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e 10od bfith: ;:’ mori drips from Mari Cabﬁ!s claws. IbWImg packs of Wyrm crea-
roresretreatbefore her oé vanish in fear into the Umbra. She smiles, and steps

srdewaysintoHerr flection: they will not escape her. Werewoly entered into a
oo TieldOfCombat, Greater danger — and greater triumphs — await in the Velvet Shadow,

Respintual refoesionorour world — the realm known as the Umbra.

[ReUmbratetnesirstexpansion for RAGE, the ballEBpTbest-selling game of werewolf
i‘--.‘,umr WitHBvRroD iew cards, the Umbra introduteSE6 RAGE fans an entirely new level
'h finelig |l|l'J “nd..mwQuosturdsc s, newxharacter: n“ﬁlastheleqendary
2 ORNTARNE 2 variety of novel foes, such asumtk _}d_ﬁ‘jju_, the dreaded reality-

g NeXus Crawler.
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Star Quest: The Regency Wars, is now available in a Crimson Edrtion.
Different color. Same fantastic art from 17 of the greatest science fiction and
fantasy artists in the Universe. o

Star Quest: The Regency Wars. Let the wars continue.
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 Deck Building 101 40

:How to build a winning Magic deck. By Michael Searle

How to Break into Gaming

i Wanna be a game designer? Here's some tips from the pros. By Matt Forbeck

Tournament Survival Kit . 52
A humorous look at a tournament Magic player. By Marty Stever
CBverway. ad

 Behind the scenes of Wizards of the Coast's new roleplaying game. By Rick Swan

%contests WIN

Magic: The Gathering .. ...

he Magic lands! (Well, all the cool ones...)

Qyr cover features Spidey

looking his keenest for

the hrand—spanﬁin’-new

‘

“1 Fleer Marvel OverPower

syperhero game.
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x { Editor-in-Chief: Pat McCallun
" ml E nr ““r pprnva m Editor: Michael Searle

Managing Editor: Joe Yanarella

“Imagine, if you will.five men on a mission. Five men from
InQuest magazine, sent to get enough Magic: Ice Age cards to
cram a ton of Ice Age information into the latest issue of /InQuest.”

Hi, my name is Tom McKelvey, and I’'m the associate price
guide editor here at /InQuest. Last month, Wizard/InQuest Art
God Dan Reilly, InQuest Game Master Jeff Hannes, Wizard Assis- P e e L R
tant Price Guide Editor Bob Marshall, InQuest Assistant Editor Associate Price Guide Editor: Tom NcKelvey
Mike Fasolo, and | were dispatched to the Mecca of the world,
New York City, to get cards for both our personal collection and
use in the magazine.

Simple, right? Right...

On the way in, one of New York’s notorious drivers decided to
make a right turn from the left lane, cutting us off and scraping a Designers: Brad Fountain. Steve Blackuell
healthy patch of paint off my car. Procurer of art: Dan Reilly

Despite this ominous omen, | was too excited by the immi-
nent Ice Age to be discouraged. The five of us went into the first
store and said, in unison, “We'd like to max out on fce Agel”

The limit was two starter decks and 18 booster packs. That
Wasn’t enough for me, so we hit the second target, in the middle
of one of the busiest parts of the city, Rockefeller Center. We ExgcitivelyRriFned (Rierce

Associate Editor: Matthew E. Milliken

Assistant Editor: Mike Fasolo

tha

On-Line Editor: Buddy Scalera

Price Guide Director: Stephen Shamus

Assistant Price Guide Editors: Jeff Hannes
Bob Marshall. Phil Colligan
Administrative Assistant: Mercedes Cabo

Design Director: Robin James Ramos

mak e

Contributing Writers: Eric Black. Matt Forbeck.
Mattheu Lee~ Beth Moursund~ Richard Warrep
WIZARD PRESS

President/Publisher: Gareb S- Shamus

w h o

Parked the car, went in, and once again maxed out. ) Executive Assistant: Martha Scheidegger

Happily cooing over our cards, we walked outside to find the — Production Director: Douglas Goldstein
car... A idn” it. fe iy 5 - )
h Ct.ua”y' il t-ﬁnd IE AL, That ® n_ght New York’s finest Marketing and Promotions Manager: Jim McLauchlin

ad confiscated our car in one of their notorious parking sweeps. © o
s . i iate: an

We did find a meter maid, and asked where in Hades our car Yiaekicring [meeciats: Rathy Mava .
had gone. She gave us an address that was at least 30 blocks b} Directar of Circulation and Distribution: Paul Rolnick
away—and pretty close to where we'd started our shopping spree. Direct Sales Manager: Marty Stever

After a long, hot walk, we arrived at The Pound. We spoke to Retail Sales Manager: Steve Zaret

a few very humorous people who gave us some water, took my
$150, and let us be on our way with our vehicle.

We were mad. We were hungry. We had to pass the third store
On the way home anyway. We stopped and went in. (Actually,
We stopped and four of us went in.)

Because of the money we’d spent on the impounded car, we
couldn’t get all the Ice Age we wanted. But it was enough to suit
?J"’ Purposes—and be§ides, our expedition to Manhattan isle had
leHEd_ out to be a bit too much like Gilligan’s fateful outing.

Utching our boxes, we made haste for the Batcave.

Where we were greeted by just a little teasing.

But, hey, we got Ice Age as soon as was humanly possible. We
90t to play early, and you, the fan, got to see the information as

Quick it comes. That alone makes it all worthwhile (maybe even
mcluding the scratch on my car). Sales Assistant: Kathleen Doherty

NY: ph: (914) 2b8-3907 fax: (914) 2L&-538k

Account Executives: Brit Byrnesa Marc Greenbaum
To carry InQuest in your shops call: 1-800-k4b-5b6k5
Computer Toad: Ben Todd

Customer Service: Maria Capello (914) 2k&-3594

ADVERTISING SALES
Group Advertising Director: Hichael Roberts

and

Advertising Director: Alison James
West/Midwest Accounts Manager: Karen James
Eastern Accounte Manager: Jason Kelley

Nat'l Accounts/Western Region Manager: Betsy Hook (¢ y y

guys

Advertising Coordinator: Karen Evora

e

And to think that Chronicles is right around the corner!
ot Chiph (310) 530-b56D fax: (310) 530-kb30

Pleasa direct oll inquiries toncerning editorial informafion 1o InGuest Edtoriol Dept, 151 Wells Avenye, Con,
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LETTERS PAGE

The End is Near

Boy, we’ve made some sweeping changes in InQuest over the last five

months. We’ve gone up a total of 24 pages since #1, completely overhauled
the price and players guvides, added a bushel of new columns and depart-

ments, and replaced the letter-answerer guy...me.

While I love doing the letters, my responsibilities for other parts of
InQuest, Wizard: The Guide to Comics, and the specials Wizard Press is putting
out this year make it impossible for me to continve. As of next ish, InQuest

Editor Michael Searle picks up the mailbag reigns.

Mike is really on the ball when it comes to fantasy gaming. He’s pitched in
and helped me answer questions in this column that left me clueless, and is
overall one of the nicest people I’ve ever met. You’ll be in good hands.

(Thanks, Pat. 17| slip yov the Beta Time Walk later. —MjS$)

M T Giathonig ™8 @ Winard of the (oost Wieords of the (iost i 0 registered rodemark. Some antwork may be prolected by odditonal copyriphts

Satan Plays Magic?

YEAH, | PLAY
MAGIC. | wATCH
MELROSE Too, WANNA

MAKE sOmMETHING

that it is a game....

value what they have.

see it as an evil game.
Concerned,
David P. Linton Jr.
Trenton, NJ

I have to say that | am totally :

i disappointed with the parents and |
i officials that are striking out against :
i Magic because they think that it is evil
or satanic. What they fail to realize is :

You must look at what it also
i teaches kids. They learn logic and
i strategy. They learn how to trade and :

|l am a 26-year»0!d
man and | love Magic, :
and a lot of my friends
do as well. | collect and
play very frequently. | love
going to my local shop and
trading with kids, and of.ten
getting beaten by them in a :
game. They totally know wha’t
they are doing, and they don't

Magic lets you look at things in a
totally new perspective every time you
play, and it gets you thinking. As for
people who think it rots your brains
out, I'm the vice president of my
school’s National Junior Honor Soci-
ety, and received fouyr awards at our
awards night, including a presidential
education award signed by Bill
Clinton. | think these accomplishments
are something to thjnk about from a
kid who is addicted to the game.

[Some Magic cards have demonic
images,] but, like Dungeons & Drag-
ons, it just has a bag reputation....
Everyone | know who plays it, plays it

for one reason only: ts just plain fun.
Robert Yamamogo

Las Vegas, Ny

I enjoyed your article on how
people think that Magic is satanic. We
have the same problem in our town.
The parents have Pressured our school
to the point that students are no longer
allowed to play. The penalty of play-



ing is getting your cards taken and not :
returned, and receiving a suspension. :
Is there anything we can do in order

to help change their minds?
CaveMan Og
America Online

If someone, be it a teacher, parent, or friend, views
fantasy gaming (or one of your other hobbies) in ¢ :

once they understand what's really involved.

Summon Bodyguard

;

i Unless Bodyguard is tapped, any damage done to

| you by unblocked areatures is done instead to

| Bodyguard. You may not take this damage |
{ yoursell, though you can prevent it If poasible. No
! more than one Bodyguard of your cholce can 1ake

| damage for you ia this manner cach turn.

; Good bodyguands are hard to find, maindy becasss
! they don't live long.

§
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Magic Artist Busted

| don't usually respond to letters
pages and editorials in magazines, but
after seeing the Casting Call for Magic i
in InQuest #2, | have been “lured.”
I've been doing conventions from
coast to coast for the last year and a |
half, and along the way, I've been |
running small, friendly competitions to
see who can correctly name which |
famous person modeled or inspired |

the Magic cards | have illustrated....
The ones that pop up the most

Huh? Can 1?7

Until then, “May your Serras never

be Earthbound!”
Douglas Shuler
Cyberspace

8 ' Q U E ST

Hey, thanks for the nice letter, Doug, and a special tip :
of the InQuest cap fo Wizard: The Guide to Comics
Editor Brion Cunninghom for making all four of our  great, but they seem very hard to win.
Casting Calls pretty darn spiffy. As for meeting Ms. Stone,

:  if that Magic movie ever gefs made. .. get in line.

Still a Vampire?

Is Vampire: The Eternal Struggle dif-

i ferent from Jyhad? Are there new i
negative light, 1ake the fime out to educafe them about :

what you're doing. People’s fear and hate may subside

cards? Modified play?
Gina M. Jenkins
Sunnyvale, CA

Vompire: The Eternal Struggle is an updated version of
¢ Jyhad. The rules are being streamlined, the cards are
i being redesigned for easy recognition (though the art

will stay the same), and the card backs are being
changed to fit their snazzy new name. Other fhan that,
it's the same ol’ blood-lickin® fun.

Magic Misprint

Last weekend, my girlfriend and |
each bought a Revised Magic booster :

pack. In hers was a Serendib Efreet. | something else to do rather than make

It's a blue card needing one island and | terrible Magic trades. | just got Blood

two other mana to summon, but the
border is green. Is it a misprint? Wil it other day—impulsively, | might add—
be worth more [than a correctly | because I've never tried anything other
i than Magic. Do you think that there
i are other good card games out there,

i or are they all just copies of Magic?

printed card]?
Mike Wong
Cyberspace

¢ Your Serendib Efreet s just like everybody else’s Revised
: Serendib Efreet. V'see, WotC made o I bog-boo with
ol Serendib. They intended to reissue the Arabian Nights
i Serendib Efreet, a blue cord. What they endeg up with
was the power/oughness, casting cost, and abifiies of | ; :

: A esof i 1). Uno is always greof fun,
the Serendib Efreet, but with the pictyre gng bardersa?rr R by ot

of the Ift-Biff Efreet, a green Arabion Nights card/ Their

card checkers were on vacation tha week

Another Satisfied
Customer

I have a few comments to make

about your magazine,

") What's with all these pages with |
: practically nothing on them to read?
: There are an abundance of articles |
often [for the Veteran Bodyguard] are :
Mel Gibson and William Shatner. In i
fact, only three people have correctly
guessed that the model was Lou Fer- !
rigno...until [nQuest revealed the truth!

Therefore, | would like to send my :
kudos to the group at InQuest for a
job well done. However, | would like :
to add that if this movie ever does take :
place, can | meet the Serra Angel as
played by Sharon Stone? Can 17 Huh?

that seem relatively
“Ultimate Chaos,’
see that you guys
lot of fun with t
little help to anyo
read about tradin
and decks, and
on cards, please,
2) Interviews are borir
have someone interest;
3) Your tips on dec

' pointless (i.e.,
Casting Call). I can
are trying to have a
his, but it serves as
ne who just wants to

9 unless you
ng.
k construction

of spells like Berserk

and
print stuff. Mayhe i other out of

Ou should focus

9. strategy, combos,
Stuff like that. More |

on cards in print.
4) The prizes for your contests are

5) Keep the free cards rolling!
Jeff Sturges
America Online

1) We've pumped up our page count over the past
couple of issues, incorporating a whole slew of gaming-
related stuff. Hope you like.

: 2) We agree.

3) Check out this issue’s all-lce Age deck. Some
upcoming Killer Decks will cansist of in-print, non-bank-
account-emplying Magic cards. On top of that, the

players guide tips this ish and ast facus on lce Age.

i 4) Yeah, some are kinda tough, but we do multiple
i contests per issue, so there are usually some that are
i easy to win. Try your hand at those you feel
i comfortable entering.

i 5) Okey-dokey.

Bloody Impulsive

| love your magazine—it gives‘ me

Wars when | was out at the mall the

WesManiac5
America Online

Heck, yeah! Poker is one of my favorites (and t's been
around longer than Richard Garfield's greqt grand-

Blackjack is swell, and nothing beats Go-Fish, (But stay
away from Pinochle. Evil freakin’ game,)

 ILL SEE YOU ALL DEAD.

N

Cows

Hahaha...[issue

#2]
28...Cows, bastards...hahaha, my

sides hurt...
Justin Machado

Phillipsburg, NJ

pag€

 Your sides hurt? How do you think the coys feel?

Thank Tourach

Planeswalkers everywhere are grate-

: ful. In a matter of a few months, over 2

handful of magazines have come. out



devoted solely to collectible trading card
games—and /nQuest has turned out to
be an early favorite. The articles are rel-
evant and interesting, and the deck-
building article is more than
promising (thank Tourach you're
monthly!). So, congratulations.

However, as with all new things,
there are a few things that have to be
corrected. The InQuest price guide is
by far the easiest to read among the
card price lists available, and the card
descriptions are a thoughtful addition
for players who have never seen the
actual card (Golgothian what?).

It must be noted, though, that
summarizing the descriptions is risky
business.... For example, using
“controller” instead of “caster” [for]
Personal Incarnation changes the tone

of the game entirely (ever heard of

Control Magic?)....

All in all, however, the magazine
holds a lot of potential. Damn, keep up
the good work. Oh, and one more
thing. Do | need to cut up my magazine

Contest, or can | photocopy it?
Kensai
America Online

We're constantly reviewing aur price guide listings for
errors, and we appreciate your pointing them out. As
for the contes? entries, you can photocopy a blank form
or enter on a 3-by-5-inch index card instead of taking
the official entry form from the magazine. But hurry,
you're almost out of time!

Homelands Bound

| agree with Editor Michael Searle’s
article about [the cheesiness] of
Channel-Fireballing people.

In the June issue (InQuest #2), you
answered a ¢uestion about upcoming
expansion sets and mentioned Ice Age
plus an Ice Age expansion called Home-
lands. Does this mean two Ice Age sets?
What makes it an Ice Age expansion
compared to a normal expansion?

Joe Ibershoff

Charleston, WV

While Legends, Antiquities, and The Dork were expan-
sion sefs for the basic Magic: The Gathering sel, e

Age is the first “stand-alone” expansion, meaning that

it's intended to exist in its own little frosty world. While [mentioned in #1’s “Ultimate Chaos” feature]?
the cards are compatible with other Magic cards, lee

Age allows fans to play \ce Age-only games, where i bloody chickens.

everyone is on equal footing cardwise, without Moxes,

Black Lotuses, and other spoilers that new gamers have
a tough time getting. Wizards of the Coust is keeping
i First off, that was o dove on the cover fo issue #1, not
sion set following on the footsteps of Chronidles either i a chicken. If being a dove makes it more gruesome.

i Everybody eats chickens.

murm, but we do know that Homelands will be an expan-

due out this fall or early 96,

Your answers:

1) Check out the Hyborian Gates confest in next
month’s issue.

2) In my wallet, where they befong.

3) Spanish for Merry Christmas.

4) It wasn't a chicken! (And we never said we
: liked Dale Mulcahy. That guy stole all our ideas.)

Pen Pals?

| love your magazine! It has

1 everything a person needs to know

l

\ e
L

The Shirts Off Our Backs
I think a good addition to the mag

{ would be a card combos section
i where readers could send in their best
i card combinations, and if they're
i printed, maybe win an InQuest T-shirt
i or something.

to enter the Every Magic Card InQuest

Cliff Meyers
Buffalo, NY

Great idea, Cliff. If any o’ you gaming fans out there
i have any spiffy cord combos, for any game, jot ‘em
i down on a slip of paper and mail ‘em off to:
i Card Combos, ¢/o InQuest, 151 Wells Ave., Congers,
i NY 10920. If we use your combo, we'll credit you in
i the magazine, and you'll win some kinda neat prize.

More Chickens
I would like to say that your mag

i looks great. | probably would never
have seen it if Dale Mulcahy (you
i know, the guy in the ninja suit from
i issue #1) hadn’t said, “Check it out,
i they like me!” | read his letter [in issue
i #1], then snatched the magazine from
him and spent the rest of the class
i looking at it. | bought issue #2, and |
i must say, | love the cover art (not a
i vampire with a bloody chicken, but
just as good)....

Some questions or comments:
1) I remember reading something

i about the possibility of a fiction-
i writing contest. What's the status of that?

2) Where are the nude shots?
3)What is “Feliz Navidad”

4) You need more vampires with

Juson Dansby
Madison, AL

about collectible card games! | just
have one suggestion: how about
adding a list of CCG clubs and
| stores where they meet?
— Jay Davis
Fort Smith, AR

Yikes. That would be some list. Talk abou? endonger-
ing the rain forests! What might be a little more fea-
sible is a Pen Pals-type section, where we can hook
i gamers up with other gamers. Good idea? Crappy idea?
Write in and let us know.

The Origin of the Species

: Where did the miscellaneous Magic
i cards that you have listed in your price
guide (Arena, Giant Badger, and the
i rest) come from? They look pretty
i spiffy, and | would like to know where
i to get them.

i David Amy

Cary, NC

i HarperPrism has released a series of novels bosed on
i Magic: The Gathering. The backs of the first four (Arena,
i Whispering Woods, Shattered Chains, and Final Sacri-
i fice) feature order forms with which you can send away
¢ for exclusive cards.

And that was that. Thanks fo all who wrofe in. You not

¢ only helped make InQuest o better mag, you make it
pretty fun to work on. Adios. @

e

Send yer letters to InQuesiMag@uaol.com or:
INQUISITION
151 Wells Ave.

Congers, NY 10920

Please include your full name, mailing address,
and phone number in all letters.
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ly for Collectible Card Games

No Master.of the Mystical Arts Should-béMithout G
® Available in a Vatiety of colors toaceommodate Vo

- sothere’s a Deck Bynd'r for every type o deck in
® Each case holds up o-100/6ards and contains 10 /8
Protgqtcirs for those Especially valuable cards. - - e
® Folds-out diring:game play; featuring a unigue “dealer shoe”
~construction with: draw-and.discard cavities. '
' #. Special sforage section for-counters; dice, miniatures;_etc.
’ ™ (] 3 91, . ~ y
. Don’t just protectyour cards.../{/rasprotect
P WAL SO EREE S eor a distribtor near you contaot:

=.=.:4‘='.=.le. s;

6049 Slauson Avenue
Los Angeles; CA 90040
(213)#725-1975 .
Fax #(213)-728-4092

Made in USA

© 1995 Rembrandt

Pat.Pend. ! i
Look for'these and ether incredible products as part of the new Deek
Products series; a full ine of-protective. H/1I*PRO" products
specifically for Use with callectible card games:
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WAGAC: THE GATHERING ond ICE AGE ora teistered trodemarks of Wizards of tha (Wizords of the Coast s o registered trodemark.

IF IT'S NEWS,
IT'S HERE!

agic: The Gathering publisher Wiz-
Mards of the Coast recently severed

ties with Heroes World, leaving
Heroes World customers without cards from the lat-
est Magic expansion.

Heroes World and the stores it serves were initially

shut out of the debut of the Ice Age expansion set,

even though retailers and consumers had ordered and

paid for the cards months in advance.

“Wizards of the Coast did send [Heroes World]
some [of their order], but how much they sent |
don’t know. [Heroes World] sent me approximately
one-third of my order,” says a retailer who
requested anonymity.

Heroes World is primarily a comic book distributor.
After its recent purchase by Marvel Entertainment

Group, owner of Marvel Comics, Heroes World :
announced that it would distribute only Marvel Comics
comic books. The company also announced that on
June 30, 1995, it would sharply curtail its distribution

of game products.

In a statement sent to its clients, Heroes World spec-
ulated that Wizards of the Coast might have preserved :
its ties “if our sister company Fleer had not published
what could be considered a competitive product.” §
Heroes World carries Marvel OverPower, a card game
based on Marvel Comics characters and produced by

Marvel-owned Fleer.

However, a fax from Wizards of the Coast implied
that Heroes World had cut ties. “Marvel bought Heroes :
World as their exclusive distributor, and thus they're
not carrying ahy other products besides Marvel prod-
ucts,” read a faxed statement from WotC Media Rela- :

tions Director Carrie Thearle.
In a later fax, Thearle wrote, “It was a mutual decision.”

Retailers who dealt with multiple distributors got :
more of their order. But the size of the discount many :

distributors offer is directly related to the amount of

! to do is to make money, they won’t make it if they start
to alienate the fans,” complains Dan Scheffer, a player
from Monroe, N.Y. “We're the ones who buy the
i games, and if they aren’t available to us even when we
i place advance orders, they will lose us.”

i Heroes World declined to return numerous phone
¢ calls from InQuest.

PRODUCT NEWS

“Wizards of the Coast
- did send some [Ice Age],

product stores buy. For many retailers, it's not cost- ¢

effective to deal with more than one distributor.

Heroes World allocated its shipments of Ice Age :
received before June 30, the day ties were officially :
severed, but it's not yet certain if orders will ever be !

completely fulfilled.

“They haven't said one way or the other whether
we're getting it or not. If Wizards of the Coast agreed :
to take the orders from Heroes World, they should at
least give them everything they ordered up to June :

30,” says one retailer.
“Look, even if the only thing the company is out

- but how much they

sent I don’t know.
[Heroes World] sent me
approximately one-third

- of my order.” —anunymous retailer




Higher Magic:
WotG Raises Prices

For the first time in the history of the game, Wizards of the
Coast is raising the price of Magic.

A June 21, 1995, letter to retailers signed by Wizard of the
Coast President Peter Adkison announced price increases for
Magic’s Fourth Edition, Ice Age, and Chronicles sets. The letter
attributes the increases to higher paper and printing costs, and
a drop in the value of the U.S. dollar in international markets.

Starter decks for Ice Age and the Fourth Edition will now
bear an $8.95 suggested retail price, an increase of one dollar,
while booster packs for those sets will bear a $2.95 suggested
retail, a 50-cent hike. Chronicles, which will be sold in boosters
only, will carry a suggested retail price of $2.45, up from $2.

The price changes will take effect with orders shipped in
September.

Wizards of the Coast was not available for comment.

Loss of a Legend

Author Roger Zelazny succumbed to lung cancer on June 14,
1995. A resident of Santa Fe, N.M., he was 58 years old.

Zelazny, who wrote over 150 short stories and 50 books,
was well-known and respected by fantasy and science fiction fans
and writers alike. His career began in the ‘60s, when science
fiction was first beginning to break away from its traditionally
upbeat portrayal of the future. He and others gave readers a look
at the possibilities of a future that held nightmarish conse-
quences. His novel Damnation Alley, about four survivors of a
nuclear holocaust, was made into a 1977 movie.

Zelazny's series of Amber novels about Amber, the one true
world, and the intrique and adventure surrounding around its
royal family is well-known and loved among fantasy fans. Zelazny
also helped create a 1991 diceless roleplaying game based on
the world of Amber.

Over the course of his career, Zelazny won every major
award for science fiction writing, including two Nebulas, which
are awarded by the Science Fiction Writers of America.

Zelazny is survived by his wife, two sons, and a daughter.
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The results of the first Corporate Card Challenge are in,
and the Wizards notched the win. Wizards of the Coast’s
four-player team, which included company president
Peter Adkison, defeated Microsoft’s team in a matchup of
Seattle, Wash.-area corporate giants. In the speed tour-
nament, Gary Smith and Dan Cervelli tied for tops with
30 points each. Magic creator Richard Garfield was caught
in a three-way knot for third place at 24 points. The only.
Microsoft employee to crack the top eight was Aaron
Coutu, who tied for sixth with 22 points.

The Magic: The Gathering World Championships will
be held August 4-6, 1995, in the Sea-Tac Red Lion Hotel
in SeaTac, Wash., not at Gen Con. Because of a hotel
registration mix-up in Milwaukee, Wizards of the Coast
moved the championships back to their home state of
Washington.

Gomics “n’ Gards

Acclaim Comics’ next Magic: The Gathering comic book is
due in October. Homelands Special, a one-issue comic, will
be based upon the
upcoming Homelands
expansion set. Written
by Dan Chichester
(Daredevil, Elektra:
Roots of Evil) and fully
painted by Rebecca
Guay (Black Orchid),
with cover art by Greg
and Tim Hildebrandt,
the comic will include
one of three rare cards
from Homelands.
This October, Cal-
iber Game Systems
will add Youngblood

Rob Liefeld's Youngblood

choracters are game if

. you are.
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to its Powercardz collectible card game. The Youngblood super-
heroes, created by Rob Liefeld, join Todd McFarlane’s Spawn
as the second Image Comiics property to be translated to Pow-
ercardz. Like the Spawn Powercardz set, the Youngblood set
will contain 180 cards and be sold in 50-card starter decks

and 15-card booster packs. Starters will retail for $8.95, boost-
ers for $2.99.

Art

Iron Crown Enterprises’ Middle-earth collectible card game is
due in November. The game, based on the fantasy universe
from J.R.R. Tolkien’s books, allows players to become one of
five wizards sent to Middle-earth to stop Sauron. Middle-earth:

¥ S

The Wizards will be sold in 76-card | Destini will be selling
starter decks for $9.95 and 15-card |
booster packs for $2.95. : gk
Destini Productions has a slew of | forihcoming Middle-earth
limited edition prints for sale. Several :
are illustrations by Destini owner Ed i
Beard Jr., including cards from Des- | Fightsof Fontasy (ight).
tini’s Flights of'fantasy and Wizards of the Coast's Magic card
ames. In the fall, Destini will sell limited edition prints of art-
work from Iron Crown Enterprises’ Middle-earth card game. For

ordering information, write Destini at 73 Fessenden St., War-
wick, RI 02886.

International News

wizards of the Coast has contracted Ediciones Martinez Roca
to market and distribyte Magic: El Encuentro, a Spanish version
of WotC's Magic: The Gathering. Ediciones Martinez Roca will
rovide customer support and organize tournaments in Spain,
among other activities, Magic: El Encuentro will be released in
early 1“'){, COinciding with the Spanish National Championships
in Madrid. A division of Group Editorial Planeta, Ediciones
martinez Roca has translated and published authors like Isaac
AsimoV, Stephen King, Naguib Mahfuz, and Danielle Steel.
On June 30, a limited edition set of Magic: The Gathering
was released to F!'ench‘speakinq fans. Renaissance, a limited
edition F"?”Ch"ﬁﬁqtlage printing of all the cards added between

gome (above) and

the Revised and Fourth Editions of Magic, is being sold in eight-
card booster packs in French, Belgian, and Swiss stores.

Margaret Weis and Tracy Hickman are returning to the world of
Krynn. Dragons of Summer Flame, their first novel for the Drag-
onlance series in nine years, will depict the final struggle between
the forces of good and evil as the dragon lance is passed on to
its rightful heirs. This 560-page hardcover book, retailing for
$23.99, will be unveiled in November with an author tour in
several major cities. |eff Easley will be the cover artist.

Flying Buffalo will release four flip books with characters
from their Tunnels & Trolls game. The flip books are a system
of combat for RPGs that doesn’t require dice. The books are
designed to show the outcome of combat using pictures. The
first four books will retail for $5.50 each.

The second kicker pack for TSR’s Dragon Dice will roll into
stores this November. This set will be filled with creatures

called Firewalkers, who are companions to the evil Lava Elves.
Eight Firewalker dice can be yours for $5.95.

A second set of cards for the Warhammer Quest miniature
roleplaying game are to be released in August from Games
Warkshop. The 55 treasure cards, awarded for successfully
defeating monsters or opening chests, will include new potions,
weapons, and items. They'll retail for $8.99.

History

Thunder Castle Games will release its first expansion set for
Towers in Time in November. Amazon will be a stand-alone
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expansion set, but will also
be completely compatible
with the original Towers in
Time set. Artists from Magic:
The Gathering such as Susan
Van Camp and Mark Poole
will be doing the art for this
165-card set. Fifty-four-card
starter decks will retail for
$6.95, eight-card booster

- packs for $1.45.

Chameleon Eclectic and
Pinnacle Entertainment will
release The Last Crusade this

1
1
)
]
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Worldwide Magic

Software publisher MicroProse and on-line service
provider GEnie announced that they are launching
an on-line version of
Magic: The Gathering.
Users of MicroProse’s
upcoming Magic CD-ROM
for IBM-compatible com-
puters will be able to enjoy
the service if they have a
modem hooked up to
their computer.

GEnie has “a tradition .
of working with a variety of other companies to help
them run games in a national on-line kind of envi-
ronment,” says Arnold Hendrick, producer of Micro-
Prose’s Magic CD-ROM. “Among the traditional
hardcore gamers, at least in the on-line world, GEnie

is known as the place to go.”

“GEnie has a proven track record with some of the big
games that are currently on-line. GemStone /I, which is currently
one of the top-grossing games, is on the GEnie network,”
noted Paula Rebich, public relations manager for MicroProse.

MicroProse turned to Simutronics for help with the on-

o N e

October. This collectible card game is based on World War
1l battles such as the invasion of France by the Allies and
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the Battle of the Bulge. The 300-card set will sell in 60- !
card starter decks retailing for $9, and will include 10 )
rare cards per deck. !
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Look Dut!

‘% If you're planning to buy
& Star Trek Warp Packs,
§ you may want to hold
£ off. Decipher never
E intended these packs of = =
% 12 cards for its Star Trek: The Next Generation Custom:zabfe line service. Simutronics designed a sys- | Magic: The Gathering
£ Card Game for retail sale; the packs are supposed to be tem that should hold thousands of players , drolbolind
i i : 1 and roleplaying enter
¥ given out free by retailers. Warp Packs can be received simultaneously. i
E free just by writing to Free Warp Pack Offer, P.O. Box 465, “Everyone starts off with an unlimited 1 cyberspace!
2 Gelnesville, VA 22065. If you o) = = amount of basic land and about 100 cards. Every
;_g know of retailers who are selling Ff\ F& MRP PACK time you duel, depending on whether you win or

lose, depending en how stiff an opponent you go
up against, at the end of the duel, you get a certain
amount of what is called Spell Shards. When you get
enough of these, you can trade them in for a [com-
puter-generated] booster pack of your choice,” Hen-
drick says.

In additional to dueling, players will also be able
to talk or trade with other mages.

Monitors, called gamemasters, will be on-line
to make sure things run smoothly. These gamemas-
ters will'also help erganize various tournaments for
on-line players.

MicroProse declined to give a specific date for
the release of the €D-ROM, but said it should be on
the shelves in the late summer or early fall, and shog!d
be priced in the $50- to $60-dollar range- W

these packs, let Decipher know \
g by writing to the same address. ‘] ?
’ a—'w
AYE, | CANNAE

/ BELIEVE SOMEONE ""5'5”5"7'377””
WOULD TRY SUCH A
THING, CAPTAIN.

FlJH[IMIlHHl[

CARD - GAHE.N

‘I5V31d “"4IWOLSND ¥3d INO

ILL WARP PACKS CONTAIN THE ﬂMF
12 COMMON WHITE BORDER LARDS



THE ULTIMATE MARVEL FANTASY CARD GAME!

This summer, Marvel's greatest
heroes and villains come to life in

the Marvel OverPower Card Game!
This collectable card game from Fleer
features stunning new artwork by
the greatest artists in the industry,
Get ready...It's Clobberin’ Time!

e won fleer

entertainment group, inc.

nment Group Inc. All Rights Reserved

and the distinctive likenesses thereot Entertainment

o ' sl Emtertal
Marve| allMﬂ';:’l:;‘?:mr TM and © 1995 Fleer Enlm.nn."m' & ™ and © 1995 Marve

5 by Fleer
roup. Inc. Produced and distributed by




THE GUIDE TO UPCOMING

GAME RELEASES

NANE : ~ The Ancient Fighting Arts of China

conPANY:  Ultimate Games

120 cards
RELEASE:  August 1995

SET SIZE:

PACKAGING: 15-tard booster packs

§ISUGGESTED RETAIL:  52.95 per booster

timate Games Inc.

Here’s the Deal: This first expansion set for Ulfimate Combat! will introduce more
fighting arts, like Kung Fu, Wu Shu, ond Tai Chi, os well os expanded advanced rules
for customizing personalized decks. It will also infroduce two new card dassifications to
the game: Coach and Impact cards. The 15-card boosters will indude one gold-, two

black-, three brovn-, and ning white-belt cards.

Arcana
_]lﬁs Gomes
SET SIZE: 153ards
L;’ RELEASE: Augdsﬁé%
f:’ PACKAGING: | 0-card hu_ost;err_pu;krsi S

™g

SUGGESTED RETAIL:  51.95 per hooster

Here’s the Deal: The mystic subculture of Al Amarja will be brought to lighi in this
third On the Fdge expansion set. Find out about con arfists, psychic dolphins, and the
Nekroi who room the astral plane, among other fantastic characters. Each display box
of Arcana will contain one of four rare chase cards depicting o character from the
packaging of one of the On the Edge products: The Cut-Ups Project, Shadows, Arcana,
and the Surviving On the Edge players guide.

19" Q U E 5§ T

™ 8 © Wizards of The Coast & White Wol Inc.

SET SIZE: 105 cards

RELEAS _E:i:Augusl 1995

PACKAGING: 15-card “Master Booster Packs”

® James O. Barr

SUGGESTED RETAIL:  $2.95 per booster

Here's the Deal: Eric Draven is back—again. The Crow Collecible Card Game, which
rises to the shelves this August, is based on the 1994 movie of the sume name. The game
will feature never-before-seen scenes from the movie. Every “master booster pack” wil
contain a four-page rule ook, and scattered throughout the packs will be 10 extremely

rare “special prism" cards featuring the moody paintings of Crow creator Jomes 0'Barr.

NAME: Dark Sovereigns
" ConPANY:  Wizords of Ii1; oot
: s;f SIZE: lOﬂrcﬁ}d's -
W
PACKAGING: lsr—curd_b"onsler packs

SUGGESTED RETAIL:  $2.45 per booster

Here’s the Deal: Clans Giovanni and Ravnos will be introduced in this first expan-
sion set for Vampire: The Eternal Struggle {aka Jyhad). This set will delve info the leg-
ends and myths of the vampires of Western Eurape, uncovering some new vampire
disciplines like necromancy and chimerstry; new locations like Heidelberg Castle and

the Palace at Versailles; and new vampires like the Queen of London.



E NAME: Magic: The Gathering

2 Pocket Players Guide

3 compaNY:  Wizards of the Cocst L5
g RELEASE: Augusﬂ')‘)S______ Nl
;@‘)‘ SUGGESTED RETAIL S? 95 Nt et

Here's the Deal: This book, the rewsed edition nf 1he Pockel Pluyers Guide, is the
best source that players can look 1o for answers to their rules questions. The book will
feature new sections on multiplayer games, Fourth Edition tournament rules, a Fourth
Edition card list, and a section of collectors information on the expansion sets up 1o
Fallen Empires. Original Quinton Hoover art graces the cover, and the interior con-
tains other original illustrations. There'll also be a list of Wizards of the Coast person-

nel to contact for answers 1o any of your Magic questions.

g ~ Moons of Khadar

%: - MPANY:  QOuler Earth Gomes -

€ SeT SIZE: M0wrds

J—E REWL"E ASE: Augusi 1995 :

“E PA(;(AGING_-_ 60-card siurterrdetks 15- curd booster packs
g #7SUGGESTED RETAIL: 9 perstarter; $3.50 per booster

Here's the Deal: Using cards and dice, this colleciible trading card gome will pit ploy-
ers against each other in a battle of sirategy, cunning, and wit. Players are Khodans, or
klan lords, who lead their klans to the battlefield to destroy their enemy's protective

dome. Players can use objects from any of the five moon sodieties, including creatures,
techno-magic, and vehicle cards. The initial starter decks will only have planetary cards,

while there will be five types of hooster packs, one for each of the five moon sodiefies.

NAnE Proxies & Powers
RFCoMPANY: TSR
SET SIZE: 134 cords
¥ " RELEASE:  August 1995
% OAMTY b ACKAGING:  15-cord booster packs
2 ® SuGGESTED RETATIL:  S$2.50 per hooster

Here's the Deal: The Blood Wars will take a new turn with this third expansion set,
Proxies and Powers, when the gods get involved in the wars. Find out about your

favorite deities, their powers, and their followers.

= =TI

b
NAME: Umbra

R i b P T 2 L R B U

CompANY:  White Wolf
_ SE T_S_I;E__ 90 cards
=§ RELEASEiiAIJgusH%S
E PACKAGIN@T ll-turdl;uugleripu(kS
3 SUGGESTED RETAIL: Sl 95perhuoster

Here’s the Deal: This first expansion set for Rage deals with the spiritual realm of

the werewolf. The set will include more Wyrm, Garou, and Event cards, giving the

game an even nostier edge.

Wurzone

b A.
. {NAHE:
COMPANY:

Heurthreuker thbnes & Gumes

:é SET sIze: 100 :urdsﬁ N -
8 RELEASE:  August 1995

g PA HGIE- - Elg_ﬁcurd boosters .

B S] .60 per booster

SUGGESTED RETAIL

Here’s the Deal: This second expansion set for Doomtrooper fotuses on corpora-
fions. It also features a new type of card, Warzones. These let players change the
scene of the hattle, which has various advantages and drawbacks depending upon the
combatants. As with all Doomiroaper expansion sets, a distinctive logo will be printed
on the faces of these cards 1o let players know they belong to Warzane. This expan-

sion will be a one-time, limited-edition printing.

prihe: Mingfenmasder
P COoMPANY:  Mag Force 7
g SET SIZE: 300 cords
E RELEASE:  August 1995
": PACKAGING:  b5-card starter decks; 15-card hooster packs
O SUGGESTED RETAIL:  $7.95 perstarter; $2.65 per booster

Here's the Deal: Based on the Wing Commander /1l (D-ROM computer game, this
collectible card game will premier in August at Gen Con, where Mark Hamill will be
promoting it. The game pits the alien Kilrathi in interstellar combat aguinst the Terran
Confederacy. Starter decks will either be red (Kilrathi) or blue (Terran), though

boaster packs will contain a mix of the races.

ATTENTION
G AIVLE
MANUFACTURERS!

Want your products listed here? Send as much info as humanly possible to:

c/o Product Review
151 Wells Ave.
Congers NY 109200118
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GAME

REVIEWS

(n Deck

Reviewing the latest releases in collectible card games.

ageis a fast-paced collectible
card game of combat where
players control packs of were-

wolves. Players race to accumulate a
preset number of victory points, which
are acquired by destroying cards in play,
including other players’ werewolves.
Based on White Wolf Game Stu-
dio’s Werewolf: The Apocalypse role-
playing game, Rage is the second
Storyteller game to hit the collectible
trading card market. It bears many sim-
ilarities to its vampiric predecessor Jyhad
(co-produced with Wizards of the
Coast, and due to be re-released as
Vampire: The Eternal Struggle around
the time you read this). But make no
mistake about it: Rage is a game of
combat. If you're the kind of player
who likes to beat the heck out of your
opponent, then Rage is the game for
you. If you like sitting around and
watching, go rent The Howling.

LIMITED EDITION

PUBLISHER:

GENRE !

RELEASE DATE:

SET SIZE:

PACKAGING:

WHITE WoLF GAME STUDIO
HORROR

JUNE 1995

321 CARDS

60-CARD STARTER DECK:

12-CARD BOOSTER PACKS

SUGGESTED RETAIL: $7.95 PER
STARTER; $1.95 PER BOOSTER
RATING: * * * *

I' N Q U E 5 T

The one quality that sets Rage apart
from other card games is the fact that
players take their turns simultaneously.
There’s very little sitting around and
waiting in this game. If multiple play-
ers want to do something at the same
time, they randomly determine who
goes first. It's simple, straightfor-
ward, and doesn’t require 23
pages of timing rules.

Play begins with all of
the werewolves active,
so there’s no build-up
or preserving of precious
resources. This really kick-
starts the action.

All of the werewolves—
Garou, as they’re called in
the game—belong to one
of 13 tribes. These tribes are further
subdivided by auspice, which repre-
sents the phase of the moon under
which the werewolves were born.

Depending upon a Garou’s tribe,
auspice, and Gnosis (a score repre-
senting ties to the spirit world), Garou
can be bestowed with certain Gifts.
Gifts are special cards that represent
supernatural werewolf powers, The
more powerful Gifts require a higher
Gnosis, and many are limited to specific
tribes or auspices.

Unlike most werewolves in horror
flicks, there’s more to these beasts than
bloodthirsty rampages. The Garou wor-
ship Gaia, or Mother Earth. In
exchange, she grants them special abil-
ities. Gifts can augment combat, pro-
vide defense, or steal equipment from
other characters.

Despite its free-for-a|| style, the
game isn‘t complete chaos. The turns
in Rage are divided into five phases:
Redraw, Regeneration, Equip/AIIy,
Moot, and Combat. The first four
phases go pretty quickly.

_’.

Players start the game with two
separate hands drawn from two sepa-
rate piles. The Sept deck contains allies,
enemies, equipment, gifts, moots, and
rites. The Combat deck contains action
and damage cards that can be used
during combat only.

First, all players discard cards they
don’t want from their Sept hand, and
fill it back up to five cards. (The Com-
bat hand doesn’t get touched until
combat begins.) Then everybody'’s
Garou heal some of the damage
they’ve taken earlier in the game. In
the third phase, players may play cards
such as equipment, allies, and ene-
mies. Allies and equipment are cards
that augment your Garou, while ene-
mies are cards that everybody’s Garou
can try and defeat. Unlike jyhad, there’s
no restriction on how many actions an
individual character may take during
the Equip/Ally phase. In the Moot
phase, players may call votes that affect
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certain characters or game conditions.

The real action of the game takes
place during the Combat phase. Each
player chooses one character as her
alpha, or pack representative. Each alpha
may attack another alpha, challenge any
character in play, or attack any enemy
that has been played earlier in the game.

Combat is quick and
easy, and very reminiscent of
the resolution of challenges
in Mayfair’s Cosmic Encounter.
Both players hold a combat
card face down and then flip
them over simultaneously.
Some cards do damage,
while others prevent or block
your opponent’s damage
card. Damage cards that are
not blocked are placed on
the victim, and they remain
there until healed during the
Regeneration phase. Players
continue to play cards in the
above manner until one side
is killed, until the challenger
pulls back, or until both play-
ers run out of cards. During
the combat, various pieces
of equipment and Gifts can
alter the outcome and effects of the
combat cards.

When one of your Garou kills
another Garou or an enemy, it is placed
in your victory pool, and is worth its
Renown score in victory points. Play-
ers can also earn victory points by play-
ing certain moot and event cards. The
game ends when one player reaches a
preset number of victory points.

The strongest attribute of Rage is its
speed. If all of the players know what
they're doing, the game flies. The object
of the game is very straightforward: kill
lots of things. It is possible, but not easy,
to win without killing anything, but
decks that concentrate on such strate-
gies are difficult to construct and not
very reliable. If you sit on your haunches
and watch everyone else play, you're
probably going to lose.

The designers, Mike Tinney and
Stephan Wieck, also did a very good job
in minimizing poor draws. Since you
start the game with several cards in play,
it’s very difficult to get a bad opening
hand. Other games have tried to address
the “luck of the draw” problem, but
most of these systems rely on continu-
ing to draw until you get certain cards.
Rage's solution is simple and effective.

However, no new game is without

.

Rage's Gangrel Ally is a Vampire whao has one nasty disposition.

flaws, and Rage is no exception. For
starters, the rule book doesn’t go into
nearly enough detail (there are no exam-
ples!), and it often leaves the reader guess-
ing how certain types of cards should be
played. White Wolf promises to fix this
in the Unlimited Edition.

Another problem is the Moot system.

.

While the fundamental premise is sound,
this aspect of the game seems a little
underdeveloped. Most of the Moots are
pretty much cut and dry, essentially con-
sisting of simple arithmetic.

As is the case with most collectible
card games, the player who spends more
money has a better chance of winning.
The rule book doesn’t state anything
about deck construction restrictions for
casual play (other than minimum sizes),
but | strongly recommend playing with
the official Rage tournament rules: no
deck may contain more than three of any
Sept card or two of any Combat card.
This keeps decks varied and prevents
moneyed players from loading up on
some of the more ruthless cards, like Fang
Dagger (equipment that allows a Garou
to play two combat cards each round
instead of one) and Entrail Rend (com-
bat card that does 8 damage, enough to
kill most Garou).

Past Lives, ultrarare cards that give
Garou powerful abilities, are a neat idea,
but too unbalancing. The rules allow
you to start with them in play, and
there’s no limit. What's a midrange
player supposed to do when he comes
up against a deck that starts with five
Past Lives in play? As with Magic's
Moxes, there’s usually no reason not

to use Past Lives—not a good charac-
teristic for ultrarare cards.

The UV coating on the cards looks
nice, but the slick surface makes them
difficult to shuffle and even harder to
stack. Sports card fans may be famil-
iar with Upper Deck’s trademark holo-
gram, but to most people it’s just an
ugly silver blotch that takes
away from the attractiveness
of the card. Do they really
think people are going to
try to counterfeit a Flak
Jacket?

The biggest oversight in
game design was the fact
that cards get passed all over
the table. It can easily
become a hassle to deter-
mine which cards belong to
which players. The best solu-
tion we found was to use
plastic sleeves with little
color stickers to denote who
owns the cards. When the
game is over, just sort
through the playing area to
make sure everyone gets
their cards back.

Despite a few problems,
White Wolf did a pretty good job
overall in their first go-around. The
transition from the roleplaying game
is solid, and the game is relatively
inexpensive. A box of boosters lists
at under $50, and one box will give
you more than enough cards to make
a couple of good decks.

Most importantly, Rage addresses
something that many other new card
games seem to neglect: the quality
of game play. It seems like a lot of
new game companies are more con-
cerned with how their product looks
than how well it plays. Kudos to the
designers or Rage for coming up with
an original system that’s both enjoy-
able to play and fun to collect.

—Jefl Hannes
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- DverPower

verPower is the new super-
hero-based collectible card
game from Fleer featuring

characters from Marvel comic books
and television shows. This review is
being written based on reading the
nearly finalized rules in development
and playing with prototype cards.
For this reason, we can’t really talk
about how well the game plays out
of a starter pack. There are 384 Over-
Power cards, including 39 charac-

- ters. We've seen some

card art from the
game, and, as we've
come to expect from
Fleer, it's awesome!

OverPower begins
when you and your
opponent reveal which
four Marvel characters
you'll be playing.
These four characters
start face-up on the
table. Three characters
form your front line
and one character
stays behind, ready to
move up in case one
of your characters is
knocked out during
the game. The reserve
character may not
attack or be attacked
without special cards.
When all of your char-
acters are KOed, that’s
it: you lose.

Each character is
rated in three characteristics: Energy,
including mental blasts, flames,

-- OverPower
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magnetism, optic beams, and the
like; Fighting, combining fighting
prowess, experience, and intelli-
gence; and Strength, because Hulk
likes to smash and Thing likes to
clobber. The highest number a char-
acter may have in any characteristic
is eight.

Your deck is made up of cards
that your four characters use in an
effort to defeat your opponents.
There are several types of cards.
Power cards can be used for any
basic attack or defense. Special cards
are especially designed for individ-
ual characters, and may be used by

I you ever wanted to kick Venom's ass, now’s your chance.
¥

those characters to attack, defend,
or affect the game in other ways,
like drawing a card. The specials,
which include Cyclops’ Optic Blast
and Dr. Doom'’s Expendable Ally,
really add a lot of flavor to the game.

Universe cards are things like
light posts, guns, and explosives,
and are used to make basic attacks
and defenses more powerful. Train-
ing cards let heroes attack with their
weaker assets. The Hulk is all
strength, but with a training card
can make a respectable energy
attack. Teamwork cards can unleash
devastating three-part attacks. Each
of your front-line heroes may com-
bine to try to KO an opposing char-
acter in a single round.

Games consist of a series of
hands or battles. At the start of each
battle, each player draws eight cards,
discarding duplicates (see below).
Taking turns, each player “places”
cards behind each of his four heroes.
Each character may have three
cards: a power card, a special card
specific to that character, and a train-
ing, teamwork, or universe card.

The placed cards, along with any
left in hand, are used in the battle.
The disadvantage of placing your
cards is that your opponent may be
better able to plan her attack. The
advantage is that you get to keep
placed cards from battle to battle,
whereas cards in hand are discarded
at the end of every fight.

Since you only get eight
cards at the start of each
battle, the num-
ber of placed
cards can be
key to victory. If
one player has
the maximum 12
cards placed, while
the other has none
placed, the first player
would have 20 cards to
use during the battle (12
placed plus the eight she
draws), while her oppo-
nent would only have eight.
After cards have been
placed, each player makes a
wager, or venture, of between
one and seven venture cards.
Venture cards don’t directly affect
battles; they’re basically just for
score-keeping. The first player to
win seven ventures wins the game.
Should you feel confident in your
chances of winning the battle, you'll
want to venture more cards. How-
ever, if you venture three or more
cards on a single battle, your oppo-
nent may draw extra cards, which
reduces your chances of winning.

After both players have wagered,
either may surrender. If you resign,
You automatically lose your wager
and your opponent wins hers, but
You may be able to prevent your char-
acters from being killed and discard
a terrible hand for something better.
When you do this, be sure to store
any good cards you have in hand
behind your characters.

After wagering comes the actual
battle. The players take turns playing

DverFower ™ & © Marvel Entertainmen) Group and Pleer Enlertainment Grovp.



cards, mostly attack cards, against one another one at a
time. For instance, Hulk with a Strength of 8 can play
any Strength power card of value 8 or less. If he plays a
Strength 7 card against Magneto, Magneto can either
take the damage, use a special card to dodge the attack,
or defend. To defend, Magneto must play his own power
card of value 7 or more to counter Hulk’s 7 attack. If the
best Magneto can do is an Energy 6 card, then he can’t stop
the attack and must take the damage.

Why not just load your deck with high-level power
cards? The answer to this is one of the keys to deck build-
ing. At the start of each hand, you must discard all dupli-
cate cards, including power cards with the same value.
So if you get an Energy 8 card and a Strength 8 card from
your initial draw of eight cards, you've got to discard
one before anything else happens, even before cards
are placed.

If your initial draw is all power cards of value 7 and
8, you'll start the battle with just two cards in your
hand. Now imagine your opponent drew one of every
power card, 1 through 8. You’re about to get your
head handed to you!

Each successful attack becomes a permanent hit against
the character that was attacked. Any character that takes
20 points worth of hits or one hit of each damage type—
energy, fighting, and strength—is KOed.

We really enjoyed this game. Perhaps the greatest
strength is a real poker element. Each battle, you must
carefully watch which cards your opponent is using to get
a feel for what’s left in his hand. If you’re certain you’re
going to lose a battle, you'll want to concede to keep your
characters from taking hits. Your bluffing skills can be the
difference between success and failure.

We also enjoyed the cool special cards that reflect the indi-
vidual personalities of the heroes and villains we grew up with
and still love. Who can resist shouting “Flame on!” or “Hulk
smash puny human!”? My personal favorite was saying “I've
always hated you” as Cyclops used his Optic Blast special card
on Professor X. (InQuest Associate Editor Matthew E. Milliken,
who controlled Professor X, wasn't so thrilled.)

OverPower has two minor problems. The venture pro-
cess is a little complex. We would have preferred some-
thing simpler, using a pencil and paper if necessary.
Second, it’s .mpossible to believe Elektra could hurt the
Silver Surfer or the Hulk, even if she blew up a building
they were in. These are small quibbles, and once the
game started, little attention was paid to Elektra’s rel-
ative power, as long as she was using those lethal Sais

as often as possible.
OverPower gets a high recommendation for its great

artwork, excellent playability, and the great bluffing
element to the game. This is @ game Magic veterans and
poker players can love!

——MartvStev"r R At ings
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Super-Hero Collectible Card Game

-~ WildStorms:

The Expandable
Super-Her
Gollectible
Gard Game

uperheroes and villains are
always fighting, it seems. In
WildStorms: The Expandable

Super-Hero Collectible Card Game, they
have an excellent reason to put their

_fantastic powers to use. At stake are

key battlesites, the controllers of which
get special advantages. WildStorms lets
players recreate battles that have
already been staged in the popular
Image Comics comic books by Jim
Lee’s WildStorm Productions charac-
ters. And, of course, there are always
new battles to be waged...

Players combine their character,
equipment, combat modifier, and plot
twist cards into a deck. The more pow-
erful the card, the bigger the point
value printed on it. The basic game
limits players to 200 points per deck,
and no more than three of any one
card with the same name in each deck.
(Only one of each character may be in
play at one time.) The rules also sug-
gest a minimum 50 cards per deck.

When players choose who goes
first, the one who loses gets an advan-
tage: she picks a battlesite for the

-WildStorms: The Expandable
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60-CARD STARTER DECKS;:

game from her entire collection of
cards. Some battlesites give bonuses,
like HALO Enterprises, which gives +1
to the defense value of any
WildC.A.T.s team member.

Once the game is under way, you
draw a hand of seven cards. In later
rounds, you draw up to seven cards,
or one more if you already have seven
in hand. The next step is combat (see
below). After combat, players are
given 10 points per turn to move new
characters and equipment from their
hand into a holding area. (As with
deck building, you use the point val-
ues printed on the cards.) Characters
in the holding area may not attack or
be attacked, or exchange equipment
with other characters.

If you choose to transfer characters
from your holding area, you must
move everyone out of the holding area,
and you can’t put any new characters
orequipmentthere this round.
Equipment cards are limited to
one of any type per character,
so characters can’t bring in
two guns to hand off to
another character.

At the end of your
turn, you must dis-
card down to
seven cards, or
you may discard
up to three cards
if you have fewer
than seven. Turns alter-
nate between players until
the battlesite is won.

In combat, charac-
ters can attack each
other using their
close-combat skills,
their ranged com-
bat skills (which
usually require a
weapon of some
sort), or the
unique team-
work rules. Com-
bat cards can be
played to modify
any of these numbers.

Attacked characters that
take a number of points
equal to or greater than
their defending value
are stunned. |If
they’re already
stunned, they’re

.)a!

KOed, and if they're hurt once more
after that, they‘re killed. When you
KO a character, you get that card’s
points toward controlling the battle-
site. When you reach the number
required to win the battlesite, the bat-
tle is over.

Let’s say | decide to use WarBlade
to attack my opponent’s Prince
Drakken. Prince Drakken’s Defense
value (D) is 7, and WarBlade currently
has a Close Combat value (C) of 6 and
a Range value of 5. | play a combat
card called Vitals Punch, which gives
WarBlade +2 to his C. My opponent
plays a Full Defense card, which gives
Drakken +3 to his D.

| play a plot twist card, Achilles’
Heel, on Drakken, which lowers his D
by 2 until my next turn begins. As
attacker, | get the tie-breaker in an 8-

WildStorms ™ & © Aegis Entertainment Inc.




8 score, so Drakken is hit and stunned.
If | can beat the prince’s defense value
a second time, he'll be KOed, and I'll
get Drakken’s six points. There's still a
long way to go, since | need to get 30
points to control the Vampire Enclave.

The numerous skills and powers
available in this set gives this game a
longer shelf life than you might expect.
The teamwork rules, which allow you
to increase the combat power of an
attacking member of your team, add
some interesting strategies to the game.

In a Campaign game, a prize card
is placed under the battlesite, and play-
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ers are given additional points for deck
building. These prizes are usually
objects that have special powers but
may only be used a limited number of
times. You then play a series of battles,
with each battlesite acquired giving
you a number of points toward an
agreed-upon total.

For example, HALO Enterprises is a
battlesite that requires 40 points to con-
trol and is worth 20 points toward win-
ning the campaign. A prize here might
be an Orb of Healing with three coun-
ters. If you own it, you may remove
one counter from the Orb to heal one
injury to each of your active characters
on the battlefield.

WildStorms plays fairly quickly, and
the two types of game play offer radically
different deck-construction strategies. A
single battle could heavily favor com-
bat cards, while a deck built around heal-
ing injuries might be the basis for a
long-term campaign game.

The game is well-balanced, and the
comic book flavor of the game shows
through in the equipment and powers
available: these remained surprisingly

: faithful to their comic book origins.

The weak spot of the game is the
heavy bookkeeping involved in scor-
ing points. When KOed characters heal,
they negate the points given out for
the knockout, and the adding
and subtracting can get
rather tedious.

Players who don’t
collect comics might
not be able to enjoy
the theme. The fact
that villains and superheroes
€an go into the same deck
may put off some players.

Calculating the points value
of a deck is time-consuming, but

#

decks built around teams: if you \ |
have enough characters out, you
Can easily KO a character or two
each round late in the battle. Since
the teamwork rules work just fine with
heavy-duty characters, some com-
binations are nearly unbeatable.

.‘,!g

necessary. The game heavily favors \\\

The problem with that approach is
that all the tough characters cost big
points, so you’ll have to go with a
smaller deck. And the high per-card
expense means it'll take a while to get
your characters into battle. In campaign
play, having a smaller deck means that
keeping your characters alive is vital.

Collectors may be interested in chase
cards that appear in one out of every
nine packs. These chase cards include
characters from outside the WildStorm
Universe, like Todd McFarlane’s Spawn
and Sergio Aragonés’ Groo.

I should note that | was sent the play-
test versions of the cards, and | cannot
comment on the packaging and mate-
rials that will be sold to the consumer.
Overall, though, the game is well-done,
and should please both comic fans and
card game veterans.

—NMatthew Lee
RAtlngs
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BY ERIC BLACK

" henever | see paintings of sword-and-sorcery
scenes—you know, barbarians locked in combat
with serpent gods, dwarves cleaving orcs with
battle axes, all that stuff—I'm always amazed at
how well-conditioned everybody’s hair is. Have
you ever seen Conan with split ends? | don’t know if he takes time
out for hot oil treatments or what, but for a barbarian, his groom-
ing is impeccable.

Everyone is always clean-shaven, too. Shape-shifting enchantresses
never have armpit hair or leg stubble. Imperial guards, despite their
duties fighting off palace thieves and giant spiders, somehow find
time to exfoliate and moisturize. And although loincloth-clad war-
riors are always devoid of facial hair, they‘re never covered with lit-
tle bits of toilet paper where they cut themselves shaving. | can only
conclude there is much more body waxing going on in fantasy
worlds than we read about.

And of course, no one ever has to go to the bathroom. You never
see a knight stumbling away from a fire-breathing hydra, scrambling
to undo his armor, nor do you ever see a wizard emerge from' & ﬂled
room ho|d|ng the sports pages.

%,



Meanwhile, you and | live in.a world where people drool
in their sleep, cut themselves shaving, and constantly face
dry, fly-away hair. You think Red Sonja ever has a bad hair
day? Of course not. So what's the deal? Do fantasy charac-
ters really live in a charmed world, or is there a dark side we
don’t hear about?

CONAN'S BEAU+Y SECRE+S

Let’s say you were to travel to a pseudomedieval fantasy
world, like the one found in Advanced Dungeons & Dragons
orUrsula K. LeGuin’s Earthsea books. The people, the places,
and the culture are all somewhat familiar, suggesting Europe
of the Middle Ages, but mixed in you find wizards, drag-
ons, elves, dwarves, and armor-clad, sword-toting adven-
turers looking for dungeons to explore. What miraculous
things can you expect in such a world?

o ““First off, there’s no toilet paper. Making paper by hand
is laborious and expensive, and you can bet no one is
going around wiping anything with the stuff. Even if you
were fabulously wealthy, handmade paper is rid-
dled with flaky, splintery bits of wood pulp
that hardly bring the words “quilted i
comfort” to mind: 3 4

What did medieval Euro- :
peans do? They used a Wi
curved wooden stick | p : N ‘
called a torche-cul that b . ’ .
was usually provided in

a basket next to the

latrine., | will leave

it to your

B b .‘;
b r
’ , l

\
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imagination to decide exactly how one might use a stick
for this purpose. Of course, you can always use leaves if
the idea of sharing a torche-cul with strangers is more
than you can bear. Just keep your fingers crossed you
don’t pick poisonous ones.

Secondly, there are no toothbrushes or toothpaste. The
local residents will suggest you take a hazel twig and rub it
around your teeth. When you're done laughing they will
say no, seriously, they've been doing that all their lives. At
this point, you might notice that many of them, if not all, have
had teeth pulled. Medieval physicians knew how to
scrape out tooth decay and make fillings from
bone shavings, but tooth-pulling was a far more
common solution to dental problems. Those
gap-toothed grins could inspire you to set
some money aside for a Cure Gingivitis
spell from the local wizard.

If you think poking your
gums with a twig is
unpleasant, wait
till you try

3 _7 °
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WITH THE EXCEPTION OF °LI'L
ARNOLD,” YOU'D BE HARD-PRESSED
TO FIND ANY BODY HAIR ON CONAN.

shaving. Medieval
soap was soft and
smelly, being com-
posed of mutton fat,
wood ash, and bak-
ing soda. You'll find
it's not particularly
effective as far as
frothing up into a
nice, creamy lather is
concerned. You'll also
notice the razors
aren’t very sharp by
modern standards. In
fact, they bear a dis-
quieting resemblance
to carving knives,
which they double
as. Imagine covering
your face with hot
sheep lard and scrap-
ing a big knife across

it and you’ll under-
stand why shaving was infrequent in the Middle Ages.

Getting a haircut will be no great fun either. Medieval
shears were clunky and inexact. You'll find they’re really
great at grabbing hair and pulling it out, but only so-so
at cutting it. You could try using a knife to saw through
your hair, but it’s still going to hurt like hell, and you’ll wind
up with jagged edges. You're better off submitting to the
shears, or just going long. If Conan didn’t suffer through
haircuts, why should you?

OK, so maybe fantasy hygiene isn‘t what you might
have imagined. You're still in a world of enchanted crea-
tures and magical treasure, and there’s no reason not to
explore it.

GO®D COMPANY AND A HO+ MEAL

You wander around the countryside, hoping to glimpse
adragon or a lost temple, but seeing only farm after farm,
sheep after sheep, and—oh, look!—farm after farm again.
(This is an agrarian society, after all.) After a few hours of
this, you’ll probably want to find
an inn. Inns are good places to
hear tales of battle and plunder,
and maybe you’ll meet up with a
band of adventurers. Besides,
you're bound to be hungry and
tired by now.

Arriving at a village, you step
inside the local inn. You imag-
ined a saloon with swords, fea-
turing gambling, singing, and
occasional dueling downstairs,
and quaint, private rooms
upstairs. Here, however, you find
only one room in the entire build-
ing—and everyone in it is staring
at you. The floor is packed dirt covered with straw, it's
dark inside, and the acrid smoke from the fire is making
you cough.

Medieval buildings rarely had glass windows, and this
one is no exception. Class is expensive, and you'll find it
used for windows only in well-funded cathedrals. Instead,

26 @G U E 5§ T

MEDIEVAL CUISINE WAS LESS THAN FIVE-STAR DIN
ING. (YOU DONT EVEN WANNA KNOW WHAT WEN'T
INTO KING ARTHUR'S FAMOUS THREE-ALARM CHILIN

windows are sometimes covered with oiled parchment,
It’s not transparent, but it does a pretty good job of letting
light in and keeping flies, mosquitoes, and small, winged
demons out. More likely, you'll find that the windows are
just holes in the wall with wooden shutters. If it's cold out,
you can bet the shutters are closed, and the only warmth
and light in the inn will be from the fire, which is sitting
in the center of the room without benefit of a chimney.

The fire pit set below a hole in the roof through which
the smoke can escape... but not before it visits every cor-
ner of the room. The roof, you'll notice, is thatched with
straw. Straw thatching is a good insulator, but it's highly
flammable. It also makes a cozy home for mice, rats, fleas,
and all their vermin pals. Since you'll be sleeping on a
straw mattress, you'll get to find this out firsthand.

As far as food is concerned, well... The good news is
you won't be eating
anything fried. Fat
is too valuable to
waste on cooking;
the locals are saving
it to make soap, tal-
low candles, and
axle grease. The
bad news is every-
thing is boiled
instead. The fare
consists of meat .; ppoON ME IGNORANCE, GUVNOR, gUT-
(your choice: boiled 14175 A TIC-TACT
or salted), bread,
and ale. Since you’re among peasants, you might actually
see some vegetables, perhaps in the form of a nice turnip
porridge or maybe a piping hot parsnip gruel. You won't
see any fresh fruit, though. Medieval physicians believed
it was bad for you.

By the way, you're much better off eating with the
peasants than with the nobility. Apparently believing
themselves above nutrition, medieval lords avoided veg-
etables, and dined almost exclusively on white breaq,
wine, and exotic meat concoctions like the following
recipe for “An Entrayle”: “Take a sheepis stomache. Then
take uppe the egges hard boyld, and put itin the stom.
ache with salte, and boyle it tjl| jt
be enough, and serve it forthe »

Mmm! Eat it with a spoon 5o
- you can savor every drop.

BE AFRAID. BE VERY
AFRAID.

All that walking around ang
those extra helpings of boijleg
meat have probably taken the
edge off your thirst for adventyre,
Plus the dour looks from that

roup of armed men in the corner
are a little unsettling. At this point,
ou would just like to know where
the bathroom is and where yq

sleeping quarters are.
The inn, like most c
nearby. An outhouse in th

ountry buildings, has an outhoyse
e U.S. of A. is scary enough; cap,
you imagine what magical hell you'll be Walkl‘”g into? |f
you're lucky, the innkeeper regularly 'dUmpS N charcog|
ash to help keep down odors. If you're unlucky, in the

their respecive owners.

Al photogrophs courtesy Everrett (ollection. All imoges ™ &



morning you’ll be
assigned the task of
cleaning out the
cesspool (you're going
to have to pay for your
food and lodging
somehow).

Castle bathrooms
i : are even more fun. Cas-
tles usually have latrines
B 8 built into the walls.
Some latrines empty
e out into the castle
moat, an arrangement
that’s convenient but
S é extremely unhygienic.
: S If there’s no moat, the
= = latrines will empty into
a cesspool at the base
of one of the towers.
These cesspools can
only be accessed from
outside the castle,
which means that dur-
ing a siege, Nno one can
clean them. A siege can easily last a year.

As far as sleeping quarters go, do you remember the
dirt floor in the tavern? Good. That's where you'll be sleep-
ing. Don’t bother waiting for a mint on the pillow; heck,
don’t bother waiting for a pillow. Just fluff up your straw
mattress and hope there aren’t too many bedbugs nest-
ing inside.

After about one night of this, you’re going to start won-
dering how you can get your hands on large sums of cash
so you can live in the heroic style you imagined. Fortu-
nately, the grungy band of adventurers who have been
making you feel uneasy have a business proposition.

ot =

SCIENTIFIC DATAAT ITS FINEST...
DIAGRAM OF A GUY TAKING
A DUMP.

HOW WOULD Y®U LIKE +© LEARN
ABO®U+¥ PI¥+ TRAPS?

The adventurers are
hearty souls complete with
the bad skin and bleeding
gums caused by a diet heavy
in meat and bread and low
in vitamin C. They're setting
off to plunder a nearby dun-
geon, and they'd like you to
join their party. They need
another person, they say,
and you fit the bill.

Don’t be too flattered.
They're not asking because
you took that nine-week
Let's Learn Jujitsu course at
the local minimall. They
want you to walk ahead of
them and find out, the hard way, where all the pit traps
are. The fact is, any modern combat skills you may have
picked up are going to be useless to them.

Summer camp archery, for example, will not prepare
you for the longbow. Longbows are six feet tall, and the
shafts are three feet long. You have to be tall and strong
to use one properly, and you need a lot of practice. If you

MALNUTRITION WAS RAMPANT |

just pick up the bow and try to pull the string, you'll injure
yourself. The proper technique is to push the bow away
with your body while holding the string in place. A good
longbow archer can deliver five accurate shots a minute.
You and | would be better off using the bow to beat peo-
ple over the head.

Two-handed swords are tricky, too. They are surprisingly
light, weighing only a few pounds, but they are five to six
feet long. This is oy N P
too large for a ;
human to strap
to his back,
despite what 3
fantasy novels
would have us
believe. If you
want to use a
two-handed
sword, you'll be
stuck having to
carry it, and
you’ll find it's
very unwieldy. Knights were often killed by their opponents
while trying to get such a sword into position for a blow.

Crossbows and polearms don’t require' much training,
so there might be some hope for you there. But cross-
bows are slow to reload—it takes about a minute to crank
the drawstring back into position and load another bolt,
if you've been practicing. By the time you're ready to fire,
that hobgoblin with the longbow will have turned your
chest into a pincushion. Medieval crossbow archers actu-
ally worked in pairs and used multiple bows; one archer
constantly reloaded, while the other aimed and fired.

If you pick a polearm instead, you’ll find that it's a
great weapon—as long as you‘re facing a cavalry charge,
for which polearms were designed. Few knights and even
fewer horses would be stupid enough to charge into a
phalanx of spears.

But when was the last time anyone faced a cavalry
charge in a dungeon? Dungeon fighting is hand-to-hand
combat. You might be able
to hold an opponent off for
a few rounds, but the
moment you miss a strike,
they’ll rush in and knock you
silly. Being long, heavy sticks,
polearms take a while to
reposition. Even if you did
face a charging attack—from
an enraged land squid, per-
haps—a polearm might kill
your opponent, but it won’t
stop its momentum. You're
still going to get creamed by
all that mass heading straight
for you.

Let’s face it: you'd be
better off armoring up and just falling on your enemies.

ROAD SIGNS IN THE MIDDLE AGES WERE
ALWAYS COLORFUL.

N THE MIDDLE AGES.

MAKE MINE S+EEL!

Fortunately, the adventurers have the same idea.
They’re willing to invest in a suit of armor, not so much
out of the goodness of their hearts, but because if you
die in the first pit trap, they won’t have gotten their full
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use out of you. And so off you go to the armorer’s.

Plate mail, as we all know, is heavy. A suit can weigh
anywhere from 60 to 100 pounds. But it's much easier to
move around in than you might think. Fully armored knights
can not only get up from the ground with ease, they can do
somersaults and climb up the underside of a ladder using only
their hands. As long as they’re not
exhausted, that is.

The problem with plate mail is that all
that extra weight will tire you out very
quickly. Even knights in excellent shape sit
down when their squires suit them so
they won’t get worn out just putting on
the armor. Bad conditions can make mat-
ters worse. At Agincourt, French knights
drowned when they fell in the muddy
fields and became bogged down. Plus it
gets hot under all that metal. You have to
wear a quilted undergarment beneath
the armor to protect you from it, and heat
tends to stay trapped next to your body.

Of 'course, you can’t wipe away per-
spiration if you're wearing a helmet. You
can't see or hear very well, either. Because
of this, medieval knights relied on their
squires to help fill them in as to what was
going on in the battlefield. Tips like
“Milord, there’s an infantry battalion try-
ing to decapitate you” came in very handy.

As if all that weren’t enough, helmets can sometimes
spin out of place when struck, effectively blinding you. If
you think it’s hard adjusting your helmet to get those little
eye slits in just the right spot, try doing it while Derek the
Chaotic Cleric is whacking you with a mace.

Worse still, helmets can get stuck. A helmet is often worn
with a metal collar called a gorget. If either the helmet or the
gorget are bent by a blow, they ;
can lock together. A 12th-cen-
tury English knight named
William Marshal once won a
tournament but afterwards
could not be found to receive
his prize. After a search, he was
discovered at a nearby black-
smith’s, resting his head on an
anvil while the smith ham-
mered at his helmet, trying to
remove it without killing him.

Despite all that, you're still
going to want the protection
a helmet offers; in fact, you're i
going to want all the protec-
tion you can get when you
find out what the armor
doesn’t cover. Medieval knights were cavalry troops. They
were most effective on horseback, and you can’t ride a
horse very well if your butt and crotch are sealed up with
metal. Plate mail, therefore, does not cover these areas.
At best, you'll be given a chain-mail belt to help prevent
opponents from cutting anything off, but it won’t do
much for—I hesitate to say it—bludgeoning attacks.

At least, though, its pretty easy to go the bathroom.
Since there’s no armor there, all you have to do is pull
down the padded trousers underneath and let nature take

UP AND AROUN

YOUR SCRI

HEY. SPIT YOUR GUM OUT. ¢

N Q Ut s T

“YOU'VE BEEN RUN THROUGH! I'LL
FETCH THE LEECHES AND YOU'LL BE
D IN NO TIME.”

AMS WILL BE HEARD ACROSS THE COUNTRY...

MO
MON

its course. Contrary to popular belief, medieval knights
did not go around soiling their armor.

FINALLY, THE ADVEN+URE

The plate mail’s a lot of bother, so you and the gdven-
turers pick chain mail instead and head off into the coun-
tryside, searching for the clearing where
the entrance to the dungeon is said to lie.

Chain mail is lighter than plate—it
weighs somewhere between 20 and 60
pounds—but that’s still pretty heavy. It's
basically a long shirt, called a hauberk,
composed of metal links riveted together.
Underneath you wear cotton padding,
which the metal links can catch on, mak-
ing it awkward to move around. Chain
mail is great if someone is trying to cut
you. But a good solid blow from a bat-
tle axe can drive the metal links into your
skin, causing nasty infections. Many
medieval knights died of wounds that
werent serious in and of themselves, but
that got infected with gangrene due to
bits of mail being imbedded in their flesh.

Sobering as these thoughts may be,
they dissipate when, through a thicket of
trees, one of the adventurers spies the clear-
ing. At last, adventure! Magic! Gold!

Suddenly, two imperial guards pop up
and ask your party what they’re doing here.

Searching for the clearing, someone says, coyly avoid-
ing the topic of secret treasure.

That’s the clearing, the guards say, but you won't be
going over there today.

And then you hear the steady sounds of picks and shov-
els. Through the trees you can see that a large excavation
is underway. Earth has been
turned; stone walls and floors
have been dug up and set
aside; and skeletons, trolls, and
beholders are being herded
into corrals, along with a rather
sad-looking lich. Swords,
scrolls, potions, and gold
pieces are being stacked into
separate piles, where they are
counted and assessed before
being hauled off in the
emperor’s carts.

Emperors and kings need
a steady flow of liquid assets
to wage wars and build
palaces, after all. If there were
huge quantities of gold lying
around in convenient, underground stockpiles, do you really
think they would just leave it there?

The imperial guards turn your party away. Reality has
struck, taxation has taken precedence over adventure, and
there is to be no dungeon-delving today.

Oh, well. It doesn’t have to be a total loss. Maybe you
can open an electrolysis boutique back in the village to cater
to barbarian warlords trying to keep up their hair-free image.

[ wouldn't expect them to tip very well, though.

Frc Block s o Freelanco writer lving in Los Angele. Hefeel bad for the ich
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* And Justice
forAl

How | hate cheese. You know, being served up a
46-point Fireball that obliterates you and your firstborn.
Heck, let’s give up on strategy altogether—baseball
bats are readily available.

But you need fear no longer. We have a savior—the
ultimate anti-cheese card: Justice.

Filled with Justices and Sleights of Mind, this deck is
the equivalent of the M-1 Abrams tank—powerful
enough to blast to cinders the first person to throw so
much as a stone in your direction.

How does it work?

Simple: you get your opponent to damage himself,

The beauty of Justice is that whenever a red creature
or spell deals damage, Justice deals an equal amount of
damage to the controller of that creature or spell. So if
that nasty Shivan Dragon comes screaming in for 10
points, its master will take 10 as well. It stops red’s
momentum faster than a train wreck. Yowch!

But Justice is even more than it seems at first glance.
Any time a red creature deals damage, its controller
takes damage. If that nasty Shivan decides just to sit
there and mimic a big, huge, merciless wall, its owner
still takes damage when it blocks. Double yowch!
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And the beauty of this deck is that you can Sleight
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Justice to any color you want in a snap. As
long as you hold a Sleight of Mind and
Justice is already in play, you can deter-

mine which color takes damage at any

time—even in midcombat, which could knock
heavily armed opponents out of the game in one shot.

What'’s the strategy with a deck like this?

The key is patience. You play defense and slowly
build your forces. Don’t tip your hand too soon, and
don’t put out your important enchantments early—
that’ll give your enemy more opportunities to get rid of
them. (Break this rule if someone is playing black and
you fear discarding.)

When you decide to put things in motion, start with
a COP and try to get out a Balduvian Shaman. With
the Shaman or a Sleight of Mind, you can switch the
COP (or Justice) to whatever color you like. But remem-
ber, once targeted with the Shaman, a white enchant-
ment has a cumulative upkeep cost of one colorless
mana. Eventually, it’ll disappear. Try not to get too
many people mad at you, especially in large multiplayer
games. You may have defense, but it really works best
against a single opponent, not an army.

Believe it or not, the Norritts are your real weapon.
Their ability to untap blue creatures is fatally effective
when used with creatures |ike the Skeleton Ship and
Merieke Ri Berit, but they’re even more effective as agents
provacateurs. Force your opponent’s creatures to attack,

block them with your tough guys, and the color-tweaked
Justice will make ‘em pay.
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Another Brick in the Wall |

“Now you can build an all-wall deck!” was one of the first things /nQuest Editor and Killer Decks columnist :i

your creatures, and keep ‘em on a
short rein. Sure, attack when you
can, but the idea is to keep these
guys around for defense. A lot of the
damage you do will come from
creatures attacking you, so you need
strong blockers.

Your flying defenders are the best,
with big leaguers like the Sibilant Spirit,
the Thunder Wall, and the Seraph
(Egads! More creatures for you if
you block and knock them off). On
the ground, you have Glacial Wall
(a blue Wall of Ice) and Blinking Spirit,
the eternal blocker. In the rear,
you’'ve got the Kjeldoran Royal
Guard (a superior Veteran Bodyguard,
since you can choose when to
accept the damage from unblocked
creatures)—great for those sui-
cide runs you’re bound to see as
frustration mounts.

Another benefit of the deck is that it’s
“color sensitive.” The 4/2 Shyft can
change color once an upkeep, while
Order of the White Shield and Knight of
Stromgald are both protected creatures
who can be Sleighted against a partic-
ular color for instant defense or to slip
through a defense.

To back all that up, you have coun-
tering ability. Stromgald Cabal or
Order of the Sacred Torch can be
Sleighted to counter a certain color,
and already counter white and black.
Of course, you’ve got your standard
fare of Counterspells and a Power
Sink. The idea is to keep your key
enchantments safe and thwart sur-
prise disasters.

To round things out, this deck has
some great all-around Ice Age cards:
Jester’s Cap (peek at your opponent’s
library and rémove his three nastiest
cards, like Disenchant and the Tran-
quility-like Essence Filter); lcy Manip-
ulator (good for defense and
annoying artifacts); Zuran Orb (you
can gobble up land for life at any
time, and protect yourself from sneak
cheese attacks); and Wings of Aesthir
(make your most powerful creature
the king of the hill, with flying, first
strike, and +1/+0).

Like | said, you have to have a lot of
patience with this deck, but it has its
advantages. How much better does
life get than having an opponent die
by his own hand?

Ah, there is justice in this world

after all. o

Mike Searle suid to me when he returned from the Ice Age debut tournament in Toronto.
After skimming through o handful of cards, he yanked out a Pox and passed it me. “Ummm. . .what does 1 P

£ this have o do with a wall deck?” | asked.

“Nothing,” he replied, “but how cool is that?" He then proceeded to show me the Walking Wall, o 0/6 arii-

fact wall that, when pumped with three mana, becomes a 3/5 artifact creature that can attack!

. By golly, Mike was right. Ice Age's Walking Wall, coupled with Legends' Wall of Wonder (another wall that
can attack) and Fourth Edition’s Animate Wall {an enchant creature that allows target wall to attack), makes an
all-wall deck possible. Heck, it doesn’t just make it possible—it makes your opponent eat her words when she
sees you plop down two or three walls and jokingly asks, “What, you playing an all-wall deck or something?”
Note: if your adversary casts a Shivan Dragon and a Dwarven Demolition Team, get rid of the dwarves

{ first. Trust me.

The All-Great Wall Deck

White
3 Walls of Swords
1 Wall of Light

Blue

4 Walls of Wonder
2 Thunder Walls

1 Wall of Water

1 Wall of Air

Red

2 Walls of Opposition
1 Wall of Fire

1 Wall of Lava

W[bﬂﬁ}@

4 Animate Walls

4 Disenchants

2 Swords to Plowshares

Blue
4 Counterspells

Red

2 Meteor Showers
2 Fireballs

2 Stone Hands

2 Smokes

1 Fork

KR
1 Sol Ring
1 Zuran Orb

LANDS |

2 Strip Mines

1 Maze of Ith

4 Tundras

4 Plateaus

4 Volcanic lstands
1 Hommerheim
2 Plains

3 Islands

2 Mountains

Pat McCallum
Bricklayer
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{omfoolery

Peculiar and powerful

uses for some of Magic’s
more versatile cards.

What's up our sleeve this month? Two brand-new
artifacts from Ice Age: |ester’s Cap and Jester’s Mask.

Just the rumor of Jester’s Cap had folks on the Inter-
net in a tizzy, even at a rumored cost of eight to 10
mana. Actually, Jester’s Cap costs only four mana to cast,
and two to activate. For this price, plus the sacrifice of
the Cap, you get to look through any player’s library, pull
out the three cards you like least, remove them from
the game entirely, and then reshuffle the deck.

When playing against a new opponent, the chance
to look through and see what cards are in the deck
could be extremely worthwhile. You can plan your play

strategy much better if you

know what cards are likely
to be showing up.

To avoid wrecking the
game, though, | strongly
recommend taking a tip
from the Star Trek: The Next
Generation Customizable
Card Game: make a house
rule limiting the time for

these examinations—say, two
or three minutes max. Oth-
erwise, you could be sitting
there for an hour or two while
a new player with a |ester’s
. Cap reads through and puz-
i‘ zles over every single card.
The real benefit of the
& Jester’s Cap, though, is the
. chance to detune your oppo-
ir nent’s deck. Don't like out-of-
. print spoiler cards? Pull out
Time Walk, Timetwister, and
\ Ancestral Recall, and even up
. the odds a bit. Relying heav-
ily on your enchantments?
Pull three Tranquilities or Disenchants.
Playing a land-destruction strategy?
Take out three of the type of land your
opponent is shortest on.

Doing this once may or may not
make a difference, depending on how
balanced the deck is; most of the ben-
efit is probably psychological, not sta-
tistical. But if you have several Caps, or
can recycle one using Reconstructions,
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B The joke's on your opponent

when you use these two

powerful lce Age cards.

you can cause serious headaches. For major abuse, use
an Argivian Archaeologist and recycle the Cap every
turn! It won’t take long to reduce a carefully honed,
tournament-winning deck to a near-useless mess.

You can also use the Jester’s Cap on yourself, just
for the chance to reshuffle and tune your own deck a
bit by removing cards you don’t want. This will rarely
be as helpful as using it on your opponent, but if you've
used one of the cards that let you peek at the top few
cards in your own library and you don’t like what you
saw, it's definitely worth considering.

Jester’s Mask is similar, but instead of hurting your
opponent’s future draws, you get to ruin her current
hand. It costs five to cast and comes into play tapped.
Once you've untapped it, for a measly one mana you
can sacrifice the Mask to take an opponent’s hand and
library, examine both of them, and then construct a
new hand, with the same number of cards, out of what-
ever will be least useful. (No, you can’t use this one on
yourself—get real!)

If you get a lucky draw of a Jester’s Mask and enough
mana to cast it in the first turn or two of a game (two Dark
Rituals or Mana Vaults will work), you've probably won.
Simply give your opponent a Mulligan-type hand with no
land and all of the highest-casting-cost spells in the deck.
This will slow his development to a near standstill.

But such a draw is unlikely; more often, you'll not be
able to cast the Mask until the midgame, when everyone
already has four or five lands in play. By that time, play-
ers with fast decks will usually have few or no cards left
in their hands, so the Mask won't do you much good,
except for the chance to peek at the library.

But if you're up against a player using mostly expen-
sive spells, or a blue “permission” deck player holding
a fistful of counterspells who made the mistake of tap-
ping out, they probably won't have cast much yet, and
you can still ruin their day. Just give them a nice hand
made entirely of basic land.

To add insult to injury—or maybe vice versa—play
a Black Vise first. If you're playing land destruction, of
course, stick with the no-land, high-casting-cost hand
even in midgame.

Jester’s Mask plus Mind Twist is a truly evil combi-
nation: fill your opponent’s hand with the best cards
in the deck, then Mind Twist them away.

And if an opponent complains about either of these
cards, just give your silliest grin and ask, “Can’t yo
take a joke?” ]

Beth Moursund hod been an amateur rules lowyer mast of her e, btﬂhgic tumed her info
oprofessional. She vrote the Mathios and Selene section in the Magic Pocket Ployer's Guide,
and answers questions on CompuServe as o WotC representative. ‘
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Q: If | attack with Marton Stromgald
and o bunch of other creatures and my
opponent casts Sandstorm, killing Marton
during the attack but before any damage in
combat is dealt, do l| my other creatures
retain their bonuses?

—T. Belladone, Gulport, MS

A: The text says, “If Marton Stromgald
attacks, all other attacking creatures get
+*/+" until end of tyrm., 7 |f he taps to
attack, the creatures get the bonus until the
end of the turn. The banys will decrease for
each treature the Sandstorm kills.

0: How do you pronounce Fylgja?

—F. Mast, Bay Gity, M|

A: This word is Scandinavian in origin.
Pranounce this os “FILL-yq."

Q: 1f  have the Snow Hound out but no
other creatures, may | use the Snow Hound's
special ability just to bring him back to my
hand?

—S. Markowitz, West Lafayette, IN

A: Nope. You must have o target blue
or green creature available as well,

Q: IF I put Errantry on multiple crea-
tures, may they all attack?

—K. Jordan, Orma, WV

A: Uh-uh, only one.

0: 1f I cast Updraft on a creature after
it's blocked by a Waolly Spider, does the
Spider get its +0/+2 honus?

—W. Jodice, Philippi, WV

A: The Woolly Spider checks 1o acti-
vate its bonus when blocking is declared
Since the ottacking creature didn't hove
flying when blocking wos declored, it
doesn’t get the bonus

0: If you're attacked by o Lured crea-
ture, may you cast Panic on one of your
own creatures so it doesn’t have to block?

—H. Goodwin, Canfield, OH

A: Yes.

0: If | Magical Hack Reality Twist to
have the word “plains” read “mountains”

T

'Eump @'Iﬁs

2=n Solving tough gaming questions for Magic: The Gathering.

then the card reads that mountains pro-
duce both ‘@? and 4. So which color
does it produce?

—V. Bennet, Wenonah, NJ

A: Beleive it or not, the folks over af
Wizards of the Coast never thought of Hack-
ing the Twist (Hacking the Twist? Sounds
like a Chuck Berry song), and as of yet have
no solution for this dilemma. We'll try and
get an answer for next issue.

Q: How does the Mountain Titan
card work? Do you have 1o spend two
red and one other mana every time a
black spell is cast, or do you pay that
acfivation cost once? And are the +1/+1
counters permanent?

—M. Crodi, Pensacola, FL

A: Pay the activation cost once each
turn you want to use its ability. The coun-
ters are permanent.

0: May you sacrifice the goblin 1okens
created by the Goblin Warrens to make
more goblin tokens?

—G. Fray, Richmond, VA

A: You betcho.

: When you put a spell on the lce Caul-
dron, can your opponent counter it?

—A. Forman, Montebello, CA

A: Nope—thot’s using an artifact abil-
ity, not costing a spell. He can counter it by
using o Brown Ouphe’s ability {in which case
the spell stays in your hond and the charge
counter never appears), or he can counter
your casting the spell when you take it off
the Couldron.

Q: I hove o Chaos Lord in play, and
during my upkeep there are an odd num-
ber of permanents. My opponent Disen-
chants an artifact, making the total number
of permanents even. Since | control when
things happen during my upkeep, may |
caunt the number of permanents o deter-
mine where the Chaos Lord ends up hefore
the Disenchant resolves?

—E. Gillikin, Los Angeles, CA

A: Sure can.

Q: An incoming Keldon Warlord is bear-
ing down on me along with all my oppo-
nent's other creatures, two 1/1 guys. If my
White Knight blocks the Keldon and my War
Mammoth kills one of the 1/1s, what hap-
pens 1o my White Knight?

—T. Smith, South Bend, IN

A: The White Knight and Keldon War-
lord both die. During resolution of the first
strike, the White Knight does twa points of
damage to the Warlord. The Warlord is cur-
rently a 3/3 creature, so it lives. During
resolufion of normal combat, the Mammoth
kills one of the 1/1 creatures, and the War-
lord does three points to the White Knight.
When the 1/1 and the White Knight both go
to the graveyard, suddenly the Warlord is
@ 2/2 creature with two points of domage
applied to him! So he goes fo the grave too,

Q: | tap Arena and choose my Land
Leeches. My opponent chooses his Grizzly
Bears. Does the first strike knock off the
bears immediately, or do they still do their
domage like the card says?

—B. Gillotti, Lake Mary, FL

A: First strike has no effect in the Areng,
The Leeches die foo. {Also nofe that a Baslisk-
like ability does not wark in the Arena either )

Q: If Farrel’s Zealot is enchanted with
Farrel's Mantle, may it attack once and—
assuming it isn't blocked—do three dam-
age fo one creature and four to another?

—T. Espasandin, Modesto, CA

A: Yup.

Q: If my Dread Wight is killed several
turns after it's put paralysis counters on
some creatures, do the counters remain?

—S. Joya, Matthews, NC

A: They sure do.

Q: Can an interrupt beat o fost
effect? Can you Red Elemental Blast g
Prodigal Sorcerer before he can deal his
point of damage?

—J. Vara, Lancaster, (A

A: Once on effect with an adlivation
cost is aclivated (topping the Prodigal Sor-



cerer is a cost), it always happens assuming
its targets remain legal. Tim will die, but will
still cause one point of domage.

0: Con o Maze of Ith stop the Serra Angel?

—M. Wilkon, Bloomington, IN

A: There's a new ruling on this. Under
Fourth Edition rules, you should be able to
determine whether a target is valid simply by
looking ot the text on the cord being cast. If
you can find a legal target for an effed!, then
you may play the effect on that target. Since
Maze of lih does not soy “target untapped
creafure,” but soys “targe! atlacking crea-
ture,” you may use it on a Serra Angel.
Although it can't execute the unfapping, it
can execute the rest of its effec!.

Q: What if you only have three creatures
in play when you cast Hecatomb? The spell
fizzles, but are those creatures sacrificed?

—B. Jessup, Burbank, CA

A: The creatures are foast.

0: Can you use Nature's Lore fo retrieve
a dual land (Bayou, Savannah, and so on)
from your library?

—F. Jenks, Greenwich, (T

A: Nope.

Q: When can you sacrifice a snow-cov-
ered land 1o return Whiteout o your hand?
—R. Odell, Austin, TX

A: Any time you can use fast effects.

Q: Does a blocking creature with pro-
tection from black or red take domage from
an attacking black or red creature when
Ghostly Flame is out?

—K. Wallach, Portland, OR

A: Yes indeedy.

Q: The new ley Manipulator card does
not say, “No effects are generated from
tapped permanent.” Does that mean if | tap
my opponents's land it would add a point of
mana to his mana pool and he would take a
point of “mana burn” if he doesn't use it?

—B. Matzelle, Sinking Spring, PA

A: A card tapped by an outside spell or
effect does not generate anything. Regard-
less of what the lce Age lce Manipulator says,
that's part of the rules. @

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 af
InQuestMag@aol.com or write to:

STUMPERS ¢/o InQuest
151 Wells Ave.
Congers, NY 10920

Include your full nume, address, and
phone number.

Q: How does bluffing in combat work?

A: You can play any combat card of any rage during combat, but there’s no guar-
antee that it'll work. If the Garou's rage equals or exceeds the rage value of the com-
bat card, the card will work as normal. If the card value is higher than the Garou's rage,
this is a bluff. The combat card will only work if all of the other cards ployed that round
are also bluffs, or if it is the only card played. If a bluff fails, the card is simply discarded
with no effect.

Q: Can a choracter in frenzy use cards from your regular combat hand during com-
bat, or can he only use the cards in his frenzy hand?

A: When o character goes into frenzy, that character gets an addifional number of cards
equal to his rage. These cards may only be used by that character, and they are discarded
when the current comhat ends. However, the character may use cards from your regular
combat hand as well.

Q: What happens if | manage fo get enough Renown to win the game, but during the
combat phase somebody kills my lost choracter. The rules say I'm-out of the game. Does
this mean | lose?

A: Just because you're no longer actively involved in the game doesn’t mean that
you're completely eliminated. If you have enough victory points to win ot the end of the
fifth phase, then you win, regardless of how many Garou you still have.

Q: Suppose one of my Garou in Crinos form takes lethal damage during combat. Can
| play Mother’s Touch to remove some damage before the Garou dies, or is it too late?

A: It's too late. The domage card is removed, but the Garou's status has already
changed to dead, so the Garou still dies.

0: Do | still get the victory points for an Umbral Quest if | manage to pull my Garou
out of the hunting grounds before two full turns?

A: If you can protect your Garou using a card like the Environmental Activist, you still
get the victory points for the Umbral Quest.

Q: One of my Garou is equipped with an Elder Stone. May | get three exira votes and
then discard the Stone for an additional 10 votes after everyone has voted?

A: You may only use one of the Stone’s bonuses, not both. These votes must be used
at the same time normal votes are used.

Q: How the heck does Alias, the Glass Walker Gifi, work? Does it copy the breed form
or Crinos form of the Garou who uses it? If it's the breed form, does it turn into Crinos when
it takes domage equal to its rage? What if the original Garou’s stats are modified by some
Gift like Whelp Body? Help!

A: The Alios copies whatever stafe the Garou is currently in, and it cannot change
forms later in the game. The only modifiers that apply to the copy are global effects such
us the Lunar Phases.

Q: What does Silhouette do if the character with the highest Renown is protected by
something like the Flower of Aphrodite? Does she atiack the next-highest character, or does
she simply lose her attack?

A: Silhouette ottacks the most-Renowned character that she is legolly allowed fo atiack.
Since she can't attack a character protected by the Flower, she would move onfo the next
valid farget.

For answers to additional Rage Stumpers,
call Justin Achilli at the Rage Hotline: (404)
292-WOLF. It's open from 9 a.m. to 5 p.m.
on the East Coast, Monday to Friday.
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All by its lonesome, InQuest presents the
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t €

Ques

Ah, mana. The great double-edged swor

d of Magic: The Gather-
ing. You need it to play, but after you get amount, it's
kinda useless. You keep getting more anc nathatyou

0

uIHhe

really don’t want. So what the heck can you do wit

extra cards?

You tell us!

We need ideas—what can you do with all your extra mana cards?
Shred ‘em up and stuff a pidiata with ‘em? Duct-tape them together
and make a boat? Sew them into a big Magic: The Gathering quilt?
You tell us. Give us your most creative way fo rid yourself of the scourge
of extra mana. The inventor of the coolest idea will walk away with
something nifty.

Fill this sucker out, atftach your entry,
put it an envelope, and send it to:

Must... Destroy... Mana
InQuest Contest,

¢/o0 Wizard Press, P.0. Box 118,
Congers, NY 10920-0118.
The Legalese

No purchase necessary. Contest is open to anyone except employees of Wizard Press and their immediate families
or anyone who gives us o “Mana from Heaven” joke. Print your nome, dote of birth, address, city, stote, ZIP code,
and telephone number with area code on the official entry form or @ 3-by-5-inch index card and attach it to your
eniry. Enter s many times as you like. Mail each entry separately to: Must....Destray...Mana inQuest Conlest,
«/o Wizard Press, P.0. Box 118, Congers, HY 10920-0118. Ho mechanical reproductions of completed forms will
be accepted, but you can photacapy the entry ferm before filling it out if you don't want fo mess up your maga-
zine. All entries become property of Wizard Press and none will be returned. All taxes (federal, state, and locol, if
any) will be the responsibility of the prize winners. No cosh equivalent or substitute prizes will be offered. Prizes
are awardzd in the nome of contest winners and are not transferable. Only one version of each special land, which
will be chosen by Wizard Press, will be given awoy as the prize. Offer vaid where prohibited, requlated, or restricted
by low in a monner inconsistent with the purposes and rules hereof. Ha! Fooled yal There's no silly-ss quip here!
Al entries must ba received ot contest headquarters by September 29, 1995. Wizord Press is not responsible for
lost, late, misdirected, or mutilated entries. Odds of winning vill be determined by the number of valid entries received
prior to the dlosing date of the contest, Prize winners will be selected by Wizard Press based on creativity from oll
aroperly completed entries, Judging will toke place on October 16, 1995. All decisions are final. Give us a prob-
lem and we'll whip your ass.

For o list of winners, ovailable after October 16, 1995, send a self-addressed stamped envelope to:
Musl.....Destroy....Mana InQuest Winners, /o Wizord Press, P.0. Box 118, Congers, NY 10920-0118.

This contest is sponsored by us, hot dammit, and you'd
hetter appreciate it.

InQuest
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Must..Destroy..Mana
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One lucky reader, whose idea
or she can really use—a set of

(One winner)
nk is'the best, will receive something he
special londs. Yeahl; we rounded it off to

a nice even number, so you'll get all the special lands to date like Library of
Alexandria, Strip Mine, Pendelhaven, Dwarven Holdjplus allithe /ce dge londs,
i o0W- mvered lands — but you don't get the eveftso-lam@Sorrow's

inner)

k is the worst, will receive all the extra mana
at's h uckaroo—we're gonna guther
rihless, ch yIun 1hruw emina

Another reader,
we can find and Sorrow’s Pa
up 53 metric tons (or s0) o

White Zombie or Monster Mognet?

send "em fo your house. Anddon't give us any cra ‘Il comie over
there and give you o wedgie. Remember, we have ya rudd and we can
read a map.
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vital“Stats
Names: Christopher Rush

Birth: April 4, 1965, in Long Beach, Calif.
Occupation: Ardist

Base of Operations: Wizrd
of the Coast, Renton, Wash.

Career Highlights: Being o port
of Magic: The Gathering
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T By Rich Warren

pt-fantasy artist
hiristopher Rush

-0

izards of the Coast has given Magic: The Gathering artist
wcmistopher Rush several job titles and responsibilities.

As the lead graphic designer for Magic: The Gathering,
he develops the logos and packaging for Magic products. He's also
the art director for WotC's upcoming Netrunner card game (based on
R. Talsorian’s Cyberpunk). When wearing that hat, he assigns and
organizes the game’s artwork. In his free time, Rush also freelances
out of his home.

Rush considers the clean styles of Alphonse Mucha and ).C. Leyendecker
to be two of his strongest influences. Often called the Father of Art Deco,
Mucha specialized in stylized, commercial work in the '20s that often
consisted of line drawings with pastel backgrounds. Leyendecker, who

Top: A sketch of Ruen, o planeswalker
Below: Eron the Relentless from the Homelands expansion set for Magic: The Gathering
Inset: Rush himself



worked in the ‘30s and ’40s, boasts a slick, squarish painting style
that caught Rush’s eye.

“l could also credit countless fantasy and comic
artists,” Rush adds. “Fortunately, | have gotten to meet,
work with, and learn from many of them.” These artists
include Don Maitz and Michael Whelan, both known for
their fantasy book covers, and Barry Windsor-Smith, a
comic book artist who worked on Marvel’s Conan and the
Weapon X serial in Marvel Comics Presents, and Image’s
current WildStorm crossover.

Rush’s first professional work was an antishoplifting
sign for Wally’s Book and Comic Exchange in Kirkland,
Wash. Since then, he has done everything from comic
books (a vampire story in Chrome Tiger’'s 1987 Menagerie)
to commercial advertising.

“l love card games because they are illustration-
specific...and, of course, the color,” Rush says. “l would
also like to do illustrations for magazines and books. One
thing I like about fantasy art is that it gives me more
freedom than any other industry or genre.”

When asked what he sees himself doing in 10 years,
Rush says, “Hopefully exactly what I'm doing right now.
However, | also have a high interest in electronic media,
especially 3-D rendering and multimedia.”

Top: Unpublished illustration of a priest

Middle: Thsan's Shade from the Homelands expansion set for Magic

Bottom: Painting for Dark Sovereigns expansion set far Vampire: The Eternal Struggle
Background: Sketches of Ruen's staff

Favorite work of your own...

That changes a lot. So far it changes with every set |
work on. There’s a piece in the next Magic release, but |
can’t talk about it. | guess it would be Order of the Ebon
Hand from Fallen Empires.

The one person you’d like to meet...

Leonardo da Vinci, because of the way his mind
worked, the way he looked at the world and tried to
figure out every aspect of it. And, for the most part, | think
he got it pretty right.

Most embarrassing moment...

Waking upin a field wearing nothing but a blanket.... |

won't fill in any more of that.

Things you collect...

Besides Magic cards? Actually, the only other things |
really collect are prints from artists | admire—or any new
artists that | haven't noticed before.

Favorite television show...

Today | would have to say X-Files. Mostly because of
the supernatural and mystery, and because you don’t get
all the answers at the end of the show.

Most recent trick-or-treating costume...

| was a pirate. | hope the next question isn‘t going to
be when that was.... I'have an excuse. It was a couple of
years ago. | took my daughter out, and | didn’t want her
to be the only one in a costume.

The last good book you’ve read...

Tigana by Guy Gavriel Kay. | liked the portrayal of the
characters—the fact that they were real. Many artists and
writers can create fantastic creatures and cultures, but to
make them live and breathe: | think that’s vital for a writer.

Favorite roleplaying or card game...

| guess it would be boring to say Magic, though | really
enjoy it. With roleplaying games, | don’t think it really
matters. |t's portraying the roles, not putting the numbers
together. | really enjoy roleplaying, and | use parts of
many systems in my games.

Favorite fantasy character...

Thomas Covenant [from the two Chronicles of Thomas
Covenant series by Stephen R. Donaldson]. He’s such a
complete rat-bastard, and | hated him the entire time. But
| sure kept reading.

The people you’d most like to work with...

| think Industrial Light and Magic—if | had to choose
something | wasn’t doing right now. Mostly because they
do so many things. As a freelance artist, you may do a lot
of work one day and have nothing the next. Not only is
ILM the best, but they have tons of jobs coming to them.
There would always be something to do.

Favorite musicians...

Vivaldi, Front Line Assembly, and Peter Murphy. | like
the different range of styles and sounds. it's hard to say that
| like any one type of music. If | hear it, | either like it or
don‘t. These are the most vibrant that I've heard recently.

If you were an all-powerful wizard, what
you would do...

| would probably build the world that I've been
creating on paper and in my mind ever since | became
involved in fantasy. “
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traight outta the cellophane, that first Magic
pack can be a great, big confusion of colors,
weird pictures, and even weirder text. Sure,
it's fun to break open a starter deck, shuffle it up, and
play against the first boosterless opponent who
comes your way, but eventually you’ll want more.
Whether it’s to play your usual Magic gang or a
brand-new set of tournament duelers, you'll prob-
ably want to know how to turn your card collec-
tion into winning, fun-to-play decks. You can learn
how to do this using some basic formulas. No mat-
ter if you want a well-tuned machine or a wacky
theme deck, these principles of deck building will
help make you competitive in any league.

1. The Concept: Brainstorm an ldea

Sorry, the Ice Age card won'‘t help you with this.
You're gonna have to use your own noggin to fig-
ure out exactly what you want. Think of a concept
for the deck: anything from the colors you'll be play-
ing (perhaps white and black) to the theme you'd
like (a shapeshifting deck, for instance). For this arti-
cle, we'll be building an all-commons deck.

Il. The First Cut: You Don't Want the Encyelopedia Bominia

Your next step on the road to a new deck is to
examine all your cards and pick the ones you think
will work with the deck. It's important to read the
cards—there’s bound to be a few you'd forgotten
about or unjustly neglected.

But avoid the Encyclopedia Dominia approach
of selecting at least one copy of every card you
own, A through Z. Take only cards that fit strongly
into your concept, or powerful cards in the colors
you're using.

The key question is: What do you want your
deck to do? If you're looking for a speed deck, you
want mana-generating creatures, spells, and arti-
facts (Fyndhorn Elder, Wild Growth, Mana Vault). If
you're looking for fast-strike offense, you may want
some direct damage (Lightning Bolts, Storm Seeker)
or quick, low-casting-cost creatures (so-called “wee-
nies” like Savannah Lions, Scryb Sprites, and Mer-
folk). Make sure you have a weapon against every
type of permanent: land (destroyed by Stone Rain),
enchantment (Tranquility), creature (Lightning Bolt),
and artifact (Crumble).

Don’t get blinded by “Must...have...four...
Serras!” fever. Remember the cards that have
plagued you in the past, such as Maze of Ith or
Goblin War Drums, and make sure your new deck
can handle them.

For this article, | built a common deck, with the
theme of accessible cards—nothing rare or uncom-
mon—so all the cards in it should be relatively easy
to find, especially since The Dark is the oldest set
represented here. (Not to toot our own horn too
much, but all | did was scan down the rarity col-
umn in the InQuest Players Guide to see what cards
were available. It was a snap.)




.

1. Grunching It Down, Part 1; 214 is Too Many

If you're like me, you'll probably have a 214-card deck at
this point, and you want one in the 60-card range. To help
weed out extraneous cards, sort your big pool of cards by color,
then by spells and creatures (if you're playing a creatureless
deck, make your own sorting rules), and sometimes even further
by off’éh§EVe, defensive, and miscellaneous capabilities.

.%é;ood rule of thumb is to go with a varied group of cards

tog ﬂlr deck flexibility. With this in mind, chuck out any dupli-
cate cards. | know it's hard not to keep two of everything, but
you'll stiﬁ%ﬁve the same ratio of really good cards as before;
your deck vﬁil,;implyﬁge smaller and more concise. If a creature
or spell seems just too valuable to ditch, keep two in there. If it's
absolutely crucial'(i.e., the Atogs in your Atog deck), put three
or four in—but | rarely go above three.

| had to make some"tg_ugh choices when designing this deck,
especially since it has such a big scope: anyone who's bought
a binder and stretched the plastic pockets knows there are more
than a few commons! | decided to go with two main colors;
any more would be suicidal without special—hence rare—lands.
I chose green for its mana producers and excellent creature
array, and blue for its cheap counteﬁhg ability and powerful
complementary spells. | slipped in just a hint of red in the form
of a few creature elimination/direct damaﬁeispeils (not that I
condone cheese, mind you). b

%

IV. Granching It Down, Part 2: On the Road to the Finals

After more teeth-grinding and temple-knocking, | condensed
the deck yet again. Don't be discouraged if your discard pile
looks like a world-caliber deck—think of it as the next challenge
you'll tackle once this deck is working.

After about an hour, | had the general outlines of the deck
I wanted. These were my semifinalists for green:

22 CREATURES 1 Graw Wurm
° 13 Low-Level Guys 1 pumpable Folk of the Pines
8 green-mana-generating Llanowar and 1 Durkwood Boars
Fyndhorn Elves
1 arfifact-eating Scavenger Folk 10 SPELLS
1 artifact-stopping Brown Ouphe * 7 Defensive
1 always-useful Fyndhorn Brownie 1 CGrumble

2 red-mana-producing Tinder Walls
* 5 Midrange Creatures
1 trampling War Mammoth

1 first-striking Lond Leeches

1 Balduvian Bear

1 Grizzly Bear

1 Woolly Spider for air defense
o4 Powerhouses

1 Sealed Wurm

1 live-giving Stream of Life

1 Fag for nasty surprise affacks

2 Spore Clouds for your counterattack
1 trealure-preserving Regeneration

1 anti-enchantment Tranquility

°3 Offensive

3 Giant Growths good for offense
and defense

How did this pool of green cards evolye in
lineup? Glad you asked.

One-third of your deck should be creatures, another third
should be spells, and the last third shoylg be land, Sisply
in a standard, trim, 60-card deck, 20 i the magic numpres 2.
should be ahout 20 creatures, spells, and lands i éD-card
deck. (Put slightly more mana in a tournament deck)

Remember that the chance of drawing ahy given card
decreases with each card you add. if YOU must
60 cards, try to keep the number of creaty
lands even—that way the odds of getting a
relatively even.

Of course, that's only if you want balance, If
theme that's heavy on one type of card, or jf yo

to my final green

9o higher than
res, spells, and
useful card stay

you've got a
u're just look-
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ing for a challenge, heck, build a horde deck with 40 creatures
or an artifact deck with 35 machines and go to town.

A. Creatures

Creatures are usually the first card type | look at, probably
because it's the easiest type to evaluate. Based on their
power/toughness, | break the creatures down into three cate-
gories: low-level (1/1s and 2/2s), midrange (3/3s and creatures
with high toughness and low power, or vice versa), and high-
power (4/4s and above).

Usually, you're looking for a mix of low to high power/tough-
ness critters. Why? Well, the more powerful a creature, the more
it typically costs to cast. Think about it: you want big creatures,
but you want to get some creatures—practically any creatures—
out quickly.

When you're choosing creatures, take their abilities into con-
sideration. The Woolly Spider’s anti-flier capabilities are clutch;
mana-producing Elves boost your power supply tremendously;
and a Brown Ouphe provides an important defense.

Remembering the rule of around 20 creatures per deck, |
had to whittle down the green guys in order to fit in blue and
artifact cards. Trampling and first strike are nice, but something
had to go, so out were War Mammoth, Land Leeches, and the
reqular 2/2s, the Balduvian and Grizzly Bears. The sole midrange
survivor was the Woolly Spider.

The powerhouses stayed as is, since | should be able to bring
in the big guns fairly quickly with the help of the mana-gener-
ating Elves (thus mostly eliminating the need for midrange crea-
tures). Still, | had to drop down further, and eventually decided
on 16 total green creatures by cutting out two Elves. That left room
for two artifact creatures and three blue creatures, bringing my
grand total to 21.

B, Spels _

Spells always seem to cause me grief, probably because it's
more difficult to determine which has more bang for the buck.
Insta s and interrupts are fantastic, since you can use them at
any rceries are generally more powerful, but have the
drawback of only being playable during your turn. Enchantments
are nice, since they stay in play and can help your cause for a long
period of time; however, you might have to deal with mainte-
nance costs, and always have to worry about protecting them.

In this deck, | chose all the green spelis for their combat capa-
bilities (Giant Growth, Spofe Cloud, Regeneration) or their defen-
sive abilities (Stream of Life, Tranquility); there were no c§rds
with "miscellaneous” abilities like Regrowth. Blue was a_llttle
tougher. Before | even started getting down to the nitty gritty, |
was forced to discard Flight, Flood, Unstable Mutation, and
Unsummon, plus a slew of duplicates.

The final count brought in some countering and four all-
purpose spells (two Rays of C?Wmand, Twiddle, and a Brain.
storm). | needed creature ellrrjnnation badly, so | threw-m
¢ Lightning Bolts and two Fireballs. ince | had only min-

thre d tw
imal room for mountains, it was a little risky to introduce
another colo Buf the red'man.an-FJ'eru‘:in‘t:.; inder Walls
helped me stay on track. ng

Cenerally speaking, land shoulq ¢g
deck—20 cards in a 60-card d.eck. To fi
yau aced, count up the cards in each ; ivide that num-
ber in half (round up)- Ifyou have 22 graggigards, you'll end up
with 11 forests in there, or a third of your 33 total cards. .

Repeat this for all the colors in the qeck Although this pro-
cess really works—USt Me=You may 5 1o make adjust.
ments. For example, Fh's deck only has six red spells, but I put
in four mountains L0 IMPIOVE My chances of having red spells

Hogic: The Gathering s  rodemork of Wizords of the (oest. Wizards of the (oast is o regrstered rodemark. Some ortwork may be protected by odditiondl copyrights.



and red mana at the same time.

As with lands, you should count up your artifacts and divide the
number in two, addding that many special lands or whichever mana
you think you'll need most.

In a tournament deck, you want to make sure that you get
enough mana, and that you get it early. Your general formula
should be 24 lands and 36 creatures and spells for a 60-card tour-
nament-legal deck.

D. Artifacts

Artifacts, which use colorless mana, can easily be worked into
any deck—just find ones that complement your deck at a rea-
sonable price.

Most of the time, you'll want to pick your artifacts around the
same time as your creatures and spells, so it's easier to calculate
the land you need. But with this deck, there were so few com-
mon artifacts that this was the last type of card | considered. | just
went with two creatures with neat special abilities, Clay Statue
and Yotian Soldier.

Whatever you do, don't start throwing in artifacts just because
you think they’d be cool to play with: I've seen many a poten-
tially good deck badly diluted by too many artifact afterthoughts.
Sure, Ornithopter’s a cheap blocker, but there are a lot of situa-
tions when that’s the last card you want to draw from your deck.

V. The Gheck: Striving for Inner Harmony

I've got a checking method | use when | finish a fresh deck. Shuf-
fle the deck thoroughly and deal yourself several seven-card open-
ing hands to see what you get. Use a piece of paper to keep track of
how many lands, creatures, and spells you deal. A good balance is
three creatures, one or two spells, and two to three lands. You should

be able to cast at least one card from your opening hand by the sec-

ond or third turn.

Even after all this work, your deck is still in its “raw’ st_age. There
are some questions you now have to ask yourself, for no.matter how
thoughtful you were while designing, you probably-didn‘t get it
completely right the first time around. ~

Is the deck doing what you thought it would?.Are all the crea-
tures and spells as useful as you thought, or do some cards sit in

your hand because they're too expensive or simply not helpful?-Does*

your deck have the tools to take on an assortment of opponents? If
you can honestly answer yes to all these questions, you probably
have a solid deck.

V. The Deck: Into the Fray

Practice makes perfect, so most of your definitive answers will
probably come after playing real opponents and strong decks. Don't
get down if your deck doesn’t work right away—the best way to make
a deck better is to learn its weaknesses, identify the cards that give
you problems, and plug in cards to cover those gaps. In play-test-
ing this “Just a Buck” deck, | found it was easy to cast cards, and the
hands | drew had a good repertoire of spells each time out.

Oddly enough, combinations you never thought of before will
come to you as your deck begins working as a team. When a defend-
ing creature is tapped with Twiddle, it doesn’t deal damage in com-
bat—frequently dying at the hands of but not even scratching your
creature. Using the Krovikan Sorcerer’s special ability right before your
turn lets you trade the extra land you've been holding on to for a
new card. If your pumped-up Folk of the Pines can’t quite knock off
a much bigger enemy creature, using that spare mountain on a
Lightning Bolt might do the trick. Untapping Woolly Spider with the
Fyndhorn Brownie lets you swat down that pesky Mesa Pegasus.

The list goes on. Keep your mind open to the possibilities within
your deck... and those outside it. There’s always another deck idea

on the way! @

The Deck Builder’s _

Six steps to thinner, stronger decks.
I. The Concept. Brainstorm an idea for your deck.
Il. The First Cut. Examine all your cards and select the anes you think will
fit into your theme or help your deck. Pick cards because.of their usefulness,
and make sure you can combat every kind of permanent: land, enchantment, crea-
ture, and artifact. R
IIl. Crunching It Down, Part 1. Sort your cards by culors by spells and
wreatures; and by offensive, defensive, and miscellaneous capabilities. Keep a vor-
ied group of cards on hand 1o give your deck flexibility, but start chucking duplicates
unless they're integral to your concept: {
IV. Crunching It Down, Part 2. (ut, ct, cutl Usually, one-third of your
deck should be creatures, ane-third should be spells, and one-third lands. In a 60-
cord deck, that means 20.of each type; in o tournament dedg‘-put in at least 24 lands
fo ensure you gei the rrg mana quickly. The:order in which you evaluate card
types depends onyour & k

A. Cronluw‘.ﬁet a mix of low-level, midrunge and powerhouse crea-

tures. Remember, abilifies and casting cost count along with power and toughness!

-B. Spells. Sort these by oﬁeﬁsive, defensive, and miscellaneous abilities,
tlien choose the most useful ones.

C. Lands. Count up the number of cards in each color, divide by two, and
put in that many lands, rounded up, of the appropriate color. For artifacts, add spe-
cial lands or the mana‘you need most.

D. Artifacts. You can choose these by their own category, or by group-
ing ariifact creatures with creatures and regular artifacts with spells. Don't throw in
100 many “oh-so-cool” arfifucts or you'll ruin your focus!

V. The Check. Shuffle thoroughly, and deal yourself seven-card apening hands.
Repeat several fimes, tracking the results. You want a good balance—around three
ereatures, one or two spells, and two fo three lands—and the ability to cast ot least
one card from your hand in the first two or three turns. Look ot your deck’s speed
and effectiveness.

VI. The Deck. Lei the hattle begin! Identify weaknesses and change your card

mixture to hondle them. As you play, you're bound to learn some important things

about your deck.
Creafures ! v Spelloster 2 Counterspells
Green Artifacts 1 Pawer Sink
1 Brown Ouphe 1 Clay Statue 2 Rays of Command
1 Crow Wurm 1 Yotian Soldier 1 Spell Blast
1 Durkwood Boars 1 Twiddle
1 Folk of the Pines Spelis Red
1 Fyndhorn Brownie Green 2 Fireballs
3 Fyndhorn Elves 1 Gumble 3 Lightning Bolts
3 Llonowar Elves 2 Giant Growths 1 Stone Rain
1 Scaled Wurm 1 Regeneration
2 Tinder Walls 1 Spore Cloud Lands
1 Woolly Spider 1 Stream of Life 11 Forests
Blue 1 Tranquilty 6 lslands
1 lllusionary Forces Blue 4 Mountains
1 Krovikan Sorcerer 1 Brainstorm




What you need to know to succeed
as a game designer

— ¢

N Q U E

By Matt Forbeck

rom the moment you cracked open your first Dun-

geon Master’s Guide or broke the shrink wrap on

your first Magic: The Gathering starter pack, one

thought has burned in your mind: “This is cooll”

You really like games—hell, you fove playing them.

You've spent dozens of sleepless nights storming the

castle or blasting away at the alien invaders—so many
that you've lost count.

Since then, you've looked at the games being pub-

lished and thought to yourself, “I can’t believe this thing

5 F

€ver saw print.

Even | can do better than that.” That

seed took root in your mind, and was fertilized by game

after game—until it finally bloomed in a moment of

raw insanity. “I can do better than that!”

" yo

“In fact, | will” et

-Before you hunt around for that old man

writer your mother stashed in the attic years

and sit down for a moment. There’s a few t

need to know before you go off half-cockeq

ual type-
ago, stop
hings you

What You’re Getting Into

As a game designer, you can look forward to long
hours pecking at a keyboard, locked away from the rest
of the world. Interspersed with this, you'll play games




that seem

like they should work and don't—

it being up to you to make them sing. After that, assuming

you can find a publisher, you'll very likely get meager advances
and little pay, if any, at first.

Sound like fun? If you love games, it can be. After all,
there’re few things more rewarding than making a living
doing something you truly enjoy.

On the other hand, don’t bet the farm on breaking in—
especially not right away. It can be a long, hard haul. There
are few jobs available as a designer in the adventure gaming
industry, and people who manage to make a living as a full-
time freelancer are even rarer.

Assuming all this doom and gloom hasn’t dissuaded you,
let’s press on.

KEnow Your Subject
\ If you want to write something set in a known
game universe, read everything you can that's

been published about that game.

Publishers are more likely to be impressed by your pro-
posal if you've obviously taken the time to learn their game.
After all, they published it—they're probably proud of it. If
you can’t be bothered to know at least a little about it, they
likely won't bother reading your proposal.

Also, this way you'll know what this publisher has already
done with the game. After all, if you tell TSR you’ve got this
great new idea for a series of handbooks based on each type
of character class, they won’t bother wasting the post office’s
valuable time using your self-addressed, stamped envelope
(SASE) to comment on your brilliant notion.

Go to Conventions
. This is a small industry.
* This means that professional gaming people actu-
ally go to gaming conventions across this nation
and, yes, play games. Often they do this with people they’ve
never met before, and they have a lot of fun.
Game publishers are a lot more likely to pay attention to
s E
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a submission from someone whom they
know, so use this opportunity to intro-
duce yourself. It’s human nature to give
a proposal from a known name more
serious consideration, no matter what
the reason for knowing that name.

Whatever you do, though, don’t go
to a convention expecting to pitch a
bunch of new ideas to your favorite
publishers. The more polite ones will
ask you to write them down and send
them in. The others won't, and if they
remember your name later, they won’t
remember it well.

If you just can’t restrain yourself,
contain yourself to talking briefly about
your idea in a general sense. Ask if
they’d be interested in seeing a pro-
posal. If they say yes—Hallelujah!—it’s
time to get cracking.

Equipment

Get access to a computer. With the
desktop publishing revolution now years
behind us, many publishers won’t even
accept a manuscript in a format their
computer can’t read. Most publishers
are on Macs, but they can usually read
IBM formats just fine.

If you don’t have a computer, bor-
row one or find someone who will let
you use one for a while. Many schools
have computer labs their students can
use. Maybe you can use your office
computer after hours.

If you have a major word processor
that's up to date, most companies will
be able to translate your manuscript into
their program’s format (although they'd
prefer it if you did it for them). Just don’t
expect them to be able to find a trans-
lator for your uncle’s Timex Sinclair 1000.

Getting

Guidelines

Before you start
writing a single sen-
tence of the magnum
opus that's destined
to revolutionize the
way people play games, you‘ve got to
write a simple letter. Address it to the
company you hope will be wise enough
to acknowledge your talent.

If you don’t know the company’s
address (most list contact information
in the front of their games or hooks),
we've gone to the trouble to track down
that information for you (see sidebar on
page 48). Just remember us when you're
on top of the world.

Offering up various pieces of your

e’ Q U E 5T

anatomy (“I'd give my left arm!”) is not
likely to impress, so keep frothing to a
minimum. Try to be professional.

Keep the letter short. Simply tell the
company that you like its games and
you're interested in writing something for
them. Then ask for their writers guide-
lines. Always include a SASE for these.

Publishers don’t come up with these
guidelines just to see how well prospec-
tive authors can jump though hoops (at
least, they’ve never publicly admitted
s0). They’re designed to make the sub-
mission process as painless as possible
for both them and you.

Obviously, they don’t want you wast-
ing their time with something that isn‘t
going to work, but the reverse is true,
too. Keep this in mind if you start ques-
tioning their policies. If you don't like
their way of doing business at this stage,
find another publisher now.

Writing a Query

Most guidelines first ask for a query
letter. This is usually a one- or two-page
summary of the project you have in
mind. If a project is rejected at this stage,
no one’s out a whole lot of time, and
hopefully no feelings are hurt.

Be as succinct as possible. Mention
your previous publishing credits if you've
got any. Even working on your high
school yearbook can help,

nge publishers get dozens of
queries a week. Someone’s got to sit
down and read through them al.

. Don’t bore them. Grab their atten-
tion as quickly as you can, and don't let
go. If you can’t accomplish this over a
two-page span, you're likely not going
to be able to sustain jt throughout an
entire product. This is your first chance
to show what you can do.

Again, always include a SASE if you
want a response (hint: yoy do).

Magazines

When reading over a good proposal
many publishers say, “This looks great‘
but can this person really deliver?” 0;
course, if you'd already proven yourself,
you wouldn't have to be writing query

letters. They'd be calling you and offer-
ing you work, right?

One way to prove you can handle
game design is to start small. Few pub-
lishers are willing to hand a large project
over to an unknown writer, but magazine
publishers aren’t usually so picky.

A magazine article usually only runs
a few thousand words. If you write a
magazine article and the publisher
decides it's not any good, you're only
out a couple of days’ time, and the pub-
lisher can usually make up the missing
pages with something else.

Once you've got an article or two
under your belt, send along a copy of
your work when asked for a writing
sample. This is bound to impress a lot
more than, “I've never set pen to paper
before this query letter, but | think your
games rule!”

Release Forms :

In these days of 1-800-SUE4CASH,
most publishers have gotten cautious
about reading any unsolicited propos-
als or even query letters. Sometimes
you'll get your letter back unread. Other
times, you've managed to lessen the
publisher’s heating bill. Query letters
make great kindling.

If the publisher needs you to sign a
release form, they’ll generally send it
along with the writers guidelines. Read
it over, and if they've for some reason left
out the traditional clause concerning the
fate of your firstborn, sign it and send it
in with your query.

If you're planning on making a num-
ber of queries to a particular company,
make yourself a few photocopies of their
release form. This way you won't have
to ask for a new one each time.

Writing a Proposal

Once a publisher accepts a query let-
ter, you're still not out of the woods.
Then they usually ask for a longer pro-
posal. In five pages or less, you need to
outline your entire project on at least
chapter-by-chapter basis. Try to give the
publisher as much of a feel for the entire
project as you can in the space allotted.

Again, this is a chance for you to
show what you can do. Don't just turm
in your first draft. Take your time and
polish your proposal. Make sure it's the
best that you can make it be.

If your proposal’s accepted, con-
gratulations! The next step is to get your-
self a contract and start writing.

page 48
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Copyrights

With a few excep-
tions, most work for
adventure game pub-
= lishers is work for hire.
This means that you
sign over all copyrights
to them in exchange for some sort of
compensation (hopefully in the form of
check with a lot of zeros on it).

This is pretty much standard proce-
dure, especially if you're writing some-
thing set in a game universe that someone
else has developed. After all, if you get to
keep the rights to a certain part of their
universe, it's not entirely theirs anymore,
is it?

Self-Publishing

If you don’t want to hand the rights
to your.baby over to someone else, no
matter how little they may be able to
offer you, maybe you should try pub-
lishing it yourself. Be warned, however,
that this can be an extremely hazardous
proposition. Just because you can design
games doesn’t mean you can run a busi-
ness, and that's what you're talking about
getting into.

When asked about starting up a com-
pany, one publisher compared doing so
to driving a nail through your genitals. If
you still find this appealing, seek profes-
sional help.

By this, I mean that if you don’t know
the first thing about running a business,
find someone who does and is willing to
lend a hand. This is not something to be
undertaken lightly.

Final Thoughts

No matter what you
may have read in this article,
don’t be entirely disheart-
ened. Gaming is a tough
field to break into, but as a
quick glance at many published games
will tell you, every publisher in the indus-
try always needs strong writers willing to
work for peanuts.

Despite what you may have heard, it's
possible to survive by writing games full
time. You just have to be willing to take
the time to build a reputation as a pro-
fessional. With enough talent, hard work,
and mule-headed perseverance, you too
can be lucky enough to join those of us
who make a living doing something we
truly enjoy: designing games. o

Matt Forbeck has been working as a full-time freelance gome designer
for over five years. Despite (or mora likely because of| this, he's man-
aged o amass a great del of personal debi that he's fervently frying
o work off by writing whatever he can—even magazine arficles.
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Whom to Contact

When you've finally got a great
idea for a game and you know which
company you want fo submit it fo,
how do you get o hold of them?
Here's a list of some of the 1op com-
panies in the indusiry and the names
of the people in charge of examin-
ing proposals submitted to them,
plus some fips from those people.

FASA

1100 West Cermak

Suite B305 Fifth Floor

Chicago, IL 60608
Contacts
Battletech: Bryan Hystul
Earthdawm: Louis ). Prosperi
Shadowrum: Mike Mulvihill
Do be professional.
Dont submit a whale manuscript, No
one vill read the enire thing,
Dont change the universe the game
is sel in. That's out of a freelancer's
range.
Don’tinsul the game, the authors, or
the editors. No letters saying, “You
bozos don't know what you're doing!”
Don’t overcommit. If you've never
witten anything before, don't submit
a proposal for 0 100,000-word pro-
fect. Who knows if you'll ever finich it?

Games Workshop

Howard House

16 Castle Boulevard

Nottingham

NG7 TFL

England
Contact: Almost oll of Games
Workshop's game designs come directly
from their design studio. They are no
wrrently faking submissions (although
even o snowball somefimes has g
chance in hell).

Heartbreaker Hobbies
& Games

P.0. Box 105

Folsom, PA 19033

Contact: Bob Watts

Iron Crown Enterprises
P.0. Box 1605
Chaorlottesville, VA 22902
Contacts
General: Coleman Charlton
Hero/Champions: Bruce Harlick
Middle-earth Jessica Ney-Grimm
Rolemaster. John Curlis
Silent Deatfr. Matt Forbeck

Mayfair Games

P.0. Box 48539

Hiles, IL 60648
Contact: Darvin Bromley
Do send us a two-page synopsis. Tell us
the game’s topic and who it's cimed al.
Do tell us why it will sell and why May-
fuir is the company that should sell it.
Do desaribe the style of the game. What
kind of components does it use?
Don’t send us a profotype. Without o
release form, we won't even look of it.
Don"ttell us about how the game plays.
Don't send a copy of the rules.
Metropolis Ltd.

P.0. Box 57083

Washington, DC 20037

Contact: Terry Amthor

Palladium
12455 Universal Drive
Taylor, MI 48180
Contact: Maryann Siembieda

R. Talsorian Games

P.0. Box 7356

Berkeley, CA 94707
Contacts
Cyberpunk: Derek Quintanar
Cybergeneration: Dave Ackerman
Mekton: Mike MacDonold
Castle Falkenstein: Mike Pondsmith

Steve Jauckson Gumes
P.0. Box 18957
Austin, TX 78760
Contact: Write Atiention Submissions
Guidelines

TSR

P.0. Box 756

Lake Geneva, W1 53147
Contacts
Amateur: Wolfgang Baur (Dragon Mag-
azine) and David Gross (Dungeon
Adventures Magozine)
Published: Bruce Heard
Do act like a pro. Then you'll be treated
like o pro.
Do make your manuscrip! readable.
Do contact us for writers guidelines.
These are importan, since gome pub-
lishers like TSR have special demands.

Also, you'll get a release form with the
guidelines.

Do send in the release form. Otherwise,
we won't look ot your submission.

Do be original. If we've clready seen it
o dozen fimes, we don't want it.
International writers take note:
Alwoys include Infernational Reply
Coupons when writing in. Otherwise,
you'll never get your proposal back—
or even a confract!

If English isn't your native tongue, know
that you'll still be expected to meet the
same high standards of writing we exped
from anyone else.

West End Games
Road 3, Box 2345
Honesdale, PA 18431

Contacts

Star Wars: Bill Smith

Star Wars Adventure Journak

Pete Schweighofer

Anything else: Greg Farshtey

White Wolf
Suite 100
780 Park North Boulevard
Clarkston, GA 30021
Contacts
Vampire: Jennifer Hartshorn
Wraith: Richard Donsky
Werewalf. Bill Bridges
Mage: Phil Brucato
Changeling: lan Lemke
Rage: Mike Tinney
Do send a query letter first.
Do include an SASE if you want o
response.
Do make your proposal as well-writ-
ten os can be.
Don't send poetry!
Don’t send illustrations. Thase go to
the art director.

Wizards of the Coast

P.0. Box 707

Renton, WA 98057-0707
Contacts
Roleplaying Gomes: Aron Anderson
Anyihing Else: Matt Burke
Do enclose a record of disclosure
(release) form. Otherwise, we won't
even breathe on your leter.
Do send in board game ideas.
Don’t send in any Deckmaster sub-
missions. We aren't accepting them,
Don’t do something just like another
gume. No DED or Star Trek knockaffs
please.
Don’t submit a Magic board game,
though. We've clready seen plenty of

these. @



Ph: 1-800-404-4243
Fax: 1-360-678-3593
email: clark@cardvault.com

We have a huge selection
of singles at low prices.

COD's (add $5.00), Money Orders

- T AL Rt e
P T G i T A 'y

Gurrent singles carried include: j’ QA
Mail order your cards today. 3 \ A
Fast and Discounted 11! B ,, U
4 ) Order’s over $50.00 on singles receive § | ( ‘ £ \P (
yrx¥ FREE SHIPPING within the continental U, §.4 % 77— &
Payments accepted: ,' » f ,j/ Y bi*
Visa & Mastercard (add 3%) g 7 y 4 \i- i
Checks (allow 7 days to clear) w4 Lt '

M@Gl‘iﬁ\

DATE: AUGUST 27, 1995
PLACE: HOLIDOME « HOLIDAY INN
SUFFERN, NY EXIT 14B OFF NYS THRUWAY

ALL DAY CONVENTION!

2;88;:;1" SAUCTION!. ..

MAGIC THE GATHERING
TOURNAMENT T1YPE|

10:00AM-4:00PM
TsT PRIZE - 5500 SPENDING SPREE AT T's
2n0 PRIZE - MAGIC THE GATHERING “DARK” BOOSTER BOX
3Ro PRIZE - STAR TREK LIMITED EDITION BOOSTER BOX

TOURNAMENT PRE-REGISTRATION—S15.00
(includes Entry Fee, Admission & Regisiration Packet)
ADMISSION AT DOOR—S5.00

SPONSORED BY: TJ's CARDS - SUFFERN & MIDDLETOWN, NY

(914) 341-1867

DAVE'S DOUGOUT, INC.

CARDS AND COMICS

We specialize in

STAR TREK-TNG:CCG

Singles - Starters - Boosters
Boxes - Cases

Pre-Ordering STAR WARS@?CCG
Use the Force to defeat your friends! Cards
will feature characters and scenes from all
three films, with some new stuff. Due to

arrive in the fall. "

Pre-Ordering MARVEL OVERPOWER
Spider-Man vs. Wolverine! Hulk vs. Thing!
The possibilities are endless as you control

the Marvel Universe! Due to arrive in August.

CALL FOR OTHER AVAILABLE PRODUCTS

1226 Solano Ave. Albany, CA 94706
Phone # (510)524-7120

FAX # (510)524-7182
E-Mail address: DDougout@aol.com

All major credit cards accepted
Open 7 Days Mon-Sat 11-7 Sun 11-6
We ship anywhere in the United States



WildStorm Productions Presents:

he Dream Team

InQuesf Contest

Whoa, Nellie! WildStorms: The Expandable Super-Hero Card Game is hitting the
shelves as we live and breathe, and it’s just chock-full of all the cool WildStorm comic
characters that we’ve come to know and love. Seems like there’s a million of these
dudes and dudettes: Fairchild, Grail, Grifter, Maul, Freefall, and Union, among oth-

. ers.And they’re all on these wacky teams
' like Team 7, Genl3, WildC.A.T.s, and
StormWatch. Heck, it’s hard to tell the
players without a scorecard. So maybe
you ought to make one for us.

i




orm Productions.

ps Entertomment tnc. DRA Wikds

2 heo

How fto Play
It's simple. Just put together your personal WildStorm Dream Team using any of the many WildStorm characters. Mix and match.
Go nuts. Just tell us which characters you'd team together, why they’d work well together, and what your team’s name would be.

You can use up fo five different characters, and you might want to go the maximum to improve your chances of winning some.. .

| L T

= (20 winners)

1

Grand Prize (One winner)

One lucky reader will receive a complete set of WildStorms: The ~ Another 20 readers will each receive a WildStorms starter deck
Fxpandable Super-Hero Card Game cards. That's right—the  and an extra card autographed by one of the many superfunky

whole enchilada! And WildStorm head honcho Jim Lee will even ~ WildStorm artists who are a-drawin’ the set.

autograph one of the cards for you! Fill this sucker out, put it an envelope, attach it to your

WI I.n snlun n M Dream Team lineup, and send to:

PRODUCTIONS

c/o0 Wizard Press
P.0. Box 118
The Legalese Congers, NY 10920-0118

No purchase necessary. Contest is open fo anyone except employees of Wizard Press, WildStorm

Productions, and their immediate families or major league haseball players. We're still not quite

———— o T ] o

ready 1o forgive this sirike thing. Print your name, date of birth, address, dily, state, ZIP code, : r N Lo
and telephane number vith area code on the official entry form or o 3-by-5-inch index cordand @ E DE(]dhﬂe IS se p'em ber 2 9’ I 9 9 5
altach it to your Dream Team lineup. Enter as many fimes as you like. Mail each entry separately 2 :
to: Dream Team Conest, ¢/o Wizard Press, P.0. Box 118, Congers, NY 10920-0118. No mechan- ¢ :
ical reproductions of completed forms will be accepted, but you can photocopy the entry form : i
before filling it out'# you don't want to mess up your magazine. All entries become property of :
Wizard Press and none will be returned. All taxes (federal, state, and local, if any) will be the E E Niiic
responsibility of the prize winners. No cash equivalent or substitute prizes will be offered. Prizes 8 :
are awarded in the name of contest winners and are not ransferable. Offer void where prohibited, : | Date of Bith: . ) ) [
regulated, or restricted by low in o manner inconsistent with the purposes and rules hereaf. E
About twa verses into that “There's a hole in the bucket, dear Liza” song, | wonted to riddle that & : Jocket Size:
“dear Henry” quy with bullets. All entries must be received af contest headquarters by Septem- & :
ber 29, 1995, Wizard Press is nof responsible for lost, late, misdirected, or mutilated entries. Odds @ E Address:
of winning will be determined by the number of valid entries received prior to the dlosing date ; b
of the contest. Prize winners will be selected by Wizard Press from all properly completed entries ! iy
based on creativity. Judging will take place on October 16, 1995. What we say goes, so no ; i -
whinin"if you don’t win anything. - :
For a list of winners, available after October 16, 1995, send a self-oddressed stamped envelope : P
to: Dream Team InQuest Winners, ¢/o Wizard Press, P.0. Box 118, Congers, NY 10920-0118. : E
This month’s contest is sponsored by WildStorm Pro- w | pge ( )
ductions, those groovy fellas who crank out swell comics © |
and keen cards. S E Regulor or Unleaded?
f
i
|
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What's up
Jonathan Yweet's sleeves?

iier £go, the new
)lenlaying division
ifWizards of the
Wil ast, brings a new

S st to the world
/fof fantasy gaming.

By Rick Swan

Wizards of the Coast's latest roleplaying venture.

hy isn’t this guy ner-

vous? He ought to

be. Jonathan Tweet,
research and development coor-
dinator of Alter Ego, the new role-
playing division of Wizards of the
Coast, is putting the finishing
touches on Everway, the riskiest
project of his career.

For Wizards of the Coast, Fver-
way is a gamble, an all-new role-
playing game from a company
mainly known for card games |ike
Magic: The Gathering. Becayse of
Magic’s staggering success—
something like a half-billion cards
sold and counting—expectations
for Everway are high.

But Tweet may have eyen
more at stake. For him, Evenyqy
represents three years of brain-
storms and daydreams, an effort
that could go down the drain if
the game doesn’t find an -
ence. And WotC’s formigaple
clout provides few guarantgees.
When Magic appeared in 1993
it had the card game field more or
less to itself. Everway, on the other

hand, faces a market not only sat-
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urated with roleplaying games, but dominated by monsters
like Advanced Dungeons & Dragons.

If Tweet’s worried, however, he doesn’t show it. “l don’t
think Wizards of the Coast will ever be thought of as the
company that does Everway,” he shrugs, relaxing in his
office at WotC headquarters in Renton, Wash. “Magic is a
hard act to follow.” He surveys the toys—Matchbox cars,
an ocarina, a miniature forklift—decorating his desk. “What
| care about is reaching new people.”

So maybe he’s not nervous. But you’d think he’d be
worn out. On this Friday, Tweet's completed a perfor-
mance review, answered a batch of e-mail, discussed a
distributor meeting, written letters to other game com-
panies, and mulled over a licensing deal. And it’s only
midafternoon. Work will also follow him home—planning,
scheduling, more e-mail. He admits the job has gotten
tougher since he came on board in June 1994. But the 29-
year-old Tweet seems invigorated. “All | need,” he laughs,
“is a desk sufficiently far from my bed so | can only take one
nap per day.”

“He’s very thorough,” marvels Wade Racine, developer
for the Ars Magica game and Tweet’s WotC colleague. “He
explores every aspect of a game, from the artwork to the
text to how it ties into marketing. It's good to see someone
who’s in love with what he’s doing.”

The concept for Everway came in 1993, while Tweet
was wandering around a
science-fiction conven-
tion. “There were no role-
playing games for sale in
the hucksters’ room,” he
recalls. “I was wondering,
why aren’t these people
buying my games?” But
it wasn't just that Tweet's
Ars Magica and Over the
Edge were absent from
the room—there weren’t
any roleplaying games
being offered.

The problem, he con-
cluded, was with the
games themselves. Role-
playing games were tar-
geting the same old
audience with the same
old systems. Maybe it
was time for a new
approach, with rules
sophisticated enough for
veterans, but simple
enough for beginners.

He came up with a
system based on imagery
and symbols, avoiding
the avalanche of num-
bers and charts that
make novices throw up
their hands and run for
cover. In a traditional
roleplaying game, for
instance, players use formulas and statistics to create their
characters. In Tweet’s game, they use pictures. In a tradi-
tional game, players are limited to the kinds of characters

veral]uest Card hy £d Lee

they can be. In Tweet’s game, they can be anything. Tra-
ditional games use dice to resolve actions; Tweet's game
foregoes dice altogether.

As for the setting, Tweet envisions an infinite number of
parallel worlds, Earthlike and human-populated, where
magic is real. Gifted individuals called sphere walkers, por-
trayed by the players, have the ability to travel from realm
to realm.

The title came from a location integral to the setting.
“Everway is named after a city that has gates to all the dif-
ferent worlds,” Tweet explains. Most names, in fact, are
based on common words. Instead of Jonathan or Rick,
which Tweet calls “nonsense names,” characters might be
called Chance or Amber. A town named Endwall is literally
that—a town at the end of a wall.

Two card decks, included in the boxed set, form the
basis of the game system. The Vision Deck helps players cre-
ate their characters. Each of the textless Vision Cards has a
color illustration of a landscape, person, or monster. A player
interprets the illustrations any way he wishes, using his inter-
pretations to develop his character’s background. For exam-
ple, a player might hold one Vision Card displaying a primitive
woman, another showing a dog-headed humanoid. After
studying the cards, the player decides the primitive woman
is his character’s kidnapped sister, the dog-head is a mem-
ber of the tribe that destroyed his village.

The referee resolves
game actions with the
Fortune Deck. Like the
Vision Cards, the For-
tune Cards feature col-
orful illustrations. But
they also have ambigu-
ous captions, which the
referee must interpret
and apply to a particu-
lar situation. Say, for
instance, a character
attempts to brew a poi-
son antidote. The ref-
eree draws a card
showing a person sow-
ing stones like seeds,
representing, as indi-
cated by the caption,
Fruitless Labor. The ref-
eree decides the anti-
dote fails. Had the
player drawn the card
upside-down, with the
picture facing the other
way, the caption would
have read Ceasing
Fruitless Labor, in which
case he might've
steered the character in
a more productive
direction.

Suppose the anti-
dote neutralizes the
poison. A month later,
the character awakens to find he’s aged 20 years overnight.
He consults a sage for advice. The referee draws a Fortune
Card showing an image of a priestess in a room with a
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smoky candle; the caption reads Understanding Mys-
teries. The referee hints that the character’s condition
is a side effect of the antidote.

Source and Quest cards provide background on vari-
ous elements of the adventure, like miniature sourcebooks.

Veteran roleplayers may be surprised by Everway’s
unconventional adventures, which favor problem-solving
over dungeon crawling. Tweet describes a recent session:
“The characters had come down a river and stopped at a
village. The village
was very simple, the
people lived simple
lives. When the char-
acters woke up, their
memories had been
taken away.” Like the
villagers, the charac-
ters could perceive
only the present
moment. “The truth
was, the villagers had
done something so
terrible that they
were condemned to
live day to day. The
characters eventually
found the past and
future, who appeared
as twin children liv-
ing in a swamp.”

According to
Tweet, play-testers
have been tickled pink, especially those unfamiliar with
roleplaying games. “They're delighted they have a game
that’s easy to play and fun to look at, a game that
encourages them to talk and be part of a group. Sud-
denly, they feel real smart.”

Tweet’s own love affair with games began in Rock
Island, Ill. At the age of 12, while other adolescents were
watching Gilligan’s Island reruns, Tweet was tinkering with
his favorite roleplaying games. “In those days, the rules
were sort of funky,” he recalls. “You had to be sort of an
amateur game designer to get them to work.” He even
cooked up his own science-fiction extravaganza called
Have Laser Will Travel. “"You wandered around in the wilder-

wizardry that earned them a Gamer’s Choice Award.
More Ars Magica supplements followed, until the two
parted company in 1989. Rein®*Hagen went on to design
the groundbreaking Vampire: The Masqueraae game for
White Wolf. Tweet toured Europe, attended game con-
ventions, and drifted into mutual fund sales.

Throughout, Tweet kept designing games, but many
of his efforts flopped. A game about cave men ("Stone
Age—or something like that”) was rejected by Chao-
sium, publisher of the acclaimed RuneQuest and Call of
Cthulhu. He and Rein®Hagen also developed a bizarre
roleplaying game called Mindscape, featuring an infi-
nite universe where personal beliefs determine reality.
“It was an abomination,” admits Tweet. “We played
one session and everyone hated it.”

Tweet continued freelancing, placing a few Advanced
Dungeons & Dragons supplements with TSR and putting
together the surreal Over the Edge roleplaying game for the
Minnesota-based Atlas Games. In 1992, a freelance assign-
ment to revise the rules for Talislanta began his associa-
tion with the then-microscopic Wizards of the Coast,
Impressed with his work, Wizards phoned Tweet in the fall
of 1993 and sounded him out about running its role-
playing line. (“I was real surprised!”) Although Tweet
didn’t jump on the offer right away—his wife, an English
professor in Rock Island, wanted to finish the school year—
he had few doubts about accepting. “Freelancing has the
luxury of freedom. But it doesn’t have the resources for my
ideas. | already had the idea for Everway, but there was no
way | could produce it as a freelancer.”

His wife wrapped up her term, they relocated to Wash-
ington, and Tweet joined Wizards of the Coast the fol-
lowing summer, becoming head of Alter Ego. The need
to put roleplaying in its own department had become
obvious. “The company had gotten too big for everyone
to attend every meeting. We had to draw lines as to which
people would be in which division.” Staffers were assigned
to teamns, each responsible for a separate product line;
one team would handle Ars Magica, another Everway.
Alter Ego's overall mission: to produce games that would
appeal to new audiences.

As the coordinator, Tweet was caught up in a whirl-
wind of staff meetings, planning sessions, and contract
negotiations. The job was not without its frustrations. “|
wasn'’t hired as a designer per se. There's always a sense

Play-testers are delighted they have a game that's easy to play
and fun to look at, a game that encoyrages them to talk and
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ness and monsters came by and you killed them. When
you got hurt, you went to the hospital and got better. It

was really bad.”
Despite selling a few articles to the now-defunct

Heroes and Different Worlds magazines, Tweet’s career
didn’t take off until he hooked up with Mark ReineHagen
at St. Olaf College in Northfield, Minn. After forming the
Lion Rampant company in 1987, they published the
first edition of Ars Magica, a roleplaying game of medieval

N Q UE ST

he hart of a group. Suddenly, they fee| real smart.

that when I’'m working with a freelancer, | could just take
it over and write it myself.” On the other hand, “it's very
rewarding to see things develop.”

Tweet flourished in his new environment, which oper-
ated more like a clubhouse than a corporation. It still does.
Product teams tend to overlap one another. Everyone,
regardless of their job descriptions, feels free to pitch ideas.
Even Richard Garfield, mastermind of Magic: The Gather-
ing, had a hand in Everway. “The game uses cards,” says



Tweet, “and he came up with the concepts for some of
the more interesting ones. He also helped with the setting.”

Tweet relies not only on the staff for input, but also a
stable of freelancers. And he knows what he wants. “I've
got a certain vision, and | want people who are professional
enough to fit with my ideas. The
last thing | want is a freelancer
to redesign [the game].”

Any advice for would-be
freelancers? “Quit your day
job,” he says, only half-joking.
“You've got to have a real
commitment. A lot of people
are willing to send me
resumes, but not a lot are will-
ing to gamble and make them-
selves noticed.”

Freelancers will likely become
more important in the future.
“We're going to be expanding,”
promises Tweet. But for now,
Alter Ego remains relatively tiny.

Elsewhere in the Wizards of
the Coast compound, 26-year-
old Wade Racine is polishing up
the fourth edition of Ars Magica,
which he says is in no danger of
taking a back seat to Everway or
Magic. “It's a strong game in its
own right. We don’t have the same budget as Magic. But
Ars Magica is getting more attention at this company than
it ever has before.” !

That’s music to Tweet’s ears, as he was less than
thrilled with how Ars Magica was treated by its previ-
ous publisher. After Lion Rampant bit the dust, White
Wolf acquired the game, then proceeded to reshape
it, attempting to adapt it to the gritty World of Dark-
ness that was home to the hit Vampire: The Masquerade.
“I wasn’t happy with-White Wolf,” says Tweet. “They
added some things that didn't fit.” Still, the durability
of Ars Magica surprises him. “Despite a lot of hard-core
fans being disappointed by White Wolf, it's just been
growing. It's nice to see that given time, it has the sort
of following we’d hoped for.”

Was it hard turning Ars Magica over to someone
else? “I was pretty much used to not being in control
of it. But it was hard, because I'd like to be doing
rewrites,” admits Tweet. Racine “has a good grasp of
history. He’s a lot more organized than | used to be.”

Racine, a self-described “Air Force brat,” started
playing Ars Magica when Tweet joined the company. “|
was the only person vaguely working on roleplaying.
When Jonathan came in, he said, ‘If you want to run that
line, it's yours.””” A Seattle resident since 1991, Racine
had spent four years as a military intelligence analyst.
He met Wizards of the Coast president Peter Adkison on
the Internet and began corresponding via e-mail. Their
relationship led to a job offer. Though Racine had no pre-
vious design experience, he’s since gotten his feet wet
with Generation Gap, a spin-off of the Cyberpunk role-
playing game, published by R. Talsorian.

Racine describes Ars Magica as “a combination of the

familiar and fantastic” set in our own world’s 13th cen-
tury, in which “there really are angels and fairies.” The
fourth edition, scheduled for an October release, will
comprise four books in a slipcase, packaged with a
map of Mythic Europe. He intends to make the new ver-
sion easier to learn and play,

Yet another Yision Card by £d Lee

streamlining the presenta-
tion, stripping out compli-
cated rules, and improving
the graphics. “Character cre-
ation will be changing sig-
nificantly. The wizards won’t
be quite as restricted; I've
loosened up their strengths
and weaknesses.”

Additionally, Racine
promises a wealth of support
material. Currently in the
works are Exotic Magic: Fire
and Ice, a look at unusual wiz-
ard orders; Tribunals of Her-
mes, featuring wizardly
politics; and The Storm Rider
Returns, an introductory
adventure.

Tweet has a full plate,
too. Upcoming supplements
for Everway include a series
of fantasy card sets, usable
as Vision Cards, but sold in a trading-card format; sev-
eral “sphere books” describing the creatures, organi-
zations, and traditions of various Everway locales; an
untitled quest book containing three adventures; and
Sphere Walker, a sourcebook
bundled with a set of cards.

A Dominia encyclopedia,
detailing the multiverse of
Magic: The Gathering, is also in
the works. “That was originally
designed as part of the Magic
roleplaying game line,” says
Tweet. “Apparently, it'll be
published separately. It's not
under my direction.” When will
we see it? “Probably not any
time soon.” And the status of
the Magic roleplaying game?
"We've done some work on it,
but currently, we're in the pro-
cess of hiring someone to han-
dleit.” Look for it in 1996.

For now, Tweet’s anxious
to launch Everway. “In some
ways, | wish it were a one-shot deal. Then I'd be done with
it. But as soon as it’s out, I'll be on to the next thing.”

Any plans to celebrate? “Maybe a stress reduction
seminar,” he laughs.

Or maybe he can move a bed into his office. Sounds
like he's earned his nap. @

tverway Fortyne Card
by Scott Kirschaer

Rick Swan, author of The Complete Guide fo Roleplaying Games (St. Marfin’s Press),
always reads the last page of this magazine.
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Sure, getting on-line can be'kind of intimidating.
It's best for new users to find someone to hold their
hand in the beginning. That’s why InQuest started
this column, which will highlight the best gaming
stuff available on-line.

And that’s also why, when | wanted to take a look
at America Online’s Game Information Exchange or
GIX forum, | lassoed a tour guide: Donna Millheim,
the forum host. Follow along'as we check out some
fun stuff.

InQuest readers who recall last month’s “Plugged-
In” feature remember that the GIX is where we played
Magic on-line. Actually, Donna was the player Matt
Milliken and | whipped in our first on-line game.
Right, Donna? (<G> We still haven’t given Donna a
rematch. And it’s drivin’ her nuts!)

The GIX (you can use that keyword to get there) is
an easy-to-use on-line forum and a great resource for
gamers. The home screen is broken down into six areas.

If you're new, start in the “About the Forum” area.
Once you've settled in, click

Main Menu

into the File Library. Donna says

Ambica

there are over 300 megabytes of
information and software to down-
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load free of charge.

Free stuff is listed chronologi-
cally in the Collectible Card Games
Library. Scroll down to 4/7 for
Hordes, a popular Windows pro-
gram that helps track cards for buy-
ing, selling, and trading. It’s easy to
use and has sharp graphics. There
are Hordes-ready decks for Magic,
Star Trek, Wyvern, Blood Wars, and
other games. (Hordes can also be
found on CompuServe at Go: Card
Games.)

Other tracking programs use
FileMaker Pro or Hypercard, includ-
ing versions for Star Trek (3/14)
and Jyhad (2/14).

Among the most popular
downloads on GIX are the sample
decks and play tips for Magic. |
enjoy the CoffeMage tips uploaded
by someone called CoffeeMate.
The moves are well-written and
downright entertaining. The files
are at 4/4, 4/6, 4/20, 4/22, and
5/16.

Three particularly humorous
files are “Sweet Betsy Filksong”

the GIX

(2/25), “Irritants List” (10/11), and “12 Days of Magic”
(12/12).

One of my favorites downloads was a QuickTime
movie (1/5) that shows a fly-by of a Magic card in
full 3-D animation. (Most Macs have QuickTime, Win-
dows and Mac users.can download QuickTime from
CompuServe at Go: QTime.)

There're many megs that | don’t have room to
mention. A good rule of thumb is: if it's been down-
loaded more than 400"times, you should probably
check it out.

GIX actually has a second file archive, the GIx
Library, filled mainly with graphics and gaming-related
stories. It's worth a look-see if that kind of thing tick-
les your artifacts.

GIX is also the place where many AOL users meet
to play and discuss gaming. The Game Registry and
the Schedules & Events sections list gamers and con-
ventions across the nation. ’

Everything on GIX is clearly explained, including
the Collectible Card Game Classifieds and the bul-
letin boards. Donna is a great tour guide for those of
you who are overwhelmed by some of these gaming
forums. If you check out GIX, zap Donna with an
instant message (it's like live AOL e-mail) addressed to
OGFDiamond. Ask her to show you around the place,

like she did for me. And tell her InQuest sent ya!

E-Notes:
» The MicroProse Home Page on the World Wide

! Web at http://www.microprose.com/mpshp.html
~ has information about all of its popular games. More
- importantly, it has links to its file transfer protocol
- area, where you can download a demo of the upcom-

ing Magic multiplayer CD-ROM. To [ink directly to

the MicroProse FTP, key in ftp.microprose.com.

* CompuServe's Play-By-Mail Gaming Forum (G

' PBMGAM) also has important on-line gaming infor-

| mation. If you‘re eager to start gaming on-line, check

out the Magic Games Library. The files Magjc.pBM and

- Rules.EML will give players a good idea of what to do-

* eWorld users can find a Magijc Card Tracker in

| the Macintosh Board & Card Library on the Inside

Games forum. To use it, you'll need Filemaker Pro-
* CompuServe and Prodigy each offer fyll access

' to the World Wide Web for PC users, America Online

has a “beta test” version of its W\ prowser for
both PCs and Macs. To download the software, Us€
Keyword: WWW. ’

A porties, Buddy Scalero wears o lompshade on his head, s Wizard's op-ine editor,
and con be teached of WizordTGTC@AOL Com or 74774, 2707@CompuServe. Com.
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One lucky reader will win this spitfy-as-all-heck Jill Thompson origi-
nal S.P.-EYE illustration that appears in the Chrysalis set!

E_')"’_-‘..I;@(:)D‘_];_' IP]j:j;—) {10 winners)
Another 10 readers will each receive an uncut sheet of Chrysalis:
Borne of the Supernature cards, and it'll even be autographed by Jill

Thompson and a slew of other Chrysalis artists.

Tndred P42 (25 winners)

Twenty-five readers will each receive autographed copies of the new
Comico Comics Oblivion#1 (signed by creators Jack Herman, Tony
Daniel, and Pam Eklund) and Elementals #1 (signed by Juck Herman
and Andy Dimit).

The Legalese

Mo purchase necessary. Contest is apen to anyone extep! employees of Wizad Foss, Comic, e el bmene
diate families or John Jocoh Jingleheimer Schmidt, His nome is my name, too. Print your name, date of birth,
uddress, city, state, ZIP code, and felephone number vith ored tode on the official entry form or o 3-by-5-inch
index card. Enter as many imes as you like. Mail each enlry separotely fo: iy orne of the Superature
Jnamrcumm /o Wizard Press, P.0. Box 118, Congers, Ny 10920-0118. Ho mechanical reproductions of com-
Pleted forms vill be atcepled, but you cn phalocepy the entry form before filingit out f you den't want 1o mess
Y your magazine. All entries h:(ome property of Wizerd Press and none illerefumed. Ao federal s,
o0 local,f ny)will b th responsilty fthepiz vimers. o s gufelent o sbsiut rzes il b afer.
Prizes ore awarded i the ame of contest vinners and ore nal trasferabl. Offer vod where probibted, regu
lated, or restricted by hrw in @ manner inconsistent with the purpases and rules hereof: Speaking of ho dogs, did
Y9 know that the government says that o long as na more than 20% of a hot dog is made of human flesh, it's
it for human consumption? Weied, huh? Al enres must be veceived of contest heodauartes by Septomber 29,
1995; Wizard Pros s responsil oo, misireced, o mutoted i O ofvining vl b dotr
ined by the number of valid entries received prior 1o the cosing dufl e e, R
selected by  random draving by Wiard Press from ol properly completed entres. Deaving will ke placn on
October 16, 1995. Al decisions are final, Couse o stnk and we'llsre¥ with your eredit rating,

Fo ) of winners, valbl offerOcober 16,1995, sond o selfadiessd, stomped emveloget: iyl

Borna of the Superature InfQuest Contest Winners, /0 Wizard Pres, P.0. Box 118, Congers, HY 10920011,

This month’s contest is sponsored by
Comico, and we think they're real swell.
Phls Ihey"m from Chicago, S© “‘ey l'eully
know hot dogs.
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TOUrIN PriIZe (50
Fifty readers will each receive a Chrysalis: Borne of the Supernature

booster pack. Flip ‘em! Trade ‘em! Play ‘em!

DI o, 2 =0y

It’s so darned simple even we under-
stand it. Fill out the entry form. Send
it in. I¥'s a random drawing. And read

Elementals. I¥'s a cool book.

Fill this sucker out, put it an envelope, and send o:

Chrysalis: Borne of
the Supernature
InQuest Contest,
c/o Wizard Press,

P.0. Box 118,
Congers, NY 10920-0118.
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Nome:

Date of Birth:

Address:

City:

Stote:
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Monstrously pawerful cords like the
Jester's Mask and Jester’s Cap have
helped make lce Age the hottest

expansion sef since Legends.

§ By Douglas Goldstein

Limited availability
keeps Ice Age
cards in demand.

Even though Ice Age has been out for
months now, its limited release to the stores
has kept gamers from getting the quantity
of cards they so desperately want. Most
have accepted the fact that packs go for
$3-34 and are limited to three or five per
customer. Hell, you've probably paid your
sister to go in and buy some for you.

The same situation holds true for the

Magic: The Gathering Fourth Edition. Boxes
come in, the stores sell out, and we wait
until the next shipment. If Chronicles has
come out by the time you read this,
you'll have noticed that it's extremely
limited as well. The set may be printed
year-round, but it’ll come to us in a
trickle. Don’t be surprised if packs go
for $4 or more for several months.
Watch for prices to
drop immedi-
ately on older
cards that show
up in Chronicles,
but don’t panic
yet. If the rumors
regarding its lim-
ited release are true,
demand for the
originals will return.

Also keep in mind
that WotC is thinking
about pushing back
the release of the Ice

Age expansion set
Homelands until early
1996, which will give the
industry some recovery
time. Not only are gamers scrambling to
keep up with this three-month, one-Magic-
set-per-month bonanza, there are a hell of
a lot of new games coming out that play-
ers want to try.

Ice Age Card Activity

A few special cards in Ice Age were
extremely powerful and desirable, and the
prices for them are very high.

Jester’s Cap is arguably the best card in
Ice Age. Not only does it let you look through
your opponent’s entire library, but you can
remove three cards from the game with it!
This can cripple many single-minded decks
that rely on a few cards to kill you. The Cap's
cousin, Jester’s Mask, lets you go through
your opponent’s library and draw her a new
hand from it. Apparently, these and other
library cards are very popular nowadays.
The Cap and Mask go for as high as $20
and $15 respectively in some places.

There are several other big Ice Age cards.
Blinking Spirit (36-$10) is a white creature
that can be unsummoned at will, meaning
it’s next to impossible to kill. Call to Arms
($6-310) is a version of the old, still-popu-
lar Jyhad, which hasn‘t been affected price-
wise. Chaos Moon ($6-310) is, if you're
careful, a Gauntlet of Might (also unaf-
fected). Deflection ($8-3%12) is invaluable:
a Counterspell and Fork combined in one.
Elder Druid ($8-$12) can Twiddle things as
a fast effect. (Twiddles are about as valu-
able as banana peels nowadays, thanks to
all the cards that do similar things.)

General Jarkeld, Marton Stromgald, and
Skeleton Ship are all sought-after legends
because of their powerful fast effects. They're
around $10 each—but the other Ice Age
legend, Merieke Ri Berit, won’t increase
much in price because she can’t untap with-
out the aid of another card.

The improved-upon creatures in /ce Age
are particularly desirable. The Fourth Edi-
tion Sengir Vampire only gets a +1/+1 token
for each creature it kills, but the new
Krovikan Vampire gives you control of the
creatures it kills! It fetches $4-36, and should
go higher. Whereas the Serra Angel can
attack without tapping, Seraph, like the
Krovikan bloodsucker, also gives you control
of creatures she kills. She should also go
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beyond her current $8-312 price. People are even seeking out
the new Balduvian Hydra at $5-38 each, if only because its
big brother the Rock Hydra is now discontinued (and can
fetch up to $18).

Surprisingly, the new Brainstorm (draw three cards and
put back two from your hand) hasn't yet affected the price
of the old Ancestral Recall (draw three cards), which still
fetches between $50 and $70 for the Unlimited version.
Time should wear down demand for Ancestral Recall, since
we don’t really need it anymore.

I ce Age's Legends: Some

good, some not so good.

Magic Card Activity

The Fourth Edition’s new card roster has inspired Fa Ior;h?f
market activity. Carrion Ants and Killer Be€s @ rekda o ?e Ol;d i:
biggest attractipns. Even though the ariginals I"\El\a'fh ropp i
value, they continue to sell. People aré also grabbing the nt-:'vtrJ s F}
Mines and Circles of Protection: Artifact when ey Ca;- .
cards like Living Artifact are also nudging up in gL Hemen

b isitsu efulness.
h i rd’s value IS S
er that the bnggest key to a ca e e |

who've decided to seek out
the killer creatures in Magic?
The powan‘ul ones, the mon-
sters that can turn a game on
its ear, are allin demand and
gaining value. The Fourth
Edition Royal Assassin (tap to
ill any tapped creature) goes
for $10-$15, and older ver-

Carrion Hnts

L: +1/+1 unil end of turn
“War is no picnic,” 1y
Sather liked 1o say. But the
Ants seemed to disagree-

[ Corrion Ans, aside from being able 1o
move rubber ree plants, are keeping

Magic Fourth Edition hot.

sions are going up in price. The discontinued Vesuvan Dop-
pelganger is heavily sought-after, and the Revised V.D. (boy,
that's one card that shouldn’t be initialized) fetches up to $25.
Creatures that give their brethren pluses, Iike;Goinn King
and Thrull Champion, are also on the move.

Let’s not forget about the old Revised “gotta-have-"em-
or-you're-a-loser” discontinueds like Fork and the dual lands.
The new [ce Age dual lands aren’t as easy to use as the old
duals, and if you're playing a multicolor deck, you've gotta
have them. Everyone knows this, so all 10 old duals can go
for around $20 each. ;

Speaking of Fork... is it restricted? Yes. In demand? Yes.
Cheap? No. How much? $15-325.

New Guide Twist

Take a good look at the price guide. Notice anything?
There's two prices for each card instead of one, a low price
and a high price. No, there aren’t a few hundred tiny Vesu-
van Doppelgangers running through the price 'guide, we've
simply improved our price-gathering methodology and pre-
sented the results in a more reader-friendly format.

The high and low prices account for the pri.ce' variety you'll
find throughout the country. The small-town shop might sell
Vesuvan Doppelganger for $13, but stores in suburban or
metropolitan areas may ask for $15. Therefore, instead of boil-
ing our survey information down to one price, we eliminate
the highest and lowest 10 percent of the prices and presented
a range. This gives collectors a better guide to fair pricing.

If you have any feedback on our price guide, please fill out
our survey and let us know. @

Douglas Goldstein claims to be Spock. But he's not, dammit! C'mon, where are
his friggin’ Vulcan ears? And Spock wears pants!
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We want to know what you think

Hey, got five minutes? Good. Fill this out. Y'see, with your help, the
InQuest price guide will continue to grow like a squirrel monkey on steroids,
serving up the best darn price guide both sides of the Mississippi.

Oh, and feel free to photocopy this page so you don’t destroy your issue.

Questions, Comments & Concerns
We want to know what you think of our magazine. Tell us what you thought was good about
this issue of InQuest, and what you thought was not so good. (Use extra paper if necessary.)

| Price Changes
Are cards selling in your area for a lot more or a lot less than /nQuest is listing them at? List any
major discrepancies you feel exist in the InQuest price guide. (Use extra paper if necessary.)

Set Card Name What it sells for in your area

Top Ten Hottest Cards
What are the hottest cards in the circle of gamers you play with? List them in order of hotness
(hotness?), with the hottest card listed at the number one slot.

‘ 4. 9.
| 5. 10.
J: | Mail to:
‘ Name = - Dan Albaugh
i A . InQuest Survey
Address P.O. Box 458
. SivreraPren eyt N ; a Waterford, PA 16441
City: State: Zip: Age: e-mail: !

SEPLEMBLEIV

——— e Wizrdprice @ aol.com

E-rmail address (if you got one)




GUIDELINES

WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE

About the Price Guide

The following collectible card game price guide contains the most
accurate and up-to-the minute card prices available. To make sure the values
listed are as timely as possible, we're in constant contact with hundreds of
retailers and fans throughout the country. Ultimately, though, a card:is
worth whatever you are willing to pay for it, or what someone is willing to
pay you for it. A value listed for a card in a price guide does not definitively

state what a card is “worth.”

How to use the InQuest Magic Price Guide

It's easy. When a card has changed value since last month's listing, or when a card is
experiencing heavy sales without a price change, it has a shaded bar. If the card has risen
in value, it has a pink bar. If it has fallen in value, it has a blue bar. If the card is selling
briskly but has not risen or fallen in value since the last listing, it’s marked with a yellow bar.
In this example, the Dark Heart of the Wood has risen since last month, the Diabolic
Machine has dropped in value since last month, and the Electric Eel has been selling like

wildfire without experiencing any fluctuation in price.
All cards have their color designations to the left of the card name.

= 5 X ——————— .45 ...z
';"R Bank Merger ........ooeeiennnn .
& o s275.00...35000 | BonkofEngond oo ’
oy & 800 ...9.00 : Bovarian luminafi...............
%Dd:(:rks) 7500 ... 90.00 Bermuda Triangle ...............
(15 cads) ovonenn 225 o250 E:_SQS;HBDL':;"]:;: ---------------
< (36 packs) .- 80,00 ... 90.00 T
ST 7.00 ... 10.00 Bodyguard ....o.ooviiiiiiiens
3?15 o%mng i 700 ... 1000 30061;1 c,(f1 ’ézlrliacr .................. 2
1w The Mortficator .- IO lggg : g:’l{w; R e
S — LSOQ i mii A

L] L]
uest CCG Price Guide
In this example, Doomtrooper is the name of the game, I'!earthreaker |.s_the name
of the manufacturer, and Inquisition is the title of the expansion sgt. In addition to .the
pink and blue bars, a green bar is used to indicate a set that is be:Ing. listed for the first time
in the price guide. A ¢ indicates that a price was not available at this time.
Remember, color bars do not indicate whether a card will rise or fall in the future. We

ain’t no fortune tellers.

How to use the InQ

. A 3
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S Fia ke e 2 -

Price Guide Contributors : _
Advealures in Comics & Gamies in Cormictoel Calif: All Pro Sports in Newark, Del.; Augusta Comics & Cards in Cormel, Ind.; B&R Bosehall Cards in
Suffern, N.Y.; Book & Music Exchanga in Louisville, Ken.; Bnurs, Comics & Things in Ft. Wayne, Ind: Books Golore in Erie, Po,; Broadway Comics in
Valrico, Fo: Card & Comic Arcade in Hesw Yark, H.Y.: Cards, Coins & Colletibles in Monroe, La.; Chimera Comics & Cords in Fond Du Lac, Wis.: Collectar's
Choice in Athens, Tenn.: Colleclor's World in Andersan, Ind.; The Comic Shop in Fairbanks, Ark., Comi on Parads in Sonta Barbaro, Calif; Comically
Specking in Maynard, Moss.: DR Comics & MR Games in akland, Calif; Daver Cards & Comics in Dover, I1.H.; Dragon’s Lair in A'ﬁ'“". Tex.; The Dragon's
Loit in West Springfield, Moss.; Fontasy Warks Comics in Aurora, Col.; Fonfasy Zone Comics in Harth Kingstovm, R Gallop's Comics & Games in
Stetesboro, Go,: Game-Alot in Sunlo Gruz, Col.; Gemes Plus in Woodinville, Wash.; Hansen's Hobbies in \'ﬁ?rqunn, I[I.; Leisure Hours Hobbies in Joljef, |1
Lion & Unicorn i Hover, AL M&M Sports Cards and Comics in Cedor Rapids, Ind.; Major League in Lonsmﬂ. Mich; Mission Games n Mission, Britih
Columbio, Can - Odin's Cosmic Bookshelf in Litburn, Ga. and Stone Mountain, Go.; Paul & Judy’s in Arthur, Il Shinder's in Minneapelis, Ninn,; Source
Commics & Games jn . Poul, Mion- The Time Tunnelin Statesills, H.C; Troll and Toad in Keavy, Ken.; WorGomes & Fantasy in Meteirie, La.; Wizord World
in Nonuel, MY - T Zone in Lovisville, Ken. Also thenks to our on-line helpers LCSmith@v.edv; Purphaz@ix.netcom.com; RichH90522@aol. com;

Supel!mi!@aolmm; Sin@csua betkeley.edy; BPorker933.

CONBITION GUIBE

SUAE “p

The prices listed are for cards in Near Mint condition. How
can you fell a card’s condition, and how can you use this
price guide to grade your cards? Glad you asked. ..

One person’s Mint is another’s Ex-Mint. That said, since
gruding can be a subjective thing, each person should take
into account what he/she feels important. Without further
ado, here are the grades:

Mint (MT): Perfectimundo! Beautiful! Sort of a card cross
between the Taj Mahol and Gndy Crawford. The border is
perfectly even oll around on both sides. Both faces are
perfecily smooth, dean os o whistle, and free of printer's
marks. The colors are razor-sharp, and all of the original gloss
is sill there and glossing like good gloss should. Many cards
right out of the pack fall short of Mint standards. Remember,
no imperfections may be allowed in o Mini card, regardless of
its age. Mint cards sell for more than the prices listed in this
guide; how much more depends on the availability of the card.

Near Mint (Nr MT): Just a notch or two below perfect.
Avery small printer's mark is acceptable, or two corners may
be very slightly worn. The gloss and color are outstanding. The
centering is no worse than 65/35—that is, one border may
be 30 percent bigger than its counterpart. All prices in this
guide are for Near Mint cards.

Excellent-Mint (EX-MT): This cord is still o great
looking card and a first glance may appear fo be Near Mint;
however, at doser range some minor flaws come fo light. The
glass may be slightly dulled, more than one corner may be
slightly worn, and the centering is no worse than 70/30. EX-
MT cards sell for 75 fo 90 percent of price guide lisfings.

Excellent (EX): Excellent cards may have four slightly
worn corners, 75//25 centering, and jogged or roughly cut
edges. Excellent specimens may have o printer's mark, poor
focus, discoloration, or o slight loss of gloss. {“Loss of gloss.”
That's catchy.) Only o small surfoce crease is allowed on a card
in Excellent condition and cards may be slightly out of focus.
Excellent cards sellfor 50 10 70 percent of price guide listings.

Very Good (VG): A card that grades Very Good may
have of least ane very worn comer, fwo o three worn corners
and 85/15 centering. A few smoll surface creases ore allowed
on a VG card, os well as a loss of color orevena pidur.e that is
out of focus. A VG card sells for 20 to 40 percent of price

guide istings.

Good (GD): A card that's groded Good isn't reul.ly good.
Think of it as an OK card—that is not so hot f0 begin
with—that got into a fight on the way home. The cord may
have three fo four well-worn corners, it may be way nff- -
center, and it might even have a crease or iwo. Cords in this
condition are nof fournament legal, because they are
considered “marked” cards. Good cards sell for 1010 15

percent of price guide lisfings.

4 cards were bad, you aint

Fair: Boy, if you thought Geo .
. : qin holes, tears, stains, water

seen nothing ye!. Fair cards cont
damage, ond everything else under the sun. These cards, too,
are not tournament legal and look [ike they went thruughrthe
wash in your jeans. Fair cards sell for five tn_l 5 perte;nl 0 d
price guide listings. (Which would make a Fair Wall of Wood,

like, negative six bucks.)
hi: Poor cards are about

Rutgers University with
for less than five

Poor: 0K, let's get one thing straig
as much fun fo look ot o that cow a!
the window in his bely. Poor cords sl
percent of price guide listings (1.2, they suck).
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rale ﬁme guide. The ronge represents the lowest e
ond lghes'r rices that we've received minus the m'“mom ol
fop fen ond lowest ten percent to elimintate great : HEARTBREAKER-1993 : P e 2l
swings i pries, Enjy! Rl Set (337 o) ... S275.00... 35000 : T TR s o)
 Slorr Dk @i 500 900 ¢ FlowerPower ....o.ooooeenenn. 75
| Stoter Box (10deds) ... 75.00 ... 9000 : ; fodl .
" Booster Pock (15 o) .. 225 250 E O e vl
" Booster Box (36 pocks) ... 8000 ... 9000 :  Fontue loshoees e )
5 i Fred Birch Society .......... .. 150
kb The Cning oo 700 ... 1000 | Seiu )
: Cardinal Dominic ... 7.00 ...1000 : I e
i Crenshow The Mortficator 7.00 ... 1000 i : i e
¢ Nimrod Autocannon ... 500 ...8.00 : o el
: Personal AnfiPersannel Mines ... 7.00 . 000 | oo B ., i
: : ¢ Goldfish Fondiers ............... 1.50
. INauISITION e g:emiermmid.The (Mag. Insert) ... 1.50
| HEARTBRIAKE : : ] OIS, s 1.50
S Sl | ILLUMINATI- ANNUAL CONVENTION [ttt 75
s ; | oo Pk s 29a ey 18 i Hockers .......c.ce vl
R e | Bootebox (60pocks) /3000 /3000 | | ILLUMINATI: NEW WORLD ' | s T 1
; W 5 ORDERI.IMI'I'ED EDITION i Heodinolor ... 5D
| |ECHELONS OF FIRE/FURY ~ : |l Jioonbuly il e =aLol
 MEDALLION SIMULATIONS. 1995 - Cord e r n gl g e e G
 FullFre S (69 ) .....$3000 ... 5000 i FUSEH{ID) oo Sion0o . 50000 [l pene 420
| Fll FurySet (57 o) ......30.00 .. 5000  focomset (50 e (500 7500 | ko R
: Fire Storter Deck (65 cards) ... BUU . 1000 i Storter Deck Duol Pock (110) ... 18.00 . 2000 o ”?5
: Fire Storter Box (10 decks) .. 000. 10000 ; dloer Box (5 duol deks) ...... 90.00...10000 : i i
; FaraBoosrer?nck(lﬁ(mds)......2‘.50 .. 300 533:?“;““”‘“?:’ """"" LR "Fﬂ”d“” L i
it BosterBox (3 pocks) .. 90.00... 11000 : Booste Box (Bbpods) ... 11 16000 ;g -
SLOOD WARS s e (... 80 . 1200 : Unltod Sgs .coom 5ok ey g
Fll Set (3 " Fuy Sorer Box (10¢ecks) .. 80.00... 100,00 S5 N SR, e 15
fills (S ... SOOI 40000 Fuey w15 o] . 250 10000 ¢ deptsf Homes ............ 150250 ;] Commmitst Comsiroey .. 150
St Dk s (100 . B0 .. 1000y B o 3 ) .- 5000.. 1000 | Aok o 1S 250 Rl et e e 13
BootePock (15 o) ... 225 .. 250 o Offer You Con't Refuse ... AT R Im—— =
e 225 ..250 | FLIGHTS OF FANTASY Dhngst oy Moy
Booster Box (36 packs) ... 80.00 ... 9000  DESIINI PRODUCTIONS-1994 i Annual Convention :gg ggu : me!vmvﬂnﬁu 3%2
Assassinotion Plot ¢ Full Set (108 cords) i Antivo: Adtivists ... 150 .“?AD : dunk M wld
Chaos Beast ... 500 ...800 : StorterDeck ... . i Akt the Covenant 1,50 223 ¢ Killfor Peoce! .. 150
(I A0 600 s ok 10 . 72877950 ; BATE oo 125 gy § A e T8
?hwlmdensom o 5003500 B G 8000 000 | ggmegg;ma_ R L 5
R e 500 800 | ggmﬂﬂ%nﬂlpmineﬁm o’ ~ 3 éLe"“*'Rgﬁlln‘fé}ééﬁ?zted”::ff;g
'I;?FQTUOE.S P— aﬁ?ﬁuﬂ"ﬁgk ...... 128 250 Lege;z’l::"t;nd Him Fight ......... ;gg
e : R : Libertarians. ............... exill
Full Set (134) .............. 54000 ... 60.00 : | g ek %23 B bl
i g pnene A, (B § Bodygr::ﬂd ...... D R Liguor Componies ... il
Booster Box (36 packs) ... 80.00 ... 9000 : {pookofkels .. L 2o {gﬂiﬂ;oh(gDepﬂrrrnenh S
H ¢ Botched Contoct.. ;g :gg Mgﬁ(”%l:; """ ;gg
Bribery ..... 75 i Manuel Noriega ... .I5
(6] 7. F 325 ol Margaret Thatcher . 5
L T— 150 | gsg : Markel Moripulation . el
{ Catlle Mutlotors ... 150 ggg : MossMuder ... 1.50
: {efehuwSpokesmun ’ FE 50 Media Connections N i 150
Jo Te— 180 i . L33
. iy phpeetin i 5 cgmro or Diseose Control ..., . 75 g o Mesh .. 150
£ e "wnh_‘ 1015 | ——— 150 250 Meteor Strike ... el D
g Onco The capiule’y ¢ Ching 150 2'50 R —— 75
; : Church of s 75 B0 isen ety ............. 150
2 R o N e Mesad., sy L5
g P o 5 cmi”;}e:ue;mm 50 oy Muln?nmmlﬂnl(orpnmnons. s L
s . :  ComicBooks.......0 0 pphy'sLow ...
" oo DI HEAVY CArsULE R O SRR ) W
: : Eompu!eraelumy_ ........... “] 50 ) ;gg ‘ Noncy Reagan ..
: ComputerVinys ... ! i i
E L?Al-mcrlﬁ mm Eonglessionnl Wives ... ;2 : 28 i 5:?3
 CoUPMION G 199 | B, oo g E—
| RS 4O).............. $17500.. 21000 | ooy TE 250 :mmm‘m"
¢ Storter Deck (55 cards) ... 800 ...9.00 : CounterRevolfion I L ke
¢ Starter Box (lﬂdetks)“.. .. 75.00...100.00 : Counterspell e 150250 N Bl Bt
[  Booster Pack (12 cords) ... 225 ... 2.50  Coverof Dokness . 15 .Lls0 § oo Y
|  BoosrBox (6 poks) ... e R | el s . 1.50 2509 : Mie Idea, It's Mine Now! ... 1.50
) : ¢ Giminol Overlords 080 . gkg P Uihomtorks . el
i TR : gmgnn{imdﬂing L. 600 ¢ CystlSkel T :gg 250 gl;:olr;a:r; KML R 2;3
] SAMES- 1 : Drogon lair... ... ... 6,00 : Cyborg Soldi o). 250 MHPANEES, connmoenmni
: g"'lSm (00 ... S000 .. 1000 Mo s . SN e — iy | D0 e DD
STunerDetk (60(ulds ~....800 .. 1000 : Monster Overstiike . U500 ¢ DeathMask 130 220 § LI L
tarter Box (10 decks) ... B00D... 10000 : Snlaing Diogoness 350 500 | Democos 3150 Perpetual Mation Mackine ... 355
: g Ding als
O0STEE PO e s iR NONE ¢ i Deprogmmme:—s' ‘ el o 180 PhO0G COmMPORY.........coonevoo 3
Buck W EXPANSION ¢ DinosourPakk 150 . 250 : Plogus of Demans ... 250
o ... L1505 conpn iy, | AR
Rl ... NI folSe (20 57500, 12800 | Dolosfordecenty 150250 PR S B
" T ———— 5200 Booster Pock (12 cards) ... 200 ... 225 ¢ EotthoRich . . - i BNE R e I
) : : g 150 250 : Ewerfm :]Is 0wn"jﬂke 150
L RWENTUES. WENT DOWN HEW LSTING | S
S E p
TEM®BER 19 95
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CARD GAMES

COLLECTIBLE

! FORGOYIEN REALMS

: | POWERCARDZ :
i (ALIBER GAMES SYSTEMS-1995 i TSR-1994
¢ Full Set (160 cords) ... $40.00 ... 6000 : FullSet(125curds) ......... $100.00... 150.00
: Storter Deck (Both Versions) ... 8.00 ...900 : (et pice includzs 25 booster exclusive ards)
¢ Storter Box (10 dedks) .......... 75.00 ...9000 : Booster Pock (15 cords) ......... 2.25 2.50
. : : ¢ Bouster Pock (15 cords) ........ 225 ...250 : Booster Box (36 packs) ... 80.00 . 9000
: ¢ Booster Box (36 pocks) ... 80.00 ... 9000 :
{ : : glutkstasfpnwer ............... 150 ...250
5 i 2 : | RAGE i Drogon Sloyer ... . 150 ... 250
i : WHITEWOLF-1995 ¢ Shotow Engines S150 o280
B Full Set (321 cords) . .......... $200.00... 300.00 : Tobletsof Fote... 150 ...2.50
s (s i soniosonnn J5 .. 180 ¢ ¢ Starter Deck (60 cords) ......... 800 ...9.00 : WordofRecoll.................. 150 ...2.50
:nr;(ess D:[S. ....... B Lo . t Starter Box (10 decks) ......... 7500 ...90.00 : = G "
Pg(;sim port .. 15? égg : : mﬂmgzmﬂ ......... 200 ... 205 yf‘gg}?ﬁ?ﬁgﬂ! GUARDIANS
...... L0 : er : d
Pyr. Mkt'g Schemes (Mag. Ins.) . 150 200 & s 5005500 i Full Set (325mld3)5 ......... .. 100.00
:mﬂ i?IUFrrogs .................. Y S 150 ¢ Starter Deck (60 cords) 10.00
Rgﬁ ut... 1 g 250 § ¢ Storter Box (12 decks) .. 110.00
Red&ﬂis : 1?5 %',50 i ¢ Booster Pack (14 cards) ..3.00
Reformﬁﬂrﬁﬁlh“uflsﬁmn B ]gg : Booster Box (36 pocks) 110.00
Relood! ............ 5 50,78 H 5 Mtheism Fote 250 350
Republicans e L5150 : Cult Following Modifer ......... 150 ...250
Resistonce is Useless! 250 ...350 : : (loymore Bombers Squodron. ... 250 ...3.50
Ié::r;:]lmnémw ...... ] ;g %gg : P.J'lyim?D‘SUFWE(UASHS?# : ¢ Speciol System Tisor ............ 150 ...2.50
Sy e o 130 Ty i A S25000... 35000 : Xris ond Mag Force 7 Persannel ... 3.50 ... 5.00
Robot Sea Mansters 75 ...150 i StorerDeck (76 cords) ......... 700 ...800 :
Ross Peiol oo 150 ...250 i StorerBox (10 dedks) ......... 65.00 ... 8000 :
SMOF. 250 ...350 : BoosterPock (19 cords) ......... 150 ...200 :
Sabotage ... 150 ...250 i BoosterBox (36 pods) ... 50.00 ...7000
guafdumﬁussefn ................ 75 ...150 i pooth Todbbmata :
aturday Moming Cortoons 75 ...150 i Anocch Trovblemkes ........... 400 ... 600 :
Savings and Loans 150 250 : Amane Librory o 400 L.600
Savings & Loan Scom .. 75 150 : Ivory Bow serve ....500 ...1000 : i |
Seonddl oo 250 350 : M;}:(_emSlmuh.... 400 ... 600 : = :
Secret Senvice .......... 150 ...250 § Polticol Al 400 ...600 : :
SecretsMun...TuKnuw e dS Sl § :
Seculor Humanists . Jol5 v dl) : sin arv-CANDY STOR §
Seize the Time! C e 150 .?20 : : SIM Y COLLECIIN
Senate Investigatin ommitiee ..250 ... 350 H Temede ”
Sen.rumsofc;guhv.vg vevvrrennens 150 250 : MAYFAIR GAMES-1995 m:‘&u;ih‘:‘&:‘;
ShangiHla ............. 150 ...250 § + FUl el s v et v S e e : —
Shroud of Turin . .325 400 ¢ Starter Deck (60 cards) ......... 700 ...800 :
Silicon Valley ... J75 ..180 ¢ : Storter Box (10 dedks) .......... 65.00 ...80.00 :
Sniper L5180 ¢ i Booster Pock (15 cards) ......... 200 ...225 :
Soulbumer .......... 395 ...400 ¢ i Booster Box (36 pocks) ... 60.00 ... 80.00 :
Sourhhn;erirfn Nozis. . 250 350 § i ——— i
Spasm of Violence.... U150 ...250 ¢ : :
ol . AE : | STARTREKTNG LINITED EVENT
Sibliandk. .. 375 400 ¢ ¢ Full First Edt'n Set (445 cords) $140.00..... 200.00 :
Sucked Dry ond Cast Aside! 75 150 F : (Set price includes 25 booster exclusive cords) STAR TREK: THE NEXT
s Spod AR © FE Storer Dual (110 cards) ... 10.00 ... 12.00 :  GENERATION LIMITED
Supteme Cout.... s s . Stortes Box (6 dual decks) ....60.00 .., 70.00 : DECIPHER-1594
Saaeokg ibfoans s g0 © FEBoosterPock (15 cords) ... 125 ...1.50  Cords ore black-bordered.
Tobloids .. RNLE © £ Booster Box (36 packs) ... 40.00 ... 50. Full Set (363 cords) ... $750.00.... 1,000.00
Tox Biegks w1 ¢ Full o Ediion Set (400-Cons Oaly) ... ¢ Storter Deck (60 cards)........ 1800 ... 75.00
ey Um0 ok i No Edition Starter Deck (55 cards) .. : Storter Box (12 decks) ... 200.00.... 275.00
R s e i No Edifion Starter Box (10 decks) ... o : Booster Pack (15 cards) ...... 10.00 ... 15.00
Thuusund Paints of Light, A 75 180 i ¢ No Edifion Booster Pock..................... NONE : Boaster Box (36 packs) ... 25000 400,00
T WO - s icns s 50 ...350 : : ?E%m"m{'sf' (42{5«.;5;)140,00.__20@_00  Unlisted Singles ... .30 ... 40
Troding Cord Game (Mag. Ins.) ... 1.50 ... 2.50 : i SEStorter Deck (110 cords) ... 12.00 ... 15.00 : _—
Tlben] Common ... 250 ~-350 § NN ; SE SurerBoc (duck) ......7500 9000 § Mhen Esied .. .oooooooooo 400 600
17— 150 250§ Riset (’269mrds’) $125.00.... 20000 i SE Booster Pack (15 cords) ... 1.50° ... 175 ¢ Algxnnderkozhenko 125 ...200
Lond Hewopes ... 325 A0} i Dok (0GB 200... 20000+ SE. Booster Box (36 poce) ... 5000 .. 4000 ¢ Ak ... 500 ...8.00
Ulucky 13 TS s Srunaﬂox(i[)dmks) sl H i Alien Abduction . Iy e 11
el i 375 400 P o Puk(lﬂ“ o A0 ey | MDY 150 ...250 i AlenGroupie ... 2350 ...5.00
Up Agginst the Wall 150 250 ¢ BDW:TBO'; “0 mlks) 000, 1300 i Midright Goddess of Mogic ...... 1.50 250 : Alen Parosites 1500 ... 250
Volemo: o 75 150 % 4 PO =8 W TR Potion of Firebreathing 150 250 : AienProbe...... 1500 ... 250
Voudoristas .. T 150 § pho Bvhar 350500 Siefiel: o reiisnans 150 ...250 & Ayonno Nechayey... 400 ... 600
Warehousz 23 oI5 T b e e R I — 150 ...250 i MysaDgowo ... 125 ... 200
Weak Lin, The . 150 280§ giome e o) ana ;o .., 50 230
Weather Satellte. ... 75 Ep i D:bnfuﬁliegari . ! RAVENLOFT EXPANSION i Amore ... SB35 el 00
Witheing Cutse ............. 150 250 § pon o g | BRI £ Jnogharc Oroabun - J5 ... 130
Word Cup Vitory ............. T R sl | B 00l e $70.00.... 100.00 imﬁ“'cﬁﬂ”’aa ----- i {ggg
WordWor3 ..o 150 250 % Y : i Booster Pack (15 cards) ... DR EGS] @ AiHime Aromaly . 600
: %ﬁ’;ﬁéﬁ@ﬁﬂ ¢ Booster Box (36 pucks) ... 50.00 ... 60.00 : hemus—Skin of Bl .. -800 ... 1200
ILLUMINATI: NEW WORLD  : ;7/cciirc 005 e Ravenlof 15 50 : ﬁiﬂd 'Sﬂil:iémry """""""" \ ;g o ;gg
ORDER Sl bt ¢ Costle Rovenloft ............... 50 ...250 : Aulolestuct sequence ......... . - L
STEW_lf.(ilZEfJH'E.‘J.I.E-EE?En : E&S;:m{(‘fadgms) """" 57%8'0332 : Headloss Horsemen . 150 ...250 i Avert Disoster .......... 400 ... 6.00
Cord names ore in various colors. B B GO 11000... 13000 : High Moster Ilthid 150 ...250 ¢ B,.H.m """" 1000 ... 15.00
FullSet (412 curd) ......... 750.00... 35000 R— A R eol Teror . 150 ;S0 i BUK... ol seneal
Sture Deck Dl (110 cords) .. BOO . 1000 £ prcy 350 500 : Rmgof Regencraion . N850 o250 3 B s by =g
Storter Box (5 dual decks) ..., 30,00 ... 5000 © (e 400 600 o, e dd eochal
Boceler Pock (15 k) e 200 .. 295 [hmpBabnanir‘l;L:m "3 k| DRACONLANGE EXPANSION EustluysPmtcplusmw(ﬂiseuse ...6.00 . 1000
Booster Box (36 padks) ..... 7000 - 8000 £ byl it ... 35 A | et $7500... 12500 o e 00 20
Single Cords..................0.5=1x Limited Price  po. = oes e FllSeR(125) o 00...12500 i " TG00
9 ¢ Rain of Walus 250 ...350 : : (Se;pntemc[udesi‘f; booster exclusive cords) EevﬁrlyCmsher 18.00 . zggﬂ
P ANCION : Booster Pack (15 cords) 175 : Boch ... 225 ...3.00
1 RE—— : Booster Box (36 padks) ....... 50.00 .. 60.00 ignk s s 129 "1§OD
i B Shp. e ssonsnsains 12.00 ... 18.00
g””;g:igl(]kiénﬁd:;ms')‘ """" S?ggg wg'gg ¢ Bupu'sEmerald .............. 150 ...250 ¢ BV"U'SWWDOHE"hUﬂ(elTIEN ... 100 ... 10.00
g Bw? Bor (60 packs) 000 ]30 ¢ Hozylmoge ................. 150 _..250 & Chalnoth..oomsmmmmanmee 75 2 50
i Booster Box (60 paks) ... 00. 13000 o of the Lost Home........... 150 ...250 : Clooked Mission .. 150 ... 250
: ¢ Krymn Minotois ............... 150 .. 2.50 : CosmicSting Fragment ......... 125 ...200
 Tosslehoff Burdoot 150 ... 2.50 Cover Instollafion ................ 75 ... 150
iF © PRICE NOT AVAILABLE
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Covert Rescue Kell e is summnmnaanavess 150 ...250
(oSS e Kevin Uxbridge ... 150 ...250
Crystalline Entity ... i Fhozam  .......... .8.00 ...12.00
Cultural Observation ... : Khitomer Reseorch 350 ...5.00
Cytherions ......... ¢ Kivos Fojo—Collector ... By L 3.00
Dorion Walloce .. P00 s i 75 1.50
DafolR AR S [ — J5 ... 150
Deanna Troi ... ¢ Klingon Death Yell................ 6.00 ... 10.00
Devil, The ... ¢ Klingan Right of Vengeonce ... 15 1.50
Devinoni Ral ... T Konmelenmnnmnnias 75 1.50
Devorgs............ ¢ Kol ... N L 1.50
Diplomacy Mission . ¢ Koroth . ... 150 250
Distortion Field........... R 0 e ... 150 2.50
Distartion of.... Continuum ¢ Krios Suppression salh 1.50
1770, S —— ElL( ) [ 75 1.50
Dr. loForge ... ¢ Ktorion Gome . .4.00 6.00
Dr. Leah Brohms (L — .500 ...8.00
Dr.Reyga ... : Kurlon Nokos ... .8.00 ...12.00
Dr, Selor ... 2 R s .700 ... 1000
Dukoth ...... R ()| S 125 ... 200
DS iy ¢ Lech Brahms ... .500 ...8.00
FHAdrel Creature .. i Life-Form Seon...... 150 ...250
Fnergy Vortex ... ¢ LongRange Scan 5 150
Engineering Kit. .. i LloreRetums ... ..8.00 ...12.00
Fric Pressmon .. i lore's Fingemail ... ..7.00 ...10.00
frono Jol ... T 10.00 ... 15.00
Evocuation ............ : Lwaxonno Troi ... .8.00 ...12.00
Fyoluate Terroforming. .. : Morriorchol Sodiety ... o L 1.50
EXOCOMP - ecvvnnnnn, P Mcknight .......... o0 o250
Explore Black Cluster ... i Medicol Relief ....... .350 ...500
Explore Dyson Sphere... i Medicol Tricorder ... L1235 ... 200
Explore Typhone Exponse. .. I Mendk ....... .. 600 ...10.00
Expose Covert Supply ... i Mendon ........ sl 1.50
Extraction ............ : Menthor Booby Trop L1 1.50
Federation Outpost i Mercenary Ship ... L0225 ...3.00
Fek'Ir «nvinienns : Metophasic Shields ... coved v bl
Female’s Love Inferest .. i Micovios ... ) 1.50
Firestom. ....oonn.e Dok s .1.50 2.50
First Confact ... DoMoog e L 1.50
Flagt Admiral Shanthi ... ¢ Morgan Bateson ... .5.00 8.00
Full Plonet Scon ... S Mot the Barber 125 ...2.00
Gaps in Normal Space : Movar ... 150 ... 250
Genetronic Replicator ... PONVek ... 125 a2
Geordi La Forge ... : Noglhm ... .6.00 8.00
Sl s amvamiaa 2 NOiteS) <scvmnnnanaiii I5 1.50
Goddess of Empathy oMotk . .. 225 ...300
ot = wwsisswwmimani : Nousicoons ......... S ) 1.50
Gowron ------- : Neor-Worp Transport . L1.25 ... 200
Gravitic Mine. ... ¢ NeeloDaren ....... .8.00 ...12.00
Hoakona ... EE | [ L5 1.50
Hannoh Bafes ... ¢ Neurol Servo Device . 150 250
Halo-Projectors ... ¢ NewContact .......... L350 5.00
Hologrom Ruse : Nikoloi Rozhenko ....... L 150 2.50
Hanor Chollenge .. ¢ Nitrium Metol Porosites . L1030
Horga'hn «oeeveeenneni : NowhSatie  .......... .1.50 2.50
Hugh vooreoemeeeeenianien, P NDag.......... : 180 i 250
Hunt for DA Progrom  Null Space .......... 150 ...250
Husnock Ship .o, i Nutational Shields ... 125 2.00
HyperAging L [ 2.25 3.00
prce Bortos ... Pator ToffAlien Troder ... 210 1.50
[KC Bk .. E ok . 225 300
|K.C. Hegh'to ... i Porem ... . .. 150 250
1.K.C KVort : Porticle Fountain L5150
|K.C. Pagh...... i Pegosus Search ... .. 350 ...500
LEC QuVar ... ¢ Phosed Matter ... wesandd n 180
1K.C VorCho . 60 5B e I e 500 .. 800
KCVom oo 60 i PlunderSite ................. 150 ...250
{conia Investigation 00 : PorfolGuord ... e 12500200
Icgnian Computer Weapon . I T 8.00 ...12.00
ssoble Door ... 1 R e ———— 350 ...5.00
Incoming Messuge—Federation 00§ Rodiouctive Gorboge Scow ... 150 25
ncoming Messoge—Klingon 00 | RosetheStokes ... 15 200
Incoming Messoge—Romulon ‘00 : Rebel Encounter ... 250
Iaiphose Geneor " 00 : ReginodBodoy ... R00 9
nvestigote Alen Pobe 00 Relief Mission .............. .. 125 .. 200
|nvestigote Disoppeatnce 00 ¢ REM Fafigue Hollucinotions .. 225 ...300
nvestigate Disturbance 00 : RESD 75 150
nvestigate Mossace ‘00 Restore ErontMoon .. 225 .. 300
Jnvastigate Roid 00 : Richard Galen ......... 500 g0
nvestigate Rogue Comet 00 F RV 150 750
|nvestigate N0l 00 & Rolomn ooovviviniiin, ., 800 ... 1700
asfigote Sighting . " 50 : RogoDonor ... 1000 1509
!nweslis{rﬂ'e Time Confi T Runt;(bﬂm L5 s
i P v e 225 ...300 i Sorek........ 10, o G
:thglun Shrek=nformation Brgfey 500 .. 800 o Swignkn ... 483 ) 3283 :
i ¢ Picord 4000 .. 5000 : SorthongPlunder ... 3 30
Jonnia D'5010 150 ..250 i Su}clk .................... 700 . 1000
JorBil e L 105000 ¢ Science Vessel ... " " 7 1‘5
Juggler, The o 75 150 i Sewef Sohoge.... ; 20
eyt 700 1000 : ggfk“fﬂm
K'mpet <ort e J5 150 ¢ Seld e,
K‘Iuilw,--—---' ,,,,, 75 150 : Shoko, When the Wolls Fel
K'Vodo - -- o 105 00 3 Sl e,
Kohless - -« oo . 600 ... 10.00 : Sirlsonc Newton .
foreel 000 -0 75 150 ¢ Sima Kekami ...
Y Korgam oot 500 . B000 F SO sossesssasasiiigg
N
WENT UP WENT DOWN
N e

: USS. Enferprise. .
¢ USS. Excelsior ...
D USS. Goloxy .oovvneniininnnns 150 ...2.50
i USS.Hood .......

¢ VaronT Disuption ...

i Williom T. Riker .........

+ Starter Box (12 decks) ..
¢ Booster Pack (15 cards) ..

t Spocedock ..................... 75 ...150
¢ Static Worp Bubble ...
¢ Stutegic Diversion. ...
i Study “Hole in Space” .
¢ Study Lonko Pulsar ............ 3. 7 H
i Study Nebulo ............. ..350 ...500 :
¢ Study Plasmo Streamer o : :
¢ Study Stellor Collsion ...

i Subspoce Schism ................75 ...150

i Supemova .......... . 700 ...1000 :
1 Survey Mission  ............... 400 ...600 :
TP e, 150 ...250
5 Tolbokieverrc e 125 w200 3
: TomEbun............. vesre 000 o 00000 3
: Torellion Plogue Ship ... 150 ...250

P ToshaYor.............. -+ 1000 .. 1500 3
i Tebok ... L )

Telepulhiu\ﬁan'ki'd.n.ﬁ;jfaér.s.......A2,25 ..300 ¢
: Temporal Causality Loop ......... 400 ... 600 :

....3000 ...
.. 150 ...250

i USS. Phoenix ..............800 . 1200
2 USS. Sutherlond ... A 350
¢ USS Yomato.....ooocnnns 800 ...12.00 :

R I 8.00 ...10.00

Vulcon Mindmeld ............... 125 ... 2.00
¢ Vulcon Stone of Gol ... 12.00 ... 18.00
: Worp Core Breach ... 350 ...5.00
¢ Wesley Crusher ............... 18.00 ...

i Where No One Hos Gone Before ... .75 ... 1.50
Ay . :

_ 0.00 ...

: Wind Doncer ... .4.00 ... 600

Wl L 20.00 ... 30.00

¢ Womhole ..... Lavbie s 00 e 00

¢ Wormhole Negofiations ......... 400 ...600 :

¢ Tibalion Tronsport .........cooees 15 o 150 3
STAR TREK:THE NEXT

!  GENERATION UNLIMITED

: DECIPHER-1995

i Cards are white-bordered :

¢ Ful Set (363 cards) ... $225.00...300.00 :

: Starfer Deck (60 cords) ......... 8.00 ...1000 :

3 Booster Pack ..........oceeeeeeeeeeieenas NONE

L

a8 w50 3
125 2 i
325 ..400 |

¢ Inferno Round Kick
: Mask of Genghis Kohn .-
: Psychichova ... 2.50

. 800 ...1200 ¢

.- 9000... 11000 :
L2580 .. 300

i Searet Treasure .
i SiverCod ...
Wyvern ... )

p T E M B

S GAME SYSTEMS-1994
1.5, GAME SYSTEMS-1994

ER | 9 995

¢ Temporal Rift ............. W) 250 3
¢ Test Mission ... 125 ...200 :
S I 75 150
: Thomos Riker. .. 12.00 ...18.00 :
¢ Thought Maker ... 10.00 ...15.00 :
i Time Travel Pod ... .....500 ..800 :
i Toby Russell ......... P R LT
: Tokath ... 150 ..250 i Rl
PTomalok L 700 ... 1000 : StorterDeck (55 cards) .........7.00 ...8.00
[ T 125 .., 200 ;i StorerBox (12dedks) ........... 65.00 ... 80.00
O 150 ...250 : BoosterPock (Bconds) ..._..... 125 S S5
i s e 1.25 ...2.00 : BoosterBox (60 packs) ...... 75.00... 100.00
i R, 6.00 ... 1000 :
Torin ... .75 ..150 : [ULTIMATE COMBAT
EoToxUthat L. 800 .. 12.00 ;i ULTIMATE GAMES.1995
: Tronsworp Conduit. ... 125 ...200 : FollSet(150 cords) ......... $75.00...125.00
¢ Troveler, Tge:Tlnn}(’anden(e......1‘.25 L300 gzggz&(mm) --------- 800 ...9.00
¢ Treaty: Federation/Klingon  .......75 ... 150 : o e el g
© Treaty: Federation/Romulon ... 75 ...150 : BoosterPock (15 cords) ... 2
¢ Treaty: Romulon/Klingon ..........75 ... 150 : BoosterBox (36 packs)
¢ Tsiolkowsky Infection ............ 400 ..600 :
¢ TwoDimensional Creatures ... 225 ...300 : DeingBliz ...
3 USS. Bitoin ... ....800 .. 1200 : Boken ...

© Booster Box (36 pocks) ... 80.00...100.00 : Fyf Promere Set (135 cards) $350.001... 450,00
¢ Single Cords. ........... 0.25-0.35 Limited Prices £y Limited Set (239 cords) ... 400.00.... 500.00
: + Storter Deck (60 cards)......... 12.00 ... 18.00
SUPERDECK! ¢ Storter Box (12 decks) ... 150.00... 200,00
: CARDS SHARKS-1994 ¢ Booster Pack (15 cords) ... 7.00 ... 10,00
© Full Set (160 cords) ..o $30.00 ... 50.00 : Booster Box (36 packs) ... 250.00.... 400.00
© Starter Deck (40 cords) -........3.00 ... 500 ¢
¢ Storter Box (10/decks) ...~ 30.000 ... 5000 : GoldiCord:..o.. i i
* Pick o Treosure .
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find the most extensive card descriptions for Magic:
The Gathering available, along with one other
collectible card game that is the Player’s Guide
Spotlight of the month.

EXAMPLE LISTING

" <o 1 TUTL -
Boak of Ro= U e S b DK : Disrupting Scepler F-RTw
2: Seaifie 2 e o drow | cad. : 3, T: Opponent must discrd
Bottle of Suleiman R see iy ;ﬂ mﬂﬁu : = dmzu(uﬁmdmmmj
1: Flip a coin. If opponent wins, do 5 damega o you ¢ Droconian (ylix
Botls of Suleiman. Otherwiss, immediately replace Bottla of ZTMMMW
smammwnuqmmwsmammm : nmtmm |
© Bromze Tablet RERe Wa 6 AQ4H : A

4Tmlmmpmrscadnplwmmmﬂmd&mu : 2 +I/+0misnddm
Tablat from game (play o an intemupt). You now own taget card, Ebony Horse A

and your oppanent now owns Bronze Toblat. Exchange is pemanent. © 2: Unlap one of your oft
Oppanent moy counter Bronze Toblet by saaifidng 10 We. Bronze  : cttocked, except that dat
Tablet enters play g anather aeatura. |

* (mdelobraof Townos ART R esess [Sh | AQ : Hvenlyre I3
X: Uniop X seperats lands. - 1, TSoainElvsn Lyre

Celestidl Prisn T U eeese jWe 3 ABURATH : of . |
7k Thmdslmmdwdu(plwosmnmi) i @ Feldon's (ane AR

© Chags Orb ART esee  jiTo 2 ABU : 0 Reshuffle your groves
I: Hnmdﬁmwldmamlfltmom%ﬂdumm :

from gome when it e

A Botile of Suleiman is an artifact that is rare, it hos a three power
rating, and it was painted by Jesper Myrfors. lts casting cost is four
mang; it's available in Arabian Nights and Revised. Flip a coin and if
the coin ends up in your favor, you get a 5/5 flying artifac! creature;
otherwise, you take 5 domage. How do we know all that? Because our
Lord Satan told us. No, no, just kidding. We know all that cool stuff
because we've read all the cool reference charts listed below. Satan

m;  memaymon
- eoch lost land.

InQuest is proud to present
a no-mess, no-fuss guide
to card rarity. Forget about
rarity ratings like U3, C1 or
R2-D2; 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
Everybody’s got these. They're the
cards you get by the fistful when you
buy pucks. Good stuff, but not very
expenive.

u Uncommon
These are a little difficult to come by.
You usually get a couple of these per
puck, and depending on how useful
they are in gome play, some carry
heavier price tags than others.

R Rare

What you need to know about the InQuest MAGIC Players Guide

The InQuest Player’s Guide is meant to serve as an aid
in playing collectible card games. Every month you'll

POWER
RATINGS

had next to nothing to do with it.

Whoa momma! You only usually get
one of these per pack, and some of
the price fags atached fo these bubies
make Donald Trump soy “Wow.”

F
SHELKIN BROWNIE CARD DESCRIPTION
A — Cord Nome.
B — Card Type. A Summon Faerie means the Brownie is
o creature of the genus Faerie.
€ — Text. The description of exactly what the card can do.
D — Flovor Text. A sometimes funny or informative quote,
6 usually historical in nature.
E — Anist’s Nome.
F — Custing Cost. Mr. Brownie costs one green and one
other mana 1o summon into play.
G — [:runsmn Symbol. This tells you whot set the cards
belongs to; in the Brownie's case, the column symbols
- means he is from the Legends set.

M Power/Toughness. Only present for creatures.

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

sese Excellent. These are
cards that go into winning decks.
They're not always worth going out
of your way to accommodate, hut if
the color is right, these cards should
find a place in most decks.

see Average. These cards
generally round out a well-funed
deck. Mony cards in this category
complement a variety of other cards
that may be in your deck. Which
cards you use from this category
depend lorgely on what your deck
concept is, and whether or not they
complement the four- and five-star
cards your deck contains.

e+ Poor. This calegory includes
many common creatures and spells
that are often passed over in favor of
more powerful cards with similar
casting costs. It also includes cards
that may seem powerful at first
glance, but are actually discarded
more often than played.

*The Worst. There are
three basic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, but at a higher casting cost or
other demand on the caster. The
second includes spells whose uses are
very obscure. There may be an
average card comhination that
includes these cards, but they are
often too difficult to execute in order
to be worth your while. Finally, there
are cards that seem fo be “fillers.”
They often leave players wondering
if there is a good use for such cards.
Usually, there isn't,

— Inapplicable. These
cards are hasic resources. You can’t
win a game playing only these cards,
but you can't win without ‘em, either.



SET

ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.
Alexander, Rob RAI
Asplund-Faith, Randy RAF
Baroh, Julie 1Ba
Beard, Edward Ir. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforth, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, James JEr
Everingham, Sandra Skv
Foglio, Kaja KFo
Foglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinton QHo
Hudson, Heather HHu
Jones, Fay Flo
Koman, Kerstin KKa
Kane-Ferguson, Richard RKF
Kimble, Mike MKi
Kirschner, Scott SKi
Leonard, Nicola NLe
Maddacks, Anson AMa
Masness, Phillip PMa
McNeill, Harold HMe
Menges, Jeff A. IMe
Meyer, Ken Jr. KMe
Morrissey, Pat PMo
Myrfors, Jesper My
Organ-Kean, Margaret MOK
Paole, Mark MPo
Raabe, Mike MRa
Rush, Christopher (Ru
Rusu, Andi ARu
Shuler, Douglas DSh
Snoddy, Brian BSn
Spencer, Ron RSp
Tedin, Mark MTe
Thomas, Né Né NTh
Thomas, Richard RTh
Thompson, Ruth  “« RTp
Tucker, Drew DTu
Van Comp, Susan SVC
Venters, Pete PVe
Wackwitz, Bryon BWa
Wiinerstrand, Tom Wi
Waters, Anthony AWa
Weber, Amy AWe
Whelon, Michael MWe
Williams, L.A. LWi
Willich, Dameon DWi

CARD TYPES

Artifact Creature
ART Arfifact
w Cumulative Upkeep
EA Enchant Arfifact
EC Enchant Creature
EE Enchant Enchantment
EL Enchant Land
N Enchantment
W Enchant World
INS Instant
INT Interrupt
LAN Land
SC Summon Creature
SOR Sorcery

ABBREVIATIONS
A Alpha Limited
AQ Antiquities

AN Arabion Nights
B Beta Limited

DK The Dark m
FE Fallen Empires
4th Fourth Edition
1A lce Age

LG Legends

R Revised

u Unlimited

SPOTLIGI-I'I"

This month we take a closer look at White Wolf Game Studio’s
Rage. Bused on White Walf's hit roleplaying game Werewolf: The
Apocalypse, Rage pits packs of werewolves against one another as
players battle to acquire o preset number of victory points. To find out
more about Rage, take a look at our review on page 18, then flip
back here to get a quick jump on the game.

RAGE CARD DESCRIPTION

A. Card Name: The name of the charadter or card.

B. Renown: The value or experience of the card. A
card is worth its renown in victory points.

C. Tribe: The tribe of werewolves to which the
character or card belongs.

D. Auspice: The phase of the moon under which the

choradter was born. F
E. Breed: The natural form of the choracter.
F. Rage: Just how much it takes to piss off the
character. For domage cards, this is the minimum
requirement for o non-bluff attack.

G. Gnosis: For characters, the strength of their
connection to the spiritual world. Many Gift
and Equipment cards have minimum
Gnosis requirements.

H. Health: The amount of damage it fakes fo kil
a character.

I. Type: Certain cards fall under o specific category
that s referred o by other cards.

J. Requirements: For some cards, the fribe, auspice,
or breed required fo use them.

K. Damage: The amount of domage dealt by o
combat card

L. Special Abilfies: For many cards, specific
information on their function in the game.

M. Artist: The quy or gal who brought the card
1o life.

N. Hologram: Completely useless trademark of
Upper Deck, the card printers.

Pack Teren

it )

Wenorao

> 2 a0

B
E
L
N
1
L
G
J
N
K
|
N
Here are the artists for
Alexander Gregory ............... AGr
Andrew Kudelka ....ooovvvneeen. AKu
Anson Maddocks............ ... .AMa
Aileen E. Miles
Alon Pollack .......
Alex Sheikman

Brion Dugan ...
Brian Le Blanc

Chris McDomough — +ovvveeeennes Mc
Chris Moeller ...coovvveevannnnnnns (Mo
D. Alexander Gregory «........... DAG
Dennis Calero. .....ooovvereiniens DCa

ARSI e ol L

Drew Tucker ........ccoeeeenn., DU
ExAllen)Simith o2t ot R EAS
Erin Dixon'zoss. otdes E8 RN BE EDi
John Bridges .................... JBr
John{Cobh; S Mk 510
James Daley 2,
Jeson'FelinC o ety s R
Joshua Gabriel Timbrook ......... J6T
JeffiHoltis S o e

Jesper Myrfors ..................
TefFiRebner ... v e
John K. Snyder [1
Jamie Tao Kelsum

John Van Fleet

Ken MeyerJr. ... ..
KevinMuprhy ..................
Kathleen Ryan ..................
Lawerence Allen Willioms ......... LAW
Log Mi!Frelds 51 0 9l B0 W 00 LFi
Larry MacDougal  .............. LMa
Lowerence Snelly.................. L5n
MikeiChavey ! escs st et Mh
Mike Donzo il St se il MDa
Mike Dringenburg ............... MDr
MattiHaley's oo el ot
Mark Juckson

Matt Milberger ..........

Michele Chianello

Omaha Perez...............

Quinton Hoover ..................
Richard Kane Ferguson ............ RKF
Paul Lee Ny Ple
Ron Spancer . EENEG— RSp
Ron Stotes ... S RSt
Steye,Ggnar term T SGs
Shaggy Dixon ..................... SDi
ScottHompton ................. SHa
Tony Diferizall L.kl TDi
Tony Harris

Tom Simmans

B HR: I
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Dark Sphere

Delif's Cone ART

Delif's (ube

Hame Kind Rodfy Rating  Aist Cost  Sets Found
Desaiption
: retums to nomol.
: Dancing Scimitar AC R eee Mg 4 ANR ATH

Flying. 1/5.

M U eeee }ile 0 DK
T: Sacrifice Sphere to prevent holf of the domage done to you by o
single source, rounded down.
Ues Me0 FE
T: Soaifice Delif’s Cone, If torget creature you control ottacks ond
isn't blocked, you moy take its power in life. If so, it deals no
damage fo opponent this tum.
ART R eess MTe 0 FE
2, T: If target reature you control attocks ond isn't blocked, it decls

Hame Yod Ry Rofng At (o SesFond  Name Gnd Ry fofng At ot Sesfand : o damage fo opponent this tum; instead put o cube counter on

Description Desaription : Delif’s Cube. Poy 2 ond remove o cube counter fo regenerate o
; i : target aeature.
¢ Celestial Prism ART U eees AW 3 ABURATH : Digbolic Machine AC Uee M7 DK ATH

Acolipile BT R ees  HHy 1 i 2,T:Provides 1 mana of any color (play os on interrupt). i 3:Regenemtesd/d.

1, T: Sacifice Aol to deal 2 damoge fo any forget. : @ (hoos Orb IRT R sess g 2 ABU % Dingus Egg AT R ee Dt 4 ABURATH

Al-gbara's Carpet R eees [fp § i 1:Flip card from height of one foot. If it rotates 360 egrees, ony 3~ Whenever anyone loses o land, do 2 domage to tht player for
5, T: Prevent all damoge done fo you by ottacking nonfying eatures, :  Cord Choos Orb Jonds on or touches s remaved from play. I eachlostlond.

Aladdin's Lomp AT U eee MTe 10 ANR4TH : GtyinoBottle ART Re DIy 2 AN Disrupting Scepter ART R ese Dfr 3  ABURAIH
X, T: Instead of usual drow, drow X cards but toke only one into ¢ Remove oll Arabion Nights cards from ploy; prevent new onesfrom &3, T: Oppanent must discard 1 cord of his choice. Can only be used
hond. Shuffle the leftovers ond put them at battom of library. i being putinto play. P duing tumof controller.

Aloddin’s Ring MRT U eee Dfr B A4ty oy Statve Cooee iy 4 AOATH ¢ Droconion Cylix ART R oee B 2 FE
8, T: Do 4 domage to any torget. i 2:Regenerates. 3/1. i 2,T: Randomly discard a card from your hend to regenerate

Alchar's Tomb ART R eese il 4 16 : Codwork Avion AC R oeee RAFS AOATH i forget ceature.

2, T: Change the color of torget permanent you control. : Flying. Put four +1/+0 counters on Clockwork Avian. Whenever & Drogon Engine AC Cee M3 ANRATH

Amulet of Kroog AT C e»  MOK 7 MATH : Avion ottacks of blocks, discard a counter. During his or her upkeep, 3 2 +1/+0 until end of tum. 1/3.

2, T: Prevent 1 domoge fo ony torget. : controller moy purchase lost counters for 1 per counter, whichtops ¢ Ehony Horse ART R e DWi 3 ANRATH

Ankh of Mishra MRT R e AWe 2 ABURATH : hiian., 0/4. : 2: Untap one of your atfocking creatures. Treat torget os if it never
Do 2 domage to any player wha puts o new lond into play. attacked, except that defenders assigned to block it may not block

Arena of the Ancients ~ ART R e Wi 3 16 onother ceature, )

Tap oll Legends when casting Areno. Legends do not untop normally i Even Lyre ART R e Ko 2 FE

during untop phase.

Armageddon (lock AT U ee  AWe 6
for egch counter on Clock. Anyone may spend 4 during ony upkeep
1o remove 0 counter.

Ashnod’s Altor BT U e
0: Sacrifice one of your ceatures in play to odd 2 fo your mana pool
(play os on interrupt).

Ashnod's Battle Gear ~ ART U == Mpg 2
2: Make one of your creatures +2,/-2 for os long os Ashnod’s Batfle
Gear s tapped. You moy choose to leave Ashnod’s Battl
Gear tapped.

Ashnod's Transmogrant  ART [} eee  AfTe | A
Make forget nor-artifuct creature on arifact creature with +1/+1 (it

retoins ifs original color s well). Discord Ashnods Transmogrant affer  :

it has been used.
Balm of Restoration ART R oo
1, T: Sucrifice Balm of Restorafion to toke 2 lfe or prevent up to 2
damage to any farget.

Borl’s Coge 18T R eese TW 4 b
3: Torget reature does not untap os usuol in ifs controller’s next :
untop phase, i

Basalt Monolith IRT U eee iy 3 ABUR :
T: Add 3 o your mana pool. Spend 3 to untap of any fime. ¢

Battering Rom AC (oo M 2 AQ,4TH

Bands when attucking. Battering Rom destroys any wall blocking it
but wolls deal their domoge before dying. lu},l, g !

o Black I.uiusd " ART R eesss (Ry
1.: Discard to odd 3 mana of eny single color to your mana pool.

Block Mana Battery ART rlltv :1.9. Ml.uv# i
2, T: Add o counter fo Block Mana Battery. T: Add B to your mana
pool. Remove as many counters as you wish, odd B for each counter
removed (play os on inferrupt).

Black Vise AT U eeee ETh |
Do | domage for each cord over four apponent has in hond during

upkeep.
Blue Mana Battery ART R eee  AWe 4
2, T: Add o counter to Blue Mano Battery. T: Add U to your mana
pool. Remave os many counters as you wish, add U for each counter
temoved (ploy os on interrupt).

Bone Flute Uee (R 2 o :
T: Give oll cregtures -1/40 until end of tum. :

Book of Rass MRT U e SEy 4 0K
2: Socrifice 2 life to drow 1 card

Botile of Suleiman ART R see  Jy 4

1: Flip 0 coin, If opponent wins, do 5 damoge fo you ond discord
Bottle of Suleiman, Otherwise, immediotely reploce Bottle of
Suleiman with a Djinn Ig!éen. which is 0 5/5 fiying orfifoct creature

Brass Man U eee (Ry | ANRATH
Pay 1 during upkeep to untop. 1/3.
Bronze Horse AC R e MPo 7 6 :

Tromple. Reduce to O oll domage to Bronze Horse by spells torgeting
it whenever you control an oddifionol reature

© Bronze Tablet M R e Wi 6 AD ATH
4: Target on opponent’s cord in play; remove forget ond Bronze
Tablet from gome (play os on interrupt). You now own forget cord,
ond your opponent niow owns Bronze Toblet. Exchange is permanent
Opponent may counter Bronze Tablet by socrficing 10 ife. Bronze
Tablet enters play topped.

o (ondelabro of Townos  ART R eeses [Sh | ]
X: Untap X separate londs

80 M, Q U E 5 T

MORATH
Add counter during upkeep. At the end of your upkeep, do 1 domage :

Ma 3 M

R

oK 2 fE

ABU
A

: ockwork Beast 13
ABURATH :

GATH

MR

- (Coral Helm ART

AUNINY-TYINIWA TS

) greaf fastes rolled info one!

R osee Dly 6
Put 7 +1/+0 counters on Beost when cost. Discard o counter ofter
Beast attocks or blocks. During upkeep controller may pay 1 and top

Roee AWe 3
3: Give torget creoture +2,/+2 unfil end of fum, Whenever you use
this obility, randomly discord o card from your hand. Corol Helm
connot ba used unless you have cords in hand

Crystol Rod MRT U e AWe |
1: Take 1 life for ony blue spell cast. Can only give | lfe for each
fime o blue spell is cost

Cursed Rock MT U e Rh 4 AQATH :
Opponant must discord to 4 cards during discord phose 3
Cydopeon Tomb AT R ese Ay 0

2: Tom o lond into 0 basic swamp. If Cydopean Tomb leaves play,
eoch subsaquent tum one lond tronsformed by Cyclopaon Tomb

o Feldon's Cone ARI

| © Fellwr Stone ART
Flying Carpet

‘ Forcefield

¢ Gauntlet of Might

ABURATH :
i Green Mono Battery

AT
|mplements of Socrifice  ART R eoe
ABURATH

Iron Star ART

hBU

1, T: Sucrfice Elven Lyre to moke o target creature +2/+2 unil end
of tum.
U wese Ml | 10
0: Reshuffle your groveyord into your library. Remove Feldon's Cone
from game when it is used, refuring it o ifs owmer's deck after the
game is over.
U eeee Qfp 2 DK 4TH
T: Produce 1 mana of any color thot oppanent’s lands may produce
(play as on interrupt).
ART R eeee M 4 ANRATH
2, T: Give one creature flying obility until end of tum. If forget is
destroyed before end of tum, so is Flying Carpet.
ART R weses Iy 3 ABU
1: An unblocked creature deals only 1 domage. This effect can be
used against multiple crentures.
Forethought Amulet MRT R eee B 5 16
Fay 3 during upkeep or destroy Forethought Amulet. Prevent ol
domoge over 2 done to you by a sorcery or instont.
Fountain of Youth ART U eeee DG 0 DK

2, T: Goin 1 life.
AT R eeses (Ry 4 ABU
Al mountains produce on extra mona. Give allred crentures +1/+1.
Gountlets of Chaos MRT R esse [ 5 16
Sgifice Gountlets of Chaos fo toke contiol of  lond, reature, or
artfact. The target’s former controller moy then control one of your
permanents of the some type. Control of these permanens reverts
when the gome ends. Destroy enchontments on troded permanents.
Glasses of Urza ART Ul s DSh 1 ABURATH
T- Look f opponent’s hand. No, his cards!

i ian Sylex AT R e Kka 4 AQ

£ Gﬂlg?;h Dis;m):nll Antiquities cards, including Golgothion Sylex, from play.

Grapeshot Catopult AC C eee DFr 4 AQATH
T: Do 1 domage fo o torget flying weature. 2,/3

R oese  (Ry 4 1G,4TH

2, T Add o counter to Green Mano Bottery. T: Add G to your mana

Beast to regain a lost counter. 0/4 H pool. Remove as many counters os you wish, add G for each counter
Coal Golem M Ue (5 DK i removed (ploy os o interrupt).
: 3: Sacrifice Golem to odd RRR to your mana pool.3/3. ¢ Helm of Chatzuk ART R eee Mg 1 ABURATH
¢ Colossus of Sardio AL R seee My 9 AQATH ¢ 1, T Give one areature banding ability unil end of tum.
H Tromple. Colossus does nat untap os normal in your untop phase; you & Hive, The RT R ees SEy 5 ABURATH
may spend 9 in your upkeep to untop Colossus. 9/9. 5, T: Crente  Giont Wasp token, 0 1/1 flying artfoct aeature.
¢ Conch Hom ART R ees Po 2 FE % Homn of Deafening MT R esee D 4
1, T: Soarifice Conch Hom to draw 2 cords. Ploce any single cord i 2,1 Torget creature deals no domoge in combat this tum,
from your hand bock on top of your librory. : Howling Mine R eeee MPy 2 ABURATH
Conservator ART U eee Ao 4 ABURATH : Everyona must draw on extro cord during his o her draw phase.
: 3, T: Negate the loss of up to 2 fife. ¢ Ity Manipulotor ART U eeeee Sk 4 ABU
: Copper Tablet ART U oo AWe 2 ABU 1, T: Top one lond, creature, o artifact. No effects ore generoted
All players toke 1 domage during their upkeep os long as Copper from the ruEped permanent.
Toblet is in play. ¢ lllusionary Mos ART R ees  AWg 2 ABU

¥ Summen a creature foce dovn. You moy add X mona fo the

casfing to hide the creature’s trug cast. Once the creoture does

damage, taps, or tokes domage you must ﬂiﬁ&lﬁe éleurure ovel.

1, T: Sucrfice Implements of Saaifice to odd 2 mona of any color to

your mana pool.

Uee DF 1T  ABURATH
1: Toke 1 lfe for any red spell cost. Can only give 1 ife for each
time o red spell is cast.

Ivory Cu AT U e Mg 1 ABURATH

1: Toke 1 life for any white spell cast, Can only give 1 life for ench

fime o white spell is cost.



Name find Rorty Ratng  Acit Cot  Sesfowd  Mome Kind Roity Rofiog  Afist Cost  Sefound  Home Kind Rority Refing At (ot Sefs Found
Description Description Description
Ivory Tower ART U eeees JI0K 1 AD,RATH 3, T: Redirect all domage done to you by one source to target Serpent Generator ART R eese Mle 6 16

Take 1 life for each card over four you have in hand during upkeep.
Jude Manolith ART R e AMg 4 ABURATH
1: Take oll damage done to any creature on yourself instead.

Jude Stalue U eeee [fr 4 : enchontments on such cords.
2:£?ulielud55?urueu3/6unifuncreahrfeﬂwlmuyunlyunuck i Obsionus Golem AC U eee My 6 ABURATH
or block. : y :

Jolum Tome ART R eee  TWi 3 AQ P Onulet AC U e A3 ADRATH :
2: Draw a card from your library and discord a cord of your choosing It Onulet is ploced in groveyard, its controller tokes 2 life. 2/2.
to your groveyord. i Ornithopter A Cee  AWe O AQORATH :

Jondor's Ring ART R e= DFr 6 ANR Flying. 0/2. :
2, T: Discord @ cord you just drew, and drow anather to replace it. ¢ Planor Gate ART R eee  MBe 6 6 :

Jandor's Soddlebags ~ ART R eeee DWj 2 ANRATH Pay 2 colorless mona less when costing o summon spell. :
3, T: Untap o creoture. ¢ Primal Clay U ee Ko 6 AQRATH :

Joyemdae Tome ART R eeee Mo 4 ABURATH :
4,T: Diaw 1 extro cord. i

© Jeweled Bird AT R o AWe 1 M
T: Exchange Bird for your ante, then draw o new cord. :

Juggernaut U eeee Dff 4 ABUR :
Must attack each tum if possible. Can’t be blocked by walls. 5,/3.

Knowledge Vaull ART R wee  AWe 4 16

2, T: Place o card from your librory under Knowledge Voult without
looking ot it. Sacrifice Voult to discord your enfire hand, replacing it
with the cards under Knowledge Vault.
Kormus Bell ART R e (Ru 4
Treat oll swomps in play as 1/ creatures that can be topped for B.
Kry Shield ART U == RIh 2 16

2, T: Give target creature you control +0/+X until end of tum, where

X'is the torget’s casting cost. Target deals no domoge this fum.
Library of Leng ART U see  [Go 1
Skip your discard phase. If forced to discord, you con choose to
discord to the top of your library rather than your groveyord. If
discord is rondam, look ot card before deciding where to discard it. E
A

Life Chisel U e AWo 4
During your upkeep, sacrifice a creature you control to toke ife equal
to creature’s foughness. :
Life Matrix ART R eses AWe 4 6 :
4, T: Put o counter on target crenture during upkeep. Remove counter
fo regenerote creature. H
Living Armor U see Mo 4 DK :

Sucrifice Living Armor to put a +0/+X counter on o farget ceature,

where X equals the creatures costing cost. H
Living Wall U eee  AMo 4 ABUR :
Counts os o wall. 1: Regenerates. 0/6. H
Mana Malrix ART R e Mg 6 6 :
Pay 2 colorless mana less thon costing cost of instant, interrupt, :
o enchantment.
Mana Crypt ART R eee  }iTe 0

T: 2 colorless mano. Every upkeep flip a coin, opponent calls it. If he
calls it correctly, you lose 3 life.

Mana Yoult ART R eeee [iTg |
T: Add 3 to your mana pool (play as an interrupt). Pay 4 to untop.
Does 1 damage to you if it remains topped during upkeep.

Marble Priest AC Ue MBe 5
Al walls able fo black Marble Priest must do so. Marble Priest takes
no domage in combat from walls.

Meekstane ART R eeee (fo 1|

Any creature with power greater than 2 moy not be untapped os

nomal during the untap phase.

AR

Mightstone U oo PVe 4 A
All ottacking creatures gain +1/+0.
Millstone AT U eee  KFo 2 AQ.R 4TH

2, T: Take the top 2 cards from torget player’s librory and place them )
¢ Ring of Ma'ruf
G

in forget ployer's groveyard.
© Mirror Universe ART R eees PRg 6
T: Sacrfice Mirror Universe during your upkeep to trade lfe points
with opponent. The exchange of ife may not be countered. Mirror
Universe comes in tapped.
Mishro’s War Mochine  AC R e AWe 7
Machine taps to do 3 damage to you. 5/5.
 Mox Emerald ART

T- Add G to your mana pool. :
© Mox el ART R eeeee DFr ( ABU
T: Add B to your mana pool. :
© Mox Pearl ART R eesee DFr 0 ABU :
T: Add W 1o your mana pool.
© Mox Ruby ART R eeeee Dfr ( ABU :
T: Add R to your mano poal.
 Mox Sapphire AT R eseee fr ( ABL
T: Add U to your mana pool.
Necropolis AC Uwes N5 0K :

Counts a5 a wall. 0: Choose o creature in your groveyord and remove

it from the gome. Put X +0,/+1 counters on Necropolis, where X

equols the removed creature’s casting cost. 0/1.
Nevinyrral's Disk ART R eeee Mg 4

1: Destioy all creatures, enchantments, and ortifocts in play,

including Nevinyrrol's Disk. Nevinyral's Disk enters play tapped.
North Star ART R eee Kfo 4

§ Obelisk of Undn‘:n? ART R oo A :
: your permanents in play back to your hond, discording
ABU : :

Pyramids ART
i Rack, The ART

¢ Rakalite

ABURATH

ABURA

BOOK

ABURATH
¢ Red Mana Battery

Reflecting Mirror ART
ABURATH

Ring of Renewal ART

ABURATH
Bands. Discard 1 card from your hand during upkeep or Mishra's War

R ‘seses DFi 0 ABY i

Sentingl AC
LG

ueature of opponent’s choice.
Wi 1
6: Toke any o

When cast, choose whether to moke Primol oy o 1/6 wall, 3/3
ground creature, or 2,/2 flying creature.
R ee
2: Prevent a lond from being destroyed. 2: Remove an enchantment
from a lond.

RTh 1

Do 1 domage for each cord under three opponent has in hand
during upkeep.

U eee

2: Prevent 1 damage to ony target. Rokolite teturns to owner’s hand
when used.

| When 'I'qelt!oun Dead comes
I:m play, sacrifice a creature.
3 te

“They shall kill those celeorm once
Toved.”

they
~=Lim-1l, the Necromansér

AL

ART R eee Mo 4
2, T: Add a counter o Red Mana Battery. T: Add R to your mana
pool. Remave as many counters as you wish, odd R for each counter
removed (ploy os on intemupt).

1G,4TH

Shopeshifter AC

Spirit Shield
AWe 6 A

Staff of Zegon
ARATH

Untap tarpet creat
controls and

end of turn.
attack or use abilities that require

@ as part of the activation cost,
When you lose

4, T: Put a Poison Snoke token, which is 0 1/1 artifoct creature, in
play. If Poison Snoke damages opponent, opponent gets 1 poison
counter. Opponent loses game if he or she ever hos 10 or more
poison counters.
U eeee D 4 AQ,4TH
*=qgny number from 0 to 4. Choose ™ when Shapeshifter is cost ond
during your upkeep. */(7-").
A

¢ Skull of Orm RT U e TWG 3 DK
: 5, T: Bring an enchantment cord from your graveyard into your hand.
: = Sol Ring U eeee JiTe ] ABUR
H 1: Add 2 to your mana poal (play os an interrupt).

< Soul Net ART U e DWi 1 ABURATH

1: Take 1 life each time o creature is placed in the graveyard. Can

only give 1 fife for each fime o areature s ploced in the graveyard.
ART R eee 5K 3 FE

2, T: Make torget creature +0/+2 os long as Spirit Shield is fapped.

You moy leave Spirit Shield tapped during your untop phose.

M Ce MPo 4

3: Make torget creature -2,/-0 until end of tum. Creatures with power

less than 1 deal no damoge.

Standing Stones MR U e Stv 3 DK
MBI Ues b i .
¢ Stone Calendor ART R e  AWe 5 0K

1, T: Soifice 11ife to add 1 mana of ony color to your mana pool.

Your spells cost 1 less to cast; casfing cost cannot go below 0.

ure t
i control of it until
1 Creature can

control of the

| creature, tap it,

RAY OF COMMAND
S Suthi M Ue (R4 A0
; When Su-Chi goes to the graveyard, its controller gets 4 colorless
© Sunglosses of Urzn AT R eeee DF 3 ABURAM
Your plains may generate either o white of red mana.
¢ @ Sword of the Ages ART R eeee (Ry 4 16

U ses  MPo 4 DK
X, T: Redirect spell torgeting you to player of your choice (play os an

interrupt). X is two fimes the cusfing cost of torget spell.

¢ Relic Barrier ART U »e  HMC 2 6 :
i T: Tap turget ortifoct. :
¢ Ring of Immortals R R e MBe 5 16

3, T: Counter interrupt or enchontment turgeting o permanent you
contrl (play s an interrupt).

ART R eeee [f 5 AQ
5: Sarfice Ring of Ma’ruf to select o cord from outside the game
instead of drowing.

5, T: Rondomly discord a cord from you hand to drow two cords.
Rocket Launcher MRT 1) eee PV 4 AR
2: Do 1 domoge to any torget. If it is used, Rocket Louncher is
destroyed ot end of tum. Rocket Louncher may not be used untilit
begins o tum in play on your side
A

: Rod of Ruin U eee (Ru 4 ABURATH
3, 1: Do 1 damoge to any target.
¢ Runesword ART U ee (R 6 0K

3, T: Give torget attacking creature +2,/+0 until end of tum. Any
creature domaged by farget creature must be removed from game if
it dies before the tum ends. Destroy Runesword if torget reature
leaves ploy before end of tum.

Sunglosses of Urza ART R eeee DFi 3 ABURAIH
Your rhﬂns may generote either white or red mano. i
Sandals of Abdallah ART R es  Dfr 4 AQ

2: Give islandwalk to o creature until end of tum. If target ceature is
destioyed before end of tum, so is Sondals of Abdalloh

6, T: Negate oll damage done fo you by flying creatures until end of
tum. 2/2.

R ess RAF 4 16
*=1 when cost. When blocking, you may make * equal 1 + the

Tablet of Epityr
Tawnos's Coffin
R eesss [Sh 5 FE :
Tawnos's Wand ART

Tawnos's Weapanry ART

Tetravus A

* Throne of Bone ART
¢ Searecrow AC U eee Ao 5 0k :
ABURATH :

i ¢ @ Time Voult ART

Enters play tapped. T: Sacrifice Sword of the Ages and any number of
creatures to do domage 1o one forget equal to combined omount of
ueature’s power. Remove Sword of the Ages and sacrificed creatures
from the gome.  mana. 4/4,
M Ce Ryl A0
1: Toke 1 life each time an artifact is placed in the groveyard. (an
only give 1 life for each fime on artifact is placed in he groveyard.

T R oses (Ry 4 A0
3, T: Take o creature out of play. Torget is considered out of play for
as long os Coffin remains fapped. If Coffin is untapped or removed,
ureature retums to ploy topped. You may choose not to leave
Coffin tapped
U Dh 4 AQATH
2: Moke 0 torget creature with power no greater than 2 unblockoble
except by artifoct creatures until end of tum. Target's power may be
incrensed after defense is chosen
U see DF 2 AQ ATH
2: Torget creature gets +1/+1 os long o Tawnas's Weaponry
temains tapped. You may choose not to untop Tawnes's Weaponry
during untap phase.
: Rooes g6  ADATH
Flying. Give Tetravus three +1/+1 counters when cast. In your
upkeep, you may move some of these counters on or off Tetravus
Counters that are off of Tetravus become independent 1/1 flying
artifact creatures that, when killed, are removed from play.
The counters may nof be targeted by enchantments cost or share
enchantments on Tetrovus, 1,1,
. Ues AMg ) ABURATH
1:Toke 1 ffe each fime o black speflis cast. Can only give 1 life for
each time o black spell is cast

R oese il 2 ABY

T: Take an exira tum. Comes into play tapped, and moy only be
untopped if controler forfeits o Iurg g ',

4, T: You moy cast one spell this fuin using mona of any color. power of the creature Sentinel blocks. When attacking, you may * Tormod's Crypt AT ewee (Ry 0 DK
Nova Pentade ART R eeo RIh 4 16 moke * equal 1 + the power of creature blocking Seafinel. 1/* i T: Suciice Tormod's Crypt to remave ol cnds within torget ployer’s
o/* Resticled /Bamned AT Atifact EC Enchont ot £l Enchont Lond EW. Enchant World INT nterrupt SC Summon Cregtue (U Cumulotive Upkeen
AC Adifoct Creoture EA' Enchont Arffct FE o Enchont Enchontment— EN' Enchanimznt NS Instant LAN Lond SOR Sorcery
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THE GATHERING

MAGICGC:

A RTIFACTS /BLAC CK

Hame fd Rty Roing At Cor Sebfond  Name Knd Reity Refng  Afit Cot SetsFound
" Dok
: : Darkness NS C eee  Hic B 16
3 H (reatures ottack ond block os normal but deal no damage.
i Abomination SC U ees Ml BB3 GATH : o Darkpact SOR R eese (Ho BBB ABUR
: Green or white areatures blocking or blocked by Abomination are : Swop your topmost undrawn cord with either ante card.
destroyed ofter combat. ?/6 : Deathgrip EN U eee Ao BB ABURAIH
, The R eee Pl B3 G ©  BB: Counter o green spe!l (plmr B |nlerrupt)
: och player must bury a m;ger nonartifoct areoture he or she confrols © Deathlace Skv AB,URATH
players gudide i ygope i (Chonge the color of one (urd bemg pluyed arin play to block.
i Al Hollow's Eva BN R eee (Ry BB2 IG : oDemonicAttomey  SOR R s»  DGe B ABUR
Hame Kod Ry Roing At (o Sesfond : Put 2 counters on All Hollow's Eve when cost. Remove o counter : Unless oppanent concedes game, both players must drow on extro
Descrition : during your upkezp. After the last counter is remaved, everyone ¢ ontecord.
Goverd fom e gome : tokes cll creatures in their graveyards and puts them di rec:ly into i Demonic Hordes SC R eess My BBR3  ABUR
Tower of Coireall ART Ue Dff 2 i ploy. Treat them as if just summoned. H T: Destray one lond. Pay BBB during upkeep or Hordes ore topped
T Maoke torget creature unblockeble by wolls unti end of fum. : Animate Dead EC U wees Ao Bl ABURATH : and your opponent chooses a land of yours to be destoyed. 5/5.
T by AT R ees Dir 4 6 Bring o creature from any groveyard info play on your side with -1 : Demonic Torment U eee Ao B2 16

3, T: Saaifice Triossic Egg to put any creature in hand of groveyord
directly in play. Treat this creature os if just summoned. :
Triskelion AL R weee [ 4 AQATH
Give Triskelion three +1/+1 counters when cast. Distord 0 +1/41
counter to do 1 damage fo ony torget. 1/1, i
Urza" s Avenger A R eeee e 4 ALATH
0: Avenger loses l/lundemgwene;rhe:ﬁymg,bufﬁmg :

first strike, or trample until end of tum_ Attibute losses ond ability

P pawer.
¢ Amor Thrul SC

© Arffoc Possession EA
Do 2 domage o target arifact’s controller whenever target orffoctis

Ashes to Ashes

T: Socrifice Amor Thrull to odd a +1,/+2 counter to torget creoture.
Artists: SKi, IMe, RSp, Pe. 1/3.

([ oo

topped or its activafion cost is paid. Has no effect when cost on o
continuous ortifoct.

4/4. SOR U eee DIy BBI
Umg;nuullsu(;f:aruﬂmlnm'e {RT Cooe Jpe a0 i Remove two nonurtfoct creatures from the gome and lose § ife.
1: Toke 1 ffe for ony ortfoct cast, Con anly give 1 ife for eoch fime Bod Moon EN R ese My B1 ABURAH

on arfifact is cast.

Hratmsor

All black creatures in play get +1/+1.

Draw three cards; then, take two
«cards from your hand and put them
on top of

“I recled

;uurhbnrynme;:ﬂnﬂ

suddenly, | kneve exacly what w da
Within moments, victory t2as mine,”

Urza's Miter ART R e RAF 3 A
3: Draw one cord from your library whenever one of your orfifocts
gos to the graveyard, You moy only draw one cord per ortifact
destruction. Urza’s Miter may not be used when you destioy an
ortifact to goin benefits from onother card.

Voodoo Dall AT R o= SEv §

Put a counter on Yoodoa Doll during upkeep. if Voodoo Dol is
untapped ot the end of your tum, it does X domage o you ond is

destioyed. X is the number of counters on Doll. XX, T: Do X domoge

to one torger. i
Wall of Spears A (e Sk 3 AOATH :

First strike, counts o5 a wall. 2/3. :
Wand of Ith ART U eeee (Ho 4 K :

3, T: Examine a randomnly chosen card from target playes’s hond.
Unless the cord is o lond, the target player must either discord it or
sacrifice life equaling its costing cost. If the cord is a lond, the target
player must either discord it o sacrfice 1 fe. Wond of Ith may only
be used during controller’s tum i

War Borge MRT U eeee TWG 4 DK :
3: Give forget ueature islondwalk until end of tum. Bury torget if
War Borge leaves play this tum. i

Weokstone AT U e JHo 4 A
All ottocking ceeatures lose -1/0. Those creotutes with power less &
than 1 deol no damoge.

White Mona Battery ~ ART R eee  AWg 4
2, T: Add a counter to White Mona Battery. T: Add W 1o your mana

pool. Remave os mony counters as you wish, odd W for each counter ¢

temoved (play os on interupt) 3
Winter Orb MRT R eee M 2 ABURATH G
Each player may ooly untop up to 1 lond during untap phose :
Wooden Sphere ART U ee Mg 1 ABURAIH :

: Toke 1 life for ony green spel is cost. Con only give 1 lfe for
each time o green spell is cast.

Yofian Soldier (oo (Ry 3 AQATH :
Yofion Soldier does not tap when attocking. 1/4 :
Zelyon Sward ART R eee S 3 fE

3, T: Moke torget creature +2,/+0 os long o5 Zelyon Sword is
topped. You may leave Zetyon Sword tapped duting your untap phase

Cuombajj Witches SC ( ees ki BB L/
: T: Ench ployer does 1 dmmga to ony target. 1/3. :
¢ Curse Artifodt e Mla BB? oK

Controller of torget um{mt must bury target during upkeep o
losa 2 lfe

Cursed Lond [l U sse fiy BB ABURAM
: Do 1 damage to controler of torget land during upkeep.

(ydopean Mummy S.C C» the B1 1641H ¢

Remova Mummy from gome i it goes to groveyard, 2/1
¢ Dork Ritual INT C eeeee Ao B ABURATH

82 |

A i

Banshee SC
%, T: Bonshee does X domoge, half to you (mund up) and half to
ony one target (tound down) 0/

¢ Corrion Ants U eeee QT BB2 LGATH :
: ] +l/+lunn1endoftum 0/1. :
isof Mephistopheles [N R o HHu B1 G :

Except for the first card driown in drow phose, every player must

discord o cordin hond before drowing. A ployer without cords in hand

must ploce top cord in kbrory in graveyard insteod of drowing.

: oConmodfromBelow  SOR R e DSh B ABUR
i Discord your hond; draw a new ente card plus seven cords.
¢ Cosmic Horror SC R wes My BBA3  LGATH :

First strike. Pay BBB3 during upkeep or Cosmic Horor does 7
damoge to you and s destroyed. 7/7.

Add BBB to your pool of mana

( wese Wi B2 FE
: @ Demonic Tutor

Ry B2 A} Derchr SC R e 4

¢ Drain Life
OKATH

Eater of the Dead Sc

 Fbon Praetor

B Hajoi 5

il Eye Orms By-Gore  SC

) Fallen Angel SC

© Frankenstein's Monster  SC R ee
U e My DK

i B i i

* Hell Swarm

* Hell's Caretoker

* Hellfire

Target creature decls no domage during combat and moy not attock.

in play o
SOR U eeees Sh Bl ABUR
(hoose ane card from your library, then reshufﬂe your library.
B3

Your black spells cost un uddmoncl B. 4/4
( ees  DSh BIX ABUR4M
Dol dumu?e foany mrgel ful eqch B spent cbove casting cost.
Toke 1 life for eoch domoge inflicted. You connot gain more fife

from o creature thon its current toughness.

© DrudgeSkeletons  SC € eese St Bl ABURATH
: B: Regenerates. 1/1.
U eee iy B4 0K

(hoose o creature in any graveyard ond remove it from the gome.
Untap Eofer of the Dead. 3/4.
SC R ese RAF B4 FE

Trample, first strike. Put 0 -2/-2 counter on Ebon Proetor during
upkeep. Sacrifice one creature during upkeep fo remove 0 -2,/-2
counter, odding a +1/+0 counter if a Thrull wos socrificed. 5,/5.

R eee DWi BB1  ANRATH
: Gain 1 life for every point of damage EFHgjgj inflicts. 1/1.
i Frg Raiders SC Cee DWi B1  ANRATH

Lose 2 life ot end of tum if Erg Roiders don't attack, except in the
tum when they're summoned. 2,/3.

U e My B4 L6
Your cregtures may not attack, except for Evil Eye, Evil Eye moy only
be blocked by wals. E/E.SL

" vl Presence U ees SEv B ABURAIH
i et land is now o basic swamp.
: Fullun,lﬁ'l SC U es My BBBI DK

During controller’s upkeep, does 1 damage to every oppanent it has
reviously damaged. 2/3.

: . U sese DSh B FE
Snerifice o creature fo give Follen Angel +2,/+1 unnl end of fum.

EC  C eeee MPo BB ABURATH
0n}v black o orfifoct creatures may block torget creature.
Ao BBX DK
Take X creatutes from your graveyard and remave them from the
qome when cosfing Frankenstein's Monster, or it is countered. For
ench creature removed from the gome in this way, give Fronken-

¢ Basol Thrull . ; stein’s Monster a permanent +2/+l] +1/+1,0140/42.0/1.
H T: Socifice Basal Thrull tusdd BB to you mona pool. Adists: KFo, ¢ Frozen Shade SC see  Sh B2 ABURATH
G i PFo, RKF, CRu. 1/2. B: +1/+1 until end of tum. U/l
: Black Knight SC U eeeo jlg B3 ABURATH : Gote to Phyrexio EN U ese Siy BB AQ
: Protection from white, first strike. 2,/2. ] Sumhte one of your reatures during your upkeep to destroy ony one
¢ Blight U e FPVe BB WGATH
: If torget lond is tapped, deshuv it ot end of fum. Ghosls uf Iha Domned SC (e  FBe BRI 16
Bog Imp (e RSp B DK, 4TH : T: Moke target creature -1 /-0 unfil end of tum 0,/2.
i Fiymg 1/1. ¢ Giont Slug SC ( ees pMo B 16
Bog SC C ees RSy B DX : 5 Give Slug landwalk I}blrh‘ of your choice on your next fum. 1/1.
: (uﬁmlheiﬂo(ked by wolls. 1/1 ¢ Gloo U eeee DF; B2 ABURATH
: Bog Wraith SC U wee Mg B3 ABURATH : D/] White spells ond whne enchantment acivation costs now
: chmpwulk. 3/3. : require 3 extra mang.
i Breeding ] sees Aflg B3 FE * Glyph of Doom WS Ce SN B L6
i Ful 0 0/ 1 Theull token in play u1 the end of each of your tums. Py (reatures blocked by torget wall ore destroyed nf?e! combat,
BB during upkeep or bury Breeding Pit. : Grave Robbers (R eee (QHo BB DK

B, T: Choose on artifuct in any graveyard and remove it from the
ame. Take 2 life. 1/1.

* Gre EN R eee Pfp B3 LG, 4TH
: B: Drow on extro cord and socrifice 2 lfe.
: Guardion Beast R eese Ke B3 N

IF untopped, prevents the stealing, destruction, or enchantment of
your nomcreature arfifacts. 2/4.

* Hasran Ogress SC Ce DFr BB AN
Pay 7 when Hostan Ogress atiocks or losa 2 lfe. 3/2,
* Hounting Wind N U e Mg B3 AQ

Do 1 damoge to artfoct’s controller each fime an artifoct in ploy is
topped of its activotion cost is paid.

Headless Horseman SC C e (QHo B2 16
?
INS (e

(Rv B 16
Make ofl creotures -1,/-0 until end of tum.
R eeoes SEy B3 16
I Smiﬁce o creature fo put o creature in your graveyard directly in

loy. 1

e SOR R eeee Pyp BBB2 16
Destray oll nonblack creatures. Helfire does X+3 domage to you,
where X is the number of aeatures placed in the groveyord.



Home Kind Rority Rafing At Cost Sets Found Nome Iind Rority Rating  Adist Cost Sets Found Nome Kind Rority Roting  Artist Cost Sets Found
Desaiption Descrption Desaription

Horror of Horrors EN U ese  MIc BB3 16 If Nedite attacks without being blocked, you may secrifice it tobury & Sewars of Estark INS R ese MBe BB2 BOOK
Sacrifice o swomp to regenerate o block creature. : 0 target areature controlled by the player under attack. If so, Nearte ¢ - If target creature is attacking, it moy not be blocked unil end of tum.

Howl from Beyond INS  ( eesee Py BX deals no domoge. Atists: CRu, RSp, DTu. 2,/2. : If target creature is blocking, it neither deals domage to nor takes
Torget areature gains +%/+0 until end of tum, ABURATH : Hether Shadow R oeee (Ru BB ABURAM : domoge from blocking creatures.

Hymn to Tourach SOR ( eeee Mk BB EEd If three creatures are above Nether Shadow in groveyard, it can ¢ Shimion Night Stalker ~ SC U eee My BB3 (]
Target ployer rondomly discords twa cards in hand. Arfists: LDa, QHo, retun to play during controller’s upkeep. Shodow can attock the : Redirect cll domage done to you from o creature to Shimian Night
SKi,SVC. same fum os it enters of re-enters ploy. 1/1. i Stalker instead. 4/4.

Hypnotic Specter SC U eeee DSh BBl ABURATH : Nether Void EW R ees  HMc B3 6 : Simulocum S U eees [P0 Bl ABURATH
Flyin?. Opponent damaged by Specter must randomly discard o Counter oll spells unless their casters pay on extra 3. Retroactively divert oll domags dane to you this tum to one of your
card from hend. 2/2 : MNettling Imp U eee  QHo B2 ABUR @  aeotures.

Imprison EC R eeee (Ru B 15: § T: Opponent’s target non-wall creature must attack or dieatendof & Sinkhole SOR ( eee SEv BB ABU
1: Prevent torget creature from attocking, blocking, of topping. Imprison = turn. Play during opponent’s tum before his or her attack. 1/1. Destroy a lond.
is destroyed if mana is not poid. : Nightmare SC R weees 1Bz B5  ABURATH : Sorceress Queen SC R eeses kFg BRI ANRATH

Infernal Medusa SC U wee Mo BB3 6 :

Destroy all nonwaoll creatures blocking or blocked by Medusa. 2/4.

L) O 7

SEELE

Inifictesof the bonHand ~ SC € =ee  Mii B FE
1: Add B to your mana pool (play as an interrupt). Bury Inifiates of
the Ebon Hond if more than 3 is spent this way in one tum. Arists:
Do, KFo, HHu, 1/1.

¢ Order of the Ebon Hand  SC

¢ Oubliette N

Flying. Power and toughness equol number of swomps controller

has in play. */*.

FOXFIRE

PRp—

Protection from white. BB: +1/+0 until end of tum. B: First strike
until end of tum. Artists: MBe, CRu, RSp. 2/1.

Inquisition SR (o AMa B2 0K i Ploce farget creature out of play.
Examine forget player's hand. Do 1 domage to for each white cord ~ © Paralyze EC C eee Mo B ABURAIH
in hand. : Torget creature doesn't untop os normel. Creature’s controller may

Jovial Evil SOR R e C(Ry BZ 16 i  spend 4 tountap during upkeep. Tap forget creature when Poralyze
Do 2 domage to opponent for each white creature opponent controls. is cost.

Junun Efree! Usss (Ry BBI  ANATH C esese Iy B2 ABURATH

Flying. Pay BB during upkeep or Junun Efreet is destroyed. 3/3.
Juzam Djinn SC
Lose 1 life during upkeep. 5/5.
Khabal Ghoul SC
Gets 0 +1/+1 token of end of tum for each creature that wos
destroyed that fum. 1/1.
Lesser Werewolf SC
B: Give Werewolf -1 /-0 until end of tum. Put a-0/-1 permanent
caunter on creatures blocking or blocked by Werewolf. Lesser
Werewolf's power may nat be reduced below 0 using this ability.

2/4.

Lich g N R e DGz BOBB ABU
Sqarifice oll your lfe. For each point of domage you subsequently
suffer, remove one permonent in play. For every point you gain,
drow o cord. You lose Wen you run out of cards in ploy or when
Lich leaves ploy.

Lord of the Pit S0 R wee
Flying, trample. During upkeep, sucrifce o crzature ofher than Lord
of the Pit or Lord of rhegit does 7 domage to you. 7/7.

Lost Soul Coo Q4 BB)  LGATH :

" Swampuwolk. 2/1. -

Marsh Gos NS Ce  pshB DATH
Make ol creatures -2/-0 until end of tum,

Mindstab Throll C oo fui BB fE 3

If Mindstab Thrull attacks without being blocked, you may sacrifce it
1o force the player under attack to discord three cords. If so,
Mindstab Thrull deals no domage. Arists: HHy, RKF, MTe. 2/2.

o Mind Twist 0

Pestilence EN
R eese filo B3] m o

¢ Phyrexian Gremlins
R esee DSh B2 M

U eee  QHo B3 6
Plague Rats
Priest of Yowgmo!

Quagmire
M URAH
Te BBB4  ABUR: " fag Man S

: Raise Dead
* Royal Assassin
Sacrifice

R ssese JBg gx  ABURATH :

B: Do 1 damage fo eoch creature ond all players. Discord Pestilence
if there are no creatures in play ot the end of any tum

T- Tap an artifoct. As long as Gremiins remain topped, that ortifact
does not untop normally during ifs controller’s untop phase. You may
choose not to untap Gremlins. 1/1.

Pil Scorpion SC C e Sk B2 16
I Pit Scorpion damoges opponent, opponent gets 1 poison counter,
Opponent loses gome it he o she ever has 10 or more poison
counters. 1/1.

SC C e AMa B2 ABURATH
Power ond !ouﬁhness equol number of Plogue Rots in play. * /+
" SC Ce Mo Bl A0

T: Saaifice an artfoct ond odd fo your mana pool enough black
mona fo equal its casting cost. 1/2.
EN

Creatures with swampwalk may be blocked,
R ees  [Ge BB2
BB, T: Exomine opponent’s hond. Oppanent must randomly discord
o creature, if ony are in hand. 2/1.
SOR C eee Mo B ABURATH
Bring o creature from your geaveyard into your hond '
SC R esses TWi BRI Apypamy
T: Destroy ony topped creature. Hey, TW's the subject of an 10 1

feature! 1/1.
INT U e DFt B ABUR
Sgcrifice aeature to add to your mana pool black mang equal to -

that creature’s costing cost.
([ oo

Soul Exchange SOR

Spirit Shackle {8

Tokklemoggot EC

Thrull Retainer £

( eooe Muii BB fEi
Thrull Wizerd

( eeee 0Sh BA1 A
¢ Touch of Dorkness
Tourach’s Chant N
¢ Tourach's Gate Il R e

[ sees AWe §2 [V

¢ Transmutation NS ( woe

Uee DF 82 6 Vampire ot

DKATH -

WallofShadows €

T: Make enother creature 0/2 until end of tum. Special
chorocteristics ond enchantments on creature are not affected. 1/1.
U eeee Alg BB FE
Remove o creature from the gome to put a creature from your
graveyard in play os if just summoned. Add 0 +2/+2 counter to this
aeature if a Thrull was removed from the game.
U e» EBe BB LG,4TH
Put 0 -0/-2 counter on torget creature every fime it taps. Counters
remain even if Spirit Shackle is removed.

 SioneThrowing Devis  SC € ee  Kife B It
First strike. 1/1.
¢ Syphon Soul SOR ( ees  MBe B2 16

Do 2 domoge to oll players except caster. Caster tokes life points
equal to damoge done by the Syphon Soul.

U e  DGe BB2 16
Puta /-1 counter on target creature during controller’s upkeep, If
ureature goes fo groveyord, its controller chooses o new target for
Takklemoggt. If no new torgets exist, Tokklemoggot permanently
becomes on enchantment ond does 1 domage during upkeep to the
controller of the lost creature Tokklemoggot enchanted.

: Termor IS eees RSP B ABURATH
H Bury forget creature, Connot torget black or arfifoct creatures.
¢ Thrull Champion R eeee 0Ge B4 FE

Al Thruls get +1/+1. T: Take control of torget Thrull. When Thrull
Champion leaves your control or leaves play, you lose control of
Thrul Chompion. 2/2.
I eese RS B FE
Give torget creature +1/+1. Sacifice Thrull Retainer to regenerate
the creoture it enchants.

U ee  AMo B2

C FE
B1: Counter target black spell unless caster pays an odditional B or 3
(play os on intemupt). 1/1.
INS U eee PVe BO
Change the color of one o more torget creatures to black until end of
tum. Choose which ond how mony creatures are torgeted.
U =  RKF BBI FE
Do 3 domoge to any player who puts a forest into play without
putting 0-1/+1 counter on @ creatute he controls.
Stv BB FE
You may only cast Tourach’s Gate on o lond you control. Sacrifice o
Thrull to put 3 time counters on target land. Remove  fime counter
duing upkeep, burying Tourach’s Gate when there are no time
counters on it. 0: Top the land Tourach's Gate enchants to give all
your attacking creatures +2,/-1 until end of fum.
SVC Bl 16
Torget creature’s power ond toughness are switched until end of tum.
Effects oltering power olfer foughness instead, ond vice versa

© Undle Istvan S U eee DGe BBBI DK, 4TH
i Crentures connot demage Undle Istvan. 1/3.

¢ elUnderworld Dreams  EN U eeeee JBo BEB 16
Do 1 domage to cpponent for each card drown.

¢ Unholy Strength EC ( eee OSh B ABURA4TH

Torget ceature gains +2/+1.
. 2 SC = Mo B LG,4TH

&
Flying. B: Give Bats +1/+0 until end of tum. Only BB may be spent
this way per tum. 0/1.5f

: Walking Dead ( eeee Dfr Bl 16
i B: Regenerates. 1/1.

: Wall of Bone SC U ee Mo B2 ABURATH
B: Regenerates. 1/4

. Wall of Putrid Flesh SC U ee R B2

Protection from white. damage done to Wall of Putrid Flesh by
enchonted creatures is reduced to 0. 2/4.

( eeo Ve BB 16
damage done to Wall of Shodows by creatures it blocks is reduced

10 0. Woll of Shadows may not be targeted by effects targeting only

Qpponent must tondomly discard X cards from hond. All cords in ¢ Scathe Zombies Ity B2 ABUR i walk 0/1
fond should be discorded if they number less fhan . PR © Woll nnomfsmnes SC use DR BT 16
Mold Deman SC R My BBS 16 : Scavenging Ghou! SC U ses IMe B3 ABURMTH *_the number of creatures in your groveyard. 0/1+
Sqeifice 2 swamps when costing Mold Demon o bury Mold Domon. @ At fhe end of tum, odd o counter for each other crenture ploced in~ Warp Artifact EA R eee AWg BB ABURATH
8/6. : the graveyard that fum. Use @ counter to regencrate Ghoul. 2,72, : Do | damage to torget arifact’s controller during upkeep.
Murk Dvellers SU € ese ppy g3 DKATH Seusnnn%lhe\’ﬁkh BN R oes iy BRY DK | Weakness EC C eoee DSh B0 ABURATH
1 Motk Dweles atock o1 o ot blocke, they gain 42/40.2/2. | A1 the end o ech plyers . destoy ol o ceonves thot £ Togetcroature s 2/
ameles Roe s -y . could have attacked but did not. Sacrfice 2 lfe during your upkeep Will-0"The-Wisp R esess My B ABURATH
Trample. St * fo when csing Nomles R, e + 5o o eosan of h Wik dsteed © Flying. B: Regenerates. 0/)
most the fotol number of white cords o your oppanants have in ploy ¢ Sengir Yampire SC U ssee Mo BB3  ABURAIN : Word of Binding SOR C ees RSp BEX DK.4TH
and in their groveyards. */*. : Flying. Ges +1/+1 counter if o creature diss in tum Vompire : Tap X cegtures.
Necrite SO Coo s gy fE domoged i. 4/4. : Word of Command INs R e My 8B ABU
o/ Resticat/Bomed R0 % ciEa . Erchont Lond £W Enchont Wodd INT Inerupt & SmmoaCieate €U Cumulatie Upkoep
AC Autifoc Creature EA Enchant Arffoq) E . Enchont Enchontme! EN Enchantment IS Instant AN Lond SOR Sorcery
S EPTEMEBER 19 955 83
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Nome find Rority Rofing At Cost Sets Found Nome find Rarity Rating  Aist Cost Sets Found
Uone SC U eeee By U3 ABUR Flash Counter INT C eee  HMc U1 16
: (lone ucquires all charocteristics, including color, of torget creature ¢ Counter torget intermupt or instant spell.

in play. Clone retoins these charoteristics even if torget aeature is Flash Flood INS (e Wi U 6

Destroy red permanent of retum mountain to owner's hand. Destroy

U sesee DI UUZ ¢ enchontments on target lond.
: i ([mmfmemmm unti enchantment is discorded or gome ends. £ Flight EC C seee Mig U ABURAH
: ® Copy Artifad N R eese AWe Ul ABURATH : Torget creature now has flying.
players gudde i pkteomyothinpoy et dpicate os bomenchamment  : Food B C eee DD U DK ATH
S ‘ ond ortifoct. : UU: Tap torget nonlying creature,
Home fid Poity Rofng Mt (ot SesFand  Counterspell INT U eesse iPo UU ABURATH : Flying Men SCCowees (R U I
Desaiption Counter target spell as it is being cost. : Flying. 1/1.
Examine opponent’s hand. Play a sorcery or instant of your ¢ Creature Bond EC C ee  AMg Ul ABURATH : Force Spike INT C e BWo U 16

thoosing from opponent’s own cords in hand if you may do so
legally using his or her available meno.

Worms of the Earth N R
No new lond may be put info play. During any upkeep, any player
moy destroy Worms by socrificing 2 londs or 5 life.

Wretched, The SC R eee
After combat, toke control of afl creatures blocking The Wretched.
You lose control of such creatures when The Wretched leaves ploy or
your control. 2,/5.

Xenic Polfergeist SC R eee DFr BBI

T: Tum target non-creature orfifoct into on ortifoct creature with bath
power and toughness equal to ifs costing cost and with its original
ohilities. This effect lasts until your next upkeep. 1/1.

BARBARIAN GUIDES

Yawgmoth Demon SC R e
Flying, first strike. During your upkeep, sacrifice one of your artifucts
Yowgmoth Demon taps to do 2 domage to you. 6,/6.

Zombie Master SC R e IMe BBI
Al zombies in ploy gain swampwaolk and may regenerate for B os
long os Zombie Master remains in play. 2/3.

dd Rain SOR R eee NTh U3
Destroy oll forests in play.
Air Elemental SC U esee RTh UU3  ABURATH
Flying. 4/4. :
Amnesia SOR U eee  MPo UUU3 Dk :

Exomine turget player's hand. Torget discords cll nondand cords
in hand.

© Ancestral Recall INS R eesee JiPy U
Torget ployer must draw 3 cards.
Animate Arfifoct EA U eee DSh U3

Does not offect artifoct creatures. Torget arifoct becomes ortifact
creature with power ond toughness equaling its casting cost; torget
retains original abilities.
Anti-Magic Aura 18
Destroy all enchantments on torget creature, which cannot be
targeted by ony other instants, sorceries, or enchantments.

Apprentice Wizard ( ees DR UUD DKATH :
U, T: Add 3 1o your mana pool (ploy os an interrupt). 0/1 £

Azure Droke SC U eee DR U3 6 :
Flying. 2/4. :

Backfire EC U e BSH U G4TH :
For each point of domage done you toke from target creature,

Bockfire does o point of domage to creature’s controller.
Blue Elemental Blost ~ INT  ( eee  RTh U

Counter a red spell being cast or destroys o red cord in ploy.
Boomerang INS

Retum forget permanent to owner's hand.

© Braingeyser SOR R eeee fTe UUX
Target ployer must diow X cards.
Brine Hag SC Ue (Ho UL2 16

If Brine Hog goes o the groveyard, ofl creatures that dealt domoge to £

Hag that tum become 0/2. 2/2

84 o, Q U E 5 T

AMa 8882 ok i
(ko 883 6 i

40,414
Deep Spawn

Stv B4 M i

ABURATH

Drain Power

Dream Coat fC i
i Change torget creoture’s color to anather color (play os on inferrupt).
ABU : DK ¢

ABURATH | Eder Spaw

( oose DSh 12 6 :

ABURATH
{ eees Sy Ul 6 i

ABURATH

If torget creature goes to the groveyard, do domoge equaling
creafure’s toughness to creature’s controller.

Donce of Many N
When costing Dance of Many, choose o reoture cord in play. Puta
foken creature in play ond treat it os if you have just summoned o
duplicate of the target creature I either the token or Dance of Many
leaves ploy, both must be destioyed. Pay UU during upkeep or
destroy Donce of Many,

Dondan SC
Connat ottock if opponent has ng i i
iy as no islands. Destroyed if you have no

SC U ees  piTe ULUS FE
Trample. Iuke_ top 2 cords from your librory and put them in your
groveyard during upkeep or destroy Deep Spown. U: Deep Spown

a
. Mark the
with ?:uunh.-r.

may not be torget of spells or effects until end of fum. Tap Deep
Spawn if it wos untopped. Do not untap Deep Spawn os nomal
during your next untop phase. 6/6.

Deep Water BN C e IMe UU Dk :
U: All mana-praducing londs under your control produce U until end of
tum instead of their usual man,

Devouring Deep SC Cee Do U2 6 :
Eslcngwmk. /2.

Dronfna’s Restoration ~ SOR (== AWe U LV
Toke os many arffacts os you fike from target ployer's groveyord ond

place them on top of his or her library in any order.
SOR R eeee DShH UU
Opponent must draw all mana from ovailoble lands. All mana in
oppanent’s mana pool becomes yours.

Il eees fWa U L6

Drowned SC Ce  QH W
B: Regenerates. 1/1.

o n SC

R e

or bury Elder Spown ond lose 6 life. 6/6.

Electric Fel S

RR: Give Eel +2//+0 and Electric Eel does 1 domage to you. Lose 1
life when summoning Electric Eel. 1/1.

Tap target untopped creature you control. Add colorless mano equal
to target creature’s costing cost fo your mana pool

¢ Erosion B C oo PVe UL
Destioy torget lond unless its contraller pays 1 or socrifices 1 life
during upkeep.
Feedback EE U e QHo UZAB,URATH
: Do 1 damage fo controller of torget enchontment during upkeep.
¢ Field of Dreams R ese  Kfg I
The top card in every librory plays foce up.
¢ Fishliver 0l (C ( eee Mo Ul M

Give target crenture islondwalk

R eee  SEy W DK :
© Giant Shark
Co Dy W m

{ Giant Torlase 5

High Tide

Homarid Spawning Bed  EN

Homarid Warrior SC Co»

 Hurkyl's Recall INS

In the Eye of Chaos W R

ABURATH

r My UUU4 6 :
Cannat be blocked by red creatures. Sacrifice an islond during upkeep

C Ue MU 0 :
¢ Leviathan

¢ Magical Hock INT
OKATH

© Mana Short INS

Counter target spell unless its caster spends 1 extro colorless mono.

i Gaseous Form EC C e PR U2 6
Torget areature deols no domage in combat.
¢ Ghost Ship U seee Wi U2 DK 4TH
: Flying. UUU: Regenerates. 2/4.
SC (e WG US DK

Vhen Giant Shark blocks or is blocked by o creoture that has been
domoged this tum, Giont Shork gets +2/+0 ond rample until end of
turn. Giant Shark connot aftack unless opponent controls an island.
Giont Shork s buried immediately whenever its controller controls no
islonds. 4/4.

C e Ko Ul ANATH
H +0/+3 while untopped. 1/1.
¢ Glyph of Delusion I Ce SUCU 16

Put X counters on 1 target creature blocked by target wall, where X
is the power of the blocked creature. Creature does not untap os
normal while it has any such counter on it. Remove o counter during
aeature controller’s upkeep. .

INS  C eeee Jyfi U FE
Al islands produce on odditional U until end of tum.
: tists: AMo, DTu, AWe. :
¢ Homarid SC Ce M2 fE

Put a tide counter on Homarid when bringing it into play and during
upkeep. Homorid gets +1/-1 if it hs one fide counter and +1/+1
when it has three tide counters. Remove all counters when there ore
four fide counters on Homarid. Arfists: QHo, HHu, MTe, BWo. 2/2.

Homarid Shaman SC R eee  AWe LU2 FE
: - Top target green creature. 2,/1.
U eees DSh UU FE

UU1: Sacifice o blue creature to put X Comorids, which are 1/1 blue
areatures, in play, where X is the casting cost of the socrificed creature.
Mt U4 FE
U: Homarid Warrior may not be the targe! of spells o effects until
end of tum. If Homarid Warrior is untopped, top it. Do not untop
Homarid Warrior os normal during your next unlap phose.
Atists: RAF, DGe, DSh. 3/3.

NTh U AQ,RATH

Retum oll artifacts in play owned by target ployer to owner's hand;
enchantments on those arfifacts ore discorded.
CRe U2 G
Counter ol instants ond interrupts unless coster poys an extro X,
where X is the cost of the spell being cast.

K

¢ nvisibility [ eese Aa UU ABU
Target crentute moy only be blacked by walls.
Invake Prejudice R es M UULU 16

Counter on oppanent’s spell summaning o creature of a color
different from one of the creatures you control unless coster poys an
extra X, where X is the cost of the spell being cast.

Islond Fish Josconius ~~ SC R == JMy UUU4  ANRAH
Pay UUU during upkeep to untap. Cannot attack unless oppanent hos
islonds in ploy. Destroyed immediately if controller hos no islonds
inploy. 6,/8.

Jump IS C e=  MPo U ABURAH
Torget renture hos flying unfil end of tum,
¢ Juxlopose SOR R ees JHo U3 16

Coster ond farget ployer each choose their highest-costing-cost
creature and exchange control of them, then doing the some for
artifocts. Do not trode orfifucts or creatures if ane ployer has nane
of them.
Land Equilibrium N My Uu2 16
If apponent has ot least os much land in ploy os you, he or she must
sacrifice a lond for each new one opponent puts in play.
SC R eee o UUUUS  DKATH
Tromple. Leviathan enters ploy tapped. Sacrfice two islands during

i Enchontment Alferaion NS ( eeee BSy U 6 : upkeep o untap Leviathan. Socifice two islands to ottack with
Switch target enchantment from o areoture to another or fromalond : Leviathon. 10/10.
to another. The enchantment's controller does nat change. : Lifetap U eees Mo UU ABURATH
Enchontment Alteration hos no effect if new target is not volid. : Gain 1 life whenever opponent tops o forest.

¢ Energy Flux N U see  {Fo 12 Q : Lord of Alantis R ece MBe UU  ABURATH
Each artfact requires 2 during upkeep or it must be discorded. i Wihile Lord of Mantis is in ploy, oll Mefolk in play goin islondwalk

¢ Energy Tap SOR C e=  DGe U 1GATH : ond +1/+1.2/2.

R eeeoo Ijg U ABURATH
Change the text of a cord being ployed or in play by switching one
basic land type with another.

: Mahomoli Djinn SC R esese DF U4 ABURAM
: Flying. 5/6.
: Mano Drain INT U eeeee }Ta (|| 6

Counter torget spell. At the beginning of your next tum, take colorless
mana equol o costing cost of spell

R eoee (Wi U2

All opponent’s lands are tapped; opponent’s mana pool is emptied.
Opponent is not domoged by unspent mana.
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Kind Rority Rating  Adtist Cost Sets Found HNome Iind Roity Roting  Arist Cost Sets Found Name Kind Roity Rafing  Atst Cost Sets Found
Description Descigton Desaiption
Mana Vortex EN R e DSh LU 0K i hand ond destroy cll enchantments en it. You may pay UUU to retum ¢ Take control of target ortifact.
Saaifice a land when casting Mano Vortex of it is countered. All £ Puppet Master to its awner's hand if this happens. ¢ Sunken City EN sss My UU DK4TH
players who control land must sacrifice a lond during upkeep. Mona ¢ @ Recall R R eesee iS5y XX 6 : All Blug creatures gain +1,/+1. Pay UU during your upkeep or
Vortex is destioyed whenever there are no lands in play. Socrifice X cords in hond to bring X cords from your groveyardinto destroy Sunken City.
Merchant Shi SC Ree TWGU M i yourhond, then remove Recall from game. ¢ Svyelunite Priest SC U ese RSp U FE
Gain 2 life if Merchant Ship attocks and is not blocked. Cannat attock  : Reconsruction SOR ( eee  AMg U AR UU, T: Target areature may not be torgeted by spells or effects until
if oppanent has no islands. Destroyed if you have no islonds. 0/2. ¢ Bring an artifact from your graveyard into your hand : end of tum. Use this ability only during upkeep. 1/1.
Merfolk Assassin U ees DDz LU DK & Relic Bi:% A R e (R L2 LGATH : Tongle Kelp B Use RN U DK
T: Destroy targe! creature that has islondwalk. 1,/2. H When forget ortifact is tapped, Relic Bind's controller may do 1 : Torget creature stoys tapped during untap phase if it attacked lost
Merfokof the Pearl Trident SC ( e» Mo U ABURAIH : domoge or give 1 life to ony ployer. : tum. Top torget creature when Tangle Kelp is cast. 1/1.
1/1. : Remove Soul INT C eee  BSn Ul 16 Telekinesis NS R e DGe UU 16
Merseine EC C eee My U2 fE : Counter torget summon spell. Target creature deals no domage in combat this turn. It is fopped and
Put 3 net counters on Merseine when it is cost. Torget eature doss © Reset INT U e He U 16 may not untap normolly during its controller’s fellowing fwo
not untop as normal if any counters remain. Creature’s controller may  : Untap ol your londs. Reset may only be played duiing opponent’s = untap phases.
pay casting cost of target creature to remove counters. 2 tum ofter his or her upkeep. i Teleport INS R eess DSh UUU 6
Atists: HHu, MOK, DTu, PVe. ¢ Reverberation INS R eeee JHo UU2 16 : Targe! creature may not be blocked this tum. Play ofter attock is
Mind Bomb SOR U ee  Me U DK, 4TH Redirect damage from o sorcery to ifs coster. : dedlared but before blocking is chasen.
Do 3 domogs to each player. Players may discord up o 3 cards. foch & Riptide NS C e RAF U DK : Thoughtlace INT R see MPo U ABURJTH
discorded cord prevents 1 damoge from Mind Bomb fo that player. ~ : Top oll blue creatures. : Change the color of o card being played or dlready in play to blue.
OldManoftheSea  SC R eess SVC LU AN : River Merfolk SC R weee DSh LU FE & Tidal Flats BN Cee  Nii U fe

T: Control creature of power less thon or equal to the Old Mon's, Moy ¢

choose not fo untop Old Man. You lose control of target creature if
0ld Man becomes untapped or if ifs power becomes greater thon the
0ld Mon's. 2/3.

Parl Water SOR U eee NTh UXX 16
Give X target reotures island walk until end of tum,

Phantasmal Forces SC U e MPo U3 ABURATH
Flying. Pay U during upkeep or cord is destroyed. 4/1.

Phantasmal Terrain Bl ( eess DIi UL
Torget land switches fo any basic land type chosen by caster.

Phantom Monster SC U eeee JMy U3 ABURATH
Flying. 3/3.
Pirate Ship SC R eess TWG U4 ABURATH

T: Do 1 damage fo any target. Cannot ottock unless oppanent has
islands in play. Destroyed immediately if controller has no islonds
in play. 4/3.

Power Artifact EA U e DSh UL A
Reduce the octivation zost of o torget arffoct by 2. Activation cost
becomes 1 if Power Arfifact would reduce activation cost below 1.
Has no effect on arfifacts with an activation cost of 1 or less.

Power Leak g (e Dy I
Torget enchontments requires 2 during upkeep. Power Leak does 1
damage fo torget enchontment’s controller for each unpaid mana.

Power Sink INT C eeee RIh UX ABURATH
Counter target spell unless s coster spends X more mano. Target

ABURATH

¢ Seasinger SC

ABURATH

U: Give River Merfolk mountainwalk .until end of tum. 2/1.

i Sage of Lot-Hom C e Ve U1

: T: Draw o cord from your library. Each fime you do this, place one of
£ your artifucts in ploy in the graveyard.

¢ Sea King's Blessin? INS U e RAF U 16
: (;lunga the color of any number of target creatures to blue until end
: of tum.

¢ Sea Serpent SC

([ oo

e US

Connot ottack unless opponent hos islands in play. Bury it
immediately if confroller has no islands in play. 5/5.

|| eee
T: Gain control of torget creature if its controller controls o least one
islond. You lose control of farget creature when Seasinger leaves
play, leaves your control, o becomes untopped. You may choose to
leava Seasinger topped. Bury Seasinger whenever you have no
islonds. 0/1.

© Segovion leviothan ~ SC U see  MBa U4 (G,4TH
Islandwalk. 3/3.
: Serendib Djinn SC R ee Ao UL2 AN

Flying. Destroy one of your lands during upkeep. Take 3 damage i
the destroyed lond is on island. 5/6.

¢ Serendib Efreet SC R see Mo 12 ANR
¢ Flying. Does 1 damoge to you during upkeep. 3/4.
: Silhoustte IS U e Ko U4 16

Prevent oll domoge done until end of turn to torget creature by spels

 Tidal Influence N
ABURATH

Time Elemental SC

AWe LD FE

© Vesuvan Doppelganger  SC
Vodalion Knights

 Vodalian Mage

UU: Al of your creatures that ore blocking nonflying creatures get
frst stike unil end of tum. Attacking player may pay 1 for each
attacking creatures to prevent Tidal Flats from imparting first strike to
that creature’s blocker. Arists: RAI (rwo versions), SEv.

U ee TWG U2 K
Put 1 tide counter on Tida! Influence when casting it ond during
upkeep. When there is 1 fide counter on Tidal Influences, all blue
creatures get -2 /0. When there are 3 tide counters, oll blue
areatures get +2/+0. Remove all fide counters when there ore 4 on

Tidal Influence. § e HiRLIE A
Pay UUIZ, T: Retum forget permonent to owner's hand. Connot targat
ennrhunrecf permanents. Destroy Time Elementol ond do 5 domage to
its controller i it blocks or attucks. 0/2.

| o Time Wolk SOR R eeees Ao U1 ABU
Take on exto o immediately after the end of the on in which
you cast Time Wolk.
* Timetwister SOR R eesee Me U2 ABLU

Put Time Twister in 0 new gruva','mdli Shuffle your hand, fibrary, and
graveyord fogether and draw 7 cords.

Transmule Atifoct SR U eee Wl w AQ
Choase an artifact from your library and immeditely place it in ploy;
akso, choose an orfifact in play that you control ond put it in ifs
owmer's graveyard. I the new orfifoct’s costing cus1_exceeds thf:
discorded one’s, poy the difference or Transmute Avifoct doesn't
succeed and both arifacts are discarded. Shuffle your fibrary after

layi shifact.
o Nl ARLAT
Top of untop any single lond, creature, of artifuct in play. This does
not generate on effect from the torger cord. 6
Undertow « U ee 12
(reatures with islandwalk may be blocked. -
Unstable Mutation ( eee DSh U R

Torget creature gains +3/+3. Put -] /-1 counter on card dun:gs
upkeep. These counters remain until creoture dies of game ends,

i jon is removed.
: Unsu?ﬁrmunmbmMuwhmsl Coe DU ABURATH
i Refum target creature fo the hond of ifs owner. Discor
enchantments on creature. X ©
¢ Venarian Gold C eee De UU

Put X counters on torget crealure and tap it. Creature dozs nof unfap

normally while @ counter remains. Remove o counter during reafure
controller’s upkeep. S us ALUR

in play.
Duplicates oll chorocteristics except c_ol:wu uik r;g; :niscé-eqlur‘i% in play.
Moy duplicote o different UEEUI; dLirig. p 1 "

flying ability unfil end of fum.

First strike. U: Give Vodafion Knights ol o onds 2 /1.

Bury Vodalian Knights wheneveg \'o.u .c.on i

1. T: Counter a forgzt spel unless coster pays on odditional 1. QHo,

spell's coster must spend oll availoble mana from londs ond mana. 3~ o1 effects taigeting it : SVC Mo 1/1. £ Wl U1 [
pod unl Xis met. ; Sinbad SC. U o Ul AT VodolionSolders  SC O
Prodigal Sorcerer SO eeees DSh U2 ABURATH :  T:Diownow cord, you may only keepitif ‘s land.1/1. 0 Asts MBe, RKF, MM, SVC.1/ e AW UUT i
1:Do 1 damoge to any target. 1/1. © Siren's Call NS U ees Ao U ABURATH : Vodalion War Machine R llow War Machine to ottack until
Psionic Blast INS U esee DSh U2 ABU i Alof opponent’ cieatures that con ottock must do soordie otend  ©  Tap Target Merflk you contiol IDDZ- +1 this turn. If Wor Mochine
Do 4 domage to ony target and 2 domage 10 you. i of tum. Siren’s Coll con only be ployed on opponent’s turm before his end of fum or give Wor "!“‘m?ﬁf yopped in this manne this fum ore
Psionic Entity S Roee JHo U4 GATH of her oftack. lustsummoned creatures are not affected by goes to the graveyord, all Merfolk top|
T: 00 2 damage fo any torget ond 3 domage to isell. 2/2. ¢ Sren's Gl destroyed. 0/4. g ees DSH UIX ABURATH
Psychic Allergy f R eees M UU3 DK : Sleight of Mind INT R eseee MPo U  ABURATH : Volonic Eruption oice ond do | damoge fo each player
Choose o color when Psychic Alergy is cast. Do 1 domage for eath Change the text of o cord being played or in play by switching one Destioy X mountoins of your ¢ U.r(nmiﬂ destroyed.
card of this color an opponznt controls during his ot her upkezp. : color word with another. i and creature in ploy for each rnlcj'l e RTh UUT  ABURAM
Sacifce two isonds during your upkee ordestroy Psychic Mgy, & Spectral ook EC U eese RA WU 16 : Wallof Ar 5
Psychic Purge SOR C eee SVC U 6 : Target creature may not be fargeted by spels or fust effects unloss it~ Flying. 1/5. oo B yUl ABURATH
Do 1 damage to any torge. If opponent causes you to discord : is tapped. Cwall meer s
Psychic Purge, opponent must sacrfice 5 Ife.  Spell Blost INT C esss BSh UX ABURAIN :  U:+1/40.0/5 | es IMe U3 ABURATH
Psychic Venom B Cee BSn Ul ABURATH : Counter target spell; X is costing cost of farget spell * Water Hlemental SC
Do 2 damage to targat lands contoller whenever torge lond i © Stasis Roese o Ul ABURMTH :  5/4. ( ese R U3 6
topped. i Cords do not untap os noimal. Pay U duting upkeep or Stasis is © Wall of Vapor - it blocks. 0/1
Puppe! Master [ U eee SEv LUU 6 ¢ deshoyed; cords stil don't untop until next untap phase. : Cannot be damaged U‘r‘"“”'“m”) e RIh UUZ 16
I toget weature goes to the groveyard, retum creature fo owner’s - Steal Artifuct B U eeo AWe UU2  ABURATH : Wall of Wonder S I
: i (U Comulotne
of® Resticted/Bommed AR Aifoc EC Enchont Creoture £l Enchont Lond EW Enchant Wald INT Interupt SC Symmon (reatt®
AC Atifoct Creatyre EA Enchont Artifoct EE -Enchont Enchontment N Enchontment INS Instont 1AW Land SOR Sotcery
85
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Als L
1/2.2/1. ¢ Grizzly Bears SC C eee JMe G1 ABURA4IH
: Emerald Drogonfly SC Ce QHo GI 6 : /2.
Flying. GG: First strike until end of tum. 1/1. ¢ Hidden Path EN R esss RA GGGG2 DK
: Elvish Former SC R eee R(F GI fE : Al green creatures goin forestwalk.
H Put 0 spore counter on Ehvish Furmer during your upkeep. Remove 3 ¢ Hornet Cobra SC (e Stv GGl 16
: spore counters fo put a Soproling taken, whichis 0 1/1 green : First strike. 2/1.
wreature, info play. Saaific nSuptoEng to gain 2 life. 0/2. ¢ Hurricane SOR U eees QWi GX ABURAH
| i Evish Hunter SO ( eese fufi Gl FE : Do X domage fo oll pluyers and ﬂwngcreurur

: 61, T: Target aeature does not untop wmﬂydunngcunﬂoﬂer‘s ¢ lce Storm ees  [ff (2 ABU
i untop phase. Artsts: AMo, MPo, SVC. 1/1. : Destroy any one land.
¢ Hvish Scout SC ( wee M G fE 3 Ichneumon Druid SC U MBe GGI 16

UU2: Give Wall of Wonder +4 /-4 ond enoble :rm ottack. 1/5.

Water Worm ST e R U o

Woter Wurm gains +0/+1 if opponent controls on islend. 1/1.

Zephyr Faloon SC C e HHo Ul
Flying. Does not tap to aftack. 1/1.
hiding Loprechaun ~~ SC C Qo G 5

All creatures blocking ur hlodced h\r Leprechoun become green. | /1
Asborio DGe 662
Ifuphyerdomicma speﬂo;mﬂucmdmptnymhrsmhelmm
creatures moy not attock that ployer until after his or her next tum.
Argothian Pixies SC (o
Connot be blocked by orfifoct creatures. domage that Argothian
Pixies foke from arfifoct creatures is reduced 1o 0. 2/1.
Argothian Treefolk SC

G4

£ Fasthond B

G, T: Untop o torget attocking creature under your control. Creature

neither decls nor receives domage in combat, Arfists: MPo, CRu, PVe.

Both players may put  permanent from their hand directly in play.
Ployers toke tums playing cords until neither wants to play any more
permonents. No other spells or effects may be used while Fureka is
in effect. If o spell has on X in its casfing cost, X is 0.

R e MPo G ABURATH
Put os many lands in play as you fike. Does 1 damage to you for
each lond beyond the first you pluy in one fum.

e 61 ag § Feral Tholid SC U es R GGG3 i

Put 0 spore counter on Feral Ihaﬂxd during your upkeep. Remove 3
counters to regenernte Ferol ThnEhd 6/3.

C eee AW GG3 A0 Fire Sprites SC e B0 Gl L6

Ironroot Treefalk S
i35
i Killer Bees

Do 4 domage fo any oppanent casting an instont, except for the first
one cost by that opponent thot um, 1/1.

1/1. : Ifh-biff Efreet R ese My GG2 AN
Erhnam Djinn SC R oeee  [Me G3 Mo Flying. G: Do 1 damage fo ol ployers ond ﬂymgueurures, this ability

3 Give forestwalk to an opponent’s creature until next upkeep. 4/5.  : ?Jeusedby any player 3/3.
i Fureka SOR R eeee Kfo (G2 6 : |ns1|[| Energy U sees OWi G ABURATH

Unfap target reature une extra time per tum; torget moy attock
when it comes into play.
My G4 ABURATH

([ oee

U essss PEy GGI 16,4TH
Flying. G: Give Bees +I/+I until end of tum. 0/1.
Kudzu R e Mo GG ABUR

When target lond is mpped it is destroyed. Unless that was the last
lond in play, the player who just lost o lond to Kudzu must place it on
any ;me:d h:gd in play. Kudzu is discorded when all londs in ploy

are gisco:

: ' : : Flying. G, T: Add R to your muna pool (plm;osun intesrupt). 1/ l Lond Leeches SC C e QHo GG1 DK 4TH
g uf:dm;ga#ég/u;i?mn Treefolk take from on artifact source is ¢ Forl Spuzzem o Ue 3 i Fist ke, 2/2,
Aspect of Wolf 0 R eess Mo G1 ABURATH © If Floral Spuzzem attacks ond is not biod:ed youmavdesnuvu y Druid SC U ees SEv G2 ABURAH
Incrense farget creature’s power and foughness by half the number target orffoct undes opponent’s confrol wihoot deoﬁng damoge H T Untap o land of your fhm(e (pluv asan mtermpll /1.
of forests caster hos in play. i F NS ( eee My G l BU, R 47“ ¢ lifeforce sese Wi GG ABURAIH
Avoid Fate N e Pfo 6 6 : Creatures do nat affect one anather in combat. 66: Counter o black spell o5itis bemg cost (ploy os o mlerrupi)
Counter forget interupt or enchantment fargefing o permanent : Force of Noture SC R esee DSh G2 ABURAH : Lifeloce INT R e  AWeG ABURATH
Yuu control. Tromple. Pay GGGG during upkeep or Force of Noture does : Changes the color of ene card in play to green.
Bo ury-lpes SO ees BWa Gl (6 i 8domogetoyou.8/8. i Living Arifoc BA R oese Mo G ABURATH
: FunggL Bl;uom N . Rr F"" DGe 66 fE : Put 1 cc&umer cm"réugefY artifact per life you lose. During upkeep, you
: t 0 spore counter an rge ungus. : may trode one ond only one counter for 1 Iife.
et s e S Ao SC R oese DG 63 ABURATH : Living Londs R e

Double torget creature’s power ond give it trompling ability until end
of tum. If ottocking, destroy forget creature of end of tum.

Birds of Paradise SC R weeee }iP
Flying. T: Add one mana of any color to your mana pool. 0/1.
Camoufloge NS U eee My G ABU

Place your attocking creatures face down and reomrange them.

Reveal them only after defense is chosen. Ignore flegal blocks.
Carnivorous Plont SC ( ees  QHo 03

Counts os o wall. 4/5.

Cat Warriors SC ( eeee }Bz GGI 6 :
Forestwalk. 2,2 ;

© (hannel SR U e RIh GG -ABURATH :
Add 1 colorless mana fo your pool for each lfe point you socifice.

Gitanul Druid SC U e JMe G AQ

Add 0 +1/+1 counter whenever apponent casts on artifact, 1/1.

Cackatrice SC

Flying. Any nonwall creature blocking or blocked by Cockatrice is
destroyed, 2/4.

Cocoon 18
Put 3 counters on ond fop target creature you confrol. Creature does
not untap normally while counters remain, Remove o counter during

upkeep. During the upkeep ofter the last counter is removed, creature

gets +1,/+1 and flying and Cocoon is destroyed.
Concordant Crossroads W R eee

Craw Giont U eeee (Ry GGGG3 G :
Tromple. Rampoge: 2. 6/4. H
CGrumble NS C eees My G AQRATH :
Bury target artifact. Artifoct’s controller gains life points equaling :
torget arfitoct’s costing ws: :
Craw Wi /urm C e DGe GG4 ABURAH :
6/4 3
Cyclane R oee  Me GG2 AN E

N
Add 1 token per upkeep. Pay G for each token fo do 1 damage per

token to all players ond creatures. Destray Cyclone f G is not paid for

each foken. 3
Deadfall BN U e NIh G2 6 ¢

Crentures with forestwalk may be blocked, :
Desert Twister R U eees SY( GG4  ANRATH :

Destroy any one cord in play. :
Drop of Honey N R oese M G AN

Destray lowest-powered creature during your upkeep. Drop of Honey

is destroyed when there are no mote teatures. 3
Durkwood Boars SCC eee MK G4 1G4TH ©

/4, i
Elven Fortress B eee M G fE 2

G1: Give torget blocker +0,/+1 until end of turn. Artists: RAF, MPo,

PVe, TWa. :
Elven Riders SC U eee  MBe GG3 IGATH :

Cannot be blocked except by walls ond flying weatures. 3/3. :
Elves of Deep Shadow ST U eee ity 0K :

T: Add B fo your mana pool and lose 1 fife (play o5 on interrupt).

/1.
Elvish Archers SC R e AMg G
First strike. Misprint: Alpha version listed power and fougness os

86 9. Q U E S T

Ab IR Goea's Avenger SC

DATH

R sesss Dfr (63 ABURAMH :

iWe G 6 i
(reatures may attack or top during the tum they are brought into play. =

ABURATH :

Fungusaur
Gaea's Liege

: Goea's Touch N
Ghazban Ogre SC

Giant Badger SC
U wee Mg G G :

¢ Glyph of Reincomation NS

Gets 0 +1/+1 counter ofter mw tum when Fungusour has been
domaged but nat destroyed. 2/2.

*=number of ortifocts opponent hos in play. *+1/*+1.
SC R eeeee Wi GGG3  ABURAH

T Tum ony lond info o bosic forest. All torget lands retum to narmal
when Gaea’s Liege leaves play. Power and toughness equal # of
forest controller has in play; when attocking, power ond toughness
equal number of forests defendltng opponent has in play. */*.

eee
You may put one extra lond into play in eoch of your tums, if thet
land is 0 basic forest. Sacrfice Goea's Touch to odd GG to your mana
pool (play os on intermupt).

Co My 6

AN
During confroller’s upkesp, Ghazban Ogre switches to the control of
the player with the most fe. 2/2.
R eese |Dp GGl

Badger gets +2/+2 until end of tum if ossigned os a blocker. 2,/2.

Giant Growth INS C eeee SEy G ABURATH
: Target creature gets +3/+3 until end of tum. :
: Giant Spider ( eeee SEy G3  ABURAH :
Doesn't fly, but can block flying crentures. 2/4.
= Giont Turlle SC (e

Gint Turtle may not attack i it did so during your last tum. 2/4.

( oo

Bury oll surviving creatures blocked by target wall this tum, For each
such crenture, choose o reature from attacker's groveyord and retum
it o play under attacker’s control. Play after combat.

¢ Living Plane
R ees P GGI 0 i

3 Uongwar

Marsh Viper SC

Master of the Hunt SC
BOOK :

Metomorphosis
Me 661 5 :

Natura

My 63 ABURATH
Treur ollforests in ploy os 1 /1 arectures that can be tupped Tor G,

R ses  BWo GG L6
Consider oll lands in play bath lands ond 1/1 creotures that may not
be top, i?ed when first pm in play.

C esee AMg G ABURAIH
H T: Add G fo your mana pool Ployed os on interrupt. 1/1.
i lure EC U eesee pMg GGT  ABURATH

Al creatures that con block torget creature mmt doso.

i Lurker SC R oee
MPo GG K :

Lurker connot be the targef of spells unless it unutked or blocked 1h|s

tum. 2/3.

( ees RSy G3 DKATH
Opponent takes 2 paison counters when domoged by Viper.
Opponent loses whenever he or she has 10 or more poison counters.
1/2

R eeeee |Ha (G2 16
662: Put o Wolves of the Hunt token, 0 1/1 green creature that
may band with other Wolves of the Hunt, in ploy. 2/2.

SR ( = (Ru 6 AN
Saaifice creature for costing cost + 1 mana of ony color, which con
only be used for summonings.

3 Mussl?nns!er (e My GG2 16
b,
NaF's Asp SC Coee (R G AN ATH

If Haf's Asp hits opponent, it does 1 point of domage during

opronem’s next upkeep unless 1 is poid. 1/1.
Selection NS Re MG

Look at the top 3 cords of any tbrary. You may then shuffle

ABU
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that library. ¢ Spore Cloud NS C weee [ GGI FE : Typhoon SOR R e Mo G2 16
Niall Silvain SC R ees (Ru GGG K Tap all blocking creatures. No creatures in combat deal domoge this Do 1 damage to opponent for each island he or she controls.

GGG, T: Regenerate turget aeature. 2/2. H tum. No creatures now in combat untap os normal during their ¢ Untamed Wilds SOR U e Nh G2 LG, 4TH
Night Soil BN C eee N GG fE controller’s next untop phase. Atists: IMy, SVC, AWe. : Search your library for one basic land ond put it in play. This does not

1: Toke two creatures in any graveyord ond remove them from the
game to put o Soproling token, whichis 0 1/1 green weature, in
rluy. Atists: SEv, HHu, DTu.

Peopleof the Woods ~ SC U eee DIy GG DK
*=number of forests controlled by controller of People of the Woods.
1/*

Pixie Queen SC

GGG, T: Give torget creature flying until end of tum. 1/1. ¢ Stream of Life SOR ( eees MPo GX  ABURATH
Powerleech EN U ees (Ru GG AQ Torget player goins X [fe.

Toke 1 lifa each fime an opponent’s arfifuct becomes topped, or each ¢ Subdue INS C e BSn G 6 :

fime the activation cost of on opponent’s artifacts s paid. Powerleech Torget creature decls no damage. It gains X toughness, where X

is not friggered by continuous artifacts. : equals its casting cast.
Pradesh Gypsies SC Ce» (O G2 LGATH 3 Sylvan Library EN R eses il GI 1G,4TH

61, T: Give torget creature -2/-0 until end of tum. 1/1. You may draw 2 extra cords during your drow phase, then either put
Rabid Wombat SC U ees Kfo 662 6 : two of the cords back or sociifice 4 fives per card not replaced.

Gains +2/+2 for each enchantment cast on it. Rabid Wembat does & Sylvan Paradise INS U e RAF G 16

not top when ottacking. 0/1. i (hange the color of one or more torget creotures to green unfil end
Radjan Spirit SC U wese (Ru G3 IGATH ¢ oftum.

T: Torget creature loses flying obility until tum ends. 3/2. ¢ Thallid SC ( eee Ml G FE
= Rebirth SOR R e  MIe GGG3  LGATH : Put o spote counter on Thallid during upkeep. Remove three counters

Each ployer moy be heoled to 20 life. Any player <o choasing antes
on oddifional cord from the top of his or her ibrary. Remave if not

laying for ante.
Regeﬂgrutgm ( seee QHo G ABURATH :
G: Torget creature regenerates. :
-Regruwtﬂ SOR U eeeee gﬂViL 61 ABUR :
Bring o card from your groveyard into your hand. :
Reincarnation ! c=HS ) se» EBe GG 16

IF target creature goes to the graveyard this tum, put o creature from
that groveyard directly into play under the conlrol of the torget

aealure’s owner. ¢ Thelonite Monk SC R eees BWo GG2 fE
Revelation W Re Ko G 6 i T-Soaifice o green creature to translom o torget lond info @ basic
Play with all cords in hand face up. P forest. 1/2.
Rust I (e oG 16 : Thelon's Chont BN U eee  MBs GG FE:

Counter target artifact effect thot requies an umivgﬁon cost.
INS

ndstorm (e BSn ANATH ©  puttinga-1/1 counter on o crecture he contrals.
Do 1 domage to all attacking creatures. ¢ Thelon's Curse EN R eee PVo GG FE ¢
Savaen Elves S (e RGO DK% Blue creatures do not untop os normal. During upkeep, o blue
GG, T Destray torget enchont land. 1/1. : aeature’s controller may pay U, in oddition to other untap costs, fo
Scarwood Bandits SC R eses MPo GG2 DK% untop one ond only ane areature,

Forestwolk. G2, T- Control trget orffoct. Opponent may countet this
by poying 2. You lose control of torget orifuct whenever Scorwood

Bondits leave ploy. 2/2.

19w
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Scarwood H g U eee M\u 61 DK
GGG, ?:gGiva torget creature fosestwalk until end of tum. T: Remove

forestuwalk from targe uetqlurchnn.l .efd of rurg. IG/ 1.

: Spore Flower SC

Storm See
R ese (o GG2 5 i

Thallid Devourer SC

¢ Thelonite Druid SC

¢ Thicke! Basilisk 5

¢ Thorn Thallid 5C
: During your upkeep, put o spore counter on Thom Thallid, Remove 3
counters o hove it deal 1 damage to any torget. Atists: DGe, HHu,

0K

Put o spore counter on Spore Flower during upkeep. Remove three
counters from Spore Flower to prevent creatures from dealing
dumnaa in combat. 0/1.

er INS U wees MPo (3 16
Dth p;im of domoge to opponent for every card he of she hos
in hand.

from Thallid to put o Saproling token, which is 0 1/ green creature,
in play. Adists: EBe, DGe, JMy, RSp. 1/1.

U ee RS GG fE
Put 0 spore counter on Thallid Devourer during upkeep. Remove three
counters fo put o Saproling token, whichis 0 1/1 green reature,
into play. Sacrifice a Saproling to make Thallid Devourer +1,/+2 until
end of tum, 2/2.

61, T: Sucrifice o creature fo tum your forests into 2/3 ceatures
until end of tum, 1/1.

Do 3 damage to any player who puts o swamp into ploy without

U eees Dir GG3  ABUR4TH
g%norrwull areature blocking or blocked by Basilisk is destioyed.

noo

( eee  Auii GG FE

U eee  MOK GG E 3

Whirling Dervish SC
£ Wild Growh i

U eeee HOK G2 fE G

Winer Blast

Wolverine Pack SC
£ Wyloli Wolf S

o Adun Ockenshield ~ SC

E » Ayesha Tanoka 5C

E6/s
¢ o Boris Devilboon SC

count os your normal lond-played. Reshuffle your library afterword.
Venom EC C ee» TWG GGI DK ATH
All non-wall creatures blocking or blocked by torget creature ore
destroyed ofter combat.

i Verduron Enchontress  SC R ee  KBr GG1  ABURAM
: Drow o card each time you cost an enchantment, 0/2.

¢ Wall of Brambles SC U eee Mo G2 ABURATH
: G: Regenerates. 2/3.

Wu!lg}l]te SC U eee R G2 ABURATH
Wu"u;'ﬂ'ood SC Ce MeG ABUR4H
H 0/3.

: Wanderlust EC U ese (B G2 ABURAM
i Do 1 damage to controller of target creature during upkesp.

: War Mommoth ( ( eees Jie 63 ABURATH
: Tromple, 3/3.

: Web EC R esee P G ABURATH
Target creature goins +0,/+2 ond may block flying creatures.

¢ Whippoorwil (U eees DSh G oK

GG, T: Torget creature may not regenerate of be the target of
damage-preventing or domage-redirecting spells or effects. If target
creature goes o the groveyord, remove it from the game. 1/1.

U eeee SV( GG LG, 4TH
Protection from black. Gains +1/+1 ofter each tum in which it
damoges opponent. 1/1.

Cee MPo G ABURATH
WhenEver torget land is topped for mono, Wild Growth provides en
extra 6.
Willow Satyr SC R e IMe GG2

L6
T: Gain control of target legend. Lose control of this legend if Wilow
Satyr untaps, leaves play, or leaves your control. You moy leave
Willow Satyr topped. 1/1.
SOR U eeee [fp GX
Tap X torget creatures. Do 2 domoge to each target creature
with flying

LG 4TH

(e IMe GG2 L6
: Rampage: 2. 2/4.
: Wood Elemental SC R e BSn G3 16
3 *=the aumber of untapped forests you serificed when casting Wood
: Elemental, */*.
: Wormwood Treefolk SC R ees My GG3 oK

66: Give Wormwood Treefolk swompwalk until end of tum and lose
2 life. BB: Give Wormwood Treefolk forestwalk until end of fum and
lose 2 life. 4/4.

[ eeee SV( Gl M
T: Give o creoture +1/+1 unkil end of tum. 1/1.

R eees Mo BGR
GRB, T: Take o creature from your graveyard into your hand. 1/2.
i e Angus Mackenzie SC R === BWo UG 16

UGW, T: Attacking and blocking creatures deal no domoge during
combat. 2/2.

o Arcades Sabboth SC R eees [EBe UUGGWW2 G
Flying. All creatures on Sabboth's side goin +2 defense when
untapped. W: Give Subboth +0/+1 until end of tum. Pay WGU
during upkeep ot bury Arcades Sabboth. 7/7.

o Axelrod Gunnarson ~ SC R eee  SKi BBRR 16
Tromple. Eoch time o creature is ploced in groveyard during a tum in
which Axelrod damaged it, toke 1 life and do 1 domage to farget

layer. 5/5.

i R eee  BWo UUWW 16
T Counter ortfoct effect requiring activafion cost unless ortifact
contraller spends W. 2,/2.

o Borkiooth Warbeard  SC U e ARy BRRY 16
6/5.
-Bunéﬂuneuxe S{ R eee ARy BGR3 16

Cannot be targat of enchant creature spells. Does not fop fo attock.

R eee Ny BR3 16
8R2, T: Put o minor demon foken, which is 0 1/1 red and black

into play. 2/2.
Scavenger Folk ; o My, e 272 § . e oo fBo BBUUWWZ (G
ger Fol 1o orget aiffct, 1/1, © Timber Wolves SC R oeee Mip G ABURAH e Chromium o ok v -

Suyl:;;ﬁrsirn:;"f“e S:uvengerSch]k wcdvi“;f. Mo 6 ABURAT Bons.1/). © Flying, rompoge: 2. Pay BUW during upkezp ot bury Chiomium.

i ¢ Tilonia's Song BN U eee Kk G3  AORATH :  T/T. 5
5hun0§:gglflr]y/u :15 P Mo 6 ABURATH : Every non-reature arfifact in ploy loses its usval abilifies ond : ODuk(unBIu(ihluda S(d R “n:m R/KE B L

Forshuak, 1,1 becomes on artfact creature with power ond foughness equal toits &~ equals the numbemfli'm svgu e (86 DK
shelkin Browniy .~ ¢ C ° psh 61 - LE casfing cost. S;}Dlﬂd Titania’s Song leave play, ortifucts revert to s Ddfksﬁeif" onfheg\::'“ygdgai:;life

; o T etceature untilend of tum. & normal just before the next fum's untop phase. : o ik 0 1! B e

%'/ R]EI'HCNE the banding obily from 1018  Tracker I SC R pe IMe 661 DK : e Gabriel Angelfire ns ' R'm i D,E’,ﬁ,sfn-ﬁkfw,smp,, mus
Singing Tree o R eeee RN G3 M 66, T: Tracker does domage equal to its power to farget creature. During upkeep, Angelfir g“'"ske' E4 YA % o

T: Reduce attocking creature’s Pﬂwelml]unn'lend of tum. 0/3. ImFet ueature does domage equal fo its power fo Trocker, 2/2. : fampo 2: 3 until your next up! Eep;” b UUWWa 5
SitingSlyg " s¢ U oa Ao GG O Trangilty SR Coees OSh G2 ABURATH : obosolick 30 Ev

6T: Giva Slug firs shike until end of tum. IFthis obiliy is not used, Discord all enchantments in play. : Fiststrike. Con block !stu(n wugmg.l“” B BBUR T

every Ug s i.' locked by Sitting Slug guins frst stike ¢ Tsunomi SR U ee Rh 63 ABURATH : o Gwendlyn Di Corei ? discords  cor in hand (ploy ooy during

il en‘m”;ﬁ hlo;/lggw Destioy all islands in play. ¢ T Torget player randomly disor

. 2/4. : :
] ; ¢ (U Comulgtive Upkeep

/¢ Restided/Brneg AR Al EC Enchont Creeture L Enchont Lond EW. Enchoal World INT Intemupt SC Summon Creotu vt
AC Atfoct Crghye i nchant Aritact EE Enchont Enchantment  EN' Enchontmant INS Instant LAN Lond SOR Sorcery
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Nome Kind Roity Roting  Arist Cost Sets Found Nome find Rasity Rating  Artst Cost Sets Found
-‘jﬁmhdﬂ:eryn SC U e ARy GW4 G : Crevosse N U e RA R2 16
: : (reatures with muunlumwu!k may be blocked.
-SmInSmrmm SC U e= NI BUS 6 : Crimson Kobolds (e Aa 0 16
H 6/4. : Crimson Kobolds ore :ed crearures 0/1.
i oSolkonorSwompKing  SC R eeeee RKF BURZ 16 i Crimson Manticore SC R eee DGz RR2 LGATH
Swampwalk. Centraller gains 1 Ife each time o black spell is cost. Flying. R, T: Do 1 domage to target ottacking or blocking creature.
5/5. 3 2/2.
Players guide !y SC R ssee i GRY 16 : CookshonkKebolds SC C o  (Ru O 16
. 3 Put Stangg Twin token in play when casting Stangg. Stongg Twin (raokshank Kobolds me red creatures. 0/1.
Home Wind Rofy Rofrg  Afst (st Sesfund © tokenis 0.3/4 green ond red legend. Remove Stongg Twintoken ¢ Deser! Nomads (e (Ru R2 M
Desription g from gume if Stongg leaves play. 3/4. : Desertwalk. Immune to dumuge from Deserts. 2/2.
our tum). 3/5. ¢ eSungstion Foleoner ~ SC U = (Ru GR3 LG : Detonate RAF RX AQ,4TH
. Hu‘{fdune SC R eese MBe BUWI 6 § - Add 2 to your mena paol. 4/4. : Target on artifoct; X is the tusrmg cosr of the target artifoct.
Make Holfdane 3/3 when cast. During upkeep, Holfdone may ¢ eTelsuo Umezawa SC R eesee |8y BUR 16 : Detonate destroys target orfifact, doing X points of domoge to

ucquire the current power ond toughness of o torget creature besides
itself. When there are no legal torgets, Holfdane is 3/3. */*.

© Hazezon Tomar SC R eese RKF GRWY 6
On your first upkeep after Hazezon Tomar is put in play, put * Sond
Worior tokens in play, where * is the number of lnds you control.
Treat eoch token os 0 1/1 red, white, ond green weature. Remove
oll Sand Warriors if Hozezon Tomar leaves play. 2/4.

© Hunding Gjornersen  SC U = RTh UUI3 16
Rompoge: 1. 5/4. H

® Jocques le Ver! SC R eees ARy GRWI 6 :
Make ol your green creatures +0/+2. 3/2.

© Josmine Boreal SC U e RKF GW3 6
4/5.

OJedil/Uiunen SC U eee  MPo UWW4 16 :
5/5. §

o lmudofhe Gosed Fist+ SC U eee AR GGRI 6 i
8/5.

® Johan SC R eees [Tz GRW3 16

If Johon is not tapped, any of your creatures besides Johan moy
ottock without topping. 5/4.

o Kosimir the Lone Wolf SC U o :
5/3. Active Yolcano INS C = BSn R G :
o Kei Takahashi SC R oese S G2 16 Destroy blue permanent or retum island to owner's hond, Destroy
T: Prevent up to 2 domage fo forget creature. 2/2. : enchantments on torget lond. :
© Lady (aleria SC R eeee Big GGWW3 16 i ArothiBerserker SC U e=  MBe RRRZ 16 :
T: Do 3 domage fo torget attacking o blocking creature. 3/6. : Rompage: 3. 2/4. :
© Lody Evangela R ees  JiPo BUW 16 : Aladdin R eees JB3 RR2 M
BW, T: Target creature deols no domage this tum during combat. RR1: Steal artifut. 1 /l :
1/2. ¢ Ali Baba U ses JBg R ANATH
-Lndy ai the Mountain  SC U e RKF GR4 6 : R:Topowoll. 1/1. :
;o Al from Cairo R eess jiPo RR2 M
° [a um, SC U e SEy BRS 16 You ton/nct be reduced belowl Iife due to domage while Aliis in
7/4, H H
e Livonya Silone SC R eee RKF GGRRZ 16 & Adifact Blnsi INT C» MPo R AD
First strike, legendary londwalk. 4,/4. : [uunler any artifoct as it is being cast.
e Lord Mognus SC U eee Mz GWW3 16 SC Cee My RI AR :
F|rst strike. Creatures with plainswalk o forestwolk may be blocked,  : U +2/+2; saaffice one of your artifacts in ploy. 1/2. :
¢ Bockdraft INS U eee RSy Rl 16 :
'Mu uuil Esdragon  SC U e MPo GRR3 6 : Do half the damage (round down) done by one sorcery to the :
Rompage: 1. 4/6. SOICEry’s oster, i
Marsh Goblins SC C e QHo BR pk ¢ Ball Lightning SC R eess (Ho RRR DKATH
Swampwalk. 1/1. Tromple. Ball Lightning may ottack in the tum in which it is i
o Nebuchodnezzor SC R eeses B{F BU3 i 4 summaned. Bury Ball Lightning ot the end of the tum in which it was

Pay X, T: Nome o cord. Opponent rondomly reveals X cards in hand.

Opponent must discord ony such cards that match the one you

named. (Play only during your tum.) 3/3.
SC

© Nicol Bolas R eee [Be BBUURRY T 3/3. :
Flying. An oppanent domaged by Nicol Bolas must her discord entire  ©  Bird Maiden SC Coee IMe R2 ANATH
hond. Poy BUR dunng upkezp or : Flying. 1/2. :
bury Nicol Bolas. 7,/7. i Blozing E?hqy SC Coee  SVCRI G :

o Palladio-Mors SC R oeee [Ba GGRRWW2 G : When ploced in the graveyord from ploy, Blazing Effigy does 3 :
Flying, trample. Pay WGR during upkeep or bury Pnlioannrs 7/1. ¢ domoge to torget reature, 0/3.

o Pavel Moliki SC Ue AR 16 : Blood Lust IS~ C eses Alg RI IGATH :
BR: Give Pave! Makiki +1/+0 until end of tum, 5 /3 Make torget creatures +4/-4 until end of tum. This makes mughness :

oPrineess lurezic  SC U e Sy BUL3 6  nolowerthon 1. :
T: Add U to your mana pool tpluvnsun interrupt), 5/4. ¢ Blood Moon B R esee TWi R2 oK :

© Ragnar SC eeo  [ifs BGW i Turn oll non-basic lands info basic mountains while Blood Moonis &
UGW, T- Regenerate mrgﬁrueunne, /1. i in ploy.

© Romirez QePie!m SC U ees PRy pRU3 6 : Brossclaw Orcs SC (e Mdi R? FE
First strike. 4/3. i Connat be ussigned to block creatures of power greater than 1. :

© Ramses Overdork SC R oses RKF BBULZ 16 ¢ Mists: RA (two versions), DFr, HHu. 3/2.

T: Destroy o forget creature with an enchontment on it. 4,/3.

o Rospufin Dreommveaver  SC R oo ARy W4 6 :

Put 7 counters on Rospufin when put in ploy. Remave o counter to
prevent | domoge fo Rosputin or odd 1 o your mana pool (play os
on interrupt). Add o counter to Rosputin Dreomweaver during your
upkeep if he began your tum untopped. There may be no more
than 7 such counters on Rasputin, 4/1

o Riven Turnbull (T
T: Add B to your mana pool (ploy as on intemupt). 5/7.

° ofkherleep ST R oo
All your Kobolds of Kher Keep gain +2 /+2. Pay RRR duing upkeep
ar Rehgahh ond ol Kobolds ore topped ond enter oppanent’s control

5/5.
© Rubinia Soulsinﬁer S
T: Gain control of turge creature. You lose control of torget creatire

when Rubinio Soulsinger leaves play, leaves your confrol, or becomes

unTtqued. You may choose to leave Rubinia Soulsinger topped. 2,/3
S{urwou Goblins SC C e RSy OR DK

88 IS Q U E S T

© Tobias Andricn SC

REF - UW4 16

i Beasts of Bogordan SC

RAF BUS 6 :
te BERR) 6 :
Caverns of Despair EN

R oessse RA UGH? G

: Chaoslace i

BUR, T: Destroy torget tapped or blocking creature. Tetsuo Umezawa

may nat be torgeted by on enchont creofure spell. 3/3.

Ues ARy UW3 16
EI :
i o Tor Wauki SC U e RAF BBRZ 6 i

T: Do 2 domoge to attacking or blocking creature. 3/3.

@ Tarsten Yon Ursus U e
5/5.

© Tuknir Deathlock S

Flying. GR, T: Give forget creature +2/+2 unfil end of tum. 2/2.

o Ur-Drago SC R eee (R BRULZ 6

First strike. Creatures with swompwolk may be blocked. 4,/4.
© Voevictis Asmodi R eee
Flying. B: Goin +1/+0 until end of tum. R: Gain +1,/+0 unfil end of
tum. G: Gain +1/+0 until end of tum. Poy BGR during upkesp or
bury Voevictis Asmadi. 7/7.
® Xira Arien SC R ees
Flying. GRB, T: Moke target ployer draw o cord. 1/2.

summaoned. 6,/1

|| oo

Protecfion from red. Gains +1/+1 if oppanent controls white cards.
3

¢ Brothers of Fire SC Cee M BRI DKATH :
t RR1: Do 1 damage o any targat as well os 1 domoge o you. 2/2

¢ Brute, The EC C oo WP R GATH :
: Tulgnl(reu!me goins +1 /+0. RRR: Regenerates.

¢ Burrowing B0 C eee MPo B ABURATH :
i Torget aeature goins mountainwalk. !
: (ave People U ees DIy RRI DK, 4TH

Cave People get +1,/-2 unfil end of tum when they ore declared an
T}TN RR1, T: Give torget creature mountainwolk until end of tum.
R ee
No player may attock with more than 2 reatures, nor block with
mote thon 2 creatures, par tum
Chain Lighting SOR (oo
Do 3 domoge to o torget. Whenever Chain Lightning does domage,
the torge? or torget controller may pay R for Chain Lightning to do 3
dqmﬁgn 10 0 torget of his or her choosing
Roees (Wi B ABURATH
Changes tha color of o cord being ployed or in ploy fo red

Disharmony

1P G6W3 6 :
Roeses 1o GBRR 16

Ao BBRRGGZ 16 |

MBe BRG 6

DG Ré 6 |
: Disintegrote SOR

i Dwarven Armorer

: Dwarven Catopult

© Dwarven Weaponsmith S

Dwarven Worriors SC
Hic RR2 G :

Stv R 6 :

© Forthquake

orfifact’s controller. Arfifact creatures destrayed by Delonate may

nat b regenerofed.
INS R eee BV R2 16

Target attocking creature is untopped ond placed under your control
unfil end of tumn. Itis no longer considered an attacker. Play before
blocking is chosen.

hilabracian

PSR

(=]
==
=
o
=
=
=]
=
=
=
=
=

( eeee AMa RX ABURATH
Do X domage o o torget. If target dies this tum, it is removed
from gome.

i Dwarven Song NS U es DFr R 16
Change the color of any number of target creatures to red until end

: of tum.

i Dragon Whelp SC U eeee AWg RR2  ABURAT

Flying. R: +1,/+0; if more than RRR is spent this way in one fum,
Dragon Whelp dies of end of furn. 2,/3.

R eeee BWo R FE
R, T: Discard o card from your hond fo put 0 +0/+1 or 0 +1/+0
counter on farget creoture. 0/2.
INS U eee Mg RX FE
Does X domoge, divided evenly among oll of your apponent’s
crentures (round down) .

© DuurvenDemclfonTen  SC U see KB R2 ABU
: T: Destroy o wall.

: Dwarven Lieulenont SC Ue Me RR FE
: R1: Give torget Dwarf +1/+0 until end of tum, I/2

¢ Dwarven Soldier SC C es DSh R FE

IF Dwarven Soldier blocks or gets blocked by Orts, ﬂ quins +0/+2
until end of tum. Artists: RAI, RAF. 2/1.
U eeo  MPo RI AR

T: Duting ng&eep, udd 0 +1/+1 counter to any creature. Sacrifice an

artifoct each time you use fhis ability. 1/1.
( eeeee Sh R? ABURAMH

T: A creoture of power no greater than 2 becomes unblockoble until

H end of tum, 1/1

: Farth Hementol SC U ees  DFr RR3  ABURAM
4/5.

: Enr!hb{nd fC ( eeo (QHo R ABUR

Do 2 domaga to and temoves flying ability from target creature.
Does not ni?etl norflying creatures.

SOR R eee DFr RX ABURATH
Do  damage to all ployers and non-lying creatures in plm;
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Neme Kind Rerity Roting  Atst Cost Sets Found Name Kind Rorty Rofing  Atist Cost Sets Found Name Kind Rority Rafing  Arist Cost
Descrption Descrption Descrption
Eternal Flome SOR R e Po RR1 DK i Goblin King SC R ess My RRI  ABURAM : Llightning Bolt INS ( eeeee (Ry R ABURATH
domage your opponent by the number of mountains you control. H While Gablin King is in play, oll Goblins ocquire mountainwalk and Do 3 domage to one target.
Lose half that omount of Me rounding up. H +1/+1.2/2. i Magnetic Mountain SC R eee SVC RR1  ANRATH
Eternal Warrior ( esee Mp R LG,ATH : Goblin Kites N U e A RI FE & To untop a blue creature, controller must spend 4 during upkeep in
Target creature does not !up to attock. H R: Give o torget creature you control of toughness no greater than 2. uddition fo other requirements. Big blua-deck killer!
* Falling Star SOR R ees DSh R2 6 : flying unfil end of tumn. Other effects may later increase target's : Mana Closh SR R = Mle R DK, 4TH

From o height of at least a foat, fiip Folling Stor ento playing rea.
Any weature Folling Star touches tokes 3 domage ond taps if it
survives. Folling Star hos no effect if it doesn't tum of
least 360 degrees.

False Orders INS ( eeee Ao R ABU
Choose if and how one defending weature blocks. The block, if any,
must be legal. Play ofter defense is chosen but before damoge

is dealt.
in NS ( oo

Tnp oll creatures blocking torget attacking creature. Target and its
blockers deal no domoge in combt,

Fire Droke SC U oo
Flying. R: +1/+0 until end of tum. Only 1 R con be used in this
monner. 1/2. {
ﬁreEsleenlul SC U ese  [MBe RRI  ABURAH :
Fireball SOR ( eees MIe RX  ABURAIH

Do X domage, divided evenly amang any number of fargets
(round down). Poy 1 for each target beyond the first.

Firebreathing EC  ( eeee DFr R ABURAIH
R: +1/+0. i
Firestorm Phoenix SC R eees Mo RR4 6 :

Flying. Retumn Firestorm Phoenix to owner’s hand if it goes to the
groveyard from play. If so, it may not be cast that tum. 3/2.
Fissure INS C eees DSh RR3 DK ATH
Bury target land or creature.

IR,

Guhlm Hntk Sled S

8n R 6 :
i Goblin Wor Drums

(Ry RRI oK

tuughness Atend of tum, flip o coin. Bury target creature if opponent

( oo DDe RI DK, 4TH
Tromple. Rock Sled may not attack unless oppanent controls at least
one mountain. Rock Sled does not untop if it attocked your last tum.

H /1. :
i Goblin Shrine L C eee RS K :

If target land is o basic mountain, oll Goblins gain +I /0. Doss 1
domage fo oll Goblins if it leaves play.

( eeees i B2

Each ottacking creature you control may not be blocked with fewer

than two creatures. Attists: DFr, HHu, RKF, IMe.

i Goblin Warrens EN R eeee D R2

: R2: Sarifice two Goblins to put 3 Goblin tokens, which ore 1,/1 :ed
weatures, in play.

¢ Goblin Wizard SC U ees DGe RR2 DK

T: Put o Goblin from your hand directly into play. Treat torget Goblin
os if it were just summoned. R: Give torget Goblin protection from
white until end of fum. 1/1.

i Goblins of the Flarg SC C eee TWG R DK
Mountainwalk. Bury Goblins of the Flarg if its controller controls ony
4 Dwarves. 1/1.
: Granite Gargoyle SC R eee (R RZ ABUR
Flying. R: +0/+1.2/2.
: Gruww Sphere EW R wesss fSn R 16
All creatures lose ﬂymg nbllny

RS oW
becomes a 272 eréature untilend |

of turn, The (a
land but cannot be tappesd for

€ still counts as

mana if it came into play on o side \

(8 this rurm.
| "mwrvfa-rds
| alive,” —Arna

MINION OF TEVESH SZAT

BALDUVIAN CONJURER
Flashfires SOR U eeee DWi R3 ABURATH : GrayOgre SC C e D RZ ABURATH
Destioy all plains in play. 2
® Fork INT R eeses AWe RR ABUR i Hill Giont SC C ee DFf R3 ABURATH
Duplicate a sorcery or instant just cast. Fork’s color remains red and 3/3.
Fork’s coster may choose ifs target. ¢ Hurloon Minotour SC C e AMo RR1  ABURAM
frost Giant SC U eee  DGe RRR3 6 : k
Rompage: 2. 4/4. ¢ ¢ Hurr Juckal SC R oeee DIy R AN 4TH
Giont Strength EC  ( eeee JHo RR 1GATH ¢ T: Prevent wreature from regenerating this tum. 1/1.

Make target creoture +2/+2. ¢ Hyperion Blacksmith ~ SC U eee  Dfr RRI 6 :
Glyph of Destruction NS ( oo SYC R G : TTuporunTuphlgerumfn(?upponem conhols. 2/2. ;
Moke torget wall you control +10/+0 when blocking. Trget well — § Immolation ( ooee Sk R LG, 4TH

takes no domage in combot but is destroyed at end of fum. ; Moke target creature +2'/ 2.
Goblin Artisans Uee B0 R AQ % Inferno R eee RAF RRS DK 4TH
If desired, top Goblin Artisans as you cast an arfifoct, ond flip o coin. Do 6 damage to oll pluya;s and ol creatures.
F oppanent wins flip, your artifoct is countered. Otherwise, drow < Ironclaw Ores SC Ce AMo Rl ABUATH
onother cord from your librory. You may use this obility only once for Moy only block creatures of power equaling 1 or less. 2/2.
each time you cost on ortifoct, 1/1. ¢ Keldon Warlord SC U eee KBr RRZ  ABURAM
Goblin Balloon Brignde  SC U eee  ARw R ABURATH :
R: Gains flying unil end of turn. 1/1.
Goblin Caves [l ( eee DTy RRI DK
IF torget lond is o basic mountain, all Goblins gain +0/+2.

Goblin Chirurgean SC ( eee i R FE
Scuzﬂflce 0 Gablin to regenerate o creature. Attists: PFo, DFr, DGe.

0/2.

Goblin Digging Team ~~ SC (e
T: Sacrifice Digging Team to dasnoy targe! wuli /1.

Goblin Flofilla SC eoo Wi R? FE

Baldwvia arg
Shyhmnight

Power and toughness equal number of non-wall creatures in play on
your side, including Warlord. */*.

{ Kird Ape SCCese  Kie R AR
Kud Ape gains +1 /+2 while controller has forests in play. 1/1.
: Kobold Drill Sergeant ~ SC U e JBa R 16

Give oll rum Kobolds +0/+1 and iwmple 1/2.

¢ Kobold Overlord SC R e JBa Rl 16
RSp R K :
¢ Kobold Taskmaster SC U ee RAFRI 6 :

First stiike. Give all your Kobolds flrsl stike. 1/2.
Give oll your Kobolds +I/+0

Mnna ore

E i Mijge Djinn SC

Raiding Party N

Red Elemental Blast INT

Roc of Kher Ridges S
£ Rock Hydra SC

(Choose o farget player. You and he or she should flip o coin. Any
pl:wer whose coin comes up tails loses a fife. Repeat unfil both
ers’ coins come up heuds simultoneously.

R eees (Ry RZ ABURATH

Each land produces an enm mana of its normal type whenever it is
topped for mana.

Manabarbs EN R e (Ru R3 ABURATH

Do 1 domage fo contraller whenever he or she draws mana from
ony land.

R ees  SVC RRR ANR
If Mijge Djinn attacks, fiip o coin. If opponent wins fiip, Mijge Djinn
tops but does not attack. 6/3.

| Mons'sGoblinRaiders SC C o IMe R ABURATH

5O

i Mountain Yeti (U esss Dir RR2 L6
Mountoinwalk, protection from white. 3/3.

¢ Nolathni Dragon SC R ees  MWe RRZ CON

Flying, bands. R: +1/+0 until end of tum. Bury Nalathni Dragon if
more than RRR is spent in this manner in one tum. 1/1

i Orc General SC Ue My R2 DK
§ lé:/Szuuiﬁ(e an Orc or Goblin to give oll Orcs +1/+1 until end of tum.
¢ Orcish Artillery SC U ees Mo BRI ABURAH
H T: Does 2 damage to any torget ond 3 domage fo you. Misprint:

: Alpha version lists costing cost as R1. 1/3.

i Orcish Coptain SC Ue Mle R FE

1: Choose torget Orc, then flip o coin. If opponent wins flip, target
Orc gets +2/+0 until end of tum. Otherwise, the Orc gets -0,/-2 until
end of um . 1/1

Orcish Mechanics SC ( eee PV R2 L]
T: Do 2 paints of damage to any farget. Each time you use this
ability, ploce ona of your ortifocts in play in the gruvevurd /1,

Orcish Oriflamme EN U ees DFr BRI ABURATH
All of your attacking creatures gain +1,/+0 during your oftock.

Misprint: Alpha version lists costing cost os R1.

Orcish Spy SC ( eeee i R FE
T: Losk ot the top 3 cords in target player'’s library. Retum them in
order. Artists: DGe, SVC, PVe. 1/1

Orcish Veteran SC (e Mdi R2 FE
Cannot be ossigned 1o block white creatures of power greater than 1.
R: Give D.'cish Veteran first strike unfil end of tum. Artists: MBe, DFr,

[JHn DSh
SC R eee  DGe RR3 fE
Tmmple Orgg con not attack if opponent confrols an untapped
«reature with power greater thon 2. Orgg cannot block creature of
power greater than 2. 6,/6.
ower Surge EN R eeoee DSh RR  ABURATH
Before untap phase, ployer must count untupped lands. During
upkeep phase, player takes 1 damage for each untopped lond.
rimordial Ooze SC Uee SR 16
Must attack whenever possible. Add a +1,/+1 counter o5 your
upkeep ends. Then poy 1 per counter or Primordiol Ooze deals 1
domage to you per counter and taps. 1,/1.
SOR

: Pyrotechnics U esee AMn R4 LG, 4TH

i Do 4 domage divided any woy among any number of targefs.

¢ Quarum Trench Gnomes SC R eee  DFr R3 16
I: Tur?er plains pmduce l instead of W until end of gome. 1/1.

Ruglngﬂ ( == RAF R2

Roglng Rlver EN R eee SEv RR ABU

When attacking, divide opponent’s ground creatures on either side of
Raging River. Attocker con then choose on which side of River to
place each attacking creature, and attacking creatures can only be
blocked by flying creatures or those on the same side of River.

U eee (Ho R2 FE
Raiding Porty may nat be targeted by white spells of effects. Sacrifice
on Ore fo destroy oll plains. Any player may tap o white creature to
save 1 or 2 ploins from destruction. Any number of white creatures
may be tapped for this purpose.

( eoess f1h R ABURATH
Counter o blue spell being cost or destroy o blue card in play.
Misprint: Alpha version listed type os Instont

R eese ARy R3 ABUR
Fying. 3/3.
R eeo Mo R ABUR

Put X +1/+1 heod counters on Hydro. Each point of damage to
Hydra destroys one counter unless controller spends R per heod.
During upkeep, new heods may be grown for RRR opiece. 0/0.
kh Egg [ eoeo (Ry R3 AN
If Eesmved, a 4/4 flying red token creatwre is put into play of end

Islandwalk. At the start of the unur.k, pay R or creatures blocking or Koholds oH( er Keep ° 1Ba 0 16

blacked by Goblin Floilla get first strike until end of tum. 2/2. : of tum. 0/3
Goblin Grenade SOR ( eee i R EE. i lundsEdﬁ W R ee  BSn RRI 16 ¢ Sedge Trall SC R ees DF R? ABUR

Suciifice 0 Goblin to deal 5 domoge to o target. Atists: DFr, CRu, RSp Any player may discard o cord from hand at any fime ond do 2 : B Regenemfes I'-'hen controller has swamps in play, Sedge Trall
Goblin Hero SC (e Mg R2 DK damage o a player of his or her choice if the cord discarded is : gains +1/+1. 2

27 0 lond. ¢ Shatter NS ( eeee AWs R1  ABURATH
o/ Resiced/Bavel 48T Aot K bdonCeoue 6 Ehont Lod B ot ord T neropt S SummonGoonse (U Comltve Upkoep
AC Artifoct Crenture EA Enchont Arifoct £ o Enchant Enchonment - EN" Enchantmeént NS Instont LAN Land SOR Sorcery

S EPTE MBE R 1 9 9 89
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RED/ WHITE/LANDS

Name Kind Rority Roting At Cost Sets Found Nome Kind Rarity Rofing  Artst Cost Sets Found
Desaiption Desaipton
i Argivian Blacksmith SC C e Kko WWI AQ i D'Avenant Archer SC ( ees [DSh W2 16
£ T: Negate 2 damage to target artifact creoture, 2/2. : T: Do 1 domoge to attacking or blocking ceature. 1/2.
i Armageddon SOR R eeses JMy W3  ABURATH : Damping Field BN U JHo W2 0]
: Destroy oll londs in ploy. : No one may untap more than one artifact in each of his or her own
i Amy of Alruh NS esee BSp WWI M untop phoses.
i +2/+01ocll attocking crectures until end of tum, ¢ Death Word NS C eeee JMPo W ABURAM
. i Arifoct Ward EC (oo DSh W AR Regenerates farget creature.
players guide Target creature may not be blocked by artifoct ceatures. damage ¢ Disenchant INS ( eeeoe AW W1 ABURATH
T > ¢ token from on ortifact source is reduced to 0. Torget creature isnot Destray torget enchantment or arfifact.

Nome bnd Roity Rofng At (ot Sebfond }  gffected by arffact effects thet torget it. i oDivine Infervention ~ EN R eee  AWe WW6 16
Desaiption : @ Balonce SOR R weesse jiPo W1  ABURATH : Put 2 counters on card. Remove 1 counter during you upkeep. When
Destroy torget arftact. H All players must discord enough lands, cards in hond, and creotures both ore remaved, game ends in o draw,

Shatterstorm SOR R eee MPo RR? AR i so that everyone has the same number os the player with the lowest  :  Divine Offering INS  ( eeee Jle W] L6
Bury oll arifucts in play. Arifact creatures may no be regeneroted. numbet of lands, cards in hond, and creatures, respectively, i Destroy target artifact, goining ife equoling casting cost of ortifoct.

Shivan Dragon SC R eeses MBo FR4  ABURATH Benalish Hero SC ( ees DSh W ABURATH : Divine Transformation U eeee NIh W2 1G,4TH
Flying, R: +1,/+0.5/5. H Bands. 1/1. H Give torget weature +3/+3.

Sistersof the Flome~~ SC C eee Iy BRI DKATH : Elﬂd‘]WWd fC Uf e OF W ABURATH : Dust L4 Dust 50::# ¢ . Ofu WV 0K
T: Add R to your mana pool os on intemupt), 2/2. : orget creature gains profection from black. : emove ony two torget arlifocts from the game.

Smoke . ?}? (pl? . JW )ggﬂ ABURATH i Blaze of Glory INS R eee RIh W ABU : Eder Lond Wurm SC R eee QHo WWW4 LGA4TH
Each player moy only untap one creature during untap phase. Torger creature must block oll creature thot it is legally eligible to i Trample. Elder Land Wurm cannot attock until it has been ossigned to

Spinal Villain SC R oees Mg B2 6 : block. Blocker's contraller chioases how to distribute domage. : block. 5/.5.

T: Destroy torget blue creature. 1/2. 3 Play before defense is chosen. ¢ Enchanted Being S Co» DSh ww1 16

Stone Giant SC U ees DWi RR2  ABURATH : Blessing [C R eese JBo WW ABURAH : Reduce domage deolt to Being during combot by creatures with
T: Give one of your weatures with pawer less than Stane Giant's : W +1/+1. i enchantments on them to 0. 2/2.
toughness flying until end of tum. Torget creature, which con ¢ Blood of the Mortyr INS U e (Ru WWW DK Equinox L C oo SVC W 16
increase ifs power ofter it gains flying obility, & killed of end of um, Until elr;d of mr;, you may redirect damage done fo your creatures fo Top mrg'f)zl land to counter o spell that destroys your lond (play os on
3/4. : yourself instead. : intermupt).

Stone écin SOR C es» DGe R2 ABURATH : BlueWord EC U ese DFr W ABURATH : Exordst R see DIy WW DK
Destroy any one lond. : Target creature gains pratection from blue. ; W1, T: Destioy target black creature. 1/1.

Storm Worrd EW R e (Ry R 16 : Broinwosh EC C oo PV W OKATH : Eyeforan Eye NS R weee Po WV ANRATH
Do 1 domoge to any ployer for each card below 4 in hand Targe! creoture may not ottock unless its controller spends 3. Other Do as much damage to controller of o creature, spell, or effect o soid
during upkeep. : requirements for the creature fo attack must olso be met. : weoture, spell, or effect does fo you,

 Tempest Efreel SC R e  Nh RRRI 1G4TH i Comel SC (e Stv AN ¢ Formsteod B R MPo WWW  ABUR
T: Pick o cord randomly from opponent’s hand and place it in yours, & Bands. Comel gives immunity to Desert domage to oll those bonded Torget lond's (mjnuller gains 1 life but no mare if WA is spent
burying Tempest Efrest in opponent’s graveyard. Oppanent may : withit. 0/1. : during controller’s upkeep.
prevent this permanent change in ownership by socrficing 10 fife o~ £ Costle EN U eee DWi W3 ABURAH : Forrel's Montle EC U eee  AWo W2 FE

conceding gome before the switch is made. If so, bury Tempest
Efreet in coster’s graveyard. 3/3.

Tunnel SOR U e D R ABURATH
Bury ane woll. :
Two-Heoded Giant of Foriys SC R eese Ay R4 ABU :
Tromple. Moy block twa creatures in combat, 4/4. §
Uthden Troll SC U eses [Sh B2 ABURAH
R: Regenerates. 2/2.
Wall of Dust SC U e RIh R2 1G,4TH

(Creatures blocked by Wall may ot attock during opponent’s next
tum. 1/4.
Wall of Earth SC

[ eees PTh R]
0/6. :
Wall of Fire SC U ees RIh RRI ABURATH :
R:+1/+0.0/5. :
Wullzofzem SC (Coees RIh R2 ABURAH :
Wall of Opposition SC R ees  Hic RR3 6 :
1: +1 /40 unfil end of tum. 0/6. 3
Wnll(n]fglune SC U ess DF BRI ABURAM :
oWheelof Fortuone ~ SOR R essss DGz R2  ABUR i
All players must discord their honds ond drow seven new cords.
Windseeker Centour SC R ees  AMg RRI BOOK :
Does not tap fo ottock. 2/2.
Winds of Change SOR R eee JHg R LGATH :

Al players must shuffle their honds into their libraries, then drow os
maony cards os they originally had.

Ydwen Efreet SC R
Flip 0 cain when defending. If opponent wins flip, opponent may
decide whether or not Ydwen Efreet blocks. 3/6.

RYHITE

Abu Jo'far SC
If Abu Ja'far is destroyed in combat, oll creatures blocked or blocking
Abu cre destroyed and connat regenerate. 0/1
Akron Legionnaire SC Roe
0f your non-artifact reatures, only Akson Legionnaire may oMtack

Alaboster Potion NS C sese Hic WWK  LGATH
Give target player X life or prevent X domoge to torge! creature
or ployer.

Amrou Kithkin SC (e (Ho WW 16,4TH

Creatures with power greater than 2 may not block Ameou Kithkin
Blocker's power may loter be increased. 1/1

Angelic Vaices EN R eee JBo
Give all your creatures +1/+1 if you control onfy white or ortifact
creatures.

fingry Mob SC U eees Dy WW2
Tromple, During Angry Mob’s controller’s tum, *=total number of
swomps all opponents control. Otherwise, *=0. 2+° /2+*

Animate Wall EC R e D W ABURAH :
Torget woll may now atfock
Argivian Archaeologist SO R esess AWe W1 A0

2, T: Bring on orfifact from your groveyard fo yous hand. 1/1

90 S, @ U E 5 T

£ o of Profcon: Al £

ABURATH i

DTy RRR M

R oeses fMs W M

MPo WW6 16 i

ww2 6 ;

DA |

Your untapped aeatures goin +0,/+2. Mtacking creatures don’t get

this bonus.

U esee PYe W]
2: Prevent all domage ogainst you from on ortifoct source.

Girde of Protection: Black BN ( esee iy W]
1: Prevent all domage to you from ane black source.

i Grdeof Profection:Blue EN  C wes  DWi W
: 1: Prevent all domage to you from one blue source,
i Cirde of Protection: Green EN  ( eee  SEy W1 ABURATH :

1: Prevent oll domage to you from one green source.

 DARK BANISHING

Circle of Profection: Red EN  ( eeee Mo WI ABURATH
: 1 Prevent oll domoge to you from one red source. ;
¢ GrdecfProecioncWhte EN  ( eee  DSh W1 ABURMM :
1: Prevent alf domage to you from one white source. :
CUleanse SOR R wese PR WW2 6 :
Destroy ol block creatures in play. :
: Uleansing SOR R eee  PVe WWW 0K :

Allland is destroyed. Anyona who wishes o preserve spcific lands
3 may do so by sacrificing 1 life per land 1o be soved
i Clergy of the Holy NimbusSC (e
: 1f killed or destroyed, Clergy of the Holy Nimbus regenerate unless
opponent pays 1. 1/1.

Combat Medic SO eeee M W2 FE
W1: Prevent 1 domoge 1o o player or creature. Artists: EBe, LDo,
Ao SVC.0/2
Consecrate Lan EL U eeee Jiip W ABU
Target lond s immune from oll effects that would destroy it
i Conversion EN 1) eeeo JNy WA?  ABURAM

All mountains ore considered basic plains. Pay WW during upkeep of
i discard Conversion

¢ (rusode BN R eseo Py WWABURATH
Ml white creatures goin +1/+1

ABURATH
¢ Farrel's Zealot SC
ABURATH

ABURATH
¢ Farrelite Priest sC

© Fasting EN

: Festival

* Fire and Brimstone

DG W 6 :

If torget creatute attacks and is not blocked it moy deal X + 2
damage fo any other forget creature where X is the power of the
aeature Farrel’s Mantle enchonts.

C e i W FE
I Zeglot ottocks without being blocked, you may deol 3 domage to
torget reature. If so, Forrel’s Zealot deals no domage. Aists: EBe,
MBe, RKF. 2/2.

U see  Pro W2 FE
1: Add W to your mana pool (play os on interupt). Bury Forelite
Priest if more than 3 is spent in this way in one tum. 1/3

U ee DSh W DK
Take 2 life if you skip your draw phose. Destroy Fosting if you draw
o cord for any reoson or when it has been in play for 5 of your

upkeeps.

NS C e MPo W DK
Opponent may not declare an attack this tum. Ploy during
opponent’s upkeep.
INS U == [Me WW3 DK
Do 4 domnge to target player and do 4 domage to you. Fire and
Brimstone may not be used unless opponent hos declared on attack

: thot tum.

. Fortified Aren N (e RAF WWI 16
: Give oll your walls +1,/+0 ond banding.

. Glyph of Life WS C e VO oW 16
: Add to your Iife points domage dane o targat wall by ottacking

i creatures.

© Great Defender NS U oo MPo W 16

Give toiget creature +0,/+X until end of tum, where X is the
creature’s casting cost.
f

Great Wall U e Stv W2 16
Creatures with plainswolk moy be blocked.
* Greoter Reckm of PreservafionEN U eeee  NIh W1 L6



Hame Yiod Roy Roing At ot Setsfond  Mame kind Rty Potng At ot Sesfod  Mome ¥nd Rorty Rofng At Cost SetsFound

Desciption Desaription Descipion

W1: Prevent oll damage to you from o red or black source. i Karma EN U eeess RTh WW2 ABUR4H : Purelace INT R eee Siy W AB,URATH
Green Ward U see DR W ABURATH : Do 1 point of damage to a player for each swamp he or she hasin -~ & Change the color of one card being played or in play to white.

Target creature goins protection from green. play during his or her upkeep. i Ropid Fire INS R » JHo W3 LG
Guardian Angel ( ees Ao WX ABUR - Keepers of the Faith SC (e DG WWI G : Give torget creature first strike and Rompoge: 2 unfil end of tum.

Negate X domage dealt to a farget. Psst: put this card next : 2/3. i Play before defense is chosen.

1o Parolyze, King Suleiman SC R e MPo WI AN i Red Waord EC U eeee DFr W ABURATH
Hond of Justice SC R eesss MR W5 FE T: Destroy on Effeet or Djinn. 1/1. H Target creature gains protection from red.

T: Top 3 torget white crentures you control to destroy ony torget © Kismet EN U eeee [Fo W3 [GATH : Remove Enchantments INS C es  BSn W 16

aeature. 2/6. i All opponent’s creatures, londs, and arifacts enter play topped. i Retum oll enchantments you control to your hand ond destroy oll
Healing Salve INS ( eee DRt W ABURATH - Knights of Thorn SC R eeee (Ry W3 enchentments ployed on permanents you control. If cast during

Gain 3 lfe, or negate up to 3 domoge dealt to o torget. © " Protection from ted, bonding. 2/2. i opponent’s attack, destroy oll opponent’s enchantments played on
Heaven's Gale INS U e DSh W 6 ¢ Lonce EC Uee R W ABUR : attacking creatures. All enchantments you own ote retumed to your

Change the color of one or more target ceatures to white untilend Torget creature goins first strike. i hand; oll other enchontments are destroyed.

of tum. ¢ Lond Tax EN R esee BSp W LGATH : Repentont Blacksmith ~ SC R ees DIy WI AN
Heroism EN U e MPo W2 FE : IF opponent contrals more land thon you during upkeep, you moy : Protection from red. 1/2.

Sacrifice o white creoture to prevent attacking red creatures from : remove up to 3 basic londs from your fibrory ond put them in your ¢ Resurrection SOR U eeee QWi WW2 ABUR

dealing domage in combat this tum. The ottacker may pay R2 s0 on
attocking creature moy EdEﬂl damoge normolly.

Holy Armor (ees  MBe W  ABUR4M
Turge! creature gains +0,/+2. W2 +0/+1. _
Holy Day NS C eee  JHo W 15 3
Creatures attack and block os normal but deal no domoge. :
Holy Light INS € es DIy W2 o
Give oll nomwhite creatures -1,/~1 until end of tum. :
Holy Strength ]Eﬁ ) Cese Mo W  ABURH :
Torget aeoture gains +1/+2. )
leation Infantry SC Coee MW it

1: Gains banding until end of fum. 1: Gainsfirs strke unfil end of
turn. Adists: EBe, CRu, DSh, DTu. 1/1.

lcatian Jovelingers S
When cast, put a jovelin counter on Javelineers. T: Remove the

counter o deal 1 domage o ony torget. Artists: EBe, MBe, SKi. 1/1.
lcation Lieutenant L R PVe Ww FE
W1: Give torget Soldier +1/40 unil end of fum. 1/2.

Ication Moneychanger  SC € *** W
Lose 3 life when costing ond put 3 counters on latian
Maneychanger. During your upkeep, put @ counter on Moneychanger,
Saciifice Moneychanger during your upkeep to gain 1 lfe for each
counter n i, Arists: EBe, MBe, DTu. 0/2.

fE

Icatian Phalanx SC U eee Ko W4 f
Bonds. 2/4.

leatian Priest SC U see : Dy W £
WW: take torget creature +1/+1 uniilend of tum. 1,1,

Icatian Scout §C  ( weee Juti W it

1, T: Give farget aeature first stike until end of tum. Artsts: R,

PFo, RKF, DSh. 1/1.
leation Skirmishers S d HIHU w3 F
Bands, first strike. All creafures that band with Skirmishers gain first

stike until end of turn. 1/1. .
!tnliunIT:v:-J: s SOR R eeeee TWG WS e

<) i 1/1 white creatures, in pl
Put 4 Citizen tokens, thlgl IJIEC /.. o in play.

Indestructible Aura :
Reduce to 0 oll domage %eﬂll Iz Tul.l}..EI ﬂeﬂlf]usl; umd of tum,

Infinit i i :
n mh ; eﬁi'ehr:;:r{ estroy ol reotures with foughness 3 orfess blocking

or blocked by torget ceature: Put +1/+1 counter on torget
creature for each creuiuleNsD estroyed.

Roee MPo W1  ABURAM

Islua;if ig{r;t(}:g[rvdmw o cad, only flying or sandialing cregtures may
attack you unfl your nex! mm.u eee B2 VW4

Ivory Guardians dians +1/+1 if o
Pictacion i 60 Moke all guordions +1/+1 if oppanent controls

Jihudmd cords. R eeee BSp

hasen color of
-+ reatures while chosen color of opponeny's s iy
;Tg\{)rlﬁlis?urﬂ'r?ugs:no cards of thot color are in play.

" Lifeblood i
* Martyr's Cry SOR R wee

Martyrs of Korlis SC

C oo N W FE

Order of Leithur

Osai Vullures SC Uuse DR W

Pearled Unicorn
: 2

Pessoncl Incornation  SC
6 Petra Sphynx
: Pike
* Preacher

AN Presence of the Master

hand. Reshuffle your libeory ofterward.
Toke 1 life whenever opponent tops o mountain.

Remove oll white creatutes from the game. Each player must draw o
cord for each white creature her of she controlled.

damoge done to you by artifcts is insteod done to Martyrs of Korlis

unless Martyrs of Korlis s tapped. Only one Bodyguard of your choice

may take domoge for you in this manner per fum. 1/6.
SC

* Mesa Pegasus ( eees MBa W1 ABUR4MH
: Flying, bands. 1/1. :
© Miracle Worker SC [ eee RSP W oK :

T: Destroy target enchantment on ene of your creatures. 1/1. :
© Moat BN R eses Mo WW2 T
; Nor-flying reatures connat atfock.
: Mnorismury SC [ eee  DWI WW2 AN
: T . 3/3.
: Nlnml:fmp'e g NS C e MPo WWI DK 4TH
: Give ol ottocking creatures +1/+1 until end of tum.
¢ Northern Palodin k(d ';lay";;s DSh WW2  ABUR4M
: WW, T: Destroy o block card in play. 3/3.

J SC [ weee i WW fE

Protection from black. WW: +1/+0 until end of tum. W: First stike
unti end of tum, Arists: RAF, BWa (two versions). 2/1. ot
( ATH

Fhving. After o fum in which o creature went fo the graveyard, odd o
:omu::ger to Osai Vultures. Remove 2 counters fo make Osai Voltures

, frum. 1/1.
+1/+1 untilend of rom. 1/ ABURATH

ity R e
i irect any of oll domoge suffer ersonal Incomation
:Lﬁ::lﬁdk:ﬂwiﬂm Personol Ingupmﬁ!glw i(s m fo wﬂw hﬁ;;j‘ g; )
{ his or her remaining lite (round up 6/6
owner loses half o sk h I \Wmmi 2
: t player name a card ond then tum over the top card in
;E’ﬁ?iilﬁﬁwﬁmhe opponent's guess matches the card, it is put
into his o her hond; otherwise, it goes o the graveyard. 3/4
Piety NG C e MPo W2 AN,4TH
+0/+3 to oll defending creatures until end of fum.

(e (B W2

R eee

T: Gain control of an opponent’s creature Opponent chooses which
regture you control. If Preachar untops of leaves play, you lose
contol of creature. You moy choose fo leave Preacher topped
Counter oll new enchantments cast whenever Presence of the Master
is in ply.

2,9: Sacrifice Pit Trap to bury,
Creature without flying that

R sess e W2 6
¢ Reverse Damage INS
e WwW oK

Reverse Polarity
U eee  HOK WH3 N

Serra Angel SC
© Shohrazad

" Shield Wall

Swords to Plowshares

Thunder Spirit SC

ol SC ( ees DD WI DK4TH
ing. first stike. 1/1.
Banding, first stike. /SE R ese Qo WWI o

N U eee PRo W3 6 :

" Wallof Light

i Wrath of God

Take o creoture from your graveyard and put it directly into play os if

just summoned.

R eeees Vi WW1  ABUR4M
All domoge you hove taken from any one source is odded to, not
subtracted from, your life total.
INS ( eee  JHo WW AR
All domoge you hove taken from oll ertifocts this tum is retroactively
odded to, not subtracted from, your ife total. Treat subsequent

domoge this tun nomally.

: Righteous Avengers SC U wee  Hiu W4 16
Plainswalk. 3/1.

¢ Righteousness INS R eeee [Sh W ABURATH
Target defending creature gats +7 /+7 until end of tum.

¢ Somite Healer SC C eee Wi W1 ABURAM
T: Prevent | domoge to any target. 1/1.

i Scwu;;::h Lions ( R eee DGe W  ABUR4M

i Secker G wee  MPo WW2  LGATH

Torget creature may only be blocked by white or artifact creatures.

U eeeee DSh WW3  ABURSM
Flying. Does not tap to attack. 4/4.
SR R = KFo WW AN

Players must suspend gome in progress and play o game of Magic
with their current ibraries. Loser of that gome loses half of life points
in the original game.

INS U e DSh W1 16
: Give all your creatures +0/+2 until end of tum.
: Spirit Link EC U weeee [fp W LG,4TH
i Take 1 life for every point of damoge farget creature does.
: Spiritual Sanctuary EN R eee  AWe WW2 16
i Any ployer contrelling plains tokes 1 life during his or her upkeep.
: Squire SC (e DDe W1 DK

INS U eesee Jio W ABURATH
Remove target creature from game. Creature’s controller gains life
points equol to its power.

R eees RAF WWI 16
Flying, first strike. 2/2.

. Tivadar’s Crusode SR U = DDe Wwh DK
: All Goblins ore destroyed.

. Tundra Wolves SC Cee QHoW LG ATH
: First strike. 1/1

* Veteron Bodyguord SC R eese DSh WW3 ABUR

domage done to you by unblocked creatures is insteod done to
Bodyguord unless Bodyguord is topped. 2/5.

+ Visions SOR U e NTh W LG,4TH
Look at the top 5 cords of any library, then reshuffle it if you

: so choose.

¢ Wall of Caltrops SC Ces  BSn WI 16

f Wall of Coltrops blocks a creature with other creatures that are oll
wolls, Wall of Caltrops gains banding until end of tum. 2/1.
SC

U eee RTh W2 16
: Protection from black.1 /5.
: Wall of Swords SC U eeee Mz W3 ABURATH
: Flying. 3/5
' Wor Elephant SC ( eeee {8 W3 AN

Bonds, romple. 2/2.

- White Knight SC U eeee DGe WW ABUR4M
H Protection from black, first strike. 2/2.

| © White Ward U eee  Dff W ABURAT
: Targe! creature goins protection from white.

~ - Witch Hunter R eeee My WW2 DK

T: Witch Hunter does 1 damage to target player. WW1, T: Retun
target reature opponent controls fo awner's hand. Destioy
enchantments on forget creature. 1/1.

INS

18 attacki y R eeco QHo WW2 ABUR4M
;2?' ey Elﬁ’: m'.'h‘.‘ ‘ﬂ.. Bury oll creatures in play.
[ —Sorine Relichane, Soldetd Heretic
| Avwnvres Gadhowse LN U o TWa 16
; All your green legends may band with other legends.
PIT TRAP s [ oo
IRAT 3, T: Pick one of your creatures and have your opponent pick o
agture. Both cretures ore topped and deal domoge to ane another
t : Warl A 3
/% Resiced /Bomned f f;";fm oo EC Enchom Cogtye~£L fnchontLond mffm‘ o mmm, SC SmmonCreotwe U Comulotive Upkesp
AC Atifoct Cregture : Enchont Enchontment EN Enchontment lond SOR Sorcery
SEPTEMORE R 19 95 L
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MAGIC

LANDS/ICE AGE ARTIFACTS/BLACK

D Ll Gyelin SIEL,

i Plateau

Name Gd Roiy Roing At o Seisfond §
Description
os if one hod attocked and the other blocked in combat.

Bodlands LAN R eees RY ABUR

T: Add either R or B fo your mana pool. Treat os both o Mountain
ond o Swamp.

Boyou LAN R eeee iy
T: Add either B or G to your mana pool. Treat os both o Swamp and

o Forest.
Bozoar of Baghdad

LAN R e M N
T: Drow 2 cards from your libeory; immediotely discard 3 cards from
your hand.
Bottomless Voult AN R eee Pl FE

Comes into ploy fapped. You may leave Bottomless Voult topped fo
put a storoge counter on it. T: Remove any number of storoge
counters, adding B for each storoge counter remaved.

L

(athedral of Serra N U MPo 6 :

All your white legends may band with other legends.

City of Brass LAN esss |iTe
T: Add 1 mano of any color. Take 1 damage when City of Brass
is tapped.

Gity of Shadows AN R e Wi DK
T: Remave one of your creatures from the game ond put 1 counterto § Scrubland

Gity of Shadows. T- Add X colarless mana to your mana pool, with X
equaling the number of counters on City of Shodows.
on Islond.

Desert
T: Add 1. T: Do 1 domage to any ottacking creature after it
deals damage.

Diomond Valley N R eesse BSp N
T: Socrifice o creature to gain life equal to its foughness.

Dwarven Hold LN R eee  Plp
Comes into play topped. You may leave Dwarven Hold topped to put
o storage counter on it. T: Remave any number of storage counters,
adding R for each storoge counter removed.

Dwarven Ruins UN Ue MPo i3
Comes into ploy tapped. T: Add R to your mana peol. T: Sacrifice
Dwarven Ruins fo add RR fo your mana pool.

Ebon Stronghald
Comes into ploy tapped. T: Add B fo your mana poal. T: Sacrifice
Ebon Stronghold o cdd BB to your mana poal.

R eee pA

Elephant Groveyard AN M
T: Add 1. T: Regenerate on Elephant o Mommath,

Forest W — R ABURAM
T: Add G to your mana pool. Two Alpha versions, three versions in
other sefs.

© Hommerheim LN U sess BY 16

Legendary. T: Add R to your mana pool, T: Remave londwalking from

target creature unfil end of fum,

AN U e  MPo fE

Comes into play topped. T: Add G to your mano pool, T: Sacrifice
Havenwood Battleground fo add GG to your mona pool.

Hollow Trees LN R eee Pl FE
Comes into play topped. You may leave Hollow Trees topped to put 0
storage counter on . T: Remave any number of storage counters,
odding 6 for each storage counter removed.

lcatian Store AN R eee Pl FE

Comes into play topped. You may leave lcatian Store tapped to puto. 3

storage counter on it. T: Remove any number of storoge counters,
udding W for each storage counter remaved.
LAN

Island R —  MPo ABURATH
T: Add U to your mana pool.

Island of Wak-Wak LN R eseee [Sh M
T: Reduce the power of one flying creature to O until end of fum.

® Karakas N U seee Nle 16

Legendary. T: Add W to your mana pool, T; Retu furget legend fo
owner’s hand, destroying enchontments on target Inni

o library of Alexandrioc AN R esees MPo AN
T: Add 1 to your mana pool. T: Draw one cord from your lbrary if you
have exoctly 7 cords in hond.

© Maze of Ith LN U eeseo Ay DK
T: Untap target attacking creature. Creature neither deals nor receives
damoge os o result of combat.

Mishra's Foctory LN U esee KfoPo A0,4TH

T: Add 1 to your mana poal or give any Assembly Warker +1/+1
until end of tum. 1: Mishra's Factory becomes Assembly Worker, o
2/2 artifoct treature, unfil end of tum. Still considered a lond os
well. Spring, foll, ond winter pictures.

© Mishra's Workshop
T: Add 3 to your mana pool. This mana may only be used fo
ost ortifacts.

Mountain W C — DSh ABURATHAN
T: Add R to your mana pool. Two Alpho versions, three versions in
other sefs.

92 ' Q U E 5§ T

Rainbow Vale
BuR |
52 i Ruins of Trokair

Safe Haven

Sand Silos

¢ Savonnch

p.
i Seaforer's Quay
N C see Ity W

N U e IAPo FE

Sorrow’s Path
T: Exchonge two of opponent’s blocking creatures without creating on
illegal black. Whenever Somaw's Path s topped, it does 2 domage to

¢ Strip Mine
T: Add 1 fo your mana pool or ploce Strip Mine in your groveyoid and ¢

: Swomp U C— Dk

Tropical Islond

UN R ees ffo M i

T: Add W to your mano pool. Two Alpha versions, three versions in
other sets.

AN R eeee [y
T: Add either R ot W to your mana pool, Treot as both o Mountain
ond o Plains.

T: Add 1 mana of any color to your pool; Rainbow Vole passes to
oppenent af end of fum,

Comes into play tapped. T: Add W to your mana poal. T: Sacrifice
Ruins of Trokair to add WW to your mana pool.

LN R esee (Ry DK
2, T: Remave target reature you control from game (play os an
interrupt). During upkeep, sacrifice Sofe Hoven to retum all creatures
it has remaved from gome to ploy. Treat these creotures os if they
were just summoned.
LAH R see  Plio FE
Comes into play tapped. You may leave Sand Silos tapped to put o
storage counter on it, T: Remave any number of storoge counters,
adding U for each storage counter removed.

R eeee RAl ABUR

T: Add either W or G to your mana pool. Treat as bath a Ploins ond o
Forest.

LN R eees Ny
T: Add either W ar B to your mana poel. Treat as both a Plains ond o
Swamp.

All your blue legends may band with other legends.

ABUR
¢ Urza's Tower

UN R see Ko o

Volconic Island
W Ue MR f

Aarkar Sentinel

Aegis of the Meek

ABUR

i Arcum's Sleigh
N Ue TWa 6 :

Nome Kind Roity Rofing At Cost Sets Found Name Kind Rorty Rating  Artst Cost Sets Found
Deseription Desaripfion
i Mountain Stronghold AN U Wi 6 ¢ ®Urhorg LN U ees B0 16
: All your red legends may band with other legends. i Legendary. T: Add B to your mono pool. T: Remave first strike or
QOosis IAN U ees  BSn MNATH swompwolk ability from torget creoture until end of tum.
: T: Negate 1 domage to ony creature. ¢ Urza’s Mine UN C e Mg A
i @ Pendelhaven IAN U eeee Big 6 : T: Add 1 to your mana pool If you have Urza's Mine, Urza's Tower
: Legendary. T: Add G to your mana pool. T: Make target 1/1 creoture and Urza's Power Plant in play ot the some time, tap to odd 2 to
+1/+2 until end of tum, i your mana pool.
Ploins BN C— My ABURATH : Urza's Power Plont N C oo Me AQ

T: Add 1 to your mana pool If you have Urza's Mine, Urza's Tower
und Urza’s Power Plant in play ot the some time, tap to odd 2 to

your mona pool.

N C e MNP0 A0
T: Add 1 to your mana pool If you have Urza's Mine, Urza’s Tower
ond Urza’s Power Plant in play ot the some time, tap to odd 3 to
your mana pool.
LAN R weees BSp

ABUR
T: Add either U or R to your mano pool. Treat os bath an Islond
ond o Mountain,

mes I

MU
1:+0/+1 until end of tum. 3/3.
ART R eee Wi 3 1A
1, T: Give o 1/1 areature +1/+2 until end of tum.

Amulet of Quoz ART 'R se  [Dft 6 1A

1, T: Socifice Amulet of Quoz and flip o cain. If flp ends p in your
fovar, torget opponent loses the game. Otherwise, you lose the
game. You may only use this obility during upkeep. Opponent may
ante on additional cord to cunter this effect.

S . U oo TWi 1 1A
2, T: Towget attacking creature does not fop, Yau moy only use this
oblit i defending ployer contrals snows-cavered lands.

whidzggsl

Throg

+ Avtise imd of 4 wam in whech sy erea e i

| dtnmaged by Kerardy put ot i tho ursvepars,
PO 18 CTealoT? urvs iy e play umder your

¢ s ws Covagh i were favl sumiaceed 1T

| bonc sl o Scaaph ot If Sctaph beaves piay,

by (b crratere

b
B3

AN R e RAF K

you and 2 to each creature you control.

U} eeses NG AQ,4TH

destroy one land of your cheice.

¢ Syyelunite Temple UN U e MPo FE

Comes into ploy tapped. T: Add U to your mana pool. T: Sacrifice
Svyelunite Temple to add UU to your mona pool.

T: Add B ta your mana pool. Two Alpho versions, three versions in
otfier sets.

Taigo LAN R eeee RAl ABUR
T: Add either G ar R to your mana pool. Treat as both o Forest ond o
Mountain.

i olohemodeof Pendrel Ve LAN R eee  Hle 16

Legendary. All creatures require an upkeep cost of 1 in addition o
other upkeep costs. Destroy o creature if its upkeep is not paid.
©Tolaria U eee Hle
Legendary. T: Add U to your mano pool. T: During upkeep, remove
banding ability from torget creature unil end of fum.
LN R esee iy
T: Add either G or U to your mano poal. Treat as both o Forest and
an Islond.

i Tundro LN R sess JHy ABUR
I: |;&l.dd either U or W to your mana poal. Treat as both on Island ond

i oPlains.

¢ Underground Sea AN R eceo RA ABUR

T: Add either B or U to your mona pool. Treat as both o Swamp and

Unholy Citadel UN U e MPo 6 :

All your black legends may band with ather legends

i Arcum's Weathervane

¢ Arcum's Whistle ART

Borbed Sextant
ABURATH

ABUR

i Fyndhorn Bow

MI‘ iy

ART U oo TWi 2 1A
2, T: Tum o snow-coveredlond into @ non-snow-covered land of the
some fype. 2,T: Tum o nonsnow-covered land into o snow-covered
lond of the same type.

U ese (Ho 3 1A
3, T: Target non-wiall ceature must attack or be destroyed of end of
tun. The creature’s contraller may counter this effect by paying X,
where X is the wreature’s casting cost, Ploy during opponent’s fum
before his or her attack.

AT C oo AWe | 1A
1, T: Sacrfice Borbed Sextant to add one mana of any color to your
mono pool. Draw o cord of the beginning of the next tum.

Baton of Morale MRT U ess  pSh 2 1A
H 2: Give forget creature banding until end of tum.
: Celestial Sword MI R oes  AWe & 1A

3f T: Give 0 creature you control +3/+3. Bury thot creature at end
ot turn,

: Crown of the Ages ART R esee [ 2 1A
i 4,1 Sm’ltﬁ target enchontment from one creature to another, The
: enchantment’s controller does not change.
¢ Despolic Scepler ART R eee  RIh 1 1A
H T: Bury target parmanent you awn.

Elkin Batile ART R e QHo 3 1A

3, T: Place the top card of your brary foce up in front of you. You
may play that card as though it were in your hand. If you do not play
it by your next upkeep, remove it from the game.

U eee RAl 2 1A
3, T: Give target creature first strike uniil end of tum.

" Goblinlyre IR R osee M 3 Ih

0: Sodrifice Goblin Lyre and flip  coin. If you win, target apponent
tokes * damage, where * equals the number of creotures you
control. Otherwise, you take * domage, where * is the number of




Nome Kind Roity Rating  Adtist Cost Sets Found Hame Kind Rorly Rofing  Adtist Cost Sets Found Nome Kind Rorty Refing  Adist Cost Sets Found
Destigtion Descrption
creatures your opponent cantrols. i Shield of the Ages MRT U esee Alg ? W Only black or artifact creatures may block farget creature.
Hematite Talisman ART Ul o= Wi 2 I 2: Prevent 1 domege to you. ¢ Flow of Moggots R esee PSp B2 1A
3: Untop o permanent. Use this ability only when a red spell is ¢ Skull Catapult ART U eee B 4 W CU: 1. May not be blocked by non-wall creatures. 2/2.
successfully cost ond only once for each red spell cast. : 1, T: Sacrifice o creature to do 2 damage to any forget. ¢ Foul Familiar SC ( eee Mg B2 A
lee Cauldron ART R eees [f 4 IA} Snow Fortress R eeee Mo § : Foul Familiar may not block. B: Secifice 1 life to retum Foul Familior -

X, T: Put a spell on Ice Couldron if there ore no charge counters on it.

Put a charge counter on Ice Couldron. You may cast that spell card o5 :

though it were in your hand. T: Remave the charge counter o odd
mana of the type used to put the counter on Ice Cauldron to your

mana pool. This mana con only be used to cast the spell on top of
Ice Cavldron.

Iy Manipulator ART U eeeee AWa 4 ABUIA your upkeep. 5/3. :
1, T: Tap ony lond, creature, or ortifoct. : Soldevi Simulacrum AC U eee  Dfr 4 W :
Infinite Hourglass ART R eee  Hic 4 (L CU: 1. 1: +1,/+0 until end of tum. 2/4. :

Put a fime counter on Infinite Hourglass during your upkeep. Any
player may pay 3 during upkeep to remove o fime counter. Al
ueatures gain +1/+0 for each time counter on Infinite Hourglass.

Jester's (op ART R eeees D 4 |
2, T: Sudifice to look through target player’s Ebrary ond remove any
three cards from the game. Reshuffle thot library afterward.

Jester's Mask ART R weee D 5
Comes into play topped. 1, T: Sacifice to switch opponent’s hond
with the same number of cards of your chaice from his or her library.
Reshuffle the ibrary and old hand afterwards.

Jeweled Amulet ART U esee Dff O 1A
1, T: Place a charge counter on Jeweled Amulet, noting what type of
mana was used. You may not use this ability if there is o charge
counter on Jeweled Amulet. T: Remove the charge counter to odd 1
mana of the type last used to your mana pocl,

Lopis Lozvli Talisman ~—~ ART U ee  AWe 2 )

3: Untop a permenent. Use this ability only when o blue spell is
sucessfully cost ond only once for each blue spell cast.

Molachite Talisman ART U oo (Ru 2 )
3: Untap o permanent. Use fhis ability only when o green spellis
successfully cost and only once for each green spell cost.

Nacre Talisman ART U e MTe 2 )
3: Untap o permanent. Use this ability only when o white spellis
suceessfully cost and only once for each white spell cost.

Haked Singularity ART R e M 5 W : the tums it comes under your confrol,
(U: 3. Instead of their normal mana, plains produce P, islands ¢ Wall of Shields AC U e RGo 3 (L
produce G, swamps produce W, mountains produce U, ond forests £ Counts as wall, Banding, 0/4. :
produce B. ¢ War Chariol ART ) eeee DWi 3 o
Onyx Talisman ART Ul e  SEv 2 I : 3, T: Give torget creature rample unfil end of mmé

3: Untop o permanent. Use this ability only when o black spellis
successfully cast ond only once for each black spell cost.

pentagram of the Ages  ART R eees [Sh 4 1A
4, T: Prevent oll domage done to you from one source.
Pi Ti | eee

RAOWAY NIRIVMQ .

e that the obility hos fo
luring your upkeep.

o0/
: Soldevi Golem AC

£ Staff of the Ages ART
A Sunstone

A Time Bom ART

Urza's Bauble ART

i Vexing Arcanix

1} Vibrating Sphere

£ Walking Wall i

: Whalebane Glider ART

it Trap Mo 2 e
2, T: Saciifice to bury torget nonlying creature thot is attacking you.

Abyssal Specter SC

Ashen Ghoul SC

 Brine Shoman

‘ Dance of the Dead £
Dark Banishing INS

: Dark Ritual

Demonic Consultation

Dread Wight S

¢ Drift of the Dead

Counts os wall. 1: +1/+0 unfil end of tum. 1: +0/+1 until end of
tum. 3: Do 1 domage to o nenlying creature that is attacking you.
4

Does not untop during your untap phase. 0: Untop one of opponent’s
creatures fo untap Soldevi Golem. Use this ability only ot the end of

R e DGe 3
Creatures with landwalk ability moy be blocked os if they did not
have thot abilty.

2: Sacrifice o snow-covered land to moke ol creatures decl no
damage in combat this tur.

R eee  AWe 4 1A
Put a ime counter on Time Bomb during your upkeep. 1, T: Sacrifice
Time Bomb to have it deal * domage to each creature and ployer,
where * equals the number of time counters on Time Bomb.
I oo
T: Sacrifice Urza's Bauble to look ot a random card from opponent’s
hand. Drow a card at the beginning of the next tum.

ART R weeee RGo 4

3, T: Make torget player name a card and tum over the top cord of
his or her library. If the player’s guess motches the card, it s placed
in his or her hand. Otherwise, it is put in the graveyord ond that
player tokes 2 domage.
ART R e
During your tum, all your creatures gain +2/+0. During ol other
tums, all your creatures get -0/-2.

Counts os wall. 3: Give Walking Wall +3/-1 ond enable it to attock.
This ability may only be used once per tum. 0,/6. Wall cannot ottack

wee  AWe
2, T: Give one of your creatures with power no greater than 3 flying
until end of tum.

U ee
Flying. Opponent domoged by Abyssal Specter must discard  cord of
his or her choice. 2/3.

Ashen Ghoul con attack the same fum it comes into play. B: Retum

Ashen Ghoul to play under your control if there are at least three

ureatures above it in your groveyard. 3/1.
SC

T: Sacrfice o crzature to give a creature +2/+2 unfl end of tum.
UU1: Sacifice 0 creature to counter o summon spell, 1/1.

must discard a card af random from his of her hond,

Bring o creature from ony graveyard into pl id

0 play an your side topped
and with +1/+1. Creatute does not untap during its controller’s
untap phase. Iis controller oy pay 18 to unlap it.

Bury torget creature. Cannot target black crentures.

I
Add BBB to your mano poal.
sl NS U ee
0 tard ond remove the top six cards of your librory from the
gg{ﬁfﬁgx: I:?IX; tcirg i the one you named, add it to your hond. If
A m the i ing this unti
R s gome and continue doing this until the
R ece
At the end of combat, put g i
a, put o paralyzation counter on ony creature
gLorf]l;Ye;iDI:iy; ;)r bfockmg Dread Wight and tap it. If the creature hos o
o w;:;l:ﬁlm, 1 does not untap during untap phase. The
ony fme. 34, 1 may pay 4 to remove o paralyzotion counter at

¢ Gangrenous Zombies  SC
R ees Ao 4 W

¢ Goze of Pain
T
MT Ues P03 T
Hoar Shade
Howl from Beyond INS
(v 0 W
1A leequake

Infernal Darkness N
RTh 4 Ik
¢ Infernal Denizen SC

U eees AWa 4 Wi

¢ Kjeldoran Dea

Krovikan Elementalist ~ SC

Rlp BB2 N

U see RS B3 W i

C eee (B B] A
¢ Leshrac's Sigil N

U eses RGy BI Wi
¢ Mind Ravel
( eses [y B2 I3
( oooes g B ABURMMA
; ' : Mind Whip £C
RA B n i

* Minion of Leshrac

DGe BB W

Minion of Tevesh Szat~ SC

¢ Mole Worms

to its owner’s hand. 3/1.

( ees  BSn BBI A
T: Sacrifice to deal 1 domoge to each creature and player.
Gangrenous Zombies deals 2 damage if you control any snow-covered
swamps. 2,/2.

SOR ( ee= AMg BI 1A
For each creature you control that attacks and is not blocked, you
may choose to hove it deal no domoge to defending player this tum.
If you do so, it insteod deals domage equal to its power to any torget
creature.

¢ Gravebind INS R e Dy B A
Target creature may not regenerate this tum, Diow o cord ot the
beginning of the next tum.

¢ Hecatomb EN R eesee Nih BB] A

Sacrifice four creatures when Hecatomb comes into play. 0: Tap o

swomp you control to have Hecatomb deal 1 demage to ony farget.
SC ( ee= RTh B3 1A

B: +1/+1 until end of tum. 1/2.

( eeee [MPo BX ABURAthIA

Target creature goins +X/+0 until end of tum.

¢ Hyalopterous Lemure ~ SC U ees  RIh B4 1A
i 0: Gains flying ond -1,/0 until end of tum. 4/3.
SOR U eee RKF BBI 1A

Destioy a lond. If it is a snow-covered land, lcequake does 1 domage
to the land"s controller.
R e Pro BB2

A
(U: B ond 1 life. All manc-producing londs produce B instead of their
normal mana.
R ee Dlu B7 1A
During your upkesp, you must sacrifice two swomps o Infemal
Denizen becomes topped, and target opponent moy gain control of o
creature you control of his or her chaice. T: Goin control of farget

aeature. 5,/7.

SO ( wees MBe B 1A
You must sacrifice o creature when Kieldoron Dead comes into play.
B: Regenerate. 3/1.

Knights of Stromgal SC U eees AP0 BB 1A
Protection from white. BB: +1,/+0 until end of tum. B: First stike
until end of tum. 2/1.

U ees DSh BB 1A

2R: Give o creature +1/+0 until end of tum. UU: Give a creature you

¢ Zuran Orh ART U eeee SEy 0 A control flying until end of fum. Bury that reature of the end of the
; 0: Sadifice o land to gain 2 life. i tum. 1/1.
¢ Krovikan Fefish EC (e HHy B2 1)

Target creature gets +1/+1. Draw a cord of the beginning of the
next fum.

Krovikon Vampire SC U eee (QHo BB3 A
If o creoture dies during o tum in which Krovikan Vompire domaged
it, it s put into play under your control. Bury the creature Krovikan
Vampire leaves playor your contral. 3/3.

: Legions of Lim-Dal SC (e AMo BBI N
i Spowsovered swompwalk. 2/3.
¢ Leshrac's Rite EC U eee RIh B I
i Give torget creature swampwalk.

U eeee Iy BB A

BB: Whenever an opponent successfully casts a green spell, look ot

¢ Burnt Ofering INT C e DGe B n that player's hand and discard o cord from that hand of your choice.
i Saafice 0 arzawe to odd to your mana pool any combination of i BB: Retum Leshrac’s Sigil to owner's hand.
¢ block ond red mana equal o that ereature’s casting cost, : Lim-Dil's Cohort SC (== DSh BBI 1A
i Cloak of Confusion ECC ee  MOK BI I i Creatures blocking or blacked by Lim-Ddl's Cohort cannot regenerate
Iftorget creoture you contiol attacks and s not blocked, youmay ¢ this om. 2/3.
have it deol no domage this tm. If you do so, defending ployer~~  Lim-Dil's Hex WU ses (Do BI 1A

During your upkeep, Hex does 1 domoge to all playess. Each ployer
may pay B or 3 fo prevent the damage to himself or hersaf.
SR C = M 82 "
Target player must discard a cord from his or her hand. Draw o cord
at the beginning of the next tum.
Mind Warp SOR U eee 1Dg B3X 1A
Look at o player’s hand and discard X cards of your choice from
that hand.
R eee [ly B2 A
During target creature’s controller’s upkeep, Mind Whip does 2
damage fo thot player if he or she does nat pay 3. That reature is
topped if Mind Whip deals domoge in this way.
SC R eeee Wi EBB4 It
Protection from black. During your upkeep, socrfice o creature ot
Minion of Leshrac does 5 damage fo you and becomes topped. T:
Destroy torget creature or land. 5/5.
R eeese |5a REBA A
Poy BB during upkeep o foke 2 domage. T: Give fargat creature
+3/-2 until end of tum. 4/4.
SC U eeee DGe B2 1A

b i Combosallis U soe By B3 T I: IupuIund.AslurE;qsfﬁoleWﬂnﬁs!emuinm%ed,murlgnddoe;
ned Arch. ART R eese PFo 3 ) : 5 watl, Diift of the Dead hs S notuntop nomally during its controller's untap phase. You may
4 Comes inl poy tapped. X, T oeiceto moke  creatutes Wil ; euucnlIol’nenumberufsmnmm.venad?gr\?;lesl\Iilonud :Eﬁgﬂrm/mth s o el Woms. 1/,

pover 0 gedter thon 2 unbigheble s fum. j e Cooso REm B8 ABURAMA : Moor Fiend ARl L

o Resticed/Bomed 47 Kot £C Enchont Creafure EL Enchont Lnd B Exhan ; S Summon Creafure (U Cumolofive Upkeap
# t World INT Intertupt
.\{ ufact reature EA- Enchont Afoc £ EchontExbnment B0 Enchonmeey S aont AN tond SOR Sorcery
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ICE AGE BLACK/BLUE/GREEN/MULTICOLORED

H

Essence Flore £

Force Voi

Swompwalk. 3/3.
Necropotence N R e
Skip your draw phase. 0: Sacrifice 1 life to set oside the top cord of

your library. Add thot card to your hand at the beginning of your next

discord phase.
Norritt SC

attock or be destroyed ot end of fum. Play during opponent’s fum
before his or her ottock. 1/1.
Oath of Lim-Dil BN R eee
For each point of domoge you toke or ife you lose, socrifice one of
permanents or discard o card from your hand. BB: Drow a cord.

Pestilence Rats SC C e JMe B2
equdsrhenumbelufumefkntsmpluv */3.
Pox R eeee (B BBB

Foch ployer soarifices 1/3 uf their ife; then they must discard 1/3 of

the cords in their hand; then they must sacrifice 1/3 of their
Iueulures; finally they must socrifice 1/3 of their lands. Round each
loss up.

Seizures EC 1Ba Bl 1A

[

When torget creature becomes topped, that creature’s controller must 2

pay 3 or Seizures does 3 domage fo him or her.
SongsoftheDamned  INT (oo
Add B to your mana pool fc: every creature in your graveyard,

Soul Burn ( ees PN B2 A

Do 1 domage fo any lurgeﬂoream B or R spent above the casfing
cost. Gain 1 life for ench B spent in this way. You connot gain more
Iife from o creature thon its current toughness and you cannot gain
more life from o ployer thon his or her total life,

Soul Kiss EC C eooe N B2 Az
B: Sarifice 1 life to give wreature +2/+2 until end of tum. You may  :
spend no more than BBB in this way each tum. :

Spoils of Evil INT R eee (Qfo B2 I

Add one colorless mana to your mana pool and goin 1 ffe for each
orfifuct or creature in target opponent’s graveyard.

Spoils of War SOR
Put X +1/+1 counter on any number of creatures, distributed any
way you choose. X is equol to the number of creatures and orfifacts
in target opponent’s groveyord.

Stench of Evil
Destray all plains. Eoch player tokes 1 domage for each plains he or
she lases this woy. Each ployer moy poy 2 for each 1 domage he or
she wishes to prevent,

Stromgald Cabal SC R eeese g BEI 1A
T: Sacrifice 1 life to counter o white spell. 2/2. :
Touch of Death SOR C es  MBe B2

1A
Touch of Death does 1 domage to any player ond gives you 1 life.
Drow o cord of the beginning of the next fum.
Withering Wisps N

B: Do 1 damage to each creature and all players. You may not spend

more B than the number of snow-covered swomps you control.
Dfesrruy Withering Wisps if there are no creatures in play ot end
of fum.

|Io1’s Ascen N
CU: U. 1: Torget creature gains flying until end of tum.

Bolduvian Conjurer ¢
1: Tum a snov-covered lond into 0 2/2 creature until end of furn.

0/2.

Balduvian Shaman SC( ee
T: Change the text of o white enchontment you control thot doesn’t
have a cumulative upkeep by switching one color word with enother.
That enchantment now has CU: 1. 1/1

Binding Gr || eeee RIp U3 I
Pay 1U during upkeep or bury Binding Grasp. Gain control of torget
weature, which gains +0/+1.

Brainstorm

Draw three cords, then put any two cords from your hand on top of
your library in any order.

Breath of Dreoms N U eee
CU: U. Green creatures require on odditional CU: 1.
Clairvoyance NS ( eee KM

]
Look at forget ployer's hond. Draw o cord ot the beginning of the
next fum.

Counterspell INT - C eesee Wi LU ABURAMI
Counter torget spell. :
Deflection INT R eeses HRg U3 I :

Dreams of the Dead EN U ees  HHy U3
U1: Put a white or black creature from your graveyard into play as
though it were just summoned. That creature now has on oddifional

94 I'sMb Q U E 5 T

Wie B3 W

( eeee [iRg B3 I :
T: Untap o blue creature. T: Opponent's torget nor-wall creature must £

0sh 83 T
¢ ley Prison

= 5=

Pie B I

R seses P B n

SOR U eese e BB2 ni

¢ llusionory Terrain N

| sees Nih BB i llusionary Wall

i Infuse INS C e

T T m Krovikan Sorcerer SC
U oo Mg U] Wi
i Mogus of the Unseen ~ SC
QHo U I

: Mistfolk S C wes
NS ( eeee (Ry U I Musician

PFo UU2 5 Mystic Might il Re

CU: UT. 0: Tap lond Mystic Might enchants to give o creoture +2/+2

¢ Mystic Remora EN

: P
Torget spell with one torget now torgets a legal target of your choice. : bl Houn -
1A

During target creature’s controller’s upkeep, Emont Minion dols 2
domoge to him or her. He or she may pay 1 for each damage he or
she wishes to prevent from Erront Minian.
([ eee
Target aeature gats +2/+0. Put a-0,/-1 counter on the creature
durin 3 each of its conlmllm s upkeeps.

Ue  Me W2 o
Counter torget spell unless its coster spends 1 extra colorless mana. =
: Draw o cord at the beginning of the next tum,
: G!udgl Wall SC U eee Wi U2 1A
: Hydroblos N C ooe Ko U Wi

Counter a red spell being cost or destray o red permanent.

Iee Berg IN U eee

Put X ice counters on lceberg when it comes into play. 3: Put n ice
counter on leeberg. 0: Remove on ice counter to add one colorless

mana to your mana pool.

E

Place torget creature out of play. During your upkeep, destroy Ity
Prison. Any ployer may poy 3 fo prevent this.

Flyang.

©: Thugrs creature ywa somtrud, Which bas
tumnghmss Lo than 3, i Byicg and prts ¢ 16 )
Gt ol of pern. Oher eflorn meay boter be wed
10 4 1ease Wt crestuse’s mgheass bryod 1. 1]
Phsrasmal Mot ferves jhay befors i of turs,
bury fhe crcatare. I the evpaury v play
Ixfore md of bz, by Piaasasmal Mot

¢ lllusionary Forces SC C eee  JHo U3 1A
Flying. CU: U. 4/4. H
¢ llusionary Presence SC R ees Ko LUI A :

CU: U. During your upkeep, lllusionary Presence gets the londwalk
ability of your chaice unfil next tum. 2,/2.

U eee  RA LU 1A
CU: 2. Al bosic lands of one type ore changed to basic lands of o
different Ivlne of your choice.

SC C ees  HPo U4 1A
Flying, first strike. CU: U. 7/4. :
llusions of Grandeur ~ EN R eee _ (QHo U3 {19

CU: 2. Gain 20 life when llusions of Grandeur comes into play. If
lllysions of Grandeur leaves play, you must sacrfice 20 lfe.

Untap target creature, lond, or ortifact. Drow a cord o the beginning
of the next tum.

( ees  PMg U2 1A
T: Discatd o card from your hand ond draw a cord. If you discorded o
black card, draw two cards instead, keeping one and discarding the
other. 1/1.

U1, T: Untap one of oppanent’s artifacts and goin cntrol of it until
end of turm. IF it is an artifact creature, it may ottack ond you may
use any abilifies that require tapping to activate. 1/1.

Mesmeric Trance EN R eee DR U1 1A

CU: 1. U: Discard a card from your hond to diaw o card.
U: Counter any spell 1huslclurge1s Mistfolk. 1,/2.

CU: 1. T: Put o music countes on target creature. During thot
creature’s controlle’s upkeep, he or she pays 1 for each music
counter, or the creature is destroyed. 1/1.

until end of tum.

( oo
CU: 1. You moy draw o card whenever target opponent successfully
costs o non-creoture spell. That ployer may poy 4 to counter

this effect.

U eese [ABa U] 1A
Flying. T: Torget creature you control, which hos toughness less than
3, goins flying ond gets +1 /+1 untl end of .. I either creature
eaves play before end of tum, bury the other. 1 /1.

Power Sink
R U 0
 Ray of Command INS
Ray of Erasure

© Reality Twist ]
e UL W

R wse Al E shyh

Sibilont Spirit SC

: Silver Erne S
3 Sleight o

i Snow Devil EC

: Snowfall

RGo U2 (L
& Soldevi Machinist 5C

¢ Soul Barrier B Ue
R esses ko U] w

¢ Updral
QHo WU 9
R oees [Ty 12 W

Ne U i

KMe U L
© Word of Undoing INS

Weath of Morit loge  EN

o Tur's Weitding N

Name Knd Roity Roting  Arist Cost Sets Found Nome Kind Roiity Rofing ~ Atist Cost Sets Found
A Desois
: CU: 2. If the creature leaves play, remove it from the gome. * Polar Kroken C R ees [iTe UUUS A
i Enervate INS C = i u Trample. CU: Socrifice a land. Comes into play Inpped /.
: Top torgat creature, lond, or arfifoct. Draw a cord af the beginning uf : Portent SOR Cee Do
the next tum, : You moy look at the top three cords of one pluver s ibrory, Either
: Erront Minion O Hite U2 A shuffle thot library or put the three cords bock on top of the library in

any order. Drow a cord ot the beginning of the next tum,

INT € wess fPg UX ABURA4t,IA
Counter target spell unless its caster spends X more mano. Target
spell's caster must spend oll available mana from lands and mana

pool until X is paid.

[ woooe Hilc U3 1A
Untop torget creature controlled by opponent and toke contral of it
until end of tum. You con use that creature to attack or use obilities
thot require: tapping.
INS C ee Mo U 1A
Target player must toke the top card of his or her library ond place it
in his or her graveyord. Draw a cord ot the beginning of the next tum.
R eeee Jf; ULU 1A
CU: 10U, Insteed of their normal mana, plains produce R, swamps
produce G, mountains produce W, and forests produce B.

 Sea Spirt SC U ess B4 A

LI +1/+0 until end of tum. 2/3.

SC R eee RIh U4 1A
During your upkeep, you may change the color of Shyft o any color
or combination of colors. 4/2.

ee flying,ond +1/+1

uh Ihe end of fum. T

R eeee RSy U5 1A
Flying. When Sibilont Spitit attacks, defending player may draw o
crd. 5/6.
U ese  MBe U3 1A
Flying, trample. 2/2.
lg Mind | eeeee Nle U ABURAMhIA
Chonge the text of o mrd berng played or in play by switching one
color word with another.
C eee  [Me U] 1A
Torget creature gains flying. As long as you control any snow-covered
lands, thot creature lso gains first stiike when blocking.
C e Pho U2 1A
CU: U. Islands may produce on addition U when tapped for mana.
Snow-cavered islonds may produce either on odditional UU or on
odditional U when topped for mana. This mana is usable only for
cwmulotive upkeep.
U es JHe Ul I
T: Add 2 colorless mono to your mano pool. Use this mana for artifact
afivation costs only. 1 /
HMe U2 1A
Target opponent tokes 2 domage whenever he or she casts o
summon spell. That player moy puy 2 to prevent |h¢s dumuga

 Thunder Wall SC U eee RTh IA

Flying. U: +1/+1 until end of tum. 0/2

U eee Wi U1 1A
Give targef wreoture ﬂymg urmi end of tum. Drow a cord ot the
beginning of the next fum.

¢ Wind Spirit SC U eee Ko U4 1A
Flying. Wind Spiit cannat he blocked by less thon two ceatures.

: 3

Winter's Chill INS R eee EBe UX 1A

Destroy X attacking reatures of the end of combat. X connot be
greater thon the number of snow-covered londs you cantrol. The
creatures’ controller moy pay 1 or 2 for each crenture to prevent it
from being destroyed. | n{only 1is paid, the creature deals ond
receives no domoge during combat.

[ eeeo (Ry | 1A
Retur forge! creature to the hond of ifs ovmer. Any white
enchantments you own on that creature go fo your hond,

R eeee  fRg UU3 [
Top al red creatures when Wioth of Marit Loge comes into play. Red
cteatures do not untop during their controller’s untap phose.

R eeee g U3 1A



Home Kind Rorty Rafing  Arist Cast Sefs Found Name Kind Rority Rating  Adist Cost Sets Found Name Kind Rorty Roting  Afist Cost Sets Found
Description Desuiption Destription
Al players play with cards in hond foce up. Whenever o ployer draws Fyndhorn Pollen EN R e  PFo G2 1A Touch of Vitae INS U eee Wi (2 1A

a cord, ony other player may sacrifice 2 ife to force the diowing

ployer to discord thet card.

Zuran Enchanter SC ( eee [Sh UI 1A
B2, T: Opponent must discard 1 cord of his or her choice. Can only be :
used during your tum. 1/1.

Zuran Spellcaster SC ( seee fBe U2 A

T: Do 1 domage to ony target. 1/1.

Avrochs SC ( eee KMo G3 1A
Trample. Aurochs gain +1 /40 for each other Aurochs that attocks
this tum. 2,/3.
Buidli'%n Bears SC C eee  QHo GI I
Blizzard MR e Mo 66 Ih

CU: 2. You cannot cost Blizzard if you do not control any snaw
covered londs. Flying creatures do not untop.
Brown Ouphe SC ( eeee

G1, T: Counter an artifact obility that requires an activation cost. 1/1. © Lure EN U eeees Pro GGI ABURAMIA
Chub Toad SC ( eee  DGe G2 (LR All creatures that con block farget reature must do so.

Gains +2/+2 unfil end of turn when blocked of blocking. 1/1. . Moddening Wind U eee Wi G2 W
Dire'u'c'qlves N SC ( wee RSp G2 A i CU: G. During target creature’s contoller's upkeep, Moddening Wind

Gains banding if you control any plains. 2/2. : does 2 domage fo that player.
Earthlore L weee D[y G A ¢ Mature's Lore SOR U ees  REm Gl I

0: Tap target lond to give taiget blocking creoture +1,/+2 until end

of furn.
Elder Druid SC
63, T: Tap or untap one creature, lond, or artifact. 2/2.
Essence Filter SOR
Destroy oll enchantments or destroy all enchantments that are
not white.
Fanotical Fever
Give a creature +3/+0 ond trample until end of tum.
Folk of the Pines ( eee  Multi G4 1
G1: +1/+0 until end of tum. 2/5. Artists: Nth & (Bu

1 Knight

life to counter target
white spell. n
ite epell. Elfects that

Forbidden Lore Il R ees (Ru G2 1A
0: Top land enchanted by Forbidden Lore to give torget creature
+2/+ until end of fum,

Forgotien Lare SOR U eees
Hove on opponent choose o card from your groveyard. You may pay
6 to have the oppanent choose another card that he or she has not
'nheudy chosen. Put the last cord chosen into your hond.

foxfite NS C e MOK G Ih

Untop target attacking crenture. Creature neither deals nor receives
damage duting combat this tum. Diaw a card of the beginning of the
next lum. :

freyalise Supplicont Sy we i 61 A
Tfeﬁgﬁieﬂg\ﬁ or Wh[}TEilc:leamle to deal domage equal to half the
ar , 1oun
e & OEh own, fo any target, 1/1.

Freyuﬁlgel'; (harm - U eos

- Diow 0 cord when any opponent successfully costs a black spel.
GG: Retum Freyalise’s Chom 1g your hun;. i pﬂ

reyolise’s Winds N

Pul o wind counter on any permanent whenese it becomes topped.

Permanents with wind counters o nof untap. Instead, remove oll
wind counters on thyse permanents

ndhorn Brownie
Fy 62, T: Untop o creatyre, 1/1.

Giant Growth
© Gorilla Pack

Doe G W

R sesee RKF 63 T
( ssss REm 661 I

NS U sess 1B GG2 w

HMe 6 [

* Stompede
MOK GG A
* Stunted Growth

R seee Mo GG2 I
- Tarpan

i Thermokarst SOR U ese
[ oee Rl 62 "
: Thoughtleach

CU: 1. Al creatures get-1,/40. G1: All creatures get-1/+1 until end
of tum,

Target creature goins +3/+3 until end of tum.
S

Cannot attock unless oppanent has forests in play. Bury Gorilla Pack
immediately if you control no forests. 3/3.

: Hot Springs EL R eee fle Gl I
0: Top land Hot Springs enchants to prevent 1 damage to

: any forget.

* Hurricone SOR U eeee (B GX ABURAIA

Do X damage to oll flying creatures ond players.

= Johtull Wurm SC U eee  DGe G5 A :
Johtull Wurm gets -2/-1 for each creature ossigned fo block it beyond  ©

: the first. 6/6.

¢ Juniper Order Druid SC( eee Mo G2 W :

¢ T:Untop a land of your choice at the spesd of an intemupt. 1,/1. :

Lhur SC R eess Py GG2 A

go
* equols the tofol number of creatures in all groveyards. */*+1.

Search your librory for one forest and put it in play. This does
not count uguméi your normal lands-played limit. Reshuffle your

library ofterwords.
: Pale Bears SC R -
ook 272 = M B b |
Pygmy Allosaurus SC R
§wompwnlk.2/2. - MR i :
Pyknite SC (e B 62 1A
i Drw 0 cord of the beginning of the next fur. /1. H
¢ Regeneralion B C eee JHg G ABURAPM ©

G: Torget creature regenerotes,

Change the text of 1arget or
permanent by replacing :IIptu
mstances of one color word with
another. For example, you may
change “Counters l::{‘; 1™ to
“Counters blue spells.™ Sleight of
Mind cannot change mana

: Rime Dryad SC (e HHy G A

: Snow-covered forestwalk, 1/2,

- Ritual of Subdual EN R ese JHo (G4 1A
CU: 2. All mana-producing londs produce colorless mana instead of
their normal mano.

: Scaled Wurm SC ( ees  DGe G7 1A

: ?{6.

¢ Shambling Strider SC ( eee  DSh GG4 1A

: GR: +1/-1 until end of tum. 5/5.

¢ Snowblind [ R

Tonget creafure gets -* /-*. * equals the number of snow-covered
lands the defender controls when the creature attacks. Otherwise, *
equals the number of snow-covered lands the creature’s controller
owns. (reature’s toughness cannot be reduced below 1 this way.

Al attacking creatures get tiomple and +1/+0 until end of tum.
S

Target player must choose three cards from his or her hand and put
them on top of his lirary in any order.
( eoco

o MoK Ih
You gain 1 life if Tarpan goes to the graveyard from play. 1/1.

Destroy target land. You gain 1 life if that land is snow-covered.
b

NS C eees Wi G ABURAMIA :
C e AWa G2 B

< Wiitigo SC

¢ Wild Growth fL

: Yavimaya Gnats SC

Altar of Bane

¢ Centaur Archer

¢ (hromatic Armor iR

. Diabalic Vision

¢ Earthlink

Fiery Justice

. Fire Covenont

0Sh 63 A

 Glaciers
R esese lig GGI n
R eess i 653 o

KMe GG1 I

Target creature may untop on additional time this tum. That creature
may attock or use abilities requiring the T symbol this tum. Draw o
cord ot the beginning of the next tum.

¢ Trailblazer INS R weee JBg (02 1A
Target creature may not be blocked this tum.

- Venemous Breath INS U eee (Wi (3 1A

: All crentures blocking or being blocked by torget creoture are

: destroyed after combat.

* Wall of Pine Heedles ~ SC U eee BSn 63 1A

3 G: Regenerate. 3/3.

* Whiteout INS U eeee Nth Gl A

Al flying creatures lose flying until end of tum. If Whiteout is in your
graveyard, you may sacrifice o snow-covered lond to retum it to

your hand.

R eee  MBe GGG3 1A
Putsix +1/+1 counters on Wiitigo when it comes into play. During
your upkeep, put o +1/+1 counter on Wiitigo i it has been blocked
or hos blocked since your last upkesp. Otherwise, remove 0 +1/+1
counter from Wiitigo. 0/0.
( eee  MRo G ABURA4thIA
Whenever target land is tapped for mana, Wild Growth provides on

: extio 6.

: Woolly Mammoths SC ( eee Dt GGI [}
: Goins trample if you control any snow-covered londs. 3/2.

= Woolly Spider ( eees DGz GGl 1A

Doesn’t fly, but con block flying creatures. Woolly Spider gets
+0/+2 until end of tum i it blocks o flying creature. 2/3.

U eeee DFf G2 1A
Flying. G: Regenerate, 0/1.

SOR R eeee [B GW 1A
Sodrifice o creature to choose one creature card from your bbrory and
odd it to your hand. Reshuffle your librory cfterwards.

SC U ees  MBe GRI 1A
T: Deal 1 damoge o forget flying creature. 3,/2.
wsse [Py UW] 1A

Put a sleight counter an Chromatic Armor when it comes into play and
thoose a color. All damage done to farget creature by that color is
teduced to 0. X: Put o sleight counter on Chrometic Armor and
change the color that it protects against. X equals the number of
sleight counters on Chromatic Armor.
SOR U eeee AWo BU 1A
Look ot the top five cords of your library and put one in your hand.
Put the other four on top of your library in any order.

EN R e RKF BGR3 1A

Pay 2 during upkeep or bury Earthlink. Whenever a creature is put
into the graveyard from play, that creature’s controller must sacrifice
o lond.

i Elemental Augury EN R eeee AWn BUR 1A
3: Lok ot the tap three cards of ony ployer's librory and put them

H bock in any order.

* Essence Vortex INS U eee  MOK BUT 1A

Bury torget creature. Creature’s controller may counter Essence Vortex
by sacrificing ke equal to the creature’s toughness.
SOR R eee  MBe GRW 1A
Do 5 domage divided ony way you choose omong any number of
targets. Target opponent gains 5 ife.
INS U eeee DFr BRI A
Fire Covenant deals X domoge, divided any way you choose among
ony number of target creatures, where X is equal to the amount of
life you socrifice.
Flooded Woodlands [N R eee [Fo BU2 1A
No green creature can attock unless its conmoller sacrifices o lond

when that creoture attocks.
* Fumarole SOR U eese DIy BR3 1A
Sacrifice 3 life to destroy a lond ond o creature.
© Ghostly Flame N R eeees RGo BR 1A
: Black and red permanents and spells ore considered colorless sources
of damoge.
Giant Trap Door Spider  SC U eee  Hiliu GR1 1A

GR1, T: Giant Trop Door Spider and target nonflying creature which is
attocking you are remaved from the game. 2/3.
N

R seee Mlp UW2 A
All mountains become plains.
Hymn of Rebirth SOR U eees RKF GW3 1A
Toke o creature from any graveyord and put it directly into play under
your contral as if it were just summoned.

K theost ~ SC U eeee AP0 GW3 [l
: Klew:;;‘":rg?lslra blocking or blocked by Kieldoron Frostheast is destroyed
: ot end of combat. 2/4.

* o Mericke Ri Berit SC R e HHu BUW 1A

rizke does not untop during its controller's untop phase. T: Gain
:'(‘meol of target creatute. If Mericke Ri Berit leaves play, leaves your

control, or becomes untopped, that creature is buried. 1/1.
; NoR

U eeee MTo (G
dhorn Elder sy W st i ; : eseo liit GR2 I
o I:AddE{iG 10 your mang oo 1/ If-“ o B i “ndgn\\”nulnidawhenevel l"'gf! npptone.n.r.nlps i’};'“'&d' i M""ﬁ?ﬂgmm is untopped at the end o?ipcunfroflersmm, Monsoan
FY"ngd Gv?; - ( ( esoe JHy G I Suerifce Tinder Woll fo add RR to your mana poal. R: Sacrifice Tinder deals 1 domage to that player %ﬂdjﬁf‘”"agscﬁ? fapped. "
: mang pool. 1/1, Wall to do 2 domage to targat creature it blocks. 0/3. * Mountain Titan 5
o/* R?ﬂ?’:i‘:ﬁrmd ART Artifoct {0 Enchunl(muiure EL Enchant Land EW Enchant World INT Interrupt SC Summon Greaiure R
AC A ¢ EA Enchont Atifoct FE . Enchont Enchontment— EN' Enchaniment INS Instont LAN Lond fLl
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Nome Kind Roity Rofing  Arst Cost Sets Found

Desaiption

Goblin Sappers SC [ eee

{ GoblinSkiPoiol  SC

RR1: For the rest of the tum, put a +1/+1 counter on Mountain
Titan whenever you successfully cast o block spell. 2/2.

Redamation EN R eee DWi GW2 1A
No block creature may attock unless its controller sacrifice o land
when that ceature attacks.

@ Skeleton Ship SC R eesss Iylti BU3 [’y
Bury immediately if controller has no islands in play. T: Puta -1 /-1
counter on o creature. 0/3. Arfists: AWe & TWG

Specirol Shield £
Torget creature gains +0/+2 ond it connot be the forget of
further spells.

Storm Spirit SC R eese Pip
nying. T: Do 2 damoge fo target creature. 3/3.
Stormbin EN R eee Myl GRI 1A

2: Discard o card of rondom from your hand fo do 2 damage to

ony forget. Artists: Nth & PMa
Wings of Aesthir EC
Give targat creature flying, first strike, ond +1 /40,

Aggression EC U eees REm R2 1A
Target non-wall creatures gains first strike and trample. Destroy that

ureature ot the end of any tum in which it did not attock. :
Anarchy SOR U weses Pfp RR? A :
Destroy oll white permanents ;
Avalanche SOR U eee  BSh RRIX A :

Destroy X snow-covered lands.

Balduvion Borbarians  SC (e
3/2.

Balduvion Hydra SC R ees  MBe RRX 1A
Put X +1/+0 counters on Balduvian Hydra when it comes into ploy.
0: Remave a +1/+0 counter fo prevent 1 damoge to Balduvian
Hydra. RRR: Put @ +1,/+0 counter on Balduvion Hydra during your
upkeep. 0/1.

Barbarion Guides SC( eee
R2, T: Give target creature a snow-covered landwalk ability of your
choice until end of fum. Retum that creature to ifs owner’s hond ot
end of tum. 1/2.

Battle Frenzy INS C eee BSn R2 1A
All your green creatures goin +1 /+1 unfil end of tum. All your other
creatures goin +1/+0 until end of tum.

Bone Shomon C ee  AMg RR2 A
8: Creotures domaged by Bane Shaman this fum cannot regenerate.

3

Brand of Ill Omen £
CU: R. Target creature’s controller may not cast summan spells.

Chaos Lord
First strike. Choos Lord con ottock the first time it comes into play on
o side, but not the first fime it comes into play. Count the number of
permanents during your upkeep. If it is even, target opponent goins
control of Chaos Lord. 7/7.

Chaos Moon EN R eeee 7y R3 1A
Count the number of permanents during each upkeep. If it is odd, all
red creatures gain +1,/+1 ond oll mountoins produce on odditional R
when tapped for mana. If it is even, o red creotures get -1/1 ond

all mountains produce colorless mono. :
Conquer U eeeee RGy RR3 I i
Toke control of target land. g
Curse of Marit Loge EN R eseo AW RR3 A :

Tap all islonds when Curse of Marit Loge comes into ploy. Islonds do
not untap during their controller’s untap phose.

Dwarven Armory ]
2: Sacrifice a lond to put 0 +2/+2 counter on o arepture. You may
only use this ability during your upkeep.

£

Errantry EC C ees [Wi R A :
Target creature gets +3/+0. No other creotures con attock this tum it Mol oot ¢

target creature otfacks.
SC

Flame Spitit U e JHo R4 19
R: +1/+0 until end of tum. 2/3 :
Flare INS C e DIy R2 A i

Flare does 1 domoge to any target. Drow o card af the beginning of
the next tum.

Gome of Chaos
Choose target player ond flip o coin. If you win, you goin 1 iife ond
that opponent tokes 1 damoge. Otherwise, you lose 1 Ife ond that
opponent gains 1 fife. The winner decides whether to continue. The
stakes double each round

Glacial Crevasses N
0: Sacrifice o snow-covered mountain to have no ceatures deol
domage in combat this tum

Goblin Mutant U oo
Tromple. Goblin Mutant cannot attock if oppanent controls on

R o=

96 . Q U E S T

U ewee HOK U] n

UGw3 i

U ssees fBz W i

: Goblin Snowman SC

1Po BRI I

RTh R2 I

Roess R R3 i

R eee  BS RRR4 i | boese s

i e Marton Stromgald SC
Melee INS

: Meliing EN

R eese RTh RRZ 1A Meteor Shower

¢ Orcish Cannoneers SC

SR R eee [y RRR I Orcish Conseripts

MRa R2 i

D6e RR? M

Nome Kind Rority Roting At Cost Sets Found Nome find Rority Roting  Artst Cost Sers Found
untapped areature with power greater than 2. Goblin Mutant connot ¢ Orcish Librarian SC R eees Prp R] 1A

block o creature of power greater than 2. 5/3.

RR, T: Target creature you control cannot be blocked this tum. That
creature ond Goblin Soppers are destroyed after combat. RRRR, T:
Torget creature you control connat be blocked this tum. That creature
is destroyed ofter combat, 1/1.

(e MPo R1 1A
R1: Gains flying ond +2,/+0. You may only use this ability once ond
only if you control snow-covered mountains, Bury Goblin Ski Patrol ot
end of fum in which this ability is used. 1/1.

U eee
Goblin Snowman neither receives nor deals damage in combot when
blocking. T: Goblin Snowman deals 1 domoge to the creature it
blocks. 1/1.

Grizzled Wolverine SC
R: +2,/+0 until end of tum. You may only use this ability when o
creature blocks Grizzled Wolverine and only once each tum. 2/2.

3/3.

Do X domoge to any target. If the torget is o creature, effects thot
prevent or redirect domage connot be used fo protect that creature.
R eese [iPg RR2 |
If Marton Stromgald attacks, oll other attacking creatures gain
+*/+" until end of tum, where * equols the number of other

attacking creatures. If Morton blocks, all other blocking creatures gain

+/+* until end of tum. 1/1.
U eeee
Cost on your tum during combat, but before defense is chosen.
(hoose how yaur attacking creatures ore blocked. After declaring
blockers, untop ony unblocked attacking creature. Treat those
areatures os if they had not ottacked.

U e RGo R3 A
Al snaw-covered londs turn into no-snow-covered lands of the

same fype.

SOR ( eeee
Meteor Shawer does X+1 damage divided ony way you choose to
ony number of torgets.

Mountainwalk, 1/1.

Mudslide N R ee
Nonflying creatutes do not untop unless their contioller pays 2 for
each aeature he or she wishes to untop.

1: Does 2 damage 1o any farget and 3 domoge to you. 1/3.
C e DSh R

Connot attack unless ot least two ather creatures ottock. Connot
: block unless ot least two ather creatures block. 2/2. :
¢ Orcish Farmer SO eee Dt BRI W :
: T: Tum torget lond into o swamp untilits controller's next untap i
ﬁlmse /2 :
¢ Orcish Healer SC U ees Qo RR o

RR, T: Target creature may nat regenerote this tum, RBB, T:
Regenerate torget black or green creature. RGG, T- Regenernte torgat
black or green creature. 1/1

Ite 1 w
Urtis!llumberiu(k SC

Orcish Squatters

DGe R3 w i

C e (8 RRI 1

( osse TG R Wi

DWi R I

INWVHITE

Adarkar Unicorn SC

REm RX W} ArcicFones

Coee (B R Ih ¢ Arenson's Auro N Ces Ne W2 1A

Bn R2 W

Uees Dt BRI A

"
¢ Black Scarab

R, T: Take the top eight cords of your library and randomly remove

four from the gome. Put the remaining four in any order on top of
our librory. 1/1.

( wees D R 1A

T: Socifice a forest 1o add three mana to your mana pool. This mana

con be eny combination of green ond red mana. 1/1.

R wees RKF R4 1A

If Orcish Squatters attocks and is not blocked, you may gain control

of o land controlled by the defending player. IF you do so, Orcish

Squotiers deal no domage this tum. 2/3.

Panic IS C e MK R A
Target aeature moy not block this tum. Draw o card of the beginning
of the next tumn.

Pyroblast INT ( weee [fo R 1A
Counter target blue spell or destroy target blue permanent.
: Pyrodosm ) esee PMo RI 1A

Do 2 domage to each creature.

{ Impasing Visage EC C ees PRo R 1A} Sabretooth Tiger SC C eee  MBe R2 1A
: Target areature cannot be blocked by less than 2 creatures. : First strike. 2/1.
¢ Incinerate INg  ( eees [P RI A% Shatter INS  C eess BWo R1 ABURAM,IA
Do 3 domoge to any target. Creatures damaged by Incinerate may Destroy torget artifoct.
not regenerafe. Stone Roin SOR ( eee KFo R2 ABURA4thIA
Jokulhaups SOR R eeese RTh RR4 1A Destroy any one lond.
Bury oll ortifacts, ceatures, and lands. Stone Spirit SC U esee JMe R4 1A
Karplusan Giant U eees DGe RS A : Stone Spirit cannot be blocked by flying creatures. 4/3.
0: Tap a snow-covered land you contral to give Karplusan Giont : Stonehands EC C eee [DFr R2 1A
+1/+1 until end of tum. 3/3. i Tomet creoture goins +0/+2. R: Gains +1/+0 unfil end of tum.
Karplusan Yeli SC R eeee (QHo RR3 A Tor Giont SC (e DSh R3 1A
T: Karplusan Yeti does domage equal to its power fo torget crenfure. 3/3.
Torget creature does domage equol o its power to Karpluson Yeli. — : Total Wor R ees DIy R3 1A

EN
Whenever any player declares on atfack, destroy oll untopped non
wall creatures thot don’t ottack. Creotures thot the ployer did not
control af the beginning of the tun are not offected by Totol Wor.,

¢ Vertigo INS U ese DIy R 1A
: Do 2 damage to torget flying crenture, which loses flying unfil end

: of tum.

¢ Wall of Lava SC U ees PV RRI 1A
; R:+1/+1 until end of tum. 1/3.

¢ Word of Blosting INS U esee KMo RI 1A

Bury target woll. Word of Blasting does X domage to the woll's
controller, where X equols the casting cost of the wall.

( oo (QHo WWI 1A
T: Add either U or U and 1 1o your mano pool. This mana can only be
used for cmulative upkeep. 2/2.

SC Cee MR WI 1A
I defender controls any snow-covered lands, Arctic Foxes may not be
blocked by any creature with power greater than 1.1/1.

W: Sacrifice an enchantment to destroy another enchantment. 3UU:
Counter on enchantment os it is being cast.

¢ Armor of Faith EC C oee Mg W A

Torget creature guins +1/+1. W: +0/+1.

Batile Cry INS U eee  DSh W2 1A
Untap oll your white creatures. All creatures that block this tun get
+0/+1 until end of tum.

U eeo Ko W 1A

Target creature gets +2/+2 os long os any other player has any

block cards. Torget creature cannot be blocked by block creatures.

© Blessed Wine INS € oo Kro W1 1A
Gain 1 life. Drow a cord ot the beginning of the next tum.

 Blinking Spiri SO R eeees Wi W3 3

i 0: Blinking Spirit raturns to its owner’s hand. 2,/2.

¢ Blue Scorab EC U eee  AWe W 1A

Target creature gets +2/+2 as long os ony other player hos any blue
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Desuipficn Description Desmiption
cords. Target creature cannot be blocked by blue creatures. Justice EN U eesse RTp WW2 A Warning INS C e Pio W

Call 1o Arms EN R eess RGo WI W Pay WW during your upkeep or destray Justice. Whenever a red spell  : Target attacking creature does no domoge in combat this fum.
Choose o color. As leng os target opponent confrols more cards of i or areature deals domage, Justice deals on equol omount of domage  © White Scarab EC see  PRg W

that color than of any other, all white creatures get +1/+1. Bury Coll

to Ams if ot any fime that opponent does not control more cards of
that color than any other color.

Caribou Range EL R eses RIp WW2 1A
WW: Tap lond Caribou Ronge enchants to put o Coribou token into
play. Treat this token as 0 0,/1 white creature. 0: Sacrifice o Coribou
token to gain 1 lfe.

Grcle of Protection: Black EN  ( eee
1: Prevent all damage o you from ane black source.

Gircle of Protection: Blue EN  ( wee
1: Prevent all damage to you from one blue source.

Gaze of Pain

For each mmn.-w control that
attacks and is not ma

Sty W1 ABURAMIA
Ple W1 ABURAMIA :

to the controller of that creature or spel.
¢ Kelsinko Ranger SC (e

i W1: One green creature gains fist strike until end of tum. 1/1.

: Kieldoron Elite Guord ~ SC I/ wse  MB2 W3

g T: Give forget areature +2,/+2 until end of tum. Bury Kjeldoran Elite
: Guard if that creature leaves ploy this fum. 2,/2.
¢ Kjeldoran Guard SC (e

T: Give torget weature +1/+1 until end of turn. If that creature
leaves plélx bury Kizldoran Guard. Use only when attock or defense is

onnounced, and only if defending pl
o g player controls no snow-<overed

PAIN
-

AL

Gircle of Profedtion: Green N~ ( eee
. )z Prevent all domage to you from one green source.
Gircle of Protection: Red  EN
1: Prevent all damage to you from ane red source.
Gircle of Protection: White EN ~ ( ees
1: Prevent all domage to you from one white source.
old Snap N U e
CU: 2. During each ployer's upkeer, Cold Snop does 1 domage to

thot ployer for each snowgcwerad ond he or she confrols,

E

0operation ( eee PR W2 n i

Torget creature gains banding. :
Death Word NS~ C ses HMc W ABURAHA :
. Regenerntes target creature. :
Disenchant NS C sewse BSn W1 ABURAA

Destroy target enchantment or arffact. ;
rought Bl U eeese Kih W2 T

During your upkesp, pay WY or destray Drought. In order o cast o
spell that has B as part of ifs casting cost or use an ability thot
tequires B, the player must sacrifice o swamp for each B in the spell

or effect.

Elvish Hegler SC ( ees REm W2 IA
T: Prevent 1 damoge fo ony farget o up to 2 domage to o green
egture, 1/2.

E"dur'rng Rene\{ul EN R eeee Hic WW2 1A

Play with your hond focéup. If you a diaw o creature from your
Iirory, discord it, Whenever o creature goes to your groveyard from
play, retur it ta your han

Energy Siorm ! ) )
CU: 1. Damage done by instonts, interrupts, ond sorceries s reduced
LIR Fiﬁng reatutes o not uniap duing their controllar's

unt i
F“rmuligrp]p g NS R e KMe W1 3
Give torgat reotue banding unl end of n. Drow o cord ot the

beginni tum.
Fyigi.fg'"”'“gf’f'he"e" W C s B0 W i

Put four hegling counters on Fgio when it comes into play. ;

emove o heoling counter 0
enchants, 2W: Put o heu[éng counler. on Fylgo.

* Genergl ) : !
i Exchuu;{;:':vo blocking creatures vithout cieating on legal black.
1

Green'5¢q, [C U e HNe W A
rab
Torget creature gefs +2/+2 &5 long as cny other ployer hos uny
wre cannot be blocked by green ¢
e crs. Toget et €Oy g e coames

Owed Ground IA

HEQ] ' I
Pieyent | domoge fo ony 10192% Drawv 0 cord ot the beginning of the
ng ‘

Hioporgn ™ G Uese DU W

: 1A
Hinpurion connot block reaties ilh POWEr 3 o geaterunlss yo

Py an addifional 1. 179
ART Arifoct

Sfa e
Festiced/Bonnd FA Enchent Artifuct

A Mty Creuee

SEe W1 ABURAMIA :
( sees e Wi ABURAMI :
St W1 ABURAMI
RGo W2 W

B R eees SEy W n

1 to prevent | domage to the creature Fylgio Satred Boon

R wee RTh W3 no
i Se

Wy wcovered lond you control fo its gwner's b :
"W Retu o pansnoirorecE o o s owner’s hond,

EC Enchont Ewniure
EE . Enchant Enchentment

!

¢ Kieldoran Knight SC R wees RSp WW 1A

Banding. W1: +1,/+0 until end of tum. WW: +0/+2 until end of
wm. 1/1.

¢ Kieldoran Pholanx SC R eee

: First strike, bunding. 2/5

¢ Kieldoran Royal Guord ~ SC R eess Wi WW3 1A

T: Redirect oll domoge done to you by unblocked creatures this tum

H to Kjeldoran Royal Guord instead. 2,/5.

¢ Kieldoran Skycaptain

Flying, banding, first stike. 2/2.

* Kieldoran Skyknight ~ SC

Flying, banding, first strike. 1/1. :
¢ Kieldoran Warrior ( wee  JPo W A i
: Banding. 1/1. :
¢ Lightning E?ow INS R eee  HiMc WI W
Give torget creature firs stike until end of tum. Draw o cord af the
: beginmn of the next tum.
© lostOrderof Jorkeld ~ SC R eee ARy WW2 1A
: * equals the number of creatures contrelled by target opponent.
H T+ /145, :
¢ Mercenaries SC Re (B W3 T
i If Mercenaries domages o ployer, that player may pay 3 to prevent
that damage. 3/3. E—— "

* Order of the Sacred Torch SC
& e{:oSﬂuiefi(e 1 life to counter a block spell. 2/2.

: it Shield SC U weee RTp WW I
: Ordeir’:aie'cl;i%r?#g:] bl(:?k. WW: +1/+0 until end of tum. W: First Strike
until end of tum. 2/1. C wee Wi WI i

: Prismatic Ward 18 ]
{ P”snl}wc:;sf?mfm when Prismatic Ward comes info play. All domoge

by sources of that color is reduced to 0.
deullmlurgemeomre"}fs e N

until end of tum.

soo SE;-I “; "
7 as long os ony other player has any red

g2 t be blocked by red creatures.

Rall I
: i yMl blocking creafutes gain +I/Jl
 Red Scarab £

Torget creofure
cords. Target creature uml;u

o dealt fo torget creature. At end of fum put o

Negoto up o 3 domos @ for eoch damage negated.

+0/+1 counter an tth(Eeamr

re dies during 0 fum in which Seroph domaged it it

raph
Flying. If 0 creaty der your control. Bury the creature if Seroph leaves

is putinto play un

: 4/4.

: play or your control. ” y

i Shield Bearer ¢ C DFe W1 I :
s Eﬁ!ﬂﬁ 7 U ses Pl W2 b

© Snow ;

Snow Hound and torget blue or green creature you

o W I

AWo W1 A

i Brushland

i lce Floe

: Lava Tubes

RKF W5 A

U eees [P0 W4 W
( eees HiPo W2 n

¢ Swamp

Timberline Ridge LAN

 Underground River

U esoe [ifa W1 mo

R eseos (Ru W6 n

Torget creqture gets +2,/+2 o5 long os any other player has any
white cords. Torget creature connot be blocked by white creatures.

Adorkar Wostes N R ees  MRo 1A
T: Add 1 to your mana pool. T: Add U to your mana pool and foke 1
domoge. T: Add W to your mana pool and toke 1 domage.

LAN R eee  Big 1A
T Add 1 to your mana pool. T: Add G to your mana pool ond take 1
domoge. T: Add W to your mana pool ond foke 1 domoge.

i Forest AN C— PMo ABUR4th A
H T: Add G to your mana pool.
¢ (Glaciol Chasm N U ee Do 1A
CU: 2 Iife. Secsifice o land when Glacial Chasm comes into play. You
maoy not attack. All domoge done to you is reduced to 0.
\¢ Holls of Mist AN R eeee }ip, 1A
: CU: 1. No creature may attock i it attocked during ifs controller's
last tum.
AN U eee Mg 1A

You may choose not to untap Ice Floe. T: Tap target nonflying
creature that ottacks you. That creature does not untap as long cs lce

Floe is tapped.

Island C— Ao ABURAhMA
T: Add U to your mana pool.

Karpluson Forest N R eee N A

T: Add 1 to your mana pool. T: Add R to your mana pool and toke 1
domege. T: Add G to your mano pool and toke 1 domoge.

Land (ap AN R eoee [V 1A
IF there are any depletion counters on Land Cap, it does not untap.
Remove a dzpletion counter from Land Cap at the end of your
upkeep. T: Add U to your mana pool and put a depletion counter on
Lond Cop. T: Add W to your mana pool and put o depletion counter
on Lond Cop.

AN R eees Blyg 1A

If there are any depletion counters on Lova Tubes, it does nat untap.

Remove a depletion counter from Lava Tubes at the end of your

upkesp. T: Add B fo your mana pool and put a depletion counter on

Lava Tubes. T: Add R to your mona pool and put a depletion counter

on Lova Tubes.

: Mountain W C— TWa AB,UR,4th,1A
T: Add R to your mana pool.
i Plains N C— R ABUR 4th,IA
: T: Add W to your mana pool.
: River Delto R eese Sfy 1A

If there are any depletion counters on River Delto, it does not untap.
Remove o dzpletion counter from River Delto af the end of your
upkeep. T: Add B to your mana pool and put o depletion counter on
River Delto. T: Add U to your mana pool and put o depletion counter
on River Delto.

¢ Snow-Covered Forest LN U —  PMo 1A
T: Add G to your mana pool.

¢ Snow-Coveredlslond AN U —  AMo 1A

: T: Add U to your mana pool.

: Snow-Covered Mountain AN U —  TWi 1A

H T: Add R to your mana pool.

¢ Snow-Covered Ploins ~ UN U —  (Ru 1A

H T: Add W to your mana pool.

i Snow-Covered Swomp AN U —  DSh 1)

: T: Add B to your mana pool.

: Sulfurous Springs AN R ees Pig 1

T: Add 1 to your mana pool. T: Add B to your mana pool and take 1

damage. T: Add R to your mana pool and toke 1 demoge.

N C — DSh AB,UR,4th 1A

T: Add B fo your mana pool.

R eeoo g 1A

If there ore any depletion counters on Timberline Ridge, it does not

untap. Remove a depletion counter from Timberline Ridge at the end

of your upkeep. T: Add G to your mana pool and put o depletion

counter on Timberline Ridge. T: Add R to your mana pool and put o

deplefion counter on Timberfine Ridge.

AN R eee Nth 1A
T: Add 1 to your mana pool. T: Add B o your mana pool and take 1
damage. T: Add U to your mana pool ond toke 1 domage.

Veldt IAN R eees fip 1A
IF there are any depletion counters on Veldt, it doas not untop.
Remove o depletion counter from Veldt at the end of your upkesp. T:
Add G to your mana poal and put o depletion counter on Veldt. T: Add
W to your mana pool and put o depletion counter on Veldt.

1, T: Return Snot o ol 7P
: control mm;u:.svne R —
E Sworgs mofiolbr:?g;[uenmre from gome. Creoture’s controller gains lifa
psirr':rs equal to the creature’s power. |
5 Pl 8 e INT Inferupt SC Summon Creoture (U Comulative Upkeep
g\ Enchontment INS Instant 148 Lore S
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playe-rs

£ = B —— - P e
Name Roity Rofing  Afst  Type Roge Domoge Nome Roity Rofing  Afist  Type Roge Domoge
Destrpion Desciption :
ACTIONS : 0ff-Balance Attack Ce RF @ 1 2
Bite Lo W 4 2 3 H The ployer of this cord plays damage cards of -1 Rage during the next :
Can only be used in Crinos or Lupus form. i round of combat.
Block Coos SBs QA 1 — = Organ Puncture U e Be @ 3 2
" l(?eduu?s the domage of one ottack by up to 4 points. : Victim cannot inifiate combat untl this wound is healed.
ock ond Strike U seee S ! & = i Overextended Attock ( o« o @ 2 4
Block up to 2 points of domage and play an oddifional : Your charocter may not ploy o combat card next round.
damagedealing cord, £ Rend ond Tear U see g G 3 3
Ddlzﬂlmw (e 0y & 3 3 ¢ Run Like Hell U e B A 1 —
Broken Limb Coe o CA 6 3 The character playing this card flees from combor. That character
f‘ﬁfnm ikm combat cords at -2 Roge for the rest of the combet. connot porticipate in o moat uniil it engoges with the foe it ran from.
CDTE{U 5"lbe Uee JRelSn O 3 1 f Tokes effect offer your opponent’s cord,
i clzré?ui dodged. ¢ Shapeshifi ( e THo Adin — —
1'“(1 wbe ke IR see 0P A 4 7 ; Play at any time. The character playing this card immediotely changes
& onnot or healed until end of fum, : from breed form to Crinos form o from Crinos form fo breed form.
'Sﬂfg' ik ’ U oee  fShISnCA 3 0 spogkAllack U eeses Iy Adion — —
fﬂﬁhPHE of opponent’s equipment cannot be used for the remainder The character ploying this card can engage any charocter, ally, ot
i UhT e[lornbul Fhase. enemy in ploy. If played during Combat, Sneak Attack can inferrupt
isembowelment R e SBe 5 i the alpho attack cycle, but not  combat that has olready begun
Victim plays cords ot -1 Rage unfil this wound is heu!ed ¢ Solid Blow (e S (A 2
: . i Coweoe Jlo G4 T —  Spine Crushed Roesee o (A 9 7
o Gv?‘h one attack this round, 2 Cononly be used in Crinos form.
Enr?;uirlgend llil x EJ'E': & ?[I g Slingiqg_Wuund e R-SL G
Sy P b ke #oa T : :}T& gfﬂu'ys combot cords ot +1 Rage during the next round
; Requnres Kalindo. Dodge u!l attacks Ihs round. , Surprise Attack R eees jShiSn(CA 2 1
vasion eeses RTh (4 sl ing fi sent ini
Dodgea s i raund : :Li;jurxsgdr{unng first round of combet, opponent inflicts no domage
Eyes Gouged u RSp @ 4 2 ¢ Swipe C e WOL A 2 2
Victim must attack with o mndsm card hom his hand next round. : Tount U es RKF Aion — —
Fast ?ﬁlkﬂ - R wees RS ¢ Play Tount on oy Garou who has just efused o challenge. That
; is card deals domoge befme vwr opponent’s, : Garou immediotely occepts the challenge and enters frenzy.  Rog
elmw w o 40 Tellin? Blow U see I0 4 3 1
y any combat cord in TESPONG ‘0 your opponznt’s cord. : I this kills your epponent, odd it to your victory pile for 3 additioncl
Woun e 0Pe (A Vb vidory points.
}'orteRful Wind R oee MDo 4 4 2 ¢ Umbral Escape R eeee i Fuent — —
o quiires Kalindo. Combat ends after this round. : Requires Gnosis 3. Move to the Umbra until the next
ur T';}"* o G 4 2 & Pegenerotion Phase.
Glunm:; geimage is uggrqvu:ed[ lfrhe victim s in Crinos form. - * Vital Blow U esee P 4 6 4
ow L] : i
GrazingWound G- G- 09 G § Victim has Rage of 1 far the next round of combat. :
Heod und Uses i 0 5 2 [EXEHEES
0;(:1;1:“ ;?‘nmplm; any combat cords during the next round Numel)m‘mm Rorty Rafing  Afist  Renown Roge Gnosis Hith :
Knestopper (= 86 @ 3 2 : Faerie Kin R eeee | 301 63

Victim octs at -1 Rage during the next round of combat.
Lucky Blow R osees Bz (4 2 3
Mangle R oeeese Sga (4 B 6
Con only be used in Crinos form. Victim con toke no actions uafil this
wound is heoled
Massive Wound R oeeeo WOC (4 7 5§
Nerve Cluster U ese JHo 4 3 1
Requires Kalindo. Victim's Roge is considered 1 for the rest
of the combat.

“ Fuower oF 4:&42#9;79 /
Eouipuent

(A

98 1
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gt udiaiidiie

Roty Roing At Renown Roge Gross Hih

¢ Kinfolk - Small Town Cop

Requires: Gnosis 3 ond Fio. Faerie may use Gifts from any breed or
ouspice. A pack con only have one foerie u\fy ot o time.

EFlumeSplm U eee WOC 6 1 53

Requires: The or Ukt. Destioy Flame Spiritin on attack to do 3

uggrgwfed damage. Spirit i only atfected by Umbral attacks
ant 1

Gaffling Pest C £Di 5 2 313

Gatfling may use Gifts from cni,- bmed

- Gongrel Ay Rowse IS5 7 626

Requ ires: Bon of Glo. Reﬂenemles Gongrel can only act every ofher

l/uzrat Quesy

Event

UMBRAL QUEST

Song of the Greal Beast

£ Vol Kinfol Co Mo 2

3 Wy Slayer, Ronin Garou R e

: Bron Mac Fionn

Buggerheod
;-(urIuGrimssnn I eee Mo Get
¢ Corleson Rugh

i Cernonous

tum and he cannot attack the turn he i brought into play.
¢ Kinfolk-Envnmat] Adivist R e OPe 0 0 01
Environmental Activist can remova ane member of your pock from the
Hunting Grounds per tum.
R wees i . 30 2

Requires: Homid. Once per tum, before alphos ore selected, con
temove 0 charocter in Homid form unfil the beginning of the next
Regeneration Phase.

Kinfolk - Soldier of Fortune R eee  MHoJSi 4 7 0 2
: If the Soldier of Fortune s disarmed, his Roge becomes 3.
¢ Kinfolk - TV Reporter Roee AW 1001

Requires: Hom, Your pack gains 2 votes during oll moots.

Kinfolk - Veterinarian R ees B 0 0 01
Requires: Lup. During your Regeneration Phase, Veterinarian can cure
one oddifionol domage card from one charocler.

R eeee PKF I L

Requires: Gnosis 7 and Lup or Wen, Bison cannot ottack the tum it

comes into play.

2122
: Requires: Lupus.
Wolf-Spirit o 2 232

1Do
Requires: Gnosis 4 ond Phl Lup, or Red. Woll-Spirit connat act the
turn it comes info play.
woC 4 5 24
Requires: Ahr or Phi. Wyrm Slayer cannot vote in moots. Only 1
Wyrm Slayer can ba played per gome. Wyrm Slayer cannot refuse

0 challenge.

¢ Home Rorty Roting  Adit  Tibe Auspice Breed

: Roge  Gnosis Heolth

¢ Despion :

¢ Allamande R eee Mo Rt — Met &
: 66 5/5 5/5

: When Allomande is olpha, his chul\engas connot be refused.

¢ Allison Kachina U Wen  Ahr Hom 4
: ] /4 2/7 13

: Con outomatically pack attack or defend with Thomos Kochina,

i Amori HowlsfromSoul  C e Dlu Bl Gl lup 1
i 11 14 /2

: Amari's packmates goin +1 Rage during pack oftacks.

¢ Anna Kliminski U esee Ble Sha Abr Hom 9
: 39 8/8 4/b

i Anna may begin the game armed with a Klive.

: Anno-Eyes of the Sun-PeIl?ey R oees My Ukt Gal lup 5
: 13 11 18

: Anno has +1 Renown during moots.

i Antonine Teardrop ' eees MDg  Sto  Phi Hom 8
: yl 98 31

i If Antonine hos o Klaive, it connot be stolen while he is dlive.

: Aurgra sses Blg  Gu Phi Us 8
i 36 b/6 6/10

: Con use Gifts of ony ouspice except Theurge.

: Bonana Split ( J6T  Bon Ahr Met 2
i 3/3 /1 3/3

Once per game Banana Spit can concel both his cord ond one
opponent’s card during o round of combat.

¢ Blodetooth ( e RSt Ger The lup 4
i /3 6/6 24
Blodetooth cannot participate in any pack action with other Get.
i Blood-on-the-Wind R esee Mg Wen Gol lup 9
i 38 9/9 4/8
Al Wendiga in your pack gmn +1 Rage. ‘
esse M)  Fo  Gol Homl0

2/ 8 9/9 4/10
Once per gome, stop ony moot in progress.
| ees SBe  Bon

25 6/6
You may discard ond rediow one sept card ot the end of the
Redraw Phose. _
Phi Hom 7

Rag lup 6

/6 8/8 3/8
1F o moo called by Corla’s pack does not pass, she tums to Crinos

t be olpha for the next Combat Phase.
and must be olpl e e

/4 44 1/
Corleson can interrupt an alpha’s action, allowing his pack’s alpha fo

1 us long os that olpha attacks on enemy.
WL p eoe  SBe  (hi  The Mer 6

5/5 171171

Rog Hom 4

Cernonous is -1 Renown when voting in moals.

1 U eee RKF  Wen Rog Hom 7
Charging Bu Ry i]
A choracter with a higher Renowm thon Charging Bull cannot refuse
his challenges.
: Crick Rumwrongler C e JBr  Bon Phi lp 4
/3 6/6  2/4
| ¢ Dharmo Bum C e JFe(Sn Bon  Gal Kom 1
i 1121 1)1
Al opponents fighting Dharma Bum lose 2 Gnosis during combat.
Diem ( LW Chi  Rog Hom 1
VAT 2R,
Onca per gome, intermupt the vote on a moot and delay it unil the

next tum



Home Roly fofng At Te  Auspce Breed  Name Roiy Refrg  Afd  Tbe Aspice Beed  Hame Ry Rofng At Tbe  Aspie Breed
Rop  Goss Heoth Roge Gooss Heoth Ropp Gooss Heoh
Descripion Desaiption Desaiption
Eoter-of-Bears C e 0o Red Rog lp 2 : JulishooftheThousand MasksR eee  MDr  Blo  Rog Hom 9 : Roshen One-Arm C e Jo Sl Rog Hom?2
/2 2/1 173 : /8 8/8 3/8 : 243 27 273
EoterotBears is ot +2 Roge when fighting o character in Homid form Each of Julisha's kills after her first is worth +1 Renown : Roshen hos an rm-club piece of fetish equipment. If it s stolen he
or o human olly. ¢ lomurun U esee QHo Ukt Phi Lup 9 : loses 1 Roge.
Edgewalker ( eee Dy Sho The Hom3 : 4/8 9/9 410 ¢ Running Creek [ ASh,SnUkt ~ Ahr Hom 3
/2 5/5 172 : You may discord o cord from your victory pile ond drow a septcord 23 11 23
Evan Heals-the-Past C e 10 Wen Phi Hm3 : from your discard pile. : Running Creek can regenerate oggravated domoge.
1/3 4/4 273 i Lord Albrecht U eee JGT S A Hom7 : ScorThroat leech-Killr  C oo Ble  Get Gl lp 4
Eyes-of-Frost C e B Wen The Hm2 : 38 6/6 4/8 g 2/4 474 14
11 3/3 12 Any enemies of Renown 4 or greater killed by Lord Albrecht are worth Any vompires killed by Scar Throat are worth two additional
Eyes-oFrost con foice the discord of o Pock Totem card, but then he  : +1 victory points. victory points.
cannat use Gifts for the remainder of the gome. i Momu R eeess S(g  Red A Lup 10 : Scrotches-at-Fleas U eee Mg Bon A lp 5
Fang Jumper C e JRelSnGet Rog Hom 1 : 410 44 8/10 : 21 33 35
11 272 1)? Mamy frenzies when he is killed, drawing only three cords for : Shakar R eee AW Bog — Homd
If the olpha is a Get of Fenris, Fong Jumper may join the olpha in : the frenzy. : 1/3 5/5 1/5
defense o any fime. 3 Mari Cabrah U eee 6T Blo The Hom 4 : Con use Theurge and Philodox Gifts.
Gere-Hunts-the-Hunters U ee» RSy Gat A Hom 7 /6 &/6 3/6 ¢ Simon Gentle eee AW Glo Phi Hom 6
) 8 44 5010 i Marigets +1 Roge when on the attacking side of combat. i 274 8/8 1/
Any Garou who kills Gere can gain +2 Heolth, but will lose i MogontheUnworhy (e« JCo  Fio  Phi Met 3 | Sings-for-the-Beost C e (o SI Go Met 3
4 Renown. 474 4/6 373 i 44
Gesar C eess JMi St Rog Hom5 i When Morgon uses o Giftor Rite, theres o fify percent chonceit ~ © Sister Judith Pavs-ofLight U eee M Bla  The Mt 7
24 8/8 25 P doesntwork. 8/8 6/6
When Gesar is on clpha, his Renown is considered 2 for deciding Morihei High-Mountain R eee  AShISnSto  Gol Hom 8 One of your pack members may regenerate his highest domoge cord
when he wil ct. : ) 9/9 3/8 d insteod of his lowest.
Golgol Fangs-First R esee juli Get Abr HomlO : Has the Kalindo obity. ¢ Sofyo Softkiller C e REF Sl Ahr Hom 4
3/10 7/1 5/10 i Mother Lorissa R ese Blo Bon The HomB : 14 221 15
Golgol draws 1 extra combot cord when assists on aftack o defense. 25 99 3/b ¢ Son of Moonlight U se« MDo Fo The lp 7
Atists: MHo,TSi, LSn _ ¢ Youmay drow 2 extra combat cords whenever Mother Larissais the 27 8/8 /6
Goll Mac Mourna U es= RKF Fo Gol Hom5 i torgetof nattod i Ifo WolfSpirt s slain, Sorof-Moonlight con immediately attock
it e 6 44 25 i Natosha Moon Choser ¢ ;" JFelSn St Rog Hom 5 : rh|e1ki1lel. e
pinls cannot attack boll. i 5 2/5 ¢ Song Chian U ees  SBe Glo Gal Homd7
Grek Twice-Tongue U eee S5 Sw Phi Met 6 ;@  Once pefunme,uplcrvercnnfcr{a Nulasgiu for/eltu § ST 2/6 8/8 3/8
) ) 6 7 i dedored ottock ¢ Ifyoudon't deliver on o deakmaking promise, Song is discorded.
Considered +1 Renown during moots, i Hephthys Mu'at U e A6t St Gd Hom7 : Spnﬂiglﬂ ( wee  WOC Red Ab lyp 4
Greyfist U eee  MDp S Phi Homo : 36 B8 2/6 36 21 3
. s 7 %{6 / i Twan lunkf]'e“hefiideﬂfanyﬁumu(mdin ploy. ¢ Stands-Like-Mountoin ( oo AW Red Phi lup 3
If o Horano Gloom is played on Greyfist, he may discard it ot the i No'iri'n Ni'Dhonaill C oo [Me Fio A Homd @ /4 3/3 24
. beginning ofthe next fum. : : : Ys 33 4 ¢ Suson Anthony C see iy aﬁ Phi Hom 4
Grimfang R eese Blg S| The HomlO : Con wse Lupus Gifts o5 well as Homig Gifs. : Y5 55 /4
o 41 10/10 3/7 : 0ld Storm-Choser U eeeee EAS  Red The Lup 7 : You may start the gome with one Kinfolk Ally in play.
Grimfang is considered +3 Renown during moofs. : 35 99 27 : Syntax C oo Glo Rog Hom 2
Growls-at-Moon U e 0B Red Gol Lup 4 P Yoursepthond sizeisincreosed by 1. i 11 33 13
Lo 355 : Posser C oo AMo Sw The Met 1 i AllPentex enemies Sytanx faces are ot 7 Roge.
Growlsat-Moon con aid in defense when a nor-olpha pockmote ) 133 S C eee B St Phi ol 4
is attocked. Posser is worth zero Rengwn for victory points. H 44 2/5
. i Hos the Kalindo ability.
i Teeth-ol-Titanium 1] ;;0 LF/] Gl/u A lup 6
|\ s : 744 28
| 7% Rne oF InvesTiURE T { Connotfrenzy
: Thomas Kachina C e EAS  Wen A Hom 4
: 13 111 14
: Con outomatically pack ottack or defend with Allison Kachino.
¢ Thunder Tiger U e B Sto A Lp S
: 3/5 3/3 3/6
: Has the Kalindo obility.
: Tim Rowanlree C e RKF Chi Ahr Hom 3
: 173 /7 344
: If your pack gets o coem, Tim gains +2 Rage and +1 Health.
¢ True S{rverhee[s U eeee WOC (hi Ahr Hom 7
: 26 5/5 4/8
: May begin the gome ormed with a Klaive equipment cord.
¢ Virus-fo-Wyrm ( e QHo Glo Ahr Hom 4
i Y5 44 23
Virus s of +2 Roge when fighting enemies, but Roga is stil
: considered 2 for changing ta Crinos.
¢ Volcheka Ibarruri ( e MHOTSiBlo  Abr Lup 3
i 74 17 23
No Wendigo con voluntorly stort or join on attack ogainst Volcheko.
¢ Walks-with-Might R oeeee S(s St Ahr Lp 9
[ A : | : 5/8 1/1 5/10
E 3 Moy escape from any combat atter the fourth round.
Guides-lo-Truth R eeee Ui Ukt The lup 9 : Pearl River R eeee Mg (hi The Hom 9 : Vﬁnd-A{rnss.!ﬁaHiils Rog Hom 1

3/8 10/10 5/9
You can look ot an oppanent’s sept ar combat hand twice per game.
(

Howard Koar e DIy Sto Gl Hom 2
/2 21 1/3 :
Howard frenzies when he tokes domage that puts him in Crinos form,  :
Ivan Korda ( e S(o Sho Phi Hom2 :
7 3/3 173

i
When a member of his pack colls 0 moot, Ivan con cause one other
character to have a -2 Renown for vofing.

Jucky Gecko (] IBr Ukt Gol Hom 2
/2 27 1)1
Con start the game with either 0 .38 special or a 9mm
SemrAuto pistol.
Jubati ( o Jlo Ukt Rog Hom3 :
1/3 3/3 173

Jubati can draw 1 extra combo cord when fighting Pentex enemiss.

¢ Questor Treatolker C osee AP (hi

Gla Gass Wokess

26 10710 277

Peorl is considered +2 Renown when voting for moots.

/4 6/6 2/5
When Questor attacks on enemy cord, one other pack member can
join his attock

¢ Rainpuddle ( e RKF S

i 11 44 /3

: Rainpuddle’s attacks con affect creatures in the Umbro.

¢ Roar of Storms U eee RIh  Sho Gol lop 5 @

: /5 6/6 2/5

t Can vole os any auspice during moots.

i Roger Doly R eeo MW Glo The Hom 8
15 99y

Before combat begins, can destroy any guns or technorequipment of
opponents facing him.

Gal lp §
¢ Tuchary Ellison U eee SBe Sha Phi

The p 2 :
:
¢ Noma

: Black Spiral Dancer

Deranged Mokolé

Wen Wendigo

( e RKF Fig
11 21 /2
Wind-hcross-the-Hills is considered Renown zero when joining pack
attocks or defenses.
Hom &
2/6
Cannot be in o pack unless o Shadow Lord has the highest Renown.

Roriy Rofng At Renown Roge Goosis Hih

Uese BSp 7 6 6 6

Regenarotes. Con use any metis, Rogabash, or Ahroun Gifts,

esse  flg 8 7 28
Any Roge 1 domage cords ployed by the Mokolé ore
aggravoted domage.
Elder Vompire R eess Mg 9 789

Not offected by Roge 1 domoge cords. Con use ony Philodox or

Bog Bogheera Chi Chiren of Gaio Red  Red Tolons Sil' Silver Fongs Phi  Phiodox Hom  Homid
Blo  Block Furies fia  Fionna Gur  Gurohl Sha  Shadow Lords St Storgorers A Abcoun Rag Rogobash p  Lipes
Bon Bone Grawers Get  Get of Fenrs Rat.. Rotkin St Sient Striders Ukt Ukteno Gal  Galliord The  Theurge Mat Mat
S EPTE MB E R -9 9 5
99
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Name Rority Rofing At Type
Descrigtion

Nome Roity Roting  Adist Typz
Desaription

Luna’s Links

Moon Sign
: Requires: Gnosis 2. Discrd during combat to force o Gorou to revertto

= ¢ Noturae Boon
Mt Penown Roge Gross Hith
: Portable Computer R e

Nome Rarity Rofing
Descigtion
Shadow Lord Gifts. $
Fomori [ SBe 4 30 3:
All fomari in Hunfing Grounds combine for pock defensa. :
Fomori [ Rih 4 2 0 4 :
Al fomeri in Hunfing G'uunds cambine for pack defense. §
Furmling e Sg 7 98 23 ¢
All donoge from o Funn’ng is oggravated. :
Hogling [ eee  S(o 5 5§ 4 5%
Hoglings cre unaffected by nonfetish equipment attacks. Con use ony
metis Gifts
Pentex Forestry Team I oo SCa 4 2.03:

Destroys 1 coem in play each Regeneration Phase. Can play 2
combat cords per round,

Pentex Refinery R wees  SBs
Ho shapechanger may regenerote without the aid of Gifts.

Piper, The R eee JfelSn 6 3 6 4
Al Gorou ore ot -1 Roge and -1 Gnosis. Gorou with less than 1 Rage
or Gnosis connat oct until the Piper leaves play.

Progenitor Moge R sese |5 6
Automatically attocks the charocter with the highest Gnosis for three

rounds of the end of each Combat Phase, Can use any Giffs and is not

5 5 5§

offected by onyone else’s Gifts.
Pumpkin Man U ees |ig 6
(horacters attocking Pumpkin Man connot retreat until after oll of
their combot action cords have been played. Can use any Theurge or
Philodax Gifts.

Samuel Haight R eese fTh
Con use Gifts from any breed or auspice. Only one Somuel Haight con
be played per game. H
Silhoutte R eee 528

LAW 5
Sthouette’s attacks cannot be blocked, evodad, or dodged. Attacks
the choracter with the highest Renown for fwo combat rounds af the
end of each Combat Phase. Only one Silhouette can be ployed
per game.
Uktena Wyrmfoe R oee S
No Uktena can attack anything except the Uktena Wyrmfoe.

EQUIPMENT

Nome Rority Rofing  Adist Type
Desaripfion
EBSpecluI (e RSt —

Requires: Homid. Owner can use up fo Roge 3 combot cards.

9mm Semi-Auto Pistol U e (i — Wyem Skin R e D Fefish :

Requires; Homid. Owner can use up to Roge 5 combat cords,

Bane Arrow | eees ETh Fefish :

Requires: 2 Gnosis. Does 3 damage to ony enemy you ore in combat
with. Does not count as o combot action and con be played in
oddition to ony combot cords. Use os o combat card.

Bones of Shakir Hind

Requires: Gnosis 6. Command an enemy to fight in the owner’s

owner os if she were in the Hunting Grounds. Con only be played
once per game.

Bottlecap of Shokey Moc R ese  Jig Fetish

Requires: Gnosis 6. Owner can use one spit in ploy os on olly for the

remuinder of the tum. Con only be played once per game.

Elder Stone U eee Jilg
Requires: Gnosis 3. Owner gains 3 additionl votes during moats.
Owner con discard fo goin 10 addifionol votes. A choracter can only
have ane Elder Stone of o fime.

Fang Dagger R
Requires: Gnosis 5. Owner can play 2 domage cords per
combat round.

Fang Necklace of Fenris

(an onlﬁ be played once per gome.
Feather of the Phoenix
Requires: Gnosis 4. Owner cannot be attocked by spirits.

Flok Jacket (e i =

Requires: Homid. Discard to prevent any one attack of up to 4
damage. A choracter con only hove one Flak Jucket of a time.

Flower of Aphrodite R oeee |5 Fefish

Requires: Gnosis 5. Owner cannat be attocked or chollenged. Discard
if owner oftacks onything.

Grand Kloive R
ﬂnqwe, Gnasis 4. Does aggravoted domage. Owner is ot +1 Rage
in Crinos form and ot -1 Gaosis ot ol times

Incarna Sigil
Requites: Gnosis 6. Owner can freely interact in the Umbra. This
includes attacking, changing equipment, of using Gifts.

i R eeee (I Fefish
Klaive ] elis " Foll toon

Requires: 3 Gnosis. Does aggrovated domage. Owner is ot -1 Gnosis
os long as Kloive is equipped.

100 N Q U E S T

o4 615

795:

9889

0 656

£ War Paint of Wahay Ohni

R esee  {ilo Fefish

place. The owner does not gain renown and any Garou can attack the AI""‘“" Wulf Hunt R e 0Ty =1

 Attacking the Wyrm

Fefish
" Bum Rush U see B -

sooss Gl Fetish

R eeee (P Fefish &
Requires: Gnosis 4. Owner gains 2 Rage and can freely chonge forms.
o : L AR e ¢ Crescent Moon [ ees RSt

R oo KRy Fetish

sese Ry Fetish

Fenris U eee  HDg
R eeee i Fetish

R eese
Requires: Gnosis 2. Owner can use Gifts from any cuspice.

§ Mokols Hide R eee g Fefish

Requires: Gnosis 2. Qwmer gains +2 Health. A choracter can only
have one Mokolé Hide ot o time.

R oees RSt Fefish
his or her breed form. Ploy instead of o combat cord.

Reduces the Gnosis cost of the owner's Gifts by 2.

oppanent’s hond.

Requires: Gnosis 3. Discard fo remove cny apponent from combat.
The affected torgt cannof toke any acfions for two turs. Ignore
effects of Sands of Sleep if rurget is attocked during that priod.

: Shotgun R RSp — i

Requires: Homid. Owner can use up to Roge 7 combot cords.

Anna Koninekr

Shadia [oids
Raae 4
AN i
Hearw 8

Silver Ammo Roee i —
Ploy with a damage cord from o firearm ottack to moke that
damage aggravated.

Spear of Deceil R ees PTh Felish

Requires: Gnosis 5. End any fight in which owner is engaged. Can
only be used after ot least two rounds of combat.

Requires: Gosis 3. Remove one additional domage cord from the
owner during the Regenerafion Phose.

Requires: Gnosis 3. Enemigs fight at -2 Rage against the
Wyrm Skin's owner.

Nume Porty Rating  Adist Type
All Red Talons must enter the Hunting Grounds until the next
Regeneration Phose. Con only be ployed once per gome.

Play when your alpha attucks an enemy card. Any or oll members of
your pack may join the attack. Draw 1 additional combat cord for

each character that joins the attack.

Play at the beginning of a combat round. All of your pack members
join the attack for this round only.

Chimera U eeee Jig
Pack Totem. Increases your sept hand size by one.
¢ Cockroach U ee (o

Pack Totem. Twice per gome you moy look at the top 5 cards of ony
ployer's sept or cambat deck. You may then reshuffle that deck,

Ploy at the beginning of a tun or 1o cancel any New or Holf Moon
just played. All spirits gain 1 Rage and nIITheurges gain 1 Gnosis.

All Fionno lose 1 Gnosis for the rest of Ihe gome. Only 3 Drunken
Revelries can be in effect ot ony fime.
Entropment U eee
Play on ony Gorou. That Garou can attack ane olly directly.
Entrapment is warth 2 victory points ance the olly has been slain.
Falcon I oo MM Totem
Pack Totem. Each pack member gains 1 Renown during moots.

Pack Totem. All pack members gain 1 Rage when in Cinos.

nzy
Play before the first round of combat or in between rounds. Target
Gorau you control goes into frenzy.
eeeo (M Lunar Phose
Play at the beginning of o turn ot to concel a Gibbous Moon just

ASh,LSn Felsh

Gibbous Moon

U e RS Fetish :
¢ Grondfather Thunder
ASh,LSn — £
Requires: Gloss Walkers. Qwner gains +2 Gnosis. Disard to look ot an
¢ Griffin U e Aku Totem
¢ Sands of Sleep R e Mo Fefish :

¢ Half Moon Coee

¢ Hunting Porty U oo
R oee IRy Fefish

Journey Onward

¢ Journey to the East

C esss RTh e §

Totem
¢ Matriarch Mourning R ese Mo —
Totem :

© Hew Moon ( e Mo
Lunor Phase  §

2 lo Escape U e
Drunken Revelry R ees D —_
Ash, 1S = i
i Pack Defense
Tofem

* Peace of Nature R e QHo _
U eeses ShiSH af

¢ Pegosus

played. All Ahroun gain 1 Gnosis and any Garou can frezly enter
Crinos form.

';Gurhu?efond Poisoning R eee (g

All Bone Gnawers lose 1 Health for the rest of the gome. Only Ihree
Garboge Food Poisonings moy be in effect at ony fime.
C e Iy Lunar Phose
Play ot the beginning of a tum or to cancel a Holf or Full Moon just
played. All Garou play domaga cards 0 +1 Rage when fighting
enemies ond cll Golliords gain 1 Gnosis.

U e KMe Totem
Pack Totem. All oppanents play cords at -1 Roge when fighting
member of your pack.

Pack Totem. Pock members may freely shift into Crinos form, but oll
pock members ore ot -1 Gnosis.
Lunor Phase

Play at the beginning of o tum or ta cancel o Crescent or Gibbous
Moon just played. Rites cost -1 Renawn and all Philodox goin
1 Gnosis.

Huluno Gloom R eee  (Ho —
Target Silver Fang cannot initiate combat or join pack ottacks. Discard
Harano Gloom if torget is attacked. Con only be played on o spedfic
Silver Fang once per game.

ASh,LSn —

Play when attocking non-alpho characters. Up to 15 Renown of
choracters can be in the otfack. Drow 1 additional combat card for
each odditional pack member.

: Inbred Disorder R e Jlo —

Torget Silver Fang acts af -2 Gnosis for the rest of the game.
Choracters can only be affected by one Inbred Disorder.

R eese RKF —
Torget player must discard one Storgazer. Can only be ployed on o
pack once per game.

R eee e lSn =
Play on o Garou you contral. Remove that Garou for two furns. When
the Gorou retums to play, it knows Kollindo.

Leadership Challenge R eee JBr —

Any ﬁmk with two or more Shadow Lords must discord one of their

two highest Renown Shadow Lords. Can only be played once
: per game.
¢ Lost Calling R e ASh,LSn —

Target Wendigo cannot frenzy for the temainder of the gome.

Lunar Eclipse ses Mg —

Remove ony Lunor Phase ond all auspice Gifts from play. Until after
next Redraw phase, no auspice Gifts may be ployed. Discard after the
next Redraw Phase.

No Black Fury may toke an oction for the next two tums. Con anly be
ployed once per gome.
Lunar Phase
Play ot the beginning of o turn of to cancel a Crescent Moon just
played. No one may enter frenzy and uﬂjlénglusbush gain 1 Gnosis.

2,15 —
Ploy when the attacker refuses to continue combat. Combot confinues
until you choose to end it.

esee [ Tolem

Pack Tatem. You may look of an oppanent’s combat or sept hand

once every ofher tum.
eoe RKF .

Ploy when one of your defending characters begins combat. You moy
have up to 15 Renown worth of choracters in the combat. Draw 1
addifional combot card for eoch additional pack member.

Al Children of Gaia ploy combat cards at -1 Rage. If o Children of
Gain character goes into frenzy, that player moy discord one Peace of
Nature in ploy.

U eoo A

Pack Totem. Ench pack member gains 1 Gnosis

Totem



Name Roity Rotng At Type  Home Roity Rafing  Afit  Gnosis  Reguirement Name Rty Rofing  Afst  Gnoss  Requirement
Desaiption Descripton

¢ Bolor's Goze R oeeee (QHo 5 Fio : Mindspeak ( o Mr 3 Gal

: For the current combat, any opponents with less Roge than the user & The user ond on other pock member can join in attock or defense for

: can take no octions. H the current tum. Drow one odditional combot card if these Gorou

: Battle Song U e RKF 4 Gal : enter combat.

H The character's pack con ploy combat cords at +2 Roge for the ¢ Moon Bridge Escape U eeee Blg 5 Rog,Str
curent fum, Remove one willing charocter or pack from play until the next

¢ Beostmind U e Mii 3 Red :  Rediw Phase.

: Target cannot use any equnpmem for one tum. Arfists: MHa, TSm, ISn : Mother's Touch [ esee M 4 The,Chi

¢ Blissful Ignorance (i JHo 5 Reg‘Bon Ukt 3 Heal the lowest damage card fmm torget creature.

: Until the user tokes on action, he connot be attocked, participatein~ : Odor of Skunk u o 3 Met,Bon

: moots, or have a Gift bestowed upon him. No creature con attack the user of this Gt unil the Gif is concelled.

i Body Wrack R eeee [0 7 Blo : Persuasion (. MO 2 Hom,Gla

: Tu:ge1 creature tokes | domoge ond may not foke ony octions during Target Garou gains -1 Renown during any moots until this Gift
the next combat round. I isconcelled.

: Burrow ( e Ifi 4 Met 3 Razor Claws 1 Abr, Get

: Until the next Regenerotion Phase, the user connot be attockedor - The user's next successful duw ottock does +2 domage. Only usable
called out, nor can the uset take ony octions. in Crinos form.

i Camoufloge U e 18 1 Wen : Remove Goio'sBlessing U eeeee RKF 7 The,Ukr,Chi

i User con ovoid combat with Homid characters. ¢ Cancel one Gift requiring 7 Gnosis or less, removing that Gift

: Catfeet U eee A 4 lupRog i  from play.

i For the duration of the current combat, the user con dodge any i Roll Qver I eese RKF 3 Phi, il
attacks unless the attock says otherwise. Uset can only ploy combat Target connot attock until one of your pock members inifiates an
cards of Roge 1 while this i RIS in effect. attock upon the farget.

Rc norak RKF
All Get of Fenris must go rha Hunting Grounds until the next
Regenemnon phose. Con only be pluyed once per game.

U RKF

Totem :
Puck Tatem. Each pock member gums 1 Health.
Reclaiming the Stolen ( e JHo
Play on a Garou who has had on item stolen. This card is worth 2
victary paints if the Garou con reclaim the stalen item.
Scourging the Wyrm .o Ble
Choose one Garou and one enemy in the Hunfing Grounds. The
enemy is worth +2 victory points if the Garou con slay it
singlehandedly within one tum.
Scouting Mission R eee  (Ho
Ploy on a pock containing o Silent Shider. That ployer must send one
Silent Strider to the Hunting Grounds until the next Regeneration
Phase. If the choracter returns alive, his pack gains 3 victory points.
Con only be played once per gome.
Shieldmate U eses RIh
Add ene of your pack members to the attack when one of yor
characters is attocked. You decide which charocter receives any
domage dealt by opponent.
U

g wae Totem
Pack Totem. Foeie spirits connot attock members of the pack. You
may draw 2 oddifional cards whenever you attack on enemy.
Surprise All R eose
Ploy be¥ule the first round of combat when you ore ottocking. Add
one odditional pack member to the attack and drow a cord.
Toking the Death Blow R eeee  Jiy
lay when ane of your characters tokes @ martol wound, Another
member of your pack tokes the wound instead, ond thot member
takes the old one’s place in the cunent combat,
|

¢ Circulor Attack BDu :
© Attacks directed of the user for one round can be dodged or redi recrud

¢ Command Splm Ukt,The

: Take control of one spirit with Gnosis less than user's for ane full fum,
: (Coup de Grace Blo :

Curse of Hotred

: Distractions

: Exorcsm

Eye of the Cobra

¢ Fenris’ Bite

: Goia's Vengeance

¢ Geas

: ey Chill of Despair

to onother character involved in the combat.
U e Mo 3

User can only play a Block or Dodge on the first round of combat. On
any round thereatter, add 4 damage to one attock cord played by

the user.

U oo Do 3
Torget ploys his next combot cord ot -2 rage.

U seeee iy 5
Interrupt a combat action by forcing a victim's card to be discorded.
Can only be used once per turge: per combat,

C JFelSn 3
Remove any spirt from play whose Gnusls is less than the user's.
U eee UFelsn 6 Gal Chi
Play any time before alphos are chosen. Tulgel Garou becomes o
member of your pack for one full tum.

R oeee Iy ¢
Only usable in Cinos or Lupus form. In addition to the normal
domoge for an attack, the victim's Roge is decreased by 5 (but not
below 1) until that dnm::-ge is healed.

R eseee Bl 9 RedPhilup
Only usable when fighting on opponent in the Hunting Grounds. Do
10 points of domoge to any one torget.

U RKF 5 Fio, Phi

e00
Force any Garou fo enter combat with anything in the Hunfing
Grounds. Combat must last at least 3 rounds before the victim
con withdraw.

¢ Gift of the Porcupine ( eee 0o 4 Met,Bon

: Deals 2 damage fo the next oppunent rhnr hns the user

¢ (Glib Tongue R

: User gains +5 Renown for rhe curent mm)

: Greater Banishment sos 10 The

© (oncels any Gift, removing it hom play.

: Heart of Fury U Rh 5 Ahechi G

Target cunnnt frenzy. Canceks frenzv if torget s involved in one.
U e Jlo 4 Sha
No creature of lower Renown than the user will mmck the user.

Met
Galst

Theé

Get

Fio :
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Ghosis § ®
Heatry &

‘ Scream of Gaio U eses O 5 Geted
: All apponents in combat with o Gnosis lower than the user cannot
play combat cards during the next round of combat.

¢ Serenity e S 3 “Chi,Phi
H Concel a frenzy.
¢ Shroud U eees Dy 2 Ukt

Uktena Lo o Totem ¢ Insightful Eyes { vese Phi,Sta End any combat involving torget creature. No other attacks con be
Pack Totem. Spiits connat Gitack members of the pock. © The user's attocks connot be dodged unnI ﬁ'IIS Brh is cancelled. : made ogainst the torget until ofter the next Regeneration Phase.
Umbral Quest see B ¢ Jom Technology oo HomGla : Silver Claws R eee  IMyr Abr Sil

Play on o Garou you control. Send Garou to the Umbra {ond Hunimg : Discord any one nor-fetish item. : The user’s next claw strike does oggravted domoge.
Grounds) for two turns. If the Garou retums without taking any ¢ Knife Wind R eee MO 3 Wen : Song of Rage U e Jo 5§ Gal
damage, this cord is worth 3 victory paints, : Does 1 domage to any torget. You gain victory paints if this kils Send any Gorou with a lower Gnosis than the user info frenzy.
Unicorn U eee i Totem : the target. * Spirit Drain e (o 8 The
Pack Totem. One pack member may regenctate one odditionol card ~ © Lesser Banishment [ esee Hip 5 The,Ukt Discard a spiit with o lower Gosis than the user and retum the user
during your Regeneration Phuse i Concel one Giff that requires Gosis 5 of less. : to full health.
Wendigo eoss Mg Totem : Luna’s Armor U eee  Iltiple 4 ChiShoSil : Spirit of the Froy U eeeo Abe
Pack Totem. Increase the nza of your combat hand by 1. : Torget goins +2 Health unfil this Giftis concelled. & chorocter conhave & Use right before battle. The user stikes f!rsl plwmg and resolving his
Wyrm Taint R oee o — na mote than one Luna’s Amor ot a fime. Arists: MHa, TSm, Lsn combat card before any others in the combat.
Al Glass Wolkers act at -1 Renown during moofs. © Maoster of the Pack L ] 7 Sl Staredown eeo  WOL 4 Hom,PhiSil
: Form o pack with o maximum of 1 Garou for each points of Renown - Play to end a combat that the user is involved in.
: that the user hos. Pack can only attock enemies in the Hunting - Sticky Paws ssoe AW 3 Rag
Nome Roity Rotibg Mt  Gnoss  Requiement - :
Desaription
Alios R eeeee Ag 7 Gl
Creotes o duplicate of the character which can be offected by
anything that affects spitits. A character can only have one alios
of himself.
Avra of Confidence U e Mo 1 Sha :
Increose charocter’s Renawn by 1.
Awe ee Mh 3 Sil
Increase character’s Renawn by 1. Renown is increased by 2
during moats.
Bag Bogheera (i Children of Gaia Glo  Glass Walkers
Blo  Black Furies Fia  Fiann Gur  Gurchl
Ban  Bone Gnawers Get  Gel of Fenris Rat Ratkin

- Merciful Blow
© Messenger's Forfilude

* Might of Thor

Grounds. Drow two extra combat cards. Only usable by o character

once per game.
Qo 5 Sta

Play os an ottack during combat. Remove the victim from the current

combat if the victim does not have o higher Rage than the user.

U ee JHo

Leave combat before combat begins. User loses 1 Renown until he

engages in combat with ot least 1 of the ottackers he escaped from.

U eee Blo 5 Get

User gains +2 Rage in Crinas form. A choracter con have no more

than one Might o? Thor ot o fime.

I ee

S

Steal o piece of equipment from another charocter. The original
owner can regain the equipment by defeating the user of this Gift
: in combat.
: Survivor R eee DAG 5 Bon
User does not die until he receives an odditional domage cord beyond
the normal requirement,

- Take the True Form U eeee Dy 7 Phi, Chi
Force any shapechanger to revert to his breed form.
Trackless Waste U oo S@ § Red

Interupt any attack to end combat. The ottacker(s) connat declare
any ather attacks for the remainder of the tum.

Red Red Tolons Sl Silver Fongs Wen Wendigo Phi  Phiodox Hom Homid
Sha  Shodow Lords Sto  Stargozers A Ahroun Rog  Rogobash lop  Lupus
St Silent Striders Ukt Ukteno Gal  Golford The  Theurge Mt Mat
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Grosie 3

True Fear U eese Mol 4 AhrRedSho
Target opponent cannat ploy any combat cords during the next round
of combat.

Whelp Body U e Ble 7 Rog
Reduce torget’s Rage by 3 for the rest of the gome. Roge connat be
lower than 3 as o result of this Gift. :

Wisdom of the Seer R oeee Iy 8 Sto

You may look ot anather player’s sept hand once per tum until this
Gift is concelled.

MOOTS :

Renown

Hame Ry Roing At
Desaripfion
(aem Building U ees  ASH[Sn

Torget player gains 4 victory points if the moot passes. For the rest of

the gome, reatures in the Hunting Grounds fight members of that
player's pack ot +2 Rage.

Calling a Champion R ese RiF 3
Target Garou must oct as alpha for the upcoming combat if the moot
passes. Only Ahroun may vora dunng this moot

Close the Bawn kTh 5
All spitit oflies in play are dfscmded if the moot passes. Only Homids
may vota during this mool

Impergium oo SBe

1gi 2
All human Kinfolk allies in plcr,v are discorded if the moot passes. Only :

Lupus may vote during lhrs moot.

Jockal's Curse sosse |l 4
Choose 1kill from any wca‘uw pile, The kill s discarded if the moot
passes. Only Ragabash may vote during this moat. Con only be cost
on each pack once per gome.

Justice Under Gaia R e fle
No equipment can be used during the next Combat Phase if the
moot passes.

Legendury Leadership R eeses S(o 1
Play ofter o successful moot that you played. You gain victory points
equal fo that’s moot's Renown cost.

Praise the Molformed
Play during the Moat Phase, before the moots are voted on. You
decide how oll mefis in play vote.

Quating the Litany U eeee [ AGH 1
Double the Renown of a Philodox you control for one vate
Rite of Possage ( eee B 1

During the next Combat Phase, only Gorou of 1 or 2 Renown may be
the pack olpha. If o pack does not have o charocter of Renown 1 or
2, it has no clpha this tum.

Ritual (hullenge [ eee o ?
Choosa 2 Garou. If the moot passes, these Gorou :rrmﬂdm.mf enter
combat for 3 tounds. Pock tactics and acfions cannot be used during
this combat.

Saving Foce (O Ble ]

y on 0 Garou who colled o moot that didn’t pass. Thot Gorou must
b the pock alpha during the next Combat Phase )

Silver Record ( eoo i ?
Torget ployer ?ams 2 victory points if the moot passes. Can only be
played on each pack once per fum
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Tribal War ees  SBy

R ese flh ?:

* Juck Debiltongu

If the vote passes, ?21 Garou is placed in the Hunting Grounds und
becomes an enemy. If the vote fails, the choracter calling the vote
loses his ability to vote for the rest of the gome.

Stolen Wolf, The U eeee AW

[
If the vote passes, torget Garou reverts 1o his breed form and connot
change form until he frenzies. If the vote foils, torget Garou frenzies
and immediately qoes into combat with the charocter who called the
vote. Only members of the torget’s auspice may vote.

Tnbul Alliance ( e ASh 150
Choose 2 tribes to form on aliance, Untilthis s llionce is voted
during a Moot Phase, members of the two @ is voted out
each other. may not ettack

Choose 2 tribes, Members of these tribes must oty ooch other

before they con otteck any other opponents. f g pig o 0c o
representative of both tribes in his victory pool, by m':m discord one.

Teve Fear
(AL

v ot PPy
bea 1l aret sl
=t i choctd Gy
R ™

Lone Wolf Lupo

Oisn Mot Goeloch
0ld Red Eng1e

£ 0ldWolf of the Woods

Shogeka Hunter Moon
Shu Horus

| Yur Tvorvich

4 Rie ! Glory

6 : Rite of Investiture

Home Raity Rofing At Rencn  Name Rorty Rafng st Tiba
; Descvt
¢ Skindancer R eesss il Leukippes UR esee (o Bla

Combat cards ore ployed af +3 Roge ogoinst mole characters ond
enemies. Pock members” frenzies cannot be cancelled. +3 Health.
Weaknesses: Cannot fake octicns if there is o male character in

her pack.

UR wee Gla
Give Lupo any one piece of nonetish egu:pmenl from your lbrary.
This equipment cannot be destroyed or disarmed. All Glass Walkers
vote o5 Lupo does during moots. Weoknesses: Lupus gain +2 Rage

ogoinst Lupo.

UR eees  WOC
Al foerie kin gain +3 rage ond become Oisin’s allies for the rest uf
the gome. Can use any Galliard gift of ony Gnosis. Weaknesses: After
five tums, Oisin, host garou, and ol faeries in ploy are discorded.
UR eeee  Jli Ukt
All of your pack members can regenerate an extra domage cord
during the Regeneration Phase, +4 Gnosis. Weaknesses: -3 Health
(but not below 1).
UR eeee  [Sn Red
Con use ony Lupus Gift of ony gnosis. Old Wolf s of +3 Roge vs.
Homids or Kinfolk. Weaknesses: Connot use equipment.
UR eee  Ble Wen
Her frenzies cannot be cancelled. All Wendigo and Uktena must vote
05 Shogeko does during moats. +3 Health. Weaknesses: Will not
vote in fovor of fribal olliances. Must be alpha.
UR seees Plp St
Can enter the Umbra ot will. Once per game, can bring his entire pack
into the Umbro. +1 health. Weoknesses: Vompires gain +3 roge ond
frenzy when ottocking Shu.
UR ee THo Si
Goins +8 Renown during moots. +1 health.

¢ lome Roity Roing  Aist

Renown

i Desaipfion
(‘mlhezmglnrlheﬂ arled (oo RKF

when one of your Gamu 1s killed. Yil;{ goin 1 victory point.

Play during Combat, befum ulphns ure chasen. Choose one of you
charocters fo enter the Hunting Grounds. If that charocter sunvives lhu
Combat Phase, he gains +1 Roge and +1 Renown.

R eee RTH 0
Play at the end of o Moat Phase in which one of your Garou called o
successful moot. One of your allies becomes a full member of
your pack

Enteai Renp

Race 10 Damace 8

Guocic U

Cowaar Aecrion

TRUE FEAR -

Winter Wolf [ ese [AS [
Remove one Garou of Renown 6 or higher from play if the vate
passes. That Garou is placed in its owner's victory pool.

MpASTIIVES K

- Rite of Wounding

Nome Poity Rofng  Arist Tibe
Description 3
© Alexandro ThunderRoge ~ UR eees  M(h Sha

Gains +4 Renown while acting os Alpho. Con select alphos for other
pocks onca per gome

Gunnar Droughrbane LR eesee (Ko Get
May change into Crinos form ot ony fime. +4 Roge, +5 Health
Weoknesses: Connot use any gifts

UR eeee Jyf Bon
During his alpha action, Jock con attock the highest ranown target in
play, ond up o 10 renown of pack members con join

Kelly Still Waters UR eeee  Sig Chi
Once per tum, Kelly can end ony combat after 2 rounds. Weaknesses
2 roge, connot frenzy

Klaital Stargazer
Con wse any Gift of ony Gno
once per tuin. Weoknesses. Connal participate in pack actions

R eeeee |fg S
sis. (on make one Garou forfeit on oction

¢ Rite of Wisdom (oo It 1

Play on one of your choracters at the beginning of the Moot Phase.
That choracter must vote first on each moot, ond if the charocter is on
the winning sida for every moot, he gains +1 Gnosis and

+1 Renown,

U eee Ay 6
Play on a Gorou who declines o challenge. That Gorou cannot
tegenetate unfil it engages in battle. This Rite con be removed by o
successful vote during a mool.

Satire Song U e KMo 3
Onfy usable by Galliards. Torget character, which must have a lower
Rencwn thon the octing Gclhﬂul pﬂmnuemly loses 1 Renown.

EX

* Stone of Scorn

Ploy on a chatocter who derlmﬂs 0 challenge. That charocter cannot
vote until it engoges in battle.

¢ Victory Porty [ ooo

q
Play when o pack defeotes an enemy 0[ Renuwn 8 or higher. This
cord is worth 2 victory points.
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WIZARD WORLD is Wizarp’s new America Online area.
Designed with comic book readers in mind, this area has
tons of great stuff, including contests, price guides,
forums, and chat areas. There’s even a place to talk about
Magic: THE GATHERING™ in the INQuEsT folder. Want to check
it out? Sign on to America Online and use the keyword

“Wizarp,” or call 800-754-4400 to get America Online
software for your computer.
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By Rick Swan

Tourney legal? You make

the call. ..

The Quest for Glue

Recently, | suffered a tragic loss.

No, nobody died. The house didn’t burn down.
What happened was, in order to get my 3-year-old
daughter out of my hair for a few minutes, | gave
her some Magic: The Gathering cards to play with.
When she gave them back, one was bent.

I'm not talking about a little fold in the corner. I'm
talking a major league bend, all the way through the
center, so bad that when you hold the card at the top
and wiggle it, the bottom flops back and forth like a
broken wing on a dead wren.

And this wasn’t just any old card. It was an Alpha
Gauntlet of Might, which the price guide in this very
magazine places in the neighborhood of—gulp—$100.

But surely, | thought, even in its damaged state,
the poor little Alpha must still be worth something.
| crossed my fingers and contacted a few experts.

They were, to
put it mildly, less
than encouraging.
Said John Clark of
Nybbles & Bytes
in Tacoma, Wash.,
“l don’t believe
that there is any
way that this card
can be sold to any
collector, regard-
less of what you
do toit.”

Eric Cleaver,
sales representative
of Gator Games &
Hobby in San

Mateo, Calif., con-
curred. “The card is
now effectively val-
ueless. | have a Mox
Pearl”—worth about
$150 in near mint—
“in similar condition
and was unable to sell
it for even $10.”

OK, so a hundred bucks just went
down the dumper. But wasn’t there
some way the Gauntlet could still be
used in a game? Here, the experts were
more upbeat. You can probably forget
tournament play, they agreed, but the

N Q@ W E § T

card might be acceptable in informal settings.

“It can’t be repaired so that it can be used in an
authorized Duelists’ Convocation game,” said
Jonathan Huston, owner of Troll & Toad, a distribu-
tor in Keavy, Ky. “But in private gaming, the rules
for condition of the cards are up to the participants.
Theoretically, if you bent every card in your deck in
the same place, they would no longer be marked
and you could play with the Alpha Gauntlet of Might.”
Sure—like I'm gonna mutilate an entire set.

Cleaver suggested | photocopy the Gauntlet and
paste it on a land card. “Then, when the card comes
into play, whip the damaged card out to prove that
you own it.” Clark recommended | paste the Gaunt-
let itself on a land card. “This will strengthen it, and
it will no longer be a marked card. It will be thicker,
but | don’t believe that would be a problem. You
may want to trim the sides to make it more shuffle-
friendly. Try this method out on two land cards first.”
| did, and the results convinced me | was too inept
with scissors to risk the Gauntlet.

Michael Jason Teegarden of Commissary Games
and Hobbies in Houston, Texas, offered another idea.
“Thin-laminate the affected card to prevent further
deterioration. Carefully trim the edges so that it will
match the remainder of the cards. If the card is to be
taken out of play, then thick lamination would be
best, of course.”

If | opted to take the card out of play, he said,
then | might consider including it in a complete set
of Alpha cards, stored in a ring binder with plastic
sleeves. “Very few sets that we have bought, traded,
or sold are used for play purposes,” he added. “Actu-
ally, most sets are display or collector’s items.”

In the end, | decided to ignore the advice of the
experts and rely on a brainstorm of my own. Using
a razor blade, | slit the Gauntlet in half, right along
the fold. Then | aligned the pieces and brushed rub-
ber cement along the seam.

How'd it work? About as well as you'd expect.
The glue didn’t hold. Worse, | managed to smear a
glob all over the front, thus rendering the card even
more worthless than it was before | started.

Now | have a pair of the world’s most expensive
book marks. Guess I'll keep ‘em with the copy of X-
Men #94 | use for toilet paper. o

Rick Swan, former newspaper editor and hot dog vendor, wound up giving his
daughter the Gountle! fo use as o bath mat in her doll house.

Magic: The Gotheringis o registered trodemork of Wizords of the Coas?. Wizords of tha Caost s o registered trademork. Some ilustrtions protected by additional copyrights.
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