Unsung Heroes of Onslaught Block Constructed

By Tybuc


I really love the formative weeks after the spoiler of a new Magic set comes out.  Conjecture seems to fly every which way about why one card will shape the new environment, which card will be in every T8 deck, and which cards look really good but are closer to eye candy than tournament winners.  This sentiment is always amplified during the last set of each block, as the cards held therein will not only affect Type II but also the Block Constructed season.  Combine this with the tendency of Wizards to put the most powerful cards in a block in the last set (think about Masticore, Replenish, Academy Rector, Oath of Druids, Pernicious Deed, etc., etc. and you’ll see what I mean) and you sure feel the excitement crackling in the air.  While not on par with Urza’s Destiny or Apocalypse, Scourge is definitely a set with impact cards, especially in the block format, which is as of now ruled by enchantments and high casting cost monsters.  You’ve heard about the most hyped cards already; Eternal Dragon, the Decrees, Stifle, and Goblin Warchief have been the source of enough web conjecture to choke a small ISP.  There are hidden gems that will likely play a huge part in the Block Constructed metagame that you might as well look out for now.

Dawn Elemental - WWWW
Creature - Elemental (rare) 
Flying 
Prevent all damage that would be dealt to Dawn Elemental. 
3/3

I hate to begin this discussion with a long shot, but I really like this guy.  He has a prohibitive casting cost, a questionable casting cost to power/toughness ratio, and a marginal ability.  So why do I think he might see some action?  Two reasons:  He’s an angel blocker and he’s great against Goblins.  He might as well read:  

When Dawn Elemental blocks Exalted Angel, Exalted Angel’s controller gets nothing.  No, really.  Do not pass Go, do not collect 4 life.

Plus if you have two of them, you can block and kill Akroma.  How many creatures can do that?

He’s probably a little too slow to wreck house against Goblins, as by the time you cast him, you’re either dead or in complete control of the game.  But he blocks and kills any Goblin except Goon, and unlike Silvos, is immune to Carbonize.

Silver Knight - WW
Creature - Knight (uncommon) 
First strike, protection from red 
2/2 
Otaria's last defense against the wave of chaos threatening to engulf it. 
Illus. Edward P. Beard, Jr.
2/2
Coming to a Skirk Ridge near you!  I can’t say enough about this guy.  He’s cheap, relatively easy to cast, and makes any Goblin rush a poor battle for them.  He does all this while shrugging off direct damage and laughing at Lightning Rift and Starstorm.  That’s a lot to ask for in one card.  The fact that he comes out 2nd turn against Goblins is critical, and may be the only reason to play anything but red in this format.

Wing Shards - 1WW
Instant (uncommon) 
Target player sacrifices an attacking creature. 
Storm 
Illus. Daren Bader

I feel like I’m cheating by mentioning this card, as it’s already been talked about many times.  Most people tend to attack before casting spells, and you’re probably not going to play with cheap instants just because, so it’s really hard to get a 2 for 1 with this card.  However, it’s another way of getting rid of Akroma, plus it makes Goblin decks think twice about attacking with Haste creatures, so it’s obviously going to see use.

Wipe Clean - 1W
Instant (common)
Remove target enchantment from the game. 
Cycling 3
How are people not talking about this card?!?!  It’s a main deck solution for the Slide on Slide matchup, and it’s just another cycler if you’re not playing against decks with enchantments!  The cycling cost is a little expensive, but it certainly beats out Lay Waste any day.  Removing the enchantment from the game is of little to no use in a format with no non-creature recursion, but it’s a nice touch.

Parallel Thoughts   3UU

Enchantment

When Parallel Thoughts comes into play, search your library for seven cards, remove them from the game in a face-down pile, and shuffle that pile. Then shuffle your library.
If you would draw a card, you may instead put the top card of the pile you removed into your hand.
I only mention this card because it’s an automatic combo with Rush of Knowledge.  If they don’t have enchantment removal before you spend 7UUU, you get 5 (or more) out of the 7 best cards in your deck.  It is not usually good to have to get a 2 card combo out just to tutor for cards, but the unbelievably ridiculous tutor effect may be worth it.

Pemmin’s Aura   1UU

Enchant Creature

U: Untap enchanted creature.
U: Enchanted creature gains flying until end of turn.
U: Enchanted creature can't be the target of spells or abilities this turn.
1: Enchanted creature gets +1/-1 or -1/+1 until end of turn.

I only mention this card because of Wirewood Channeller.  It seems very unlikely that you will draw:  1) This card, 2) Pemmin’s Aura, 3) another elf, and 4) a card that will win you the game if mixed with infinite mana before your opponent can 1) kill you, 2) instant kill for a very 2/2 with a bull’s-eye planted on his head at birth, or 3) kill an enchantment.  However, if that very unlikely situation occurs, you win the game.  Sounds sort of like Coalition Victory now that I think about it.

Call to the Grave     4B

Enchantment

At the beginning of each player's upkeep, that player sacrifices a non-Zombie creature.
At end of turn, if no creatures are in play, sacrifice Call to the Grave.

This is a way for Zombie decks to kill Akroma, Exalted Angel, and Silvos.  However, chances are that’s all it will do before your Zombies get Starstormed away.  As a bonus, if they are able to Slide out the creature before their turn, this does nothing.   Still, it makes them hold a cycler for what would otherwise be an unkillable creature, so it deserves some mention.

Unburden   1BB

Sorcery

Target player discards 2 cards.

Cycling 2

This will be the preferred way of cleaning your opponent out of cycling cards, big fatties they’re holding back in fear of some massive global sweeper, and cycles if their hand is empty.  In an environment with Timmy decks built on the assumption they don’t have to plan for much disruption, this will assuredly catch people with their pants down.  I’ll go out on a limb and say that if mono-Black is a viable deck in this format, Unburden will be in every tournament deck sporting swamps.

Goblin Brigand   1R

Creature – Goblin

Goblin Brigand attacks every turn if able.

2/2

Let’s just admit it.  Goblin Warchief does to Goblin decks what days of invasive surgery did for Lee Majors.  It makes them better, stronger, faster, and if you are too slow to handle the rush of goblins pouring from Skirk Ridge, unstoppable.  PT: Venice showed a ridiculous amount of success for Goblin decks in a metagame with cheap global sweepers, extremely large creatures for reasonable mana costs, and fairly efficient life gain.  And Warchief makes the deck even faster.  So what does this have to do with Goblin Brigand?  Simply, Goblins now are at the point where they can give up any semblance of being a control deck and just need to rush, rush, rush.  Goblin Brigand is a two toughness creature, which means it is harder to trade block in the mirror match.  A nice by product is that it is not vulnerable to a cycled Slice and Dice.  Any deck running the Skirk Drill Sergeant or Skirk Marauder can replace at least one of the two with these.  Thus you only have 8 creatures that are vulnerable to trade blocking, and they are the one drops.  Not too shabby.

