and then focus its remaining Merchant Scrolls on fetching Fire/Ice. The Accumulated Knowledges should not be impressive enough post-board to face off against Yavimaya Elder card advantage, and Morphling is simply too mana intensive against a deck with Choke, Diabolic Edict, and Spiritmonger for that to be the right plan.
Sligh
It doesn't matter that Sligh will have to do 40 damage to Donate in game one. It doesn't matter that it has virtually no chance to beat what will soon be one of the most popular other archetypes (this deck). People in PTQs will still run Sligh.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Pernicious_Deed.jpg]In order to lose to a regular Sligh deck, and by that I mean a primarily or monored deck with Rath Cycle 1-drops, Fireblast, assorted burn, and probably Cursed Scroll, The Rock has to have significant mana problems. The board position of Wall of Roots and Yavimaya Elder utterly hose the Sligh deck's early beatdown. Pernicious Deed is an incredible 1-drop sweeper, and makes sure late-game Cursed Scroll will not prove lethal. The first Spike Feeder usually takes control of the game, and a second one is the nail in the coffin. Spiritmonger, when he comes out, tends to simultaneously empty the opponent's hand and destroy two of his lands; failing that, he instead wins the game by himself. 
For game 2:
-1 or more Duress
-2 Vampiric Tutor
-1 Spiritmonger
-2 Spike Weaver
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+3 Diabolic Edict
+1 Living Death
+0-2 Uktabi Orangutan
The Rock will only lose to Sligh if it is horribly manascrewed, so bringing in Volrath's Stronghold and Phyrexian Furnace help to minimize the chances that that will happen. The Stronghold is also incredible in combination with Spike Feeder, while the Furnace holds in check everything from Hammer of Bogardan to Barbarian Ring. The balance of creature kill is there to absorb early damage, giving The Rock enough time to set up its much more impressive spells.
I don't always bring in the Orangutan. If I didn't see Cursed Scroll in game one, I will never bring it in, relying on Pernicious Deed to take care of it instead. The reason is that not all Extended Sligh decks run Cursed Scroll, and Sligh will only ever beat The Rock if it has some sort of edge (you are manascrewed, you have dead cards, you are hurting yourself). That is the same reason the Tutors don't make it to game two. Vampiric Tutor damages you, and there is no reason to give Sligh any sort of help when every other card in the deck is so good against them. It may seem odd to remove the mighty Duress, but Duress in the midgame is usually either a whiff or asking to take a ton of damage in response.
Sligh is perhaps the best matchup for The Rock, although it is in stiff competition with...
Three-Deuce
The differences between Sligh and Three-Deuce are that Three-Deuce has slightly better beatdown on the ground (which makes it more vulnerable to The Rock's board control) and less direct damage (which makes it less likely to finish games with heat to the head). At the same time, Three-Deuce's abundance of non-basic lands and dearth of raw card advantage make it extremely vulnerable to Yavimaya Elder and Dust Bowl.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Yavimaya_Elder.jpg]Most of the really versatile cards that prompt players to run Three-Deuce (Rancor, Seal of Cleansing, et al) have a minimum effect on games against The Rock. Swords to Plowshares is effective, but often applied to the wrong target (Spiritmonger). For Three-Deuce to win this matchup, it has to restrict the developmental advantage generated by Yavimaya Elder. Yavimaya Elder is an excellent early game blocker against Three Deuce, and the minimum of two cards he will net (irrespective of Swords to Plowshares removal) will inevitably fuel the Dust Bowl against a deck entirely composed of non-basic lands. 
Three-Deuce's problem in this matchup is that it is a mid-range utility deck (leaning toward pressure) against another mid-range utility deck (leaning toward board control). If both players have an average draw, Three-Deuce will inevitably be giving up card advantage. Its usually solid spells, like Skyshroud Elite, Rancor, and Call of the Herd will just end up bumping into Wall of Roots or "trading" with Feeders and Elders until the point where The Rock will decide to take full control of the game.
Sideboarding is fairly fast and loose, based on the specific configuration of the opposing Three-Deuce deck. I would always bring in the third Dust Bowl and all three Diabolic Edicts, probably at the cost of Duress. Duress will either force the creature-intensive Three-Deuce player to cast his only non-creature spell (an instant Swords to Plowshares, let's say), or take some fairly ineffective card like Rancor or Seal of Cleansing (Pernicious Deed and Recurring Nightmare should almost never be viable targets). Other cards will also come in for specific builds... if the opponent is running four Call of the Herd and/or Reckless Charge, Phyrexian Furnace #3 may be in order. Living Death and Uktabi Orangutan are also very good. Spike Feeder performs less than Spike Weaver in this matchup, and especially given the addition of Dust Bowl, the deck can afford to cut 1-2 Birds of Paradise (Guildmage bait).
PT Junk
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Spiritmonger.jpg]While Junk and Three-Deuce are often grouped together, Junk is, for The Rock, a significantly more difficult matchup. Exchanging red for black gives the Junk player access to serious threat cards, namely Gerrard's Verdict and Spiritmonger. The Junk player will have his best shot of winning with a double Verdict opening hand, and MikeyP points out that the late game will show the Junk player's ability to send Swords to Plowshares at The Rock player's Spiritmonger, with The Rock player unable to return the favor.
All of that being said, Junk is nevertheless just as vulnerable to Yavimaya Elder and Dust Bowl as its friend Three-Deuce is. Additionally, Phyrexian Plaguelord is essentially game over. His presence means that each and every difficult-to-kill River Boa and Spectral Lynx will be spending time in the graveyard, and he undoes that pesky Swords to Plowshares. Versions of Junk with Mystic Enforcer, Hunted Wumpus, or some other option over Spiritmonger will have a significantly more difficult time winning in the long game.
For game two, I would usually sideboard thusly:
-4 Birds of Paradise
-3 Spike Feeder
+1 Dust Bowl
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+3 Diabolic Edict
+1 Living Death
Birds of Paradise are Deed bait. Spike Feeder is unimpressive against all of Junk's 2/1 creatures for 2 mana (half of which are Protection from Green anyway); coupled with Junk's lack of any sort of non-combat damage capability -- not even Cursed Scroll -- The Rock has little incentive to gain life over tangling up the ground.
Taking out Birds prompts the addition of all they sideboard mana stabilization, both lands and the Furnace. Dust Bowl performs here just as it would against Three-Deuce: devastatingly. Phyrexian Furnace balances the double Living Deaths that may be necessary, especially in concert with the Diabolic Edicts that will either negate Junk's early beatdown or take out their late-game Spiritmongers.
PT Junk is still a favorable matchup for The Rock, especially if it doesn't draw double Gerrard's Verdict. It is simply much more difficult to win than against Three-Deuce.
Finkula
Further rotating the polychromatic creature deck color choices from g-r-w to b-g-w to b-u-w, as with Finkula, makes for an increasingly difficult matchup for The Rock. Finkula shares all of the best cards of PT Junk for the matchup (Swords to Plowshares, Gerrard's Verdict), and adds its namesake creatures: Meddling Mage and Shadowmage Infiltrator. 
While Meddling Mage is not particularly strong on the ground against Yavimaya Elder, Wall of Roots, and the like, his ability to keep Living Death, Pernicious Deed, or Spiritmonger in The Rock player's hand means two things. Not only will the Mage slow down The Rock's developmental plans, it ensures that Duress and Gerrard's Verdict will be hitting money in the mid-game. 
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One of The Rock's few answers to Shadowmage Infiltrator 


Just as Jon Finkel overshadows fellow Deadguy Chris Pikula many times over, Shadowmage Infiltrator is even scarier than Meddling Mage in the matchup. The Rock has only five creatures that can contain the Infiltrator, and they are far slower to hit play. By the time Phyrexian Plaguelord or Spiritmonger appear, "Jonny Magic" may have already done enough damage to set up the win for Finkula.
All of that being said, the Finkula matchup should still be fairly even, or mildly favorable for The Rock. Remember, most Finkula variants have few, if any, true permission spells, meaning that if Gerrard's Verdict and Meddling Mage don't stop the bombs, nothing will. Dust Bowl and Pernicious Deed can both win the game by themselves, and even the innocuous stuff, like Yavimaya Elder and Spike manipulation, can put The Rock way ahead.
Sideboarding is considerably more difficult for the Finkula matchup than for PT Junk. At once, The Rock will want to side out fewer cards (Finkula has no Pernicious Deeds) and bring more in (the blue component may warrant Choke).
I honestly don't know what the correct answer is for this matchup, but I think I would tend to side like this:
-0-2 Phyrexian Furnace
-1 Living Death
-2 Vampiric Tutor
-2-4 Spike Feeder
+1 Dust Bowl
+3 Diabolic Edict
+3 Choke
My reasoning is that The Rock will not lose any creatures to permission, so Living Death becomes low priority; because Finkula has Swords to Plowshares and you have Diabolic Edict, it is even less impressive. Pernicious Deed is just a more efficient reset, especially as The Rock has Diabolic Edict to take out Meddling Mage.
The Choke/Dust Bowl plan seems excellent to me. Spike Feeder is a low power spell in this matchup because Finkula will give The Rock a lot of time (its creatures have fairly low power).
Maher Oath
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Dust_Bowl.jpg]Here come the bad matchups; Maher Oath should be one of the worst. In game one, especially going first, with no foreknowledge of the opponent's archetype, playing an early Birds of Paradise or Wall of Roots may seal the game right then and there. Winning game one will be about not playing into the devastating Oath of Druids, and getting good hits in with Duress, Pernicious Deed and Phyrexian Furnace. It is quite possible to lead with Duress, figure out the opponent's game plan, and then ride those three cards to a victory. Though Maher Oath is not a good matchup in game one by any means, it is nevertheless quite possible to, say, remove two Oath of Druids (or even two Gaea's Blessings) from the opponent's access permanently before he kills with Morphling. At that point, laying creatures is quite acceptable, as the opponent's primary defensive measure will no longer be abusable. A long game plan of Yavimaya Elder/Dust Bowl is probably the best way to go, eliminating one color at a time, hopefully while sending Spiritmonger or Treetop Villages as a reasonably fast clock.
Game 2 is much improved for The Rock. Sideboarding should be as follows:
-1 Living Death
-4 Birds of Paradise
-2 Spike Weaver
-4 Wall of Roots
+1 Dust Bowl
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+2 Diabolic Edict
+3 Choke
+3 Emerald Charm
Interactions with Oath of Druids are no longer favorable for the opponent. Note that after sideboarding, every creature, The Rock can potentially Oath up will either get rid of itself or is a Spiritmonger. At the same time, graveyard attack of triple (!) Phyrexian Furnace will severely disrupt a Gaea's Blessing-based preservation plan. Choke, especially in concert with Yavimaya Elder and Dust Bowl, will be devastating against the limited, invested, enchantment removal of the other side. 
One of the main things The Rock should keep in mind, especially after sideboarding when Oath of Druids has less of an impact on the game, is to keep Abundance/Sylvan Library (or even just Sylvan Library) off the table. Sylvan Library alone will help Maher Oath to find the specific cards it needs to take out The Rock's diverse card palette, while both cards together will probably force a scoop.
Walamies
A simplistic look at this matchup will tell you that Walamies is essentially Maher Oath without its best card - Oath of Druids. This makes it a bit of a better matchup for The Rock, but it can still be an uphill battle. While Walamies can't destroy The Rock simply for playing a Birds of Paradise or Wall of Roots, it can punish a dedicated board position via Wrath of God. Walamies also has more consistent access to Swords to Plowshares, as well as multiple Tithes, making the fairly obvious Yavimaya Elder/Dust Bowl plan difficult to establish.
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Phyrexian_Furnace.jpg]That being said, I think the best plan will still be to attack the Walamies green mana with Dust Bowl, hopefully while clocking with whatever The Rock was able to muster. Green mana is easier, in general, to keep down than either blue or white, and it also keeps Call of the Herd and Gaea's Blessing from becoming a problem. At the same time, restricting the green mana is synergistic with the main-deck Phyrexian Furnaces... While the opponent is unable to cast his green graveyard manipulation, The Rock will have more time to abuse the Furnace.
One thing to keep in mind is that while Walamies does not have access to Oath of Druids, it, unlike Maher Oath, can generate good old fashioned card advantage with Tithe and Fact or Fiction. In an environment without Necropotence, Walamies is one of the few decks that can race the raw number of cards that Yavimaya Elder sets up for The Rock, at least without a ton of work (like Abundance/Sylvan Library), or by way of an easily disruptable plan (Intuition/Accumulated Knowledge).
Though none of the cards in the main deck are "bad" per se, for game two, I would take out some of the under-performers for solid sideboard cards. 
-1 Phyrexian Plaguelord
-2 Vampiric Tutor
-2 Pernicious Deed
-2 Spike Feeder
-1 Spike Weaver
+1 Dust Bowl
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+1 Diabolic Edict
+1 Living Death
+3 Choke
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Volraths_Stronghold.jpg]There is some debate as to whether Vampiric Tutor should stay in (most players will tend to let it resolve in the hopes of countering the next spell), because it gets Dust Bowl. Volrath's Stronghold's primary ability is fairly good against the heavy counters of Walamies, but I think of it as just another land that can be tossed for a Dust Bowl. Furthermore, if The Rock plays it early, the Stronghold may draw a Wasteland that will help preserve the later, more important, Dust Bowls and Treetop Villages. 
Even while taking out many creatures, The Rock's plan is superior in sideboarded games due to the presence of Choke/Dust Bowl. It is extremely gratifying to give Walamies incredible Fact or Fiction splits, including tons of permission, that if they are chosen, will force the opponent to slowly kill himself with Adarkar Wastes. Because these splits do not take care of the essential problems of Dust Bowl and Choke, they simultaneously counterbalance the overlaying problems of Fact or Fiction and Tithe vs. Yavimaya Elder card advantage.
One of the most important things to note about The Rock vs. Walamies matchup is the importance of holding Duress. Unlike a deck like Trick, whose specific combination game plan can be generally disrupted from turn to turn via Duress, Walamies will be more than happy to play the waiting game. The Rock should use creatures to draw out permission and hold off Fact or Fiction, and then use Duress to power through game-imbalancing cards like Choke. 
Walamies is a fairly even match, and both decks have access to good cards against the opponent. Elephants cannot generally penetrate Walls, and The Rock has good answers to Wrath of God. Games will go long, and will often be decided by what cards Walamies decides to counter, and what to Plow.
Turbo Land
There are two varieties of this deck, the "traditional" version with Oath of Druids, and the "infinite Elephant" strategy used by Brian Kibler and Zvi Mowshowitz in Las Vegas. Both versions have the Exploration/Horn of Greed main plan, and the capability to take unlimited consecutive turns with Time Warp over the long game. For The Rock, Turbo Land can either be looked at as Walamies with no vulnerability to Dust Bowl, or Maher Oath with card advantage and mana acceleration (and also no vulnerability to Dust Bowl).
While the Turbo Land matchup isn't hopeless, it is probably the closest thing to terrible for The Rock. Time limits are perhaps an even bigger problem than the opponent's actual cards, and if The Rock doesn't have game one in hand at the thirty minute mark (especially if Oath of Druids is in play), I would suggest conceding in order to preserve the chances of completing games 2-3 with heavy sideboarding (the same is probably true for Maher Oath).
-1 Living Death
-4 Birds of Paradise
-2 Spike Weaver
-4 Wall of Roots
+1 Dust Bowl
+1 Volrath's Stronghold
+1 Phyrexian Furnace
+3 Choke
+3 Emerald Charm
+2 Uktabi Orangutan
[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Uktabi_Orangutan.jpg]The sideboarding is similar to Maher Oath, except that the focus is on destroying Horn of Greed rather than creatures that may later appear. The goal of the post-sideboarded match is to make sure that Turbo Land is not able to infinitely Time Warp for the win. Restricting its card drawing with Emerald Charm and Uktabi Orangutan, while simultaneously slowing down development with Choke, helps to keep the Turbo out of Turbo Land.
While it is necessary to bring in the extra lands against this deck (especially given the removal of eight mana accelerators), players of The Rock should probably note that Dust Bowl isn't particularly good against most versions of Turbo Land. Not only do they have a ton of basic lands, the presence of Gush will really punish Dust Bowl attempts on Tropical Island.
If there is a saving grace in this matchup, it is that Pernicious Deed does more work than in any other. Not only will it wipe out the considerable machinery that Turbo Land puts into play, but it is extremely synergistic with the graveyard attack represented by Phyrexian Furnace. On the flip side, the permanents destroyed via Pernicious Deed will generally put The Rock on even footing in terms of cards, not ahead, due to the incredible rulebreaking of Turbo Land. Even Choke, a bomb in many other matchups, is only very good against Turbo Land's ability to play multiple lands per turn, or Gush or Thwart up tapped islands.
The Rock, of course, comes to the forefront on the heels of Dr. Michael Pustilnik's victory this past week in Las Vegas, NV. 
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		The Rock
Dr. Michael Pustilnik

	

	Main Deck
	Sideboard

	4 Bayou
2 Dust Bowl
8 Forest
5 Swamp
4 Treetop Village
	

4 Birds of Paradise
1 Phyrexian Plaguelord
4 Spike Feeder
2 Spike Weaver
4 Spiritmonger
3 Wall of Roots
4 Yavimaya Elder
	
	1 Choke
4 Duress
1 Living Death
4 Pernicious Deed
2 Phyrexian Furnace
1 Recurring Nightmare
2 Vampiric Tutor
	
	1 Choke
3 Diabolic Edict
1 Dust Bowl
2 Emerald Charm
1 Massacre
1 Phyrexian Furnace
1 Rank and File
1 Stench of Evil
1 Tsunami
2 Uktabi Orangutan
1 Volrath's Stronghold
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[image: http://web.archive.org/web/20050215103946im_/http:/www.wizards.com/global/images/magic/general/Tsunami.jpg]MikeyP's choice to run the Choke was purely a function of his having three byes; the PTQ environment should not main-deck Choke, especially after the complete lack of blue decks in the Las Vegas Top 8. Overall, I think that the best thing we can take from his victorious is the choice of Tsunami instead of one of the 3 total Chokes.
If we remove the one Choke in MikeyP's deck list, we come up with Sol's original main. After that, the overall swap of Tsunami for Choke gives us the opportunity to play an almost purely more efficient sideboard:
1 Dust Bowl
1 Volrath's Stronghold
1 Phyrexian Furnace
3 Diabolic Edict
1 Living Death
2 Emerald Charm
1 Tranquil Domain
3 Tsunami
2 Uktabi Orangutan
With Choke replaced by Tsunami, there is no longer any conflict between sideboard cards, allowing for Sol's one Tranquil Domain (a good Vampiric Tutor target and quite strong against Oath and Turbo Land). At the same time, most Trick players use the sorcery speed Merchant Scroll to find a single Magical Hack to fight Choke. They simply do not have that option against Tsunami. Either the Trick player has to have a hard counter (as he would were Choke still in the deck), or he will have to have his one Magical Hack. Overall, I think the above is a good hybridization.
If you aren't tired of my thoughts on The Rock yet, I will be posting a tournament report to Neutral Ground this week. Keep your eyes peeled, and your grip full of Spiritmongers.
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