Wheel of Research Primer
4 card draw
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October 17, 2017

Are you tired of runing out of deck space, are you sick of being ridiculed by 4 simple
cards. Can’t stand slowly arching your way to victory, want to win flashy? Then this is
the deck for you. In fact, this deck is so awesome, it’s not even legal under the current
rules!

Introducing Wheel of Research.

We start the game with an opening hand of [Research // Development], [Wheel of Sun
and Moon], [Mox Emerald] and [Tropical Island].
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Opening Hand

Our first turn play is obviously to cast the Wheel of Sun and Moon enchanting ourselves.
We follow that up with the most broken card in the format, namely Research. This
doubles our total deck size, and due to the wheel, we put it on the bottom of these
found cards.

Due to the nature of the format, our decks gets always shuffled in the least optimal way,
this is slightly cumbersome, but we can easily fix that.

With our first Research, we find [Sylvan library] and [Howling Mine]. This puts our
Research below these two.
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Enchantment 8

f Ac the beginning of cach player’s draw |8 At the beginning of your draw step,
step, if Howling Mine is untapped, that
player draws an additional card.

The mine’s riches never end, nor do the g R’
moans of the spirits doomed to haunt them. ;Tfs;z‘fdyséff{ié;‘f; SfpuChcicard gy

Research #1

Quite frankly, I don’t know what our optimal draw is, probably Howling Mine, so next
turn, we draw Sylvan Library and cast it. During the next draw step, we pay 4 life
to draw Research in addition to the Howling Mine. We cast this Research and find
[Explore] and [Simic Growth Chamber].

Sorcery

b Azorius Chancery enters the battlefield [l vou may play an additional land thi
tapped. £ turn,
When Azorius Chancery enters the
1 battlefield, return a land you control to ff D e,
its owner’s hand. An explorer’s reward is a view of

©: Add % to your mana pool. y tomorrow’s possibilities.

Research#2

Since Explore would be our optimal draw, the library is as follows: Azorius Chancery,
Explore, Research. Again, we pay 4 life to draw an additional card this turn. We cast
our freshly drawn Explore to pick up Research from our library and put in play the
Chancery, pick up the Tropical Island and play it again. Our library contains a single
Explore now. We draw it. Our library is now empty. Since our life total is getting pretty
low right now, we need to stop the tides. We play Howling Mine, and cast Research
again, this time finding a single card, [Terminus].
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Put all creatures on the bottom of
their owners’ libraries.

Miracle % (You may cast this card for
its miracle cost when you draw it if is
the first card you dreiw this turn.)

Research#3



We can’t be badlucked this time, our first card drawn in the turn is Terminus, and we
put the miracle trigger on the stack after our Howling Mine and Library. We float a
blue while we cast our Terminus to wipe away the board, they’ll be back soon, but that
doesn’t matter. Our library is Research, Terminus. Did you know that Research is an
instant? We resolve the Howling Mine trigger. We cast Research by tapping our Mox.
We find: [Grimoire Thief] and an [Botanical Sanctum]. We pay 8 life to draw these two
cards, bringing us down to 4, that’s quite low, but no worries. We cast the grimoir thief,
exiling any pathetic creature our opponent had.

Grimoire Thief

I{{ creature — Merfolk Rogue
o

‘Whenever Grimoire Thief becomes tapped, e =
remove the top three cards of target opponent’s § Botanical Sanctum enters the A
library from the game face down. battlefield tapped unless you control 4
You may look at cards removed from the game | | two or fewer other lands. g
with Grimoire Thicf.

4, Sacrifice Grimoire Thief. Turn all cards e 5

removed from the game with Grimoire Thief Life inspires technology, which expands |l
face up. Counter all spells with those names. Iife’s domain.
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Research #4

During upkeep we cast Research once more, finding: [Dream Halls]. Our library is Dream
Halls, Research.

Rather than pay the mana cost for a
spell, its controller may discard a card
at shares a color with that spell.

Within without.

Research #5

We draw both. We cast Dream Halls, During our upkeep, we sacrifice Grimoire Thief,
and after our first draw cast Research normally and put in our deck: [Future sight] and
[Time walk].

th the top card of your library
revealed. i
You may play the top card of your
library as though it were in your hand.

“My past holds only pain and loss. Txill |
conguer it by creating the perfect future”
idor, eality sculptor |




Our library is the most unfortunate ordering of these cards followed by Research. We
draw one of these cards. If we draw Timewalk, we cast it normally, otherwise we cast
Future Sight by discarding the Thief and cast the Time Walk from the top of our library.
So, Time Walk on top is worse. We take our extra turn, and draw both Future Sight and
Research. We cast Future Sight normally. We now have infinite turns, which explaining
is trivial, so I'll let you find that out yourself. Inside this infinite loop of casting timewalk
from the top of our library for free, we need to win at some point. So we Research once

more, for [Reliquary Tower].

Now for the next 188 turns, we slowly add 1 card each turn to our deck, of which atleast

Research #6

il You have no maximum hand size.
©:Add 1 0 your mana pool.

Once guarded by the Knighis of the

| Retiguary, the wower siands now protected

only By its own remoteness, its diusty
treasures open to plunder by anyone.
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Research #7

one is [Saprazan Cove|, a [Battle of Wits] and an [Oblivion-Ring].

Absolutely no creatures. We at some point cast our Battle of Wits, and our Oblivion
Ring, exiling that Battle of Wits.

We have a problem now, All our cards are either lands, or in our hand, we can’t win
yet. So, after having approximately drawn 201 cards including our opening hand, we

add [Worldpurge].

Saprazzan Cove comes into play tapped.
: Put a storage counter on Saprazzan
ove.

. Remove any number of storage
counters from Saprazzan Cove: Add
one blue mana to your mana pool for
each storage counter removed this way.

Research #42, #69, and #172

Bchdment

At the beginning of your upkeep,
if you have 200 or more cards in
vour library, you win the game.

The wizard who reads a thousand
books is poswerful. The wizard who
memorizes a thousand books is insane.

(Enchantment L)

Oblivion Ring

When Oblivion Ring enters the
battlefield, exile another target
nonland permanent.

When Oblivion Ring leayes the
battlefield, return the exiled card
to the battlefield under its owner’s
control.




‘Worldpurge

Research #195

Which we’ll promptly cast after taking yet another turn. We will not choose any cards
in our hand. Our Oblivion Ring’s leaving the battlefield trigger is put on the stack,
returning our Battle of Wits. Our deck is 200 cards, our graveyard is Worldpurge, and
the battlefield is a single Battle of Wits.
I do not need to tell you how this ends.




