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Ancient 6reels namedl the creatures that brought art across dimen-
sional boundaries. «Collectively, they were known as muses, and in
myth, each held dbmin‘ioﬁ@er a'specific talent. In reality each muse
was an entrance toa parallel universe, and mortals with courage and
vision found their way ssurvived, the art and knowledge

they brought back enrich ij_jfdvunced mankind.

nd a
Two well known explorers of these alternative realities are BORIS
VALLEJO and JULIE BELL. Their art speaks volumes about the
mystical characters, nightmare creatures and heroic warriors they

encountered on inter-dimensional journeys.
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Players collect and create special decks which pit magic against
technology, or vehicles against monsters, or any combination of
powers unique to the six races included in the starter sets.
Controlling powerful vortex gates, players project heroes, monsters
and troopers to hattle for control of parallel universes,
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A new generation of collctble card gomes. Coming soon from CARDZ!
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T I'IE LATEST AND GREATEST RELEASES IN THE WORLD OF COLLECTIBLE CARD GAMES

COMING TO A BOARD NEAR you

Hhere's a quick look at what major
“Smapufacturers have in store for you

Release: February 1995
Set Size: 334 cards
Here's the Deal: Lords use mili-

tary and political might for control
of the nether regions in this adap-
tation of Planescape. Capture the
most battlefields to win. Two 134~
card expansion sets, Factols & Fac-
tions and Powers & Proxies, are due
in June and August, respectively.

Yikes: It comes with a chart that lists allow-

able combinations for decks containing 40 to 100 cards.

i There are eight types of Fate cards alone. (Oh my!
Best For: RPG players, card players, probability nuts
Packaging: two 50-card dual decks including rules; 15-card booster packs
Suggested Retail: $9.95 per dual deck; $2.50 per booster pack

The Great Dalmuti

WIZARDS OF THE COAST
Release: February 1995
Set Size: 80 cards
Here's the Deal: If you're still angry with life being unfair, don't play The Great
Dalmutil The player with the fewest cards is the big cheese in this social caste
gystem. After each hand, the five to eight participants switch seats to reflect
the pecking order. A non-collectible game from Magic man Richard Garfield.
‘What A Card: The G-Man and friends can even make war fun by inventing rules.
“If you played the Queen of Spades, you had to run around the room shriek-
ing.... If you forgot a rule, then you lost a card.”

| Best For: easy-going kids of all ages
Packaging: box set, includes rules and two shrink-wrapped, 40-card decks
Suggested Retail: $7.95 per box set

41 NQUEST

ghlander

THUNDER CASTLE GAMES

Release: March 1995

Set Size: 165 cards

Here's the Deal: Nothing annoys an immortal swordfighter more
than other immortal swordfighters. Solution: hack up your oppo-
nents! Play a particular persona and adopt his or her advantages,
Don't smile too quick, though, because you get the disadvan-
tages, too.

Spoilers: "Highlander 3, also out around March, apparently
ignores the second movie. And a certain special sword might
not survive the new flick...!

Best For: "Highlander” fans, fencers, schizophrenics
Packaging: 16-card packs
Suggested Retail: $2.45

MAYFAIR GAMES
ﬁﬂﬂﬁm Release: late January 1995

y N - Set Size: 519 cards
: oL f Here's the Deal: This city-buildjng
~,_. ‘ ® card game comes by way of Maxig'

classic computer game. Hint of reg)-
ity: simply blackmail and bribe city
council members to push your
property-building proposals
through. A test of planning skills.
Real Estate: Aside from disaster
cards, SimCity has little fantasy, death or destruc-
tion. It does have pictures of the Statye of Liberty,
Golden Gate Bridge and other famous sites, Yee haw
Best For: fans of the computer game, politicians iﬁ
training, Slick Rick developers, wanna-be white-co-
lar crime specialists

Packaging: 60-card starter decks: 15-card booster
packs

Suggested Retail: $8.50 per starter deck: $2.50 per
booster pack
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@ R. Tawsoran Games. BamerecH ®, ™ & © FASA Core

& ® Caroz, ® Juue Bew.

STAR OF THE GUARDIANS ™ & © 1995 MaG FoRce 7. TAROT Carp ART ™ & © DC
Man AND HUIK ™ & © MARVEL ENTERTAINMENT GROUP INC.

MAG FORCE 7 Star of the Guardians QLU I C <
Release: February 1995 S um s s o S T AK E s
Set Size: 325 cards

Here's the Deal: Galactic warlord battles
galactic warlord a la Margaret Weis' nov-
els. Deploy starships, bomber squadrons
and fighter squadrons to protect planets
or attack enemies. The winner is the first
to eliminate an opponent’s power points.
Bowling for Starships: Star of the
Guardians features the Lane-to-Lane com-~
bat system (hey, bub—that's trade-
marked!). Deploy your fleet carefully or
risk losing ships and power points!

Best For: card gamers, would-be galactic conquerors, Weis fans
Packaging: 60-card starter decks; 15-card booster packs
Suggested Retail: $8.95 per starter deck; $2.95 per booster pack

Dragons are the focus of Wyvern,

SPECIAL
SYSTEM

due from U.S. Games Systems 1in
January. Peter Pracownik

contributed art for all 136

first—run cards, which will be

sold in 60-card starter decks

($7.95 suggested retail) and 15
card booster packs ($2.50).

Marvel and Fleer are preparing

—— @ Power Players, which pits teams

of superpowered characters
against one another. Players

tailor the arena, allowing the

TarotCards

DC COMICS
Release: March 1995
Set Size: 78 cards
Here's the Deal: Some of DC's best intro-
duce you to the realm of the tarot. Cast
fortunes and commune with the oceult the Coast aren't resting on their
with these Dave McKean renditions of
your favorite DC Vertigo characters.
Starring: John Constantine as the Fool,
Swamp Thing as the World, Sandman

Hulk to hurl nearby buses or

Spider—Man to scale skyscrapers.

Richard Garfield and Wizards of

well-heeled Laurels. Netrunner is

the title for Wizards' adaptation

as the Heirophant and Death as...uh, of R. Talsorian's Cyberpunk 2020,
herself.

Best For: aficionados of Vertigo, Dave and Wizards will base a game on
McKean or the macabre, gypsy fortune-

tellers, those undaunted by the concept ——® FASA's BattleTech robot—combat

of bad karma
Packaging: complete set with a player's

guide card game set for March delivery-
Suggested Retail: $50 per set

Towers in Time

TEUNDER CASTLE GAMES

Release: January 1995

Get Size: 150 cards

Here's the Deal: Travel through time and recruit an army of fantasy creatures
1o defend your interdimensional tower. Each creature takes one action per turn,
and players alternate actions. Dwarves, elves anc:i orcs o.f the world unite!
Collect 'Em All: Future editions will arrive as self-.comgmed sets; look for 150-
0 165-card Greek, Zodiac, Amazon and Norse editions in March, June, August
and October, respectively.

Best For: self-conscious yet strong-willed war gamers and card players
packaging: S4-card starter deck; eight-card booster packs

Suggested Retail: 86.95 per starter deck; §1.48 per booster pack

RPG. Cardz is play-testing a

Technology and magic join forces

in a battle for control of

parallel universes. Untitled as

we went to press, the game's
artwork will feature
never—before—-seen work by Boris
Vallejo and Julie Bell, the first
game col laboration of the

husband—and—wife team.
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ALREADY IN PLAY

In case you missed
them, here's a listing
of some of the products
currently available

COLUMBIA GAMES

Set Size: 200 cards

Here's the Deal: Marshal Confederate or Union cards
and re-enact the First Battle of Bull Run, or "First
Manassas,” as Johnny Reb calls it. A Shiloh expan-
sion set with 300 cards may be out by mid-year, and
Gettysburg is in the works.

Pick Me, I'm Special: Each deck contains 30 Con-
federate and 30 Union cards. Decks contain no dupli-
cate cards, and no two decks are identical.

Best For: Ken Burns; the Daughters of the Confeder-
acy; wargame, history or Civil War buffs and col-
lectors; those guys who play pretend in genuine
replica Civil War uniforms

Packaging: 60-card decks with rules

Suggested Retail: $9 per deck

STEVE JACKSON GAMES
Set Size: 400 cards

Here's the Deal: We've got two theories on the arrival of this set: either Steve Jackson Games took its original, non-cus-
tomizable uminati card game off the market because it thought it was time to improve the 10-year-old product, or the com-
pany was taken over by the Semiconscious Liberation Army. You decide.

WIZARDS OF THE COAST
Set Size: 438 cards

Here's the Deal: As an ancient vampire. you manipulate younger bloodsuckers in Wizards of the Coast's second Deckmaster collectib

HEARTBREAKER HOBBIES &6 GAMES
Set Size: 337 cards g _ ; Figs !
Here's the Deal: Remember what happened when someone accidentally dropped chocolate into peanut
butter? Doomtrooper, based on the Mutant Chronicles universe, mixes fantasy and science fiction. Cor-
porate Doomtroopers wielding knives, elemental balls and other equipment stand between human-
ity and the hideous alien Dark Legion.

European Is As European Does: With names like Paolo Parente, Nils Gullikson, Danne Kochanski and
Peter Bergting, among others, these artists've gotta be foreign.

Best For: lovers of cool cards; high-tech warrior wizards; E OM

aficionados of European art

Packaging: 60-card starter decks with rules; 15-card
GALACTIC EMPIRES

"Necropak” booster packs
Suggested Retail: $7.95 per starter deck; $2.45 per
booster pack

| Galactic Empires M

y

Sl L

COMPANION GAMES
Set Size: 421 cards

Here's the Deal: You can rule the galaxy! Terrain allows you to pound your
opponent with ships, stellar anomalies and space monsters. Crew and
equipment improve your vessels' effectiveness. February's New Empires
expansion set contains basic decks with Scorpeads and Plasma-Occu-
pied Territories and booster packs with Clydons and Tufors.

A Picture's Worth: Vektrea Prime and some of the space scenes look ter-
rific, but the introductory edition Bolaar Weapons Officer and Corporate
Raiding Party, er, don't.

Best For: those who want science-fiction card games or own lotsa small dice (you use ‘em to keep
track of damage to various cards)

Packaging: 55-card starter decks; 12-card booster packs

Suggested Retail: $8.95 per starter deck; $2.45 per booster pack

i

New World ©rder
Alphabet Soup: In an effort to save trees, SJG calls this game INWO. Other card games could be abbreviated M: TG, OTE, SC— ) 1)

TCG. §: MTM, SotG, ST: TNG CCG. TGD and TiT (but, as the last example demonstrates, this could lead to confusion over each
product’s subject matter).
Best For: people who love Illuminati, On the Edge or the Zapruder film (but we didn't tell you!)
Packaging: starter sets with two 55-card decks and rules; 15-card booster packs

Suggested Retail: $9.95 per starter set; $2.25 per booster pack

T

le card game. Players

attack to the left, but must guard to the right. If you thought vampires were scary, wait till you meet one with a gun! Wizards is preparing a pocket play-

ers' guide, expansion set and retailer poster; White Wolf, makers of the role-playing game on which Jyhad is based, is out with "The
Eternal Struggle: A Strategy Guide to the Jyhad" (57.95). '

Politics As Blood Sport: Inconvenience enemies with political cards. The issues at, er, stake won't be debated in Congress: ever heard
of Praxis Seizure, Autarkis Persecution or Consanguineous Condemnation?

Best For: mature fans of the macabre—Jyhad is complicated and takes a while to play, but can really suck you in and be

fiendishly rewarding

Packaging: 76-card starter decks; 19-card booster packs
Suggested Retail: $8.95 per starter deck; $2.75 per booster pack

61 NQUEST
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Thiz is it The wost janlatic batfle of all where groat warlords and their wighty legions decide the fﬁ? of fhe
enfire planes. Find out how it gtz bo die o thousand deaths yet live again fo wage war without end.
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6 Call our new toll-free number 1-800-384-4TSR to find the book, game or hobby store
nearestyou that carries TSR products!




ATLAS GAMES 0“ the Edge

Set Size: 269 cards e —

Here's the Deal: Conspire to control Al Amarja. All resources and some influ-
ential people have pull points, which help acquire other people and equip-
ment. They can also build game-winning influence points. As in real life,
cliques are important: certain cards can't be used unless a card belong-
ing to a similar gang, group or race is already out. The Cut-Ups Project
expansion with 90 cards is set for February.

Travel Tip: AHL uh-MAR-huh. That's how to pronounce the name
of this weird Mediterranean island of androids, mutants, psychics and
sentient baboons.

Best For: people who loved luminati or "The Hitch-Hiker's Guide to the Galaxy" or who thought "JFK"
was too tame

Packaging: 60-card starter decks with rules; 10-card booster packs

Suggested Retail: $7.95 per starter deck; $1.95 per booster pack

WIZARDS OF THE COAST
Set Size: really, really big (have fun trying to maintain your sanity counting it)
Here's the Deal: This is the mother of all collectible card games. Use magical resources to reduce
your enerny's life force to zilch. Power comes from five types of color-coded land. A sixth expan-
sion set, Jee Age, is due in May. It'll feature more than 300 cards, playable by themselves or with
other Magic cards.
Magic: The Obsession: Two suitcases, 15,000 cards, 400 Merfolk and one Shivan Dragon later—and
enthusiasts are still buying. What a phenomenon!
Best For: casual or avid gamers, fantasy enthusiasts, card collectors, Richard Garfield, collectibles
writers with expense accounts
Packaging: Gift boxes with two 60-card decks, 30 life counters and illustrated rules; 60-card starter
decks with rules; eight- to 15-card booster packs
Suggested Retail: $19.95 per gift box; $7.95 per starter deck; $2.45 per 15-card booster pack; $1.45 per
eight-card booster pack (expect to pay more for all these items)

DECIPHER
Set Size: 363 cards Star Trek:

TSR

Set Size: 695 cards
Here's the Deal:
Dungeons & Drag-
ons, the role-playing
entertainment that
was virtually syn-
onymous with a
gaming genre,
becomes a col-
lectible card
game. The first
3 player to defend
BOOSTER PACKS ] six realms wins.
Realms are pro-
tected by champions and allies whose powers grow

Here's the Deal: Report The Next Generation with magical items.
for duty at Klingon, Customizable Card Game "I Know That Monster!": TSR caught some heat for
Romulan or Federation ) recycling classic, often beautiful art for Spellfire,

But with new photo cards as corny as the Mind
Flayer Lord, fans should reconsider their criticisms.
Best For: D&D or fantasy fans, new and young card
gamers

Packaging: starter sets with two 55-card decks and
rules; 15-card booster packs

Suggested Retail: $8.95 per starter set; $2 50 per
booster pack

outposts and go where no one has gone before. Players design a new universe
[ each game; starships travel it, accumulating points for missions accomplished.
I Few starter decks contain a ready-to-play set, so be prepared to get at least
' one booster pack. The set is available in two editions: a black-bordered lim-

ioted edition and a white-bordered unlimited edition.

Red Alert: This game uses images and factoids from the TV show, so these cards

are sharp!

Best For: anyone who enjoys a good "Trek” or distinctive card game

Packaging: 60-card starter decks; 15-card booster packs for both editions

Suggested Retail: $8.95 per starter deck; $2.95 per booster pack (expect to pay

more for both)

CARD SHARKS
i
I Super Deck! Set Size: 160 cards

Here's the Deal: Build a hero and a villain who are strong enough to fop your opponent'’s vil-
lain and hero, respectively. Play combatants, sidekicks, abilities, hindrances and events on your or your opponent's characters.
Wham! Shazak! Ka-Bam!: Super Deck!s quirky characters include the Pendulum, who "searches for the thugs who killed his
parents” (sound familiar?), and Yarf the Troll, who "destroys other bridges to increase the traffic on his own” (wha...?).

Best For: people who are young, love superheroes or need an easy introduction to card games; advanced players need not apply
Packaging: 60-card starter deck and rules; 10-card booster packs
Suggested Retail: $7.95 per starter deck; $1.95 per booster pack
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He's moved from Sitka, Alaska, to Seattle, Wash.,
from starving artist to hottest painter in the biz.
Twenty-six-year-old Anson Maddocks has helped
ignite the entire collectible card game industry
with his unique blend of gothic-horror creatures
and surreal landscapes. Once confined to sec-
ond-hand shops, he’s painted the "Operation:
Mindcrime” tour jackets for the band Queen-
sryche and become "Photoshop Guru” at Wizards
of the Coast. Maddocks talked to InQuest about
Magic, painting and stardom.

@: How did you start painting?

A: I started when I was four. | had a baby sitter
who had some drawing book or something, and
she was trying to get me out of her hair, prob-
ably, so she had me start drawing. And I just
took it up from then. I drew a lot of insects, rocket
ships and aliens,

@: What inspires your paintings?

A: I try not to be too inspired by somebody else’s
creativity. I'm really interested in raw materials
and animals—and those sort of things kind of
fuel my imagination and get me thinking what
other ways could those things be depicted. Espe-
cially with human forms, it can be really intrigu-
ing to me to see how far [ can push them into
another dimension.

@: When did you realize the stuff you were doing
for Magic was going to be a big hit? Or have
you even thought about that?

A: No, actually, [ was just really into the project.

weilrdest CARDS

10, Animalism, Jyhad, Siegiried and Roy's
dream come true.
9, Living Wall, Magic. Cooking with Dahmer
g8, Anaphasic Organism,

Star Trek: The Next Generation. "Norman..."
7. Drawing Out The Beast, Jyhad. "Hey, I ordered
mayo on this!!”
6, Drain Essence, Jyhad, "Tis-
sue! Somebody get me a tissue!”
5, Time Elemental, Magic. "You
are traveling through another
dimension.. A dimension of
both time and space,. "
4., Paychovore, On The Edge.
Every kid's worst nightmare—q

8. ANAPHASIC ORGANISHM

The idea of having a bunch of lit-
tle color pieces was really intrigu-
ing. They were so excited about the
project that I couldn’t help but share
their enthusiasm.... I was really
happy to help out. When the other
artists were failing to turn things
in, I would come kind of to their
rescue. That's how come I have so
many pieces in the original set.

@: How many pieces did you have?
A:1did 31, and they used 30. It's about 10 percent
of the original artwork.

Q: Do you play Magic?

A: I'm so busy populating Dominia that [ don't
have time for other things. Maybe once every
three months. Just when I have the opportunity,
or when somebody asks me.

Q: How long does it usually take you to do a piece
for a Magic card?

A: About two or three hours.

Q: Do you do a lot of conventions?

A: Yeah. I just got back from doing some in
Europe. That was really cool. I went to Germany
and Italy, and took some vacation time.... It's
really cool to have people tell you what they
think of your work. When they have a really pos-
itive response, it really makes you feel good. Also,
you get their opinions and their interpretations
of things. This one kid showed me this relation-
ship between two of the cards I did that [ had
not intended—he thought I did it on purpose.

@: Which two cards?

A: Paralyze and Guardian Angel. If you take
Guardian Angel and you put it diagonal to Par-
alyze, it looks like he's shooting the guy. It's
weird. The background color kind of fades
together, and the proportions are right, and the
blast is right.

(Rimbet n om0 Lasal
jack-in-the-box gone horri- b7
bly wrong.

3. Elemental Cleric,
Spellfire. "Yes, ma'am.
This will definitely stop
your daughter from
picking her nose.”

2. Horror of Horrors, Magic. But
I've got a great personality!

1. Mindstab Thrull, Magic.
“Try to relax—this is a very simple
operation..."

A prmbgat N S
.u-qiu-u:ﬂ»ﬂh-
e B et et St

Forss mal et

@: Is that your subconscious working overtime?
A: Could be. Put all my stuff together and see
one big puzzle. {laughs]
@: Do fans recognize you at these conventions?
A:1was in Italy and some guy ran up to me and
said, "Signor Maddocks, could you sign my card?"
That was the only time...outside of working at
the [Wizards of the Coast] table. It's good. I don't
think ['d want to be a movie star.

—Michael Searle
THE MADDOCKS FILE
Favorite Magic cards (own): Throne of Bone,
Cyclopean Tomb.
Favorite Magic cards (others'): Sandra Evering-
ham's Sinkhole. Any work by Mark Tedin, Drew
Tucker or Amy Weber, among others.
Favorite Magic card (fans’): Fallen Angel, Hur-
loon Minotaur. Some, like Flight and Holy
Strength, were created in the same hour.

‘,, Elemental Clric
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CRUISE CON
The Carnival liner Fantasy sails on April 27, 1995.
This four-day Bahamas cruise features Magic creator
Richard Garfield, SimCity co-
designer Darwin Bromley,
card-game artists and others.
Between card and role-play-
ing games, you can swim,
dance or visit Nassau. "The p e
only convention your signif-  \.*
icant other will thank youfor |
attending.” Call Andon Unlim-
ited at (800) 529-EXPO or (215)
673-2117 in Ohio.

START YOUR ENGINES

After eight years, the Richard Garfield game that
precipitated Magic: The Gathering is out! In Robo-
Rally, bored computers start a wacky, unpredictable
robot race. The board game, co-designed by Garfield
and Mike Davis, requires at least two players and
30 minutes. Get it from your local gaming store or
order direct from Wizards of the Coast at P.O. Box
707, Renton, WA 98057-0707.

MICROCOMPUTER MAGIC

If you prefer life with digital sound,
prepare for computer Magic. Micro-
Prose Software is developing both
stand-alone and on-line versions of
the card game. The CD-ROM will
boast information on nearly 1,000
cards, graphics, trading, variable
card rarity and tournament play.
Look for it in spring 1995.

GET READY TO LOG ON

MAGIC ARMADA

Acclaim Comics will unleash its first line of books
in March 1995. Magic: The Gathering—The Shadow
Mage and Ice Age: On the World of Magic: The
Gathering, a tie-in with the Magic expansion set,
will both be four-issue series. Jeff Gomez and Jeof
Vita (contributors to this magazine) are co-plot-
ting the books, to be drawn by Val Mayerik and
Rafael Kayanan (Conan the Adventurer), respec-
tively. Each comic will sport a $2.50 price, a painted
cover and information on the game of Magic.

PINS AND THINGS

Wizards of the Coast sells several Magic-and Jyhad-
related items (to order, see “"Start Your Engines”
above). Magic logo pins retail for $6.95, while Hur-
loon Minotaur pins are $4.95.... Black Magic T-
shirts with a choice of three card pictures on the
back and black Jyhad T-shirts sell for $16.95 (L and
XL) and $18.95 (XXL). New designs will be out by
mid-'95... A 13-month Magic calendar retails for
$10.95.... An Anson Maddocks and Mark Tedin bat-
tle poster sells for $9.98.... Magic card binders with
original Pete Venters art are due in early '95....
Deckmaster lifecounters are in the works.

Three Magic database programs for IBM-compatible computers track the cards you have and the
ones you want. All list Magic cards; CardMaster and Gamecard Wizard track prices. CardMaster has
colorful screens and a graphic-style interface. It bears the Wizards of the Coast seal of approval ($24.95
plus shipping and handling, Sky Hi Sales, [800] 949-4267). Game-

card Wizard includes card lists for Jyhad and Galactic Empires.
Its flexibility and attractive interface are pluses, but it doesn’t
show card descriptions ($39.95 plus $5 S&H, DIGITAL Alchemy,
[800] 566-6277). Deck Daemon has flexible deck-building capac-
ities and allows easy viewing of card abilities (§29.95 plus $5

.
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Cogrmyga 195, Bayyag, &
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SEH, BQS. [208] 336-9404). Macintosh users should check out —

Jackie Macapanpan's The Duelist’s Companion shareware. Ver-
sion 2.0 has an excellent interface, but displays only one deck at

a time and doesn't show card abilities.
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CARD-RELATED MERCHANDISE

HEARTBREAKING MINIATURES

Heartbreaker Hobbies & Games makes Magic
miniatures ranging in price from $2.50 to $4. Get
"em from stores or write Heartbreaker at P.O. Box

105, Folsom, PA 19033.

DIVIDE AND CONQUER

"The Bag Man" manufactures dividers for Magic
card collectors. The color plastic dividersg are
preprinted to help separate spells, lands, artifactg
and other cards in a standard vertical card hoyx. The
dividers are sold in sets for $8.50 up to $9.95. Write
"The Bag Man" at 12788 Highway 9, Suite 5, Boulder
Creek, CA 95006. 0]
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Experience
Encounters ‘95

Imagine...

...you are surrounded by towering
buildings teeming with the energy
from a vast sea of people...

...you are at a convocation of
the elite from the trading card
game world, gathered together
in a setting exuding majestic
splendor. ..

There is no other gaming
convention that will capture
the dynamic excitement that is
within the city of New York.
There is no other place to be

this is Encounters ‘95.
Call 718.461.6480 for more

information or to preregister.
Or email realm@ix.netcom.com

@\
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What you can expect...

exhibitors

Discover unexplored worlds in this expanding industry.
Learn first-hand what is the fusture of the gaming industry.
Experience new games in the making. plus find out what your
favorite gaming card company has in store for you!

give-aways

; ive sample
Everyone gets a chance to take home something. Receive samp
cards, free magazines, and much more!

guest artists !
your favorite

Feast your eyes on original art works created by L
r autograpis

trading card game artists. Meet them in person fo
and creative inspiration.

tournaments

Over $1,000 in prizes! Engage in the goodwill of tradling
sportsmanship while participating in huge weekend-long
tournaments.

presented by Realm Production, Inc.
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TTR:
ichard Garfield always loved to play

games. Now he gets paid to invent them. And
he could have cashed in on his imaginative
passion for a single million-dollar payday and
retired at age 30. Instead, he parlayed his
potential fortune from devising Magic: The
Gathering right back into the company that
gambled on his game in the first place.

That's the kind of guy Garfield is: short on
stability but long on commitment. He's been
that way all his life. Born in Oregon, he spent
his youth in the Pacific Northwest, in Philadel-
phia and, for six years, in Bangladesh and
Nepal while his father plied his trade as an
architect. He never complained about having
to make new friends every couple of years. It
was more a matter of finding something to do
with those friends, and that philosophy defines
his relationship with Wizards of the Coast, the
company that publishes Magic.

“I've always been willing to back my games
by getting paid entirely in royalties,” Garfield
says. "This is the ultimate form of that."

Garfield is hailed as a genius by game
enthusiasts and the people at Wizards of the
Coast. He simply thinks of himself as a game
designer who's lucky enough to earn a living

by pursuing his favorite hobby. His
chance encounter with suc-

cess has made

cl
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possible a lifestyle and a career he once dis-
missed as wishful thinking. Now 31, Garfield
spends his days as coordinator of table game
research and development for Wizards.

GAMES OF A LIFETIME

Garfield first began designing games out of
necessity. He quickly mastered role-playing
games like Dungeons & Dragons and Chivalry
& Sorcery. And since buying a new game
every week would challenge any kid's
allowance, he began altering the rules of the
games he already had.

"It's very much an art,” Garfield says of
designing games. "I operate largely on intu-
ition, use a lot of my game experience. I play
a lot of games and I take something from each
of them. When I get inspired, I'll work for
hours and hours on end.”

Garfield's goal is to come up with games
that are fun and interesting—and that stay
that way.

"It doesn't take long in many games to hit
the point where you can't get much better,”
Garfield says. Some people are content with
mastering a game's rules. Garfield prefers
altering the rules and adding new dimen-
sions to games.

Today, he counts more than 60 games to his
credit, not including the variations of existing
games. A handful, including jvhad and Robo-
Rally, have been published through Wizards of
the Coast's Garfield Games division. He says a
dozen could be ready for publication in a mat-

ter of weeks, and the rest within a year.

In a gaming world where varia-
tions are the rule and marketing
counts more than substance, Magic
is an aberration. There had never
been a collectible card game quite

like it, though there has been a

slew since. But in very simple
terms, Garfield's Magic card
game is nothing more than

a variation of existing card
games. The deck never
stops at 52 cards, but the

o o N e e
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premise is the same: even though players have
different cards, the key to winning is knowing
what's in your deck and planning your strat-
egy around it.

At least that's Garfield's version of the
game. Collectors have given Magic an entirely
different spin. putting values on rarer, more
powerful cards while discarding common or
weaker cards. It's like playing poker with a
deck full of face cards. But you still have to
play your aces first to win.

LUCK OF THE DRAW

Instant success hasn't translated into casual
living for Garfield, a former college teacher
with a graduate degree in combinatorial math-
ematics—the science of problem solving.

In fact, not until this past summer—three
years after his first meeting with Wizards of
the Coast—did Garfield begin devoting all of
his time to professional game design. Last June.
he left his post as a mathematics professor at
Whitman College in southeastern Washington
for the move across state to Renton-based Wiz-
ards of the Coast. And even now, with approx-
imately one billion Magic cards in circulation.
Garfield won't rule out a return to academia.

If you had asked Garfield a decade ago
where he'd be today, game designing would
not have been his answer.

" hadn't been interested in being & pro-
fessional game designer,” he says. "There's
very little money in it. And the people who
design games aren't always open to new
designers. I wasn't even trying.”

He was only trying to get one of his games
published. While an undergraduate student
at the University of Pennsylvania, he created
a board game called RoboRally. He offered a
friend a 50 percent stake in the game if he
could get it published—an offer that was more
than generous, though it would take almost a
decade before RoboRally hit stores.

After a series of rejections, Garfield met
with representatives of Wizards of the Coast
in 199]. He flew from Illinois, where he was
working for Bell Labs, for the meeting in a
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Seattle pizza parlor. Wizards wanted Robo-
Rally but didn't have the capital to publish it
immediately. The company needed a game
that could be played quickly and without much
equipment.

Garfield thought about a Magic-type game
he first created in 1984. He came back with
an updated version of Magic.

The game he delivered to Wizards was con-
siderably different from its original conception.
"A lot of the flavor [was] the same, but the
rules changed a lot,” Garfield explains. "There
was a constant evolution of the flavor.”

The final product was everything Wizards
wanted. The game was based on cards, not
the standard fare of boards and dice. Two peo-
ple could play with 2 minimal number of cards,
and the game was designed for quick play.

"It's kind of from the evolutionary mixing
pot,” he says of the final version of Magic.
"It's from games from outside designers—Cos-
mic Encounter, the granddaddy of card
games—and games of my own design. The
trading card concept came out of nowhere.
Cards are a good tool to have in a magic sys-
tem.... When the trading card concept came
about, then, after about three months, it
changed very little.”

The big surprise—to:Garfield and to Wiz-
ards—was that the game would catch on as.a
collectible.

They firstnoticed the trend while testing
the game, when players began collecting the
crude black-and-white.cards. It became evi-
dent as orders for the cards began piling up.
They couldn’t keep up with requests:for the
starter decks—packs of 60 randomly chosen
cards from among the more than 300 avail-
able at the time—or the booster decks.

“[The successlwas perpetually dawning
onus.” Garfield says. “Every time we thought
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we had it under control, it got bigger. I'm not
exactly certain it's stabilized.”

The game’s details have changed again
since its initial release. Originally, the rarer
cards were much more powerful than the
common cards. But when people started buy-
ing the rare cards and creating can't-lose
decks, the nature of the game started to work
against the casual players. And that wasn't
the idea Garfield had in mind. "A person who
doesn't want to buy a lot of decks shouldn't
have to,” he says.

So they made some changes. "We've made
common cards more powerful and stripped
out some of the degenerate rare cards. The
rare cards now are more specialized, but not
more powerful.”

A GURU IS BORN

Garfield works on other projects at Wizards,
but he says he still spends about half of his
time maintaining Magic. The bulk of his mail
is about the game, and when he travels to
gaming conventions, he's treated like a star.

"I never really went to game conventions
before, maybe one or two, and [ certainly was-
n't recognized at those,” says the soft-spoken,
contemplative Garfield. "Now, I feel like a star—
like a star. I go around shows signing cards,
leading discussions. It's fun, but it's tiring.”

His celebrity was apparent in November at
the 54th Philadelphia Science Fiction Con-
vention. A constant barrage of Magic enthy-
siasts kept Garfield busy at the Wizards of the
Coast booth. When he could slip away, he
found himself leading panel discussions on
his game or signing autographs. And this was
a slow weekend—nothing compared to the
attention he gets at game conventions.

"In some sense, | was excited to get a ljt-
tle bit of fame. It helped me get in touch with
people I'd lost touch with over the years. |
couldn't find them, but they knew where to
find me.” Garfield has also experienced the
downside to being-astar. "Once it happened,
I had less time than last year to spend with my
friends. No particular way of dealing with, it.

Garifield hasn't-had much time topursye
gameslately, either: His job as coordinatorof
table game research and development leaves
him reviewing other peoples work: He spends
most of his time testing submissionis ang
maintaining Magic, but he's not content with
a role in‘tianagement.

"T preferactingas a game gurn,” he says,
“Tliketo give advice,-leave it-as they will.
Let. me concentrate on ganies” He doesn 't
like the thought that his opinion alone eould
kill a project.

"] thinkin time I could develop the man=
agement skills, but I don‘tlike fo/put my foot
down. I don tlike to make priority decisions,

especially on projects I'm working on.”

Finding a suitable replacement to take over
his management chores is a priority. He's a
gaming enthusiast, pure and simple. He has
other pursuits—movies and books in particu-
lar—but his passion is for games.

He'll change the rules in everything from
Trivial Pursuit to checkers just to keep the
game interesting. "I start fiddling with the
rules,” he says. "In Trivial Pursuit, I've played
with some modifications. We had one rule
where if you land on an opponent's pie wagon,
you can steal the piece if you answer a ques-
tion correctly. Or you can play where you have
to get all six questions right.”

If you're a stickler for the rules, Garfield is
probably not the best opponent. "But I've never
had any trouble finding players,” he says. "In
different games, I always level the playing
field. I may be better at chess than you, but if
I change the rules, then we're starting at the
same place.”

DESIGNER WITHOUT A LABEL
Richard Garfield, the famous game designer,
isn't much different from Richard Garfield,
the inconspicuous college professor. Unlike
many people who get a quick taste of finan-
cial success, Garfield's life isn't filled with
expensive and exotic obsessions. He drives a
company car, a Pontiac Grand Am. He's mak-
ing more money than he ever did in the class-
room, but he still hasn't traded his worn
corduroys for Armani suits or his loaferg for
Tony Lama cowboy boots.

"I have a very modest lifestyle,” he says. "l
would like to have enough resources 1o not
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have to worry about where my next meal's
coming from.”

He likes to travel, but he's just as happy
hiking and hunting for wild mushrooms. He's
not opposed to lavishing himself, but it'll have
1o wait. "I certainly have to be sure I was going
to have no problem with finances in the
future,” he says.

Garfield defies categorization. He spent
countless hours of his youth mastering role-
playing games, but he wasn't the rebellious
kid who did so to spite his parents. He had the
grades to make it into an Ivy League school, but
he had no idea where that would lead him.
He chose the University of Pennsylvania for
one simple reason: "I liked the way my father
turned out, and he went to Penn,” he says.

He pursued an education in mathematics—
and post-baccalaureate work in combinator-
ial mathematics—because of his interest in
games, but he never seriously considered mak-
ing games a career.

"I briefly dreamed about being a world
famous game designer,” he says, "until I found
out how the game industry works.

"l went into math because of my love for
games. Combinatorial mathematics is almost
like having a degree in problem solving. It's
good for solving problems that come up in
games, coming up with new strategies, little
artificial worlds. Figure out how to use the
rules as best you can.

"l was somewhat directionless,” Garfield
says. "l was going to go to grad school. My
father, who teaches graduate school, said stu-
dents with a little work experience do better.”

And if he could follow his father around
the world—which he did—he could certainly

take his father’s advice. With a bachelor's
degree in tow, Garfield went looking for a job.
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He found several possibilities, including "a lab
that specialized in finding lost things." He set-
tled on an offer from Bell Labs to be a resource
manager on a computer project involving dig-
ital switches.

KEEPING THE VISION ALIVE

Shortly after his meeting with Wizards of the
Coast, Garfield made the move to academia
and Washington. But he didn't move to be
closer to a potential distributor. Richard
Garfield is a game-design purist. He creates
games to please himself and his friends, not the
commercial market. He was coming up with
variations on old games and his own new ones

i, WHAT'S 2

long before he had anything published. If B

there had been no Magic, no overnight suc-
cess, Richard Garfield would still be a game
designer. Only he'd probably still be a college
professor, too.

Magic was nice, but he says a real chal-
lenge is developing games that will entice peo-
ple who normally don't play games.

"Before Magic, 1 designed games entirely for
my friends and me. A special treasure was when
I could get my sister, who doesn't play games as
a hobby, interested. I also liked to design games
that I could take home at Thanksgiving.”

Garfield's perspective of the game indus-
try is still that of an outsider. He sees an
industry driven by marketing possibilities—not
clever games.

"A lot of companies, I believe they don't see
game design as important,” he says. "Some
designers are told what to design. I don't think
game design has enough respect.”

Working for Wizards of the Coast makes
him an insider, but his world is much differ-
ent from that at the huge corporations that
make games for the mass market.

"At Wizards of the Coast, there's no bur-
den I can't overcome,” he says. "They share
my vision, that the quality of game design is
important.”

It's not unusual to find Garfield and his co-
workers sitting around the office playing
games. "It's business as usual if I'm playing a
game at the office in the middle of the day,” he
says. And it's not unusual to catch Garfield
playing Magic with his wife. They met while
she was participating in a Magic testing group.

"The worst thing I could do would be to
stop playing games,” he says. "I know some
game designers don't play games, but I have
to play. Otherwise, it becomes inbreeding, all
the games start looking the same "

Garfield isn't as concerned about finding
future success along the lines of Magic as much
as he is about keeping everything fresh.

"I don't have any fear,” he says. "I know
it's going to be my higgest hit."

But it's not going to be hig only one. ‘IQ,
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Richord Garfield has taken on o management role with Wiz-
ards of the Coast, but he still spends time creating, design-
ing and developing games.

The bulk of his time is devoted to maintaining Magic.
But while he created all of the cards for the game's initial
run, he was down to a consulting role on the /ce Age expan-
sion set.

His current duties call for him to review other work—
bothiin-house projects and outside confribufions. Among other
projects at Wizards, Garfield has been or will be invalved
with:

Netrunner: While Magicwos fransforming Wizards of the
Coastinto a major player in the gaming market, the company
found itself in posifion fo purchase licenses, licenses and more
licenses. Including the license to R. Talsorian Games' Cyber-
punk 2020role-playing game, on which the Netrunner card
game will be bosed. “The license was acquired ot a fime when
we fook in licenses very quickly,” Garfield says. “I was par-
ticularly enthusiastic about this. I'm a fan of the whole cyber-
punk genre.” Garfield has designed the first draft of this
gome. Nefrunner fokes place about 30 years in the future and
centers around cracking o computer network.

BattleTech: Garfield says this Deckmaster game is in design,
but it hasn't been tested. It is based on FASA Corp.'s Bor-
HleTech robof combat game.

The Great Dalmutiz Due out in February, this is “a card
game no more complicated than Uno,” says Garfeld.
RoboRally: The point of Garfield's original meeting with
Wizards of the Coast, RoboRally finally hit stores last fall—
a decade after it was designed. Look for an expansion and
a sister game this summer. The latter vill fake place in the
-same world, but the object will be something o than a race.
Middle-earth: n December 1993, Wizards of the Coast
Jand lran Crovn Entérprises onnounced a licensing deal tht
would resultin d Deckmaster game based o J.R R, Tolkien's
“The Hobbit” and “The Lord of the Rings” rlagy, As we enter
1995, there’s stillno sign of the game. “| haven't come up
with a design thats frug 1o the Tolkien name,” Garfield says-
| won't be involved. 'm not a huge Tolkien fan, That pro-
ject needs someone Who is.” Wizards of the Coast has o few
“peapla-workingon it bUt it sfll uncertgin when—or if—
ihe' game will be released.

Oftrer business: Garfield' vorking an acquiring one more
mjor liense, but be dedined to comment o the specifc:
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For artists with unconventional ideas, opportumtles 8
for creative freedom are rare windfalls. '

We offer our
thanks.

Wizards of

the Coast

is a company that
has honored our
ideals, ethics, and
vision. May you
continue to

enrich the
minds of all
who seek
adventure.

R NS




. AUTOGR APHED ANSON ARTWORK!

Hurloon Minotaur. Guardian Angel.
Living. Wall. Animate Dead. Holy
Strength. Throne of Bone. Cyclopean
‘Tomb, Fallen Angel. Those are just some
of the awesome Magic: The Gathering
cards illustrated by artist extraordi-
naire Anson Maddocks. And guess
what? Anson is ready to put his pen to
work for you! If you're one of the win-
ners of our inaugural InQuest contest,
we’ll send you and 99 other lucky stiffs
an autographed, limited-edition print
of Anson's InQuest cover. Just think of it
as the biggest, baddest, best Magic
trump card around.

We'll randomly select 100 winners and
ship your prize to your place nearly as
fast as a wizard can traipse from one
plane to another! Don't put this off—the
contest deadline is May 1, 1995!

How do you win? Don't start tapping
mana—it won’t help. You hafta win this
contest the old-fashioned way! That's
right, pick up your pencil and scribble
your name, date of birth, home address,
city, state, ZIP code, area code and phone
number on a clean piece of paper, napkin,
cardboard panel, postcard—heck, any-
thing flat that you can legibly write on.
(The official contest entry form works
really well.) Send it to:

Anson Artwork Contest

c/o InQuest Special Issye

P.O. Box 381
Congers, NY 10920-1381

LITTLE LEGAL LINES OTYPE

No purchase necessary. Contest is apen to anyone except
employees of Wizard Press and 7||!L'Ir immediate families, Pring
your name, address, city, state, ZII’ code, area code and phone
number on the supplied entry ‘_"""- n index card, postcard or
other piece of paper or flat llnn‘g, s_unv.l each entry to Anson
Artwork Contest, ¢/o Iiuest Special Issue, PO. Box 381,
Congers, NY 10920-1381. No mechanical

reproductions  will be accepted. Al entries AN’ON ARTWORK

become the property of Wizard Press and none

will be returned. All taxes (federal, state and

local, if any) will be the responsibility of ”_‘L‘ I’fif!.-' winners. No
cash t‘ﬂilli\"illulll or substitute prizes are nfrv!'ui. The prizes will
be awarded in the names of the contest winners and are not
transferable. Offer void where prohibited, regulated or restrict-
ed by law in a manner inconsistent with the purpose and rules
hereof. All entries must be received at contest headquarters
by May 1, 1995, Wizard Press is not responsible for lost, late,
misdirected or mutilated entries. Odds of winning will he deter-
mined by the number of valid entries received prior to the clos-
ing date of the contest. The prize winners will be selected in a
random drawing from all properly completed entry forms
received at contest headquarters. The random drawing will he
conducted on May 4, 1993, by Wizard Press. For the names of
the winners, ;“';lil.uhlu after May 7, 1995, send a stamped, self-
addresseg envelope to Anson Artwork Contest Winners, ¢/o
IiQuest Special Issue, RO. Box 381, Congers, NY 10920-1381.
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Send this boby to: Anson Artwork Contest, ¢/o InQuest Spedial Issue, P.0. Box 381, Congers, NY 10920-1381. All entries must be received by May 1, 1995.




again, maybe not. Garfield's background
in collegiate algebra and many months of

RS
o “ T play-testing give Magic an edge few other
G

card games can boast.
"Actually, the hardest part was the initial
E three months of thought,” says Garfield,
whose faraway gaze hides one of the sharpest
s minds in the business. "I had to come up
with a chassis for the game which would
handle my requirement that everyone should
by Jeofrey Vita be able to play with any selection of cards
and Jeff Gomez they liked from the available cards.”

But Garfield wasn't alone in designing
the set. The ideas were his, but art came
from outside sources, such as 26-year-old
Alaska native Anson Maddocks, who has
earned accolades for his work on the series.

"It's definitely been a lot of fun,” says
Maddocks, whose favorite piece thus far
is the Cyclopean Tomb. "I pursued a career
in fine arts, but I never expected that it

s lale !
20 x>

You want to create a col-
lectible, customizable
card game that will be so
addictive and so much
fun to play that customers
will be camping out in
front of their favorite
stores just to get the first
few cards? Join the club.

Since Richard Garfield and Wizards of
the Coast hooked gajillions of innocent
gamers on Magic: The Gathering in 1993,
the gaming market has been inundated with
funny picture card games that bear more
than just a passing resemblance to the orig-
inal. Some are great games while others are
nothing more than cheap knock-offs.

We'll play brain surgeon with the
designers of Magic and some of its com-
petitors to see what separates the champs
from the cheese.

PHOTO © DALE WiITTNER
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MAGIC: THE GATH NG
Wizards of the Coast
Like Dr. Frankenstein’s monster, Richard
Garfield's Magic: The Gathering has grown
well beyond the control of its creator. And
with about one billion Magic cards in print,
Garfield's hairy beast shows no signs of
fading into fad limbo.

With that in mind, it's hard to believe
that Magic was the first game Garfield ever
had published, despite 15 years of design-
ing. So was Magic a fluke? Maybe. But then

Coast

v Anesnuor

© 1993 ANSON MADDOCKS AND WIZARDS OF TH

201N, Q UE ST




© TSR Inc.

would lead to this!”

How does the process go? Card design-
ers come up with a name, and that list of
names goes to the art director. For Wizards,
that's Jesper Myrfors. Myrfors calls the
artists, who pick the pieces they want to do.

"The visual interpretation of the name
is entirely up to the artist, so there's a lot of
variety,” Maddocks says. "I personally try
to make things look as unusual as I can. I
stay away from what people expect and try
to stretch their imagination.”

With so much room for interpretation,
do artists ever encounter problemg? "When
I was given Urza's Mines, | thought I had
a pretty good idea of what I would be draw-
ing. So I painted four great-looking explo-
sive mines. The next day. Jesper informs me
that they're supposed o be mine shafts
Unfortunately, the deadline was the next
day. I stayed up all that night and gig up
four new mines, plus Zorg's Altar, which
had to be redone because there was already
a design for it. My original Zorg's Altar ig
now the Onulet.”

SPELLFIRE: MASTER THE MAGIc¢
TSR
Given the unparalleled success of Magic:
The Gathering, could gaming industry giant
TSR be far behind? Of course not.

The flimsier card stock and rehashed
(though still cool) TSR artwork did tick off
a lot of players at first, but more than a few

have stuck around to
enjoy a game that
isn't half bad.

"We wanted a col-
lectible card game
that would sell well to
our ADED [Advanced
Dungeon & Dragons]
role-playing fans,” co-
designer Jim Ward
says. "So we came up
with Spellfire!”

Loyal TSR fans have
certainly not let Ward
down. Spellfire con-
tinues to sell briskly,
warranting several
expansion sets based
on various AD&D
game worlds. Players
can now choose from
the gothic horror of
Ravenloft or the
drama of Drag-
onlance, among other settings.

At an average of 16 minutes per game,
players still find an unlimited number of
ways to cut loose with “killer decks.” In play-
testing sessions, such decks sparked debate
over the power of certain cards. Eventually,
designers were forced to scale down some
overly potent cards to keep the game rea-
sonably balanced. But some players con-
tinue to point out that an early lead can
create a lopsided session. 5ays Ward, "The
game is constantly evolving. We're still
debugging, and we'll probably never stop!”

$TAR TREK: THE NEXT GENERATION
CUSTOMIZ ABLE CARD GAME
Decipher

When game designers Tom Braunlich and
Rollie Tesh pitched an idea for a card game
based on "Star Trek: The Next Generation,"
Decipher's president wasn't excited. But he
reluctantly gave the go-ahead, and the
enterprising designers created an involved
and unique card game that puts its players
in the middle of their own episode of "Star
Trek: The Next Generation.”

Braunlich and Tesh turned to a variety
of sources for the game. The first was the
show itself. The designers watched every
episode, extracting bits and pieces for inclu-
sion in the game. When the show wasn't
quite enough, the pair enlisted the aid of
"Trek” experts at Paramount as well as the
“Star Trek Encyclopedia.” Fellow game

designer Darwin Bromley also helped.

During play-testing, Braunlich and Tesh
discovered that the game was developing a
life of its own. So-called "killer decks” were
popping up, only to be countered by even
more powerful ones. Seemingly innocuous
cards, when used in conjunction with other
cards, formed formidable power plays.

"In one game, an Away Team from the
U.S5.5. Yamato beamed down to Malcor III
when, suddenly, a Borg ship appeared out
of nowhere,” Tesh says. "When all seemed
hopeless, an unstable wormhole miracu-
lously appeared just long enough to swal-
low the Borg ship—all in just two moves of
the game!”

This game, the most different from
Magic of those we played, tended to achieve
its lofty goals. And there were plenty of cool
photos for us to admire as well.

$UPER DECK!

Card Sharks Inc.

Veteran game designer Marc Miller and
Jim Hettinger didn't want to let the col-
lectible trading card game concept pass
them by. So they conceived the notion of
combining comic book superheroes with a
card game.

"One major problem with catering to the
comic book audience was that I was really
concerned with what [ was putting in front
of the youth that would be playing.” Miller
says. "I didn't want to put something dis-
agreeable on a card. Also, there was the
question of forcing one player to play a vil”
lain. I solved that by designing the game
so that two battles take place at Orce. Each
player plays a hero and a villain and b?Th
battles must be won to win the game. A
politically correct rules gystem? Hmm.

Miller explains that he wanted 2 game
that was "quick to learn and easy 10 pla.y-”
The game itself is a "cascade of numbers.

Sounds kind of crunchy.

ILLUMINATI: NEW WORLD ORPER
Steve Jackson GaAmeS-ch
"INWO is a trading card game in Wi
every weird thing you read int
is true, and there are secret €O kson
everywhere,"” says designer Steve e Isilu--.
Each player represents a group Qf the )
minati, the "secret masters’ behl.nd E-:ver?ffo
thing from the Kennedy assassination
the cancellation of Max Headroon-
The objective of the game? Tets
the world, of course,” says Jacksorn:

he tabloids
nspiracies

ke over
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INWO is the trading card version of a
card game released 10 years ago. Fans of
the original Illuminati can rest assured
that many of the game's mechanics
Temain the same.

: As off-the-wall situations are the norm
In INWO, Jackson has no worries about
Peing compared to Magic. "In fact,” he says,
Richard Garfield and all of Wizards of the
Coast were very supportive of our project.
He reviewed the game and even lent us
Some capital to have the cards printed. The
Printers were a little confused when they
found out that their paychecks were being
cut by a competitor.”

ON THE EDGE

Atlags Games

I don't know what gets into these guys’
heads!"” says game designer Jonathan Tweet
of his deck-dealing counterparts at rival
Companies. "You need to have a system of
checks and balances. You have to play-test
a game like this half to death!”

Tweet, who's something of a math head,
has recently garnered accolades for his ele-
gantly easy cult favorite On the Edge. Based
on his weird, William Burroughs-esque Over
the Edge role-playing game, On the Edge
plunges players into a surreal island set-
ting where spies, psychics and youth gangs
vie for power amidst layers of subterfuge.

"Some of these guys made incredible
blunders,” Tweet continues. "I'm stunned
at the stupid mistakes I've found in games
like Spellfire or Super Deck! It seems to be
a case of too little, too fast.”

Tweet and collaborator John Nephew
sought to make the game flexible and blun-
der-free by using the Internet and play-
test groups around the country. Character
cards are played in ranks to reflect the lev-
els of subterfuge portrayed in the RPG. Each
family of cards has peculiar strengths and
weaknesses. On the Edge’s unigue cumu-
lative point system and its toughness vs.
influence teeter-totter struggle for victory
indicate his success.

And how does Wizards of the Coast,
Tweet's newest employer, feel about his
havl'nq a hit game—about 10 million cards
have been shipped—for a rival company?

"They have a certain noblesse oblige
here," laughs Tweet. "Wizards of the Coast
is not your average company. It wants to
help the industry. And besides, I wr.otg it
before coming here, and I asked permission
real nicely.” Then he admits, "If Magic were
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not making gazillions of dollars, someone
might have grumbled.”

SIMCITY~THE CARD GAME
Mayfair Games
In 1990, Maxis Software released the city-
building SimCity computer game to criti-
cal acclaim. Can lightning strike twice?
That's what game designers Darwin Brom-
ley, Lou Rexing, Tom Wham and Peter
Bromley are hoping for when Mayfair
Games releases SimCity—The Card Game.
Like the computer game, the objective
in SimCity is to build a settlement into a
metropolis. During the game, players must
survive disasters and amass a fortune of
$250. Various cards carry values of one
"buck” and higher. Players take turns play-
ing different cards to build their zones and
their bank accounts. Certain cards can give
players bonuses that quickly change the
pace of any game. Other factors, such as
controlling the City Council, a new aspect
of the game, can also change the game's
pace. Player greed is definitely a key fac-
tor in this incarnation of SimCity.
"Play-testing went pretty smoothly,”
says Faith Price, Mayfair's manager of cor-
porate communications, “although the first
test lasted well over eight hours! Then
there were the seemingly endless rewrites
that we had to take care of.” Rewrites were
necessary because unforeseeable, off-the-
wall situations cropped up. For example,
during a test game, one crafty player threw
down a "long card” that entitled her to
compound her bonuses. The wording on
the card wasn't specific enough, and the
player earned 72 bucks in one turn. Need-
less to say, that player won handily, and
the card’'s been changed.

So what's the formula for card game suc-
cess? Evidently, you have to define your audi-
ence, develop your concept, delve into your
resources, decide game objectives, design
game play and debug through play-testing...

...and having a degree in combinator-
ial mathematics couldn't hurt! %R

Jeofrey Vitas is the assistant editor of
Armada and assistant manager for Acclaim
Comics. Jeff Gomez is the Armada line edi-
tor for Acclaim Comics. They are co-plot-
ling the Magic: The Gathering—The Shadow
Mage and Ice Age—A Magic: The Gather-
ing Miniseries comic books for Armada.

Steve Jackson
Games’ Illuminati:
New World Order

Decipher's
Star Trek: TNG

Atlas Game’s
On the Edge

Mayfair Games’
SimCity—The Card
Game

Card Sharks |
Super Deck! Sk




to unleash y .!1'

“deadly pufi u“ﬂy i Ve

" scissor kick ‘orimlfe-hand strike? T U]ltS'll -
Does soaety frown.on your desire 'wrestlmg bonng-—' o ﬁghnﬂg —enhanced

1o use fhe imniobilizing'arm lock -~ and more! { b by psychic powers, talis-"
or the bone-shattering shoulder Collect over 250 visually stun-  mans; weapons and armor.
throw? No problem. ning,cards of this action-packed Look for the limited first

Play ULTIMATE COMBAT — the  game. From basic Foundation, edition cards at a store near you.
only martial arts trading card Movement and white-Dbelt cards. Dealers and distributors, call
game developed and designed by ~ To brown-belt, rare black-belt 1-408-723-0703.
devoted students of the fighting and ultra-rare masters cards. ULTIMATE COMBAT. Now
arts. You'll be using the awesome ULTIMATE COMBAT offersan ~ you can become the undefeated
moves of karate, judo, taekwondo, ever-expanding world of realistic = master of the martial arts!




Rl - S

T 0 R el

ROLE-PLAYING GAMES
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With the arrival of collectible card games, fantasyland just keeps getting bigger and bigger.

I spent the morning putting up
shelves to hold the more than
300 role-playing games, expan-
sion sets and source books that
have trickled into my house
during the past year. Trying to
stay on top of the entire role-
F playing industry is getting to
be hard work. And you thought
keeping up with the supple-
ments for Magic: The Gathering was tough!

The recent explosion in role-playing
games (RPGs) has many people assuming
that the concept originated with Dungeons
& Dragons. But the roots of RPGs go back
at least to the 18th century, when Euro-
pean aristocrats amused themselves by
pushing toy soldiers around tile floors

ing games, was putting some finishing
touches on a tactical combat game of the
Middle Ages called Chainmail-complete
with knights, lances and castles. As an
afterthought, Gygax and co-conspirator
Jeif Perren added a magic supplement
that allowed knights to fling fireballs as
well as smite each other with swords. The
game was a flop, but the supernatural
seeds had been planted.

In 1974, Gygax and Dave Arneson pub-
lished the first version of Dungeons & Drag-
ons, which combined the combat rules of
Chainmail with the fantasy traditions pop-
ularized by Lord of the Rings author J.R.R.
Tolkien. The game didn’t look like much—
three miserable booklets with ambiguous

to simulate military engagements.
Elements of RPGs also appeared in
Prince Valiant, an obscure 1950s
board game based on the comic
strip, and in the theatrical pre-
sentations of the Society for
Creative Anachronism in the
mid- to late 1960s.

The first recognizable
RPG was born in a Wis-
consin basement in the
early 1970s. Gary Gygax,
an insurance man with
a penchant for design-

TOLKIF
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Dungeons & Dragons (TSR):
The first expansion mod-
ules are released shortly

e eafter the ground-breaking
D&D game.
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The Dragon. Magazine '
(TSR): First gaming
magazine.

by Rick Swan

rules and amateur-hour graphics. But it
introduced a set of innovations that char-
acterize RPGs to this day.

Participants assumed the roles of imag-
inary personalities (player characters) with
traits and skills measured by numerical rat-
ings; a warrior with a strength score of 15
was more likely to smash open a door than
a wizard with a strength of eight. An impar-
tial referee (the Dungeon Master) described
a scene in an imaginary world, then the
players announced how their characters
reacted. The referee tossed dice—including
four-, six- and 12-sided varieties—to deter-
mine the outcome. Taken together, the
scenes composed an improvised story that,
in the hands of an experienced group, could
be as memorable as a rich novel.

D&D stunned the hobby world by sell-
ing a million copies during its firgt
six years. Gygax quit his

insurance job.

In the wake of Dgp,
publishers knocked each
other down in a rush to
crank out their own RPGg,
In the past two decades,
hundreds of RPGs Covering
every conceivable genre

have popped up. Want tg
play a Vietnam vet? Check
out Recon. A spirit from the

“THE LoD OF THE RinGs” ™& © J.R.R. Towien. TSR LoGo ™ & @ TSR INc.
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Rune@uest (Chao-
gium): Introduceg

® ® Glorantha, first fully,
developed fantagy
world.

Traveller (GDW): First
serious science fiction
RPG.
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nether world? Take a look at
Wraith. Bugs Bunny? Try Toon.

Fans of the bizarre can find a
host of games that defy categoriza-
tion. Teenagers From Outer Space stages
extraterrestrial showdowns in shopping
malls and fast-food joints. Macho Women
With Guns serves up Amazonian duels with
killer rabbits and drunken frat boys and
offers an expansion kit called Bat-Winged
Bimbos From Hell. The tone of many mod-
ern RPGs is grimmer, edgier, because play-
ers raised on slasher films and Image
Comics tend to dismiss the fairy tale
ambiance of D&D as kid's stuff. The blood-
splattered Vampire: The Masquerade bears
about as much resemblance to D&D as
Deathblow does to Superman’s pal Jimmy
Olsen.

Formats have changed along with sub-
ject matter. The tacky pamphlets of the

Whatever world you choose, the possibilities are
endless. You can even play an animal aclivist...

Lookin’ for
larger-than-life adventures?
Try anthing from carfoons
to the supernatural.

original D&D have been

replaced by elaborate
boxed sets packed with maps and posters.
The Horror on the Orient Express supple-
ment for Call of Cthulhu includes luggage
stickers and a cardboard voodoo doll; Bull-
winkle and Rocky uses plastic hand pup-
pets. TSR, the publisher of DED, has
experimented with video tapes and com-
pact discs featuring adventure clues and
referee tips.

Complex rule books are as thick as phone
directories: the Advanced Dungeons & Drag-
ons rules take up more than 400 pages, and
the two volumes of Aria—where players
assume the roles of entire countries—con-
tain a whopping 800 pages. But endless
chapters of dry rules have
given way to texts with per-
sonality; RPG rules have
actually become fun to

read.

The collectible card
game is the latest incar-
nation in the RPG

Call of Cthulhu
Chaosium):
roundbreaking

orror game based
In the stories of H.P.

ovecraft.

1979

Advanced Dungeons &
Dragons (TSR): An upgrade
of D&D, AD&D remains the
hobby's biggest seller and

most popular game.
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® @ @ Star Trek (FASA): Faithful
L adaptation of the first
2 "Trek" series; early RPG
based on a licensed prop-
erty.

Villains & Vigilantes (Fan-
tasy Game Unlimited):
First superhero RPG.

dynasty.
Sure, card games
lack Dungeon Masters, 12-

sided dice and 10-pound rule
books. But consider the similarities. In
both types of games, players assume the
role of someone else; the Magic player does-
n't use a character sheet, but he's still pre-
tending to be a wizard. Magic has life
points; D&D has hit points, which are vir-
tually identical. The RuneQuest RPG intro-
duced a Magic-like spell-casting system,
where players accumulate points that enable
them to manipulate supernatural effects.
Many card games come directly from RPGs:
the Over the Edge RPG gave birth to the On
the Edge card game, while the Spellfire card
game lifts its monsters and artifacts from
Dark Sun, Dragonlance and other Advanced
Dungeons & Dragons products.

The most notable similarity, however,
is the dominance of the game world—an
internally consistent, vividly imagined envi-
ronment that supports a strong narrative.

“We notice a lot of interest in the game
world from talk on the Internet and
the mail we receive,” says John

: o o DC Heroes (Mayfair):
Sophisticated
treatment of entire
DC Universe.

Dragonlance (TSR): AD&D vari-
ant allowed players to recre-
ate scenes from simultaneously
published novels.

Marvel Super Heroes (TSR):
Entry-level RPG featuring Spi-
der-Man, the X-Men and the
Fantastic Four.
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Nephew, president of Atlas Games and co-
creator of On the Edge. "Both role-playing
games and card games are based on the
desire to tell stories. They just use different
approaches.”

Role-players learn about their world
through free-form adventures, card play-
ers through text on the cards. Both meth-
ods encourage players to excavate their
worlds a piece at a time, an experience that
can be maddeningly addictive. Hard-core
gamers gobble up scraps of information
as fast as publishers dish them out. And
what's Nephew hearing over the Internet?
"We want more!”

Judging from last year's Gen Con Game
Fair, where thousands of D&D aficionados
and Magic fanatics scrambled for floor
space in the Milwaukee Convention Center,

eesee e GURPS (Steve Jackson Games):

A Generic Universal Role Play-
ing System for any genre, set-
ting or character type.

Star Wars (West End):
Innovative adaptation
of the film trilogy.
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role players and card players have quite a
bit in common. “We find a lot of crossover
between the role-playing and card game
markets,” Nephew says. "Role players are
among card games' biggest fans.” The rela-
tionship is bound to grow, as RPG and card
game designers continue to share worlds
and borrow mechanics. Nephew feels we've
barely gotten our feet wet, imagining, for
instance, an RPG that incorporates a card
game to handle the spellcasting system.
"There are many interesting mixtures and
permutations.” A Magic RPG? Don't bet
against it.

The intense interest in Dominia, the
multiverse in which Magic
takes place, caught its
publisher, Wizards of the
Coast, by surprise. They
responded with five
expansion sets, and
more are planned.
They're finding out
what role-playing
publishers have known
for a long time: Game
worlds, whether they
come from cards or
RPGs, are infinitely
expandable and
generate an insatiable
appetite for detail from ded-
icated players.

And you know what that means—I'm
going to need more shelves. 0]

@0

(Wizards of the Coast):
Card craze begins.

Vampire: The Masquerade (White Wolf):

® ® First entry in the go-for-the-throat Storyteller
line, followed by Werewolf: The Apocalypse.
Amber (Phage Press): First diceless RPG.
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Rick Swan, columnist for Dragon Maga-
zine, has designed and edited nearly 50

role-playing products.

Q

First @Quest (TSR):
ADED variant using an
audio compact disc.
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DRAWN & QUARTERLY

Due to the overwhelming demand for this special
edition of InQuest, starting in April we've decided to
continue bringing it to you on a quarterly basis.

Starting in April, you’ll have a chance to explore
the gaming world and check up-to—-the-minute
prices four times a year. Each igssue will be
jam-packed with upcoming product news,
articles on the people who bring you the games
vou love to play, and special contests like the
premiere contest offering you the chance to win a
COMPLETE SET OF MAGIC: THE GATHERING -
every single card!

Reserve your copy now with the special card
included with this issue.

Brought to you by the creative team ui@
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How 10 USE THIS PRICE GUIDE

Repeat after me: The following /nCluest gome card price quide is os accurate ond upto-date os we could make it. There's
some other stuff you should know, feo.

The prices listed are for cards in Neor Mint condition. Neor Mint cards should be os glossy and colorful as they were on
the doy they came out of their packages. The focus should be good, and  very small printer’s mark s acceptable. Basically,

Neor Mint cards are welkprinted and virtualy free of any signs of use.
The Magic price guide lsts low and high prices, which ore just that: the lowest and highest prices being chorged for o

qiven card in these here United States. Remember, though, that all values listed in these pages are only quides; prices moy
vary depending upon the locol availobility ond popularity of o card.

There are several editions of Magic: The Gathering. The first edifion is actually split up info Alpha and Beta sefs, bath
of which hove black borders. The Beta cards are identificble by their smaller comer radii. The next edition of Magic is called
the Unlimited edition; it, like ol subsequent prinfings of Magic: The Gathering, hos white borders. Wizards of the Coost fol
lowed up with the Revised edition, which removed cards that were oo powerful or confusing.

2000000000000 0000000000000 0R00OR0R0R00000000R000000000000000000000000C000000000000009

CARD RATINGS

sesss THE BEST. These are cards that should fit nicely info virtuolly every deck. Creatures with a five-star rating are
usually gome-breakers; they're the ones that your opponents will pool all of their resources into eliminafing.
Five-star spells ore usually worth adding to o deck even if they ore of the wrong color. Cards such os City of
Brass, Celestiol Prism and Mana Batteries con be used to produce the oppropriate color of mana.

EXCELLENT. These are the cards that go into winning decks. They're not alwoys worth going out of your way
to occommodate, but if the color is right, these cards should find o place in most decks.

AVERAGE. For the most part, these cards help round out o wel-uned deck. Many cords in this category com
plement a variety of other cards that moy be in your deck. Which cords you use from this category depend
|argely on what your deck concept is, and on what four- and five-star cards your deck contains.
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Mox Sapphire ART
Time Voult ART
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Demonic Hordes SC
Drcin Life SOR
Gloom N
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Lord of the Pit 5C
Nightmore SC
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Sinkhole SOR
Wilk0*The Wisp SC
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Zomhie Moster SC
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on cither side. Clone gER
Control Mogic i
Copy Arifact ]
Counterspell INT
A L pH A :Jlﬂ_il}bf;m'.'er SOR
Full Alpho Set (295) $1,875.00 $2,860.00 nvisibilty EC
Unlisted Alpha cards ore worth 3 to 4 times equivalent Revised cards. }:;[']‘;igzlh;ﬂgpk"s ISN(T
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Basalt Monolith M7 600 1000 | FPhontasmal Forces 5
Black Lotus MR 8000 10000 | FeionicBlost INS
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Mox Jet MR ccose 4500 7000 | Birdsof Poradise SC
Mox Pearl MR oocee 4500 7000 | Comoulloge INs

AC Artifoct Creafure INS  Instont
ART  Artifact INT_ Interrupt
EA Enchant Artifact [AN  Lond
EC Enchant Creature SC Summon Creature
EE Enchant Enchantment SOR  Sorcery
EL Enchant Land C Common
EN Enchontment U Uncommon
EW  Enchant World R Rore
Rority  Rating Low Price  High Price Nome Kind  Raity  Rafing LowPrice High Price
R seoee 4500 70.00 Channel SOR U 3.00 6.00
R ssess 4500  70.00 Cockatrice SC R 12.00 18.00
R esoe 40.00 40.00 Elvish Archers SC R 15.00 25.00
Force of Nature SC R 2000  30.00
Fungusaur SC R 13.00  20.00
R eoos 1800 2500 | Gaeo’s Liege sC R 15.00  25.00
C oso 6.00 800 | lee Storm SR U goo  11.00
U esce 250 350 | Notural Selection s R . 2500 4000
R oo 2500 4500 | Regrowth SR U sooee 700 300
R 18.00 25.00 Thicket Bosilisk SC 1] soco 4.00 6.00
R 1800  25.00 Timber Wolves SC R oco 10,00 15.00
R 15.00 20.00 —
C 4.00 7.50
R 900 1250 | DworvenDemolifon... SC U eco 700 1200
R L 2500  45.00 Earthquoke SR R oo 10.00 TS-US
R oo 1000 1250 | Folse Orders s ¢ soo 400 60
Fork INT R ocooco 15.00 22.00
Goblin King SC R eco 11.00 lﬁ.gg
R 3500 4500 | lrondow Orcs CC o 4.00 15‘00
R 10.00 13.00 Mana Flore EN R oooo 9.00 £00
U 250 400 | Orcish Arfllery €U scce 500 1000
u 250 350 | Oucish Oriflomme EN U o00 6.00 4500
R 8.00 1200 | Roging River EN R 00 25.00 200
U 4.00 500 Red Elemental Blost N osec0 200 30,00
R 1100 1500 | Rock Hydro sC R evo 2000 g
C 750 1200 | SedgeTrol st R ees 1500 S0
R oo 1200 2000 | Shivon Drogon sC R eooce 1500 £0.00
R eseco 1200 1800 | TwoHended Giont s R eeco 3500 o)
R eecoo 1100 1500 | WallofFire SC U oo 2.50 1
R eeo 1100 1600 | Wolof Stone s ose 250 B
u . 3.00 400 | Wheel of Fortune SR R osese  10.00 ]
Al
: 17.00 WIHDTE
R 4000 5500 | Amogeddon SR R oocco  11.00 ?ggg
R 3500 4500 | Block Ward KU osee 105 :
C 7.00 10.00 Bloze of Glory NS R L 25.00 40.00
C 50 100 | Blue Word (O 1.25 2.00
R 1200 1800 | Circleof Protection: Red EN  C ceco 50 75
R 10.00 15.00 Consecrate Land i U eoee 7.00 12.00
Conversion N 1] socee 2.50 4.50
Crusade EN R eo00 10.00 18.00
R eesc 1100 1400 | Death Word s ¢ ssce 30 1.00
U esooe |7 (0 17.00 Green Word £ 1] eo0 1.25 200
R esoco 1400  24.00 | Islond Sonctuary EN R o0 1500 7500
U oso 7.00 10.00 Kormo 2] 1] ooooe 400 500
INQUEST 29

POOR. This category includes mony common creatures ond spells that are often passed over in favor of more
powerful cards that have similar costing costs. It also includes cords that may seem powerful at first glance,
but ore octually discorded more often than played.

. THE WORST. There are three basic types of cards in this category. The first ore those thot con duplicate the
abilities of another cord, but af a higher costing cost or other demand on the caster. The second includes
spells whose uses are very obscure. There may be on average card combinafion thot includes these cards, but
they are often too difficult to execute in order to be worth your while. Finally, there ore cards that seem fo be
“fillers.” They often leave players wondering if there is a good use for such cards. Usually, there isn'r.

INAPPLICABLE. These cards ure busic lands. You can’t win o game ploying only these cards, but you con’t win
without "em, either.




Nome Kind ~ Rarity  Rating Low Price High Price
Northem Paladin SC R esee 1400 2000
Personal Incamation ~ SC R L 1200  20.00
Red Ward EC u seee 1.25 2.00
Reverse Damage NS R sesee 000 15.00
Righteousness INS R ssce 10.00 15.00
Savannah Lions SC R L 10.00 15.00
Sema Angel SC U sesee (00 15.00
Veteron Bodyguard SC R ssee 11.00 12.00
White Knight SC u e 4.00 6.00
White Ward £C U soo 1.25 1.50
Wioth of God NS R eess 1100  18.00

i € L) SR |

creature the ability to
band unul end of turn.

BETA 7/UNLIMITED

Full Beta Set (302) $1,350.00 $2,125.00

Full Unlimited Set (302) 1,125.00 1,775.00
Prices are for Betn cards. Unlisted Beta cards are worth 2 to 2.5 fimes
equivolent Revised cards.
Unlimited cords are worth 0.8 fimes equivalent Beta cards.
Nome kKind  Roity  Rafing Low Price  High Price
ARTIFACTS
Bosalt Monolith AT U . 150 2.50
Black Lotus MRT R seeee 7000  90.00
Black Vise MU sose 1.00 1.50
Celestial Prism MR U seces 100 2.50
(haos Orb MT R sscoe 3000 45.00
(lockwork Beast AC R eoo 6.00 8.00
Copper Tablet MRT U s 2.00 3.00
Crystal Rod MU oo 1.00 2.00
Cyclopean Tomb KT R oeco 20.00 40.00
Dingus Egg ART R oo 4.00 6.00
Forcefield MR sseee 3500 60.00
Gauntlet of Might RT R eesee 4000 70.00
Helm of Chatzuk BT R sooo 5.00 7.00
Howiing Min MR eeso 500 800
Iy Manipulator BT U sssoe 7000 40.00
llusionary Mask KT R vo0 20.00 30.00
Iron Stor AT U o0 1.00 3.00
Ivory Cup MU oo 100 2.000
Jode Statue ART U 5.00 15.00
Jayemdoe Tome ART R seoo 5.00 7.00
Kormus Bell ART R o 5.00 8.00
Library of Leng ARTU ooe 2.00 4.00
Mana Voult AT R o 4.00 6.00
Mox Emerald ART R sscse  40.00 60.00
Mox Jet ART R essee 4000 60.00
Mox Pearl ART R eooee  40.00 60.00
Mox Ruby ART R escce 40,00 60.00
Maox Supphire TR esose  4(.00 60.00
Nevinyrmal’s Disk BT R soce 5.00 7.00
Sol Ring R oo 4.00 8.00
Soul Net BT U oo 1.00 2.00
Thrane of Bone [ -] 000 1.00 1.50
Time Vault MT R sece  30.00 40.00
Winter Orb MR oo 4.00 7.00
Wooden Sphere AT U oo 1.00 2.00
BLACK
Animate Deod EC U coce 1.25 2.00
Bod Moon N R ooo 10.00 15.00
(ursed Lond £l 1] sco 1.25 2.00
Dork Rituol INT d ecoce 25 50
Dorkpact SOR R s000 4.00 6.00
Deathgrip EN u oco 1.50 3.00
Demonic Hordes SC R os00 6.00 8.00
Demonic Tutor SR U eoo0o 2.00 3(5)8
Eyil Presence fl U soa 1.25 1
Feor £ C 000 .25 S0
loom N I o0 1.00 2.00
Lich R oo 2000 40.00
Lord of the Pit SC R oo 12.00 ]g gg
Nether Shadow SC R ose 5.00 d
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Name

Nettling Imp
Paralyze
Pestilence

Plogue Rats
Raise Deod
Sacrifice
Scavenging Ghoul
Sengir Vampire
Simulocrum
Sinkhole

Termor

Warp Artifoct
Weakness

Word of Command

Animote Artifact
Braingeyser
(lone

Control Magic
Copy Artifact
(reature Bond
Drain Power
Feedback
Invisibility
Phantasmal Terrain
Pirate Ship
Power Leak
Power Sink
Psionic Blast
Psychic Venom
Sea Serpent
Siren’s Call
Sleight of Mind
Spell Blost
Stasis

Time Walk
Timetwister
Twiddle
Unsumman
Vesuvan Doppelganger
Volcanic Eruption
Wall of Water

GREEN
Berserk

Birds of Poradise
Comoufloge
Channel

Fog
Force of Noture
Fungusour
Gaeao's Liege

Iee Storm

Instill Energy
Kudzu

Ley Druid
Lifeforce

Living Artifact
Living Londs
Llanowaor Elves
Natural Selection
Regrowth
Wonderlust

Wild Growth

RED
Disintegrate
Diagon Whelp

Dwaorven Demolition. ..

Dworven Warriors
Eorthbind
False Orders

Fork

Goblin Balloon Brigade
Goblin King
Granite Gargoyle
lronclow Orcs
Keldon Worlord
tona Flare
Monabarbs
Oxcish Adtillery
Orcish Oriflomme
Power Surge
Raging River
Rock Hydro
Sedge Troll
Stone Giant
Tunnel

=
a
=1

=

ACCmATTCcCNCCTITANC ST = - R T Rt N e =T Tt R T — R N N T Ec TR N R N o W W W W —4

= L T = Pl e e N N —

Rofing  Low Price

sssse 1.00
soe 25
(YT} 25
o 25
Ll 25
. 1.00
eoe 1.00
ssse 3.00
ceve 1.00
ose 3.00
[ 25
sse 4.00
ssoe 25
. 20.00
essee 3000
oo 1.00
sose 5.00
ssee 1.50
esvce 1.50
soee 5.00
sos 25
esse 5.00
. 1.00
ssce 6.00
esee _25
ssse 4.00
.. 25
ssse 25
esce 5.00
. 25
. 175
eos 1.00
seses 4.00
see .50
ase 4.00
sssee 7500
essse 7500
seces 5.00
eee 7?0
sesce 8.00
soe 400
oo 1.00
eosee  10.00
sesee 6.00
a00 600
see 1.00
eee .25
ssve 8.00
ase 6.00
seses 6.00
ese 6.00
sese 1.00
. 4.00
o0 ]uo
esee 1.00
oee 400
oo 6.00
P 25
° 20.00
esesss 1.00
oo A0
o000 AES
cose 2.00
eoe 6.00
00000 .25
ooe 25
eooo 3.00
eooee 12,00
eoee ].UU
eeo 7.00
oceeo 5.00
° 2.00
coo 2.00
aoco 500
oo 4.00
seoo 1.00
a00 ]GD
eo000 4.00
ooo 20.00
oco 7.00
000 5 Uﬂ
000 I UU
o0 1.00

High Price

Nome Kind ~ Rarity  Rafing Low Price  High Price
TwoHeoded Giont SC R ssee 3000 45.00
Wall of Fire SC U see 1.00 1.50
Wheel of Fortune SOR R sesse 6.00 8.00
WHITE

Bolance SOR R 5.00 8.00
Blaze of Glory INS R 20.00 35.00
Blessing EC R 5.00 7.50
Costle EN U 1.00 2.00
Consecrate Lond EL 1] 5.00 10.00
Conversion EN U 1.00 2.00
Disenchant INS C .25 50
Farmsteod EL R . 4.00 6.00
Holy Armor EC b eoo 25 .50
Korma EN 1] ecoce 1.00 2.00
Personal Incamation SC R .o 7.00 9.00
Resurection SR U ssas 1.00 1.50
Sero Angel U essss 700 1200
Swords fo Plowshares  INS U sssse 1.00 1.00
Veteran Bodyquard SC R ssoe 700 1000
Wrath of God NS R sose 7.00 10.00
LANDS

Bodlonds N R 6.00 9.00
Bayou N R 6.00 9.00
Plateau N R 10.00 15.00
Savonnoh LAN R 6.00 9.00
Scrublond AN R 6.00 9.00
Tuigo AN R 6.00 9.00
Tropical Islond AN R 6.00 9.00
Tundro AN R 6.00 9.00
Underground Sea AN R 6.00 9.00
Volcanic Islond N R 6.00 9.00
| ==

REVISED EDITION

Full Set (302) $485.00 $725.00
Nome Kind  Roii Rating  Low Price  High Pric

ARTIFACTS ¥ . i
Aladdin’s Lamp AT R ssce 3.00 4.00
Aladdin’s Ring ART R seo 3.00 4.00
Ankh of Mishio TR o 2.00 3.00
Armogeddon Clock ART R s 2.00 3.00
Busalt Monolith ART 1] .o .50 1.00
Black Vise M eose 100 200
Bottle of Suleiman ART R ose 2.00 3.00
Bross Man AC U oo 50 1.00
Celestial Prism ART U veoce 50 1.00
Clockwork Beost AC R oo 3.00 4.50
Conservator MRT U oo .50 1.00
Crystal Rod ART ] \d .50 1.00
Danding Scimitar AC R ove 2.00 3.00
Dingus Egg MR oo 2.00 3.00
Distupting Scepter ART R sse 2.00 3.00
Dragon Engine AC R oo 2.00 3.00
Ebony Horse ART R ° 3.00 5.00
Flying Carpet TR oo 2.00 3.00
Glosses of Urza BT U eee S0 100
Helm of Chatzok MR wes 300 4
Hive, The MT R o00 3.00 500
Hnwlsng Mine TR osso 4.00 6.00
Iron Star MR oo 50 1.00
tvory Cup M oo 50 1100

Ivory Tower ART R e0000 3.00 :
Jode Manolith ART i p!
Jnd R oo 2.00 3.00
or's Ring AT R oo 200 300

Jondor's Soddlebags ARy R ooee 2.00 |
Joyemd i 300
yemdoe Tome ART ] oo00 2.00 3.00

Juggemout AC U e 100 ;
Kormus Bell MR o 300 200
Library of Leng By o o 5.00
Living Woll i U e 5 1.25
o 50 1.00




Nome Kind  Raity  Rofing LlowPrice High Price Nome Kind Rty  Rafing Low Price  High Price Nome Kind  Roity  Rating LowPrice High Price
Mana Voult ART R . 2.00 2.00 Copy Artifact EN R ssce 3.00 5.00 Thicket Basilisk 5C U sese 1.00 2.00
Meekstone MR sose 3.00 4.00 Counterspell INT U ssvee 1.00 2.00 Timber Wolves SC R soe 2.00 3.00
Millstone AT R eoe 2.00 3.00 Creature Bond EC C ese 10 20 Titania’s Song EN R soe 3.00 4.00
Mishra’s Wor Machine ~ AC R . 3.00 5.00 Drain Power SOR R L) 4.00 5.00 Tronguility SR C ssce 10 20
Nevinymal's Disk ART R sese 3.00 5.00 Enuriy Flux EN 1] voe .50 1.00 Tsunomi SR U . .50 1.00
Obsianus Golem AC I} eoe 50 1.00 Feedbock EE U o .50 1.00 Verduron Enchontress  SC R oo 3.00 5.00
Onulet e R oo 2.00 3.00 Flight EC C i 10 20 Wall of Brambles SC I ses 50 1.00
Onmithopter AC 1] oo 30 60 | Hurkyl's Recal NS R oo 3.00 4.00 Wall of lce SC U seo 50 1.00
Primal Cloy AC R o 2.00 3.00 Island Fish Josconius SC R L] 3.00 5.00 Wall of Wood SC [ L 10 20
Rack, The AT ese 1.00 200 | Jump NS C o .10 20 | Wonderust £C U L 50 50
Racket Louncher ART R see 2.00 3.00 Lifetap N U eeee .50 1.00 Wor Mommoth SC C sseo 10 10
Rod of Ruin MRTU ose 50 1.00 | Lord of Atlontis SC R soe 4.00 8.00 Web £C R scee 2.00 3.00
Sol Ring MU eose 1.00 2.00 | Mogical Hock INT R secee 40 6.00 Wild Growth £l C L 10 10
Soul Net T U oe 50 1.00 Mahamoti Djinn SC R seses 500 7.00
Sunglasses of Urza AT R soee 3.00 5.00 Mano Short NS R eoee 3.00 4.00 RED
Throne of Bone ART U L S0 100 | Merfolk of the Trident  SC  C o 10 20 | Awg St L o .10 20
Winter Orb ART R oee 2.00 3.00 Phantasmal Forces SC U oo 50 1.00 Burrowing EC ( ooe .50 1.00
Wooden Sphere ART U e .50 1.00 Phantosmal Terrain L C ssee 10 20 (haoslace INT R eee 2.00 2.00
Phantom Monster SC U soee 50 1.00 Disintegrate SR C sese 20 30
Pirate Ship SC R esce 3.00 4.00 Dragon Whelp SC 1] seoe 1.00 2.00
Power Leak EE C oo 10 20 Dwarven Warriors SC C scsso 10 20
Power Sink INT £ Liadd 10 20 Dwarven Weaponsmiths  SC 1] see 50 1.00
Prodigol Sorcerer SC ( seece 10 20 Earth Elemental SC U oo .50 2.00
Psychic Venom EL ( L 10 20 Farthbind e € oso 10 15
Reconstruction SR C see 10 20 Farthquoke SOR R Y 4.00 5.00
Sea Serpent sC C »”», .10 .20 Fire Elemental SC 1] sse 2.00 3.00
Serendib Efreet SC R L] 6.00 8.00 Firehall SR C eoce 20 30
e T T T ) % T AR Siren's Call INS u b .50 1.00 Fi:eh[eulhing EC (B esse 0 20
1: Dentroys all ercaures,  [Bf [l 7 Mabe saoutes ooz o ‘ Sleight of Mind INT R esses 400 5.00 Flushfires SR U ose0 J5 1.00
e, s i o~ e Spell Blost N C sen -10 20 | Fork INT R esees 500 8.00
Disk begins tapped but e ' Stasis R ons 300 400 | GoblinBalloonBrigade SC U eeee 500 100
can be untapped as usual, s { Steal Artifact 7} U oo 1.00 2.00 Gohlin King SC R eoo 5.00 6.50
” Thnughﬂu(e INT R bt 1.00 2.00 Gronite Gu[gw]g SC R seoee 3.00 5.00
Unstoble Mutation EC ( eee 10 20 Gray Ogre 5C C 10 10
Unsummon N C ose 10 20 Hill Gignt SC C s 10 10
BLACK Vesuvan Doppelganger ~ SC R sssse 7.00 9.00 Hurloon Minotaur SC C .0 10 10
Animate Deod fC U eese 30 100 | Volconic Eruption SR R ove 3.00 5.00 Keldon Warlord I8 U es0 1.00 2.00
Bad Maon N R see 4.00 500 | Wollof Air SC U soe 50 1.00 Kird Ape S C oo 10 10
Block Knight sCou eoee 5 200 | Woll of Water s U o 50 1.00 | Lighming Bolt s esese 20 30
Bog Wraith sCu oee 75 100 | Water Hementol S U o 50 100 | Hagnefic Movntain BN R soe 3.00 4.00
Contract from Below ~ SOR R o 200 3.00 Mano Flare N R cose 4.00 5.00
Cursed Lond [ oo S0 1.00 TGRS, | — ) Monabarbs W R oo 2.00 250
Dark Riual T C sesse 25 50 ( AL el Gl - N~ Mige Diinn s R ose 3.00 4.00
Dorkpac SR & w200 230 Mors'Goblin Reiders  SC (o B[
Deathyiip BooU v S0 100 Orcsh Arllery S U eose 0010
Deathluce IR d 200 200 Orcish Oriflomme N ooe 100 200
Demonic Attomey SRR oe 200 3.00 Power Surge N R seses 200 3.00
Demanic Hordes 5 R i 500 7.00 Red Elemental Blost INT C eecoe 10 20
Demonic Tutor SR U eesee 100 2.00 Roc of Kher Ridges sC R eses 300 4.00
Drain Life SR C see 10 20 Rock Hydra S R eoe 6.00 8.00
Drudge Skeletons ¢ ¢ sews 10 20 Sedge Troll R oo 300 500
Etio R e 30 S0 Shattr W € eees 0010
Erg Roiders st ¢ v 102 Shotterstorm SR U os0 10 200
Evil Presence U 50 1.00 Shivan Dragon SR ecoss 000 1500
Fear EC ( 10 20 " ¥ ) | ] Smoke N R . 2.00 3.00
Frozen Shode SC ( 10 20 . - S g Stone Giont SC U oo 50 1.00
Gloom EN u L 4 Stone Roin SR C eo0 10 20
Howl from Beyond N C 10 20 GREEN Tirnel SR U i 50 1.00
Hypnotic Spectre st U 100 200 | Aspet of Wolf € R eees 40D 500 | Uthden Troll < U oe00 1.00 1.50
Lord of the Pit < R 5.00 8.00 Birds of Poradise SC R eccce 50 7.00 Wall of Fire 5 U i 50 1.00
Mind Twist SER s ;gg ggg Ehul?ﬂ;i[ g?R U ese 50 1.00 Wall of Stone SC ] P 50 1.00
Nether Shodow S . . ockofrice R eecse 5.00 b, ssnee 5.00
Netfing lmp ¢ U S0 100 | Cow Wom SCC e U | Wb SO ol
Nightmare < R 6.00 10.00 Crumble ) NS U sese 10 0 WHITE
Poralyze B C J0 20 | Desert Tuister SR U e 100 150 | primate Wl KR o0 200 300
Pestilence N ( 10 20 Elvish Archers SC R oo 3.00 500 feciertri SRR — 500 6.00
Flugue Rats SC C 25 50 Fastbond N R i 3.00 4.00 Bu!un%c SOR R 00000 3.00 4.00
Raise Dead SR C 10 20 | Fog Ns ¢ ooe 10 20 | Benglish Hero st ¢ ese 10 -
Royal Assossin < R 7.00 10.00 Force of Nature SC R sose 6.00 8.00 Black Ward i U coce 50 1.00
Sauifice U 50 1.00 Funql,Jsuyr SC R eso 4.00 6.00 Blessin i R oot 300 4.00
Scathe Zombizs st C 10 20 1 Goen's liege SC R sosse 400 600 | oy € U voé 50 125
Scovenging Ghoul sc U S0 100 | Giont Growth s ¢ sess 10 20| Costle WU o0 75 1.50
Sengir Vempire 5 U 1.00 2.00 Glgnl Spider SC C b 10 20 (ircle of Protection: Block EN { e 10 <
Simulacrum ws U 30 1.00 an:_cly Bears 3 C o 10 20 Gitce of Protection: Blue EN C i 10 e
Sorceress Queen st R 0 500 1 Huricone R e 50 100 | Circle of Protecton: Grezn EN i 10 o
Temor s ¢ 18 4l Tl nergy i U ooee 100 2.00 Ciicl of Protection: Red  EN C sese 10 20
Unholy Stiength £ ¢ 10 20| lorvoot Treefolk 3 ¢ oo 10 20 Circe of Protection: White EN C ooy 10 .
Wall of Eone U A0 100 | ude LR . 200 300 | coweson U ases 100 150
Worp tfoc BooR 200400 Ley Duid SCU e 500100 | Cusode iR eeee 400 500
Weakness £ oD i WU eeee 50 100 | Death Wod W oo 10 .10
Will0"The Wisp ¢ R 33 6.00 | Lfeloca INT R ° 2.00 300 | Discathont s C ossee .10 20
Tombie Moster ¢ R - 00 6.00 | Liing Arfoct BooR nes 2.00 300 | EyeforonEye NS R oose 3.00 4.00
Living Londs EN R L 2.00 4.00 Formstead il R o 2.00 3.00
BLUIE Uonowar Elves SC ( eoco 10 0 Grezn Ward £ U oo 50 1.00
it Eemental sc U esee 30100 | le U eseee 50 00 | Gyion g W5 (e 10 10
Animate Arifoct moou oee S 100 | Regeneration € C iy 10 20| Hegling Safve N ees 10 10
Blue Elementol Blost ~ INT  C men 10 20 | Regrowih SR U eeos 30 100 | Holy Amnor (GRS vee 10 10
Braingoyser sop R e 300 600 Suyh Spies * L o J0 20 | Holy Shength B£C eve 10 L,
Clone i U os0e 1.00 2.00 Shanodin []{?'uds SC ( o000 10 20 Island Senchuary i R & 3.00 4.00
Contrl Mogic i U cesso 100 2.00 | Stream of Life SR C 000 10 1 fere WU oscee  1.00 7.00

INQUEST 31




Nome Kind  Roity  Rofing Low Price  High Price
Lance EC U oo 50 1.00
Mesa Pegasus SC ( eooe 10 20
Northem Polodin SC R esse 6.00 6.00
Pearled Unicom SC C o 10 20
Personal Incamation SC R o 5.00 6.00
Purelace INT R oo 2.00 240
Red Word EC 1] eoce 50 1.00
Resurrection SR U ssse 50 1.00
Reverse Damoge NS R sseee 4 () 5.00
Reverse Polarity NS U [ 50 1.00
Righteousness NS R ssee 4.00 6.00
Somite Healer SC C soe 10 20
Savannch Lions SC R ooe 2.00 3.00
Sero Angel SC U seeee 30 5.00
Swords to Plowshares  INS U sscee 50 1.00
Veteron Bodyguard SC R soce 5.00 6.00
Wall of Swords 5C U osse 15 2.00
White Knight SC u soce 1.00 2.00
White Word EC 1] eee .50 1.00
Wrath of God NS R L 5.00 6.00
LANDS

Badlands N R sooe 5.00 7.00
Boyou AN R ssse 5.00 7.00
Forast U e 05 05
Islond U —_ 05 .05
Mountain N — 05 05
Plains N C —_— 05 .05
Plateau IN R ecee 5.00 7.00
Savannoh IAN R eose 5.00 7.00
Serublond N R sooe 5.00 7.00
Swomp AN C — .05 05
Toiga AN R ssee 5.00 7.00
Tropical Island AN R sece 5.00 7.00
Tundra AN R ssoe 5.00 7.00
Underground Sea WN R sose 5.00 7.00
Volcanic Island N R ssee 5.00 7.00

? = % =
Thip to wdd | colores
TTHING 10 0T ANy
ool or do 1 dantsge tn
E anauacking creatue |
¢ after It deabs its damage, |

ARABIAN NIGHTS_ 5~

Full Set (77) $560.00  $925.00
Nome Kind  Roity  Rafing Low Price High Price
ARTIFACTS

Aaddin's Lomp MRT U sooe 6.00 8.00
Naddin's Ring MU eoo 6.00 8.00
Battle of Suleiman AT R oo 6.00 8.00
Bross Man AC U o0 3.00 5.00
(ity in 0 Bottle AT R ° 1200 2000
Dancing Scimitor AC R eco 5.00 7.00
Ebony Horse TR ° 6.00 8.00
Flying Carpet AT R ooen 6.00 8.00
Jondor's Ring TR oo 6.00 10.00
londor's Saddlebags ~~ ART R cooe 6.00 10.00
Jeweled Bird AT R ° 6.00 10.00
Pyromids ART R oo 15.00 25.00
Ring of Ma'ruf AT R oo 15.00 25.00
Sandals of Abdallch M7 R oo 10.00 15.00
BLACK

Coumbajji Witches SC ( ooo 1.00 2.00
Erhoioi 5 R oo 600 1000
Erg Raiders SC ( o0 A0 50
Guardion Beast SC R ecoo  30.00 50.00
Hasran Ogress SC ( ° 15 1.50
Junun Ffreet SC R oo 8.00 15.00
luzam Djinn SC R oo 8.00 15.00
Khabal Ghoul SC R ooo0 12.00 2500
Oubliette EN ( ssse 2.00 4.00
Sorceress Queen SC R sscce  §( 15.00
Stone-Thiowing Devils  SC ( ooo 2.00 3.50
Nt € e 0 200
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Name

Fishliver Oil

Flying Man

Giant Tortoise

Island Fish Jusconius
Merchont Ship

0ld Man of the Sea
Serendib Djinn
Serendib Efreet
Sinbad

Unstable Mutation

GREEN
(yclone
Desert Twister
Drop of Honey
Eihnam Djinn
Ghazbon Ogre
Iibiff Efreet
Metamorphosis
Naffs Asp
Sondstorm
Singing Tree
Wyi]uﬁ Wolf

RED
Aloddin

Ali Baba

Ali from Cairo
Bird Maiden
Desert Nomods
Hurr Jackal
Kird Ape
Magnefic Mountain
Mijae Djinn
Rukh Egg
Ydwen Efreet

WHITE
Abu Jofor

Army of Alloh
(omel

Eye for an Eye
Jihod

King Suleimon
Maorish Cavalry
Piety

Repentont Blacksmith
Shaharozod
War Elephant

Bozaar of Baghdod
City of Bross

Desert

Diomond Valley
Elephant Groveyard
Islond of Wok-Wak
Library of Alexandrio
Qusis

Rarity

Moo Mo Moo Moo e

e -Talat - T V]

ECEECEE Rt ]

Rating  Low Price  High Price
soe 1.00 2.00
sse 2.00 3.00
o 1.00 2.00
oo 6.00 8.00
o 8.00 12.00
ssese 1200  20.00
(1] 10.00 15.00
o 1000  20.00
. 1000 15.00
ece .50 1.00
o 4.00 6.00
eoce 6.00 8.00
ees 20.00 30.00
. 9.00 15.00
. 1.00 2.00
oo 9.00 15.00
. 2.00 3.00
. 2.00 3.00
. 2.00 3.00
eses 7000  30.00
soee 4.00 6.00
sees 7000  30.00
sce 10.00 15.00
sees 3000  45.00
oo 75 1.00
oo 2.00 3.00
ece 3.00 4.00
ese 1.00 2.00
soe 5.00 7.00
oo 6.00 10.00
sssss 40 6.00
. 800 1500
eses 1700 2000
i 1.00 2.00
. 1.00 2.00
ssee 6.00 10.00
sees 7000  30.00
. 8.00 15.00
soe 2.00 3.00
o 1.00 2.00
soo 8.00 12.00
. 7.00 10.00
soee 2.00 3.00

Full Set (85)

Nome Kind  Rority
ARTIFACTS

Amulet of Kroog M C
Amaogeddon Clock KT U
Ashnod's Altor ART U
Ashnod's Batfle Gear ~ ART U
Ashnod's Transmogront ART U
Battering Ram AC (
Bronze Tablet ART R
Candelabro of Townos ~ ART R

$395.00 5485.00
Rating  Low Price  High Price
o= 50 1.00
oo 5.00 6.00
e 500 6.00
e 3.00 4.00
ase 4.00 5.00
se 50 5
. 12.00 15.00
ecccs 1000 15.00

Nome Kind
(loy Stotue AC
Clockwork Avian AC
Colossus of Sardio AC
Coral Helm ART
Cursed Rack ART
Drogon Engine AC
Feldon’s Cane ART
Golgothion Sylex ART
Gropeshot Cotopult AC
Ivory Tower ART
Jolum Tome ART
Mightstone ART
Millstone ART

Mishra's Wor Machine ~ AC

Obelisk of Undoing ART
Onulet AC
Omithopter AC
Primal Clay AC
Rack, The ART
Rakolite ART
Rocket Launcher ART
Shopeshifter AC
Staff of Zegon ART
Su-Chi AC
Tablet of Epityr ART
Tawnos’s Coffin ART
Tawnos's Wand ART

Tawnos's Weaponry ~ ART
Tetravus AC

Triskelion AC

Urza's Avenger AC

Urza’s Chalice ART
Urza's Miter ART
Woll of Spears AC

Weakstone ART
Yotion Soldier AC

BLACK

Arifact Possession EA

Gate to Phyrexio EN

Haunting Wind N

Phyrexion Gremlins SC
Priest of Yowgmoth SC
Xenic Poltergeist SC
Yawgmoth Demon SC

BLUE

Drafna’s Restoration SOR
Energy Flux N
Hurkyl's Recall INS
Power Aifoct EA
Reconstruction SOR
Suge of LotNom SC
Tronsmute Arfifact SOR
GREEN

Argothian Pixies SC
Argothian Treefolk SC
Citanul Druid SC
(rumble INS
Gaea's Avenger SC
Powerleech EN
Titania’s Song EN
RED

Artifact Blost INT
Atog SC
Detonote SOR

Dwarven Weaponsmiths ~ SC
Goblin Artisans (
Orcish Mechanics SC
Shatterstorm

WIRITE
Argivion Archoeologist ~ SC
Argivian Blacksmith SC

Arifoct Word £
Circle...Profection: Artifact EN
Damping Field

Mortyrs of Korlis SC
Reverse Polurity NS
f’ushras Fuclow Lond
Mishra’s Workshop Land
Strip Mine Land
Urza's Mine Lond
Urza's Power Plont Land
Urza's Tower Lond

el
3
3

e s L = F e N =R b e P e el F Tt
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Rating

Low Price

75
10.00
15.00

8.00
4.00
50
6.00
10.00
50
4.00
4.00
4.00
4.00
8.00
8.00
2.00
.50
4.00
3.00
2.00

8.00

12.00

5
7.00
2.00
4.00

15

6.00
9.00
6.00
2.00
2.00
2.00

High Price
1.00
15.00
20.00
10.00
5.00
1.00
8.00
15.00
1.00
6.00
6.00
5.00
5.00
10.00
12.00
3.00
A5
5.00
4.00
3.00

1.00

10.00
4.00
1.00
1.00
4.00

1.00

300

1.00
1.00
6.00
3.00
3.00
1.00
10.00

18.00
1.00
1.00
9.00
3.00
5.00
1.00

8.00
10.00
7.00
3.00
3.00
3.00




»

LEGEND$
Full Set (310)

Nome

ARTIFACTS

Alabara’s Corpet ART
Achor's Tomb ART

Arena of the Ancients ~ ART
Black Mano Bottery ART
Blue Mona Battery ART
Bronze Horse AC

Forethought Amulet ART
Gountlets of Chaos ART
Green Mona Battery ART
Horn of Deafening ART
Knowledge Vault ART

Kry Shield ART
Life Chisel ART
Life: Matrix ART
Mana Matrix ART
Mable Priest AC

Minor Universe ART
Horth Star ART
Nova Pentacle ART
Planar Gate ART
Red Mona Bottery ART
Relic Barrier ART
Ring of Immortals ART
Sentinel AC

Serpent Generator ART
Sword of the Ages ART

Triossic Egg ART
Voodoo Doll ART
Wihite Mano Battery ART
BLACK

Abomination SC

Abyss, The W
Al Hallow's Eve EN

Blight EL

Corrion Ants SC

Chains of Mephistopheles EN
Cosmic Horror SC
Cyclapean Mummy SC

arkness INS
Demonic Torment £
Evil Eye of Oims-By-Gore  SC
Fallen Angel SC
Ghosts of the Damned ~ SC

Giont Slug SC
Glyph of Doom INS
Greed EN
Headless Horseman SC
Hell Swarm INS
Hellfire SOR
Hell’s Coretaker SC
Harror of Horrors EN
Imprison EC
Infernal Medusa SC
Jovial Evil SOR
Lesser Werewaolf SC
Lost Soul SC
Mold Demon SC
Nether Void W
Pit Scorpion SC
Quogmire N
Shimian Night Stolker ~ SC
Spirit Shackle £
Syphon Soul SOR
Tokklemaggot EC
Touch of Darkness INS
Tronsmutation INS

Underwarld Dreams EN
Vampire Bats SC

| Adry darasge deak m tarset
resture for renaindis of o

$2,100.00 $3,100.00

Roity  Rating Low Price  High Price
R eoce 12.00 20.00
R eses 1200 2000
R . 1000 15.00
U see 600  10.00
1 se0 600  10.00
R e 10.00 16.00
R oo 12.00 18.00
R osen 12.00 18.00
U (i 6.00 10.00
R sese 12.00 18.00
R ssee 10.00 16.00
I} o 2.00 3.00
U see 2.00 2.00
R eeee 12.00 20.00
R . 1200 20.00
U . 2.00 3.00
R esse 3000  45.00
R ooe 1000 20.00
R ose 1000  18.00
R oo 1200 20.00
U wee 600  10.00
U oo 1.00 2.00
R e 1200 20.00
R soee 10.00 16.00
R ssee 18.00 25.00
R seee 12.00 20.00
R see 9.00 1500
R L 900 1500
U woe 6.00 10.00

sos 3.00 4.00

ese 15.00 25.00
ssse 15.00 25.00
e 2.00 3.00
esoe 15.00 25.00
. 1200 -~ 18.00
ooe 15.00 15.00
. .50 .500
oss 50 1.00

soe 3.00 4.00
o 3.00 4.00
esos 3.00 4.00

. 50 15
see 50 1.00
° 50 1.00
s 8.00 1200
o0 75 1.00
° 75 1.00

1500  20.00
eeoce 1800  25.00
eoe 3.00 4.00
soce 12.00 20.00
sce 3.00 4.00
o0 12.00 20.00
[ 3.00 4.00
oo 50 5
° 12.00 18.00
so0 1200 20.00
oo 50 75
o 3.00 4.00
oo 3.00 4.00
oo .]5 .75
o0 50 50

oo 3.00 400
soe 3.00 4.00
oo ?5 75
eeeoe 6.00 8.00
o0 50 50

M MN M OMNMOCCICR VMM AMACACCC MO0 20 70 70 70
°
°
°
°

Name Kind

Wolking Dead SC
Wall of Putrid Flesh SC
Wall of Shodows SC
Wall of Tombstones SC

Wretched, The SC
BLUE

Acid Rain SOR
Ant+Magic Aura FC
Azure Drake SC
Bockfire EC
Boomerang INS
Brine Hog SC
Devouring Deep SC
Dream Coat £
Elder Spawn SC
Enchantment Alteration ~ INS
Energy Top SOR
Field of Dreoms W
Flash Counter INT
Flash Flood INS
Force Spike INT
Goseous Form £C

Glyph of Delusion INS
In the Eye of Chaos W

Invoke Prejudice N
Juxtopose SOR
Lond Equilibrium EN
Mana Drain INT
Part Water SOR
Psionic Entity SC
Psychic Purge SOR
Puppet Moster EC
Recall SOR
Relic Bind EA
Remove Soul INT
Reset INT
Reverberafion INS

Sea King's Blessing INS
Segovian Leviothan SC

Silhouette INS
Spectral (loak £C
Telekinesis INS
Teleport NS
Time Elemental SC
Undertow EN
Venarian Gold EC
Wall of Vapor SC
Wall of Wonder SC
Zephyr Folean SC

Adun Oakenshield SC
Angus Mackenzie SC
Arcodes Sabboth SC
Axelrod Gunnarson SC

Ayesho Tanoka SC
Borktooth Worbeard ~ SC
Bartel Runcoxe SC
Boris Devilboon SC
Chromium SC
Dokkan Bluckblude SC
Gabriel Angeffire SC
Gosta Dirk SC
Gwendlyn Di Corci SC
Holfdone SC
Hazezon Tamor SC
Hunding Giomersen SC
Jocques le Vert SC
Insmine Boreal SC
Jedit Ojanen SC

Jemard of Closed Fist ~ SC
SC

Johan
Kosimir the Lone Wolf ~ SC

Kei Tokahashi SC
Lady Colerio SC
lodyFoongels €
Lady of the Mountain, The 5C
Lady Orco SC
Livonya Silone SC
Lord Magnus SC
Marhoult Elsdrogon SC
Nebuchodnezzar SC
Nicol Bolas (
Pallodia-Mors SC
Pavel Maliki SC
Princess Lucrezio 5
Ragnar SC

Romirez DeFitro SC
Ramses Overdork SC

Rarity

=T Nt

B e e S e e e e e e e e e e e T T Ll e pp——

TEFPCCTMTICCRCCIVIOIC P C 50 20 50 0 70 50 50 70 20 70 = 70 70 70 70 20

Rating
(L]

L

L1

Low Price

75
3.00
50
6.00
25.00

12.00
15
3.00

15.00

12.00

12.00

8.00
20.00
12.00
10.00

4.00
12.00
12.00
20.00
20.00
15.00
12.00
12.00
12.00
15.00

5.00
15.00

4.00

4.00

4.00
12.00

4.00
15.00
12.00
12.00

15.00
2500

3.00
15.00
3.00
18.00

High Price

J5
4.00
.50
10.00
35.00

20.00
1.00
4.00

20.00
15.00
30.00
20.00
18.00
6.00
20.00
20.00
35.00
25.00
20.00
18.00
18.00
18.00
20.00
6.00
20.00
6.00
6.00
6.00
18.00
6.00
20.00
18.00
18.00
6.30
6.00
18.00
6.00
6.00
20.00
35.00
30.00
6.00
4.00
20.00
4.00
25.00

Nome

Rasputin Dreamweaver
Riven Tumbull
Rohgahh of Kher Keep
Rubinio Soulsinger

Sir Shandlar of Eberyn
Sivitri Scarzom
Sol'kanar Swamp King
Stangg

Sunastian Falconer
Tefsuo Umezowa
Tobias Andrion

Tor Wauki

Torsten Von Ursus
Tuknir Deathlock
UrDrogo

Voevictis Asmadi

Xira Arien

Rarity

MO CCCOCTCOOCC 200>

Rating
o0

.0
e
eseee
oo

o
e00e0
esso
e
o0e00
Ll
eed
ae
oee0
o0
oee
e

Low Price

12.00
4.00
15.00
20.00
4.00
4.00
20.00
15.00
4.00
15.00
3.00
5.00
3.00
15.00
12.00
25.00
12.00

High Price

18.00
5.00
20.00
25.00
6.00
6.00
25.00
20.00

GREEN
Aisling Leprechoun
Arborig

Avoid Fote
Barbary Apes

Cat Worriars
Cocoon
Concordont Crossroads
Craw Giant
Deadfall
Durkwoad Boars
Flven Riders
Emerald Drogonfly
Fureka

Fire Sprifes

Floral Spuzzem
Giont Turtle

Glyph of Reincamation
Homet Cobra
Ichneumon Druid
Killer Bees

Living Plane
Master of the Hunt
Moss Monster
Pixie Queen
Pradesh Gypsies
Rabid Wombat
Radjon Spirit
Rebirth
Reincamation
Revelotion

Rust

Shelkin Brownie
Storm Seeker
Subdue

Sylvan Library
Syvon Poradise
Typhaon

Untamed Wilds
Whiing Denvish
Willow Satyr
Winter Blost
Wolverine Pack
Wood Elementol

RED

Active Volcono
Backdraft

Beasts of Bogardan
Blozing Effigy
Blood Lust

Brute, The
Coverns of Daspair
Chain Lighting
(revosse

(rimson Kobolds

INS
INS

SC
INS
£C
N
SOR

esco




Kind
Crimson Monticore SC
(rookshank Kobalds ~ SC

Nome Rarity

Wall of Opposifion SC
Winds of Change EW

R

(
Disharmany NS R
Dviarven Song NS U
Eternal Warrior EC U
Falling Star SR R
Feint NS C
Firestorm Phoenix SC R
Frost Giant SC U
Giont Strength EC (
Glyph of Destuction ~~ INS
Gravity Sphere W R
Hyperion Blacksmith ~ SC U
Immolation EC (
Kobold Drill Seargent ~ SC U
Kobold Overlord SC R
Kobold Taskmaster SC 1]
Kobolds of Kher Keep  SC C
Land's Fdge W R
Mountain Yefi SC I}
Primordial Ooze SC 1
Pyratechnics SR C
Quorum Trench Gnomes  SC R
Roging Bull SC C
Rathi Berserker SC U
Spinal Villain SC R
Storm World W R
Tempest Efreat SC R
Wall of Dust SC U
Wall of Earth SC (
Wall of Heat SC C

R

1]

Rating
o000
L]

ecee

Low Price

12.00
.50
12.00
3.00
3.00
10.00
J5
18.00
3.00

High Price
20.00
75
20.00
4.00
400
18.00
J5
25.00
4.00

WERITE

Akron Legionnoire SC
Alabaster Potion INS
Amrou Kithkin SC
Angelic Voices EN
(leanse SOR
(lergy of the Holy Nimbus SC
D'Avenant Archer SC
Divine Intervention EN
Divine Offering INS

Divine Transformation  EC
Elder Land Wurm SC
Enchanted Being SC

Equinox EL
Fortified Area EN
Glyph of Life INS
Greot Defender INS
Great Wall N
Greater Realm, .. EN
Heoven's Gote INS
Holy Day INS
Indestructible Awra INS
Infinite Authority £C
Ivory Guordians SC
Keepers of the Faith SC
Kismat EN
Lond Tox N
Liteblood N
Moat EN
(sai Vultures sC
Petra Sphynx 5
Presence of the Moster  EN
Rapid Fire NS

Remove Enchontments NS
Righteaus Avengers s

B e e T et e Tl T lal— A Tt -k - Tt Vb - N Pt ]

Secker EC
Shield Woll IS
Spirit Link £C
Spiritual Sanctuary N
Thunder Spirit S
Tundra Wolves St

34 NQUEST

i et

For every point of

damage target creature
does, you gain 1 bife.

s O 1y Pl P

10.00
12.00

18.00
20.00

Rating

Name Kind  Rarity

Visions SR U

Wall of Caltrops SC C

Wall of Light SC U
LANDS

Adventurer's Guildhouse  LAN u .
Cothedral of Serma MU .
Hommerheim AN U

Karokas AN U

Mountain Stronghold ~ LAN U .
Pendelhaven AN U

Seafarer’s Quay N U .
Tobemacle Pendrell Vole AN R

Tolari LAN ]

Unholy Citadel N U .
Urborg N U

== _—

Full Set (119)
Nome Kind
ARTIFACTS
Borl's Cage ART
Bone Flute ART
Book of Ross ART
Coal Golem AC
Dork Sphere ART
Diabolic Machine AC
Fellwar Stone ART
Fountain of Youth ART
Living Armor ART
Necropolis AC
Reflecting Mirrar ART
Runesword ART
Scarecrow AC
Skull of Orm ART
Standing Stones ART
Stone Colendar ART
Tormod's Crypt ART
Tower of Coireall ART
Wand of Ith ART
War Borge ART
BLACK
Ashes to Ashes SOR
Banshee SC
Bog Imp SC
Bog Rats SC
Curse Artifact EA
Eater of the Dead SC
Fallen, The SC
Frankenstein's Monster  SC
Grove Robbers SC
Inquisifion SOR
Marsh Gos INS
Murk Dwellers SC
Nomeless Race SC
Rog Mon SC
Season of the Witch EN
Uncle Istvan SC
Word of Binding SOR
Worms of the Earth EN
Amnesio SOR
Apprentice Wizord SC
Dance of Mony 4]
Deep Water EN
Drowned ¢
Electric Fel SC
Erosion L
Flood 1]

E)
=]
=

(= = —f —§ Ry A ]
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Rating

esee

Low Price
3.00

75
3.00

3.00
3.00
3.00
3.00
3.00
4.00
3.00
12.00

$310.00

Low Price

4.00
3.00
3.00
3.00
3.00
3.00
4.00
4.00
4.00
3.00
4.00
4.00
4.00
3.00
3.00
5.00
3.00
3.00
3.00
3.00

High Price

4.00
1.00
4.00

4.00
4.00
4.00
4.00
4.00
5.00
4.00

$450.00
High Price

6.00
4.00
4.00
4.00
4.00
4.00
5.00
5.00
5.00
4.00
5.00
5.00
5.00
4.00
5.00
7.00
4.00
4.00
4.00
5.00

Nome Kind Rty  Raofing Low Price High Price
Ghost Ship SC ( ssse 25 .50
Giant Shark SC ( L 25 .50
Levithan SC R ooe 8.00 12.00
Mana Vortex N R oo 4.00 6.00
Merfolk Assassin SC U soe 3.00 4.00
Mind Bomb SRR oo 4.00 5.00
Psychic Allergy EN R cese 5.00 7.00
Riptide NS C oo .25 .50
Sunken City EN C oo 25 .50
Tangle Kelp £C u Ll 2.00 3.00
Water Wurm SC C o 25 .50
Dark Heart of the Wood  EN oo .25 .50
Marsh Goblin SC ( o 25 .50
Scarwood Goblins SC C o 25 50
GREEN
Camivorous Plant SC C eee B .50
Elves of Deep Shodow ~ SC 1] s 3.00 4.00
Gaea's Touch EN C e .25 50
Hidden Path EN R ssoe 4.00 5.00
Land Leeches SC C . 25 50
Lurker SC R .o 4.00 6.00
Marsh Viper SC ( [T .25 .50
Nioll Silvain SC R soe 400 6.00
People of the Woods ~ SC U ose 3.00 4.00
Savaen Elves SC ( L 25 50
Scarwood Bondits SC R ssee 4.00 6.00
Scarwood Hag SC U ose 3.00 4,00
Scavenger Folk SC C sos 25 .50
Spifting Slug SC U . 3.00 4.00
Tracker SC R esee 4.00 6.00
Venom EC ( sse 25 .50
Whippoorwill SC U esse 3.00 4.00
Wormwood Treefolk ~ SC R eoe 4.00 6.00
RED
Ball Lightning SC R seoe 6.00 10.00
Blood Moon EN R ssoe 6.00 8.00
Brothers of Fire SC U see 3.00 4.00
Cave People SC U sse 3.00 4.00
Etemal Flome SRR . 4.00 6.00
Fire Drake 5C u o 3.00 4.00
Fissure NS C sese 25 50
Goblin Caves fL ( soe 25 .50
Goblin Digging Teom  SC C L1 25 .50
Goblin Hero SC ( L 25 50
Goblin Rock Sled SC C oo 25 50
Goblin Shrine £ C oee 25 50
Goblin Wizord SC ] esse 4.00 6.00
Goblins of the Flag SC ( ose 25 50
Infemo INS R eon 4.00 6.00
Mana Clash SRR . 4.00 6.00
Orc Generol SC ] o 3.00 5.00
Sisters of the Flame SC U oo 3.00 4,00
WHITE
Angry Mob SC ] sose 4.00 6.00
Blood of the Martyr INS U . 3.00 4.00
Brainwash EC C L 25 .50
(leansing SOR R soo 4.00 6.00
Dust to Dust SR C ese 25 .50
Exorcist SC R oo 6.00 8.00
Fosting EN 1] oo 3.00 4.00
Festival INS C o 25 50
Fire and Brimstone NS U o 3.00 4.00
Holy Light INS C L .25 .50
Knights of Thom S R soon 4.00 6.00
Mortyr's Cry SOR R see 4.00 6.00
Miracle Worker S ( oo 25 30
Morale INs € 5 25 20
Pikemen SC c eoe /) .50
P[Eﬂ(hel Sc R (11} 600 ]000
Squire SC C . 25 50
Tivador's Crusode SR U . 3.00 4.00
Witch Hunter st R eoce 500 7.00
LANDS
ity of Shodows lond R ooo 5.00 7.00
Moze of Ith lond U escos () 5.00
Safe Hoven land R oo 5.00 7.00
Sorow's Path lond R Prs 4.00 6.00
[: ZFoi L i S |
To get power ratings for the new
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T Bt Prica Nome Type Rority Price Nome ey e
Name Type Raity Price Nome it Mo 2%
3 Espionoge: Romulan/Federation BV~ € .25 MR 300
SR | SRR (R B
Hidor Joo i Full Planet Scan . bee T-2hone Evoos MNOR 300
& PE U 100 ! I U 200 Explore Typhone (o . 100
g?da;?je: SH é . 053 EEZE:‘;E‘;E&B Bou 200 Expase Covert Supply ;}: g £00
gevu#:s I?? ¢ 25 | Geddessof Empathy EE EI ggg E::ﬁ:rgf’s“m o ol E %;
alothon = loProjectars 4 ol !
Hackona ;? 'E m.gg :E;;,'Eﬁ@n'ge INT E ggg ;izf:ufﬂelganw ‘E“ U 200
Joron ; Hugh INT : ! Woouo1.00
Jern P% ﬁ 10-58 IncgmingJ‘.\essngHedemﬁon INT U100 E”",.f”?ﬁ:‘e o U 100
Khazarn S R 400 | IncomingMessoge—Kingon INT U 1.00 ocs R DU 100
Mendak FE U 200 Incoming Messoge—Romulon  INT U 1.00 Ho-ug{lfl:fﬂ R R 1500
Mirok Fg U200 Joglon Shrek—Information Brnkel:;g lRJ ggg m;glafnrﬂﬂ‘ﬂ Program MR gug
" Movar i Juggler, The d d il ou 20
Nome Type Raity Price Neral EE 3 ;gg Kevin Uxbridge INT U 200 ;{mfrff;ggﬁgmn MR 400
Ti "!‘ i :’WEkI BC 15 S FDEH;WN IEI‘:[I J\il ggg lgg!:juunfumpuser Weapon DI E 25
ouril 5 dlteth ] Kiingon Death Yel ]} 25
Tctes ik 3 5 I 1538 Purdek 3 ld fgg Kingon Right of Vengeonce ~ INT € .25 |mp“‘;“h!eﬁﬁﬁmmi &R R 1200
Toby Russel Ea b 1D | e L PR e o TR
: | : : i i t 5
}VT’KE"'V ot i S(SJ Elﬂmulﬂﬂ Distuptcn RL L Eg {Z?Egé’ﬁl?ﬁfm" B R 80D | Investigare m_wmcivme a g i
USS. Brittoin o R 8 Romulon Qutpost ATLE Lore’s Fingemail & R 1000 Iiwesigota Disoppeer MR 400
ise ik 60.00 I 0 B e Investigate Disturbance i
LSS, Entepie Romulon PADD Loss of Orbital Stability T ¢ .25 I WOR 300
US.S. Excelsior SHaE S C gg Science Vessel SH E gg yridineceraadl & U 20 lm,-esr]gu;e g\?;sme WoOR 00
U.S.S. Galaxy s € . Scout Vessel SH i Metophasic Shieks WU 300 Investigate Roi A WoR 30
U5.5. Hood R 800 Selo £or B Near Warp Tronsport INT U 100 Investigate Rogue Com < W R 500
USS. Minds 2 4 Selok i 2[23[5] Neurel Servo Device Bouo200 Invesfigate ?’;l"ﬁf-"e‘fsi’““ M R+ 300
U3.3. Nebulo O i Nutafioncl Shieks AR W DR - B i
USS. Oberh e 9 gg Tokket :E E g? Polar ToffAlien Troder N 35 Investigate Time Confinuu
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SECOND EDITION
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24 Norfell
25 Drogonspeat Costle

26 Doggerdale

77 Dorkhold

28 Hounted Holl of Eveningstar
29 Evermest

30 The Trollmoors

31 Berdusk

32 Tontros

33 Mulmoster

34 Hillsfor

35 Suzoil

36 Abel

37 Fortificotions

38 Fortfications

39 Selune

40 Peasont Milifia

41 Mios the Sell Sword
42 King Azoun IV

43 Maligor the Red
44 Hminster the Moge
45 Drizzt Do’ Urden
46 Midnight, Goddess of Mogic
47 Torg Mac Cei, the lionlord
48  The Pereghost

49 Bruenor Battlehommer
50 Marco Volo

51 The Harpers

52 Gnomes of Samek
53 Adventurers!

54 War Party

55 Gime Lod

56 Adventurers

57 The lotunsloyers
58 Armies of Bloodstone
59 The lion Legion

&0 Tergoz Tenhommer
61 Mymidons

62 The Mogister

63 Karlott the Shoman
64 King Holvor Il

65  Preronodon

66  Gorgosaurus

67 Greater Feyr

68 Cleric of Gond

69 Cleric of Torm

70 Cleric of Mask

71 Drow Matron

712 Drcolich

73 Vosos Flameslayer
74 Alisa of the Mist
75 Gryhpt the Sourial
76 Worden Ironfist

17 Amonll

78 loliet the Rash

79 Dwarf of Eorthfost
80 The Block Courser
81 Homheod Sauricl
82 Dogronde

83 Mind Flayer

84 Noble Djinni

85 Hubodai

86 Intellect Devourer
87 Shandrll

88 Triceratops

89 Cleric of Molor

90 Airship

91 Bod Omens

92 Fortunate Omens
93 Rod of Shopechange
94 Dwarven Hommer
95 Staff of Striking
96 Homors of the Abyss
97 Fomeblode

98 Figurine of Wondrous Power
99 Cataclysm!

100 Good Fortune

101 Surpise Roid

102 Bonner of the One Eyed God
103 Viperhand

104 0rb of Doom

105 Staff of Conjuring
106 Spell of Formless Horror
107 Sofe Harbor!

108 Lobor of Legend
109 Wand of Light

110 Elf Golleon

111 The Frea Gty of Greyhawk
112 The Londs of Luz
113 The Pomarj

114 Hold of the Sea Princess
115 The Yeamanry

116 Blockmoar

117 The Homed Sodiety
118 The Wolf Nomads
119 Sterich

120 Nyrond

121 Veluna

122 Furyondy

123 The Greot Kingdom
124 Temple of Elemental Bvil
125 Greyhowk Ruins
126 Penenland

127 Keolond

128 (elene

129 The Bright Dasent
130 Theoaracy of the Pole
131 The Bone March
132 The Duchy of Umst
133 The Sea Borons

# MNome World
134 Bissel GH
135 The Scarlet Brotherhood 6H
136 lrongate GH
137 Principolity of Ulek GH
138 County of Sunadi GH
139 Duchy of Tenh GH
140 Bumec! Forest GH
141 Costle Hort GH
142 Ams of the Homed Sodiety GH
143 Arms of Luz GH
144 Amns of Greyhawk GH
145 Ams of the Great Kingdom GH
146 Ams of Furyondy GH
147 Ams of Nyrond GH
148 Skull Keep GH

The attached resim and ol s defendars are
lamune to offeni wiesrd el cler spells,
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149 Forfificotion

150 Siege!

151 Waor Banner

152 Codex of the Infinite Planes
153 Crystol of the Ebon Flome
154 Hordes of Castle Greyhowk
155 Skeletal Horde

156 Eye ond Hond of Vecna
157 Orb of Drogonkind
158 Baba Yoga's Hut

159 Chariot of Lyrx

160 Cup of A'Akbar

161 Rary the Troitor

162 Mordenkainen

163 Tysiln San

164 Otto

165 Mika the Wolf Nomad
166 Lolth, the Spider Queen
167 luz the Evil

168 Mutiny!

169 Swordwraith

170 Sysonia

171 Kioro

172 Hettman Tsurin

173 Giffon

174 Sea Zombie

175 Mist Wolf

176 Tyrinon

177 Quagmiela the Drogon
178 Serogrimm the Just
179 Shulk

180 Berserk Fury!

181 Wolf Nomods

182 Iodoc

183 Miles

184 Tryston

185 Thorvid

186 Fairy Modness

187 MNenioc

188 Young Gold Dragon
189 Arch Druid

190 Hell Hound

191 Giiffon

192 Giont Skeleton

193 Skeleton

194 Winged Horror

195 Treants of the Grondwood
196 Rangers of the Homwood
197 Mogicol Barding

198 Border Forts

199 Ren's Crystal Ball
200 Folcon Figurine

201 Transformational!

02 Enslaved!

206 Magic Sword

207 Enlorge

208 Ring of Shooting Stars
209 Ams of Veluno

210 Fast Tolking!

21 Fight

212 Shapechange

213 Barbarian Raiders!

214 Treqsure Fleet

215 Pofion of Fire-Breathing
216 Ams of the Shield Londs
217 Net of Enfropment

218 Johydea's Mosk

219 Helm of Teleportation
220 Rod of Dispel Magic

221 Duj

#  Nome

222 Room

223 Urk

24 Ty

225 Gulg

226 Nibenay

227 Balic

228 The Mud Polace

229 North Ledapolus

230 South Ledopolus

231 Altorck

237 Salt View

233 Ogo

234 Mokla

235 Kalidnay

236 Arkhold

237 Salt View

238 Waverly

239 Bodach

240 Giustenol

241 Yoromuke

242 lost Qosis

243 Grok's Pool
244 Silver Spring
245 Bitter Well

246 Block Woters
247 Fort Melidor
248 Dungeon of Gulg
249 Tiggurot

250 Temple

251 Mogadisho’s Horde
252 Assossing

253 Halfling Mercenaries
254 Wor Bond

255 Kank Lancers
256 Nomod Mercenaries
257 Glodiators

258 Rikus

259 Neevo

260 Sodira

261 Agis

262 Anavios

263 Voerhimona
264 Herminord

265 Tyl

266 Azhul

261 Chividal

268 Bagual

269 Rowan

270 Shoyira

271 Ashathro

272 Sng

273 Ko'lha

274 Golek

275 Wind Dancers
276 Water Hunters
277 Sitver Hands
278 Sky Singers

279 Silt Stalkers

280 Night Runners
281 So-Qut

282 Cistern Fiend
783 Sloth

284 Mul Savoge

285 Inhuman

286 Pyreen

287 (Cha'thrang

288 Spirit of the Lond
289 Thitkreen

290 Wijon

291 Mikor

292 Salicia

293 lum

294 Powell

295 Bober

294 Wochter

297 Foucoult

298 Stef'fo Naf'Ski
299 Captain Kazhal
300 Diosvo

301 Tithion

302 Venasi

303 Defiler

304 Drogon King

305 Borys

306 Preserver

307 Punisher

308 Gith

309 Tiger

310 Orbof Power
311 Rings of All Seeing
3172 Treasure !
313 Shield of Destruction
314 Shield of Annihation
315 Shield of Devastafion
316 Shield of Wickedness
317 Shield of Gore
318 The Heartwood Speat
319 The Corovan

320 The Neckloce

321 Elementol Cleric
322 Eiven Archer

323 The Outcas!
324 Thugs
325 Desert Wartior
326 Desert Wortior
327 Desent Warriot
378 Mamuder

INQUEST
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£ MName World
329 Shogat Beetles 0D
330 Tembo 05
331 Firehall 0D
332 Lighming Bolt i}
333 Porclyze 0o
334 Mogic Missile Do
335 Woll of Fire 0D
336 Woll of lron DD
337 Woll of Stone 0D
338 Wall of Force 0D
339 Invisibity 0D
340 Cone of Cold 00
341 Sleep i)}
342 Shield oD
343 Fiy 0D
344 Crushing Fist 0D
345 Anti-Magic Shell oD
346 Dispel Mogic 0D
347 Improved Phantasmol Force 00
348 Fear 0o
349 Cure Light Wounds o
350 Cure Serious Wounds 1]
351 Sticks to Snokes 0D
352 Blade Barier 00
353 Bless 0D
354 Sonctuary 0D
355 Wind Wolk 0D
356 Bork Skin 0D
357 Charm 0D
358 Dispel Magic 0D
359 Dorkness 00
360 Protection ]
361 Chariot of Sustarre i}
362 Sunay oD
363 Wall of Thoms o
364 Woll of Fire o
365 Holy Word 0D
366 Raise Deod il1]
367 Flame Strike 0D
368 Protection from Lightning oD
369 Silence il
370 Imisibility to Undeod oo
371 Wall of Fog 0D
372 Forget oD
373 Web 0D
374 Blink il1]
375 Hold Undeod i)
376 Chom Monster o
377 Wind of Disenchontment 0D
378 Black Tentodles ]
379 Fire Shield 00
380 Ice Storm o
381 Phontosmal Killer 00
382 Solid Fog D
383 Animata Dead 00
384 Cloudkil ]
385 Feableminded 0D
386 Mogic Jor ]
387 Faithtul Hound o
388 Posswoll o
389 Rock fo Mud V]
390 Chain Lightring ]
391 Death Fog il
392 Death Spell i}
393 Disinteqrote ]
394 Geos oo
395 Bonishment oo
396 Control Undeod oo

397 Finger of Death ol

m Ren's Bell of
Death
Alles of Leved 4 o2 highet camnot be sed

againit the champion wha carrics Rens Bell
of Death, 409 of 420

398 Spell Tumin B
399 Ancient fulig!_' 0
00 (alm o
01 iscover of Spelie Il
402 W ol Champion 0

BBINQUEST

403 Troitor
404 (Choos Shield

405 Slave Realm of Tunek

406 Phorbes’s Scrolls

407 Mercenory Gold

408 Living Scroll

409 Ren's Bell of Death

410 The Labyrinth Map of Shuuc
411 Annulus

412 Scroll of 7 Leogues

413 Mop of Life

414 Supematural Chill

415 Map to a Mercenory Amy
416 Pit Trap!

417 Mind Flayer Lord

418 Aurak Droconion Lord

419 Ego Coin

420 Chest of Many Things

SECOND EPITION
CHASE SET

1 Sakoria

2 Edormira, Red Drogon
3 Glorigno

4 Gib Ekim

5 Meirgrol, Green Dragon
& Dogoronziz, Green Drogon
1 Fejyelsoe

8  Drogon Roge!

9 Sholbaal, Red Dragon

10 Delsenora

11 Gib Evets

12 Dori the Barbarion

13 Gib Hrimsen

14 Durbee

15 Aurum, Gold Dragon

16 Haloyon

17 Styck

18 Aicio

19 RedZeb

20 The Avator

21 Smolder, Red Drogon

22 Lovely Colleen

73 Ember, The Red Drogon
24 Andro the Wise

25 Korm, Black Drogon

D O O~ L e 3 RO —
g
=3
=1
=
a

0 Nova Vooso
11 Dementlieu
12 Volochon
13 HorAkii
14 Souragne

15 S Raj

16 Costle Ravenloft

17 Azalin’s Graveyord
18 Koigot Mavsoleum
19 Poridon

20 Pharaoh's Rest

N Misto

22 Dork Powers

23 Grond Conjunction
24 Horvest Moon

95 Al Hollow’s Evo

26 Quirk ufdf?:e )

27 Disupted Mogic

28 Powers of the Lond ;
79 Spell Book of Drowmi| Rule
30 City States Rule

31 Islands of Teror Rule
32 Eyes of the Undeod
33 Living Word

34 Binding (urse

35 (Conjure Grove Flemental
36  Animate Rock

37 Word of Recol

38 Glyph of Wording

39 (all Lighting

40 Proyer

41 Tum Undeod

£ Nome

42 Imbue with Spell Ability
43 Insect Plague

44 Plone Shift

45 Hea

46 Shodow Magic
47  Shodes

48 Vompiric Touch
49 Hold Person
50 Detect Magic

51 Augment Undead
52 Suchd’s Molefic Meld
53 Misty Summons
54  Neverending Nightmore
55 Chill Touch
56 Torokko Deck
57 Timepiece of Klom
58 Ring of Regenerotion
59 Sun Sword
60  Blood Coin
61 Staff of Mimicry
62 Soul Searcher Medallion
63 Ring of Reversion
64 Amulet of the Beast
65 (ot of Felkovic
66  Apparatus
67 Crown of Souls
68 Holy Symbo! of Rovenkind
69 Tapeshy of Dork Souls
70 Fong of the Nosferotu
71 Korgat Vompire
72 Wolf Pock
713 Flesh Golem
74 Ghost Ship
75 Stiohd Zombies
76 Fiend
71 Spache
78 Vistoni
79 LoupGorou
80 Werebat
81 Mysterious Stranger
82 Azdlin
83 Adam
84 Ankhtepot
85 Ereena Kolyona
86 Dr. Rudolph Van Richten
87 Harkon Lukas
88  Headless Horseman
89 Aiani
90 Wilfred Godefroy
91 Tiyet
97  Sir Hiregoard
93 Gobriele Ademe
94 Hogs of Tepest
95 Sir Edmund Bloodsworth
96 High Moster Ilithid
97  Dr. Mordenheim
99 Sergei Von Zarovich
99 Lord Soth )
100 Shahd Von Zorovich

Nome
Mithos

Hordmaar

O —

Woild
0t
I}

#  Home Woild
3 Sivanesti ot
4 Goodlond oL
5 Khur 1§
& Solemnia DL
7 Soncist oL
8 Cristyne DL
9 Northern Ergoth DL
10 Southem Ergath DL
11 Ploins of Dust DL
12 Spine of Talodas oL
13 Isle of Selasio ot
14 Thorin oL
15 Reomaown Mountaing L
16 Tower of Woyreth I8
17 The Lost Citodel ot
18 Shoikan Grove DL
19 Inn of the Lost Home oL
20  Altar of Mishakol oL
21 Skie, Blue Drogon oL
22 Govemor Erann Flowstone oL
23 Tika Waylan Majere oL
24 Lord Gunthar, Solamnic Knight oL
25 Koz the Minotour oL
26 Crysonio oL
27 Magquesta KorThen oL

28 Lodonno, Wizord of the Block Robes oL
79 lustorian, Wizard of the Red Robes oL
30 Dargent, Silver Dragon ]}
31 Raisilin Majere, Wizord of the Block Robes DL
37 Fizban the Fobulous 0L

33 Tokhisis, Queen of Dorkness ot
34 PorSolion, Wizord of the White Robes DL
35 Pyiite, the Ancient Gold Diogon oL
34 Tanis Half-Elven IS
37 Flint Fireforge DL
38 Caramon Majere o
39 Tosslehoff Burfoot oL
40 Phudge, the Great Highbulp Ul
41 Gully Dwonves 00
42 Night of the Eve DL
43 Krynn Minotaurs 0D
44 Solomnic Knights D
45 Brine Drogon 0D
46 Kogonesti Elves 0D
47 Dimemesti Elves 0D
48  Sivak Droconians 0D
49 Kopok Droconions 0D
50 Aurok Droconians 0D
51 Drogonlance oL
52 Staff of Mogius s
53 Shield of Huma DL
54 The Nightjewel DL
55 Hommer of Kharas DL
56  Blomblower 0D
57 langnome 0D
58 Bupy's Emerold oo
59 Inflatable Flotilla oo
60 Brooch of Imog 0D
61 Solomnic Armor 0o
62 Dalomar’s Ring of Healing 0D
63 Wand of Telekinesis 0
64 Flute of Wind Donting DI;
65  Dagger of Night DD
&b Time Shit: ight into Day e
67 Time Shift: Day into Night ED
68 Anfimogic Borrier 0
69 Unnenving Aura b
70 Sength
71 Steel oo
72 Moonlight Madness DD
73 Switch 0D
74 Recall 00
75 Tenser's Transformation 0D
76 Charm Monster 0D
71 Fire Rain 0o
78  Stone Waoter oD
79 Protection from Droconians oD
80 Mishokol's Insistence oD
81 Divine Intervention oo
B2 Summon Griffon oo
83 Reflection 0D
B4 ForthWalking oo
85 Borow 0D
86  Despair 0D
87 Retum 0D
88 Hozy Image 0D
89 Peace DD
90 Double Trauble 0D
91 Mishakal Intervenes 0D
92 Hobbakuk Interferes 0D
93 Kirklolith Arives 0o
94 Reorx, the Forge, Walks the Lond gg

95 Morgian, God of Disease, Strikes
96 Iebom, the Sea Queen, is Evoged o0
97  Branze Drogons o

98  Moon Selinore Woxes 0D
99 Moon Lunitari Woses o
100 Hoon Muitai Wores o
DRAGONLANCE ¢HASE SET
1 Call to Arms! o
7 e of Buotherhood 0
3 Sword of Friendship 0
4 Knights of the Gown L
5 Knights of the Sword o

Nome World

6 Knights of the Rose

7 Shield of Humo

B8 Crossed Blodes

9 Spirt of the Que-Shu

10 The Skull of Fistandontilus

11 Takhisis’s Mirror ond Staff

12 Tokhisis's Minor ond Sword

13 Tokhisis's Abyssol Gatewny

14 Takhisis's Mirror of Life Tropping

15 Tokhisis's Minor of Underwodd Minions
16 Takhisis's Mirror of Revenge!

17 Takhisis's Mirror of the Abyssal Warlord
18 Tokhisis's Helmet of Power

19 Tower of High Sorcery

20 Blessing of the Gods

21 hge of Dreams

22 The Golden Age

23 Haste Spell

24 Flute of Wind Dancing

25 Medallion of Faith

Many people helped make the

InQuest price guide os accurate

as it could be. Thanks to all of

them! We'd like to single out the

following people who served os
spedial advisors.

Mark Derrick

Classy Comics

8601 Glenair Drive
Chattanooga, TH 37416
Phone: (615) 634-5703

Keith Dombrowski
Drogon’s Den
Povghksepsie Plarn Mall Routs 9

Poughkeepsie, NY 12601
Phone: (914) 471-1401

Jobn M. Cormudin
Days of Kaights

53 Fost Main Stroot
Heward, DE 19711
Phone: (307) 366-0963

Poul H. Lewis
Colisoum of Comics

105 Soth Ormngs B T
Orlando, FL 37839
Phona: (407) 422.5757

Randy Lodard

Hobbrycraft, Inc.

800 Eest Dimond Blvd, Suie 13
Anchorage, AX 99515
Phone: (907) 349.5815

doan Sechory

Galor Games & Hobbies
4212 Obympic Ave,
Sen Mateo, CA 94403
Phona: {415) 571-pLay

Bob Parker

Shinder's

733 Hennopin A,
Minnomapalis, M 55403
Phone: {612) 333-3525
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(CON'T FROM PAGE 40)
and tap to untap target creature). If you're

playing green, include Instill Energy to
make your Sorcerers even more lethal.
Keep in mind, however, that a simple
Disenchant or Shatter can often foil even
the most devious of plans; you should always
have more than one way to deal damage.

DEFENDPING

But dealing damage alone doesn't make an
effective deck. You must be able to counter
your opponent'’s cards. To be strong against
a variety of opponents, your deck must be
able to deal with all of the four perma-
nents (cards that are put into play and
remain there until destroyed): Artifacts,
Creatures, Enchantments and Lands.
« Of all the colors, White is best-equipped
to respond to cards on the table. Between
Disenchant, Swords to Plowshares (remove
target creature from game) and Armaged-
don (destroy all lands), white can destroy
any card in play.
- Green follows a close second, boasting
Tranquility, Crumble and the best all-pur-
pose destruction card, Desert Twister
(destroy any card in play).
« Artifacts, lands and creatures are no prob-
lem for Red, which includes Shatter, Stone
Rain and many damage-dealing spells.
However, the inability to counter enchant-
ments can become a serious problem, espe-
cially when your opponent produces a
Circle of Protection:-Red-
* Blue provides a good counterpart to red
for this purpose, since it can usually steal
enchantments or send 'em back to their
owner’s hand (Unsummon, Boomerang).
* Black is probably the most difficult color
to play by itself; it has trouble dealing with
permanents other than creatures.
Another option is Nevinyrral's Digk, an
artifact that you may sacrifice to destroy
all artifacts, creatures and enchantments
in play. This rare artifact can complement
a red or black deck. Although drastic, and
not always reliable, blowing up everything
in one fell swoop is usually pretty effective.

LAND AHOY!

You've picked your colors, and you 're armed
to the teeth with spells, but there's still one
burning question.. how much land should
you put in your deck? To be effective, you
must have enough mana to cast the spells
you draw. About a third of your deck should

be mana-producing land-cards=There's-a
simple way to make sure you have enough:

A) Sort the cards in your deck by color.

B) Count the black spells (if any) you
have in your deck. Put in half as many
swamps (rounded up) to start with. For
example, if you have 19 black spells, you
should have 10 swamps.

C) Repeat step B for each color.

D) Count the artifacts and non-mana
producing lands in your deck. Put in half
as many mana-producing lands of any
kind, including special lands, dual lands
or extra basic lands.

If the spells in your deck require a lot of
mana, add a few extra lands. but don't go
overboard. A deck with too much land can
be just as ineffective as one with too little.

TUNING IN

By now you've got a pretty good idea of
what to put in your deck, but the deck-
building process doesn't stop there. As you
challenge players with your deck, you
should be able to pick out its strengths and
weaknesses. If your deck has a hard time
dealing with flying creatures, throw in a
Hurricane or Earthbind- If your-Lord of the
Pit's appetite is larger than your entire
deck, try playing without it. Deck tuning is
a process that never ends as long as you
acquire new cards. With a well-tuned deck,
you'll find yourself winning more often.
More-important, you'll find yourself hav-
ing more fun.

JEFFS TOP CARDS

MAGIC: THE GATHERING, REVISED
Artifact: Ivory Tower, Nevinyrral's Disk
Black: Demonic Tutor, Dark Ritual

Blue: Sleight of Mind, Counterspell
Green: Regrowth, Lure

Red: Fork. Lightning Bolt

White: Disenchant, Balance
EXPANSION SETS

Arabian Nights: Library of Alexandria,
Diamond Valley

Antiguities: Candelabra of Tawnos, Strip Mine
Legends: Recall, Underworld Dreams

The Dark: Maze of [th, Barl's Cage

Fallen Empires: Goblin War Drums, Ring
of Renewal

A junior at the University of Rochester, Jeff
Hannes doesn't believe that his curriculum is
complete without a nightly Magic seminar.

The forces of destruction (above) versus
those of protection (below)




OF THE TRADE

A

BEGINNER'S
GUIDE TO
BUILDING A
WINNING
MAGIC DECK

BY JEFF HANNES

Any more rafs and we'll need a
good exterminator.

So you went out and bought a Magic: The
Gathering starter deck, found someone to
teach you the game—and got your butt
kicked. While you were dealing yourself a
random assortment of cards, the veteran
across the table was shuffling through a
carefully crafted deck.

Don't despair. You, too, can win at this
game. All you need to do is build your own
winning deck. And it's not as hard as it looks.

Magic is broken down into five color-
coded categories, each of which is centered
around a different type of land, called mana.
Before looking at specific cards, let's take a
quick look at each color's specialties:

- BLUE allows you to steal resources from
your opponent and prevent him from
casting spells.

- BLACK represents the disturbing magical
forces of death and demons.

« RED mountains harness fire and earth in
a chaotic wave of destructive force.

- GREEN’S$ forests are home to many
creatures.

» The open plains of WHITE oiffer healing
and protection.

It's possible to make a deck with just
one color, or even a deck with all five (a
rainbow deck), but most decks contain only
two or three. Limiting your deck gives you
the luxury of working with a variety of card
combinations without having to shuifle a
card stack the size of the Library of Con-
gress. Unless you can come up with cre-
ative ways to manufacture mana—with
Moxes, Celestial Prisms or Fellwar Stones,
say—always stick to two or three colors.

Before selecting cards or even picking
colors, though, you need to address two
important questions: How will your deck
deal damage, and thus take away YOur
opponent's life points? And how will your
deck protect you from your opponent. s
thus save your life points?

ATTACKING

The first question is usually the easiest to
answer. Dealing damage is the most fun-
damental aspect of the game: every color
can do it. Still, you should choose Your dam-
age-dealing methods with care. A Creature
Bond, which subtracts.a creature's tough-
ness from its controller’s life points when
the creature is killed, is useless unless you
can kill creatures. Also, you should never
rely on your opponent’s deck fo be effec-

tive. For example, Feedback, which hurts
your opponent each turn, only works if your
nemesis has an enchantment in play.
There's no guarantee, however, that your
opponent will play an enchantment.

So what about creatures? Which ones
should lead your charge, and which ones
should ride the bench? Try to balance low-
power creatures that are easy to cast with
creatures that are powerful but costly, and
make sure some can fly. Cards that are
worthless in one deck may be quite valu-
able in another. By itself, one Plague Rats—
its power and toughness equal the number
of Plague Rats in play—isn't impressive.
However, several Plague Rats can be pretty
lethal. By your fifth, your opponent may
start wishing for a good exterminator.

Another consideration when choosing
creatures is how they interact with other
cards in your deck. For example, Dwarven
Warriors (tap to make a creature of power
no greater than two unblockable) and Fire-
breathing (enchant creature; +1 power/+Q
toughness per red mana) make an extremely
potent offensive force.

Creatures and direct-damage spells, such
as Fireball, Lightning Bolt and Drain Life,
are by no means the only weapons. The
Rack, an artifact that damages an oppo-
nent for each card in hand below three,
can stretch the life out of your enemy if you
keep his hand size down using Mind Twist,
Disrupting Scepter and Amnesia. Similarly,
if you can keep your rival's hand size high
by forcing him to draw more cards (Howl]-
ing Mine, Braingeyser) or by preventing
him from casting spells (by destroying his
mana), the Black Vise (artifact; damagesg
opponent for each card in hand above foyy)
can finish him off.

One of the best creature/enchantment
combinations lies in green: Thicket Bas;]iq)
with Lure and Regeneration. Unable to pegigt
the temptation of peering through tpe
bushes to see your Basilisk. YOur oppogi-
tion's once-active army will be transformeq
into lifeless stone.

If you're playing white, YOU €an use the
rare Meekstone artifact (creatures witp
POwer greater than two may Not untap)
with Serra Angels (4/4 flying: doesn't tap
When attacking) and smaller créeatures. Sey-
eral Prodigal Sorcerers can make life mis-
erable for your opponent. especially with
Jandor's saddlebags (artifact: spend three

(¢CON’T ON PAGE 39)
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PUSHING THE LIMITS OF MAGIC,
WIELDING ARCANE AND LEGENDARY POWERS
IN PURSUIT OF GREATER KNOWLEDGE -
THEY ARE THE MIGHTIEST OF ALL WIZARDS.

““il'ga@ARE THE ORDER OF HERMES.
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