MY SELECTION OF BEST OF BEST CARDS IN GUILDPACT

Hatching Plans
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Enchantment
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When Hatching Plans is put into a graveyard from play, draw three cards.

Comment: This will fit with a number of strategies, eg play a couple, then play a spell that destroys all non-land permanents – your hand will be refilled with cards.

Leyline of Singularity
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Enchantment
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If Leyline of Singularity is in your opening hand, you may begin the game with it in play.
All nonland permanents are legendary.

Comment: This is a good way to deal with an opponent that has in play multicopy permanents [you can keep this spell in hand till that situation arises, then wipeout many of his permanents].

Quicken
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Instant
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The next sorcery spell you play this turn can be played any time you could play an instant.
Draw a card.

Comment: There have been several sorceries in previous sets that I have thought would be extremely good if they were only instants – this makes them so.  There are some sorceries in Ravnica cycle that also be very good as instants.

This is excellent without the ‘Draw a card’ replace ability which is a nice bonus.

Repeal
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Instant
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Return target nonland permanent with converted mana cost X to its owner's hand.
Draw a card.

Comment: Against low mana permanents this is cheap, more expensive versus high cost permanents but it is an instant [plus always can have some standard bounce spell for high cost permanents].

The replace ability means that this will not be a burden.

Stitch in Time
[image: image12.png]




 INCLUDEPICTURE  "http://forums.mtgsalvation.com/images/smilies/manau.gif" \* MERGEFORMATINET [image: image13.png]




 INCLUDEPICTURE  "http://forums.mtgsalvation.com/images/smilies/manar.gif" \* MERGEFORMATINET [image: image14.png]



Sorcery
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Flip a coin. If you win the flip, take an extra turn after this one.

Comment: If used in conjunction with cards that allow playing a sorcery more than once in a turn, or that enable recovery of sorcery or card from graveyard, this is a killer card that could shutdown opponent.

SPECIAL COMMENT:  My above five selections are all Blue – a personal bias? – No, I genuinely believe that these are the absolute best cards in this set.

MY SELECTION OF VERY BEST GUILDPACT CARDS

Belfry Spirit
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Creature - Spirit


Flying 
Haunt
When Belfry Spirit comes into play or the creature it haunts is put into a graveyard from play, put two 1/1 black Bat tokens with flying into play.

1/1

Comment: A 1/1 creature for 5 mana!?  Yeah, that is crap – but 5 1/1 flyers for 5 mana is a different situation.
Droning Bureaucrats
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Creature - Human Advisor



, 
: Each creature with converted mana cost X can't attack or block this turn.

1/4

Comment: What makes this useful is that it can affect multiple creatures, is not targeted, and is reuseable, and can be used in both defense and attack, and has a >3 toughness.

Ghostway
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Instant


Remove each creature you control from the game. Return those creatures to play under their owners' control at end of turn.

Comment: So many uses – block, assign damage, then save your creatures; use when your creatures have useful come into play abilities; use in response to a Wrath of God.

As an instant is very versatile – can use in your or opponent turn.

Graven Dominator
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Creature - Gargoyle


Flying
Haunt 

When Graven Dominator comes into play or the creature it haunts is put into a graveyard, each other creature becomes 1/1 until end of turn.

4/4

Comment: 4/4 flyer for 6 mana is slightly under par, but it has a useable twice killer ability – especially in conjunction with black or red –1 toughness or 1 damage general effect.

Order of the Stars


Creature - Human Cleric


Defender
When Order of the Stars comes into play, choose a color.
Order of the Stars has protection from the chosen color.

0/1

Comment: Being a Cleric has synergy.  A one mana creature with protection from any one color has long been needed by White.  Unfortunate that it has 0 power, but a power boost enchantment could fix that.

Of course, still vulnerable to artifact damage.

Ætherplasm
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Creature - Illusion
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Whenever Ætherplasm blocks a creature, you may return Ætherplasm to its owner's hand. If you do, you may put a creature card from your hand into play blocking that creature.

1/1

Comment: Your opponent attacks, you block with this, then return it to your hand and put a Darksteel Colossus in its place!!  I could hardly believe my eyes – and that DC stays in play!!

Gigadrowse


Instant


Replicate 
 
Tap target permanent.

Comment: As Replicate is a multiple use ability, only dependent on the mana you have available, and as this has a dirt cheap Replicate cost, it has many uses – tap opponent lands during his upkeep, or tap his potential attackers or blockers, etc.

Infiltrator's Magemark
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Enchantment - Aura


Enchant creature
Creatures you control that are enchanted get +1/+1 and can't be blocked except by creatures with defender.

Comment: Unlike an instant or sorcery that are usually one off abilities, this provides a permanent bonus effect and virtual unblockability – admittedly only for your selected ie enchanted creatures, but a couple of enchanted big attackers are all you will need.

Mimeofacture
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Sorcery


Replicate: 
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Choose target permanent an opponent controls. Search that player's library for a card with the same name and put it into play under your control. Then that player shuffles his or her library.

Comment: A potentially very handy ability, and possibly useable more than once.

Sky Swallower
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Creature - Leviathan


Flying
When Sky Swallower comes into play, target opponent gains control of all other permanents you control.

8/8

Comment: There has been a lot of discussion about this on mtgsalvation [& no doubt other boards], with the general feeling that this is useless – I have to respectfully disagree.

Firstly, let’s look at it without any special tricks such as use of Brand.

If you and opponent have no other flyers, and say you have a Mountain in your hand and an Anger in graveyard (or a Haste producing spell in hand), then you can do an 8 power attack on opponent – if this finishes him off it doesn’t matter that he has control of your permanents [note also that when he gains control of your lands that they will be in a tapped condition].

But of course, you will want to use this as part of a special combo that enables you to retain your permanents.  The 3 mana white spell above – Ghostway -  can save your creatures (& if your lands are somehow animated also save them).

Another alternative is ‘Donate’ effect – give your opponent a card that he will not want – Force of Nature, Illusions of Grandeur (especially good if you also have a Disenchant – or even better a 1 mana enchant destroying card in hand – instant win), or some other nasty permanent.

Other possibilities should occur as people study their cards.  NOTE: More discussion of this at end.

Abyssal Nocturnus
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Creature - Horror


Whenever an opponent discards a card, Abyssal Nocturnus gets +2/+2 and gains fear until end of turn.

2/2

Comment: It is unlikely that opponent will discard a card before you commence an attack – unless you force him to – but anyway this is mainly a defensive card.  It can shutdown Wild Mongrel or Psychatog [although note that Wild Mongrel decks usually have Wonder to give it flight, so you will probably need a way to give AN flight, or (more likely) remove WM’s flight ability.
Leyline of the Void
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Enchantment


If Leyline of the Void is in your opening hand, you may begin the game with it in play.
If a card would be put into an opponent's graveyard, remove it from the game instead.

Comment: There used to be a one mana black card – Planar Void – but it affected all cards sent to graveyards – this one only hurts your opponent.  There is a possibility of getting it into play free (& before opponent has chance to counterspell it) also.  This is real good versus Circular Logic and Wonder and Roar of the Wurm and similar ‘cheat cards’.

[Note: I have no objection to use of Wonder by mono-Blue decks or even many two-color decks, but I do think it sucks with certain Green cards].

It also prevents opponent using graveyard recursion [however, also prevents you gaining control of creatures from his graveyard].

Necromancer’s Magemark
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Enchantment - Aura


Enchant creature
Creatures you control that are enchanted get +1/+1.
If a creature you control that's enchanted would be put into a graveyard, return it to its owner's hand instead.

Comment: The +1/+1 bonus AND necromantic effect  - though probably need to have the aura on an unkillable creature.

Revenant Patriarch
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Creature - Spirit


When Revenant Patriarch comes into play, if any 
was spent to play Revenant Patriarch, target player skips his or her next combat phase.

4/3

Comment: OK, you expect a 4/4 for 5 mana, so needs a pretty good SA to make up for having only 3 toughness – it does (although that lightning bolt range toughness is a worry), BUT it has a Blinding Angel effect that is instant (no successful attack required).  Also, as a Spirit there is a good chance for it to be reclaimed from graveyard.

If you have a way to bounce and recast this every turn can prevent opponent ever attacking you.

Seize the Soul
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Instant


Destroy target nonwhite nonblack creature. Put a 1/1 white Spirit creature token with flying into play.
Haunt
When the creature Seize the Soul haunts is put into a graveyard, destroy target nonwhite nonblack creature. Put a 1/1 white Spirit creature token with flying into play.

Comment: Well, it’s a bit not good that can not target black or white creatures, but not too great a concern, AND has bonuses of providing a small flyer and due to haunt destroying 2 creatures & providing second small flyer.

Skeletal Vampire
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Creature - Vampire Skeleton


Flying 
When Skeletal Vampire comes into play, put two 1/1 black Bat creature tokens with flying into play.
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, Sacrifice a Bat: Put two 1/1 black Bat creature tokens with flying into play.
Sacrifice a Bat: Regenerate Skeletal Vampire.

3/3

Comment: A 3/3 flyer for 6 mana doesn’t seem very good – BUT its auxiliary abilities are very handy (plus it’s a Vampire which has synergy with some other cards).

After a few turns can have a sizeable Bat Air Force.

Parallectric Feedback
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Instant


Parallectric Feedback deals damage to target spell's controller equal to that spell's converted mana cost.

Comment: Your opponent casts a Darksteel Colossus – you hit him with 11 damage straight away – OUCH.

Shattering Spree


Sorcery


Replicate: 
 
Destroy target artifact.

Comment: It’s a Sorcery [but see Quicken] – but it can destroy multiple artifacts cheaply.

Siege of Towers
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Sorcery


Replicate: 
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Target mountain becomes a 3/1 creature. It's still a land.

Comment: Makes a nice way to finish off the opponent with some extra surprise attackers.

Skarrgan Firebird
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Creature - Phoenix


Bloodthirst 3 (If an opponent was dealt damage this turn, this creature comes into play with three +1/+1 counters on it.)
Flying
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: Return Skarrgan Firebird from your graveyard to your hand. Play this ability only if an opponent was dealt damage this turn.

3/3

Comment: If this was a 3/3 flyer for 6 mana would be overcosted, but realistically it should be a mean & scary 6/6 flyer – all you need is a creature in play that can ping opponent, or a successful attack (say by an unblockable creature) or a 1 mana damage spell (making total mana needed 7 mana).  Its Phoenix ability is an extra inducement, and what is really good is that unlike similar creatures this doesn’t have to be done in Upkeep but can be done in main phase (or anytime in your turn) or even in opponent’s turn (provided you do damage to him).

Crash Landing
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Instant


Target creature with flying loses flying until end of turn. Crash Landing deals damage to that creature equal to the number of Forests you control.

Comment: If have 6 forests that’s 6 damage, and if you can turn a non-flyer of his into a flyer then can also use it on it.

Gristleback
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Creature - Beast


Bloodthirst 1
Sacrifice Gristleback: You gain life equal to Gristleback's power.

2/2

Comment: You should be able to get a 3/3 creature for 3 mana, plus also gain 3 life at some stage (or more if you boost its power).

Leyline of Lifeforce
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Enchantment


If Leyline of Lifeforce is in your opening hand, you may begin the game with it in play.
Creature spells can't be countered.

Comment: Good chance to get this into play before it is countered.

Makes a very good sideboard card versus Blue.

Petrified Wood-Kin
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Creature - Elemental Warrior


Bloodthirst X
Petrified Wood-Kin can't be countered.
Protection from instants

3/3

Comment: A 3/3 green creature for 7 mana is way below par for Green.  But this is more likely to come into play as a real monster as it is Bloodthirst X, meaning that every point of damage you have done to opponent this turn before this comes into play will boost its P/T, so likely to be a say 9/9 [especially if you have red damage spells].  Is excellent against Blue as can’t be countered, and also because many of Blue’s bounce spells won’t work on it as they are instants – also means it is safe from many red damage, black destroy and white removal spells.

Predatory Focus
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Sorcery


You may have creatures you control deal their combat damage to defending player this turn as though they weren't blocked.

Comment: This is pretty nasty as it gives all your creatures the Thorn Elemental/Rhox/Gurzighost ability.
Silhana Ledgewalker
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Creature - Elf Rogue


Silhana Ledgewalker can't be blocked except by creatures with flying.
Silhana Ledgewalker can't be the target of spells or abilities your opponents control.

1/1

Comment: Sure its only 1/1, but you can boost it, and hard for opponent to kill because of its immunity to their targeting, and may be difficult for him to block.  Being an Elf also is synergystic.

Silhana Starfletcher
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Creature - Elf Druid Archer


As Silhana Starfletcher comes into play, choose a color.

: Add one mana of the chosen color to your mana pool.
Silhana Starfletcher may block as though it had flying.

1/3

Comment: Makes a good early flier blocker &/or a fairly tough mana provider – immune to 1 & 2 point damage that can zap a Birds of Paradise or other mana producing elves.

Skarrgan Pit-Skulk


Creature - Human Warrior


Bloodthirst 1 (If an opponent was dealt damage this turn, this creature
comes into play with a +1/+1 counter on it.)
Creatures with power less than Skarrgan Pit-Skulk's power can't block it.

1/1

Comment: This may well come into play as a 2/2 creature for 1 mana.  Also conditionally unblockable – especially if give it permanent or temporary power boost (Giant Growth, etc).

Angel of Despair
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Creature - Angel


Flying
When Angel of Despair comes into play, destroy target permanent.

5/5

Comment: A 5/5 flyer for 7 mana ain’t bad – and it has all the advantages of both Black & White creatures (can’t be terrorized, receives bonus from Crusade, etc).  On top of that it can destroy any one target permanent when it comes into play [so can choose creature, enchantment, artifact or land].

Borborygmos
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Legendary Creature - Cyclops


Trample
Whenever Borborygmos deals combat damage to a player, put a +1/+1 counter on each creature you control.

6/7

Comment: A 6/7 for 7 mana is pretty good; Trample makes it even better, and yet it has more – it can permanently boost the P/T of all your creatures (even ones that do not take part in combat) including itself – sure there is a condition, but there are ways to achieve that.

This goes very well with Ulasht, the Hate Seed – as it gives Ulasht +2/+2.

Burning-Tree Shaman
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Creature - Centaur Shaman


Whenever a player plays an activated ability that is not a mana ability, Burning-Tree Shaman deals 1 damage to that player.

3/4

Comment: A 3/4 for 3 mana is very good, so expect some major disadvantage – but no, it hurts both you and opponent, and there are ways to neutralize or even turn to your advantage its effect on you.

Okay, it requires 2 colors of mana (but easy for a Green deck to obtain, or can put in a GR deck).

Additionally, it is a Shaman which is good synergy.

This goes very well with Ulasht, the Hate Seed – as it gives Ulasht +2/+2.

This is another creature that spikes Wild Mongrel and similar freaks.

Conjurer's Ban
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Sorcery


Name a card. Until your next turn, the named card can't be played.
Draw a card.

Comment: Admittedly it can be sometimes difficult to decide what to prevent opponent playing but not always.  The self-replacement also lessens any agony or misgivings about using this.

Culling Sun
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Sorcery


Destroy each creature with converted mana cost 3 or less.

Comment: So you have a couple of 4 mana creatures in play, but opponent rules as he has a motza of 0-3 mana cost creatures – until you cast this – his creatures die, yours survive.

Ghost Council of Orzhova
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Legendary Creature - Spirit Lord


When Ghost Council of Orzhova comes into play, target opponent loses 1 life and you gain 1 life.

, Sacrifice a creature: Remove Ghost Council of Orzhova from the game. Return it to play under its owner's control at end of turn.

4/4

Comment: A 4/4 for 4 mana is good (even if of two different colors).  That those two colors are B&W [as it has all the advantages of both Black & White creatures (can’t be terrorized, receives bonus from Crusade, etc)] is good.  Additionally it’s a Spirit.  It has Life Interchange, and a means of its own to enable multiple use of this [and of course there are other ways one can bounce and recast this].  It is also hard for opponent to kill, and is excellent in combat for that reason.

Goblin Flectomancer
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Creature - Goblin Wizard


Sacrifice Goblin Flectomancer: You may change the targets of target instant or sorcery spell.

2/2

Comment: UR is a slightly dicey color matchup but it is possible to create good UR decks, and this belongs in one such.  Its 2/2 for 3 mana is acceptable [plus its creature types have good synergy].

Its special ability is very good, and the creature itself is a bonus.

Mortify
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Instant


Destroy target creature or enchantment.

Comment: One often is unsure whether to have enchantment destroying spells in a deck as they may be a dead weight.  This solves the problem as can replace such with this.

Niv-Mizzet, the Firemind
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Legendary Creature - Dragon Wizard


Flying
Whenever you draw a card, Niv-Mizzet, the Firemind deals 1 damage to target creature or player.

: Draw a card.

4/4

Comment: A 4/4 flyer for 6 mana is below par – especially when it is UR and either color on its own can provide more powerful flyers for that cost – but its two other abilities are real killers – every time you do your card draw at start of turn opponent (or his creature) receives 1 damage; if you draw extra cards you do extra damage, and Niv-Mizzet itself enables you drawing an extra card (an advantage for you in its own right) and therefore doing more damage to opponent (or one of his creatures).  Also both Dragons and Wizards are synergystic with other spells and abilities.

Orzhov Pontiff
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Creature - Human Cleric


Haunt
When Orzhov Pontiff comes into play or the creature it haunts is put into a graveyard, choose one - creatures you control get +1/+1 until end of turn or creatures you don't control get -1/-1 until end of turn.
1/1

Comment: In itself pretty feeble, but its cip & Haunt abilities are good and versatile as to choice (especially good is the –1/-1 to opponent creatures).

Rumbling Slum
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Creature - Elemental


At the beginning of your upkeep, Rumbling Slum deals 1 damage to each player.

5/5

Comment: A 5/5 for 4 mana is very good.  The penalty can be turned to your advantage.

This goes very well with Ulasht, the Hate Seed – as it gives Ulasht +2/+2.

Scab-Clan Mauler
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Creature - Human Berserker


Bloodthirst 2
Trample

1/1

Comment: A potential 3/3 for 2 mana is very good. Plus it has Trample.

Also, it is another creature that goes well with Ulasht, the Hate Seed.

Schismotivate
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Instant


Target creature gets +4/+0 until end of turn. Another target creature gets -4/-0 until end of turn.

Comment: This means a 1/2 creature can kill a 5/5 creature and itself survive.

Other possibilities arise from this 2 in 1 effect.

Skarrgan Skybreaker
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Creature - Giant Shaman


Bloodthirst 3

, Sacrifice Skarrgan Skybreaker: Skarrgan Skybreaker deals damage to target creature or player equal to its power.

3/3

Comment: This should be a 6/6 for 7 mana  - very acceptable – if you play it right.  Plus it’s a Shaman. Additionally, can do great harm to opponent or one of his creatures.

This goes very well with Ulasht, the Hate Seed – as it gives Ulasht +2/+2.

Souls of the Faultless
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Creature - Spirit


Defender
Whenever Souls of the Faultless is dealt combat damage, you gain that much life and attacking player loses that much life.

0/4

Comment: This is like Black’s Wall of Souls except it also adds White’s life gaining ability.  Also it is a Spirit (with Defender) instead of a Wall – this is also an advantage.

Teysa, Orzhov Scion
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Legendary Creature - Human Advisor


Sacrifice three white creatures: Remove target creature from the game.
Whenever another black creature you control is put into a graveyard from play, put a 1/1 white Spirit creature token with flying into play.

2/3

Comment: Has a good P/T for its cost (indeed, slightly above par), and also has two very useful abilities.  Has advantages of being both White and Black.

Ulasht, the Hate Seed
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Legendary Creature - Hydra


Ulasht, the Hate Seed comes into play with a +1/+1 counter on it for each other red creature you control and a +1/+1 counter on it for each other green creature you control.

, Remove a +1/+1 counter from Ulasht: Choose one - Ulasht deals 1 damage to target creature; or put a 1/1 green Saproling creature token into play.

0/0

Comment: Each other GR creature that you have in play provides +2/+2 instead of +1/+1.

Its two abilities are also useful [though debilitating to it].

Wee Dragonauts
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Creature - Faerie Wizard


Flying
Whenever you play an instant or sorcery spell, Wee Dragonauts gets +2/+0 until end of turn.

1/3

Comment: Bad luck this isn’t a Dragon, as can do with some decent small dragons.

However, it has a good toughness for its cost, can fly, is a Wizard, and can boost its power quite substantially – so quite easily capable of being a 3/3 or 5/3 or higher.

Yore-Tiller Nephilim
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Creature - Nephilim


Whenever Yore-Tiller Nephilim attacks, return target creature card from your graveyard to play tapped and attacking.

2/2

Comment: I initially rated this lower because of its 4 color mana requirement, however its ability is so powerful that I decided to include it anyway.

Get a powerful creature into your graveyard, and this has advantage over other grave to play cards in that it also provides Haste for that creature.

Debtor’s Knell
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Enchantment


At the beginning of your upkeep, put target creature card in a graveyard into play under your control.

Comment: This is a bit pricey (& of course vulnerable to anti-enchant cards), but it does have a very useful ability – a continuouos benefit that requires no other payment.

Can use to recover creature of yours with useful come into play or leave play ability, or to get control of an opponent creature, or simply to put a big creature you have discarded into play.

Djinn Illuminatus
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Creature - Djinn


Flying
Each instant and sorcery spell you play has replicate. The replicate cost is equal to its mana cost. (When you play it, copy it for each time you paid its replicate cost. You may choose new targets for the copies.)
3/5

Comment: Its power is a bit low for a 7 mana flyer – but this is almost insignificant compared with its special genie power.  This can be horrendously powerful – imagine casting Lightning Bolt 5 times for instance.

Indeed, it is only its relatively high [and therefore slow] casting cost that prevents this from being selected as one of the Best of the Best [& notice that it is also a Blue spell].

Izzet Guildmage
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Creature - Human Wizard
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: Copy target sorcery spell you control with converted mana cost 2 or less. You may choose new targets for the copy.

2/2

Comment: Probably (definitely?) the best of the Guildmages. [again a Blue spell that is very good].

It provides a type of Replicant ability for your instant and sorcery spells.

Mizzium Transreliquat


Artifact



: Mizzium Transreliquat becomes a copy of target artifact until end of turn.
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: Mizzium Transreliquat becomes a copy of target artifact and gains this ability.

Comment: Has a versatile and powerful ability.

Moratorium Stone


Artifact



, 
:Remove target card in a graveyard from the game.
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, 
, Sacrifice Moratorium Stone: Remove from the game target nonland card in a graveyard, all other cards in graveyards with the same name as that card, and all permanents with that name.

Comment: Another card with the useful remove a card from graveyard ability (& is card of your choice).  But even better is that it can remove all cards of the same name from both graveyards and play.  This makes it another good defense against Roar of the Wurm and Wonder, etc for especially BW decks.

Combined Comment for following 3 lands: 3 more of the excellent Ravnica cycle dual lands.

Godless Shrine

Land - Plains Swamp


(
: Add 
or 
to your mana pool.)
As Godless Shrine comes into play, you may pay 2 life. If you don't, Godless Shrine comes into play tapped instead.

Steam Vents

Land - Island Mountain


(
: Add 
or 
to your mana pool.)
As Steam Vents comes into play, you may pay 2 life. If you don't, Steam Vents comes into play tapped instead.

Stomping Ground

Land - Mountain Forest


(
: Add 
or 
to your mana pool.)
As Stomping Ground comes into play, you may pay 2 life. If you don't, Stomping Ground comes into play tapped instead.

MORE DISCUSSION OF SKY SWALLOWER

Sky Swallower
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Creature - Leviathan


Flying
When Sky Swallower comes into play, target opponent gains control of all other permanents you control.

8/8

If opponent is also playing Blue it would probably be ill-advised to be playing this.

But let’s say they have a Green deck.

Say that they have put down 7 lands and 2 small, 2 medium and 2 big creatures.

You have played 7 lands (2 Plains, 5 Island) and 1 or 2 artifacts that when sacrificed provide 1 or 2 mana.  You have played a couple of small creatures, a couple of medium creatures, and bounced his big creatures in his turn, and you have 6 life left.

When he attacks let your creatures die, taking some of his creatures with them.

During your turn you sacrifice the artifact mana sources and tap your lands to give a total of 9 mana available.  You then cast Armageddon, destroying all lands.  Then put Sky Swallower in play.

You have no lands or creatures or other permanents to lose to opponent, and he has no lands to replay his big creatures.

Another card one could use is Cataclysm – this obliges each player to sacrifice all but 1 permanent of each type, and also costs 4 mana to cast.

This would require a slightly different approach:

Make sure the land you have left is type that can be sacrificed to provide additional mana – that way it will not be given to opponent.  Again ensure you have no creatures left.

Bounce the one creature that remains in play for him.

It is handy if you can get Haste on the Sky Swallower – either by having Anger in your graveyard (easy for Blue to do) and then putting a Mountain in play after Sky swallower comes into play, or by having a one mana cost red Haste spell.

There are two aspects of this card – it is an 8/8 flyer for only 5 mana (such large flyers are rare - & non-existent in Blue previously), and it has a drawback that must be turned into an advantage.

Ways around the disadvantage:

If one’s own creatures all have Defender or are Walls the opponent can not use them to attack you and they will provide a good defense prior to SS coming into play.

If you have some other creature (or permanent) that you can sacrifice your creatures to (& can sacrifice itself also) for a beneficial effect then that too is good.

[or an instant played in opponent’s turn].

Another possibility is to play an instant type Wrath of God in opponent turn, then the Armageddon and SS in your turn.

With such a creature, one of the things one should do is like in the set OR cycle in which it appears to see if there are any cards in there designed to neutralize its disadvantage (or to be itself advantaged by it).

A couple of Hatching Plans make good permanents to have in play.

If one can get Sky Swallower into your graveyard (very easy for Blue to do), and can somehow get Yore-Tiller Nephilim into play (a problem with its 4 color cost but possible), then one can still have mana available for other things as SS will then have no casting cost (but then might as well get a big creature with no disadvantages into your graveyard).

An easier creature for blue deck to use to get a creature free from hand into play is Aetherplasm (but again one would pick a creature with no disadvantages), and the creature comes into play in opponent’s turn.

Ghostway has been previously mentioned but is obvious card to use with Sky Swallower.

Martyred Rusalka is a good way to get rid of your creatures whilst preventing opponent attack in prior opponent turn.  Or Drowned Rusalka for a straight Blue deck.

Thunderheads is a good spell to use as it provides a couple of strong blockers in opponent’s turn that have no chance of remaining in play.

Gristleback is another creature that provides an advantage when sacrificed (& the sacrifice uses no mana and can be done in instant mode).

Wild Cantor when sacrificed provides one mana (of any color).

From Ravnica there are:

Cerulean Sphinx – a useful creature to have in play [5/5 flyer for 6 mana] that only costs U to put back in your library.

Mark of Eviction is an effective way of getting your creatures back from opponent.

Fiery Conclusion can be used to get rid of your creature and kill opponent creature.

Surge of Zeal – Gives Haste for R.

Torpid Moloch – has Defender and can destroy your lands (especially if play a spell that converts all your lands to Mountains).

Razia’s Purification has some possibilities.

From earlier but fairly recent sets:

Stifle

Here is the original section repeated here:

Sky Swallower
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Creature - Leviathan


Flying
When Sky Swallower comes into play, target opponent gains control of all other permanents you control.

8/8

Comment: There has been a lot of discussion about this on mtgsalvation [& no doubt other boards], with the general feeling that this is useless – I have to respectfully disagree.

Firstly, let’s look at it without any special tricks such as use of Brand.

If you and opponent have no other flyers, and say you have a Mountain in your hand and an Anger in graveyard (or a Haste producing spell in hand), then you can do an 8 power attack on opponent – if this finishes him off it doesn’t matter that he has control of your permanents [note also that when he gains control of your lands that they will be in a tapped condition].

But of course, you will want to use this as part of a special combo that enables you to retain your permanents.  The 3 mana white spell above – Ghostway -  can save your creatures (& if your lands are somehow animated also save them).

Another alternative is ‘Donate’ effect – give your opponent a card that he will not want – Force of Nature, Illusions of Grandeur (especially good if you also have a Disenchant – or even better a 1 mana enchant destroying card in hand – instant win), or some other nasty permanent.

Other possibilities should occur as people study their cards.

