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Septmber's “TMAGE":
k=

This month's theme is 100 becavse
S somoP/oungyMtehearcﬁ T am
now back in school for a masters a@jﬂe
TI+s a lot of work; brain infensive work , bt
I'n glad to be here. Hey, did you know ?
I realized recently how much better I've
gotten ot wirrfing sinte starfing Hhis zire.
T+ wowldn't be a strekh 1o sy that Wrguard is
aduaf}/ helping my shudies.,..

This time Tl be 5'}10W£a§0y a. Bremivun
deck that T've been workg on for many
morths row ! With all that work and I,
many fhonks 4o @ blueca'fcﬂ for d?;}y
lot for H#is maith's gsue (a V deck ANP
the ceter page art) ! Lookirg forward
to BCS Vencower as vwell,” come say hi
hc)@uﬁrdnewd%a/k-b me about™

VG bre ! i ~a
S gnBibhode



1001 KN1GHTS

Altwle Premivm deck list

Affer m many months

of rewo y and f/cyfesfy
(durmtr which the card aduall
drastically changed ) finall Wy e

Side notes about decks in general:
A lot of premium decks can be put
into one of two categories, those
that have a set gameplan to play
and win with (combos, linearity,
stuff like NLK or nightmare dolls)
and those that go by flexible
execution (situation based, many
tools, like Thavas or Gurguit).
Neither is inherently ‘better’ but
often times players will have a
preference themselves. This deck

is solidly and fully of the ‘flexible’

type. Itis a VERY nonlinear deck.

REPRISE

n“klm ﬁ-qenuhnniu:qlur&.llﬂ'w
! grade 2 units get %y + 10000/ ¥+ 5000, and if your soul has a
m&bﬂr‘h-ndm those units get 3 +1.
S (IO & IID ), scarch your deck and)

rop Innphm.nhlcmludn.nlh-h. and

Gx Acria) Divine Knight, Altmile (v)

(abbrv. ADK)

Main foeus vanquard, Geftting his
full skill achve is a major focus of this
deck, Think V Luard, but more musdle .

(AHermf‘we/y dx is 'ﬁne)

be betfor Han shdy o K

2v Ble Sy Kigit, Atmie (6)
Opfnm for ride on gowes 3o;nj first
to utibze (Gablades skill. g

https://decklog-en.bushiroad. com/v1ew/7D6X



2x Blue Sky Kiight, Awle ()

Lasgely optional, bt T find bim fo be a
w atfacker early /mid game . TF cut, run
4« of the G ver. 1o ensure have ot lcast B
AMltmies for Ediths skill 1o hit-on T -T2

4x Flourishi
: Kmyhf' g E'ZM
: 2= Quife poszitly the
in this deck. Failiar with V Luard ? This is
ow Tldona. She sets up 50 fraft ADK's
skills are all five on T3. She also conibdes

;iym'ﬁ;ganf earl)/ aggro  and deck #:Frmt‘fy.

’/ 2x Lourel Kiight Sicilus (6)
- .. = 2x Louel K'ufyln‘, Sicilus (V)

< e d e =) ' L — 1_ ' U;ed fo ;earzfl ‘”ﬁ I’yﬁf

EEmsoien  SSSsto U Alwile G the sifustion.

your rane, o
had, shuffle RN 4 /5 1 When placed from hand, kaok st fve cardh from the

EESEERTE (V) o alio grob heal
%;%: — 9""’2}“5' I recommend
- fhe 2/2 spht or 4x (6)

| x Suecun'ﬁ/ km‘ghf, ﬂ'egius
23(. Ffdfh glfeﬂ, I'seu/o" (V)[Dmv]

W "5 Requs provides a <light bump 4o the
4 dajoyemf;/ low 61 anf :; well as
a pon GO senfinel option (and a-}m‘?n?hl
| card PG quar), The overdress paficn
P6 dragons are a suitable alfer native.

Dvaws ae. never bad in a prece reliat deck , but this slot remains flexibe



3x Brfnjﬁro{ Dreams, Belenus [Crifieai]
I x Bna_geroF Preans, Belenus (V)[f"f*m"]
I x Sen%fa&: BfacaGJ (Gitieal ]

E 4 Tl Ray Drogon e et T,
2»'. Encaumfe Ar'jef Omra// T think frigger siofs f:ﬁofg:‘e&k#
2x %mﬁa( in this deck are fairly Hexibke, —OT +Ultima is

Stands are );urﬁcufzgz a fire dvace o0

demsi‘aﬁfn and T
recommd rmm somef

Not that most need
to be toll furce, but peals

deck 1o Pfow&é awess 1o
Magause, a G juare/ that

fe CB on q)}m&ﬂ'
fumoef:f/:ee,o APK five.

On o the com ﬁmfé‘a’ fCun /wr/‘ Orada 2s and

ditterent fum set yps. A bt of G2s, just Ike

back in G (16 o thea), much verie AR
5:& seaiches any of ﬂem as ed.



BTN ). Magic of Aewdon,

Freonn Turrorr

B END OF MTak

_4‘_1'@0 __ Z oL, 9900 ""-'L‘...-— COUN WWRGE
4x Kaght o€ Insturt 4 Counferoftersive . Combo with
Flash, Cadatac| Khight; Sukiman ADPK and ...

Attack extenders. (adafael needs to be boosted, [, 0 m
Suleiman does pot- but- needs GB ). Cadafoc( Next _
is also the mudh needed ride fixer (low &ls), Page

\ KL BN 2x Starlight Violinst (V) — important cae/
B dlows 625 1o beost and pack vow infercpl

(Nofe; Cadatael must be boosted nafamﬁy ( b)/

Gl /60) 1o use his skill)

5Panmable (B wer iF

Sl needad fo kep APK Jive ;
run |=2x, wll as needed

R & Ix Kiight of Basin, iy
o W 2x Kaight o Aabusaode, Reckn
SSicemomn o | Witch of Meon Raldil,

Rubirwen

g e

.Sﬁeddl boost-  Can put Mike <— Tedh Slots
skl # Grartvow 3% into Soul O~ 2x each




Rundown on various ‘plays’and scenarios:

Type A: ADK turn
-T3 onwards

-needs Altmile in soul
-needs to be at 3+ dmg
-check boosters

Start battle w/ 0 face up
CB, Turnarr attacks, CC
Suleiman or Cadafael +G1
column attacks, CB and

call new RG

4+ attacks, RGs big and 2+ crit, Force 2 on VG

usually. Can combine with Crystaluster turn.

# Type B: Gablade turn
| -T3, going first usually

Recommended Force 1

on split RGs unless RGs can hit decent
numbers on Force 2; typically no need
for Force on VG

Call should set up for next turn or defensive

This deck’s most amazing turns in my opinion are turns with
ADK/crystaluster where Turnarr allows multiattacking RGs
to use skills while keeping all CB face down during attacks
so that every lane is hitting for 30-40k (or more for Lamorak)
with extra critical. It’s very similar to Luard in that respect.
Generally, if you are expecting a shorter game, Force 2 is
worth it (especially in this deck that doesn’t spam markers).



Type C: Multiattack focus
-T4+ usually

-when you have more
CB than you know
what to do with

-opp at high damage

-have Force 1s

-G1 boosters ready

We have not forgotten
about Fides. With Redon
and Suleiman, this deck

actually has a fair number
of targets for his signature
‘Brave Restrict’ which can

Alternate calls between
2 extenders while being

really deplete the opponent’s hand. mindful of boosters and
Reminder: PG skill overrides his, Pf'}?!i?tand triggers,
but G-guards and intercepts are 7 attacks

not exempt due to the guard circle P
itself being checked. ) p

If you have the counterblast to consider this type of turn,

you likely don't have a ‘next turn’. Keep Brave skills active
and go all in.

Type A variations: Sometimes a 3 attack ADK turn
with all 2-crit or a 4 attack turn with the first being

1 crit is still very strong if the early game aggro with
Edith shifts the game tempo in your favor. Keep track
of the opponents defenses and reactions (whether or
not they’'ve been guarding easily, whether they have
been thinking long on how to guard T2, whether or
not a heal guardian was present, etc)



On Guardmg and Other Notes:

The combination of
ADK and Starlight
skills can vastly
increase guarding
potential if timed
well. Generally as
Royal Paladins oft
do anyways, end

Up to 50k in guard value on the board at once! your turn at 0 CB-

Unfortunately this also limits your guarding
order options, since taking a damage will
shut down ADK’s cont... unless you have a
heal to G-guard with Morgause, allowing
one of your G2s to use up a CB and act as

a PG. still, the deck skews towards ‘guard
the earlier attacks, take the later ones’ which
is unfavorable against some matchups.

Speaking of unfavorable matchups... control decks.

No, this deck is not good against them, and I don’t even
want to try to make it good in that respect. I've picked
my battles and I'm Wﬂ]ing to just have that ‘bad matchup’

If you have more patience
than I, you can try some
Resist options. Escort
Eagle, an easily searched
G2 with resist, and Felax
(G) who is a G1 but on
GB2 Brave, gives resist to
the whole front row.
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Clan ribbon tags:

(sample designs)

o

X0

YAY

AQUA FORCE

4 GOLD PALADM

—= @ ROYAL PALADIN

Vinyl on 1” dyed/painted grosgrain ribbon
1” keyring???

Next set (probably):
Shadow Paladin, Dark Irregulars,
Bermuda Triangle, Nova Grapplers

might make some of these to hand out
at events (BCS?)



A Omck ‘Guide to \“/”\

'LUARD

shadow wizard money gang
we love spamming force i

deck and profile
by @bluecatcg

coping
currently ceoking
stride decksets

Gains +5k per
Gl on field!

Gives all Gils
on field +xx if
you have 2+ G3s
in soul!

What can Cray’s
researcher Hot Mess™
do for you today?

¥ markerfarm 2-3 force i
per turn

¥ play without needing cards
in hand and still draw a
lot of cards anyway

o spam your gl toolbox




= rideline cards
Th L“ https://decklog-
e Is en.bushiroad.com/view/LKRM
»4x Dragheart, Luard Om®O ritual 3 free “stride”

3x Dragdriver, Luard QOm®@ superior call Gls
3x Origin Mage, Ildona QM@ Retire 2 draw 2

4x Dragwizard, Liafail CO@®@ superior call G1
3x Dragwizard, Morfessa QOE®@ call G1 from drop

(end of battle)
4x Dragwizard, Knies ride target

3x Abyssal Owl CmEH@ drav 1

2x Black Sage, Charon Q9@ o Qul@ +3k

2x Nightmare Painter (S G1 or lower from drop +3k
2x Apocalypse Bat 5 attack enabler

2x Strict Order Knight, Lluails +15k (cond.)

1x Sage of Risk, Decremps gives Gls intercept

1x Dragprince, Rute *correct* starter Ratios

8x Vanlllalcrlts of your choosing o S

4x Dark Shield, Mac Lir draw PG

4x Astral Chain Dragon 3 heal guard * G

WS
The Setup™ (pt 1: 8 L
Turn 0/1 finding your pieces) =
What/How to Mulligan
ALWAYS KEEP Knies, Liafail, Heart, Ildona

ALWAYS MULL Driver, Charon, Lluails, triggers
KEEP IF YOU ALREADY HAVE YOUR RIDELINE Painter, Bat,

Liafail (2nd copy), Heart (2nd copy), Ildona (2nd copy)

Turn1

Ride Knies, search top 7 for Liafail/Heart

Discard Ildona, reveal top 10 for any G2+
*If you already have 2 liafails and heart, add a
heal (esp if going 2nd), reride, or morfessa

NO KNIES? Ride Owl (going 2nd) to SB1 draw
If not, any gl works




Liafail Best T2 Boardstate (1CB
Turn 2 Rush & E;cn-.n:o{?r > giﬁm(,l: 1-2)

Ride Liafail, CB1 call

Charon (SB1 CC1 +3k)
*ALWAYS keep 1 CB open by
end of turn

The second Liafail on

this turn is optimal

for early aggro +

compress 1 more card

11k 21k 10k

Turn 3 The Setup™ (pt 2: drawing cards)

Use Heart's first ACT
to retire your Charons
to draw 1, retire opp
RG, and go to Ritual 3
*NEVER CB for Heart's
“stride” into Driver

Driver on place will
CB1 call 2 "G1s” from
deck this turn

“Standard” play would
be to call Ildona and
Charon and have one
more guy on board for
Ildona’'s retire fodder
*If your Gls can't gain
crit, put both markers on
Ildona column
If you have Painter,
you can put Ildona to
soul to give Gls +crit
(split force markers)

—_— Ildona will CB1 on
23k attack to retire 2 draw

AGAIN, ALWAYS LEAVE AT LEAST 1 CB glizggk ;:iaEEéST” that
OPEN AT THE END OF YOUR TURN! y



The “Full Combo” ;. e

Required setup before =7 >~ ‘*"
you enter battle phase: ;

- 1x Bat in soul

- 1x Bat in drop

- Ability to make &4
Gls and Morfessa on
board (no Ildonas or
Liafails allowed)

On Turn &4, Driver can
call 3 (no reride) or

4 (reride) Gls from . .
( ) Optimal Board against Force clans
deck
*Keep 1n mind that Bat is 7k base and 11k

General Attack Order: (Charon) + 7k = 18k (magic number for
1. RG in not-Morfessa Force c]a!js)T ;gatnst f\{??e].f’.ﬁrotect, keep

i (unboosted) your Lluails’ in the back and bash those
;O Morf ( b ! d)z?l-:s + marker power into their 12k VGs

orfessa (unbooste

Morfessa will CB1 Yy steei
and retire herself to = gl
call Bat from drop to
the circle she was on

Bat will call the otherm
Bat from soul to the

other column’s front

I0uW

3. Now you can make 3
more attacks!

You can also call Optimal Board against Accel/

Decremps to the back
row (behind VG) to Protect clans

give your Gls *Make sure

intercept on your to keep 2+
FJC ™

opponent’s turn L3s 1n

i soul to

You can repeat this maintain

combo every turn after youe
crits!

you reach setup once!



Luard’'s Research Notes

- On Turn 2, if you know your opponent has a
heal guard, you can make 2 columns instead of 3

- Plan out guarding turns
wisely- how many pieces do
you need to keep in hand in
order to full combo next
turn? (number will vary
between 1-4 depending on how
much setup you have and if
you have a Turn 4 reride or
not)

- If you don't have any
bats setup at the start of
Turn 4 and don't want to
neg 3-4 from hand,
consider using Turn 4 to
build setup for full combo
and make 4 attacks instead

*Painter will get your bat in soul from
drop- use bats as guard/retire fodder early
to get them there and you can also call
them from deck if you have extra CB

- Keep very close track of where all your
pieces are, esp. Driver (you need to
have/return one to deck so you can “stride”
him every turn) but also in general so you
return the right cards with Heart's skill

- If you don't see Heart before your Turn 3
ride, you are actually just cooked but that
should be really rare
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(Let’s learn the mermaid runes!)
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Mermaid runs/glyphs (¥ — X4 KX =) are used to write
the mermaid language used on Cray. Seen in the anime
Colorful Pastorale, and on several alternate rarity cards,
These glyphs are a simple cipher of English (and it seems,
always English, even in the JP cards). 3 of the highlander
G4s (Iryna, Anezka, and Loura), Lupina, and recently,
Lauris, have been printed in this text. (Meer’s gift also
has these glyphs in the card art.) The glyphs have an
aquatic motif, often taking the shape of fish, whales, and
waves. -
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