Decks are unoptimized and straightfor-
ward, with some cards chosen to maxi-
mize creativity and/or entertainment

Win conditions to be incremental, tele-
graphed on the board, and disruptable

Gameplay to be low pressure with an
emphasis on social interaction

Gameplay to be proactive and consider-
ate, letting each deck showcase its plan

Generally, you should expect to be able

to play at least PAH e rd pefore
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MAX 2 GAMNE CHANGERS

Decks are powered up with strong synergy
and high card quality; they can effectively
disrupt opponents

Game Changers that are likely to be value
engines and game-ending spells

Win conditions that can be deployed in one
big turn from hand, usually because of
steadily accrued resources

Gameplay to feature many proactive and
reactive plays

Generally, you should expect
play at least Pkl
win cr lose §

to be able to
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Decks are lethal, consistent, and fast, de-
signed to take people down as fast as pos-
sible but NOT the cEDH Metagame

Game Changers that are likely to be fast
mana, snowballing resource engines, free
disruption, and tutors

Win conditions to vary but be efficient and in-
stantaneous

Gameplay to be explosive and powerfui, fea-
E:nm.:cmm threats and efficient disruption to
matc

Generaily, youy
play at leasti;;
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CEDL

PREPARED

~~

Decks are meticulously designed
to battle in the cEDH metagame,
with the ability to win quickly or
generate overwhelming resources;
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often built using existing cEDH —

x:@i_maom. tools, and/or decklists

<<..: .no:&:o:m to be optimized for
efticiency and consistency

Gameplay to be intricate and ad-
vanced, with razor-thin margins for
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error; players prioritize victory

over all else

These games could end on




