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spiritual and virtual domin

Heresy: Kingdom Come™ Is @ fast-moving game of fallen
angels, cyberpunk demons and awakened dreamwalkers,
Set amidst the Ruin of a Forsaken Earth, somewhere in our
own dark and distant future, players struggle for global,
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| he world is dying, smothered in the coils of the Wyrm. Only the Garou
werewolves can stop it. But who will lead them? The war is on, werewolf vs.
werewolf, pack vs. pack. Wielding razor-sharp claws and mystic weapons,
calling aid from ancient spirits, the Garou vie for leadership.

The limited-edition set of RAGE features over 300 cards, all with security
holograms. Collect silver foil Past Lives chase cards, only available in RAGE booster
packs. Build your own custom decks, and experience the frenzy of RAGE!
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H Cover Artist

Fantasy illustrator Charles
Vess delivers this month's
| floating wizards cover-
Best known for his covers
for DC Comics' Vertigo
imprint. Vess' current
artwork can be seen grac-
ing the fronts of Armada's

Ice Age comics-

HEY, IF YOU HAD
A HEAD LIKE A MOUNTAIN
RANGE YOU'D BE PISSED
OFF TOO!

B The Fourth Edition

is here! Turn to
page 48 for the
complete list of

what's in and

B Can this pickled hand be
the key to illicit bliss?
Probably not- but check
out the secrets of the

wizards. starting on page




EDITOR'S LETTER

Road Trip!!!

Your friends from InQuest will be on the road this summer. Why
would we forsake the Hudson Valley’s pleasant confines this sum-
mer, leaving friends and loved ones behind? Why would we risk our
lives and precious baggage on the vagaries of airline transport dur-
ing the oh-so-crowded summer months? Why would we spend our
nights in hotels that refer to artificially colored water as shampoo? Why?

Because we want people to like our magazines, and if we can
just impress you with the hardships we're willing to endure to make
a personal connection with you, our reader, perhaps then—and only
then—will we be able to return to our loved ones in the beautiful Hud-
son Valley.

You’re moved, you say? You want to meet us and tell us how to
make InQuest a better magazine? You want to stomp Pat and Mike
S. (aka Mr. Balance) and their girlie “Killer Decks"? You want to stop
at our booth and Feed the Atog? You want to give us a Mox to get
your name in this column? You want to introduce Matthew to your
girlfriend’s gorgeous, wealthy, older sister? Well, here’s where to go:

DragonCon, July 13-16, Atlanta. Call (404) 925-0115 for info.

We'll be hanging at the Hilton, listening to blues in the Under-
ground, and playing Magic till the wee hours. Publisher Gareb
Shamus, Executive V.P. Fred Pierce, Mike Searle, Matthew Mil-
liken, and | will be there, as well as Wizard: The Guide to Comics
Editor Brian Cunningham. DragonCon is the official home of
the Wizard Fan Awards beginning in 1996, and has the best
evening convention activities on the planet. They're hosting
seven different kinds of Magic tournaments, as well as tourneys
for Blood Wars, Rage, llluminati, Galactic Empires, Doomtrooper,
SimCity, Jyhad, Dixie, Wyvern, Spellfire, and Star Trek.

Pack lots of black clothing and join our friends and fellow
conventiongoers Dave Dorman, Lurene Haines, Phil Foglio, Jeff
Grubb, Mark ReineHagen, R.A. Salvatore, Brinke (sigh) Stevens,
lohn Byrne, Jae Lee, Allison White, and Pat & Ed.

Gen Con, August 10-13, Milwaukee. Fax your name and
address to Sandy Kinney at (414) 248-7144 by June 15 for info.

If it's a game, someone is playing it at Gen Con. This con-
vention is so big, it almost defies description. If you're a gamer
and haven’t been here, come! InQuest is sponsoring the first-ever
Gen Con Blood Wars Tournament! We'll be using the TSR castle
for photo ops and acting like industry insiders. Stop by the InQuest
booth to challenge Gareb, Fred, Pat McCallum, Mike S., Matthew,
Mike Fasolo, and me. Oh yeah, Tim Bradstreet will be there, tool

In addition, Wizard Press will also be attending the Chicago
ComiCon, the San Diego Comic-Con, and The National Sports Col-
lector’s Convention this summer. Please stop by and tell us what you
think about our ‘zines—we need to know!

Marty Stever
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In Like Flynn

The verdict is in on InQuest #1. While fans had plenty

fo say on how InQuest could be a better magaxzine, the
general consensus is that we’ve got ourselves a nifty 1i‘l

book here. But I’ll let the letters speak for themselves...

Mogic: The Gothering™ & © Wizards of the Coast. Wizards of the Coost & a registered trodemork. Some artwork may have odditonal copyrights.

mann-

] "Mickeya
I need a fix-

Some Ice Ages or

straight-up Magic

. it doesn't

matter— whatever ya

got."

In the Crosshairs

Starting with the absolute veracity of the i
Editor’s Letter (“Please God, don’t let my
rare card suck!”), continuing through the
strangeness of the “Ultimate Chaos!” and i

the [Card Stock] “Like Rats on Cocaine”
pieces (hysterically true and can-
did), and concluding with the
sad truth that we'll all go broke
buying this stuff, you’ve hit it
just right.

Good job.

Cary Newburger

New York, NY

We aim to please.

Celestial Karma

Hi guys, pretty nice mag. Although the
card ratings system needs some work: I'm not {
about to throw some Celestial Prisms in my
deck just so | can have a Regrowth, let alone
a Karma, which should be a sideboard card for |

a white deck, not “something that should fit |
i known the difference.

nicely into virtually any deck.”

Loved the rest, great stuff on vampires,
the “Ultimate Chaos!” article was hilarious. |
Oh, and when on page 68 you say, “Hey, :
cool—Dwarven Ruins is just like a red mana |
battery, right?,” you mean Dwarven Hold, eh?

Kalen
Dartmouth, Nova Scotia, Canada

they re nof part of the core theme.

As for the Dwarven Ruins, yeah, we slipped up. It shoulda
been Dwarven Hold. Good catch.

No Justice for Jyhad

In your “Ultimate Chaos!” game, it was
actually a tie between my two favorite
choices, Jyhad and Magic. The reason
for this: when Uno got knocked out,
Jyhad got a victory point (under Jyhad rules,

i the predator does not have to be the one to

actually remove his prey to get the victory
point...as long as his prey is removed

\‘ he gets a victory point and six
W blood). In Jyhad, one need not
Ty survive, one must only have

the most victory points.
Greg Simoes
Lubbock, TX
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Hold on, Greg—you're taking that
dangerous step into our pecu-
fiar brand of insanity. In afl the
(haos, Chutes & Ladders couldd
have won and we wouldn’t have

In Quest of
a Name

1) Where did you get the
name InQuest?

2) With the Magical Hack

card from Magic, can you change
i a mana symbol as well as text?
Some good points about the price guide infro. We've
reworded that a bit to state more accurately what we meant:
that five-star cards can usvally enhance your deck, even when

3) How do they cram all that gram?
Dean McDuffie

Gulf Shores, AL

1) Wizard Press Publisher Gareb Shamus, Associate Pub-

I wLyY |19 98 5




"Hey. no team of
overmerchandised
muties could wax my
behind!™ protests

angry man of iron.

lisher Stephen Shamus, and Kenny Shamus jommed on @ name,
and Kenny came up with the name In Quest. It was later
changed fo one word, InQuest.

2) Nope. Just land types in ward form. You can change
plains to mauntains, but you can't change

0 &

3) Don’t know, buf the X-Men could kick Iron Man’s ass.

Contest Clues

| have a few questions concerning the
“Win Every Magic Card” contest [InQuest
#1]. First of all, my entry will be an artifact.

Will it hurt my chances of winning if | don’t

get the color of artifacts just right?

Secondly, can | tear the picture off the
front of a mana card, and attach my own
front on the now-blank side?

Finally, will the winner receive Alpha,
Beta, or Unlimited cards?

Chris Birckhead

Warren, NJ

Wow, we got a lot of mail about that Magic confest. For
the record, your card borders and text and so on don’t have
0 look exactly like an actual Magic card. Just iry and get it as
close as you can.

Yes, foel free fo butcher o Magic card to provide a card back,
but remember that your contest eniry can be bigger or smaller
than an actval Magic card, as long as it's proportionate.

And finally, the winner will receive the most recent edi-
tions of out-of-print cards. So, while there are Alpha and Beta
Icy Manipulators, you'd receive an Unlimited fey if you wan,

Scarcer than Star Trek

| would like to start out by saying your
magazine is great! Good articles, nice for-
mat, and great coverage on new games.
Your price guide is the best one I've seen yet.
Colorful, complete, and the card combos
are terrific. 1 just hope in the future you can
expand on the less-popular card games.

The only problem | see with this new gam-
ing trend is the difficulty in finding single
cards for games other than Magic and Star

Trek. | don't have much contact with other |
gamers, so trading is next to impossible. Any

suggestions would be greatly appreciated.
Matt Taylor
Boulder, €O

Try hitting a local gaming convention. As to when and
where the closest one to you is, we're planning on running
some sort of convention calendar in InQuest sometime in the
near future. Till then, ask around at your local gaming stores.

Friendly Suggestions

| just picked up your magazine on the
suggestion of a friend. I'm glad | have such
good friends.

| loved this magazine. From the mast-
head rubric to Swan Song, | enjoyed the
slick yet irreverent presentation. The only
thing stopping me from subscribing now
is that | wish to see one more issue to decide
if you can keep it up.

Shane C. Pruyne

Ann Arbor, MI

As our, ub, close friends can attest, we can indeed keep it up.

Notes from Krynmn

I really enjoyed your Dragoniance movie
casting call. The pictures were impressive!
The group on alt.fan.dragonlance has been
working on the movie cast for months now.
| posted your recommendations (with
proper credit, of course).

Thanks also for the info on the DI ani-
mated series. | didn’t know any of that.

Margaret Weis

Cyberspace

Hey, no problem. It's the least we can do for one-half of
the team that gove us Dragonlance,

2
WS

Magic Squared

Could you tell me what the going rate is
for Magic: The Gathering Collectors’ Edition
cards? | picked up a Lord of Atlantis that was
a Collectors’ Edition without realizing that,
since this card is a marked card, | can’t play
with it. Are these cards worth more or less
than other cards of the same wording?

EAngel3

Anonymous in Cyberspace

For those of you who don’t know, Wizards of the Const
released o Collectors’ set of Magic: The Gathering (featuring ol
the Beta versions of Magic s basic set). These cards were stan-
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dard Magic size, though they had square corners,
exferior gold card trim, and had Collectors’ Edition
printed on the card back in gold. Individual card
prices vary for these cards, but they're nowhere
near what “real” Magic cards go for. You should
be able to pick up o full ser (which comes in a
neat storage box) for about $200. And no, they're
no! tournament legal.

Secret of Success

Hi there! Just noticed that
InQuest has no cartoons. Every
magazine has cartoons.

Marcus

Clueless in Cyberspace

Y'know, after all the work we’ve put into i,
nobody’s noticed that every issue of InQuest is @
big flip-book. Unappreciative bastards.

Y'know, we worked hard to put together the
best magazine we could, and we were pretty con-
fident that you all would get a kick out of InQuest.
But we never expected o be as warmly received
as we have been. Thanks 1o all of those who took
a chance on a new title and picked us up, and espe-
cially those who ook the time to write in and help
us along. You guys rule.

Send yer letters to InQuestMag@aol.com or:

INQUISITION
151 Wells Ave.
Congers, NY 10920

Q: Can you sacrifice Saproling tokens to an Elvish Farmer if he didn't
create them?

—C. Copelin, Benton, ME

A: Sure. The only thing the Elvish Farmer cares about is that it's a
Saproling token. Of course, the normal sacrifice rules apply.

Q: I play a 1/1 Kird Ape, but I have a forest in play so it becomes a
2/3 wreature. Can | tap Pendelhaven 1o give my monkey a +1/+2 bonus?

—D. Breen, Highland Mills, NY

A: No. Pendelhaven looks ot the current numbers. In this example,
the Kird Ape is a 2/3 creature, not o 1/1.

Q: My opponent throws a Paralyze on my tapped Colossus of Sardia.
How much mana does it take to untap him now—four, nine, 13, infinite?

—R. LeFevre, Jenkintown, PA

A: Lucky 13.

Q: My opponent has three islands and a Sol Ring in play. He taps all
three and the Sol Ring to summon a creature, but | immediately respond
by casting Rust on his Sol Ring. What hoppens?

—M. Lanaro, Washingtonville, NY

A: Oh boy, what a question! As near as we can figure out (the Rules
Team is in a meefing), Rust counters the effect of the Sol Ring. There isn't
enough mana fo cast the summon spell, so it should go back in its owner’s
hand. The controller of the Sol Ring will tuke mana burn unless she finds
a way fo spend the three blue mana already in her mana poal.

Q: | have an lcatian Store with 10 counters on it, but it's tapped. If
all my regular lands are tapped, and my opponent casts Drain Power,
does he get any mana from me?

—V. Navarino, Niles, MI

A: He does not get the counters from the tapped lcafian Store, so
your opponent ends up with nothing.

Q: Why is the Black Lotus worth so much?

—S. Coft, Cyberspace

A: Basically, the Black Lotus is o cheap source of fast mana. Picture
this: on furn ane, you drop a Black Lotus (zero casting cost) and a swamp.
Tap the swamp, cast Dark Ritual, and sacrifice the Lotus for a total of six
mana—you can get a huge creature out on the first furn! Also, the Lotus
was a rare card among only about 45 million total cards in the Alpha/Beta
Limited and Unlimited sets.

Special thanks to Rich Redman ot Wizards of the Coast
for helping dear these questions up. ]

Have a gaming question that's driving you up the wall? Just drop us
a line and we'll calm your nerves. E-mail us at InQuesiMag@aol.com
or write to:

SfU m pel'S ¢/o InQuest
151 Wells Ave.
Congers, NY 10920

The rarest of

the rare. the

Black Lotus is

the fastes form

of mana on the

planet-
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JOIN.THE SECRET. WAR ATHES E TN A!?LAMES WEST-SPONSORED STORES:

Bruce's Book-O-Rama Fresno Crazy Egor's Rochester NY
Gator Games San Mateo (67:] Saratoga Sci-Fi Shop  Saratoga Sprngs NY
Game-A-Holics Santa Clara (67 ] Green Dragon N. Charleston sC
Village Vidiot Ft. Collins co Gamesmasters Unltd.  Clearlake TX
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Shanandoe Enterprises Boise D Gamesmasters Unitd.  Houston TX
Heroes Unlimited Roselle L Players Texas Sports  Huntsville TX
The Comic Pit Howell mi Games People Play Logan ur
Game Master Fair Lawn NJ Games People Play Orem ur
Gamesquest Albuguerque NM Games People Play W. Valley City uT
My Book Store Las Cruces NV Games Plus Woodinville WA

Retailers: Wargames West should be your store’s distributor! We offer
America’'s fastest shipping, up to the minute computerized inventory,
and free advertising in top magazines! Call us!

For A FREE 136-PAGE CATALOG: P( OX 9496, ALBUQU JE NM 87119

Shadowfist is a trademark of Daedalus Games. Card art Is copyrighted in the artists names, counter-clockwise from top: Anthony Waters, Phil Foglio, Mellssa Benson,
Heather Hudson, Ed Beard Jr, John Snyder, Mark Tedin.
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FOURTH OF SUPPLY?

NEWS & \.O’"‘F‘S

IF IT'S NEWS,
IT'S HERE!

MAGIC FOURTH EDITION DISTRIBUTION PROBLEMS

B!

-1 in May, it didn’t come in the quantities
expected by distributors, retailers, or consumers.

it was gone. We had to limit them to one box,

tomers have been patient.”

When InQuest asked about the distribution of
Fourth Edition, Wizards replied with a fax reading,
in part: “We are shipping Fourth Edition essentially
twice a month. We have had to allocate to dis-

ing more Fourth Edition on a per-month basis than
with Revised Magic.”
If the Fourth Edition does ship twice a month,

and if distributors and retailers receive the same
amount of their orders as they did in the first ship-
ment, their orders won't be fulfilled for about two

months.

But that's only for those who've gotten the first

installment of their orders.

David Kufflick, the purchasing and card sales
manager for T.D. Imports Inc., in Canada would like
to know what’s going on with his shipment. “We
haven’t even seen our order yet. Not a single card.
We don’t even know when our order will arrive, |

They can’t even tell us that.”
The claim of problems with printing capacity did

not placate some retailers. “Anybody you speak
to in printing over here will tell you they can pump

out any print run you want in under a week,” says
Rich Dominguez, owner of The Outer Realms in

Linden, N.]. “Why does it take me months to get i

five cases of Fourth Edition?”
Since Wizards is a young company, some are
willing to give it the benefit of the doubt. “It's too

easy to criticize from the outside without know- :
ing the exact reason why, but there has to be a
fair amount of trust and commitment for the sys-
temn to work,” said one distributor. “Wizards of the |

Coast should be more communicative.”

T.D. Imports sends its communications with
Wizards on to retailers. “We pass along the faxes :
directly from Wizards,” Kufflick says. “We've also !
made it a policy to pass along the fax number of
our sales rep so the retailers can complain directly.”

Some retailers learned from shipping problems i
with previous Magic sets. “I only take pre-order for !
about 10 percent of what | order from the dis- |

1 he Fourth Edition of Magic: The Gathering
is out—but when it debuted the first week
i alimit on the number of boxes they can buy.” He
i says his customers find this “frustrating.”

“We got it in on Wednesday and by Saturday
i problem? “I'm not entirely sure they can,” opines
then half a box, and so on,” says Sharon Cieley of
Dragon’s Lair in Austin, Texas. “Luckily, the cus-
il believe, coordinate better with [card printer] Carta
¢ Mundi to either give more product in a shorter
i period of time or for Wizards to reassess their rela-
i tionship with them to such a point where they can
i actually fulfill their orders.”

tributors because of printing capacity. We are print-

tributors,” says Robert Moses, president of Chimera
Comics & Cards in Fond Du Lac, Wis. “I have to put

Can Wizards of the Coast find a solution to the

Sean Schumaker, office manager for Berkeley Game
Distributors in California. “Part of it is having them,

“l can say definitely that

there’s a tension rising,” says
¢ Kufflick of T.D.

Imports.  “I can say

“From our end, we're fed up.”

definitely that
there’s a tension
rising...we’re

fed up.”

—David Kufflick of T.D. Imports
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New Rating System for |

Magic Players; Gards
Restricted

The new system, instituted in May with the beginning of

Chess Federation (USCF) rating system. The Convocation says
that the USCF-type system “should prove to be a much more
accurate and meaningful system for all players.”

Each Convocation member will begin play in 1995-96 with

rise or fall depending on the results of matches and the ratings
of opponents. Unlike the previous cumulative-point system,
more-frequent play will not necessarily result in higher rat-
ings, but should more accurately reflect a player’s true skill.
The ratings will become official once players have played

in 25 sanctioned tournaments against rated opponents. Rat- :

SkyBox Trading tarl

In other recent rulings, the Duelists’ Convocation recently

ings are likely to fluctuate early on.

restricted Balance and Fork.

..:bu:n creatures in |Ihy
th samc way, Creatures lost in
this manner are considered buricd.

bz, © Mark, Poole

achools Restrict
Magic: The Gathering

Amidst accusations that Magic: The Gathering inspires
occultism, schools have placed restrictions on the game.

In Concord, N.H., Beaver Meadow Elementary School
recently instituted a policy forbidding students to possess
Magic cards without parental permission. While on school
grounds, students with permission may only show or play
the game with other students who have permission.

In Bedford, N.Y., Bedford Central School District ended its
30-day ban on Magic (“Magic Banned: New York School Dis-
trict Prohibits Game,” InQuest #2). Although school officials
were not available to clarify official policy, residents said the
game may only be played on school property at supervised

10 1w Q U E 5 T

i extracurricular Magic clubs, which require parental permission.

The Concord complainants told the Concord Monitor that
the policy was “a good compromise,” but that they were
skeptical it could be enforced.

But in Bedford, Magic's opponents vowed to continue to
fight to remove the game from schools. Mary DiBari told a

i reporter that she would file a federal lawsuit to keep Magic off
school grounds because its religious allusions violate the Con-
i stitutional separation of church and state.

he Duelists’ Convocation, the Wizards of the Coast :
organization responsible for running Magic: The Gath-
ering tournaments, has revised its player rating system. :

The Bedford school district ended the month-long ban
after consulting with three experts in adolescent psychiatry who
concluded that Magic was safe for mature children. The experts

reportedly noted that while the game could have beneficial
the 1995-96 tournament season, is based on the United States §

effects, such as inspiring creativity, it might disturb children

with emotional or behavioral problems, and children unable
i to distinguish between reality and fantasy.

In Concord, Beaver Meadow Principal Roger Brooks sent

a survey to parents of Beaver Meadow students, then formed
a provisional rating of 1,600—an average rating. Ratings will :

a committee through the school’s parent-teacher association.

“We decided to find a policy that promoted children talking
i to their parents about this, and yet addressed the issue of
those parents that, for whatever reason, fe[t strongly that their

SkyBox is releasing a CD-ROM game based on a card se_t.
The card set, Creators Edition Trading Cards, is due this

: September and contains 105 original paintings of all-new
i characters by Julie Bell, Brom, Dave Dorman, Dave McKean,
i and Brian Stelfreeze.

The CD-ROM game, SkyBorg: Into the Vortex, is due this

i October and contains all 105 characters from the card set.
! It's setin the Microcosm, a microscopic universe. The player
i is a cyborg named SkyBorg whose creator has been kidnapped
i by an evil cyborg.

To rescue his creator, SkyBorg must search the Microcosm,

interacting with its denizens. Some cards in the trading card
i set will contain certain codes that will help the player solve puz-
i zles, but are not necessary to play the game.

SkyBorg: Into the Vortex will be both Macintosh- and PC-

i compatible.




otar Wars:
The Gollectible
GCard Game

This October, Decipher will release the
Star Wars Collectible Card Game, This game
will be done in six different “settings"—two
from the first movie, one from The Empire
Strikes Back, two from Return of the Jedi, and
one totally new setting called Shadows of the
Empire. This new set will tell the story of what
happened in the underworld of the Empire
between the second and thijrd movies.

One problem: Shadows of the Empire
required images that did not exist. To obtain
the best possible visyal quality, Decipher
and LucasFilm decided to scan and digitally
manipulate original footage from Star Wars.
The film was escorted from the vaults under
armed guard.

®
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Got some money in your pocket? Here's a gocd way

to get rid of it. Check out the latest card collectible

releases coming to a shelf near you..

NAME =

The Factol’s Manifesto

| CoMPANY: TSR
SET SIZE: 300 crds

July 1995
¥ SUGGESTED RETAIL: S$20

RELEASE:

Here's the Deal: InTSR's Planescape, there are 15 factions led by 15 fuctols. Each leader makes the case

for joining his, her, or its faction in this 160-page book, which also features guidelines on faction interaction,

magic, and equipment.

NaME: Powers of the Mind
COMPANY:  Companion Games
SET SIZE: 152cards
RELEASE:  July 1995
PACKAGING: 12-card booster packs
7 SUGGESTED RETAIL:  S$2.45 per booster

Here’s the Deal: Powers of the Mind, the first expansion set for Galactic Empires, brings three new non—ship-

™ 8 1S, Gomes Sy

based empires to the gome. Players represent races of wizards/empaths/psionics who use an extradimensional mind

conduit to link to one another. Collectors take note: this set will only be printed once!

On the Shelves continued on page 13---
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“It's tunging time!” The Thing gets down in Marvel OverPower.

firsts

Umbra, the first expansion set for White Wolf’s Rage, will

be out in August. Richard Ferguson, Brian LeBlanc, Richard
i for $3.95.

Thomas, and others will provide art. Featuring more Garou,

Wyrm, and event cards, this 90-card set will be sold in 12-
i in July. The Regency Sourcebook: Keepers of the Flame is a new
i campaign setting for Traveller: The New Era that will reopen the

card foil packs retailing for $1.95.
The Marvel OverPower card game from Fleer will debut in

August. Filled with popular Marvel superheroes and villains
like Spider-Man, Sabertooth, Rogue, and Venom, Marvel

OverPower will retail for $5.95 per 64-card starter deck and
$1.49 per nine-card booster pack. Starters, which contain

mainly characters, will have 206 cards; boosters, which boast
mostly enhancements, feature an entirely different set of

182 cards. Darick Robertson, Bart Sears Studios, and Dan
Panosian are among the artists.

The new Magic: The Gathering expansion, Ice Age, recently
made its much-awaited debut at Toronto’s Canadian Comic
and Card Spectacular. Competitors in the sealed-deck tour-
nament were able to purchase one Ice Age deck and two
boosters. The prizes were four diamond-studded Ice Age

medallions ranging in value from $500 to $1,000.
Netherworld, the first expansion for Daedalus Games’

Shadowfist, is due in September. Featuring art from Anson :

Maddocks, Jesper Myrfors, and Rob Alexander, these 15-

card booster packs will retail for $2.50 and will feature new

cards for every Shadowfist group.
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This August, Alderac Entertainment Group
will release Legend of the Five Rings, its first col-
lectible card game. The game is set in 15th-
century feudal Japan and filled with samurai,
ninja, wu-jen, and kolat assassins, all battling
for the throne. This 300-card set will be sold
in 60-card starter decks retailing for $7.95
and 15-card booster packs at $1.95.

Goffin Lovers

3 Dark Sovereigns, the first expansion for
i} Wizards of the Coast and White Wolf’s Vam-
pire: The Eternal Struggle, will be released in
August. This 100-card set will include new
clans like the Italian Clan Giovanni. You can
also look for new European vampires such as
the Queen of London and the Prince of Berlin.
Darkness Unveiled, the pocket players
guide for Vampire: The Eternal Struggle, will
be available in September. This $14.95 hard-
cover book will include new and updated
rules, a complete card list, and histories of
the most interesting cards. The cover will be
by Dave McKean of Vertigo/DC Comics’
Sandman and the Vertigo tarot deck.

Not of This Earth

Mag Force 7 will release Star of the
Guardians Unlimited Edition in October. The
dl Unlimited set contains 250 cards, with the
same number and mix as the Limited set.
Unlike the blue-bordered Limited edition,
these cards have black borders.

In August, Last Unicorn Games will release

i Heresy: Kingdom Come, a collectible card game in which
i demons, angels, and humans battle. These 374 oversized
cards will feature art from James O’Barr, Michael William
i Kaluta, Brom, and others. Heresy will be sold in 60-card starter

decks retailing for $9.95 and 15-card booster packs retailing

Game Designers’ Workshop will launch two new products

old Spinward Marches campaigns. This sourcebook will include
information on the Sword Worlders, psionics, and Vargr. Virus

Star of the Guardians was
one of the first science-
fiction card games, and it's
got new editions on the
way. The 250-card
Unﬁmited Edifion is due

in October.

™ & © Mog Fore 7 boc.



Redux Epic Part 1: The Guilded Lilly, based on the Vam-_

pire Fleets sourcebook, is the first of GDW'’s “Epic”
adventure line books. “Epics” are three or more sepa-
rate adventure books that can be linked together to
make a complete storyline.

The Digital Domain

MicroProse, maker of the upcoming Magic: The
Gathering CD-ROM game, has jumped onto the Inter-

net. Users can download news releases, demos, and

screen shots from a Web site (http://www.micro-

prose.com) the FTP site (ftp.microprose.com).
Wizards of the Coast’s reprint of RoboRally will be

available in July. Four new robots, designed by Phil

Foglio, will grace the set, and a few others are being
resculpted.

Cybertechnology, a sourcebook for Shadowrun, will
be released by FASA in August. This 124-page book
is filled with expanded rules, accessories, and new
cyberware. _

MasterSystem from Sentient Software Division is a
program based on West End Games’ MasterBook sys-
tem. This program, for Windows 3.1 or higher, was
designed to help game masters run their campaigns
by eliminating the need to memorize the rules. It
can also be used by players to create characters for
any MasterBook setting.

Kingspoint 2.0, for Window-based IBM-compati-
ble computers, is the latest version in this series of
roleplaying referee software from The Role Playing
Software Co. (né Goldtree Enterprise). Retailing for

™ & © Wizards of the Coast Inc.

$44.95, the new release has increased database access
and mouse support. Designed to help GMs run city
campaigns, the program features over 260 buildings
and 500 NPCs and can be customized for any role-
playing system.

The Hordes, a Windows-based deck builder and
database program written by Darryl Yust, is now avail-
able on CompuServe, America Online, and other loca-
tions, including marvin.macc.wis.edu/pub/
deckmaster/misc/utilities/windows/hordes.zip. This
program can be used for many collectible card games,

Continued
Strength from page 1l
NAME: Redemption
omMPANY:  (actus Game Design
SET sIZE: 300 cards
P~ RELEASE:  July1995
) B ' PACKAGING: Dual 50-card starter decks;
PMEEE oo
§ SUGGESTED RETAIL: S??SperslunerSl Sﬂperbmsler
N

Here’s the Deal: The Biblically-based buzz generator at the GAMA Trade Show meets the market in mid-
luly. Redemption, the first collectible card game from Cactus Game Design, concentrates on dassic conflicts between
good and evil charadters from the New Testament. The cards will feature hand-painted art from Greg Hilde-
brandt, Mork Poole, Jeff Haynie, and Michael Carroll, and computer-generated ort (Cactus calls it “cyber-illus-
tration”) from artists such os Todd DeMelle, Steve Guluk, and Michelle Spalding.

INAME :  Star Quest

The Regonc_y_ !’_EE s

'COMPANY:

Comic Images

EREGEH- VST SIZE: 325 crds

RELEASE:  July 1995
g PACKAGING: 53-card starfer decks;
9 15-card booster packs
x st

SUGGESTED RETAIL g 57.95 per starter; $2.95 per booster

Here’s the Deal: Play ane of five races, or an alliance of races, and amass ships, equipment, and troops
to send against your opponent’s homeworld. The art will come from well-known artists such as the Hildebrandt
brothers, Michael Whelan, and Frank Frazetta. Each of the 53-card starter decks will feature two special foil
homewarld cards, and each booster pack will contain a randomly inserted signed card. Star Questwill be Comic

Images’ first collectible cord game.

‘b‘_-r’-”
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Star 'I'rel(-

The Hoxl Generuhon
Customizable Card Game Collector’s Tin )

g " conpany: Decipher Inc.

E SETEE-— 363 (u;ds _ B

s RELEASE:  hy1995

: PACKAGING: 363-ardfin -
SUGGESTED RETAIL: Sllibperﬁn

Here's the Deal: Decipher hos manufactured 30,000 collector ins, each one containing silver-bordered
versions of all 363 original Star Trek: The Next Generation Customizable Card Game cards. The tins also indude
a special color rule book and a card list. Although the cards will be fully playable, they will not be allowed in

tournaments.

] U N E |99'5,:‘




including Magic: The Gathering, Star Trek: TNG
CCG, and Vampire: The Eternal Struggle. The
Hordes gives information to help balance your
cards and also analyses your deck for compli-
ance with tournament rules.

Super Nova

CoMPANY:  Heartbreaker Hobbies & Games

SET SIZE: 165crds
lu!y [
PACKAGING: IB—cqrdi"Mnsjgrr BPES!ETV?UFI‘S" 3. il

SUGGESTED RETAIL:  S2.95 per booster

™ & © Hentlveoker Hobbies & Gomes.

RELEASE:

Here’s the Deal: Ships, aliens, planets, mercenaries, and much more—all can be found in Heartbreoker's Super
Nova. Players fight to build the biggest empire using economic, military, and diplomatic power. The first limited edi-
tion printing will consist of 165 cards (100 comman, 35 uncommon, and 30 rare), all of which will have black bor-

ders. Each so-called Master Booster Pack contains rules for the game. 'I'eﬂ'lniﬂal “i"in“"ies
Decipher’s Alternate Universe, its first Star

Trek: The Next Generation Customizable Card

Game expansion set, will be delayed until

In Nomine, the new roleplaying game from
Steve Jackson Games, should be out in August.
This RPG will allow players to take on the roles
of angels or demons. Written by Derek Pearcy,
this 256-page book will feature cover art by
John Zeleznik and interior art by Dan Smith
and will retail for $29.95. The game was
delayed in part by S)G’s efforts to release //lu-
minati: New World Order.

Due to problems with printers and distrib-
utors, Apocryphy will not hit the stores until
September at the earliest. When this Demen-
tia 5 RPG in collectible card format does make
it to the shelves, it'll be sold in 90-card starter
decks that include instructions and sample
adventure scenarios.

RELEASE: July1995

= August by a month-long shutdown of the Euro-
= r ing plant that prints the cards.
£ v T pean manufacturing p!

E Se he— n-”“-“' Siru_g_gle The limited-edition, black-bordered, 121-card
T:; Wizards of the Coust ) set will be sold in 15-card booster packs retail-
i SET SIZE: 439cards ing for $3.

PACKAGING:  76-tord storter decks; 19-card booster packs
SUGGESTED RETAIL: 5895 per starter; S2.75 per booster

Here’s the Deal: The second edition of Jyhad & ready for action, with rules rewritten ond simplified for easier
reading and quicker game ploy. The cards will be completely playable with the original Jyhad cards, although the new

ones will have Vampire: The Eternol Struggle printed on their backs.

The _
WORTITIDS
~of TSR

BATTLEETECES

NAME: The Worlds of TSR
compPany: TSR

They're Back!

In August, FASA will appease popular
demand by re-releasing the first novel of the
Blood of Kerensky trilogy. Lethal Heritage,
written by Michael A. Stackpole, is set in
the BattleTech universe and reveals the secrets
of the Clans. @

" RELEASE: July1995
SUGGESTED RETAIL: SIB95

Here's the Deal: TSR brings fans into the many worlds of their creation by introducing The Worlds of TSR. This
144-page, perfect-hound art book is filled withh 200 full-color pieces drawn by some of TSR's hottest artists like Brom,

Robh Rupple, and Larry Elmore. {‘
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(AN A NEW GAME
VIR [ HIA NI AL NIEW! G AMIES
A NEW GALLERY EFEOR
- IN | = ¥
FRAZETTA, WHELAN, ROYO

AND; HE" HUNSDEBIRIAIN DTS

N
: : fers ntIu.rL\u.um futtu cs, ing
{a ¢s has assembled 18 of the finest seienee SWQIurL::II(?thIk o randnml\gm sjt. r%f:d ¥ X
fanLt‘as\ ;rt;sts in the galaxy twﬁﬂ-‘”f" the

Cards. Plus, expansion sets will contifiue the ¥
M“h“g originalarc for Sfar Quest-The : , standard of spectacular art and speciallcards. S§ ¥
R‘iﬂenu\\urs ,

o ' Reach for Star Quest this summer. Afeer all)
Ot o Star Quest look exeiting, i‘ plays o~ M~ 0

nobody knows more about great gaming art than uﬁ
€XCiflng) nsive play-testing generated / ' company that has a history of bringing vou .
()vch\rhclmlnﬂ kudos.) Fast. Stratcgic. . arear curd are, ‘That's Gomic Ty
Politigstyy, t.uﬁﬂ,@mt in a futuristic science

That’s Srar Quest.
ﬁLUGI'! World, € 1995 White Bullulo fiames
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Editor’s Note: This arlicle

is for entertainment purposes

only/ InQuest does not recom-

mend you iry any of the things

described here. For the record, ;

we've never “summoned” any- : Phioto by Harry Peterson Phﬂfﬂgmphy
thing more mysterious than a ;

really short mall rent-a-cop with

anindecipherable namefag. And

now, on with the show!




hy does anyone think
kids like cutesie-poo,
cartoon versions of
wizards?

A California supermarket chain sells an in-
house brand of breakfast cereal called Magic
. Stars. Every box features a diminutive wizard
floating beside a spoonful of cereal.

“Product enlarged to show texture,” he

chirps.

A wizard, once reputed to have the abil-
ity to summon demons from hell and bind
3 them to his will, now stares in gape-

H mouthed awe at a processed oat puff.

. My feeling is kids do not like a wiz-
ard who could be smacked out of the
air and crushed flat by a spoon, nor
do they like one who could get

winded trying to lift a marshmal-
low. It's unseemly.

Kids like wizards because kids
crave power. If you were a wiz-

ard, you could bring your
favorite teddy bear to life. And
not just to life, but 50 feet tall,
able to breathe fire, and
thirsty for men's souls.

Society, needless to
say, has a vested
interest in putting

a stop to this.

b “Wizards
__ aren’t real,”
we tell kids.

“Magic isn't

real either,

except for
coin tricks.

Here, let me

show you a

coin trick.”

We then

show them a

stupid coin trick.
Kids tolerate
this only because
they know we’ll give
them the coin at the end.
Gradually, they learn not to ask about

! By Eric Black magic but to ask for money instead. That way, they don’t have

to endure the trick.

And so, we grow up to be good citizens who believe more in
commerce than in magic. All those stories about wizards are just
legends, and creepy legends at that. “We'd much rather see those
nice Siegfried and Roy fellows levitate an enraged jungle cat,”
the voices of reason say, “than see some old sorcerer do his
mumbo jumbo. That's weird!”

They don’t know the half of it.

(I UL e R |




NYAH, NYAH, VOICES OF REASON!

Despite what many people think, “wizards” really do
exist, and they’ve been around for a long time. Archaeo-
logical discoveries, including rock paintings and carved
totems found in southern European caves, suggest that peo-
ple have been performing
magic for tens of thousands of
years. By way of comparison,
the scientific tradition that
denies the existence of magic
has only been around a few
hundred years.

With all that history, you
would expect wizards to be dig-
nified and wise.

You'd be wrong.

A 14th-century German
occultist known as Abraham
the Jew was the first wizard of
the long-white-beard-and-
pointy-hat school. Not much is
known about Abraham, except
that he wrote a wizard’s how-
to book called The Sacred Magic of Abra-Melin, which con-
tains such chapters as “How to be beloved by a Woman”
and “How to cause Armed Men to Appear.” The book
attacks spells and potions, stating that true magic consists
of mystical, mathematical computations. And as we all
know, nothing drives a woman to the brink of “beloving”
like a good computation.

In 15th-century France, a wizard named Agrippa had a
reputation for conjuring demons. In his native Germany,
rumors held that a teenage boy had once blundered into
Agrippa’s hidden sanctum while the mage was conversing
with a demon. The demon pounced on the boy and killed
him, but Agrippa used magic to give the body the appear-
ance of a natural death. While no evidence exists to support
claims of Agrippa’s conjuring ability, he proved his mastery
of causing Armed Men to Appear: when he publicly
maligned the king’s mother’s grooming habits, a squad of
soldiers showed up and arrested him.

Gilles de Rais, the 15th-century French nobleman better
known as Bluebeard, was a wizard of black magic: magic
performed with evil intent. Legends claim that de Rais killed
over a hundred people for his rituals, and while it's hard to
separate fiction from fact, historians suspect de Rais did, in
fact, do some not-very-nice things. And some not-very-smart
things, too. Although extremely wealthy, he was obsessed
with finding the Philosopher’s Stone, a mythical substance
that supposedly could transmute any material into gold.
The point of having the stone, of course, was to make a for-
tune, which is exactly what de Rais had before he frittered
all his money away on shyster alchemists and sorcerers, look-
ing for the stone.

The 18th century brought the self-proclaimed wizard
Comte de Saint Germain. Magic was very much in fashion
in Europe in the 18th century, and Saint Germain used his
occult knowledge to exploit that fashion and gain access to
royal courts, where he spied for both Prussia’s Frederick the
Great and France’s Louis XV. Saint Germain achieved noto-
riety by claiming to have discovered the elixir of life. The elixir
was believed to grant those who drank it longevity and
eternal youth, and Saint Germain said he was no less than
2,000 years old. Wondering if the Comte’s valet was also

W ‘\
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Anson Maddocks’ Bone Shaman summoning who knows what.

immortal, a credulous nobleman asked the servant if he
had been present at the wedding in Cana when Jesus turned
water into wine. “You forget, sir,” the valet responded. “I
have only been in the Comte’s service a century.”

The most notorious wizard of the 20th century has been
Aleister Crowley. Crowley was
a British wizard who received
his magical instruction from a
secret society called the Her-
metic Order of the Golden
Dawn. Crowley broke from the
order, however, and published
many of their rituals and spells.
He complained they had sworn
him to secrecy, telling him that
what he would learn he must
reveal to no man, and then pro-
ceeded to teach him the
Hebrew alphabet and the
names of the planets. Crowley
lived a life of excess, leaving no
drug or sexual practice unsam-
pled. Although he died in 1947,
some people still believe that Crowley was, if not the devil
incarnate, at least one of his minions. Others feel his contri-
butions to magic are a great benefit to mankind.

But by now, you’re probably wondering what the heck
wizards do.

WILL THE INFERNAL LORD OF THE PIT PLEASE
PICK UP THE WHITE COURTESY PHONE?

In the Western tradition, there are two varieties of magic:
high and low.

High magic is the summoning of spirits, and there are 3
lot of rites and rituals one needs to know before attempting
to summon. Wizards summon spirits because they .believe
the spirits can answer questions about the future, give instruc-
tion on magic, heal people, harm people, or simply provide
the conjurer with a mystic experience. And whether yoy
think of spirits as angels, demons, ghosts, or elementals, the
one trait they have in common is that they don’t come when
you call them. At least, they don’t come easily.

For that reason, high magic is heavily weighted towards
ritual and ceremony. Very complicated ritual and cere.
mony. To summon a spirit, wizards say you nee:‘d to knowy
the proper name of the spirit and how it likes to be
addressed, you need to have memorized pages upon
pages of commands that will bring the spirit forth, you
need to study carefully the stars to know the right time to
perform the ritual, and you need to prepare yeur sane:.
tum (you do have a sanctum, don‘t you?) with magic rods,
knives, censers, candles, and orbs, all of which you have
personally made and consecrated. _

Just to make a rod, for instance, you have to find a Per.
fectly straight branch on an almond or hazel tree, cut-lt in
the early dawn with a single stroke from a golden sickle
(don’t even start if you don’t have a golden sickle), run c’.:l mag-
netized needle all the way down its length, stick @ Prism on
one end and black resin on the other, bind the whole thing
with rings of copper and zinc, and then have it consecrateq
during a new moon by another wizard. That's 50 YOU can
have a stick. .

The point of all this work is that supposedly if you put
concentrated effort into the preparations, the spirits wi|

D Warards of the (oast. Wirards of the Coost 5 o registered odemark. Some artwort moy hove oddibional copyrights. Wirard illustiasion by Fred Fiekds © TSR lnc
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come. In fact, wizards believe so strongly the spirits are
real that one of the key steps in any summoning is the
tracing of a magic circle on the ground. Magic circles are
special designs that constitute impassable barriers to spir-
its. The wizard and his assistant stay inside the circle dur-
ing the ceremony and the spirits stay outside. If the circle
is broken at any point, it can mean bad news. Crowley
and another wizard named Victor Neuberg learned this
during a trip to Algeria in 1908.

HEY YOU—GET OUT OF MY DESERT!

One night, Crowley and Neuberg decided to slip out into
the desert to summon Choronzon, a spirit described by
Crowley as “the dweller in the abyss.” Neuberg drew a
magic circle in the sand while Crowley drew a separate tri-
angle into which they would conjure the demon. Neuberg
stepped into the circle, but Crowley stepped into the tri-
angle so Choronzon would possess him when it manifested.

Neuberg started the
invocation and almost
immediately Crowley was
possessed. He raved like a
madman and cawed like a
crow. Imitating the woman
Neuberg loved, Crowley
tried to entice him into
leaving the circle. Neuberg
refused. Crowley then
began discoursing at
length, speaking in the
voice of the demon. Neu-
berg started taking notes
on the speech and failed
to see Crowley throw sand
on the rim of the circle,
obliterating part of it.
Crowley charged in
through the break and
attacked Neuberg, throw-
ing him to the ground.

Although he was
stunned, Neuberg man-
aged to pull out his magic
knife and drive Crowley
back into the triangle.
Holding him at bay, Neu-
berg redrew the circle and
completed the invocation,
banishing the demon back
to the abyss, two hours after the ordeal began. Neuberg
was sick for weeks afterward.

The thing is, we only have Crowley’s word that this hap-
pened, and Crowley was...well, a kook. He may well have
been lying about the whole thing. He may also have been
psycho enough to think acting like a demon and forcing
a friend to sand-wrestle would be jolly good fun. Some
researchers in the '70s, however, conducted an experiment
that suggests there may be more to this type of spirit con-
juring than we realize.

In 1972, a team of parapsychology researchers created
a fictitious character named “Philip.” Their goal was to see
if manifestations of spirits, as reported by wizards and medi-
ums, could be shown to have a psychological basis. They
invented details about “Philip,” including the color of his

One more question, almighty one. What're the winning Lotto numbers?

hair, the details of his military career, and the time and date
of his death. When “Philip” was complete, they attempted
to contact him.

They gathered regularly, trying again and again to reach
him, but never getting an answer. Finally, after a year,
another researcher suggested they try some of the methods
used in séances, such as joining hands around a table and
singing. The researcher believed these techniques lowered
skepticism and inhibitions. The team tried it and, sure
enough, “Philip” responded.

“Philip” communicated by rapping or knocking on the
table. He was able to provide accurate details about the
time period he supposedly lived in—details not originally
included in his profile—but he could not answer questions
about his life beyond what the researchers had decided for
him. Sessions with “Philip” were seen by live audiences
and captured on film.

Whatever conclusion you care to reach about “Philip”
and other spirits—whether
they are psychological, as the
Toronto researchers claim, or
spiritual, as the wizards
claim—this case demonstrates
that poking into the spirit
world carries the risk of actu-
ally contacting something.

Creepy.

HOW LOW CAN YOU GO?

Low magic, the other kind
wizards practice, is what you
and | think of when we imag-
ine magic. It's magic for peo-
ple who are more interested
in communing with money
and babes than astral spirits.
Low magic is all the cool stuff:
spells, potions, charms, and
curses. When you see a paint-
ing of a wizard conjuring a
firestorm or casting a light-
ning bolt to smite his foes,
that's low magic.

Unfortunately, low magic is
also the clearinghouse for all
that is hokey in the world.

What is a self-respecting
magic believer supposed to
make of the Hand of Glory?
This was a talisman consisting of the hand of a hanged
man, pickled in salt and dried in the summer sun. Sup-
posedly, if you used it to make a reverse sign of the cross
over a sleeping person, you could rob them blind without
fear of waking them. As recently as 1831, burglars in Ire-
land were caught using this.

The basic idea in low magic is that you get hold of
something that has power, whether it's a word, plant, or
object, and then use that power to make what you want
happen. Before | start with the spells, though, | should
warn you that some of them are gross. Also, if you think
you might want to try a “spell,” don’t. The people who
came up with this stuff did not realize that potentially
fatal diseases were communicated through bodily fluids.
And we'd rather not get sued for all we're worth.
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Do not try this!

Don't even read this

paragraph unless

you have a strong

stomach.

Want to get your way

with o loved one? This

dleverly disguised plain

old burger is really a

Love Burger. The Love

Burger's ingredients

bring new meaning to

the words special

sauce.

20

Hey, you want fo end

up like this? Don't iry

this stuff ot home.
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Bodily excretions are believed to be partic-
ularly effective in magic. One spell purports to
give the wizard control over anyone he wants
if he writes the full name of his victim on a piece
of white paper, places it in a wide-necked bot-
tle, and then pees on the paper. Another spell
says that to overcome a lover’s reluctance, pre-
sent him or her with hamburger patties mixed
with sweat and menstrual fluid. Always creative,
Crowley devised a magic ritual to compel peo-
ple who were bothering him to stop. When-
ever such a person threw a dinner party,
Crowley would see to it that he got invited. At
the party, he would enter into their drawing
room and take a big dump on the floor. In every
case, after the party, the victims never both-
ered him again.

Potions and ointments often rely on allegedly
powerful herbs to work their magic. A tradi-
tional love potion recipe instructs the wizard to
take a “gill” of red wine; add rosemary, anise,
cloves, honey, orange rind, and cumin; bring
the mix to a boil; simmer and stir while count-
ing to 100; strain the mixture; reheat it; and
present it to the intended when sweet vapors rise
from the brew. The recipe says this potion shall
not fail unless the wizard keeps slovenly habits.
| tried it and my girlfriend asked why | was giv-
ing her hot, stinky wine.

Another recipe promises invisibility. The wiz-
ard is instructed to fast for 15 days, following
which he is to get drunk every five nights on
wine steeped with poppies and hemp, and then,
when the time comes, smear himself with oint-
ment made from human ashes and “nightbird”
blood. Poppies and hemp, of course, are the
sources of opium and marijuana. Get drunk on
that wine after not eating for two weeks, and
you might not only think you‘re invisible, but
that you’re Merlin, Jimmy Page, and Cap’n
Crunch rolled up into one.

Certain words are also believed to have spe-
cial powers. “Abracadabra” has been used by
wizards for a variety of purposes. Supposedly, it
can make a cold or a flu go away when written
like this:

ABRACADABRA
ABRACADABR
ABRACADAB
ABRACADA
ABRACAD
ABRACA
ABRAC
ABRA
ABR
AB
A

It also makes a great rhyme with “grab ya,”
as Steve Miller once demonstrated. Another
gem of this sort is the palindrome “sator arepo
tenet opera rotas.” People once believed that
if you wrote this in bat's blood on parchment
and hid it under the threshold of a house, it

would compel everyone who crossed over it
to dance uncontrollably.

SAVING LIVES BY SUCKING.. TODAY
ON OPRAH

Low magic requires a certain belief in its pow-
ers to have a chance of working. If you believe
you have successfully crafted a love potion and
given it to the person you desire, you might start
to feel confident that they will like you, and your
confidence may actually inspire them to like you.

Admittedly, all the belief in the world is not
going to get anyone to do the “sator arepo”
hustle, but people have performed impressive
feats of magic based solely on belief. A com-
mon form of healing among societies with
shamans, or tribal wizards, is the “sucking” rit-
ual. The Ona tribe at the southern tip of South
America is one culture that practices this.

An Ona shaman faced with an ill patient will
put on something of a show, carefully examin-
ing the places where the patient feels pain and
often giving a look of horror at what he sees.
He will then massage the patient with his hands,
attempting to draw into one area, usually the
chest, all of the evil power that has made the per-
son sick. When this is done, the shaman will
quickly press his mouth to their skin and suck vio-
lently. Sometimes this is a long process, taking
up to an hour; sometimes it is very quick (you
can stop it with the dirty jokes right now).

When the shaman is done, he pushes himself
away from the patient, clasping a hand to his
mouth as if to keep something from getting out.
He then spits an object onto the ground for all
to see. Objects spat out have included flint, mud,
mice, insects, baby octopi, and jellyfish. The
tribesmen believe that the object has caused the
illness. It may have been placed there by a malev-
olent spirit or an evil shaman, but it is out now
and the shaman’s healing work is done.

The shaman, of course, has used sleight of
hand, palming the object earlier in the ritual and
waiting for the right moment to “spit” it out.
But they genuinely believe in magic, and their
proof is the many who have recovered from seri-
ous illness thanks to this treatment. Whether this
is magic or positive thinking, we are again faced
with a mystery, like “Philip,” that Western ratio-
nal thinking has yet to fully explain.

It seems likely, in fact, that as long as such
mysteries exist, wizards will continue to practice
magic because magic, no matter how dumb it
may be at times, opens these mysteries up to us
in a way that science has yet to accomplish.

But | guess you can't really blame the cereal
manufacturers for being cutesie about the
whole thing. Who would want to buy Pickled-
Hand Crunchies?

Fric Black is a freglance witer fiving in Los Angeles. You can make him
appear in your fiving room by mixing piping hot mixedtberry yogurt with

o.can of Dr. Pepper while chanting “bromo bosco pinta osco.” A softly
luminescent haze will form, make light conversation, and then osk fo
use your phone.
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KILLER DECKS §

[ Everyone knows the frick to winning is balonce. Remember Miyage's stork move

the Scale

Someone once bet me that it was impossible to build
a single-color tournament deck. Twenty-two tournaments
later, | decided they might be right. Except for white.

As it stands now in Magic, white is the most pow-
erful color. Before you start claiming otherwise, think
about everything white can do. It has the top spells in
all main categories:

e Land Destruction: Armageddon. For four mana it
blows up all lands. What other color can do that?

e Creatures: Great creature
selection, including perhaps the
best in the game, the Serra Angel.

e Creature Enhancements:
Blessing for individual creatures
and the all-encompassing Cru-
sade to enhance all white crea-
tures at once.

e Creature Elimination: Swords
to Plowshares knocks any crea-
ture out of the game for good—
kaput, bye-bye, skip the
graveyard and go grow some
wheat; sure, you give your oppo-
nent some extra life, but I'll guar-
antee you they‘d rather take the
creature almost every time.

Ralancing

e Artifact/Enchantment Elimination:
White does it the best—both in one shot—
with the strongest all-purpose spell
around, Disenchant.

With all that going for ya, how could you not love a
white weenie deck?

The idea behind this pure-white deck is, again,
speed. There's a nice complement of different-casting-cost
creatures, ranging from the quick-striking Savannah Lions
(out on the first turn) to the dominating Thunder Spir-
its (WW1) to the heavy-air-support Serra Angels (WW3),

Usually, you'll come charging out of the gates with a
bunch of 1/1s, then drop in your special-ability guys
(Preacher, White Knight) when you have the necessary
mana. Keep the stream of creatures rollin’—as you pull Cru-
sade after Crusade, your weenies will become giants, and
you'll find your opponent dropping in life faster than he
can pull cards to stop you. The best defense is a good
offense, so keep pushing him.

Defense, though, is where you can shine. Besides the
Swords to Plowshares—nice for knockin’ off big, tough
monsters—and Strip Mines—land destruction slows down
your opponent, prevents her from using particular col-
ors—you've got white’s secret weapon: Balance.

Balance can do so many things for you. First, if you
find yourself getting pummeled by one or more large
creatures, block with your smaller ones until you're left
with none. Cast Balance and all your opponent’s will be
gone too. Poof!

in The Karate Kid?
/ . o
s Erassder
ine I
CREATURES
Wikfite Wikhfoe : Ksl‘“_"“s
1 Amrou Kithkin 1 Angelic Voices 355t 'u“:;'nes
2 lcatian Scouts 1 Army of Allah e . 1
4 Mesa Pegasi 3 Balonces SIDEBOARD 2 Greater Realms of Preservation (hlack -
1 Order of Leitbur 4 Crusades 1 Gircle of Protection: Blue (to handle or red'domage)
1 Pikemen 2 Disenchanis blue damage) -1 Karma {black decks) o
2 Preachers 3 Reverse Damages 1 Gircles of Protection: Green (green 1 King Suleiman (djinn/efreet decks)
4 Savannah Lions 3 Swords fo Plowshares damage) 1 Land Tax (draw more cards against
2 Serra Angels 2 Circles of Protection: White {white discard decks)
ARTIFACT
2 Thunder Spirifs damage) 1 Lifeblood (red decks)
2 White Knights 1 tey Marioulator 1 Dark Sphere (big bruising blows) 1 Northern Paladin (bldck decks)
i 2 Disenchants (artifocts/enchaniments) 1 Relic Barvier (arfifacts)
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Also, you can use Balance as a white
Mind Twist, dropping your cards in
hand (easy with this deck; you'll blow
through creatures pretty quick) and
popping out a Balance. Your opponent
is forced to discard down to what you
have left in your hand—zero if Balance
was your last card.

Finally, try sandbagging and surviv-
ing with only two lands for as long as
you can. Let your opponent build up as
many lands as he wants, and then—
wham, hit ‘im with Balance. It acts like
a partial Armageddon.

My only caution to all of the above
plays is to watch how many cards you
have at all times. As the name implies,
Balance is the Great Equalizer, but it can
hurt you as well—never play it when you
have the most creatures or lands, and
always watch to see how many cards
your opponent has in hand, or else you
may end up having to drop a ton of great
stuff when all is said and done.

Throw in Dark Spheres and Reverse
Damages, thus preventing you from
taking a colossal amount of damage
from one source—like a Channel Fire-
ball or a Blood-Lusted, Berserked
beastie—and you have quite the defen-
sive posture going.

still, there are always dangers to
playing a single-color deck. Once your
opponent realizes that white is the only
thing showing up (especially in a tour-
nament), she’ll be able to rig her deck
to compensate. The big cards to worry
about are Gloom, Flashfires, and crea-

tures with protection from white, like

the Black Knight.
Fortunately, this deck can deal with
all of them. When playing black or heavy
artifacts/enchantments, sideboard in your
extra Disenchants to get to Gloom as
soon as possible. Flashfires you'll just have
to take on the chin—but as long as you're
smart and hold an extra land in your
hand, you should be able to bounce back
pretty quickly with your low-casting-cost
army. (I once won a tournament match
after getting hit with both Gloom and
Flashfires, so there is hope.) And the Black
Knight goes down with a handy-dandy,
no-creatures-on-your-side Balance.
White all by itself can be a killer. In my
mind, it’s strong enough to fly solo.
White's so versatile on its own, and you're
always drawing plains, so you rarely run
into mana problems. In essence, you
have a concentration of power that'll
leave bad guys several feet under. (@
Editor’s Nota: Right belore we went to press, wo leomed tha Boknce
fied been reshicted fo one per deck. We rocommend replacing two
ol the Bolonces with o Wiath of God and o Spint Link

It's great fun. Especially when it's your opponent’s bowels thatiar

MACI'I

CREATURES
Black

4 Armor Thrulls

2 Giant Slugs

4 Homarids

Green

3 Fungusaurs

1 Spore Flower

3 Thallid Devourers
2 Thelonite Druids

THEME DECK THE NON-KILLER DECK
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2 All Hallow's Eves .

1 Demonic Tutor \
1 Tourach's Gate

Blue
1 Tidal Influence

Green
1 Cocoon

2 Night Soils
1 Regrowth
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2 Disenchants

o - |

1 Divine Infervention: |

2 Wraths of God T |

K’“ ; 2 Rods of Ruin |

: 1 Triassic Egg ; |
'3 p/

4Buynus e
1 ‘Moze of Tth
4 Sovannohs™
3 Tropical Islands
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3 Underground Se o i
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Shootin’ the breeze
with TSH’S creative

head, Jim Ward.

L J or longtime gamers, there are few more-
' I- recognizable names than Jim Ward’s. As
: vice president of creative services at TSR, the

r world’s first and largest roleplaying game
——= company, Ward’s influence has been felt
throughout the adventure game industry. A leg-
endary game master and an ever-present icon at
iming conventions, he has been an integral
part of TSR's creative vision for years.
Married with three children now, Ward
was born and raised in Elkhorn, Wis., a mere
seven miles away from TSR’s headquarters. A
prolific writer, he has worked on numerous
games, including TSR’s first collectible card
yame, Spellfire, which he co-created. We caught
up with Jim one morning to talk with him about
TSR and himself, past, present, and future.

New Stuff
What new directions is TSR moving in?

Come Thanksgiving, we're going to have a
two-hour, made-for-TV movie called Wildspace....

Nelvana is going to do a two-hour animated
cartoon on Dragonlance, a PG-13 feature film.
They’re shooting for December, but
I’ll believe it when | see it.

Hollywood has its own sense of time.

We're working on a couple other great,
big computer ideas. We had the No. 1 coin-oper-
ated game this year— Tower of Doom—in fantasy,
and Capcom’s planning on doing another for
next year.

We're into all sorts of media, from CD-ROMs
to audio CDs and even on-line presences.... When
you do a novel, a comic book, a card game, and
a roleplaying game on the same subject, they
breed more sales among each other. It happens
every single time.




im Word photo courtesy TSR. Ohiter photas by Harry Peterson Photogroptry. Alimoges ™ & © TR .

Here's a question I'm sure you've heard many times: How far along is the
AD&D movie?

It’s scheduled for '97. They have a script—it’s won-
derful. They have a producer and a director. We can’t
name names. That's Hollywood again, but Variety is already
talking it up. That’s definitely happening. It's just that the
when of it is in question.

Haw do you think this exposure will affect TSR?

The name Dungeons & Dragons is known in 99 percent
of all the families in the United States.... Lots of gamers are
having lots of fun on the weekends, and moms and dads
just throw pretzels and sodas at them and can‘t figure out
what they’re doing. When we do movies and cartoons, |
think it helps legitimize the effort.

Collectible Card Games
When did you first hear of Magic: The Gathering?

Origins ‘93, just before it became famous. | saw a little
company giving out free cards to their little card game,
and nobody thought anything of it, and everybody walked
right past them. They were all buying White Wolf’s [Vam-
pire:] The Masquerade.

Then | didn’t hear anything about them until Gen Con,
and suddenly everybody was buying their stuff....

The game was a little complicated. The rules were ter-
ribly hard to read. | said, “OK, it’s an interesting game. It
should do well in the hobby.” Who knew?

I've played a lot of Magic. | want to understand the
system and what they’re doing. | can see why it was a hit.
It filled a niche. More and more, as we get deeper into
the '90s, people don’t want to spend time on games....

When it became a big deal after August, | started wav-
ing the red flag at TSR. “Let’s get a game going here.
Let’s make it happen.” Finally, in June [1994], we came
out with Spellfire.

How do you see the future of collectible
card games?

| often compare it to 1974, when
the wargame market was so strong.
wargames were selling on every
topic, and then roleplaying came out.
Everyone said it was a passing fancy,
and now there are almost no
wargames, but roleplaying’s still here.

We want to make sure that doesn’t happen at TSR with
this new, baby card-game market. We recognize that it's
going to be a new category, but we aren’t going to let role-
playing suffer for it.

Our marketing info says it's cutting into the comic book

and sports card industries.... We had our best year last year.

Beyond Spellfire and Blood Wars, what's your favorite col-
lectible card game?

I'm really looking forward to the Bat-

tletech and the Tolkien games.

I've played some

Doomtrooper and

enjoyed it. | play

Magic all the

time, and every

time a new

expansion comes out, | get the cards. | really like the vari-
ability of the game.

If card games can be extremely varied in how you put
the cards together, that's a gigantic strength. All the games
TSR designs will have that feature because it's too good to
not include.

Sdpellﬁre
Did Spellfire come out as you envisioned it?

Exactly. | wanted a card game that was
collectible, that had a wide variety of
cards...and | wanted it to key into the
[Advanced Dungeons & Dragons] system,
because we have a lot of AD&D fans.

How popular is Spellfire compared to other collectible card games?

Spellfire, last year, was Waldenbook’s biggest game seller,
so in the book trade, we were gigantic. In every other trade,
we placed second after Magic.

Magic is a wonderful phenomenon that is shaping a new
industry. We've jumped on the bandwagon big-time....
We're not the phenom, but we're in there and making a
name for ourselves.

It's a matter of presenting new material to the market-
place and seeing what consumers do with it. They do buy
our cards, though there’s a very vocal if-it’s-not-Magic-it's-
junk crowd out there. Some retailers and distributors are
also in that crowd....

Any card game has to get over that initial stigma. Every
Star Trek fan in the world bought the first-edition Star Trek
cards. It didn’t matter what the game was like, and that's
fine. We traded in on our AD&D-ness....

| play all the card games at least once, so | know what |
like, and what’s good and what isnt about what's going
on out there. I'm positive that Spellfire and Blood Wars—the
rules and the way we put the game together—are the equal
of any competition out there.

“We recognize that [collectible card games are] going to be a new cate-

gory, but we aren’t going o let roleplaying suffer for it.”
- Jim Ward

How does the fact that it's as easy fo use high-powered cards as low-pow-
ered ones affect Spellfire’s balance?

Our obiject is to bring out lots of interesting things
quickly, and get them. It’s a faster-paced game.

There are interesting cards out there that can balance
any card.... There is no single combination, or even three
or four combinations, that will give you a guaranteed win.
The balances and checks of the game are such that we
don’t ever have a problem with powerful cards coming out
that no one can do anything about.

Is Spellfire @ game in which someone who spends a lot of money on the
game has a big advantage?

Absolutely not. Every single booster increases the diffi-
culty and interest of the game. People that have Raven/oft,
Forgotten Realms, or Dragonlance cards will do much bet-
ter than people who just have the basic set because we're

constantly putting new levels into the game.
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“There’s never been a collectible dice game. In Dragomn Dice, you can build your
own armies, much in the way that miniaturists build armies with toy soldiers.”

26

There have been some complaints about Spellfire’s art-
work all being recycled.

TSR art is the best in the industry. | can
understand the collector who doesn’t want
to see the same piece of art used; he’s col-
lecting for individual pictures. But a gamer
should love that art. It's hot; it’s fun.

We don’t get complaints about art from
the gamer. We do get it from the collector.
They have their point of view, and it's very
valid. We love collectors because they buy
whole [point-of-purchase displays].

We fixed that in Blood Wars with almost
entirely original art, and we’ll continue to
do that. But in Spellfire, we want to use art
from things that the gamers know. We

4 don’t think it’s a detriment.

DRAGON DICE

TSR's latest game could be a
hit—especially if players
can find a way fo store
thousands of dice and still

have room to breathe.

bl Q@ LU E 5 °T

There have also been complaints about prinfing the

" edition on the card back.

We've had gigantic debates about this....
Everybody in this marketplace is trying new

— Jim Ward on Dragon Dice

collector never feels gypped and is never
confused about the cards he’s getting

| Blood Wars and Beyond )

And now you have Blood Wars.
In Planescape, we have literally millions

g of creatures and interesting battle scenar-

ios. That’s what Blood Wars keys into: fight-
ing in the planes.
So far, we've had tremendous success.

l We sold out before we shipped, and that’s

always a nice feeling.

How was the process different from Spellfire's?
Basically, the Spelifire game came out
very quickly, and it was a game that we
aimed at all of our AD&D audience. The
Blood Wars game we aimed at primarily our
Planescape audience, that we have thou-
sands and thousands of players of. Because
of that, we had a smaller focus, and | think
a smaller focus gave the game better play.

What future plans do you have for Blood Wars and
Spellfire?

Spellfire we end this year, We have a two-
year cycle on our card games: we give ‘'em
two years and put out expansions every quar-
ter. In Blood Wars’ case, we're gonna have a

things. We just want to make sure that the §

convention every quarter for a year and a
half, and then we go on to other things.

Why's that?

One of the aspects of card games is the
collectibility. If you stop printing it, then
something becomes more collectible.

Look at the bigger companies, the Mil-
ton Bradleys and the Parker Brothers. Most
of their games have a one-year lifecycle, and
then you have to go to collector shops to get
the products.

This [finite lifecycle] is an unusual thing
for the marketplace, and we think it’s

healthy. We're continually looking over that
ridge for the next big thing.

Dragon Dice
Tell us more about Dragon Dice.

It’s due out in August. In Dragon Dice,
you roll dice, and each die is an army of
creatures in a fantasy world. You're trying
to take over land chunks in the form of dice,
It's a fast game of dice rolling. There’s over
90 different kinds of dice, and each box has
18 dice, so you get a different set of dice
with every box.

It's an expandable game. You can have
a whole dwarf army or an elf army or what-
ever. The expandability and the rolling of



the dice, we think, is going to be a real popular
theme through the end of the year.

You're planning expansions for that foo.

Absolutely. The first kicker pack is an expansion
of monsters and humans. The second features lava
elves, and the third has a collection of undead crea-
tures. So we've got lots going in the dice area.

How did Dragon Dice evolve from an idea into a reality?

Last year, a man came to us from Europe with
an interesting dice concept. You could pop out the
face of the die and plug in new faces. We thought
that had interesting game possibilities. We talked
to him about doing a game, but we couldn’t resolve
philosophical differences. We said, “OK, we can't
have removable dice faces. Let's do a dice game
without removable faces.”

So Dragon Dice was born, going from an inter-
esting dice idea to a normal dice idea with a new
twist to it. There’s never been a collectible dice
game. In Dragon Dice, you can build your own
armies, much in the way that miniaturists build
armies with toy soldiers.

Why do you think it's going fo be a popular game?

It has card elements in it in putting together
your own army. It has miniatures elements in it, so
it’s going to appeal to the miniaturist. It's a fun
fantasy game—it plays really quick—and people
love to roll dice.

History
How did you get involved with TSR?

| met Gary in ‘74, and he taught me how to
play D&D. | said, “Gary, we have to have a science
fiction version of this.” He said, “Well, why don’t you
write it?” So | did, and Metamorphosis Alpha, the first
science fiction roleplaying game, was born....

Until 1980, | did developmental and editing
work for TSR while | was teaching history and English
at a small high school... In 1980, | started with TSR
and did lots of freelance projects for them while
working in the sales department, then the book
department, and then in marketing.

In 1984, | left TSR for a while. During that time,
we invented the one-on-one book. This allows two
people to play a game together while they read
their books....

| came back in '86 into R&D [research and devel-
opment]. From then till now, I've been in R&D and
into marketing, and now I’'m head of the R&D group
again.... It's where | think | belong.

How has TSR changed since ifs early days?

It's a business now. We don’t do products any-
more just because we love them.... There were a
lot of wargame and roleplaying products that were
done that should have never been done.

We want to appeal to as many people as we can
when we make products.... It's our greatest strength
because we do not do things that upset parents,
but it's a weakness because there’s an element of
players out there that we don’t get because they

think we’re too Walt Disneyish.... We don’t tell them
how to roleplay. We just present products that aren’t
as hard-edged as some of our competition’s.

You write novels these days.

Too many to count off the top of my head. My
latest trilogy—the Pool [of Radiance] books based
on SSI’s computer games of the same names—came
out last year, and they’ve just been translated into
Japanese and French. All the others were game
books. My first was Light on Quest Mountain, a
Gamma World game book. | did a Conan, a Marvel
Wolverine one, and lots of others.

What kind of books would you like to write in the future?

I really like holocaust stories, so | know there's a
couple novels there that | have to do. My big dream
is to do—and this sounds really silly—an Arthurian leg-
end trilogy that doesn’t have an unhappy ending....
All that bad stuff happened, but then there’s another
chapter yet to be seen where Arthur grabs Guinevere
out of that convent that she’s in.

TSR Today

How did TSR grow into the corporate juggernaut it is today?

We hear what the fans are wanting and what
they're liking and not liking, and we respond to
them. That's probably the biggest factor.

We're also lucky in that we were the first....
Some people have grown up playing our mate-
rial, and now they’re teaching their sons and daugh-
ters to play, too.

Exactly how does TSR stay in touch with its fans?

We do a little bit of everything. We do lots of
conventions where we send our designers and edi-
tors and our sales and marketing people out to
work the conventions and do seminars and talk to
the people....

We're on three different on-line systems. On
America Online, we have our own big bulletin board
area. We believe bulletin boards are a big deal...so
we're getting more of a major presence there.

Fans love to write us, and we read every single
letter that comes into this building.... We're doing five
hardbounds this year, and that’s how they were made:
by reading the letters from people saying, “We do
this in our game. Why don’t you guys do it, too?”

What sort of games do the employees ploy?

At lunch time right now, they're playing Axis and
Allies, and they're playing some Star Frontiers—that's
an old game that we did. They're playing a lot of
Blood Wars and Magic: The Gathering.

I really encourage my people to look at other
people’s products. We want to stay ahead of the
competition, and the only way to do that is to know
what they're doing.

What's the atmosphere at TSR like?

It's pretty friendly and open.... We have all the
editors and designers upstairs in Cubeland, as we call
it because each one has their own cube. Each group
gets together once a week for meetings, and after

Jim’s Handiwork

Light on Quests Mountain

Pools of Darkness

AD&D Legends & Lore

AD&D Strongholds
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the meetings, they have play-test sessions in which
they play-test either their products or other peo-
ple’s products....

[TSR President] Lorraine Williams is very con-
cerned about morale. Creative people are sensitive
souls. They need a lot of care and attention, just
like flowers, and they get it here.

“We are hardly ever late with product, and we're never
late with major product. That's one thing that keeps us
far ahead of the competition.”

From the deepest
dungeons to the
furthest planes,
udventure in TSR's
countless worlds.

— Jim Ward

What are your favorite games to play?

I really like Battletech from FASA. | really like
Metamorphosis Alpha, but | hardly ever get to
play it any more. I'm playing an awful lot of Spell-
fire right now.... There’s a computer game called
Stronghold, that our licensee SSI put out, that I've
wasted far too many hours on. And there’s a board
game called Quo Vadis, which is kind of a political,
fast-talking game, and I’'ve played hours of that.

Jim’s Job
What's your job at TSR?

As of August ‘94, I’'m vice president of creative
services. Creative services here at TSR is our R&D
group.

I’'m responsible for the schedules and for the
TSR line. Every year at TSR, we have a line review for
the next year or the year after. In May, we're going
to review the products we want to do for 1997....
We try to make products that will interest people in
the year or years to come. We got done with ‘96 in
December, and we're starting to write those prod-
ucts now.

Do you brainstorm for new ideas, or is your job to bring other
people’s products to fruition?

TSR has product groups, each in charge of cer-
tain trademarks. Tim [Brown] watches these groups
to make sure their products come out on time. |
watch them to make sure the products are as cre-
atively interesting as possible.

We are hardly ever late with product, and we’re
never late with major product. That’s one thing that
keeps us far ahead of the competition.

What's a typical day like for you?

Today, I've got a lot of questions to answer
about Spellfire, and | have to work on the rules for
Dragon Dice.

Dragon Dice is our big new game for August, and
we want the game to appeal to a wide audience, so
right now we’re working on the vocabulary of the
game. We did a reading-level review, and it was 12th-

w

grade reading level. That’s quite high for a game.

Milton Bradley works for a 7-year-old’s reading
level when they do their rules. We want it to be about
ninth grade.... You're not talking down to your peo-
ple, but the rules then become easier to read.

No one these days wants to spend a lot of time
reading rules. They want to read the rules for 20
minutes, and then they want to play the game.

Competition
Wizards of the Coast has had amazing success. How does it feel
to have a frue competitor?

We love competition. It spurs us on to greater
efforts. For a long time, we didn’t have any, and
we unfortunately still don‘t have any competition in
roleplaying. This tells us that this new category is a
force to be reckoned with, and we have to work a
little harder and maybe in new ways to keep the
attention centered where it belongs.

TSR has no compefitors in roleplaying?

I didn’t mean to say that—it sounds really ego-
tistical. Our sales are stronger than anyone else’s, but
| think there’s a lot of competition in terms of qual-
ity. There are five or six companies out there whose
best is as good as our best.

How has TSR managed to stay ahead of the competition?

We've spent a great deal of time, money, and mar-
keting questing, if you will, to find out what that new
gamer is like and needs. We believe if we get 100,000
people to buy a game, we'll get 50,000 of those to
continue playing. Ten years down the road, we'll have
10,000 still playing and buying games....

We have seven different fantasy trademarks....
You're casting your line out with different kinds of
bait to appeal to different kinds of people.

Anyone who likes horror has a good chance of
liking our gothic horror line, Ravenloft. Forgotten
Realms is our heroic, hack-and-slash world where
you bash down the door, you kill the monster, and
you find the treasure. Dragonlance is kind of our
high soap-opera game in which honor and glory
mean much more than treasure.

Last question: What's the most exciting prospect that's still in
the initial stages of development?

How can | do this and not give anything away to
the competition?

A new form of roleplaying, based on an old TSR
trademark, that we're going to have come out in '96.
It will allow you to roleplay in a whole new inter-
esting way that’s never been seen before. W

Matt Forbeck is a freelonce writer and game designer (aka “writer of for-
fune”) who's bheen published by more companies than he cares fo count.
He and his extremely understanding wife five in Ann Arbor, Mich., where
they somefimes dream of warmer climes.
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Red Dragon
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Amethyst Dragon
$9.95

01-504 $59.95 9.
Takhisis, Queen of Darkness

Ral Partha is proud to bring one of the great villains of the DRAGONLANCE® Realm to
horrendous life! Sculpted by Genius Tom Meier, Takhisis, Queen of Darkness, is one of the
'Big Baddies' of all time and is available from Ral Partha Enterprises for only a limited time.
Cast in Ral Partha's finest Pewter; 5,000 copies of this incredible piece were made available
worldwide. That's right...were. There are currently less than 400 available for sale before
this premiere piece is gone forever. Pick up the phone and order Takhisis, or any of our
new Dragon pieces, today.

W’ 3 TO ORDER OUR PHOTO CATALOG:
. CALL TOLL FREE IN THE USA OR CANADA, MONDAY THROUGH FRIDAY,
@ 8:30 TO 5:00 EST, 1(800) 543-0272 OR SEND $4.00 TO:

RAL PARTHA ENTERPRISES, INC.
5938 CARTHAGE COURT
CINCINNATI, OH 45212-1197
™

PHONE: (513) 631-7335  FAX: (513) 631-0028
RAL PARTHA

Visa, astercard, Discover, American Express & Diners Club Accepted.

ADVANCED DUNGEONS & DRAGONS and DRAGONLANCE are registered trademarks “*Special introductory price,
OWned by TSR, Inc. The TSR Logo is a trademark owned by TSR, Inc. subject to ¢ ange.
“'1995 TSR, Inc. All Rights Reserved.
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4 = (One winner)
One fan hits it big and takes home an IBM-compatible CD-ROM drive and a copy

of MicroProse’s Magic: The Gathering computer game!

_I':jff}.? Pfj;’. = (Five winners)
Five runner-ups hit it almost as big when they walk away with a copy of the

MicroProse Magic: The Gathering computer game!
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You've been hearing aboutit for months now, |

and the much-ballyhooed Magic: The Gathering jume
is finally ready to ship. But your pals over ot MIicroProse and
InQuest know thatalla that Magic-related siff sells real quik,

so we've feamed up fo.make sure you can getyour grubby 1i’l paws on it.

Since the prizes we're giving away are IMondo cool, you've gotta be

wondering what noops we'ré gonna make you jump through to

win. But y'see, you have fo do mext to nothing to enfer this

sweet contest!

Just fill'out the official MicroProse Magic InQuest contest entry form below, slap it in an envelope, and mail that baby off to:

WMicroProse hiagic InQIENTACHIE R

Legal Fine Print That Nobody Ever Reads
No purchase necessary. Contest is open to anyone excep! employees of Wizard Press, Micro-
Prose, their immediote families, and whomever uses state-of-the-rt computer technology
to play Channel/Fireball. You should be beaten with o typewriter. Print your name, date of
birth, address, dty, state, ZIP code, and telephone number with area code on the official entry
form, o stondord postcard, or o 3-by-5-inch index card. Enter as many fimes os you like.
Mail each entry 1o MicroProse Magic InQuest Contest, ¢/o Wizard Press, P.0. Box 118, Con-
gers, NY 10920-0118. All entries become the property of Wizard Press, and none will be
returned. All taxes (federal, state, and lacal, if any) will be the responsibility of the prize
winners. No cash equivalent or substitute prizes are offered. The prizes will be awarded in
the nomes of the contest winners and are not transferable. Offer void where prohibited, reg-
ulated, or resiricted by law in a manner inconsistent with the purpose and rules hereof. The
Magic computer game should be neatariffic, but hooking up an external (D-ROM drive fo
your computer could really byte. All entries must be received af contest headquarters by July
31, 1995. Wizard Press is not responsible for lost, late, misdirected, or mutilated entries.
0dds of winning will be determined by the number of valid entries received prior to the dos-
ing date of the contest. The winner will be chosen on August 15, 1995, by Wizard Press. Al
dedisions are final, so don't give us no lip or nuthin'.

For alist of winners, available afier August 15, 1995, send o stamped, self-oddressed enve
lope to MicroProse Magic Winners, ¢/o Wizard Press, 151 Welks Ave., Congers, NY 10920

2064, or just keep watching InQuesi!

ImQuest

Magic

vyOfficial

MicroProse

c/o0 Wizard Press
P.0.Box118 |
Congers, NY 10920-0118 |

Conte s t Entry Form ¥V

This contest expires July 31, 1995—
quit fappin” your mana and get movin’}

My Name:
Date of Birth
Phone:

y
\

J‘\:‘:L: 58

State

P



« By a bunch of InQuest staffers

mnguest casts the /Y 27 SHSEF IR T RHIE:

ast month we listed who we Fallen Angel

Though all movies with Madonna in ‘em suck, we've got faith that the Mate-

rial Girl could play the Follen Angel fo a tee.

thought should play the good

guys if they ever made a Magic movie. We're

back this month to cast the villains of this epic LA

flick. While alla this is just mindless fun and doesn’t

represent any real Magic movie being made, we

think you'll get a kick out of it nonethe-

less. So sit back, grab some nachos,

and, as they say in Tinsel

Town, roll ‘em!




Demonic Tutor

N
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) The bad boy depicted on that oh-so-useful

Demonic Tutor card makes his mark on the hig

sereen courtesy of Williom Sadler, whom we

saw as the Grim Beaper in Bill & Ted’s Bogus
Journey und‘more re:u;ntiy as the hero from

Ahe. very underrated Tales From the Crypt:
Demon Knight flick.

Kerathi Berserker

“Snap info a Slim Jim!" Playing the part of
the rampaging &rathi Berserker is the
smoked-beef-lovin’ pro wrestler Randy

“Macho Man" Savage.

El-Hajjaj
The turban-wearin’, stoic-lookin’ El-Hajjaj

would be played by Moximilian Schell, who
starred in The Black Hole and The Chosen.

mork g Womds o eloest, Wizords

AL Raider
Ex-M.A.S.H. cost member and Mars bar lover Jamie

Farr would pick up the robes of the

“Must...ottack...overy...tur!” Erg Raider.




Fire Elemental

w [\Who better fo play 1he«ft'éry Fire
' ) hamenml than the blxs!enngly hot

Hasran Ogress

Though it's not what you'd call a plum
role, Cheers’ Carlo, aka Rhea Perlman,

would make o perfect Hosran Ogress.

Infernal Medusa

The Medusa was said o be so ugly its gaze
would turn you to stone. Well, Baywatch

Q Aﬁ star Pamela Anderson is so beautiful her
g .

gaze will, uh, turn you fo stone. Bingo!

Boris Devilboon

The legendary Boris Devilboon
comes fo life thanks to Ruben
Blades. You know him from Predo-
for 2 and The Super.

“Hey, yo, youse guys spelled genie wrong.” Mmm:-hmm. The

role of the “Heads you win, tails you lose” Mijae Djinn goes to

Sylvester Stallone, whom we all know and love as Racky, Rambo,

and, more recently, Judge Dredd.




Best known for her roleS'in The Bew W
mavies, we chose Cloris Leachman to tackle the role of the highly underused-Scar-

wood Hag. (Boy, if they were fans before, Rhea Perlman and Cloris Leachman sure

uin't InQuest fans now.)

Sengir Vampire

Playing the very awesome (and very

bald) Sengir Vampire is the way-cool
Ben Kingsley, known widely os Gandhi,
ond more recently seen in Dave and

Death and the Maiden.

Syphon Soul

One of the most useful cards in mul- Magi m G h v
TG TSP g . And that WIQPS up our little MAQICT 1N ah €1 movie producion. If you

of Nicholas Cage, whom you recall l‘ had as much fun readin’ this stuff as we had slappin’ it together, jot o note and let us know.
e

[
fromhis rolesin Honeymoon in Vegas After oll, what's a great flick withouta sequel? (Highlander notwithstanding.) (9

and Moonstruck.
Knowing that oatmeal is the right thing to do and o tasty way fo do it, the InQuest sfaff

does “t" a lot.
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ome people will do any-

a" Ma ’ﬂ narﬂs thing for a buck. Across

the river from me, in

Minneapolis, there’s a

I‘Eplase Il s guy who, for a fee, will pick up
currency?

all the dog poop from your yard
By John Seals

each week. |, on the other hand,
have high standards when it
comes to what I'll do for cash.
So when the frenzied folks at
InQuest said, more or less, “Hey Seals, do
ya wanna make a fool out of yourself? We’ll
pay yal,” of course | accepted. | mean, a big
guy like me’s gotta eat.

The deal is this: those Magic: The Gath-
ering cards you’re holding in your little fin-
gers are gaining value like crazy. Prices of
some of these little
beauties are over
the “magic” $100
mark. The staff at
InQuest wondered,
and got me to find
out, if these values
meant anything in
the “real world.”

I was to take a
bunch of Magic
cards around to
different busi-
nesses, accompa-
nied by hard-working—and slightly
embarrassed, I'm sure—photogs Jim and
Mary Zubrzycki (pronounced Smith), and
see if anyone would trade real goods and
services. | give you a Goblin Balloon
Brigade, you give me a hot dog. Cot it?
Good, let's do it.

The first place we tried was the neigh-
borhood McBurger’s. It was early, and
we were thirsty, so | decided to see if |
could pick up three hot cups of coffee in
exchange for three cards with a market
value of about a dollar each. Since a cup
of joe was about 69 cents American, |
figured we were a shoo-in. Wrong.

As soon as Jim and Mary pulled out
the SLRs (their cameras, game boys), the

P hotoos
 Jimand Mury
d Lubrzycki

(enough consonants for ya, buddy?)

| The McBurger's manager is not impressed by John's plight.
John ups the ante, to no avail.

i Uncle John's Patented
. Side Note™ No. 1.

I know the phrase “real world" is
' scary for all you gome ployers out
there, but sometimes it isn’t bod.,
If you spend enough fime in the
“real world,” you might meef o

nice girl or something. Try if!

oney for
_Solhmg

Mickey B employees freaked. In about
15 seconds, a manager was upon me
demanding an explanation.

“Why?” he asked.

| was stumped. But | managed to stut-
ter out an explanation anyway.

He just smiled at me.

“QK, I'll up the ante,” | said nervously.
“Two $1 cards for each cup of coffee. And
| promise not to sue you guys if | spill it.”

“Why?"” he asked again.

| tried my best to explain the subtle
nuances of what | was trying to achieve.
He didn’t budge. Frustrated, we headed
down the street to Burger Palace.

Burger Palace may have beat
McBurger’s in recent taste tests—although
I can’t figure out why these so-called “taste
tests” never track down a real burger chom-
per like me for an oplnlon—but Burger
Palace is no more interested in trading
Magic cards for java than McBurger’s. This
time, we avoided the manager, but the
cashier, wearing Madonna’s concert radio
headset, was not in the mood to barter.

| don't think so,” he said.

#gut there’s Remove Enchantments
and Reverse Polarity cards here,”|

implored.
] don't collect them, and that’ll be

$2.79 for the coffee.”

ugut what if 1 spill that hot coffee by
accident,” | said, raising my eyebrows
knowingly. '

“Sorry, not interested.’

| paid up with real greenbacks and we
moved on.

Just so the rest of you know, out here
in Minnesota the winters are rough. We
do a lot of things indoors, like baseball,
football, and even soccer (shudder). One
of the other things we're forced to do
indoors is tan. When you only get about
45 minutes of sun a year, you do what
you gotta do.

so we sauntered over to Ray’s Tan-
ning Salon, prepared to wheel and deal
for some of those precious ultraviolet rays

Hagic Tha Gathering i o rodemork of Wizords of the Const, Wizords of the Const is o registered frodemark.




Nobody said it was
going fo be easy.
Cords in hand, John
sits curbside ponder-
ing his next move.

\

-

Hey, | can see
through things!

:"he asked.
J “Not just about cards but
'' gaming too,” | amplified.

that are so rare in the Great
Northwest.

Phil, the amiable clerk, was
taken aback by all the photo
equipment Jim and Mary had and
by their less-than-successful
attempt to appear nonchalant in
the roughly 6-foot-by-6-foot office.

(Hey, don’t worry, people’s
names have been changed to
protect us from legal hassles.)

Phil was sort of confused by
the whole deal.

“A magazine about cards?”

Nice as he was, Phil couldn’t
trade any tanning, even when |
offered a Mind Twist, value $6,
for a half-hour of tanning, value
$4.50 plus tax. He did show me
a tanning bed and let me try on
some cool yellow goggles,
though.

On the way out, | tried to stuff
a Fungusaur card into one of those
“on your honor” candy displays
in order to score a pack of M &
Ms, but the slot was too small.

We were beginning to think
no one would trade these cards
for anything of value. | thought
about offering a Helm of
Chatzuk to a guy we saw drink-
ing from a brown paper sack at
a bus stop, then decided that
this was a line | didn’t want to
cross. Yet.

Next, we strolled into a
neighborhood corner conve-
nience store, the kind usually
staffed by pimply, overweight
high school students. | figured—
and don't take offense here, gen-
tle reader—these guys would be
likely to trade for Magic cards!

To my chagrin, the cashier
was an older, sour-faced lady
who wasn’t interested in swap-

A seemingly sure hotbed for Magic lovers, the local convenience
store once agains stymies John and his weary travelers.

ping an Air Elemental for a cou-
ple of packages of “low-fat”
(yeah...right) Twinkies.

She was aided in her refusal
by her husband, who was, in my
humble estimation, about 350
pounds. There was also some
other smelly guy in an even
smellier trench coat who looked
ready to pull out an Uzi and
spray the place with bullets at
any moment. Geez, isn’t the
post office open on Saturdays?

Discouraged, we analyzed our
strategy. Where could we go to
find people likely to know what
Magic cards were? A place where
the clientele would appreciate
what we were trying to do. A
place where game heads would
drool at the chance to get their
mitts on the hottest thing since
nine-sided dice...

“The arcade!” | shouted.
“Let’s go to the arcade!”

So we went to a mall. Since
certain things are best forgot-
ten—our visit to this mall being
one of them—we’ll just call it
Anymall, located somewhere in
Anytown, Minn.

When we arrived at the Any-
town Arcade, Brian, the incredi-
bly crabby and apparently
angst-ridden clerk, was not only
rude but practical as well.

“Trade cards for tokens? Even
if | could | wouldn’t. Tokens
aren’t real money either.”

As Jim and Mary snapped
away, he started waving his
arms. “I don’t want my picture
in no damn magazine, either!”
he added.

It was this commotion, along
with the popping flash bulbs, that
attracted the mall’s resident 4-
foot-6-inch security guard. He
came up to me and asked what
I was doing. | squinted at his bat-

U L Yy ! 9 95 37




Our hero, John, gets hassled by
the Man and some lame, no-fun
punk we call Brian.

Uncle John’s Patented
sme NntETM N[' 2- der if it wasn’t too late for me

0K, kids. This just goes to show you
“L." The best thing you can do is just
ignore them. Or figure out a way to

the least | can do is convince the

InQuest staff ta run Brian the arcade

tered nameplate, but the only letter | could
make out was “L.” After hearing my story, he
decided it was time to enforce an obscure mall
ordinance.

“You’re going to have to leave,” he said
between mumbles into his walkie-talkie. “No
photographs without prior management
approval.”

“You're kidding me,” | protested.

“No, I'm not,” he said, fin-
gering his can of Mace.

We gathered up our gear
and walked, heads down, to
the parking lot.

Looking dejectedly at Mary
and Jim, | opined, “l must be
the oldest guy in history ever to
get kicked out of an arcade.”

Both of them had a look
in their eyes that seemed to
say, “l wonder if we can rene-
gotiate our price for this?”

Our next stop was Com-
puterville, where the clerks
were more worried that our
pictures had caught one of
them without a tie and that
their boss might see it.

“Relax, does your boss
read InQuest?” | asked.

“Starquest?”said the
clerk.

“No, InQuest, InnnQuest,”
| replied, beginning to won-

to renegotiate my fee.
“I guess not,” said the tieless

that the world is full of cranky ~ 9UY nervously. -
“See, nothing to worry

jerkwipes like Brion and his buddy ~ about,” | replied. “What do

ya say, one Jandor’s Ring and
one Jandor’s Saddlebags,
street value 20 bucks, for that
funky pink Itza Remote uni-

piss them off even more in return. S0~ versal remote?”

“No can do,” he said.

“What if | up the ante? I'll
throw in an Orcish Artillery
and a free Resurrection,” |

aftendant’s picture anyway. Hey ~ countered, figuring anybody

can use a free Resurrection.

“You could try all day and
I still couldn’t do it,” he said,
adjusting his tie.

“is that a clip-on?” | asked.

Six places and absolutely no one was will-
ing to give me anything. Could it be that these
cards have no real value? Could it be that price
guide prices are bogus? Could it be that you
should play the game, trade the cards, and for-
get about how much they’re worth? Say, is
that Orc General green?

Our next stop was Old Mildew’s, a fine local
bookstore that actually sold Magic cards. Craig,

Brian, lighten up!

the store manager, recognized the cards imme- |
diately and offered to trade.

“A Jandor’s Saddlebags and a Jandor’s
Ring... huh,” he said, staring at the cards. ‘
“Yeah, I'll trade you for...uhhh...this sack of |
POGs!” |

| was taken aback. If there’s anything | think
of as worthless in this world, it’s discarded milk
bottle caps. Why not collect old embossed nap- ‘
kins? Sheesh.

But this was no time to get high and mighty.
“Deal,” | said, elated to be able to make a trade.
Walking outside, fingering my huge sack of
POGs, | realized I'd just gotten
my nephew’s birthday pre-
sent. At no charge! |
started rethinking my
stance on both Magic
cards and POGs.

Maybe our luck
had changed. | strolled
into a floor-covering
shop, Floor Furnishings,
and began haggling with
sales consultant Mitch over
a particularly nice-looking 12-
inch-by-12-inch piece of kitchen
ceramic tile. The tile cost $5.49, so | proposed
a swap for a $6 Lurker card. To my surprise,
Mitch accepted.

“Sure,” he said looking at the card.

Since | can’t pass up a bargain, | immediately
offered Mitch the whole box if he’d remodel the
bathroom at my house.

He politely refused, but agreed to pose for
a triumphant victory shot with me.

Flushed with success, | asked Mitch if he knew
anybody else who would be “stupid, err, uh,
willing” to trade
stuff for cards.

“Try Derrick
over at the Quick-
Signs store,” he
suggested.

Burdened with
all our booty, we
trundled into
QuickSigns. Der-
rick was reluctant
to help us out,
but, in the Min-
nesota tradition,
was oo nice
actually to refuse.

He had some

oignant com-
En er?tary on the Feeling the heat after five sirikeouts

real value of  andnearincarceration, John heads
Magic cards to Computerville.
though. “Let me

see if | have any junk around here to trade you,”
he said, going through a stack of posters.

He came up with a sign that said
“Twin Cities.”




POGs! My Magic cards are worth a sack of POGs?1?

o

Derrick plays along and offers us some warthless sign.
“Deall” we shout.

“What's it

~ worth to ya, Der-

— rick?” | asked. | sensed

" the opportunity to make
a real deal.

“Nothing, really, the guy who ordered
it never came in and picked it up.”

I settled on a Wall of Water; Derrick was
reluctant to take home “weird ones” to his
kids.

It was all downhill from there. Used sports
equipment store Dusty Sports refused to . : ‘
swap any number of cards for a cool old . =
catcher’s mitt or even a dirty old bike helmet. “‘ ::::-‘s :sl'?”lli:lhwdrrlor

“I heard about these cards on the news,”
said Keith from behind the register. “Some ' h e
kid in Minneapolis got beat up for these.”

It's a sure thing those little hooligans o
never tried to swap the cards anywhere.

Nearby liquor store The Vineyards also
balked at trading cards for anything. Even
a $5.79 bottle of Tott’s champagne was

E out of the question.

! . “No way,” manager Joanna said, snatch- L Y
ing it from my hands. “I want my cham- i

I pagne back.”

“But they're worth a lot of money,” |
argued.

“Not to me they aren’t,” Joanna snorted.

And so it goes,

We learned several things from our lit-
tle exercise.

First of all, in the day-to-day world of
business, your Magic cards ain’t worth did-
dly. No matter what the price guides say. John makes his pitch, but Joanna isn't biting. To be honest, few did.

Secondly, some stores, and store man-
agers, are too tight-assed to have a little fun.

Finally, if you collect Magic cards and
play the game, more power to you. It looks
kind of wild to me and | think it might be
fun. Don't let anybody tell you it isn't. These
cards are meant to be fun. Got it?

N & A | [P
| BR 513 P *

=

John Seals admits to having played Dungeons & Diagans, buf more
recently lost in Risk fo his girlfriend Pam.

s Dredd POGs ™ & © Egmont Foundation. Hodbey POG © NHL, NHIPA, (6L 8 WP Warthe ™
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UP YOUR SLEEVE B

B By Pat McCOallum

B Hope Ashnod never

had any pet ham-

sters.

Peculiar and powerful uses
for some of Magic’s more

versatile cards.

The element of surprise. It’s the most important
part of Magic: The Gathering (next to having fun and
not being a pompous ass). But in a day and age with
herds of Magic players who can recite from memory
every card by color, casting cost, and power, it seems
harder and harder to catch your opponents with their
pants down.

Perhaps you're not looking at your Magic cards the
way you should be. Odds are you've seen many cards
played only one way—but that isn't necessarily the
only way to use those cards.

While some Magic cards are better than others, the
best cards have multiple uses. One of the most under-
used cards—despite being superuseful and versa-
tile—is Ashnod’s Transmogrant. It's a neat li’l
one-casting-cost artifact from Antiquities; tap and sac-
rifice it to make a target non-artifact creature an arti-
fact creature with a +1/+1 counter until the end of
the game.

Sound neat? It is. Yet in those rare instances when
I've seen it used, it's always used prematurely and
comes nowhere near its full potential. A player will
cast it, then immediately sacrifice
it to boost a creature. Mildly effec-
tive, but oh so predictable.

Since its ability can be used
as a fast effect, don’t use it right
away unless you desperately need
it. Let it sit. Your opponent should
promptly forget about that
“stupid” card. And that's when
the fun begins.

Now think about it. The Trans-
mogrant’s power is a fast effect,
and can target almost any crea-
ture. If used properly, this card
can be the death knell for your
opponent! At any time, a non-
artifact creature can become a
+1/+1 artifact creature! Think of
the possibilities!

“Ummm...l can make my
Serra a 5/5 and attack. That's
good, right?”

No. Well, yeah, a 5/5 Serra’s
good, but too predictable. Your

opponent will see it coming and begin planning her
demise. To get the most bang for your buck, exam-
ine all the properties of the mighty Transmogrant.

TIMING IS EVERYTHING

During combat, after blocking has been declared
but before damage has been assigned, transmogrify
your creature and add an unexpected +1/+1 to your
critter. If used correctly, that should toast your oppo-
nent’s blocker and keep your creature alive.

Someone just Terror your creature? A fast-effect
response that turns your creature into an artifact crea-
ture (i.e., immune to Terrors) means your opponent
just wasted a very clutch spell.

PRESTO CHANGE-O

Now that your creature is an artifact, what new
and exciting things can it do? Well, think about spells
that deal with artifacts.

Now that your, say, Serra is an artifact creature,
you could Copy Artifact her. Can you say two 5/5
untapping flyers? Both could be healed by the Argi-
vian Blacksmith. Somebody tries to Disenchant one?
Just Hurkyl’s Recall ‘em back to your hand. You’ll lose
the Transmogrant effect, but Serra’ll live to fight
again. And what about that nasty Abyss spell? Sac-
rifice a non-artifact creature every turn? | think not.
Ashnod’s Transmogrant gets around that, too!

SHARE AND SHARE ALIKE

But hey, the Transmogrant can target any crea-
ture—so why not throw it on your opponent’s
creature?

“But that'd give him a +1/+1 bonus!”

Hey, relax. You'd only do it if you had an ace
up your sleeve. Now you can Disenchant or Crum-
ble that trouble-maker, tap it with a Relic Barrier,
destroy it with a Scavenger Folk, COP: Artifact it
when it attacks—or, best of all, cast Steal Artifact
and swipe it. What fun. And your opponent will
never see it coming!

THE REPORT CARD

Now do you see why this card is so great? Since
it’s an artifact, it can fit into virtually any deck, it has
a superlow casting cost, it's incredibly useful by itself,
and when combined with the effects of other useful
cards, it becomes devastating. Overall, an A+ card.

And Ashnod’s Transmogrant is only one card.
If you sit down and carefully explore all the pow-
ers of certain cards, your opponent should find a
once-familiar game taking some dangerous, excit-
ing new turns. @
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How true. If you want fo get your grubby paws on that most excéllent bridge crew set, you've gotta dig up the
weirdest Star Trek memorabilia on the planet, photograph it, and send the picture in to us. No Polareids, please—

and remember o focus! If you're no Ansel Adams, you can send us an ad picturing the product. Hell, we'll even take

shots of vaguely Star Trek-related items like William Shatner record albums and DeForest Kelley home enema kits.
There's only two rules: it has to be weird, and,jt has to be a real product. No homemade junk.

So after you've scoured the planet photographing the cream of the weird Star Trek crap crop, fill out the Official
Trek Dreck InQuest Contest Entry Form, attach it to the back of the picture or ad, and mail that haby off to the
+ address down yonder. Then pitch a tent and wait.

-
IF | COULD WIN THIS SET, PERHAFPS
S0O0ON WOULD BE THE DAY |

DEFEAT THE FOUL-SMELLING
PICARD. | MUST SUMMON MY AIDE
TO RETRIEVE MY CAMERA."

[ brricea

o000 OOOCOONOOOOOOOOOTODS

YANICK, MY FRIEND, IF WE COULD GET
THE COMPLETE SET, WE WOULD BE

FEARED ACROSS THE UNIVERSE FOR “OOO0CH.TO HAVE THAT
THE WALNUT-SHAPED MOOSEHEADS BRIDGE CREW SET.
FROM THE SEA THAT WE ARE." HMMMM 1T'5 5000 HOT!

One grand prize winner walks away vith o set of the Star Trek: The Next

Generation bridge crew from the Star Trek: The Next Generation Customizable Card Goitio
white-bordered edition from Decipher. You get Picard, Riker, Geordi, Crusher, Datg, Troj,
Worf, and (eeyuch) Wesley. Heck, we'll even throw in the Enterprise D card so your crey
won't explode in the cold, lifeless void of space.
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Irek Dreck
InQuest Gontest

o/o Wizard Press

P0. Box 118
Gongers, NY mszn-lmg

Contest Entry Form V¥

Contest sponsored by
L

This contest expires July 31, 1995—
sogoto MAXIMUM WARP!

No purchase necessary. Conlest is apen lo anyone except employees of Wizord Press, their

InQuest

immediate failies, and the creative “geniuses” behind Voyager. The cook con walk on the
bridge and serve hors d'oeuvres? That show bites. Print your name, date of birth, address,
iy, slate, ZIP code, and telephone number with area code on the official entry form, a stan-
dord postcard, or o 3-hy-S-inchindex cord and attachitto your photograph of or advertisement
picturing weird Star Trek crop. No Polaraids or blurry photos will be accepted. Enter as many
times as you like. Mail each entry to Trek Dreck fnQues! Contest, ¢/o Wizard Press, .0, Box
118, Congers, NY 10920-0118. All entries become the property of Wizard Press and nonie
vill be returned. All toxes (Federal, state, and local, if any) will be the responsibifity of the
prize winifers. No cash equivalent or substitule prizes are offered. The prize ill be awarded
inthe nane of the cantest winner ond is not ransferable. Offer void where prohibited, reg:
ulated, or restricted by low in @ manner inconsistent with the purpose and rules hereof. All
enlries must be received of contest headguarters by July 31, 1995. Wizard Press is nol
responsible for lost, late, misdirected, or mulilmed entries. Odds of winning will be determined
by the number of valid eniries veceived prior 1o the closing date of the contest, The winner
will be chosen on August 15, 1995, by Wizard Press based on creativity and originality. All

My Nome

Trek Dreck

) % © Do T, e e ™ 1 © etghes \ne.

dacisions are finol. Anybody who sends us lame stuff gets a swirlie.

For u s of winners, avalable after August 15, 1995, send o stomped, sellodressed snve.
lope to Trek Deck fnQuest Winners, ¢/o Wizard Press, 151 Wells Ave., Congers, NY 10920-

2064, or just keep wotching fnQuest

vOo fficial

Tverylimg Stor Trek™,
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How To Play

Tell me it wouldn’t be cool to play Urza in the battle
to end all battles! For that matter, how about playing
around with some of Ashnod’s bizarre equipment or
being in charge of Tawnos’ vast arsenal?

Well, now you can do just that. Here's our Magic vari-
ant, for use with the Antiquities expansion set. If you don‘t
have all the cards, don’t worry about it—play with what
you've got, use lots of Revised and Fourth Edition cards,
wait for Chronicles reprints, whatever. Just have fun!

Setup: First, you have to choose two teams of three
for Emperor-style play. One side will be Urza (the
Emperor) and Tocasia and Tawnos (his Generals), while
the other will be Mishra (the Emperor) and his cohorts
Hurkyl and Ashnod (his Generals).

Once you’ve chosen your character, check out the
diagram on page 46. If a card appears under your char-
acter’s name, you must put at least one and at most four
copies of that card in your deck. If a card is listed for
another character, you can’t use it.

To round out your deck, use cards from Magic's basic
set (the Fourth Edition, although Revised cards are fine;
cards that originally appeared in Antiguities are out). You
can only use one of each basic card. Why? Because you
get more variety that way.

When you’re ready to play, pick your seat according
to the diagram on page 46.

Emperor Rules: Emperor pits one team against
another. The Emperor sits in the middle of his team,
while the players to either side are considered Generals.
In this version of Emperor, one team goes first (all three
players draw at the same time) and makes all its plays.
When they’'re finished, it's the other team's turn. Turns
alternate back and forth.

A player may only attack the enemy opposite him; at
the outset, Tocasia may only attack Hurkyl, and Ashnod
only Tawnos. An Emperor may not be attacked unless one
of his Generals has been eliminated. If Ashnod eliminates
Tawnos, Ashnod, and only Ashnod, can attack Urza.
Mishra can still support his General, but he cannot attack
Urza unless Ashnod falls.

The Emperor can do a lot of special things. He can look
at his Generals’ hands, discuss strategy, and coordinate
the play of cards. A General, however, cannot look at
anyone’s hand but her own.

The Emperor can also pass creatures to his Generals.
The first turn an Emperor summons a creature, it must
stay in his territory; however, anytime after it becomes
“active” the following turn and as long as it's untapped,
he can send that creature over to a General. Passing a
creature does not tap it, but does give it “summoning
sickness”; it may be used for defense, but can’t attack or
use special abilities that require it to tap.

Passing can be done any time during your team'’s
turn. Should a General die in defense of her Emperor,
any creatures owned by the Emperor return to play in
front of him, tapped or not as they were just before the
General died. Generals may not pass creatures to each
other or to an Emperor, even creatures that were orig-
inally summoned by that Emperor.

Spells or effects that normally target all opponents,
like the Black Vise, may only target a single player, who
must be named as soon as the spell is cast or effect gen-
erated. If the target player is killed, the effect may not
be retargeted; it just hangs out, useless. Emperors can’t
be targeted by damage-causing spells...unless one of
their Generals is knocked out, and then they’re fair
game. Otherwise, spells and effects are played as normal.

If anything else comes up that’s out of the ordinary,
play by your own house rules.

Resources: You're fighting a war, and can only draw
upon a limited amount of resources. Each player begins
with 40 resource points. For each point of mana you use,
subtract one point from your available resource total. If
you summon an Air Elemental, you lose five resource
points, no matter if you tap five islands or three islands
and a Sol Ring.

When you run out of resource points, you‘ve run out
of supplies—depleted your kingdom, ruined the rain
forests, sucked the magic dry—and you can’t bring any-
thing new into play until you heal your domain and gain
back resource points.

Since resources are closely linked to healing, resource
points can be won or lost through life-changing effects.
Instead of taking life from cards like Stream of Life or
Ivory Tower, you can choose to gain resource points
equal to the amount of life that effect would normally
have given.

Similarly, damage to players can be used to elimi-
nate resources. Instead of dealing physical damage, a
Lightning Bolt or attacking Juggernaut can knock off
resource points equaling the amount of damage it would
otherwise have inflicted. Upon attacking, you must
declare whether you're targeting the player or her
resources, because damage done to resources cannot
be prevented by spells such as Circles of Protection or a
Guardian Angel.

Strategy: The addition of resources changes multi-
player Magic immensely. First off, fast mana can speed
you early on, but may not be cost-effective in the long
run. A Sol Ring can be played quickly, but still costs you
two resources every time you use it. A Dark Ritual actu-
ally costs you four resources (one for the swamp you tap,
plus three more for the Dark Ritual-generated mana) for
three mana; once again, it may help get something out
quickly, but could hurt later on in the game. A Basalt
Monolith is terrible—it costs you three when you use it
and three to untap it, a total of six resources spent for just
three mana.

As far as gaining resources go, tapping 10 mana into
a nine-point Stream of Life is not cost-effective when
used on yourself, though it is a way of “sharing” resources
with your teammates. A Healing Salve, however, can be
a cheap method of gaining resources—one mana for
three resources means a net gain of two resources.

Conversely, a Lightning Bolt depletes someone else’s
resources even quicker than your own. Remember that
if you choose to have Fireballs, Disintegrates, and Hur-
ricanes dissolve your opponents’ resources, they don’t
deal any actual damage, and, in the case of Hurricane,




1
1
:

cost all players the same amount of resources—except
you, who lose resources for casting the spell and from suf-
fering its effects.

Counterspell, Mana Short, Paralyze, Power Leak, and so
on are all great spells that waste your opponents’ precious
resources. Watch out for artifacts and enchantments with
high activation costs. Jayemdae Tome may get you that extra

Game Setup

TOASTA

Argivian Blacksmith e Argothian Pixies

card, but it gobbles up four resources each time it’s used.

Ending the Game: If for some reason, all remaining
players run out of resources, then the land has been laid to
waste and the game is a draw. More likely, the game will
end as soon as Mishra or Urza are killed. Once your Emperor
is dethroned, your kingdom has fallen.

Artifact Blast » Artifact Possession

Atog = Amulet of Kroog

Armageddon Clock = Coral Helm Battering Ram ¢ Candelabra of Tawnos

Crumble ¢ Glasses of Urza ¢ |alum Tome

Mightstone » Obelisk of Undoing Clay Statue = Detonars

Damping Field » Grapeshot Catapult

Haunting Wind ¢ Onulet Orcish Mechanics » Reverse Polarity

Ornithopter » Power Artifact » Rakalite

Phyrexian Gremlins ¢ Powerleech Shatterstorm ¢ Tawnos’s Coffin

Tablet of Epityr ® Tetravus
Tawnos’s Wand = Tawnos's Weaponry

Priest of Yawgmoth e Su-Chi
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Urza’s Avenger ¢ Urza’s Chalice

Triskelion = Wall of Spears
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Urza's Miter » Urza's Mine
Urza’s Power Plant e Urza’s Tower
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Colossus of Sardia
Drafna’s Restoration
Dwarven Weaponsmith
Feldon’s Cane = Gate to Phyrexia
Goblin Artisans  Hurkyl’s Recall

Millstone » Sage of Lat-Nam
Strip Mine ¢ Xenic Poltergeist

Rocket Launcher e The Rack

Transmutation ® Weakstone
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MISHRA
Circle of Protection: Artifacts
Citanul Druid  Clockwork Avian
Dragon Engine » Gaea's Avenger
Golgothian Sylex » Martyrs of Korlis
Mishra’s Factory
Mishra’s War Machine

Mishra’s Workshop e Reconstruction

Argivian Archaeologist
Argothian Treefolk
Artifact Ward e Ashnod's Altar
Ashnod'’s Battle Gear
Ashnod’s Transmogrant
Cursed Rack © Energy Flux
Ivory Tower e Primal Clay
Shapeshifter ¢ Staff of Zegon

Titania’s Song

Yawgmoth Demon
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Costly Magic
powerhouses
return.

The MagioFourth Edition is out.

The Shivan Dragon and Serra Angel are
still in. So’s the Bottle of Suleiman. But what
cards were reinstated? Nobody thought they’'d
bring back so many—and what they took out
may surprise you.

Black

Wizards of the Coast evidently tried to give
each color its most powerful creatures, and
this is most evident in black. Carrion Ants
(+1/+1 with any color mana) is arguably the
best creature in the game, which explains the
original’s $30-$35 price.

Other huge returning creatures are Cosmic
Horror (pre-Fourth value: $11), tied with Lord
of the Pit for biggest black creature, and with
first strike no less; and Arabian Nights' useful
Junun Efreet (316), a low-cost flying 3/3.

All reprinted cards will lose value, perhaps
as much as one-third to one-half. Who'd want
to blow $35 on a Legends Carrion Ants except
a die-hard collector? Even so, remember that
the Shivan Dragon, available in the Revised
and Fourth Editions, still goes for $15 or so.

It looks like WotC was hit hard by criticism
from old ladies groups upset about satanic ref-
erences, so gone are Demonic Hordes, Demonic
Tutor (1), Contract from Below, Demonic Attor-
ney, and the pentagram on Unholy Strength.
Watch for the price on Demonic Tutor to move
near 36. It gives you any card from your library,
and I've never seen a black deck without it.

Blue

The big creatures returning for blue are a lit-
tle weird. Time Elemental (pre-Fourth value:
$35) lets you unsummon your opponent’s per-
manents, This creature was custom-made for
blue’s manipulative style.

The Leviathan ($9) from the recent Dark
requires the sacrifice of two islands to untap or
attack with it. That's probably partly why WotC
reinstated Twiddle ($6), allowing users to tap
or untap anything. Since Twiddle is now com-
mon, watch the earlier version’s price plummet.

For variety’s sake, the nearly useless Sind-
bad ($10) returns.

Not so useless were the discontinued Clone
and Vesuvan Doppelganger. They helped

impart a unique, enjoyable flavor, and | think
blue is weaker overall without them. Watch
for the Doppelganger to hit $20 soon.

Green

Killer Bees (pre-Fourth value: $28) are back!
A flying creature (rare in green) that’s pumpable
with green mana must be in any green deck.

Will the Elven Riders ($12) become new
favorites for the greenies? Probably not. Use-
ful 3/3s that can only be blocked by walls and
flyers, their casting cost is high.

The Fourth Edition Fog only stops combat
damage, whereas the Revised Fog also stopped
effects like death-by-Basilisk. We’'ll all want the
old one, but since there are billions out there,
don’t expect the price to rise.

Most will miss Regrowth, but I'm tired
of people getting their Time Walks back.
Good riddance.

Red

The fun-to-play Ball Lightning (pre-Fourth
value: $12) will have a strong fan following,
since it's a short-lived trampling creature that
can attack when first summoned (and then dies).
The Crimson Manticore (311) is a pinger, and
will be desirable as well. Since Blood Lust ($10)
is a commoner now, expect its price to plunge.

Move fast to get the now-discontinued Fork
($15) if you don’t have one. Everyone needs its
ability to copy any instant or sorcery. Much-
sought-after before being cut, its price proba-
bly won‘t sit in the low teens for long.

We'll also miss the 3/3 flying Roc of Kher
Ridges, the Kird Ape (apparently too much
creature at too little cost for WotC), and the
giant Rock Hydra.

White

WotC brought back white’s second-biggest
creature, the Elder Land Wurm (pre-Fourth
value: $13). Everyone likes a 5/5, but this Wurm
has a very high casting cost in a color known
for weenies, and can’t attack until it blocks.
Try Angry Mob ($4): it gets bigger on your
turn if your opponents have swamps. It can
be even stronger with a Magical Hack.

White is arguably the most powerful color,
but | guess it wasn't strong enough for WotC!
They brought back Spirit Link ($19), giving
you life for each point of damage the target
creature deals; and Divine Transformation
($16), +3/+3 to creatures (wow!); and the
exotic COP: Artifacts ($13).

Hogic: The Gotherng s o trademark of Wizords of the Cocst. Wizords of the (ocst s ¢ ragrtered vodemark. Some ortwork protected by odditiond! copyrights.
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Artifacts and Lands

The neatest artifact creatures are back. The 9/9 Colossus
of Sardia (pre-Fourth value: $20) is smaller than only
Leviathan, and is back, along with the scary Triskelion ($13),
which can ping three times, and the weird Tetravus ($16),
a flyer that can split off into other flyers.

Most expected the discontinuation of the Sol Ring—
too much mana too fast. Expect a modest price increase;
like the Demonic Tutor, everyone needs one. The Fellwar
Stone can’t fill its shoes. We're also sad to see the Jugger-
naut ($2) go. Get some.

We all love to play with Strip Mines ($7), since they're
good for destroying Mazes of Ith, and the Oasis’ ($6) heal-
ing ability is useful, but we’ve lost the most important lands
of all: the dual lands ($6-37 each). Since it's very difficult to
play decks with three or more colors without them, they’re

Let the Good Times Roll

This is a list of the new Fourth Edition additions, where
we last saw them, their Fourth Edition rarity, and their

Farewell, Dear Friends

The following is a complete list of discantinued cards with
values from last month and this month. Cards that may

become especially desirable 00Ps are highlighted. Fourth Edition price.
Name Last Month’s This Month’s ~ Neme
Price Price
Artifacts Artifacts
Basalt Monolith $1.00 S1.50 Amulet of Kroog
jundu:’s Ring gggg $4.50 w's l;mﬂe Gear
uggernaut A $5.00 ering Rom
Living Wall 51.00 $200  Block Mona Battery
Rocket Launcher 52.50 6400  Blue Mana Battery
Sol Ring $2.00 $5.00 m&f“'
Black Clockwork Avien
Contract From Below 52.00 $3.50 gmd:: Sardia
Darkpact 52.00 $3.00 il Bk
Demonic Attorney 52.50 54,00 Dicholic Mochine
Demonic Hordes $6.00 $12.00 Fallwr Sioo
Demonic Tutor $2.50 $6.00 Grapashot
Netiling Imp $2.00 $4.00 Groen Mona Battery
Sacrifice $1.00 S1.50 Red Mana Batlery
ifter
Blue Tawnos's Wond
Braingeyser $4.50 $10.00 Tawnos's Weaponry
Clone $2.50 $6.00 Tetravs
Copy Artifact §3.50 $7.00 Triskelion
Reconstruction $0.50 51.00 Urzo's Avenger
Serendib Efreet $4.50 $9.00 Wall of Spears
Vesuvan Doppelganger $10.00 $18.00  White Mana Battery
Yotion Soldier
Green
Fostband $3.00 %00  Black
Kudzu $3.00 S5.00  Abomination
Regrowth $2.00 $5.00 m'ﬂ Ashes
Red Bog Imp
Aag 50.50 s1o0  Comion Ants
Dwarven Weaponsmith $1.00 S1.50 E“""‘ Horror
Eur:ll:hind o 50 : Sy00,  Srcavems By
Fo 12.00 18.00
Granite Gargoyla 54.50 3800 | pwe s
Kird Apes 5100 o T et
Mijae Djinn §3.50 $5.00 Murk Dwellers
Roc of Kher Ridges 54.00 SIS0 Bt Scomi
Rock Hydra $6.50 $12.00 Rog Man
Sedge Troll $4.00 S700  Soiit Shockle
Shotterstorm 52.50 $4.50 Undle lstvan
Wheel of Fortune S4.50 $9.00 Yompire Bats
Word of Binding
‘White Xenic Poltergeist
Formstead $3.00 $5.00
Guardion Angel 50.50 S1.00 Blue
Lance S1.00 $1.50 Apprentice Wizard
Resurredion $1.00 S2.00 Backfire
Reverse Polarity $0.50 §1.00 Energy Top
Veteran Bodyguard $5.50 S11.00 E{mﬂn
Lands Gaseous Form
Budlands $6.00 $15.00  Ghost Ship
Bayou $6.00 $15.00  Giont Tertoise
Plateay $6.00 §15.00  Leviathon
Savannah $6.00 §15.00  Mind Bomh
Scrubland $6.00 $15.00  [vlonk tanty
Taiga $6.00 §i5p0 ekl
Tropical Island 56.00 $1500 SIS
Tundra 56.00 $15.00 Sunksn Oy
Underground Sea $6.00 $15.00 Time Elemendel
Volcanic Island $6.00 S15. Twiddle
Tephyr Falon

as good as gold now and may pass $15 faster than you can
say, “I hope the rumors of /ce Age triple lands are true.”

When the dust settles, we may see a slow-down in the
market for cards, excluding cards they’ll never bring back—
powerful OOPs like Moxes, Black Lotus, and Time Walk.

Since Ice Age and especially Chronicles are coming soon,
many people are eyeing good OOPs like @ Twinkie at 11
a.m. Sure you're hungry, but lunch is coming soon. Be espe-
cially wary of the Icy Manipulator. It was recently unre-
stricted for tournament play (so now you can have four of
them and still be tourney-legal), and it's rumored to be
returning in ice Age. ;

Dougls okt rocucton monoger o o et and Wooe:The e o Comics, b 20 pts
ofundgesa e rect o s o

i

C S0.50
Durkwood Boars ] C $0.50
Elven Riders L6 U $5.50
Killer Bees 16 U S10.00
Lond Leeches DK ( S0.50
Marsh Viper DK C $0.50
Naf's Asp AN ( S0.50
Prodesh Gypsies 16 C 50.50
Previous  4th Ed. 4th Ed. Rodjen Spirit L6 U S350
Set Rerity Price Rebirth L6 R S4.50
AN C S0.50
AQ C $0.50 Sybvan |.m 6 R $5.00
AQ U S50 Untomed L6 U S2.00
A C S0.50 Yenom DK C S0.50
L6 R S4.00 irfing Dervish L6 ] 5550
L6 R S4.00 Winter 6 (! $6.50
AQ R S5.00
AQ ( S0.50 Red
AQ R 58.00 Ali Boba AN ] $4.50
A R $1000  Boll Lightming DK R .00
A R $4.50 Bird Moiden AN C S0.50
A U $2.50 Blood Lust 16 C 050
K ] S2.00 Brothers of Fire DK ( $0.50
DX ] S200 The Brute 16 C S0.50
A ( S050  Cave Poople DK U $2.00
16 R S4.00 (rimson Manticore L6 R $5.00
L6 R S4.00 Detonate AQ ] S2.00
A u $6.50 Frernal Warrior L6 C S0.50
AQ u S200 Fissure DX C $0.50
A U $200  Giont Strongth 13 C 5050
AQ R S8.50 Gablia Rock Sled DK C $0.50
AQ R $8.00 Hurr Jockel AN R $2.00
AQ R $9.00 Immelation 16 C 50.50
M ( $0.50 Inferno DK ] $3.50
6 R $4.00 Irondow Ores un ( $0.50
M ( $0.50 Mang Clesh DK R $3.00
Pyrotechnuy 16 u $1.50
Sisters of the Flame DK C S0.50
(] 1] $350 Tempest Efreet 16 R 5450
: l BBE & 1=
L6 L6 R {
DK { $0.50
L6 ) S10.00 White
16 R S600  Aloboster Potion 6 C 50.50
16 C $0.50 Amrou Kithkin 16 ¢ $0.50
16 R $5.00 Angry Meb DX u $250
AN u $6.00 Bromwash K ( S0.50
L6 ( S0.50 (OP: Artifects M U S1.50
DK ( S0.50 Drvine Translormanen 16 ] $5.00
K ¢ $0.50 Fider Lond Wurm 16 R $7.00
L6 ( $0.50 Fortified Area L6 C $0.50
DK R $4.50 Krsme! 16 U $6.00
16 U S100 Lond Tax 16 R $4.50
DK U S200 Morole DK C $0.50
16 ( S0.50 (s Vultorey 16 u 50.50
DK ( S0.50 A ( $0.50
AQ R bl Pikemen K ( $0.50
Soeker 6 ( S0.50
Spuit Link 16 ] 58.00
DX ( S0 %0 Tundre Wohees 6 ( S0.50
16 U $200 Viioe, 6 u $2.50
16 ( $0.50
oK C $0.50 Lands
DK ( $0.50 AN u $4.00
1 ( S0 50 Mishro s Factery AQ U S7.00
DK ] 50.50 Sip Mine AQ U S7T.00
-
$
X ¢ 3w Eawvy
16
16 & §250 : Arsbion Nights
L6 U S200 Artiine
AN v 3% n The Derk
K ( S
16 f $10.00 & Lagonds
i { <0 50 n Undimited Ediion
16 { 50 50
[ kY 2 9 5 49
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he following InQuest game card price

guide is as accurate and up-to-date as we could
make it. But values listed are only guides—prices
may vary depending upon the local availability

and popularity of a card.

CONDITION GUIDE

Mint: The border is perfectly even all around on
both sides. Both faces are perfectly smooth,
clean, and free of printer’s marks. The colors are
razor-sharp, and all of the original gloss is still
there. Many cards right out of the pack fall short
of Mint standards. No imperfections may be
allowed in a Mint card, regardless of its age.
Mint cards sell for more than the prices in this
guide; how much more depends on the card.

Near Mint: Just short of perfect. A very small
printer’s mark is acceptable, or two corners may
be very slightly worn. Outstanding gloss and color.
The centering is 65/35 or better—that is, one bor-
der may be 30% bigger than its counterpart. Prices
in this guide are for Near Mint cards.

Excellent: Excellent cards may have four
slightly worn corners, 85/15 centering, and
jagged or roughly cut edges. Excellent speci-
mens may have a printer’s mark, poor focus, dis-
coloration or a slight loss of gloss. Excellent cards
sell for 50 to 70 percent of price guide listings.

Good: A card that’s graded Good isn‘t really
good. It's an OK card that got into a scuffle.

Good cards sell for 15 to 30 percent of price
guide listings.

Fair: Remember what your mother told you
about not saying anything at all if you can’t say
something nice? Well, Fair cards sell for five to
15 percent of price guide listings

D E I N L R 0

Poor: Poor cards are just that. They sell for less
than five percent of price guide listings.

RARITY

In this price guide, cards are either common,
uncommon, or rare. Guess what? We've got a
real simple abbreviation system for those words—
check it out below.

C ... ...Common

L1 R —— . . .Jdncommon
... .RATE

POWER RATINGS

- The Best. These cards should fit nicely into
most decks. Frequently game-breakers, it's often
worth finding a way to include five-star cards.

- Excellent. These are cards that go into win-
ning decks. They’re not always worth going out of
your way to accommodate, but if the fit is right,
these cards should find a place in most decks.

- Average. These cards generally round out
a well-tuned deck. Many three-star cards com-
plement other cards in your deck. Which cards
you use from this category depend largely on your
deck concept.

. Poor. This category includes many common
creatures and spells that are often passed over
in favor of more powerful cards with similar costs
or restrictions.

- The Worst. Cards that duplicate the abili-
ties of another card, but at a higher cost or other
demand on the user; cards whose uses are very
obscure, and may demand a difficult combina-
tion to be useful; and cards that leave you won-
dering if there’s a good use for ‘em. Usually,
there isn’t.

— Inapplicable. These cards are basic
recources. You can’t win a game playing only
these cards, but you can’t win without ‘em, either.
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"Eeaturing three
‘gmpletely new
pon-ship based
" empires.

Limited quantities available (July release date) contact your Dealer now or call
Companion Games at 1-800-49-Games for more information !
Other Galactic Empires expansion sets include Primary Edition a 440 card set

(Available NOW!), New Empires a 210 card set(Available NOW!) and Time Gates a
152 card set (forthcoming)_




MAGIL:-ALEXR

Price
LIMITED: ALPHA :
Booster Pack 5100.00 :
Booster Box $3,500.00 :
Full Alpha Set (295) $3,000.00
Home,/Description Kind ity Rofi i Cost Fnce i
'ACTS i At SR AT A A PR AW T
Ankh of Mishra ART R Amy Weber 2 6, UU :
Do 2 domoge fo anv player who puts o new Iund into ploy. :
Basalt Monolith ] Jesper Myrfors 3 3.00 :
FMdSIumrrmnpod Smnd?:lummum:yhm ;
» Black Lotus escoe Chiistopher Rush 0 300.00 :
| Dsunﬂtnudd!immofuwsmg!amlmmm ng pool. :
Black Vise ss00 Richard Thomas 1 350 :
Do 1 domage for eﬂth curd over four opponent has in hand during upkeep. :
Celestial Prism MU ssse Amy Weber 3 200 :
2, T: Provides 1 mana of any color (play os on interrupt).
o Chaos Orb ART R sooe Mark Tedin 2

1: Fip cord from height of one faot. If it rototes 360 degrees, any cord Chaos Orb lands on or
touches is remmdeﬁmn
Clockwork Beast AC R see

Put 7 +1/+0 counters on Beast when cast. Discard a counter after Beast attacks or blocks. During

upkeep, controller may pay 1 and top Beusi to regum 0 lost counter. 0/4.
Conservator ART 1]

3, T: Negate the loss of up to 2 life.
blef Amy
Al ployers take 1 damoge durmg fheir upkeep os long os CoppetTublet is in ploy.

rystal Rod Amy Weber 1 100 :

1: Take 1 ife for ony hiue spell cust (an unly give 1 life for euth fime a blue spell is cast.
Cyclopean Tomb AT Anson Maddocks 4 95.00
2: Tum o land into a basic swomp. If [yclopeua Tomb leaves play, each subsequent fum one land
tronsformed by Cyclopean Tomb refums fo normal.
Dingus Eqg ART R oo
Whenever onyone loses a lond, do 2 domage to that player for each lost lond. Yikes!

\ (o

Copper Tablet
does 1 damage to
each player during
his or her upkeep.

o AN ; —

M The Copper Tablet does one point of damuge to a player on their upkeep, and
the Living Arfifact can give you back ane point of life per turn. Sound like
fun? Try multiple Tablets and Living Artifacts for further hijinks.

Disrupting Scepter ART R Ledd
3, T: Opponent must discard 1 cord of his choice. Can only be used during tum of controller
Forcefield Al ssso0

12000
Drew Tucker 1 7.50

Ay Weber T
Copper Ta WU Weber 21500 |

Dan Frozier 4 7.00

Don Frazier 3 700 :
Dan Frazier 3 13500 :

Name/Description Kind  Roity  Roting Artist Cost  Price

lllysionary Mask ART R soe Amy Weber 2 80.00
X: Summon o weature foce down. You may odd X mana to the casting fo hide the creature’s frue

cost. Once the creature does domage, iups, ar tokes domage you must flip the creature over.

Iron Star ART U Dan Frozier 1 1.00

1: Take 1 Ife for any red spell cl(}sl Con only give 1 life for each fime a red spell is cast.

Ivory Cup A Anson Moddocks 1
1: Take 1 life for ony white spell cost. Con nnh; give 1 life for each fime o white spellis cost.

Jode Monolith ART oo Ansan Moddocks 4 4.00
1: Take oll domage done fo any creurum on yourself instead.

Jode Statue ART U (L) Dan Frazier 4 22.00
2: Moke Jode Statue 0 3/6 umfud areature tht may only ottock or black.

Jayemdae Tome ART sooe Mark Tedin 4 7.00
4, T: Diow 1 extio (urd

Juggernout Dan Frozier 4 10.00
Musrmmckeuditum rfpossmla Con’ Ibehlod(ed by walls. 5 3

Kormus Bell Christopher Rush 4 6.00
Treat oll swamps in p!uy o1/ I creotures thnr can be topped for B.

Library of Leng ART U oce Daniel Gelon | 2.00

Skip your discard phase. If forced to discard, you can choose to discard to the top of your ibrory
rather than your graveyard. If discard is random, look af cord before deciding where fo discard it,
3

Living Wall AC U ose Anson Modd
Cwnts osawal. 1 Regenemtes 0/6.
Mona Voult ART soce Mork Tedin 1 7.00

T: Add 3 to your mana pool (pluv as an interupt). Py 4 to untop. Does 1 domage to you if it
remains topped during upkeep.

Meekstone ART R ssse Quinton Hoover 1 8.00
Any creoture with power greater thon 2 may not be untapped os normol during the untop phase.

 Mox Emerald 703 ssese Dan Frozier 0 200.00
T: Add G fo your mana pool.

 Mox Jet ART R ssose Dan Frazier 0 200.00
T: Add B to your mana pool. {

 Mox Pearl ART (T10) Dan Frozler 0 20000
T: Add W to your mana pool.

« Mox Ruby ART sesce Dan Frozier 0 20000
T: Add R to your mana pool.

o Mox Sapphire ART R scvse Dan Frozier 0 20000
T: Add U o your mana paol.

Nevinyrral’s Disk ART R ssoe Mark Tedin 4 8.00

1: Destmr oll creatures, enchantments, ond arfifacts in ploy, including Nevinymal's Disk.
Nevinyrral's Disk enters play mpped

Obsianus Golem AC sse Jesper Myrfors 6 2.00
4/6.
Rod of Ruin ART U oo Christopher Rush 4 2.00
3,T: Do 1 domage to any forget.
= Sol Ring ART U (L) Mark Tedin 1 10.00
T: Add 2 to your mana pool (ploy os on mrarrupt)
Soul Net ART U Domeon Willich 1 2.00

1: Toke 1 life each time o creature is pTuted in the graveyord. Con only give 1 life for each time a
creature is ploced in the graveyard.

Sunglasses of Urza ~ ART R esce Dan Frozier 3 7.00
Your plains moy generate either white or red mona.
Throne of Bone ART U oo finson Moddocks 1 1.00

1: Toke 1 life each time o black spellis cast. Con only give 1 ife for each time a block spell is

cost.

o Time Vault ART R ssce Mork Tedin 2 75.00
T: Toke on extro tum. Comes info ploy tapped, and may only be untapped if controller forfeits o
tum.

Winter Orb ART R soe Mark Tedin 2 7.00
fach Efuyer may only untop up to 1 land during untap phase.

Wooden Sphere ART U o Motk Tedin 1 1.00

1- Toke 1 life for any grean spell s cast. Con only give 1 life for each fime o green spellis cast.

Animate Dead £C 1] esco Anson Moddocks ~ B1 2.00
Bring a creature from any graveyard into play on your side with -1 power.
od Moon EN R eoo Jesper Myrfors BT 11.00
All black creatures in ploy get +1 /+I
Black Knight SC esee Jeff A. Menges BB 4.00
Protection from white, first slnke 2/2.
Bog Wraith SC U oo leff A. Menges B3 3.00

Swampwolk. 3/3.
© Contract from Below SR~ R e

Douglas Shuler B 7.00
Discard your hand; drow o new anfe cord plus seven cards.

1: An unblocked creature deals only 1 domoge. This effect can be used ogainst multiple creatures. Cursed Lond i U s Jesper Myrfors BB2  1.00
Gountlet of Might R [aves Civigtopher Rush 4 1700 Do 1 domage to controller of target land during upkeep.
All mountains produce on extro mana. Give oll red creatures +1/+1. Dork Rituol C ccose Anson Moddocks B 1.00
Glosses of Urza U] o0 Douglas Shuler 1 200 : Add BBB 1o your pool of mano.
T: Look ot opponent’s hand. No, his cards! o Darkpact SR R sse0 Quinfon Hoover ~ BBB 6.00
Helm of Chatzuk MR sse Mork Tedin 1 5.00 Swap your fopmast undmwn v:ord with either ante card.
1, T: Give one creature banding ability unfil end of tum " Deathgrip ss0 fnson Moddocks BB 2.00
Hive, The ART R sse Sandro Everingham 5 9.00 BB Counter u green spell (ﬂlﬂv s an interrupt).
5, T: Create o Giont Wosp token, 0 1/1 flying ortifoct creature ' Deathlace INT R ose Sandra Everinghom B 5.00
Howling Mine TR sese Mark Poole 2 100 Change the colot of one card baing plyed o in ploy to black.
il Evervlnnc must drow on extro card during his or her drow phase & Daorik Aﬂnmey R Daniel Gelon B 8.00
y Manipulator ART u sosse Douglas Shuler 4 10000 i
1, T: Top one lond, creature, or arfifact. No effects ore g-:-nr;mif,-zIJlmm the topped permanent Unless opponent concedes gome,bot players L O
o/= Resticled /Bonned ART  Artifoct EC  Enchoot Cregture fL Enchont Lond EW  Enchant World INT  Inferupt SC  Summon Creature
AC  Arifoct Creture EA  Enchont Artifoct EE  Enchoot Enchoniment  EN  Enchontment INS  Instont AN Lond SOR  Sorcery

Indicates Price Incrense Indicates Price Decrease



Home/Description~~ Kind any ‘Rafing T At

Demonic Hordes Jesper uwlfm BBB3 24.00
T: Destroy one land. Puy BBBdurmg Lmkeepmﬂotdasmmd your opponent chooses o
land of yours to be destroyed. 5/5.

 Demonic Tutor 4 frm“SOR Ebmg Ih essee mﬂwﬁs Shuler 81 1200
Choose one col your en mhufﬂe your
Drain Life SR las Shuler BIX  1.00

Do | domage to any target for each B spent nbove costing cost. Take 1 ife for each domoge

inflicted. You cannot gain more life from a creature thon its cumam toughness
odo Bveringhom 81 1.00

Drudge Skeletons esee
B: Regenerotes. 1/1. k

Evil Presence fL u oo Sondra Everingham B 2.00
Torget land is now o basic swomp.

Fear EC d eoce Maork Poole B8 1.00

Only black or orfifact creatures moy block turgel wreature.
Frozen Shade SC C

Douglos Shuler B2 1.00
B: +1/+1 until end of fum. D/l

Gloom esee Dan Froziet B2 200
0/1. White spells und white enthanrmenr activation costs now require 3 extra mano.

Howl from Beyond eses Mork Poole BX 1.00

Target creature gains +X/+0 umll end of tum.

Hypnolic Specter sese Douglas Shuler BB1  5.00
Flying. Opponent domaged by Specter must lundomly discord o cord from hand. 2/2.

g Sacifice all your [ EI';I each : ofdmmge wbsnmiywnﬂr?n oo

ce all your ife. For point you , [eMove one permanent in

E}(ﬂg.':g;vew paint you gain, draw o card. You lose when you run out of cords in play or when

Lord of the Pit SC R oo Mark Tedin BBB4 16.00
Flying, trample. During upkeep, sacrifice o creature other than Lord of the Fit of Lord of the Pit does
7 domage to you. 7/7.

© Mind Twist SOR R B 11.00
Upponemmustrundomh« discurchurdsfrmfnnd Altu:dsnlmdslnlldbuﬁwuddih
number less than X.

Nether Shadow SC R oo (hristopher Rush BB 8.00
If three creatures are above Nether Shadow in groveyard, it con retum fo ph'y during controller’s

upkeep. Shodow tun nn‘uck the same tum us it enters of re-enters play. 1/1.

Netiling Imp ] Quinton Hoover B2 8.00
T: Opponent’s fu etnmrwul] Lranmremmturmdmdia at end of tum. Play duting opponent’s
tum before his or er unuck 1/

Nightmore Melsso Benson ~~ B5  19.00
Flying. Power and tuughness equul numbet of swumps controfler has in play. */*.

Paralyze EC ( Anson Moddocks B 1.00
Target creature doesn’t untap os normal. Cremuie s controller may spend 4 to untop during

upkeep. Tap turget [Eer?m wh%n Paralyze is cost.

Pestilence sssee Jesper Myrfors B 1.00
B: Do 1 damage to each creature and all players. Discord Pestilence if there ore no creatures m play
at the end of any tum.

Plague Rats SC C L Anson Moddocks B2 1.00
Power ond toughness equol number of ﬂugue Rots in play. /

Raise Dead OR ff A. Menges 8 1.00
Bring o creature from you gmveyurd info vouz hund

Royal Assassin SC Tom Wanerstrond ~ B81  24.00
T: Destroy any tupped treolure. Hev, W's Ihe submof on 10#1 feature! 1/1.

Sacrifice U Don Fraziet B 3.00

Sacrifice creature to uddmynurmumpoofhimk mano ecudloﬂuf:mm: costing cost.
Scathe Zombies Jesper Myrfors B2 1.00

2/1.
Scavenging Ghoul SC u ses Jeff A. Menges B3 200

At the end of tum, add o counter for each other creature ploced in the groveyard that tum. Use o
counter to regenerate Ghoul. 2/2.
Anson Moddocks ~ BB3 .00

Sengir Vampire SC 1] eoce
Flying. Gets +1/+1 counter if o creature dies in tum Vumpue dumuged it. 4/4.

Simulocrum NS [N 81 200
Retioactively divert ol domage dune fo vnu lhls tum fo one of yum {rmmm

Sinkhale SOR Sandro Evedinghom BB 14.00
Destroy a lond.

Terror s C e Ron Spences Bl 100

Bury torget crenture. Cannet forget black o artifoct creatures.
Unholy Strength £ ( ous
Torget creature gains +2/+1.

DoglosShler B 100

Wall of Bone SC U oo Anson Moddocks B2 200
B: Regenerates. 1,/4.

Warp Artifact fA R ese Amy Weber B8 6.00
Do 1 domage to target artifact’s controller duung upkeep.

Weakness 18 ( Douglos Shuler B 100

Torget creature loses -2,/-1.

Will-0"-The-Wisp SC R vcaso Jesper Mydors B 12.00
Flying. B: Re Ei]enemles 0/1.
Word of Comman INS R ° lesper Myrfors BB 9500

Examine oppenent’s hand. Play a sorcery of instant of your choosing from opponent’s own cords in
hond if you may do o legally using his or he: ovailable mano
Zombie Moster SC R Jeff A Menges BBy 900

All zombies in play gain swompwalk and may regenerate for 0 os long o5 Zombie Master romams
in play. 2/3.
Richord Thomes w3 300

Mark Pools U 14000

Air Elemental SC
Flying. 4/4.

o Ancestral Recall INS R
Target player must draw 3 cards.

1] cooe

" Nome/Desciphion ~ Knd  Rodly  Rofing At Gt Pice
© Animate Artifoc EA U Doglos Shler U3 2.00
- Doesmtdfwm#oamtugﬁmmuﬁmummmmwm
: eqnimgnscmcmrmgeammm
: Blue Elementol Blast Richord Thomas U 1.00
: Ememredspelbengcusmdesimysnredmdnphy,
.« Broingeyser SR R weee Mok Tedn X 2000
: Torget ployer must drow X cords.

Mlhu dmuﬁﬁu;.;d i play. Clone mtalzcﬁ
i oqures creghure i retoins
] mm‘WMBW'f'w "
: (ontrol Magic EC U s Domeon Wilkch uuz 5.00

: Emwmmﬁmwmuhu&dmmm

» Copy Artifoct MR Aemy Weber ul
: anﬁmmhhnmummm.

i Counterspell essoe Mark Poole W 500
i (muruge!spelusﬁlsbengcust

: (reature Bond £ Anson Moddods U1 1.00
' ﬁ%ﬂmewmmmﬁmmmsnmmms
con

14.00

B Do you have o creature like the Gorilla Pack that con only attack when your
opponent has a specific land in play? Hey, no problem. Just toss o Phantasmal
Terrain on your opponent’s mos! valuable land before your attack, and bam,
the doot’s open.

Drain Power SOR L3 cose Douglos Shuler u 9.00
Opponent must drow ofl mana from ovaddable fonds. Al mana in opponent’s mana pool becomes
yours

Feedbock EE u . Quinton Hoover u2 1.00
Do 1 domoge to controller of mrgel enchontment dunng upkeep

E ssee Amson Moddocks U 1.00
Torget creature now has ﬁw\g

Invisibility E ( Lasad Anson Moddocks UL 12.00

Target creature may only be blocked by wolks

INS ( oo Mark Poole 1] 1.00
Torget creature has flying untl end of fum

N u aaad Anson Moddods LU 200
Gan 1 ke whenever opponent taps 0 forest

Lord of Atlontis S R eeo Melisso Benson w1200
WMelmdo!Mbnmrmpk's ﬂ“ﬂ'ﬁmuhvgvn islondwolk ond +1,/+1. 2/2

INT Iulie Boroh U 12.00
Mmhmdudhhﬁunhhmﬁwum land type with ancther.

Mahamoti Dyinn Don Frazier e 1400
Fying. 5/6

Mana Short INS R sove Dameon Willich u2 8.00
All opponent's londs ore fapped; opponent’s mana pool s emplied. Opponent is not demoged by

unspent momo

Merfolk of the Pear! Trident 5( ( . Jeff A Menges u 1.00
1/1

Phontasmal Forces S U el Maork Poole U3 200
Flying. Poy U duing upkeep or cord is destroyed 4/

Phani Terroin ( R Domeon Willich w 1.00
Toege? lond switches to ony bosic lond type chosen by caster )

Phantom Monster St v eoee Jesper Myrfors u3 2.00
Fiying. 3/3

Pirate Ship o R e Tom Winersthond (M4 8.00

unless opponent has slonds in ploy. Destroyed imme-

!

1. Do 1 domage to ony torget. Connot ¢
diotely if controller has no islands in ploy
Power Leak it ( . Drew Tockes U1 1.00
Torget enchantments regquires 2 duning upkeep. Power (aok does | domage fo forget enchant-
ment's controller for ench unposd mone
Power Sink INT {

(ounter rege! spell undess i coster spends X more mano Targe! spell

Richord Thomes X 100
s cster must spend off

ovosknble mong from fands ond mano pool ol X & met
Prodigal Sorcerer S sasee Douglos Shuler 02 1.00
1. Do 1 domage fo ony mget |1
Psionis Blost L U] baad Oouglos Shuler iz 2600
Do 4 domage to any towget ond 7 domage o you
Y ) 9 § 53
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MAGFIC:ALENAR

Nome /Descripion Kind  Roity  Rofing Adist Cost  Price

Psychic Venom L C Brion Snoddy n 1.00
Do 2 domage to target land's controller whenever torget land is topped.

Sea Serpent SC C Jeff A. Menges U5 1.0 :
Calur;nui }mudg unless opponent has islonds in pluy Bury it immediately if controller has no islonds in

Siren's Call INS 1] soe Anson Maddocks U 3.00
All of apponent’s creatures that con attock must do so or die of end of fum. Siren’s Call con only be
Eiuyed En l;:pponenr's turn before his or her attack. Justsummoned creatures are not offected by

iren’s (o

Sleight of Mind INT Mark Pocle u 10.00
Change the text of a curd heing pluyed orin p!uy by switching one color word with anather.

Spell Blast Brian Snoddy UxX 1.00
. Counter target spel; X is costing cnst of farget spell

N R sse Fay Jones U1 7.00

(Cards do not untop s normal. Pay U during upkeep or Stasis is desﬂaved cords still don't untap
until next untop phose.

Steal Artifact EA U see Amy Weber w2z 200
Take control of forget ortifoct.

Thoughtlace INT R soe Mark Poole ] 5.00
{hﬂ:ﬂf the color of o card being played or already in play to blue.

= Time Wi SOR R soves Weber Ul 200.00
Tnkemextmhmmndﬁeﬁuﬂermemdoflheommm ywmstTmeWnrk

« Timetwister SOR R osece Mork Tedin U2 140.00
l;mu;';sneimstmmanewgmeymﬂ Shuffle your hand, library, ond groveyard together and drow

Twiddle INS C escce ob Alexander u 6.00
Tupmmupwsmglelnnd weature, or arfifoct in play. ﬂmdmsmtgenermeuneﬂenfmm the
torget ¢

Unsummon INS C sse Douglas Shuler U 1.00
Retum torget c;autule m the hund of its owner, Discard enchantments on creoture.

Vesuvan anger S eseee Quinfon Hoover ~ UU3 36.00

Duplicates ofl dmcrensms excepi color of any one creature in ploy. May duplicate a different creg-

ture during upkeep phose, * /*
Volcanic Eruption SOR - Douglas Shuler uuux — 7.00

Destray X mountains of your chaice and du 1 domage to each player and creature in play for each

mountain destroyed.
Wall of Air SC U ceo Richord Thomos ~ LUT 2,00
Flying. 1/5.
Wall uf Water SC U . Richard Thomas ~ UU1 1.00
U: +1/+0.0/5.
Water E]/emenlul St U oo leff A. Menges w3 3.00
Aspect of Wolf [ sese Jeff A. Menges 61 9.00

R
Increose torget cregture’s power ond loughness by half the numhel of forests caster has in play.
47.

INS
owlemrgammmspowemndumnhumpbngubﬂwmmofmm If ottocking, destroy

torget crenture ot end of tum.
Birds of Paraise SC R ssoee Mark Poole 6 13.00
s Mdmmmofuwmhrtomrmmpool 0/1.

Camouflage NS U JesperMyrfors G 16,00
Ploce your attacking creatures fucedawnund rearronge them. Reveol them only ofter defense is
chosen. Ignore ilegol blocks.

o Channel SOR oo Richard Thomas GG 2.00
Add 1 coloress mana to your pool for each Iife point you sacifice.

Cockatrice SC R sscse Don Frozier 663 12.00
Flying. Any non-wall creature blocking or blutked by Cockatrice is destroyed. 2/4.

(raw B;Lm SC ( Daniel Gelon 664 1.00

Flvish Archers SC R ee Anson Moddocks 61 8.00
First strike. Misprint: Alpha version listed pawe: ond tougness as 1/2. 2/1.

Fastbond N R Poole 12.00
PU1ﬂS[T|ﬂnv|m'|dgmphyuswuﬁk£ Doesl dmnogemwaomxhkmdheyondﬂlehrstyw
play in one fym,

Fog I ( eer Jesper Myrfors 6 1.00
Creatures do not offect one another in (ombm

Farce of Nature Shuler 66662 20.00

R Douglos

Tromple. Pay G666 duri mFor(eUfNﬂmdoesHﬂmrme!oywﬂ/B

Fungusaur o SC - mﬁp Daniel Gelon 63 9.00
Getso+1/+1 Eounlm after any fum wheri Fungusuur has been damaged but not destroyed. 2/2.
Gaea’s Liege R sesse Dameon Willch G663 13.00
T: Tum any land mm 0 Ims:( forest. All torget lands return to normal when Goea's Lisge leoves
ploy. Power and toughness equal number of forest controller has in play; when attacking, power
and toughness equal number of forests defending opponent has in ploy. */*.

Giant Growth NS ( eocn Sandro Everinghom 6 1.00
Torget creature gets +3/+3 unfil end of fum,

Giant Spider sC ( (1T Sandro Everinghom 63 1.00
Doesn't iy, but con black flying creatures. 7/ 4

Grmi); /B;ﬂrs 5 ( Jeff A Menges 61 1.00

Hurricone SOR ] ssse Dameon Willich GX 200
Do X damage to ol p&uyers ond flying rrL'ﬂturc(,

Ice Storm ] Dan Frazier 62 2600
Destroy ony one lnnd

Instill Energy £ I esse Domeon Willich G 200
Untap turget creature one extra time per tum; torget may attack when it comes info play

Ironroot Ireefo? S ( L Jesper Myrors 64 1.00
3/5

54 P U B 5T

" Kudw Mark Podle 661

Lifeforce

Living Artifact

¢ Living Londs B R e

Llanawar Elves SC

E Lo B U eeees

" Tsunomi SR U ]
- Verduran Enchontress  SC R o

- Wall of Brambles SC U o

Artist Cost  Price

10.00

When torget land is rupped itis destroyed Unless that was the lost land in ploy, the player who
justlost a land to Kudzu must place it on any other lond in play. Kudzu s discarded when ol fonds

in ply ore u”lscmded
Sandra Everinghom G2 2.00

l-EY Druid U see
T: Untop o land of ywr chulte (ploy os on |r|terrupl) 1/1.
N U Dameon Willich 66 2.00
GG: Counter o black spell ositis belng cast (pltnr as on infermupt).
Amy Weber G 5.00

Anson Maddocks G 6.00
Put 1 counter on torget orfifact per life you [use During upkeep, you may trode one and only ane

counter for 1 life.
Jesper Myrfors 63 7.00
Treat all forests in play os 1/1 creatures that can be topped for G.

Nome/Destription Kind Rnriw Rating

Lifelace
Changes the color of one card in pluy fo green
EA R

‘Tap to gain an additional tum
after the current one, ‘Time Vaul
P m\rmall{ during
It

untap phase to untap
skip a turn, "Nime Vault
rap|

\ ¥Oou must

\.

M Time Voult is o great arfifact that lets you take an extra turn when you tap it.
The anly trauble is, it comes into play fapped, and can only be untapped if
you skip a furn. Well, we suggest casting Twiddle on Time Vault, untapping it,
and taking an extra furn for free. Try mulliple Twiddles to show what a swell

guy you are.

Anson Moddocks G 1.00

(
T: Add G to your mana poal. Played os an interrupt. 1/1.
Anson Moddocks 661 2.00

Al reatures that can block torget areature musi do so.

¢ Natural Selection INS R Mark Poole i 62.50
i Look o the top 3 cards of ony fibrary. You muy then shuffle thot librory.
¢ Regeneration EC C Quinton Hoover 61 1.00
: 6: Torget creoture regenerates.
i@ Regruuvnh P RU rd" Domeon Willich 61 10.00
: fing 0 cord from your rd into your hand.
¢ Sayb Srmes chmveyu esce Amy Weber 6 1.00
: Flying. 1/1.
¢ Shanodin Dryads SC C osse Anson Moddocks G 1.00
: Forestwalk. 1/1.
- Stream of Life SR C sses Mark Poole GX 1.00
H Torget player gains X life.
- Thicket Basilisk S u esee Dan Frazier 663 5.00
: Any nomwall creature blocking nr blocked by Basilisk is destroyed. 2/4.
. Timber Wolves SC Melissa Benson G 7.00
: Bands. 1/1.

Tranquility SR« ovee Douglas Shuler 62 1.00

Discard ol enchantments in play.
Richord Thomas 63 2.00

Kev Brockschmidt ~ G61  9.00
fnson Muddocks G2 2.00

Destroy all islands in play.
Drow o card each ime you cost on enchontment. 0/2.

0: Regenerates. 2/3

- Wall of lce U oo Richord Thomas G2 2.00
- Wall uf(‘(uud SC ( oo Mork Tedin G 1.00
: 0/3.
* Wanderlust £ U ooe Comelius Brudi 62 2.00
; Do 1 domage fo controller of farget creature during upkeep.
- War Mommath ( ( ssso Jeff A. Menges 63 1.00
Tromple. 3/3.
Web EC 4 o000 Rob Alexander 6 7.00
Torget creature gains +0,/+2 and may block ﬂymg creptures.
Wild Growth £l C Mark Poole 6 1.00

Whenever torget land is tapped for mana, WTd Growth provides on extro 6.

F ’
Burrowing i C ooo
Torget creature gains mountainwalk.

Mark Poole R 2.00

Indicates Price Increase Indicates Price Decrease



Name,/Description Kiod  Rorty  Rofing Atst Cost  Price

Chaoslace INT R oo Domeon Willih R 5.00
Changes the color of a cord bemg played or in pluy o red.

Disintegrate SOR Anson Moddocks ~ RX 1.00
Do X domage to a forget. tfrurget dies Ihls 1urn itis removed from gome

Dragon Whelp 5C U ouse Amy Webet RR2 500
Flya'ngz./lz::i +1/+0; if more than RRR s spznt this way in one tum, Dragon Whelp dies ot end of
tum. 2/3.

Dwarven Demoliion Team  SC U soe Kev Brodschmidt  R2~ 17.00
T: Destroy a wall.

Dwarven Warriors ~ SC ( eoene Jos Shuler ~~ R2 1.00
T: A creature of power no greuter than 2 bemma unblodmhle until end of tum., 1/1.

Earth El}mentul SC Don Frazier RR3  4.00

Earthbind Quinton Hoover R 200
DoZdunngaloundrummﬂmgubﬁyfmlau&cmm Dmlmdhdm&mum

Farthquake SOR Don Frozier RX 8.00
Do X domage to oll players ond nnnﬂmng uentmes in play.

False Orders INS Anson Moddocks R 8.00

Choose if and how one defendlng areature blodts The block, if any, must be legol. Ploy cfter
defense is chasen but before domoge is dealt.

Fire Elemental oo MelissoBenson ~ RR3  3.00
5/4.

Fireball SR C sose Mark Tedin RX 1.00
Do X domage, divided evenly among any number of torgets (round down). Poy 1 for each torget
beyond the first.

Flrehremhan £C ( soss Dan Frazier R 1.00

+0.

Floshfires SOR sose Dameon Willich ~ R3 200
Destroy all plains in play.

o Fork INT sesce Amy Weber R 3500
Duplicate o sorcery or insfont just cost. Fuk'sdummtedudhk‘suﬂarmdmlsw

Goblin Balloan lngude SC u oes Andi Rusu
R: Gains flying until end of tum. l/ 1.

Goblin King S ooe Jesper Myfors BRI 13.00
While Goblin King is in play, all Gohrns utqune mountoinwalk und +1/+41.2/2.

Granite Gargoyle R Chistopher Rush 16.00
Flying. R: +0/+1. 2/2.

Gray Ogre i oo Don Frozier k2 1.00
2/2.

Hill Giant SC (¥ oo Don Frozier R3 1.00
3/3.

Hurloorl/ Minotaur SC ( oo Anson Moddocks ~ RR1 1.00
2/3.

Ironclaw Orcs SC C Anson Moddocks ~ R1 1.00
Moy only block creatures of power equu!mg 10rless. 2/2.

Keldon Warlord SC Kev Brockschmidt ~ RR2 ~ 5.00

Power ond toughness equal number of norrwull creatures in play on your side, including Worlord
fr

' )
TR ; M Low on mana? Trying to kill some

annoying regenerating creature?
Deal it lethal damage via o creature
or spell, then chuck in a zero-point
Disintegrate, which will remove it
from the gome entirely. Then get o

dustpan and fidy up.

Lightning Bolt INS ( so0o0 Chrstopher Rush R 1.00
Do 3 domage fo one forget.

Mana Flare ] soce (hristopher Rush ~ R2 9.00
Foch lond produces an extra mana of its normal type whenever it is topped for mona

Manaborbs ] R oo Chiistopher Rush ~ R3 7.00
Do 1 domage to contioller whenever he or she drows mana from eny lond

Mons's Goblin Raiders  SC C o Jeff A Menges R 1.00

1/1.

Orcish Arhllery SC 1] Anson Moddocks ~ RR1 4.0
T: I]rieSQ damage fo any target and 3 damage to you. Misprint: Alpho version lists cosfing cost as
R1

Orcish Qriflamme N ] oco Dan Frazier ] 500
All of your attacking creatures goin +1,/+0 duting your ottock. Mispeint: Alpha version ksts costing
costos R1.

Power Surge ] R Douglas Shuler RR 6.00
Before untap phase, player must count untopped lands. During upkeep phase, ployer tokes 1 don
age for each untapped lond.

ART  Atitact
Enchont Arfact £

o /e Restiited/Bonned . Enchont (reotore i

AC Artitoct Creature 7}

: River [ B Sondeo Fver ® 8000

mmm' divide Mmmﬂusﬂadmmm
then choose on which si thﬂudmmdMMm

H uﬂhWMMMIhnhmnﬁd

gkedﬂenmdklm INT C R 1.00

Eu..m.. S
T t

Enchont Lond
Enchont Enchoniment~~ EN Enchontmant

Richard Thomas
(wﬂuulizspelbmgms?udestmyutinmdmhy Mispeint: Alpho version listed type os
Andi Rusu B 1500

. JeffA RRX 2400
Nhlﬁlhdmnﬂﬂlhdwhdhphmbitlpum-dm

: conrolier upkeep, for RRR 0
Rt e ot e
B:hmhmdllnmlﬁq Slh[ﬂgnsd/-ﬂ 2/2 -
mim '
ﬂwmmmw R weees MelssoBenson KR4 30.00
Fiying. & +1/+0. 5/5
Smoke - R rhmg Jesper Myrfors RR 7.00
b (regture
tone Giont W"‘-‘\'Wﬂmﬂ"ﬁ mmmm RRZ 200

I GwndmmnmmmmlasﬂmSmﬁmsmfwgmﬂmdm
Torget creature, which con increase its power affer it goins flying obility, is killed ot end of fum.

3/4.
Stone R(ul SOR ( Lo Doniel Gelon R2 1.00
Destroy ony one lond.
T SOR b Don Frazier R 1.00
: Bury one woll.
- Two-Heoded Giant of Foriys  SC R esce Amson Moddocks R4 60.00
T . May block two cregtures in combat. 4/4.
T SC u Laaad Douglas Shuler R2 400
R: Regenerates. 2,/2
Woll of Fire SC U see Richord Thomas RR1 2.00
R: +1/40.0/5.
Woll of Stone S( ese Dan Frazier RR1 200
: 0/8
. of Fortune  SOR 3 seccs Doniel Gelon R2 1800

Al players must discord their honds ond drow seven new cards.

. 