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his week I was going to bring you guys a Two-Headed Giant draft walkthrough but, for various

reasons, the draft never came together. With the release of Future Sight still a week away online,

it seems pointless to review the old format of TTP. And to top it all off, it's not a theme week,
meaning [ have to find something that is worth talking about for its own merit rather than because it is oL A
on-theme. '|'I:..'_\:-T:;::|I:‘\ ;: II‘:‘;'.'.I;I :‘u’r‘z.lﬂl-u'.l.

So I went deep into the tank, and this is what I emerged with. You see, there are several very simple
things that players do not do. Minor things more often than not, but cumulatively they have a massive ; SR

effect on your game. I managed to brainstorm ten separate things that I can talk about; today I'll present 20 Days Until Magic Game Day!
six of them. Others had to be discarded for future articles because they contained too much meat to be
generalized over. Many I have briefly mentioned before, but they are important enough to review again.
Here are some tweaks to improve your game:

1) Know every card in the format.
Tenth Edition Future Sight
All Magic products

This seemed like a no-brainer to me, but several people expressed
surprise when [ talked about this in the past. How can you expect to
play a perfect game if the base information you start with is already
flawed? Magic is a game of imperfect information and in order to
get every edge you can you have to maximise on the easy
information you can have.

Core Game

Basic Rulebook
Comprehensive Rules
All Magic Rules

This helps you in a myriad of ways: When drafting you know if you
can let a pick slide in favour of something else because there is
redundant similarity in other cards. When building your deck you
know whether you have to include certain answers main or not, like
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(cards with split second will often change how you play, for
instance). It helps to work out what is in an opponent's hand if you
there was a better card he could have or would only make a certain
play if he had a specific card in his grip.

These are all very crucial aspects of the game. Several of them help you ascertain further information,
which can only benefit you further. The most important aspect of knowing the cards in the format is
knowing the tricks. A trick is simply something that can be done at instant speed (or a devastating
sorcery such as Boom // Bust, Tromp the Domains, or Damnation). By knowing them all, you can
ascertain what your opponent might have by how he taps his mana and by how he attacks. You can
make the correct blocks and turn bad combat phases around. You can read more about this here.

Info

2) Know your deck.

Download Now!
Magic Online IIT Launch

This seems simple. There are only twenty-two or twenty-three
spells to learn, right? Wrong—there are forty cards. Knowing your
land is just as important (more on this later). When you've decided
upon the final build of your deck, look at it for a while. Just stare.
Look for any bizarre combos, like how to flip up an off-colour
morph or the innumerable interactions your Vesuvan Shapeshifter
has. Look at your mana issues. Envisage the cards you will have a
problem dealing with and work out how to deal with them. Examine
your removal and outs to bizarre situations. Can you deck someone?
Can you kill a Stuffy Doll? How do you beat a Pyrohemia?

Future Sight

Time Spiral Cycle, Book II1
by Scott McGough and John

Delaney

These are all decisions that you should be making whilst drafting
and building your deck, but when you are finished, you can
examine the finer things. Some decks are more resilient to
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mulliganning than others, because they have more early drops or
fixers. Know what type of opening hands you can keep because you
have good odds to draw into a good state. Know how many cards
you have on step of the curve so you work out the odds of an Erratic
Mutation or Judge Unworthy at any given time during the game.
The options are endless.

Judge Unworthy

3) Know your sideboard.

Instant

Many players forget they have a sideboard in Limited. They finish

. . . Choose target atiacking or blocking
Gflme 1 and immediately start shufﬂlpg up for the next game R S T o
without a glance or thought about their sideboard. There will almost e

always be a correct build for the maindeck but due to the many
variables that the Magic universe throws our way, you will often
need to change cards.

Some sideboarding is obvious because it is similar to what you are
used to doing in Constructed: bringing in answers to specific threats, like Disenchants; or bringing in
creatures like Slipstream Serpent and Viscid Lemures against the relevant colours; or sideboarding out
cards like Death Rattle against a mono-green deck. Some cards in the maindeck will scream to be taken
out and some cards will scream to be boarded in. This, however, is only the beginning.

What was the first game like? Was your opponent very fast or very
slow? Does he seem to have more card advantage than you? Is the Bog Serpent
natural tempo style of your deck bad in this matchup? Rather than e
examining individual card's strength in the match up, assess the
qualities of the match itself. You may need to drastically alter your
curve. If they have a Boros-esque suicide beatdown deck then bring
in any card that can stodge up the early game from Blind Phantasms
to Ghost Tactician. If they have a slow control deck then bring in as
many late game cards as possible—all the Phantom Wurms and

Phantasmagorians as are lurking in your remaining cards.
Crearure — Serpent

Sometimes there will be specific cards that your opponent has that s s SRRl ¥ SsToe
will force you to make changes. If they have many ping effects and When you control no Swamps, sacrifice
things that make life difficult for the one-toughnessed, then you B&ti‘ﬁf" YRR
should board all the weaker ones out. In a Sealed deck, when two Then i fe Snod™ b el o

colours are incredibly close in strength (this happens far less often _S"“d’ ™ harkusiene

than most people think) it might be correct to switch colours to
create the correct tempo swing. If your opponent played two
Celestial Crusaders and you do not play white main (so he will not board them out), if your white cards
in the board of your sealed are equally strong as one of your currently played colours, maybe you should
consider the switch.

Pick up your sideboard after every single game and re-evaluate.
4) Write down every card your opponent plays.

This is further incentive to record you life total on a piece of paper
rather than with a dice or an abacus. Some people have a perfect
memory, and at the top end of the game players will naturally
remember every card that was played. There is another reason.
Imagine your opponent doesn't sideboard during the match and it's
the third game. You write down his latest play and realise that you
have twenty-three cards written down. Now you have some more
perfect information—you know his entire deck.

"I ayemdae Tome

Pay special attention to his tricks. I either asterisk them or write
them in a separate column. Every card that he will leave mana open
for or will wreck you in some way should be specially noted for
easy in-game reference. If your opponent makes a strange play, take ‘|
a moment to review all the cards you've already seen. It will often ®, ®: Doy e i
be the case that the answer lies in your hastily scribbled notes.

5) Do all of your thinking during your turn.

When your opponent says "Go," it's time to think. You may have things to do during his endstep, or
during your upkeep. Now it the time to begin thinking. When you're done, progress to your first main
phase. And don't you dare drop a land into play yet! Countless games are lost because people
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automatically put their only land into play. When you draw, shuffle your hand and then review. Here is
where you will do all the thinking you will do for the entire turn (including your opponent's).

Think about what you will do this turn: Should you
make a land before or after combat? Should you make a
land at all? Will you play something pre-combat? What
will you attack with? How will he block? What are all
the possible tricks he may have and what are all of your
responses? Depending on what happens in combat, what
will you do in your second main phase? How should you
tap your mana to maximise both playing spells in your
hand and to bluffing potential cards in the format? Do
you have any effects for your opponent's upkeep or draw
step? What are all the things he can play and how will
you respond? If you have a counterspell, what is the
range of cards that are worth you countering otherwise thinking too long when he casts them will give it
away? What will his attack be depending on what he is holding and will draw? How will you block
given all the cards he can have? And, finally, what will you do in his end step?

This sounds like an awful lot of variables. It is. This is one of the greatest skills in Magic. If you had
infinite time, this process would be flawless, but we do not have that luxury so you will have to get into
the hang of doing this so as to speed yourself up. You will often take shortcuts, such as allowing
yourself reflection time of some of your opponent's plays when he makes them. The better you gelt the
easier this will become. See how important the previous skills now become—you need to know the
format, your deck, the cards your opponent has already played, etc.

6) Think about which land to play.

During deck construction you memorized your deck, so that you know every card with a double mana
cost. Sometimes you will have an awkward deck with both Llanowar Elves and Foul Imp; obviously if
you draw both you won't be too happy. It is important to know which land is the correct one to make
each turn.

Here is an example from a Constructed game I played recently. My opponent has a Terramorphic
Expanse in play. I had an Island in play and my hand contained an Urborg, Tomb of Yawgmoth, a
Plains, a Disenchant, a Sudden Death and a Cancel. Which land should I make? My opponent might
well be playing a deck also containing Urborg, so I do not wish to be Strip Mined. He might be playing
a deck with land destruction and I might draw more land, enabling me to protect my Urborg for when I
need it. He might be playing Prismatic Lens, which I might want to Disenchant. I could draw an Island
next turn to play my Cancel, but if [ make the Plains this turn to keep the Disenchant open, then I will
force the choice between Sudden Death and Cancel next turn.

The correct play is to make Urborg and pass, maximising your
chances of a good draw off an Island (of which you obviously play
many). What this example shows is how critically important each
land drop can be, even if it's only the second of the game. If your
deck contains a Blood Knight and no other similarly costed card,
then it is always correct to start the game with a Mountain. If you
have a Shade of Trokair in your deck and no other way to use an
absurd excess of mana, then late in the game it is always better to
keep a Plains over another land if you are faced with a decision to
make a land or discard or whatever.

The other crucial mistake that I see players make time and again is i Each land is a Swamp in addition
simply not making their land. Somehow people think that shuffling i ™ "'h":"d TEe X
three or four land together in the late game with lure their 1] e S S ot el

opponent's into thinking that you're holding spells. This ruse seldom %*‘“‘" e
works. You should only hold land back if you have a very valid
reason for doing so, such as having a Boom // Bust in your deck.
People often claim that they have a Looter i/-Kor or a Careful
Consideration that they might draw in defence of them sandbagging lands. If you rip Consideration in
the late game then you'll be ecstatic anyway, and you will probably draw into one or two land off it
anyway which can then be discarded!

You should only ever hold one land back. This way you will never jeopardise missing a land drop.
Almost every Limited deck has something to do with vast amounts of mana, be it a pump guy or a
Fathom Seer into two creatures and then leaving enough mana up for your Flickering Spirit. There will
be bizarre games that last for forever where you winning will depend on you drawing your fourteenth
land so that you can play Bogardan Rager and still create a guy from your Urza's Factory. Your
opponent might even draw a Mindstab and deny you the chance to ever make those land!
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That's all for now. I will continue these soon. For now, as of this writing, I'm off to play a deck with
50% too many cards with a thousand other Europeans—too bad there are no more Limited tournaments
this year until the draft section at Worlds. Ooh, and San Diego, kind of... and Nationals... I guess there's
hope yet.

Q

Widely considered one of the world's foremost Limited competitors, Quentin Martin has four Limited
Grand Prix Top 8s and a Top 8 at Pro Tour—Prague 2006. Between his Magic expertise and a
background in philosophy, it's no surprise Quentin is well known for his strategic insight and theories
on the game.
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