Tuesday, August 13, 2002 (8 pm)

Hello all.  It’s time for me to do that thing that I do after GenCon, to tell you, the people that didn’t go to GenCon, what happened.  So here it goes…

The OGRE’s GENCON 2002 REPORT!!!

Well, it all started on Saturday, August 3rd for me.  The Lovely Wife got home from work a little early and we loaded up the taxi and went to the airport for our flight, HOWEVER… things never go as planned for me.  We got there and there was a string of bad weather along the east coast (from Charlotte to Maine) which delayed all flights coming into DC, but DC never got any rain or storms, go figure.  Our flight was delayed for an hour and a half.  Needless to say, we were not going to make our connection in Pittsburgh, so we went to the ticketing counter and reset our tickets for Sunday morning, they wouldn’t even let us leave to Pittsburgh and stay the night.  No problem there.  Now things get interesting, now that we switched flights to the next day, our bags were supposed to be pulled off the pile to go onto the plane.  Well, they didn’t and the bags got onto the plane and took off to Pittsburgh (without a hope of making the connection to Milwaukee) and sat there overnight.  We went home, got good night of sleep, and woke up for the first flight to Milwaukee (via Pittsburgh) with no problems, and as that we were actually on the first flight from Pittsburgh to Milwaukee, we were actually on the same flight as our bags.  At least they got that right.  Next time, Midwest Express…

The rest of Sunday was spent with relatives at a picnic in Rio, WI.

Monday was a day to myself as that the Lovely Wife spent the day with her mother, so I went and played Skat with some senior citizens that I know.

Tuesday was shopping day for the wife and I.

Wednesday, I went and played Skat again, and then went to the sisters house in Illinois for the evening, hence I was unable to get to the Pre-GenCon festivities at the Hyatt.

Now for the excitement of the Con, Spellfire’s Former Biggest Cheerleader was at GenCon, Tony duLac (aka WyteFang or Wyte-Squid) made an appearance.  A big Boo to those of you who didn’t make it.

Now on to results of the Tourneys:

Thursday (GenCon Day 1)

8am
75 card Unlimited Tournament (9 players)

Winners: 3 way Draw


Bob “Tom” Matos


Rob Rabe


Mike Rittel

Noon
Psuedo Sealed (1 player)

Winner: Dennis Atkinson

5pm
Multi Format (16 Players)

Winners: My notes fail me.  Can anyone e-mail the list to let me know, please???
Friday (GenCon Day 2)

8am Qualifier #1 for World Championships (18 Players)

Almost all qualified (if not here, on Sat)

5pm 3rd Edition Sealed w/ 1 UD 2 DL & 2 Ravenloft boosters (17 Players)

Winners:


1st: Gabriel Vargas


2nd: Charles Backman


3rd: Dennis Atkinson

Saturday (GenCon Day 3)

8am Qualifier #2 (11 players)

All qualified

Noon Sealed Booster (13 players)

Winners


1st: Gabriel Vargas


2nd: Matt Piasak


3rd: Dennis Atkinson


4th: The OGRE

5pm Semi-Finals for the World Championship (round of 27)

Since we had 26 players, I was persuaded to play to make 9 games of 3.

Here were the pairings (and results of the match 1st on top, 2nd listed next and 3rd last)

Match #1

Steve Naus 

Matt Piaszak 

Larry Tierney 

Match #2

Steve Leinen 

Mike Blair 

Greg Ladd 

Match #3

The OGRE

Rob Rabe

Bob Matos

Match #4

Dennis Atkinson

Johann Beyer

David Lockridge

Match #5

Chris Killinger

Mike Rittel

Matt Scannell

Match #6

Kevin Curtis

Mike Tompkins

Kent Sandersfeld

Match #7

Glen Tobias

Tim Wagner

Don Hanson

Match #8

Jim Leichsenring

Nick Geber

Gabriel Vargas

Match #9

David Sparacio

Rob Rabe, Jr.

Russ McKnight

The Round of 9 went like this (as above)

Match #1

The OGRE

Steve Naus

Steve Leinen

Match #2

Dennis Atkinson

Chris Killinger

Kevin Curtis

Match #3

Dave Sparacio

Glen Tobias

Kim Leichsenring

Sunday (GenCon Day 4)

3 on 3 Battle Royale (teams 1)

Winners
The Rabes

World Championship Finals went like this

Winner: 
The OGRE

2nd:

David Sparacio

3rd:

Dennis Atkinson (left early due to 9 hour drive)

Quickie Tournaments

#1 (sealed booster 3-1st  3-Raven 3-DL)

3 way draw


Steve Leinen, Dennis Atkinson, Mike Rittel

#2 (Atkinson Format Preconstructed)

1st:
Jim Thornton

2nd:
Mike Rittel

3rd:
Dennis Atkinson

#3 (Sealed Booster 3-1st  3-DL  3-R&R)

1st:
The OGRE

2nd:
Steve Leinen

3rd:
David Sparacio

#4 (Sealed Booster 3-1st  3-DL  4- Dungeons)

3-way Draw


Mike Rittel, Steve Naus, The OGRE

That’s all for the results.  Now on to the sealed stuff:

Here’s what I played in the sealed events listed above.

Quickie #3

I got an UNGODLY bunch of cards in this event.  It was almost like a constructed event for me.  Here is what I played (didn’t keep the chaff that I didn’t play for the quickies)

Realms (11 = 11)

Solamnia

Village of Orlane

Spine of Taladas

The Depths of the Earth

Tomb of Horrors

Gulg

Isle of Dread

Isle of Selasia

The Lendore Isles

Reorxcrown Mountains

The Barrier Peaks

Champions (90 levels) (15 = 26)

The Harpers

Elminster the Mage

Governor Erann Flowstone

Tenser the ArchMage

Cleric of Gond

Dargent, Silver Dragon

King Snurre the Fire Giant

Tasslehoff Burrfoot

Falx the Sliver Dragon

Drizzt Do’Urden

Pyrite, the Ancient Gold Dragon

Phoebus the Lizard Man

Young Gold Dragon

The Magister

Gloriana

Holdings (1 = 27)

The Temple of Death

Events (7 = 34)

Coming of the Phoenix

Surprise Raid

The Caravan

Cataclysm

Faithful Hound

Mutiny!

Good Fortune

Artifacts/Magic Items (9 = 43)

Whelm

Hammer of Kharas

Midas Orb

Codex of the Infinite Planes

Star Gem of Martek: Opal

Star Gem of Martek: Sapphire

Star Gem of Martek: Amethyst

Blamblower

Staff of Conjuring

Spells (6 = 49)

Intercession

Conjure Air Elemental

Crystalbrittle

Conjure Water Elemental

Cone of Cold

Conjure Fire Elemental

Allies & Other Stuff (6 = 55)

Kagonesti Elves

Kapak Draconians

The Rahasia

Remorhaz

Rampaging Oni

Flying Kick (UCC)

Quickie #4

This deck was the ULTIMATE in camper decks.  I took a draw with this one, as that it was about 11 or 12 midnight when we would play the finals.  I also broke my rule of having at least 3 ways to use something in the deck with the Blood Abilities and thief skills.  But Con Game (and intimidation) are too strong to not have in the deck, as were the blood abilities, but I had the realm that helped me out for the blood abilities.

Dungeon

Song of the Dragonlance (Camper card)

Realms (13 = 13)

Border Garrison (Camper Realm)

Spine of Taladas (Camper realm)

Cities of the Sun

Greyhawk Ruins

Zhentil Keep

Southern Ergoth

Northern Ergoth

Sancrist

Goodland

Silvanesti

Bissel

Scarlet Brotherhood

The Dragon’s Refuge

Holding (1 = 14)

Arms of the Shield Lands (Rebuild the Border Garrison, heh-heh)

Champions 90 levels (14 = 28)

The Llama King

Dearlyn Ambersong

Ladonna, Wizard of the Black Robes

Pyrite, the Ancient Gold Dragon

The Hapless Halfling

Governor Erann Flowstone

Tyvorg the Frost Giant (Must kill living wall… What he’s not in this format!!!!)

Zaranda Star

Gib Ekim

Maligor the Red

Elminster the Mage

Defiler

Fizban the Fabulous

Takhisis’s Mirror of the Abyssal Warlord

Events (1 = 29)

Takhisis’s Mirror of Life Trapping

Artifacts/Magic Items (12 = 41)

Hammer of Kharas (it works with Ewann)

Boiling Oil (Kill the attackers of the Border Garrison)

Ballista (Kills those nasty artifacts and magic items)

Takhisis’s Mirror and Sword

Shield of Huma

Orb of Dragonkind

Shield of Wickedness

Clockwork OGRE

Pearl Pegasus

Crystal Dragon Figurine

Blamblower

Sword of Sharpness

Spells (4 = 45)

Sticks to Snakes

Raise Dead

Ball Lightning

Black Tentacles

Allies & Other Stuff (10 = 55)

Aurak Draconians

Troglodyte

Master Illithid

Kapak Draconians

Brine Dragon

Treants of the Grandwood

Create Minion (Blood Abil)

Death Field (Blood Abil)

Con Game (Thief Skill)

Intimidation (Thief Skill)

Sealed Event with 1UD, 2 DL, and 2 Ravenloft

Here is everything I got, *’s are by what I used.  I got 5 repeated cards in each half of the double decks in the commons area, which really sucked because the commons that repeated were from the common sheet that has Caravan on it, and limited my card pool.  What would you have done differently for the deck???  Speak out if you agree with the deck or not.  I did do notes on my one match with the deck, but I don’t have them with me.  All I know is that Dennis wanted me to say that his deck kicked my A$$.  But he refused to fight by playing this ugly camper/Cast a wall spell (or something similar) deck.  I just missed making the next round due to a 4 player game going to 5 games and losing out to the players there by realm count.

Realms (12 = 12)

*Dementlieu

*Sembia

*Hold of the Sea Princes

*Myth Drannor

*Greyhawk Ruins

*Isle of Selasia

*The Great Rift

*The Horned Society

*Damara

*The Scarlet Brotherhood

*Temple of Elemental Evil

*Moonshae Isles






Khur, The Pomarj, Ravens Bluff, Rashemen, Waterdeep, Darkhold, The Bone March, Narfell, The Duchy of Urnst, The Sea Barons, Impiltur, The Wolf Nomads, Draj, Anauroch, Mordent, Nova Vaasa, 
Sancrist, Plains of Dust, Thorin, The Yeomanry, UnderOerth, UnderToril

Holdings (None used)

Ogo, Guistenal, Fortification, Dungeon of Gulg, Paridon x2, Kargat Mausoleum, Shoikan Grove, Tripolar Cavern, Cavern of the Gods, The Dread Champber

Champions 87 levels (17 = 29)

*The Unnamed, Avatar of Gruumsh

*Justarian, Wizard of the Red Robes

*Gabrielle Aderre x2 (used one)

*Nenioc

*Rogue Defiler of Tyr x2 (used one)

*Noran

*Arch Druid

*Adventurers! (Spell caster)

*Pyrite, the Ancient Gold Dragon

*The Outcast

*Umber Hulk (not to be confused with the Incredible Hulk)

*Lich Conclave

*Headless Horseman

*Takhisis, Queen of Darkness (it was after 6pm when we started)

*Winged Horror

*Elminster the Mage

*Preserver x2 (used one)

Tasslehoff Burrfoot, Karlott the Shaman, Tyrinon, Thorvid, Adventurers (Bear), Gnomes of Samek, 
Sergei Von Zarovich, Mysterious Stranger, Maquesta Kar-Thon, Tanis Half-Elven, Skie, Kaz the Minotaur, Lord Soth

Events (3 = 32)

*Labor of Legend

*Airship

*Pit Trap

Treasure x2, Bribery, Grand Conjunction, Dark Powers, Mishakal Intervenes, Moon Lunitari Waxes, Reorx walks the Land, The Forest Oracle

Artifacts/Magic Items (7 = 39)

*Dori the Barbarian’s Cape

*Tapestry of the Stag

*The Heartwood Spear x2 (used one)

*Codex of the Infinite Planes x2 (Used one)

*Annulus

*Amulet of the Beast

*Staff of Conjuring x2 (used one)

Shield of Destruction x2, Shield of Devastation x2, Soul Searcher Medallion x2, War Banner x2, 
Orb of Power x2, Orb of Doom, The Nightjewel, Fang of the Nosferatu, Holy Symbol of Ravenkind, 
Timepiece of Klorr, Staff of Mimicry, Solamnic Armor, Flute of Wind Dancing (non chase)

Spells (7 = 46)

*Strength

*Stalker

*Chain Lightning x2 (used one)
*Shades

*Sticks to Snakes

*Living Ward

*Darkness

Wall of Force x2, Black Tentacles, Dispel Magic (Cl) x2, Dispel Magic (Wz) x2, Imbue with Spell Ability, Turn Undead, Reflection, Despair x2, Control Undead, Shield, Charm, Fly x2, Chill Touch, Stone Water, Fire Rain, Antimagic Barrier, Tenser’s Transformation, Summon Lycanthrope, Bless x2

Allies (9 = 55)

*Intellect Devourer

*Elven Archer

*Gladiators

*Miles

*Foulwing

*Kargat Vampire x2 (used one)

*Fey Dwarf

*Sloth x2 (used one)

*Map to a Mercenary Army

Punisher x2, Hell Hound, Baelnorn, Chitine, Sivak Draconians, Solamnic Knights, Werebat, Strahd Zombies, Mogadisho’s Horde, Tiger x2, Wijon x2, Powell x2, Wachter, Silt Stalkers, Mikor, War Party x2, Treants of the Grandwood, Halfling Mercenaries

Sealed Booster

Here’s what I got from the boosters and no-edition double decks.  And this event is where I make the play of GenCon.  The Match is at 1 game a piece for all 3 players (can’t remember who they were off hand), time has been called and I have the last turn.  I’m at 2 realms, my opponent is at 3 realms, and the 3rd player is at 1 realm, so #3 is out of it.  I can’t get thru to raze the realm, but I can knock down his pool, which I do, but on the last attack I use the event Siege (the one that razes the front realm) and get a Ward Spoils.  Now, the opponent is at 2 realms up and one razed, I’m at 1 up and one razed.  I need a realm on my spoils to tie and move the tie breaker to champions (which I have more of now and in levels also).  I do the “Oh, Billie, Billie, Billie.  Be there!!!”  from Caddyshack.  BOO-YAH!!!!  Mintarn for the win!!!!  Sometimes even I get lucky (must have been foreshadowing for the world championship).  ::grin::

Dungeon

Domain of Takhisis, Queen of Darkness

Rule Cards (None used)

Dark Lords, Forbidden Lore, Artifact Champions, Plentiful Psionics, Wheel of Fate, A Sure Thing (Darn no Fates  ::chuckle::)

Realms (13 = 13)

*Mintarn (aka Billie Barou)

*Isle of Dread

*The Free City of Greyhawk

*Menzoberranzan

*Bipolar Triumverate

*The Great Rift

*Ilien

*Land of Legends

*Unipolar Triumverate

*Sterich

*Forest Ridge

*Moonshae Isles

*The Pomarj

The Duchy of Urnst, Narfell, The Bone March, Darkhold, The Horned Society, Rashemen, Impiltur, Vaasa, Raam, Duchy of Tenh x2, Burneal Forest, Blackmoor, The Yeomanry, Anauroch, Hold of the Sea Princes, Thay, Nyrond, Veluna, County of Sunndi, Verbrek x2, Lamordia, Goodland, Luiren x2, UnderAthas, The Impregnable Heart of Haelyn, Mount Nevermind, The Bandit Kingdoms, The Dragon’s Refuge

Holdings (none used)

Tantras, Suzail, Hillsfar, Fortifications (38 of 400), Selune, Peasant Militia, Fortifications (37 of 400), Grak’s Pool x2, Yaramuke, Castle Hart, Arms of the Horned Society, Fortification (GH), Kalidnay, Silver Spring, Inn of the Last Home, Pook’s Palace, The Burning Cavern, Unipolar Cavern, Ghost Tower of Inverness, Dragon’s Crown, Lost Oasis, Forgotten Crypt, Tripolar Cavern

Champions 90 levels (14 = 27)

*Bahamut, God of Good Dragons

*Amarill

*Midnight, Goddess of Magic

*Mykell, Amethyst Great Wyrm

*Karm, Black Dragon

*Shadow Dragon (He was a beating on my opponents)

*Deathstream, Black Dragon

*Fi Lendicol

*The Wizard

*Young Gold Dragon x2 (Played one)

*Mika the Wolf-Nomad

*Infyrana the Dragon

*Otto

*Lolth, the Spider Queen

Teodor Profiev, Karlott the Shaman, The Avatar Shar, Sadira, Ambassador Carrague, Khelben Arunsun x2, Firbolg, Zielesch, Gith, Gorynych, Jarl the Frost Giant, Phoebus the Lizard Man, The Keeper, The Black Courser, The Pereghost, Greater Feyr, Worden Ironfist, King Halvor II, Joliet the Rash x2, Allisa of the Mist x2, Herminard, Torg Mac Cei, Alias the Sell-Sword, Tergoz Tenhammer x2, Sir Hiregaard, Ankhtepot, Arijani, King Snurre the Fire Giant, Elemental Cleric, Nenioc, Cleric of Torm, Governor Erann Flowstone, Ixitzachitl, Colum Calder, Iron Golem, High Mage Aelies, Justarian, Ladonna, Drow Matron, Masara d’Will, Gwenyth the Bard, Invisible Stalker, Kelsur Brighteye, Winslow the Lich, Azalin, Marco Volo

Events (3 = 30)

*Airship

*The Gathering

*Siege! (raze, not discard)

Faithful Hound, Bad Omens, Moon Nuitari Waxes, Zeboim is Engraged, Vessel of Vaporous Stones, Year of Plenty, Psychic Storm, Necromantic Wave, Investiture Ceremony, Dawn of the Dead, Calm

Artifacts/Magic Items (9 = 39)

*Dragonsbane

*Staff of Mimicry

*Staff of Conjuring

*Well of Many Worlds

*Amulet of the Beast

*The Tomes of Spellfire

*Codex of the Infinite Planes

*Dalamar’s Ring of Healing

*Bag of Holding

Hammer of Kharas, Irongnome, Ring of Jumping, Rod of Teeth, Coin of Jisan the Bountiful, The South Wind, The East Wind, The North Wind, Albruin, Star Gem of Martek: Opal, Huge Giants Rock, Wand of Bone, Catapult, Siege Ladder, Crystal Dragon Figurine, Cupid’s Arrows, Strahd’s Medallion, Figurine of Wondrous Power, Crystal of the Ebon Flame, Wand of Light, Shield of Devastation, Sun Sword, Flask of Curses

Spells (7 = 46)

*Chain Lightning

*Spell Turning

*Time Stop

*Horrors of the Abyss

*Death Fog

*Blink x2 (used one)

*Reincarnate

Wall of Thorns x2, Holy Word, Cure Light Wounds, Protection, Chariot of Sustarre x2, Bless, Imbue with Spell Ability, Word of Recall, Hazy Image, Double Trouble, Melt Stone, Rope Trick, Preservation, 
Conjure Earth Elelmental, Blight, Divine Assistance, Blingdenstone Symbol of Power, Summon Dragon, Spectral Dragon, Animate Gargoyle, Permanency, Humanoid Familiar, Death Link, Breath of Death, Sleep, Feebleminded, Fireball, Hold Undead, Spell of Formless Horror, Control Undead x2, 
Shield x2, Moonlight Madness, Switch, Lorloveim’s Creeping Shadow, Dispel Magic (wz), Finger of Death

Allies & other Stuff (9 = 55)

*Master Illithid

*Zombie Horde

*Intellect Devourer

*Ranger of the Highlands

*The Rahasia

*Firedrake

*Roundhouse (ucc)

*Supernatural Strength (ucc)

*Swoop (ucc)

Life Draining (psi), Energy Containment (psi), Chameleon Power (psi), Unreadable Thoughts (ba), Courage (ba), Knee to the Groin (ucc), Hide in Shadows (ts), Read Languages (ts), Set Traps (ts), Improved Initiative (ts), Mind Alteration (psi), Molecular Rearrangement (psi), Dragonne, Sea Zombie, Armies of Bloodstone, Powell, Ashathra, Wijon, Marauder x2, Skeleton x2, Shaqat Beetles, Wachter x2, Trystan x2, Pteranadon x2, War Party x2, Ghost Ship, Spectre, Solamnic Knights, Halfling, Inc., Thought Eater, Remorhaz, Nightmare, Dimock the Sprite

Wednesday, August 14, 2002 (8am)

Now on to the discussion of the World Championships.  Here is what I remember from my matches (didn’t take notes on these either Dennis) and I’m not going to look at the decklists until later this week.
Round 1 vs. Rob Rabe and Robert Matos

All I remember from these games was that City States won me the match in 4 games.

Round 2 vs. Steve Leinen and Steve Naus

I don’t remember exactly what either was playing, but I do know that Naus and Leinen took out my Dungeon card early in the games that I lost (games 2 & 3 IIRC), but I squeaked out the win in 4 games.  Again the Rule Card no one plays with, City States comes to rescue again.

Round 3 (Finals) vs. Dennis Atkinson and David Sparacio

Going from memory 3-4 days later is a pain in the A$$.  I should have taken notes.
I remember hearing thru the grapevine during the tournament was that David was playing with POL, and Dennis was playing with WOV.  I’m thinking once I reach the finals that, “Geez, my deck can pretty much handle the POL and WOV Realm-wise (5 non-1st edition and 5 1st edition), but champion-wise and rest of the deck-wise WOV is going to bitch slap me (all but one event is non-1st edition and all the holdings are 2nd edition along with my no edition disintegrate.)  The big problem was that my deck has NO CHAMPION REMOVAL what-so-ever.  I had to politic both of these guys into taking each other out champion wise (for the POL and WOV) and pray.  The deck was a gambit, but it worked out.  The other problem was Dave’s Throne of the Pharoahs.  In retrospect, I need to add some champion removal.  I’m looking at Assassin’s Guild right now.  Toss and adventurer to abyss a champion someplace else, and go get another to replace it.  Be happy Dennis that I didn’t notice this card during the morphing of the deck, which I will get into later.
I remember that Dennis’ deck looked normal with the champions and a few Underdark realms, so I was going with the assumption that he was playing some form of attack deck, I was sort of right, until I saw Sergei in there.  I’m going, “What the @#^%$&!!!  Why is he in there???”  Then it dawns on me from one of his prior events, he’s got “I’m immune to these events and you’re not!!!” deck.  Play those events that limit who can get into combat (like Crossed Blades, Phantasmal Wolf, Apple of his Eye) or prevent combat (like Solid Fog).  And his people can attack for Candy Store type spoils.  It kind of cuts into the events area of the deck, but all you really need in Tourney play is the big 4 (Caravan, Good Fortune, Cataclysm and Hurricane), so messing around with the mix of the other 6 is cool and kudos to Dennis for playing this deck.  It was a refreshingly different theme from the normal World Championship deck.
Dennis hit the nail on the head about Dave’s deck.  Lots of control elements and Necba (god I hate Necba).  Mintarn was a nice twist realm wise for saving the POL from permanent discardville.

Game 1:

I got out kinda slow realm-wise, but I was sitting on Apoc. from like turn 3 on.  So I played my events tightly, only using them when I needed to, then Dennis then gets up to 5 realms up, he does the Jedi Mind Trick on Dave and I, before he draws, so he gets to draw 3 once we Apoc.  Good play on his part, but the big thing was that both of them were pretty much out of events, and I still had about 5 of mine left and I had not used AK at all this game, where they had.  I just waited for the “Card Adavantage” to build and eventually won with a Labor of Legend on Dennis’ phase 5 (which he copied), and then I won on my turn with a realm and Menzo with City States out and a DS holding.

Game 2:

Dennis explained this game well enough until he left, so I will carry on from there.  When Dennis left, Dave had a bunch of stuff in his pool.  He then “took off” and played a bunch of things into his pool along with the POL, 1 of my non-1st edition realm were toasted to the abyss already and I knew that there was no way for me to get rid of the POL.  So to speed things along, I scooped up my cards and conceded game #2 to him about 10 minutes after Dennis left.
Game 3: The Final Frontier

I knew that it would be all about my opening hand and trying to speed to the win against Dave.  If he got the POL early things were going to be tough.  I needed at least one 1st edition realms in my opening hand to get things going, I got it (Bluet Spur) and enough gas (card drawing) to get the motor started.  I found the Bag of Holding, and City States before he got the POL, and I just motored from there.  Out of all the games I won, I think all 6 were won thru the City States.
The Deck from the Beginning

Originally, the deck was a straight Adventurer combat deck (thru dungeons only).  Here is what it looked like:

Name: In Search of…

Dungeon

Pit of the Mind Lord

Realms (10 = 10)

Menzo, Myth Drannor, Reorxcrown Mtns. Temple of EE, Euripis, Celik, Coral Kingdom, Council Aerie, Shining Lands, Evermeet

Events (8 = 18)

Hurricane, Tarrasque, Temporal Stasis, Caravan, Deflection, Cataclysm, Good Fortune, Slave Revolt

Artifacts/Magic Items (11 = 29)

Axe of Dwarvish Lords, Icon of Magic, Wand of Orcus

Crossbow of Accuracy, Net of Entrapment, Girdle of Storm Giant Str., Rings of All Seeing, Winged Boots, Daern’s Instant Fortress, Scroll of 7 Leagues, Whip of Disarming

Champions (15 = 44)

Migrane, Larn, Ssilcroth, photed, Adventurers! (Caster), Adventurer (Bear), Vitralis, Sharla, Shayla, Rumples, Jasper, Hapless Halfling, Zaranda Star, Dearlyn Ambersong, Livekor

Spells (6 = 50)

Limited Wish, Disintegrate, Raise Dead, Retarget, Cone of Cold

Allies (5 = 55)

Brine Dragon, Intellect Devourer, Rowan, Ancient Dracolich, Myrmidons

While this was all well and good for a casual deck that caused problems for those decks that beat up on pools, I decided to make adventurers more “buff” with the InQuisition set.
Added: 



Removed:

Guild of the Adventurers

Pit of the Mind Lord

Adventurer’s Guild


Daern’s Fortress
Luccia




Zaranda Star (I have no blood abilities anyways)

Etarkine



Adventurer (Bear)

The Gathering



Temporal Stasis

Apocalypse



Tarrasque

Now the deck actually did better in Funzy/Casual Games at GenCon, but it still couldn’t keep up with actual tournament decks.  I needed more GAS.  So after GenCon, I decided to add the Bags of Sag (as Dennis refers to them) and noticed the interaction between the Bag of Holding and the Dungeon Card.  Everyone discards the Bag to itself and gets it back with Tasslehoff or Pelath, but no one discards a champion to the bag, that would be a disadvantage tossing a champion for a card, but with adventurers, I turned it into an advantage.  Wow, 2 for one.  That’s GAS!!!  
With the change to a “02134” aka ZOOM deck, I changed the philosophy from combat to slappy realm-diarrhea deck.  With the change went some of the adventurers (really I had too many).  The adding of a unstoppable realm savers (Mij Retub, who hates nuking from afar more than I do, and Amulet of Spell Protection).  I’m not going to fight that often so the realm rebuilders were added (Korgunard/Labor of Legend/Cheat, which doubles as a card drawer and a card remover for when Runes of the Future is used by an opponent).  I also added more GAS and Slappy action (Castle Moovania, Hurricane, Staff of Mimicry, City States/Arkhold and Lost Oasis, Caer Allison and The Gathering).  Adding some searching mechanisms was a must (Runes of the Future, Drawmij’s Instant Summons, & Time Stop).   Noticing that the Adventurer holding wasn’t doing really all that much for the deck (it only worked when I was winning already, and it was one of those “helping me win by more” cards), it got cut.   Since I was going to empty my hand a lot, I added Transformation.  Added a way to stop other people from getting Slappy on my a$$ (Apoc)  With Castle Moovania came the 2 hand increasing realms (Great Kingdom and Cariele).  I also boosted the champion count to 20 (with 15 adventurers and 5 others) because I was disposing champions “at will” I needed a lot of them.
I had a earlier version of the deck that I sent out to the mWo members to get their feedback on it.  Only Warparty gave any input.  I was going to have him play the damn thing, but he couldn’t show.  There were some tweaks to the deck around May (adding Sadira for Psionic Disintegrate control and something else that I cannot remember).

This deck went thru a lot of test draws/games late at night when I was working at Residence Inn (safe to say about 1000), so I knew the deck and what it could do, but going against people is a lot different that playing against a “Goldfish”.  So I was unsure as to how it would do at GenCon.  Remember I offered it to anyone to rent for $5 for the World Championship.  I had no takers.
I will post the deck with the others once I get to typing all that info in.  27 decks takes a while.  :^)

I did make a few tweaks to the deck already, post-GenCon (thanks Dennis, for one of them) which I will share.

In


Out



Reason

Moraster

Adventurers!  


Don’t need cleric caster, need searcher.

Assassin’s Guild
Castle Moovania

Need champion destruction more than cards

Cariele


Hellfurances


Need more “any Holding” realms

Great Kingdom
A DS any holding realm
Need more “any Holding” realms

Remember the reason this deck works is…

CARD ADVANTAGE!!!  Learn it, know it, live it.

Respectfully Submitted,

Michael Huebbe

aka The OGRE

