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e are now entering a period of extreme awkwardness for me. You see, I write the development articles
here on magicthegathering.com. I'm a decent fit for this role because I usually do some amount of
development and/or playtesting of every set we make, and if I wasn't part of a particular development

conversation, I usually get the full download from Randy Buehler or Brian Schneider or Devin Low so that I can
regurgitate the important bits here.

But for Dissension, I was the lead designer—the role you all usually associate with Mark Rosewater. (In fact,
Mark did more development on this set than I did. Go figure.) I made and/or supervised the making of most of the
cards in the set, and then handed them off to the development team to do what they pleased. To my great relief,
Matt Place and the other developers did their best to adhere to what we laid down in design, deviating only where
necessary.

For the next couple of months, I'll be doing my best to play the developer role, although my viewpoints will
probably be a bit stilted towards those of design.

So who developed the set? This was Matt Place's first team lead as a
developer. I put him on the spot on the day I handed the set over, asking him,
“Are you ready to tell me I made my cards wrong?” He made some great
improvements to the set, and I was very happy with his willingness to ask my
opinion on various approaches he and his team were thinking about taking.
Brian Schneider, Magic's lead developer, was on the team as well to keep
Matt on the straight-and-narrow. Brian tends to be on most (not quite all)
development teams these days, and the well-balanced state of today's
Standard environment is testament to how good Brian is at his job.

Mark Rosewater was the design rep to the team—he's actually done more
development work than most people realize. Mark is a great addition to dev teams as his design skills let him
come up with innovative solutions quickly. The fourth member of the team was Steve Warner, making his debut
on Magic teams. Steve worked for years here in Customer Service where he accumulated a great deal of
understanding of not only the rules and intricacies of just about every game we make, but also the ins-and-outs of
our players through the filter of the questions and concerns they voiced to him via email or over the phone. When
a full-time playtesting position opened here in R&D, we snapped up Steve, and he has been a valuable
contributor to many other games as well as Magic.

And Now for Something Completely Different…

Enough with the intros… let's see a card!
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There, my friends, is the Azorius keyword in all its glory—forecast. How does it work? From the forthcoming
Dissension FAQ:

Forecast is an activated ability you can play only from your hand. Only
cards from the Azorius guild (white, blue, or white-blue) have forecast.

The official rules for the forecast ability are as follows:

502.53. Forecast

502.53a A forecast ability is a special kind of activated ability that
can be played only from a player's hand. It's written "Forecast —
[Activated ability]."

502.53b A forecast ability may be played only during its controller's
upkeep step and only once each turn. The controller of the forecast
ability reveals the card with that ability from his or her hand as the
ability is played. That player plays with that card revealed in his or
her hand until the upkeep step ends or until it leaves the player's hand,
whichever comes first.

* Playing a forecast ability doesn't cause the card it's on to leave its
owner's hand.

* Unless the card the forecast ability is on leaves its owner's hand,
that card remains continuously revealed from the time the ability is
announced until that upkeep step ends.

* When a card that's been revealed to play a forecast ability leaves its
owner's hand, it stops being revealed. If that happens before the
forecast ability resolves, it will resolve as normal.

* A player may play the forecast ability of any number of cards during
his or her upkeep. However, the forecast ability of any card in that
player's hand may be played a maximum of once during that upkeep.

* If a player plays a card's forecast ability, then that card leaves that
player's hand, then that card is returned to that player's hand, all
during the same upkeep, the card is considered a new object. The player
may play that card's forecast ability again during that upkeep.

In simpler terms, each forecast card has an ability you can play once per turn during your upkeep by revealing it
from your hand and paying a cost. It's like each card has its own buyback spell built right in!

The Ability That Almost Wasn't
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Design really liked forecast (initially called “brainwave”)
because it really fit the Azorius model of “action through
inaction”—in other words, the White/Blue guild could affect
the game without actually spending any of its cards. We can
all envision the stereotypical White-Blue control player sitting
smugly behind a full grip, and that's the feel we wanted to
capture with the mechanic.

We didn't want to make things too easy, however. If there's
one thing narrow-minded control players don't want to do, it's
commit. Ideally they'll never tap a mana on their own turns,
instead staying reactive and doing everything at the last
minute. I can remember playing against some of Randy
Buehler's more famous Blue decks from back in the day, and
he could actually win without ever tapping a land for mana on
his own turn; he just countered everything and then eventually
activated Stalking Stones and won.

Yuck.

While we were fully willing to give Azorius good tools to play the control role, no one working on the set (either in
design or development) had any desire to return to the days of “Draw-Go” style Magic. So if you want to forecast
something, you'll have to commit some of your mana on your own turn. Now each decision is crucial, and better
players will learn when the right time to forecast something is and when it's better to hold back.

Even with all these constraints (which were all set up in design), development still had huge concerns about the
mechanic. It had two big problems—one, it basically couldn't be stopped short of discard (you can't counterspell a
forecast effect), and two, if they're too powerful, they lead to repetitive games wherein nothing either player draws
matters much as one player will simply forecast over and over again until the game ends.

The card developers liked pointing to as evidence against forecast was Capsize, which was a buyback
Boomerang from Tempest. Capsize was a powerful card that elicits strong emotions of both love and hate from
our players.

People that like powerful effects, annoying their opponents,
and winning, all love Capsize. Once the Capsize player hits
six mana, assuming he's winning, it's pretty clear how the
game is going to play out. Bounce your thing. Bounce your
thing. Bounce your thing. Great.

People that are just playing the game for fun really don't like
cards like Capsize, and tend to avoid them. I've been on both
sides of that fence—playing in Tempest block PTQs, where
the goal was to win, I had no problem putting Awakening into
play and removing my opponent's entire board from the table.
But in fun games in my apartment, my roommates and I
usually cajoled each other until we took the Capsizes out of
our decks.

As you can imagine, the development team didn't want a set
full of Capsizes, especially uncounterable ones. The team even went so far as to ask us if we had any other
White/Blue mechanics in reserve. Rosewater leapt to defend forecast, based almost solely on how well it tied into
the flavor of the Azorius. I defended it is well, claiming that balancing the cards such that they were useful and fun
to play without being oppressive and dominant wasn't as hard as it seemed.

In the end we reached a compromise, making forecast the smallest mechanic in the block (a mere nine cards).
But that handful of cards really shows off the breadth of the mechanic.

As for the card I previewed specifically—I love Pride of the Clouds. Not only can it be the win condition in a slow
control deck—imagine a Vitu-Ghazi that makes fliers and isn't actually in play—but it is a sick turn-two play in a
deck full of fliers. Hooray for cards that fill more than one role!

Last Week's Poll

Which Dissension guild are you most looking forward to?
Simic 6139 36.3%
Rakdos 5843 34.6%
Azorius 4910 29.1%
Total 16892 100.0%

My personal favorite? Rakdos! I enjoy reckless play, and it's nice to have cards that allow that to be a good
strategy.

This Week's Poll

 Have you played with Visions on Magic Online? 

javascript:autoCardWindow('Stalking_Stones')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Boomerang')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Awakening')
javascript:autoCardWindow('Capsize')
javascript:autoCardWindow('Capsize')


Yes
 Not yet

 I don't play Online
 Submit my Vote

Aaron Forsythe was a professional Magic player and Internet columnist prior to leaving Pittsburgh, Pennsylvania
to join Wizards of the Coast. His first duty here was Content Manager of this very website, a job that required him
to do actual work as opposed to playing games all the time. So when a position opened in R&D, he jumped at the
chance. He is now director of Magic R&D;, and still plays Magic in his free time when he's not busy playing
Magic.
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