Opinions Without a Place:  A Formal Apology to the Magic Community

By Tybuc
As is indicated by the length of the discussion that took place on the forum after my previous article was published on the web, others also have strong feelings on the choices of cards that make up the base Magic set.  One of these opinions was so strong that it took time out of its assuredly busy day to compose an entire rebuttal article devoted to refuting every one of the points that I had made.  This opinion’s name was David Chapman and you can find his article also on Star City.

Upon first reading this article, my initial impression was that a lot of crayon and construction paper had met its unwitting end composing the first draft of the essay.  It also inspired in me a great appreciation for the public housing system responsible for allowing those individuals who could not integrate into society without occasionally professing that they were some famous leader of the past, or perhaps with the belief that beings from Alpha Centauri were communicating with them, to live more or less normal lives in their own society.  But after reviewing this article with meticulous detail, it soon became apparent to me that indeed, Mr. Chapman was correct, and my opinion had no place being expressed.  In fact, this article is an attempt at reconciliation between myself and the Magic community I had alienated with my heavy-handed article.  You might think this would be enough, but I will even go one step farther, and go into reasons why I now extol the virtues behind Mr. Chapman’s arguments.  Let’s start them from the top.

Rolling Stones

First of all, the creative way Mr. Chapman integrated several of the lyrics from the classic rock group the Rolling Stones in his review of my opinions of the card Rolling Stones caught me off guard, and instilled in me a sense of admiration, and made me laugh for several hours.  Since they say imitation is the sincerest form of flattery, I will strive to do the same.

It was awful the way I embittered Mr. Chapman’s brown sugar, as this card is obviously sweet as Angie to Mr. Chapman, and one of his favorites.  I’m sure he saw colors everywhere when he witnessed me disrespecting it.  It’s quite clear that Mr. Chapman spent his hard earned paycheck where he would bleach molded Twinkies and clean out commodes at the local truck stop for a set of these cards.  Now that he can play this card again in his local tournament (with Cinder Wall – it’s a 3/3 attacker for one red, people!) I am happy for him, and I will not pass an Amoco station again without thinking about the joy that this card brings to his heart.

 

Coastal Hornclaw

For a second straight time, I find myself haunted by my chagrining words.  I understand that Vigilant Drake was too good of a card now, and it needed to be toned down into the masterpiece that is Coastal Hornclaw.  But let’s just take this one step farther, shall we?  I mean, come now.  Coastal Hornclaw is a Bird instead of a Drake, and here are just but a sample of the broken things that are not immediately obvious by looking at the card:

1) It draws us an extra card off Airborne Aid.

2) It plus a Keeper of the Nine Gales is just one bird away from Tradewind Rider goodness.

3) It makes our Planar Birth much, much better.

4) It is completely immune to the effects of Silklash Spider until you activate its ability.

So you see we still have a ways to go before this card “would [not] unbalance the play field.”  I suggest these errata for Coastal Hornclaw:

“Coastal Hornclaw only counts as a Bird for those effects that would destroy it or remove it from play.

Coastal Hornclaw is considered to always have flying for those effects that would deal damage or destroy it.”

There, a perfect 8th Edition card, brought to you by David Chapman.

Patagia Golem

I need only mention my lack of knowledge of physics here as a introduction, as I’m sure it was immediately obvious to all of you who read this portion of my article.  

"Patagia Golem makes no sense, as it does something no artifact should be able to do: Be lighter than air."

Obviously, 747’s and other manmade objects fly in the air all the time while being much heavier, and do so by the principle of lift.  I won’t attempt to explain it in great detail, as to do so would make exponential the height of my ignorance, but essentially the air pressure the passes under the curvature of the wing of an airplane as it speeds up produces a force that pushes the wing up, and as it is attached to the plane, lifts the entire cylinder into the air.  

As was mentioned by Mr. Chapman, who brought this to my attention, the Patagia Golem is obviously bound to the same rules as a passenger plane, since we all know that Magic cards are explainable with natural laws.  Let’s assume for a second that a 2/3 creature made out of solid iron (therefore probably half to 2/3 as big as a Hill Giant, but only a little bit slower, thus the loss in power), weighs about five to eight tons.  Compare this to the first 19 seat passenger plane I could find on the Internet, the Beech 1900D.  Here are the statistics on that (borrowed from http://www.airnewzealand.co.nz/aboutus/resourcecentre/aircraft_statistics.htm):

	Beech 1900D
	   

	  
	Passengers/seating:
	  
	19 Economy Class
	 

	 

	 
	Engines:
	  
	2 x PW PT6A-67D turboprop
	 

	 

	 
	Thrust per engine:
	  
	1,279 shaft horsepower
	 

	 

	 
	Cruising speed:
	  
	510kph
	 

	 

	 
	Takeoff speed:
	  
	185kph
	 

	 

	 
	Landing speed:
	  
	205kph
	 

	 

	 
	Range at max payload:
	  
	1,300km
	 

	 

	 
	Max takeoff weight:
	  
	7,765kg
	 

	 

	 
	Fuel capacity:
	  
	2,516ltr
	 

	 

	 
	Fuel weight:
	  
	2,035kg
	 

	 

	 
	Cargo capacity:
	  
	647kg
	 

	 

	 
	Length:
	  
	17.6m
	 

	 

	 
	Wing span:
	  
	17.67m
	 

	 

	 
	Tail height:
	  
	4.54m
	 

	 

	 
	Flight deck crew:
	  
	2
	 

	 

	 
	Cabin crew:
	  
	0
	 

	 

	 
	Cabin width:
	  
	1.372m
	 

	 

	 
	Wheels:
	  
	2 + 2 main, 2 nose
	 

	 

	 
	First commercial
service:
	  
	2002
	


Before takeoff, the two are roughly comparable, 7,765 kg to the 5,896.7 kg for the Golem.  Thus it stands to reason the takeoff speed for the Golem with its flimsy wings would have to be well in excess of the 185 kph that it would take for an aerodynamic body of the Beech 1900D.  Note that it’s perfectly logical that this creature would be able to fly, but it would lack trample, first strike, and could be blocked by birds and flying bugs.

 

Murderous Betrayal

Let me begin this by again agreeing with the superior mind that took time from picking bugs out of his hair to write his article.

He writes:  “I don't think much of this card myself, but it serves to illustrate an important point: into each set a little rain must fall.”
I agree, it’s very important that rain falls in every set.  Without cards like this, where would we be?  Who wouldn’t want to open an 8th Edition pack, find a Murderous Betrayal inside, and smile because this, while utterly inferior to such commons as Dark Banishing, is the cause for the rainbow and the pot of gold located at each end? 

 

Living Terrain

Mr. Chapman obviously knew his game when he said that:  “I've never seen anyone, however new to the game, confused by the workings of Living Terrain.”
I feel I must create a separate apology to all of the players in Mr. Chapman’s playgroup for underestimating them.  I am sure with such a mastermind creating their Rolling Stones decks for them, they are not only headed for the Gravy Train, but would not be surprised if one of them were to overshadow the great Kai Budde.

It should be completely obvious to new players to the game how a land can be a creature and vice versa, whether or not they have Mr. Chapman’s huge store of mental faculties at their disposal.  In fact, I did some research into the questions written into the Starcitygames.com Ask the Judge column and found another question, which I hadn’t the knowledge to predetermine:

Q: Sheldon,

Say I have a Living Terrain in play on a land. What would happen if I cast a second Living Terrain on that same land? Would I effectively have a 10/12 creature? Would they function similarly to Two-Headed Giant (being two distinct creatures)? At first I thought the second LT overrode the first one, but now I'm not sure...

Thanks,
Marc 

A: Marc,

Trust your original instinct; you'll just have a 5/6 green creature. Living Terrain doesn't give plusses, it gives base characteristics. Multiple copies are redundant (like giving something Flying twice). You're better off putting a second copy on a different land. 

I hope Mr. Chapman’s point is satisfactorily proven.  I must also give Kudos to Sheldon, although I’m surprised he had to answer a question about such an obvious card.

Royal Assassin

Let me preface this with the voice of reason (e.g. Mr. Chapman, not a 2/2 white creature with Protection from Blue and Flying, just to clear things up):  “First Tybuc complains that it isn't in flavour for the game, then he asks why kings employ such really good assassins. I do wish he'd make up his mind.”  If every President of the United States we’d had so far was as eloquent, we might even be the most prosperous nation on Earth.

I, too, long for the days when every deck had to splash removal to deal with problem cards.  There’s nothing that contributes to the game more than having a great mono color deck, adding dual lands and removal because there is a creature in the environment that hoses it, and the game hinging on whether or not I draw that card and the dual lands to support it.  If every deck has to splash to pack disruption from here on in, I can only say this is good for the game.

And I must have been off my rocker when I suggested Sorceress Queen as a replacement.  I mean, it’s quite clearly broken when used in combination with Swat, Shock, Vicious Hunger, etc, as it allows those cards in question to remove creatures.  Without Sorceress Queen, none of those three cards would be capable of removing any creature in the game.  In addition, it allows your Bog Rats or other 1/1 found in all of Mr. Chapman’s decks to deal damage, and THEN become an 0/2, thus saving itself from a gruesome fate.  Why I suggested this, “in fact, far superior to the Assassin under modern rules” over the creature that can immediately kill any creature that is attacking you pre-combat damage suggests the brain damage evident in my skull.

Swarm of Rats

It seems I must have been under a bad moon the day I wrote this article, because looking back on things, I didn’t get a single point right.

While a 2/1 creature for 1B wasn’t good enough for me on that wretched day, I can only shake my head and concede Mr. Chapman his point that the creature fits perfectly in a Rat deck, after a solid first turn play of Bog Rats or Muck Rats from Portal.  Although this will never happen in a Type II game, because the only other rat costs 1B, this is perfectly acceptable.

I also have to concede that Hidden Horror is too good.  The fact that it’s always a 4/4 when it comes into play on the third turn, two turns later that it used to when Dark Ritual was available, is too good.  I mean, you need one of any 8 Madness outlets to put a 4/4 into play in U/G madness, and the Arrogant Wurm can be killed by another of Chapman’s favorites, Murderous Betrayal, immediately upon summoning.  All you need is a creature in your hand to discard to cast Horror, which you can always do as long as you play 20+ creatures in your deck.  Need I say more?

 

Sizzle

Before seeing the paragon of reason that comprised Mr. Chapman’s article, I couldn’t see the light (get it, “see the light” of the lightning from Sizzle?  Almost as funny as the crack he mentioned about Sizzling!!!) about Sizzle.

It’s a well-known fact that when I’m looking for a finisher card, which is the role that both Sizzle and Lava Axe play in the game, I want this card to be as cheap as possible.  I want to cast this as early in the game as the mana allows me.  This throws my opponent’s combat math off and destroys his morale, as when he sees that he’s at 8 life, and immediately drops to 5, he will know he has no chance to win the game and enter scoop phase.  I certainly wouldn’t want some renewable source of damage on turn 3, such as a creature or a Sulfuric Vortex, as my opponent might not immediately get disheveled by this and might decide to play it out.

Mr. Chapman also brings up other great points about Sizzle that I hadn’t considered, such as the facts that:  “[i]t cannot be redirected (although the damage can), it cannot be fizzled.”  I’m always in awe of such utility, merely at the cost of the inability to damage creatures and be a significant amount of damage.

Mana Clash

Clarity immediately dawned on my brutish, unknowing eyes when I saw this argument about the inclusion of Mana Clash:  

“This is the point where you have to ask yourself a simple question - how many 8th Edition boosters are you going to buy? Experienced players won't need to buy it; they either own what they need or will buy singles, and drafts will more commonly be from the Expert-level sets. New players won't care what they get; they never do. Last weekend I saw a bunch of newbies gleefully raiding the folders for Desolations and coveting the mint BB Gabriel Angelfire. Mana Clash is just the sort of card they'll enjoy.”

I agree with it in its entirety.  I mean, Wizards of the Coast obviously doesn’t print 8th Edition packs to sell them.  I have always figured they just kept them around in big warehouses in Washington in case they ran out of toilet paper or something.  And we all know the dangers inherent in not having a good TP substitute (hint:  it begins with “s” and rhymes with “kid marks.”)  As for the newbies?  To hell with them, they are here to take our crap rares for money rares, or as Marie Antoinette best put it, “Let ‘em eat cake.”  I look forward to raping newbies with Mana Clashes with Mr. Chapman as long as this card sees the light of printing presses.

 

The Lucky Charms

Love ‘em or hate ‘em, this is what elicited the most response out of everyone that had an opinion to give about my article.  And to those who disagreed with me, I have some good news for you:  I’m now on your side.  

“Ultimately, the lucky charms are inoffensive cards with a minor effect on the game.”
I could not have put this more eloquently if I had a mouth full of broken teeth.  I should not have implied that artifacts shouldn’t give life, as they certainly do in the real world.  (For evidence of that Magic and real life use pretty much the same rules of physics, see my contrition for my blasphemy against Patagia Golem.)  I mean, hospitals use devices, which are basically artifacts, and they provide life to their patients, right?  Just the other day, I saw a doctor pay one colorless mana to a respirator, and the patient immediately gained one life.  It was soul wrenching to say the least.

I guess I shouldn’t have assumed that WotC didn’t mean for artifacts to gain life because they haven’t printed any life giving artifacts in the last three major sets.  This was wrong of me, and I beseech repentance for this misgiving.

To conclude this humble recantation, allow me to reveal one of my secret shames, brought out by one of the righteous verbal lashings blessed to me by my new guru:

 

“There is a reason why Tybuc submitted this article pseudonymously. I'm sure you can all guess what it is.”

Isn’t it obvious?  My real name is ugly, as my parents had an rather twisted sense of humor.  I’m just going to have to face the fact I will have to live the rest of my life with the nomenclature they christened me with:  David Alphonse Chapman.

Peace, errr, war, errr, Sweden?

Tybuc

