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Coming this Fall to the world of Shadowfist...

SHADOWFIST PLAYER’S GUIDE
By Rob Heinsoo and Robin D. Laws with John Tynes

How can I make my deck stronger and win more
games?

What are the nastiest card combos around?

A?djust how did these cyborg monkeys get mixed up
with 19th-Century Shaolin martial artists, anyway?

The SHADOWFIST PLAYER’S GUIDE answers
these questions and many others. Chapters cover
the strategies of deck design, the tactics of game
play, the use of nasty combos, plus all the inside
dirt on the Secret War and the many factions
fighting for control of history.

Coming in October of 1995.

NETHERWORELD™

A SHADOWFIST EXPANSION SET
By Jose Garcia and Robin D. Laws

There is a world beyond the one we know. A world
where those forgotten to history, those erased from time,
burk and plot, A world where the Four Monarchs rue
their loss and plan their return, A world where the
Jammers stay hidden from the Architects of the Flesh. A
world where the next great battle in the Secret War is
about to be fo:ught

This world is the Netherworld.

NETHERWORLD is an expansion set for the
SHADOWFIST trading card game.

Coming in October of 1995,

FENG SHUI™

THE ACTION MOVIE ROLEPLAYING GAME
IN THE WORLD OF SHADOWFIST

By Robin D. Laws

BLOW THINGS UP!
BLOW THINGS UP!
BLOW THINGS UP!
—motto of the Jammers

FENG SHUI is a new roleplaying game set in the
world of SHADOWFIST. This isn’t some cheesy
spin-off; FENG SHUI was developed simultane-
ously with the card game by the same designers,
and it does for RPGs what SHADOWEFIST did for
CCGs:

it blows things up real good!

It's Hong Kong, 1995. You and your felloy action
heroes are all that stand between the world you
know and a world that should never he, Play out
the action of the Secret War through roleplaying
adventures with all the factions and chapacters
seen in SHADOWFIST plus more, The game’s
cinematic rules make it quick & €asy to get into,
and it’s a blast to play.

Coming in November of 1995.

Dedalus Bntertainment, Inc.
P.O). Box 880

Mercer Island, WA
983040-0880

(206) 232-3040
ROBMH@AOL.COM

Shadowfist, Feng Shui, Nethert‘vorld and the Shadowfist 1080 ar¢
trademarks of Dadalus Enteramment, [ne,

Artwork ©1995 Phil Hale. 0.

Ting Ting characler designied by Brian Snoddy,
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New York City. 2:30 a.m. Saturday. Ready to turn in for the
night—uh, morning—at my friend’s, | open the trunk of my car
to get my bag. But...where’re my clothes?

Several hours later, | was also wondering where my softball
gear, jumper cables, and box of Magic cards had gone. But as the
police officer told me at around four in the morning, | probably
wouldn‘t see them again: car thieves usually fence whatever they
can as soon as they can, and toss the rest.

So how, | wonder, do my Magic cards fit into a car thief's world
view? Assuming my red hatchback was targeted by chance, what
did this postmodern Robin Hood—possible motto: “I steal from
the middle class to sell to the slimy”—do when he pulled the long
box from the bottom of my garment bag?

Maybe he just opened the box, pulled out a fistful of cards,
frowned in confusion at the crazy pictures, and dumped the whole
shebang into the East River.

(Hmm... Now imagine if my car had been targeted deliberately.
Maybe someone would've sent me the long box, but containing
a fish instead of cards, Godfather-style. “It's a message: Dakkon
Blackblade sleeps with the fishes.”) 2

Maybe the thief knew exactly where to sell my Magic cards—
to the shady card dealer based right next to his favorite used
sporting goods store. “Now Rosy, usually | wouldn’t part with
Skull of Orm for any price. But since you're a good friend, I'll sell
it to you for a fair price—InQuest’s low price.”

Or maybe Mr. Hood met a more sinister fate. Maybe, sifting
through my cards, something about the way the pentagram on
Demonic Tutor gleamed caught this scavenger folk’s eye.

Maybe he took a closer look... started reading the text aloud,
Read it a second, then a third, time. Maybe his eyes clouded and,
suddenly, flashed red. Maybe the thief uttered a few preternatu-
rally deep growis... looked around... then smiled and laughed as
the demon inside surveyed its new hunting grounds, festering
with weak, easy prey.

Is it true? Is a former car thief suffering from Magic-induced pos-
session meandering through Manhattan’s streets, teaching inno-
cent fourth graders to play Richard Garfield's game? Think about
it: proof of Magic’s demonic influence—proof that hundreds of
groups across the nation would love to find—craftily eluding the
school teachers and principals designated to protect our children.

Hmm... Now wouldn’t that be just like a demon?

a N
Matthew E. Milliken < §
Associate Editor & = =
e~ o

P.S.: I’'m currently accepting donations of Sengir Vampires,
Serra Angels, and Skulls of Orm.
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Severul miles west of the Fetid Swamps,
near the mouth of the Blood River,
lies an island of infinite renown
in the Mid-Realms; Dagger Isle.

Few brave souls have returned
from expeditions fo this region,

- and of those that have, few will reveal

any details of their journey.

y.
o

Daceer Iste is the all-new first GuarDians™
expansion with 120 fantastic cards
in different rarities (common, uncommon

‘ﬁfﬁ? and rare) painted by fantasy greats;

GUARDIANS created by Keith Parkinson and Like Peterschmidt. (hl'is AchiIIBOS, Den B'EUUVG[JS, liﬂm’

RDIANS™ is a trademark of FP . - r "
1995 Keith Parkinson and FPG, Inc- GUARDIA G, Inc. o 0N r { N
@ 6 oRON Keith Parkinsoniand Rowena.




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

. the Marvel OverPower Card Game!
'J_l This collectable card game from Fleer
features stunning new artwork by

7 " the greatest artists in the industry.

Get ready...It's Clobberin’ Time!

r fleer

entertainment group, inc.

Marvel, all Marvel characters and the distinctive likenesses thereof: TM and © 1995 Marvel Entertainment Group, Inc. All Rights Reserved.
OverPaver: TM and © 1995 Fleer Entertainment Group. Inc. Produced and distributed by Fleer Entertainment.
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A Veritable Cornucopia

That's what we’re looking for in InQuisition: a wealth of let-
ters. Being that I’'m new to the letters pages, 1 decided 1
should start small—as in, 1’ll be handling all 4,000 letters
that pile up in any given month here at InQues#. (All

right, so it’s not that many, and one of them’s from
| my mom, but we do read them all.)

Still, I’'m ready to tackle all kinds of questions:
Will there ever be another E.T. card game? Why does
Magic outsell Tic Tac Toe a billion to one? Ultimately,

though, each month’s letter column will be filled by whatever
you guys send our way. Praise and criticism are always good, as

are the coolest or most bizarre things that happen in this happy-go-lucky
gaming field of ours. But don’t get me wrong, we’re always excited to get
something penned, licked, and sealed. (Don’t dwell on that, please...)

So here goes our first InQuisition ride together. Let's plunge in!

Otherworlds

First off, | would like to say that your :
magazine is great! | really like the mod-
ern layout and the humor! But I wrote
to give you a few suggestions for

upcoming issues.

1) Put a subscription form in the

darn thing.

2) Get more in-depth on the lesser-
known games (not that I play them, but

they can offer new worlds).

3) Make a section for upcoming con-

ventions and other gaming hoopla.

4) Make an “Otherworlds” section
devoted to informing readers about
other products that fitinto the fantasy :
genre like novels, art, and roleplaying

game products.
Thanks for the great mag!
Warner M. Leeds V
Boston, MA

1) Okay, okay. It took us a ltle ile fo get all the facts
straight, but we finally have the info you need fo sub-

stribe. Follow this simple formula:
o For a year's subscription foInQuest, fill out a check or

i money order for $29.95. ($48.00 for Canado, and
:570.00 for all other foreign countries.) All payments
must be in U.S. funds only, payable o InQuest magazine.
® Send it in fo: InQuest Subscription Department, Wiz-
ard Press, P.0. Box 656, Yorktown Heights, NY 10598,
2) Your wish is our command. Check out the game :
review section on page 20, and ihe players guide spot-

light on page 89.
3) Yeah, we've gotten that request a lot. We re kick-
ing around ideas on how fo do it.

Cram into a Sardine Can

I've just started reading InQuest |
(obviously, since you just started making
them), and | really like it. So far it’s been
really good, and | especially liked the
interview with Anson Maddocks. I'm a i
Magic player and | think it would be
great if you could get more interviews :
i with artists. :

Canon Laverty
Cameron Park, CA

We'll continue big feature interviews with guys like
Anson, but we've also added InQuest Profile to the
mix, delivering even more personal interviews with
your favarite creators.

Commendations
Hey, the July issue of InQuest was

i cool, | especially like the article “Money
: for Nothing.” I can't believe you guys
. actually tried using Magic for money!
4) While the main focus of the mag is card games, we'll
cover any big happenings in the world of fantasy gam-

ing/novels/movies/whatever in the News & Noles section. keep up the good work. Hope to see

i the Ice Age checklist in the August issue.
All the Artists You Can

Id also like to commend you on the
excellent section “Casting Call.” Well,

Mark Carravetta
Janesville, Wi

Your wish is our command.

Hail InQuest!

You've got an awesome mag here,
and your mix of Magic and other games
is great! May you always have a Blue Ele-
mental Blast to counter Channel/Fireballs!

Nick Casler

Palmer, AK
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HEY!
THEY ARE

' NakED!

INWO Sorrow

I had been told by retailers and dis- :
tributors that the difference between
the INWO Limited Edition and the |
Unlimited Edition was the artwork. So |
bought mass amounts of the Limited :
Edition booster packs and one Unlim- :
ited Edition booster to see what the dif- :
ference was. The truth is | got a terrible
shock! There are no differences in the
cards except the packages they were
wrapped in. The only card | found that :
had any difference was the A.M.A. card,
which had a different wording on the i
bottom. If there is any difference, it is '

none that the naked eye can see!
David Summers
Quincy, IL

I think your naked eye ain't nude, There are differences
between the two sets, however slight. The Limited Edi.
tion names are in gold, while the Unlimited Edition
ones are color-coded by card type. Plus, there’s new art.
work for six cards, and art for aboyr 40 cards have

been touched up.,

You're Kidding,
Right? (Part 1)

What do | do
when | get a com-
plete horse, cannon,
and in-fantry card set
in Risk?

Nathan Jackson

Wayne, NJ

Panic. Those three cards are oy sup-
pose fo be in there. Reshuffle your hand
back into the pile and keep drawing yngi
you get a set of factical nujes.

NQUES

DIFFERENT, AND..

! You're Kidding, Right#? :

(Part 1)

If | give you my address, will you
send me a Black Lotus?

Alan Barowshy

Bala Cynwyd, PA

You know, if | had one, | might actually be tempted. ..

Hate Mail
With luck, | will manage to avoid using

in my brother’s room.... | found only

ing games. The idea that “gaming” had
become mainly Magic and the like, with
actual roleplaying on the fringe, irked me.
Hence this lovely piece of hate mail...

are dragging down what used to be one

of the finest hobbies around: fantasy i
i Gate, Holy Strength, Tranquility, or
lumped with the freakishly popular

gaming. Roleplaying games are getting

abomination Magic.

Roleplaying is not a passive, sedate

experience of absorbing some

equal to or better than many
that | have read.
More interesting still is

petition are good. The more

ning. In RPGs, the concept of winning

D D RULES!
MAGIC BITES
THE BIG ONE.

cards, the better your chance of win-
congratulate you on scoo
does not exist. Instead, like the mythi- :

cal hero journeys of old, the journey and

i return are the reward of the hero.

Magic is sort of like a particularly

i demonic cross between a nuclear arms
race and crack. The more you spend,
i the more you win. You can’t dare fall
¢ behind your “friends” (read “enemies”),
i or they will nuke you into oblivion. Bet-
i ter still, like crack, it's addictive on the

first hit. Plus, those people caught
up in the competition tend to
behave like crack addicts: willing
to do most anything to scrounge
up the ridiculous prices necessary for

cardboard and ink.

Maybe roleplaying is dead. But if it

is, and card games are “the future of
i gaming,” then | weep for the future.

Brian Gondek
Palatine, IL

i The vast majority of gamers would disagree, Brion.
¢ Roleplaying games simply offer a different experience
i than collectible card games. With games like Magic,
i you get lofs of strategic thinking, and with games like
i D&D, you're exploring your imagination. These are
different ways fo have fun—no need to get so feisty!

Still Going, and Going,
i and Going...

| think that this nonsense about the

i possible banning of Magic is the dumb-
i est thing I've ever heard ["Magic
profanities when expressing my sheer :
contempt for card games. | remember
spotting the first issue of your magazine
a year and a half, and if the game is so
blurbs (not articles) relating to roleplay-
about it? | mean, | haven’t been struck
i down with lightning yet, and still these

Banned: New York School District Pro-
hibits Game,” News & Notes, InQuest
#2]. 1 have been playing this game for

satanic, why doesn’t God do something

born-again preachers keep telling me

¢ that I'm some sort of Satan incarnate.

Card games have their place, but as
the side dish, not the main course. They i
satanic about Serra Angel, Blessing,

I bet they haven't even looked over
the game. If you can tell me what’s so

Preacher, Miracle Worker, Heaven’s
numerous others, then be my guest!

Max Taylor

(I'm not going to put my address just in case

they want to try to convert me)
T e Y sort of twisted image of our
twisted world. RPGs are an
active experience. If played : don't think Magic players have anything fo worry about
correctly, even the players i
are helping to create a story

Popularity Contest

Stray lightning bolts are a real poin in the ass. But |

in the near future.

Just dropping a note to thank you

for being resolutely immature. (And for
the practical lesson on life that
Magic teaches: greed and com-
{ Wizards” business [InQuest #3] ought

laughing at pressure from fundamen-
talist parents—that “Secrets of the

to make you popular.) I"d like to
ping the rest

on INWO pricing, and to ask the

2] SPUDY UOSO[ AR5 € 3y D PPN 43N WL



following question: Why the obsession
with obscure variants for expansion sets
that no one can afford?

Mike Sugarbaker

Albany, CA

Why the obsession with these variants? The InQuest
rule of thumb: fun. Hey, it’s either that or blome it on
insanity. Your choice.

Less Than Minimum Wage
Let me start out by saying you've
got one hell of a good magazine going

here. The hard work and dedication that i

made me a fan of Wizard is more than
apparent in InQuest as well! I'm hooked.
Keep it up!

Jason Swanson

Linn Creek, MO

P.S.: How do | get a job at InQuest?

Well, first you have to clean out the dungeons. . .and
then we'll set up a nice little desk for you there.

Hmmm...

I'm playing Magic with my friend.
He puts down a Black Vise. He has one
swamp card. He taps the swamp to use
the Vise. | have a Circle of Protection:
Black down. Does that mean the Black
Vise won't affect me until he gets more
land down?

Charles Calderwood

Camden, ME

you start Fireballing your graveyard.

Greetings from Great
Britain

Living as | do in England, it's hard

for me to pick up your magazine, but |
managed it, and on the whole, | was
impressed with what | found. However,
I do have one small criticism: while |
appreciate that the whole point of a
Killer Deck is to be as nasty as possible,
I'd have preferred it if the lists had
included more cards | actually possessed.

Anyway, | do like the magazine, and |
will continue to search it out and buy
it, so what more do you want from me?
Blood? Well, maybe | could take up play-
ing Jyhad...

Doug Hare

Derby, England

Hopefully you've noticed that our Killer Decks are get-

ting much cheaper. A number of fans have written to
i express the same thing, Doug, and we're [istening.

Building 101" feature in lost month’s ish.

Game Lover

I've been playing Magic, Jyhad, and

: Spellfire for over a year now, and thought

I'd try out your mag. It was interesting,

i looked good, had some nice info on
i upcoming projects (Dragon Dice—I like

the sound of that), and a great article
on real magic [“Secrets of the Wizards,”
InQuest #3). I'll probably be buying more
issues when they come out.

But now for a little point of criticism:
in “The Mishra-Urza War” [InQuest #3],

i where’s the Ankh of Mishra?

Ad Rovers
Cyberspace

Uh, still in aur play-test deck? How about Lim-Ddl stole
i it? Would you settle for we forgot it?

You’re Kidding, Right?
: (Part 111)

Hey, you guys are pretty cool, right?

¢ You must be omniscient, too, so | have
i chosen you to be my adviser on the ways
i of life. Ever since | was young, I've had
i this burning question pestering me: How
i much money is there in the world?

Kenneth Keith
Tulsa, OK

i Since | have nothing better to do, I'll try to figure it :
i oul. Lel's see, it's less than the national debt, but more  :

Yowch, 1 think we'd better get you a rule book before than I have in my pocket.

The Duich Connection

Compliments on your magazine,

i especially on the hot new all-over-the-
world “Ban The Channel-Fireball Cam-
i paign” [“Wanted: Channel Fireball,”

Editor’s Letter, InQuest #2]! Families are
i being split, friendships are being ruined,
and discussions are reaching heights
i never heard of before. Of course, I'm
{ completely on your side: there are far
i more elegant ways to obtain Tien ho
(“the natural winning”).

Martijn Pijnenburg
Renkum, Holland

i I'd respond if  could get post your name.
If you want to be able to make a good deck from

i the cords you already have, just refer back fo the “Deck The All-American Price

! Guide
i We're trying to make our decks as affordoble
i as possible, but remember—you can always trade
i like a madman.

The local gaming shop uses InQuest

i asits price guide. | think that kicks butt!

Keep up the good work. Is there any

chance that you will be doing a feature
i on the art of Randy Asplund-Faith?

Todd Kritz
Seattle, WA

i We're hoping all of America thinks the some way. (Ah,
the American Dream. . .) As for Mr. Asplund-Faith, if he's
i interested, so are we. Another perfect candidate for
i our new InQuest Profile department.

Better Than a Comfy Chair

I have been looking for a good mag-

i azine on Magic, and | think | found it!
InQuest has the most useful information
i and the best all-around setup, so | could
i get to enjoy this magazine.

Casey Czarnomski
Northville, MI

That's a wrap unfil next time. Thanks to all of you who
i wrote in and gove us a fun romp through La-La Land
and beyond this month. See ya! <9

Michael Searle

Editor
Send yer letters to InQuestMag@aol.com or:
INQUISITION
151 Wells Ave.
Congers, NY 10920

Include your full name, mailing address, and

phone number in all letters. Some letters may
be edited for space.
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1993 MAGIG GHAMPIONSHIPS

IT'S HERE!

g he new Magic: The Gathering world

ball Cards America, a game and card shop in Salt
Lake City, Utah.

the release of the Legends expansion; Blumke, only
since The Dark. In fact, Blumke has only played in
five or six tournaments total!

The world championships were held the first
week of August in Seattle. Nineteen countries were
ishers, with the 1994 world champion, Zak Dolan,
individuals, with their results counting toward the

the Americans.

out to be universal: Coca-Cola, OK, and Black Lotus.

The first two days were composed of sealed-
deck and Type Il tournaments, the results of which :
were scored Swiss-style. Eight players made the

cut, with Blumke and another finalist advancing red/green library with traces of black. It boasted

i both Black Vises and Racks, along with
The finals were in double-elimination format : o atulsate

with best-of-five duels. The championship duel went

after a five-way playoff round.

the full five games before Switzerland’s
Blumke knocked off Marc Her-
nandez of France.

“| was playing my
nightmare deck,”
Blumke said afterward.
“| played discard and
he played Howling
Mine/Black Vise, and
the Racks don’t do any
damage because of the
Howling Mines, usually.”

Unlike most of the play-
ers, Blumke built his deck
right before the tournament.
“| finished putting the cards
in the morning of the day |
used it. Actually, in the evening
of the day before, it was
black/red. But in the morning, |
thought, these Lightning Bolts and
Fireballs, that’s not what's going
to make me win. | think the Land

i Tax and the Disenchants, that's what’s going to
| P4 champion is Alexander Blumke, a 26- i
W year-old student of English literature in

Geneva, Switzerland. The new U.S. national cham-

pion is Mark Justice, the 24-year-old owner of Base- ;

make me win.”

He ended up playing black/white, plus a single
Power Sink. Other features: Racks, Hymns, Mind
Twist, lcy Manipulators, Hypnotic Specters, Sen-

i gir Vampires, and Mishra'’s Factories. And, like every-
i one, Zuran Orbs.
Justice has been playing since the tail end of :

Blumke commented that Vises and Racks are

i dominating tournaments. He thinks they should
i probably be restricted for Type Il competition.

The U.S. national champion, Mark Justice,

agrees. “I think you’d have to look at history. At
i U.S. nationals, not one blue card got into the final
represented by their top four championship fin- :

eight, and here there’s like one or two Power Sinks.

i That's all because of Black Vise.”
playing as his own country. Players competed as :

Justice won his title in mid-July in a grueling

i competition at the Origins game convention in
world team championship, which was claimed by :

Philadelphia. Over 1,000 players competed for

i wild-card slots; the wild cards joined the regional

Walking into the tournament was like visiting the :
United Nations; no two conversations were being
held in the same language. But some words turned
: finalists, lost his first match, but b

winners from all over the country as well as top
scorers from the Duelists’ Convocation.

Justice, one of the eight national championship

attled his way up

the loser’s bracket to beat Henry Stern of Log Ange-

les for the title.
Justice played The Johtull Wurm Deck, a

World Championship Teams

FINISH  NATION  SCORE |

1 United States
2 Finland
3 Australia
4 France
5

Switzerland

57
alJ5
51
50.25
49
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respective national chapionship.

National team scores were determined by
| the wins and losses of team members in
| one-on-one play. National teams were
comprised of the top four finishers in each




of red direct-damage spells, one Mind Twist, one Shivan
Dragon, one Orgg, some Whirling Dervishes, and, of course,
the Johtull Wurm.

The national finalists were allowed to switch decks for the
championship round. Most had played black or half-black
decks in the semifinals; a few, red/green. Justice gambled that
few would change. “This deck was designed specifically to
compete with Henry’s deck and the black,” Mark commented.
“If they’d switched to blue/white, I'd have been in trouble.”

Interestingly, Justice designed a new deck for the world
championships. After reading that InQuest had rated Elkin Bot-
tle “the crappiest card in Ice Age” (“Freezer Burn,” InQuest
#4), Justice built a deck using three of them. “It’s a great card,”
he said. “I mean, there are far worse cards than the Elkin Bot-
tle... It was probably a blue/white player that evaluated it.”

At the world competition, Justice was eliminated in his
second championship-round match, while Stern lost to Her-
nandez that same round. The other two Americans at the
world championships missed the finals by a total of two wins.

And what does Blumke, the new world champion, think
of the Elkin Bottle? “I'd rather play with a Jayemdae Tome."”

—Beth Moursund

WotG Reacts Quickly fo
Chronicles Leak

In early July, Wizards of
the Coast announced that
it was breaking a company
policy and releasing an offi-
cial list of cards in its Chron-
icles expansion set for
Magic: The Gathering.
Unlike earlier expansion
sets, this set’s contents
were being announced in
advance because, some-
how, an unofficial list of the

cards was already public. _
This unofficial list appeared in a number of places. While

it was mostly available on the Internet or similar computer
networks, it soon made its way into stores as well. Several
stores reportedly sold the list to customers who were eagerly
awaiting the information.

Ron Richardson, project coordinator for Chronicles, says
that Wizards of the Coast isn’t sure how the list got out.
“It's entirely possible that, since this project used cards from
earlier sets, someone managed to guess what was on the list.
To be honest, how the list got out wasn’t the important
issue, but how we were going to react.”

It rapidly became a moral question for the company.
“What it came down to was we didn’t want someone to
get cheated in a bad trade because one person had the list
and knew what would be in Chronicles,” Richardson explains.
“We feel that we have a responsibility to our customers,
and we can’t let them be taken advantage of.”

Richardson added that steps were being taken to make
sure that lists of future expansions would not be leaked to
the public before publication, but would not go into details
for reasons of secrecy. Chronicles’ unique nature—consist-
ing entirely of cards reprinted from the Arabian Nights, Antiq-
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Mythos Goes Lovecraft

Chaosium’s first collectible card game, Mythos,
based on the popular Call of Cthulhu roleplaying game,
will be hitting the shelves in March 1996. As in the RPG,
players of Mythos will portray occult investigators,
combating the minions and horrors of Yog-Sothoth,
Hastur, and Cthulhu at a variety of special locations that
possess the key to victory. Elements of the game
include tomes, spells, and everyone’s favorite, sanity!
Starter decks for Mythos will cost $8.95, while boost-
ers will be $2.95.

I

~Rich Anderson

Homputer Kombat !

GT Interactive Soft-
ware (GTIS) will intro-
duce its Mortal Kombat
3 CD-ROM to the IBM
PC on “Mortal Fri-
day,” October 13,
1995. The adaptation
of the arcade game
will feature a new sto-
ryline, eight new
characters, 12 new back-
grounds, secret moves, and even - TE '
secret characters. “Kombat Kodes” hidden in advertis- '\
ing wjtl help unlock the game’s secrets. Also, MK3 for the
PC will offer network and modem play, allowing com-
puter Kombatants to go head-to-head for the first time

Kan't get enough Kombat? If the New Line movie:
(released in August) and PC CD-ROM don’t satisfy
you, try the game on Super Nintendo, Sega Genesis
Game Boy, and Game Gear. There're also a New Liné
Home Cinema animated video, a worldwide live tour
Hasbro toys, a Marvel Comics comic series, and ove;-
100 licensed products.

Mortol Kombor 3© Midway Manfertuing (o

—Rich Anderson .
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Wyvern © U.S. Games Systers Inc.

Rescuers Fly
with Wyvern

What does
the crew of
the U.S.S.
Kearsarge do
to fill the
time? The ©
crew respon-
sible for bringing X
U.S. Air Force Capt. Scott
O’Grady home relaxes with
Wyvern. "Once | played Wyvern, | was
hooked,” says Marine Staff Sgt. Christopher Sheets,
who wrote to Wyvern creator Mike Fitzgerald the day
before the now-famous rescue mission in Bosnia. Sheets
and his fellow Marines have been engaged in an ongo-
ing tournament since June. Fitzgerald autographed
cards for the crew, and sent a Wyvern windbreaker for
the tourney champion.

U.S. Games Systems isn’t about to let its card game
go without support. Wyvern: The Insider’s Guide ($12.95
retail) is due out in September, and promises to reveal
a whole new perspective on the game. The guide will
follow the release of Wyvern’s Phoenix expansion, which
will introduce 90 new cards to the Wyvern universe.

—Jeff Franzmann

Baphomet Unleashed

Swiss artist H.R. Giger, designer of the nightmarish
movie monsters from Alien and Species, is featured in
U.S. Games Systems’ Baphomet: The Tarot of the Under-
world. The $60 tarot deck includes 22 full-color cards
reproducing the Oscar winner’s airbrush acrylic paint-
ings as well as an instruction booklet detailing the
cards and how to interpret them.

—Jeff Franzmann

An Artists’ Gonvocation

Convocations—A Magic: The Gathering Gallery is the
latest release from Acclaim Comics and will ship in
September under its
Armada imprint. It
will feature the work
of top fantasy artists
Charles Vess and
Michael Kaluta,
Acclaim artists Rafael
Kayanan and Alex |
Maleev, and Magic |
artists Anson Mad- |
docks, |eff Menges,
and Bryon Wackwitz.

—|eff Franzmann

uities, Legends, and Dark expansion sets—was certainly a
factor in the list’s availability. Richardson said that this would
not, however, hurt the chances for another expansion set
reprint down the line.

“Worrying about this list getting out was the last thing
on our mind,” says Richardson. “The dilemma for us wasn't
that somehow people knew, it was that our customers could
end up with an unfair disadvantage because of this list.”

Wizards of the Coast distributed the official list by releas-
ing it onto the Internet and faxing it to distributors. Within
hours, copies of the list were available worldwide and on bul-
letin boards and netwaorks everywhere. The company stresses
that this will not set a precedent for other releases.

Daedalus Goes
Shadowfist-Grazy

Daedalus is off and
running with products
for Shadowfist, its pop-
ular new collectible
card game.

The game, a cine-
matic portrayal of a
secret war in which play-
ers battle to control mag-
ical feng shui sites, was
released in late July. (See
InQuest’s review, starting on
page 22.) Since the game’s
initial release, Daedalus has
put a second printing and
players guide on the shelves.

The second printing of
cards corrected a few errors in the initial printing. It also ”
dropped some cards from the first set. On the practical %
side, this rewards collectors who jumped into the game <
early. Story-wise, it represents casualties of the war, The §
first-printing cards foreshadow three of these deaths, by
others weren’t signaled.

First-printing cards are readily identifiable by the gold
stamps featured in their upper right hand corners. Thege
stamps don’t appear on second-edition cards.

The players guide contains nine stories that detajl the
factions and history of the war. This includes “Operation
Killdeer,” which describes the above-mentioned deaths, The
book also features chapters on game dynamics, strategies
and killer combinations. ’

Netherworld is a 140-card expansion. The netherwor|d |
acts as a linking point for different time periods. These
cards explore this setting, while presenting a conspiracy
to overthrow the major factions. Both the Four Monarchs
and the Jammers are involved in the plot. (Turn to On
the Shelves on page 18 for pricing and other information
on Netherworld.)

Daedalus plans several future products, including Fen
Shui, a Shadowfist roleplaying game; Showdown Sets, pairg
of premade decks; and a fourth edition of the Talisigntq
RPG. The company is also in the process of moving its offices
from Toronto to Seattle.

-Rich Warren



L os Angeles 7:34 am.
Carlos attacks with
Tronroot Treefolk and

a Thicket Basilisk.
D

Seattle 7:35a.m.

Richard draws power
from his mana pool and uses

Unsummon to send the
Treefolk back to Carlos hand.

S
But the Basilisk

Creeps up and
bites him for
twWwo POlntS.
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The Gathering

The computer strategy game that will

hold you spellbound. Now on CD-ROM.-

Mmm-

For BM™PC & Compatibles on CD-ROM.  1-800-879-PLAY. hitp://www.microprose.com

©1995 MicroProse software, Inc. All rights reserved.
[

SPI Featuring cool music from some of SPIN's hottest bands: +
N aMiniature * Archers of Loaf * Belly » Catherine * D*Note * E dsel Auctioneer

The Goops * KMFDM ¢ Knapsack * Morphine * Wolfgang Press :
MicroProse Software, Inc, is an official licensee of Magic: The Gatheringi Magic: The Gathering is 0110 demark of Wizards of the Coast® Inc.




. willll
'

Cast in fine pewter, hand polishe""
hand enameled in one of six vibrar
colors. Topped with an importe d 1

German Crystal.
At $12.95 you can't go wi |

W ",
@
A ) /)

MINIAT

320A Smith Street, Lewisville Texas, 75057 Vo

i 0%

72001 - White

72003 - Blue

¥
‘;.‘

Mo

b 1o’ P ool

72004 - Black

\ e \ .'. radss \:*-, l'
LY. /Sy
o o

¥ = J@EApﬁa“ \-) \
LTS

72005 - Red
T wodey g
~ Coa

I 2
i
|

72006 - Green |

"

Question, comment?
Drop us a line while
you're on-line at
REAPER@Genie.Com

U




Dragons and
Klingons
in Atlanta

1995 Con Combined
Gomics, Gaming,
Science Fiction

Michael Whelan.
Timothy Zahn. Ben
Bova. Terry Brooks.

John Byrne. Clyde Caldwell. Chris
Claremont. Anthony Daniels. Richard and
Wendy Pini. Robh Ruppel.

The guest list said it all. So did the names of the three
conventions: Dragon*Con, Atlanta Comics Expo, and North
American Science Fiction Convention (NASFiC), which
combined July 13-16, 1995, for a massive joint conven-
tion. With 300 speakers,
300 dealer tables, and 100
exhibitor booths, this triple
show offered something
to please almost anyone
with an interest in fantasy
or science fiction.

Over 14,000 fans
attended the convention,
and many came dressed
as Klingons, sword-wield-
ing warriors, and other
science fiction and fantasy charac-
ters. Even some celebrities joined in
the act: the heavy metal band GWAR
was among the costumed enthusi-
asts roaming the programming and
exhibition rooms at the Atlanta
Hilton and Towers.

In the exhibition room, TSR
posted two tall, hooded, black-clad,
axe-wielding guards by the entrance
to its introductory Dragon Dice and
Birthright seminars. Georgia-based White Wolf, with the
largest presence of all the exhibitors, stationed twin Rage
werewolf stand-ups opposite its booth, where guests
could learn and play games or browse th’rough fiction

Chaosium employees dressed in Arkham Asylum il
Bold City Graphics stood ready to outfit fans who came:
without a costumet it sold a variety of gaming-related hats
and T-shirts. It also sold bumper stickers reading “Vampires
suck” and “Save Gaming: Kill a Magic Player Today!” (a
particularly hot seller).

Nonetheless, 11 Magic: The Gathering tournaments were
held by Dragon*Con at the Westin Peachtree Plaza, just
down Peachtree Street from where the flashing stars of
Planet Hollywood glared at the Hard Rock Cafe on the oppo-
site corner. Gamers could join multiplayer, team, or Ice Age

tournaments, or they could try their hand at //lu-
minati, Highlander, SimCity, Dixie, and others.
Other game sessions—there were over 1,000
in all, run at all hours of the day and night—fea-
tured Advanced Dungeons & Dragons, Call of
Cthulhu, DC Heroes, and Shadowrun. Diplomacy,
Cosmic Encounter, Risk, and RoboRally contests were
also held. And computer enthusiasts could play
games like/'Doom and X-Wing, or try out special
virtual reality rigs-
Some of the most popular guests were actor Christo-
pher Lambert, who presented The Making of Mortal
Kombat; Mike Nelson.and Kevin Murphy, who host and
play Tom Servo, respectively; on Mystery Science Theater
3000; former Skylab astronaut Ed Gibson, a one-time
holder of the American record for time in space; and writ-
ers Harlan Ellison and Peter David.

InQuest enthusiasts got the chance to take part in an
InQuest editorial meeting. Keep an eye peeled for articles
generated by our Dragon*Con editors.

At some points, there were up to 17 simultaneous pro-
grams. Visitors who had the time could sample a Science
Fiction and Fantasy Writers of America meeting, a comic
book quick-sketch competition, and seminars entitled
“Babylon § vs. Star Trek,” “Porn vs. Erotica,” and
“Editors Are Not Your Natural Enemy.” Attendees
could also get autographs from science fiction writer
Ellison, astronaut Gibson, and David Prowse, aka
Darth Vader from Star Wars—all in one room!

NASFIiC, which attracted many science fiction
guests and fans to Dragon*Con/Atlanta Comics
Expo, will be reabsorbed next year by the World
Science Fiction Convention. The next NASFIiC won't
be held until 1999, and only
then if the WorldCon is
awarded to a city outside North
America. If that's the case, var-
ious conventions will bid to host
NASFiC.

Next year, Dragon*Con
JACE will be held earlier than
usual—june 20-23—to avoid
conflicts with the 1996 Sum-
mer Olympics. In 1997, the
convention will move a few
blocks over to Atlanta’s Market
Center, a large meeting and
convention center that physically connects to over 5,000
hotel rooms.
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THE GUIDE TO UPCOMING
GAME RELEASES

' N AME : Netherworld Everway Con_q_punipn Collector Cards
FPG

SET SIZE: 96 cards; 6 metallic cords randomly inserted

coMPANY:  Daedolus Gomes COMPANY:
SET sIzZE: 140 cords
RELEASE:  September 1995 RELEASE:  September 1995

PACKAGING:  15-card booster packs PACKAGING: 10-card foil packs

™ & © Daedelus Entertainment Inc

SUGGESTED RETAIL:  $2.50 per pack SUGGESTED RETAIL:  51.95 per pack

Here’s the Deal: The first expansion for Daedalus’ Shadowfist, Netherworld features Here's the Deal: This limited-edition set (FPG says produdtion is limited to 3,750
ort by Anson Maddocks, Jesper Myrfors, and Rob Alexander on new cards for every

Shadowfist group. (See the Shadowfist review in this issue!)

MNAHE: Kult

compaNny:  Heortbreaker Hobbies & Games

cases) features art by nofed artists such as Jeff Jones, Ken Kelley, Rowena, and Chris
Achilleos. Card backs feature companion notes, questions that guide the creation of
characters for Alter Ego/Wizards of the Coast's Everway roleplaying game. Six of the

cards are randomly inserted metallic cards.

NamE:  Legend of the Five Rings
conPANY:  Alderac Enfertginment
SET SIZE: 300 cards
RELEASE:  Sepfember 1995
PACKAGING:  60-cord storter decks; 15.cord booster packs
SUGGESTED RETAIL:  S7.95 per starter deck; $1.95 per booster pack

SET s1zE: 250 cards
RELEASE:  Oclober 1995
s
Rer PACKAGING:  60-cord starter sets; 15-card hooster packs

© Target Games AB

SUGGESTED RETAIL:  $8.95 perstarter deck; $2.95 per hooster pack
Here’s the Deal: Control 1d, in whi ity lives and
. eal: Control your own dream world, in which all of humanity lives an Here’s the Deal: You're in 1 5h-century feudal Japan, filled wilh sumurg i,
dies, frapped in o reality you make. In this new collediible card gome based on et il ; : R
viu-jen, and Kolat assassins batiling for control of the throne. This js Alderac's first col-

Metropolis’ horror RPG of the same name, you take the role of either an Archon or on lectble cord game. Think Shogun, Anii-son

Angel of Death,

ATTE NTION Want your products listed here? Send as much info as humnnly possible to:

InQuest
- B VE-. == . rroauct Roview

MANUFACTURERS! copoisave.  oomns
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Reviewing the latest releases in collectible card games.
- —

= egory to make them easier to recognize. )
T yam Ir E ! I”E Also, cards with cryptic text were re-writ- y 0“{ "‘i‘}‘
[ ten to make them more understandable. & ““\
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The biggest difference between the two @ d}
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To make things a little easier, Vam- {

Fternal Struggle === Lk

e e T

en Wizards of the Coast's Jyhad hit
the collectible trading card market
in July of ‘94, there were high hopes

for the company’s second game. Unfortunately,
the industry wasn’t ready. Magic was still the
dominant game, and most players weren’t will-
ing to spend the time and resources necessary to
get involved in a new game. This, coupled with
the fact that the rules were confusing and often
arcane, made many players shy away from Jyhad.

But with the tremendous flood of new card
games, times have changed. It is within this mar-
ket that WotC hopes to ignite interest in Vampire:
The Eternal Struggle, the revised version of Jyhad.

Right off the bat, the new title should draw a
larger audience. To those unfamiliar with White
Wolf Game Studio’s Vampire: The Masquerade, the
term Jyhad was cryptic at best. Most people were
quicker to associate Jyhad with the real-life Islamic
holy war than with the ancient power struggle
between the elder vampires of the world.

The changes from Jyhad to Vampire were pri-
marily cosmetic. The cards are color-coded by cat-

L-- Vampire: The Eternal Struggle

PUBLISHER: WIZARDS OF THE COAST

GENRE: HORROR

RELEASE DATE: AususT 1995

SET SIZE: U439 cARDS

PACKAGING: 76-CARD STARTER DECKS;

19-CARD BOOSTER PACKS

SUGGESTED RETAIL: $8.95 PER

STARTER; $2.75 PER BOOSTER

Rating: * * * * /s

pire includes a set of basic rules that {
helps beginners get a better hold of
the game’s fundamental concepts.
Once you've mastered the basic
game, you can move onto the more
challenging, and exciting, advanced
rules. The game's mechanics and sym-
bols may seem a little daunting at first,
but once you get the hang of it, you'll
find that Vampire is one of the slickest
games around.

In both games, the object is relatively
straightforward. Each player starts the
game with 30 blood points (called pool).
When a player's blood total reaches zero,
he or she is ousted from the game. Play-
€rs accumulate victory points when
their prey (the player to their left) is
killed. It doesn’t matter how your prey
is eliminated. If he leaves the game,
you get a victory point.

The last remaining player receives
an additional victory point, but the win-
ner of the game is the player with the
most total victory points. Thus, it is pos-
sible to win the game even if you are
ousted before the game ends.

The cards are divided into three basic
categories: master cards, minion cards,
and vampires, The vampires are the heart
and soul of the game. In order to do any-
thing, you need to have at least one vam-
pire under your control. Each vampire
belongs to one of eight clans. There's the
Brujah, street punks who play by their own
rules, the suave, sophisticated, and political-
minded Ventrue, the nature loving Gangrel,
and a host of others,

Some vampires have special abilities

Fompiie: T Blerno Stugale ™ & © White Woll Inc. & Wizards of the Coast Inc
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~ and political titles, but all v vamplres are.pro-

ficient in at least one supernatural vampiric

skill. These vampiric disciplines range from

Animalism (dealing with and controlling

nature), to Celerity (vampiric speed and -

quickness), to Thaumaturgy (arcane and
powerful magic). There are nine disciplines
in all, and the more powerful a vampire is,
the more disciplines he has access to.

Master cards include specific locations
and events, and you are allowed to play one
master card per turn. Minion cards include
equlpment, allies, actions, and combat mod-
lﬁers that can be used by your vampires.

At the beginning of the game, each
player divides his or her deck into two stacks.
The Library contains the player’s master and
minion cards, while the smaller Crypt (usu-
ally around twelve cards) contains the
player’s vampires. Each player then draws a
hand of seven library cards and places the
top four vampires of his or her crypt face
down in the playing area.

These vampires are said to be uncon-
trolled, and only you may look at your uncon-
trolled vampires until they become active. In
order to make your uncontrolled vampires
become active, you need to transfer blood
from your own pool onto the vampire you
wish to bring into play. During the Transfer
phase at the end of your turn, you can move
up to four blood from your pool to any or
all of your uncontrolled vampires.

When a vampire has as much blood as
its capacity (the number in the lower right
corner), you flip the vampire face up and it
comes under your control. However, since
the Transfer phase comes at the end of your
turn, you'll have to wait until the next turn
to perform any actions with that vampire.

The real action of the game happens
during the Action phase, which occurs
between the Untap (just like Magic) and
Transfer phases. During the Action phase,
each of your vampires is allowed to take
one action. These actions include attach-
ing equipment or retainers (pets), bringing
allies into play, hunting for blood, and
bleeding your prey. There are also many
minion cards that allow a vampire to take
different actions, such as taking an ally from
another player or calling a political vote.

Whenever a vampire takes an action, it
becomes tapped, and other vampires may
attempt to block that action. If a vampire
is blocked, it enters combat with the vam-
pire blocking it.

If both players do nothing in combat
(i.e., neither player plays a card), the com-
bat ends with both vampires striking each

other with their claws for one point of dam-
age apiece. (Whenever é\‘\gampire takes dam-

age, it loses that muich blood.)
However, there are many car

[ that car
beused to enhq;\ 2 and le

There a

damage, and gain additiona
are also many cards and effects that allow
combat to continue to another round, where
the same two vampires go at it again.

Once combat is resolved, the action is
over and the defending vampire becomes
tapped. Even if the acting vampire defeats
the defender, the action is still blocked.

If a vampire is damaged and has no
blood counters to remove, it goes into an
unconscious state called torpor (think:
coma). Vampires in torpor cannot take any
actions until they are rescued from that state
by another vampire. This requires another
vampire to take one action and spend two
blood. It is also possible to have one of your
vampires destroy a vampire in torpor.

As far as winning is concerned, the most
reliable way to reduce your prey’s blood
pool is by using your vampires to bleed
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your prey. If a bleed action is not success-
fully blocked, your prey loses pool. This loss
is usually one pool, but there are cards that
modify the amount of pool that is lost, and
some vampires have naturally higher bleed-
ing abilities.

Of course, it's not always advisable to
thrust all of your vampires at your prey, for
your predator is always lurking behind the
corner. Tapped vampires are not eligible to
block; thus, if you crusade against your prey,
you're leaving room open for your predator
o march in unmolested. It is this delicate
balance between predator and prey that

of the vampire.

Like many veteran jyhad players, | was
skeptical about the revised Vampire: TES.
WotC promised to make the game easier
to learn, which left many players assum-
ing that the game’s intricate mechanics
would be toned down. WotC took the
high road by introducing the basic rules:
they preserved what was already a great
game and made it easier for newer play-
ers to learn.

The result? One of the best card games
in the industry. Few people will argue that
any game is both as smooth and intricate
as Magic, and those qualities can be cred-
ited to Richard Garfield, the game's
designer. Garfield's prominent influence in
the design of Vampire: TES shines through.

There are a few complaints | have with
the game, but they are relatively minor.
Despite what any packaging or promation
may say, Vampire is not a game that can
be played straight out of a starter deck.
You're looking at a $20 minimum invest-
ment, and even that won't be enough to
make a solid deck. You'll need at least a
starter deck and about 8-10 boosters before
you really feel some flexibility in deck con-
struction. You should expect to spend
about $35 for a decent deck.

Vampire is also much more biased
towards multiplayer games (4 to 5 play-
ers is ideal). I've played many fun and excit-
ing two-player games, but a lot of the
intrigue and diplomacy that make Vampire
such a great game are lost in a two-player
setting. Playing a large game of Vampire is
an activity that you need to set an hour or
two aside for, but it is an activity that's an
awful lot of fun.

So if you've got the money, the friends,
and the inclination, go pick up some packs
of Vampire (make that several packs of Vam-
pire) and have some good, clean, blood-
sucking fun.

—Jeff Hannes
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ased on a broad range of
cheesy martial arts flicks,
the rip-roaring new Shad-

owfist game from Daedalus Enter-
tainment boasts 19th-century monks,
ancient Chinese magicians, modern
street punks, and mad scientists from
the 21st century.

Designed for two or more players,
this is an action-packed game in which
you attempt to build up your own
power while making sure your oppo-
nents don’t get too much power them-
selves. You control a mix of characters
representing one of seven factions out
to control the world’s feng shui sites,
which are places of mystical power.

The cards in Shadowfist fall into
five categories, most of which can
only be used during your turn.
Sites (both normal and feng
shui) are cards that other
players will try to destroy
or seize; it’s your job to
protect them. In order to
win the game, you need
to control or destroy a
total of six feng shui sites.
However, unlike Spellfire,
you cannot simply put your
final site into play; you must
destroy someone else’s with
one of your characters.

Characters are the second
major category of cards. They're your
tools for protecting yourself and keep-
ing your opponents in check. Char-
acters are played on the table, and,
once in play, may attack your oppo-
nent’s sites or characters. They may
also defend your own sites.

-- Shadowfist
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States are special abilities and equip-
ment—sometimes beneficial, sometimes
harmful—that you can give to charac-
ters and sites. These cards are played
on a character or site, and remain there
until removed by some other effect.

Edges represent shifts in power, and
are played in your territory, indepen-
dently of your other cards. Like states,
they remain in play until removed.

Finally, events are cards that can be
played at any time, even during
another player’s turn. Their effects
have a broad range, from destroying
cards in play to granting characters
temporary special abilities to healing
damage from cards in play.

At the start of every turn, you get

Shadowfist involves magicians, monks, mad
scientists, and monkey kings.
One point of power, represented by
a counter, for each site you have in
_Play (none at first, of course). Power
s needed to play most cards. Unused
Power accumulates from turn to turn.
Each player begins the game with
ahand of six cards, Ideally, you'll want
Lo start the game with at least one
feng shui site in hand, but you won’t
always draw one, However, on your
Erst wrn, no matter what you have in
a:nd' YOu may discard as many cards
nu::; want, then draw up an equal
er of replacements.
At the beginning of subsequent
Car’;f;,_you may draw back up to six
o N hand. Yoy may even discard
ard before replenishing your hand.

tur

The next step is to play a feng shui
site. If you have no feng shui sites in
play, the first one’s free, and it gives
you one power. In order to play fur-
ther feng shui sites, you must pay
power equal to the number of feng
shui sites you already control.

Cards other than sites have a
power cost or resource condition that
appears in the lower left corner. To
play a card, you must spend power
equal to the number listed.

In addition, you must have the
appropriate resources available.
Resources are represented by sym-
bols. There’s a different symbol for
each faction, and symbols for cards
that deal with magic, technology, and
chi, the mystical life force harnessed by
kung fu masters. Many characters and
some sites have resource symbols in
the lower right corner of the card.
These are the resources which a
card provides you with as long

as it’s on the table.

You don‘t have to spend

these resources to play
cards with resource
requirements—you just
have to have ‘em on one
of the cards you’'ve
played. Even if a character
has been killed, it'll still give
you resources. This is nice
because you don’t have to
get bogged down in resource
Management.
_ Characters are eligible to attack
immediately, even on the first turn.
To attack, just declare the target (a
character or site) and turn the char-
acter on its side. Turned characters
can't take actions, but don’t worry—
they all “unturn” at the beginning of
your next turp,

Once you've announced your
attack, the player to the right of the
player you've targeted can intercept
your attack. If that player intercepts,
C_olmbat ensues. Once that player is
finished, the intercept option passes to
the next player. This continues until
EVeryone has had an option, ending
with the player who controls the tar-
get of the original attack.

Combat is also very straightforward.
All characters have 2 fight score in the
UPPer right corner of the card. Char-
acters in combat deal their fight score
in damage to each other. Any damage
a character takes is marked by tokens

Shodowlisi ™ 1 © Doedohus tntertcinmen \ne.



placed on the character. Damaged char-
acters subtract the amount of tokens they
have from their fight score the next time
they deal damage.

When a character’s fight score reaches
zero, the character is smoked—Kkilled. If
one or more of the attacking characters
overcomes all of the interceptors, combat
with the intended target begins. If the tar-
get is a site, the site takes damage but
doesn’t deal any out.

If a character does enough damage to
smoke a site, she may smoke it or take
control of it. If the site is a feng shui site, she
can smoke the site for five power or she can
burn the site for victory. The site is toasted
(removed from the game entirely) and
counts toward the number of feng shui
sites the attacker needs to win.

Shadowfist is fast, elegant, and easy-
to-learn. The rule book is well-written,
and it's not hard to teach yourself how to
play simply by reading the rules. (Other
games have a problem jumping this
block.) Even better, the game contains
many intricacies and card combinations
that put it on a level similar to Magic.

In many games, the luck of the draw
and stringent playing structure signifi-
cantly reduces the strategy involved.
Shadowfist is high on strategy. Even the
most experienced veteran will find new
combinations and deck-building strate-
gies long after mastering the rules.

The cards are also great to look at.
Many of the top artist in the industry have
contributed to Shadowfist, including big
Magic artists such as Anson Maddocks,
Quinton Hoover, and Melissa Benson.

With its smooth and strategic game-
play, great artwork, vivid setting,
and amusing tag lines
(many of the card
names and fla-
vor text will
make you

When Jello goes bad.

laugh out loud), Shadowfist presents a
winning package.

However, | do have one major com-
plaint. Although I've only had the oppor-
tunity to play Shadowfist a few dozen
times or so, the ability to seize another
player’s feng shui site seems unbalancing.
Every time someone gets ahead, it's usu-
ally in his best interest to take another
player’s feng shui sites instead of burn-
ing it. This improves his lead and crip-
ples his opponent. This is especially
lopsided in two-player games, where
there's no third party to stop the grow-
ing player,

Imagine a game of Magic in which,
whenever your opponent damaged you,

he got to take one of your lands.

Sure, you might be
able to come back
and win, but
you'd defi-
nitely be

| “®* AVERAGE
“ » OK

on the defensive. That’s the kind of feel-
ing you get when your opponent takes
one of your feng shui sites early in the
game. That's one less power you can
generate, and one more for him. And
in Shadowfist, once you have the nec-
essary resources, power is everything.
The more power you have, the more
cards you can play.

Lately I've been playing with the
house rule that players cannot seize sites
of any kind, and the games have seemed
much more balanced. You'll have to
experiment with your own play group to
see which method works best for you.

Other than that, Daedalus deserves a
lot of credit for delivering an excellent
game. Don't expect Shadowfist to throw
any knockout punches at Magic, but it’s
definitely due for a strong showing in the
industry. Two fists up for Shadowfist! @

—Jeff Hlannes

Aside from being a frequent InQuest con-
tributor, Jeff Hannes enjoys ending all his for-
tune cookie fortunes with the words “in bed.”
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What The FFuture Holds

redicting the future
has always been a
popular human pas-
time. In ancient times,
such predictions usu-
ally.involved slaughtering animals and
staring-at various body parts laid out on
a plate, but'teday we call that “dinner.”
Our predictions fomthe future are based
on “on-going global tréfds” and “super-
computer simulations” and “statistical
analysis”"—although only time will tell
whether our methods work any better
than our ancestors’.

Govermmand corporations want
to knowswha dls so they
can pl nfor it, finding wa y'eonsol-
idate ven expand thefwwer and
' e. For them, predigting the
e is serious business, and accu-
A c.)r—although it's an elusive com-

' modity in the future-predicting bgsiness,
as the National Enquirer's psychics can

surely tell you—is all-important.

Science fiction writers and their
cousins, science fiction game designers,
also want to know what the future holds,
but for them, it’s not as important to
be accurate as it is to be imaginative...
and to find a possible future that's inter-
esting. Utopia might be'a nice place to
live, but nobody wants to read about
it—much less play in it.

With that in mind, let's take a look at
what the futurists are saying about “the
shape of things to come,” and compare
that to the predictions of some science
fiction games: Cyberpunk from R. Talso-
rian Games, Star Wars from West End
Games (based, of course, on George
Lucas’ movie Wilogy), BattleTech from
FASA, and Shadowrun, also from FASA.

The results won't ha uch to do
with which game is the

exclise to use with your non-gaming
friends: “It's not just a game, it's a com-
plex roleplaying future-acclimatization
module designed to enhance my abil-
ity to function effectively in the highly
competitive, globalized world of the
21st century,” you can tell them. “Now
bug off.”

The Techies Shall Inherit the Earth

Most people, when they think of the
future, think first of technology. There
are certain developments under way
now that almost everyone agrees will
have a profound influence on the way
the world looks in the next century.

The first is genetic engineering. Right
now, it's limited to turning bacteria into
little drug factories and creating supe-
rior crops. But in the near future, as we
come to understand the genetic
sequences of animals and ourselves bet-
ter and better, we may be able to abol-
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ish diseases caused by defective genes and even teach the
body new tricks, such as repairing damaged nerve cells,
which don’t normally fix themselves.

Eventually, genetic engineering will allow us to reshape
animals for special needs, and even modify our own bodies
to order. Imagine humans with gills, living their entire lives
on the sea floor... humans modified to live in zero gravity,
unable ever to set foot on Earth... humans modified to run a
two-minute mile... humans immune to disease or pollution...
humans genetically modified to be scientific or artistic
geniuses... or, on the darker side, humans genetically engi-
neered into subhuman slaves—or superhuman soldiers.

In the gaming world, such genetic engineering gets
passing mention in Cyberpunk. For example, cars are pow-
ered by CHOOH2, a biofuel made from genetically engi-
neered yeasts and wheat. Some genetic engineering is
also used to create “biosculpted” bodies, mainly for the very
rich. And people have died in “bioplagues.” (Genetically
engineered bioweapons are one of the scariest possible
uses of this technology.)

Genetic engineering is
hardly mentioned at all in
Star Wars, though it
apparently exists—the
infamous “Clone Wars”
are proof enough of that.
Shadowrun certainly has
its share of mutated
humans and animals, but
they were mutated by
magic—not quite the
same thing, Clarke’s Law
(“Any sufficiently
advanced technology is
indistinguishable from
magic”) notwithstanding.
And in BattleTech, hard-
ware substitutes for what
might be done with
genetic engineering in
another gaming world. In
this area, give Cyberpunk
the edge.

Small Packages, Big Impacts

Another hot topic among futurists is nanotechnology.
From time to time, you'll hear about a research group cre-
ating microscopic gears or even a microscopic steam engine,
or writing their corporate name using individual molecules:
that’s nanotechnology.

“Nano” has nothing to do with the old Mork & Mindy
television show. It means “one billionth,” so a nanometer
is one-billionth of a meter. “Nanotechnology” is technol-
ogy so small it has to be measured in nanometers.

What can such tiny machines do? Not much, now, but
some day...

Picture a syringe filled, not with drugs, but with billions
of tiny robots that race through the plugged arteries of a
heart patient and scour them clean, or find and destroy
cancer cells. Picture microscopic robots cleaning up oil
spills or toxic waste dumps or destroying a plague of locusts.
Picture, in fact, anything you want. Limitless power, immor-
tality, a perfectly restored environment: these are the dreams

Virtual reality is on the horizon.

of nanotechnologists. Will they happen soon? Maybe not...
but the promise is there. Or the threat: nanotechnology
could kill and destroy as easily as it could heal and build.

Cyberpunk, again, has the edge in dealing with this con-
cept, although nanotechnology is limited to medical pur-
poses (including, again, resculpting bodies) in its world;
the other games don’t make use of nanotechnology at all.

Highways of the Mind

But now we come to a real biggie, “virtual reality”—real-
ity simulated by a computer. It's already around, in arcades
and laboratories and even a few homes. Mostly, it's
extremely primitive, involving just two or three senses at
a time: sight, sound, maybe a few physical jerks and jolts.
But the virtual reality of the future may be indistinguishable
from “real” reality... and then what?

Communication could be transformed: why meet peo-
ple in person when a better-dressed, more handsome virtual
version of yourself could meet virtual versions of them in a
virtual casino in virtual Monaco? Industry could use virtual
reality to test new technol-
ogy and processes for far
less money and with far less
danger to the environment
and workers. And what
teenager could be bored
with Shakespeare if he vir-
tually became Hamlet?

The danger? Anyone
with a computer knows
how addictive even today's
games can be. People
might become so enam-
ored with virtual reality
they’d choose to live within
that artificial world full time,
while their bodies wasted
away. The effect on society
of such massive cocooning
could be immense.

And as long as we're on
the subject of virtual real-
ity, we might as well fold in
) the other computer-related
topic central to any prediction of the near future: the Net,

As the Internet, commercial on-line services, telecom-
munications, television, and who knows what else melds
together into one great “information superhighway” (you
thought you could avoid that term in a gaming magazine,
didn’t you?), society is likely to become both more homog-
enized and more splintered. More homogenized because
everyone will have access to the same information: more
splintered because of the immense possibilities opened up
for the forming of sub-groups of all kinds. (Witness the
proliferation of Usenet newsgroups today.)

Some futurists would have us believe the Information
Age will yield a new global sense of community; others see
it as making it easier and easier for terrorists, both phys;.
cal and purely cyberspatial, to strike at governments, cor.
porations, and individuals.

Of particular concern recently has been the ready avail-
ability—if you know where to look and are sufficiently per-
sistent—of pornographic material on the Net, ranging
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from pictures of swimsuit-clad models to child pornogra-
phy, bestiality, and more. There has also been a hue and cry
raised about “cyberspace predators” preying on innocent
children using the Internet by sending them sexually charged
material. Despite the fact that equally graphic material—
and far more dangerous real-life predators—can be found in
every city already, the concern over “cyberporn” has
prompted calls from government officials in various places
for laws governing what can and can’t be transmitted over
the Net, and, from the Internet community,
a loud answering cry of “Censorship!”

Many experts claim the debate over cyber-
porn is moot, pointing out that it's almost
impossible to censor anything on the Internet:
its roots, after all, are in a military network
designed to be so decentralized that it could
continue functioning even after losing large
chunks of itself to nuclear war. The Internet,
these experts say, deals with censorship the
same way it does with damage: it routes around
it. Legislators in one country might be able to
have an impact on what is available on com-
puters in that country, but they have no con-
trol over what is available on computers in other
countries—and on the Internet, material from
anywhere in the world is only a few mouse
clicks away.

Nevertheless, the “Cyberporn Debate” could
lead to an attempt by the government to crack-
down on the free flow of information currently
enjoyed on the still-infant Net... which in turn
could provoke more and more elaborate efforts
to subvert the system, to obtain the data no
one is supposed to see—not just pornography,
but secret government files, business records,
and the like—and broadcast it, or maybe sell it
to the highest bidder.

This is the world of Cyberpunk and, to a
lesser degree, Shadowrun. Virtual reality and
the Net (the Matrix, in Shadowrun terms, where
of course it's also mixed up with magic) are
melded together to created a kind of “astral
plane” in which much of the action takes place.

BattleTech and Star Wars both boast their own versions of
the Net, in their cases spanning whole galaxies; in Star Wars it's
the “holonet.” BattleTech's Chaos March book presents its infor-
mation as coming from “Mercnet.”

“Steve Austin, Where Are You!"

There’s another technology that shows up in all four of
these games that even mainstream futurists agree may have
a huge impact on our lives: bionics.

The Six-Million-Dollar Man may have seemed far-fetched,
but we're getting closer and closer to the point where we'll
really be able to say, “We have the technology.” Scientists
have already built replacement arms wired into the wearer’s
nervous system, equipped with hands dexterous enough to
play a musical instrument, and pressure and temperature
sensors that can transmit feeling as well.

Artificial ears and eyes are under development, as are
replacements for just about any other body part you can
name. There’s no reason those replacements can’t be made
with abilities the originals don’t have. Or, as Cyberpunk puts

On the Net, a million strings of data are at your fingertips.

it, “you’ve got interface plugs in your wrists, weapons in
your arms, lasers in your eyes...” And in Star Wars, Luke Sky-
walker himself has a replacement part or two.

The same technology could enable those with undam-
aged bodies to enhance their abilities with artificial parts:
which could give us the ‘Mech Warriors of BattleTech and
the “battle-armored road warriors” of Cyberpunk. And Star
Wars' C-3PO basically has a fully bionic human body without
any human parts. (A University of Utah spin-off company
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called Sarcos is already creating human-sized, lifelike robots
that can see, speak, and even dance or hit a racquetball. All
the robots lack is their own brain; they're currently operated
by humans wearing sensor suits that send signals to the
robotic bodies.)

Getting There is Half the Fun. . . At Least ;

If so far it seems that Cyberpunk and Shadowrun hold the
edge in the reality department, it's mainly because they take
place on Earth, for the most part, although there has been
some movement into space in the Cyberpunk universe. Bat-
tleTechis set in the distant future and Star Wars in the distant
past, when people think nothing of flitting from star to star.
Much as it pains me to say this, as a science fiction fan from
far back, that's probably the least likely element of any of
these games.

Space travel as portrayed in Star Wars, BattleTech, Star
Trek, and umpteen other science fiction stories and games
may never be possible. Certainly it won't be possible within
the next quarter-century or so. The speed-of-light limit imposed
by Einstein’s Theory of Relativity isn‘t just a good idea: it's the
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law. If we ever find a way to subvert it, it will involve enor-
mous energies such as you might find bound up in a black
hole or similar stellar object. It's highly unlikely anything the
size of the Millennium Falcon will ever be able to zip into
hyperspace and flit to another star in a matter of hours.

There's nothing to stop us from moving throughout our
own solar system, but
given the current state
of the space program
and the financial
pressures on it, it’s
doubtful that in
the near future
we'll be doing much
more than the kind of
low-Earth-orbit space-
hopping we do now.
Give Cyberpunk the
edge in reality in the
space-technology
field, as well; it boasts
orbiting and lunar
colonies and mass
drivers capable of
hurling rocks down
on targets on Earth,
with all the effect and
none of the fallout of nuclear
weapons.

Wil Newwt Still Be Writing Alternate History Novels in 20957

The fact that such an attack has been carried out in
Cyberpunk’s history is a pretty good indication that the
world’s political situation isn’t great in that game. But then,
the major driving force behind the action in all four of these
games is the political situation. Politics is particularly difficult
for futurists to deal with, because, unlike technological
advances, political changes aren’t governed by natural law.

Star Wars and BattleTech posit perfectly reasonable polit-
ical situations, as far as we can tell; they’re both so far removed
from the here and now that there’s not much point even
commenting on them. Cyberpunk’s “world” is much closer
to home, though. Its dark future is based on the misuse of
some of the technologies mentioned above, and something
called “technoshock,” which occurs “when technology out-
strips people’s ability to comprehend or fit it into their lives.”
This leads directly to a breakdown of society, called the Col-
lapse, and to a future when “everything is more or less run
by the corporations.”

Much the same kind of political situation is postulated in
Shadowrun, with the exception, of course, that the collapse of
society in that game was caused by the resurgence of magic,
not by advancing technology (although... see Clarke’s Law,
above). Very few futurists are predicting a sudden resurgence
of magic, although New Age types may beg to differ.

Corporations taking control? The fact that money flows
around the world in an instant via computer is leading to
a globalization of the economy in which multinational cor-
porations, beholden to no one country, are already becom-
ing a law unto themselves. (So are the 20-somethings
handling their affairs, as the world learned recently when
ayoung broker helped bankrupt Britain’s oldest bank.) And
“globalization” is one of the concepts we're told by even

AH, THE FUTURE SUCKS.
THE DOGS MAY HAVE LEARNED TO
TALK, BUT WHO CAN LINDERSTAND A
WORD THEY'RE SAYING? "RORGE?" MY
NAME |15 GEORGE!
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the most staid of futurists that will affect us more and more
in the years to come. Chalk up another hit for Cyberpunk.

[t's Not Easy Keeping Green

Finally, there’s the environment. Global warming is on
the agenda for the 21st century, and nobody is sure what
effect it will have. Mas-
sive hurricanes? A pos-
sibility. Droughts,
floods, rising sea levels?
Ditto. Ozone depletion,
too, may continue to
be a problem; recent
international treaties
have lessened the
threat, but there are still
plenty of chlorofluoro-
carbons in the atmo-
sphere chewing at our
planetary sunscreen.

Deforestation, deser-
tification, air and water
pollution... economic
concerns may have
pushed environmental issues to the
: back burner today, but those problems will
] O (O O o o still be there, only worse,

tomorrow. Surprisingly, how-
ever, they play little part even in the dark near futures of
Cyberpunk and Shadowrun.

Despite that rather odd omission, the award of “nearest
to what the future may really hold” has to go to Cyberpunk.
Its technology and politics are both firmly extrapolated from
the present day in the best hard science fiction tradition.

Does that mean we should be buying our assault rifles
now and hunkering down in the woods? Not necessarily.
Cyberpunk may be the most plausible, but that hardly means
its postulated future will come to pass. In a way, Cyberpunk
is the flip side of those glowing stories about the wonders of
the 1990s that appeared in Popular Science in the 30s. Many
of those wonders actually came to pass, but problems came
along with them. For the sake of creating an interesting game,
Cyberpunk's designers have accentuated the threats of tech-
nological and political change without much leavening their
vision with the good things that could also happen.

The future as it really unfolds will probably have ele-
ments of both Popular Science gee-whiz and Cyberpunk ugh-
shriek. Genetic engineering, nanotechnology, virtual reality,
the “information superhighway,” space exploration, envi-
ronmental change, political change—developments in each
of these fields will reverberate through society and interact
with developments in other fields. ..

And who knows? Something else may come out of that
other, ever-popular field of human endeavor—left field—
and change everything.

All of which means that if you really want to know what
life will be like in 2020, you might be just as well off slitting
open a nice fat goat and studying the resulting mess.

Your prediction will probably be about as accurate as
anybody else’s, "

Edward Wilettis a/science and science fiction writer from  Reging, Seskatchewar Canad, who
has astrong inferest in What fhe future holds, sinca/he expecis folbe living there:
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As a longtime fan of green and red—no, | don’t use
Channel/Fireball—there were two cards in ice Age that
instantly caught my attention—Fyndhorn Elder and Tin-
der Wall. A Llanowar EIf that taps for two green mana? A
Wall of Wood that you can sacrifice for two red mana?
Heck, it’s like a miniature Dark Ritual!

Images of third-turn Craw Wurms and Forces of Nature
danced through my head—until | saw some of the new
Ice Age beasties. With its power-boosting ability, the
Shambling Strider puts the Craw Wurm to shame. And
the Scaled Wurm? Now that’s a big creature. Forget
Bayou Lightning (Killer Decks, InQuest #1), it's
time for Fyndhorn Fire!

As soon as | saw the Fyndhorn Elder,
I knew | had to have four. So | quickly
picked up three more and
formed the basis of my deck.
From there | decided to go
all Ice Age. Tinder Walls, Fynd-
horn Elves, and Jeweled Amulets
all gave the deck accelerated mana
production, but the real fun was
deciding what to do with all that mana.

The basis of green is creatures, so |
couldn’t ignore some of the larger ones. At
eight mana, the Scaled Wurm is a little over-
priced, but it’s not too hard to get him out on
the fourth turn with a decent draw. A typical start
goes something like this: tap your first-turn forest to
power a Jeweled Amulet or summon the Fyndhorn

B By Jeff Hannes
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Elves. Play a forest and tap everything on
the second turn to play a Fyndhorn Elder.
Play a Tinder Wall on the third turn, and
load up the Amulet if necessary. On the
fourth turn, sacrifice the wall, tap the Elder, and tap
four lands for a total of eight mana.
Bang! Instant Wurm.

It's even easier to get out
Shambling Striders, and it's no
problem finding mana to
pump them up. The real
beast of this deck, though,
is the Karplusan Giant. With
a deck full of snow-covered
lands, his special ability
(tap any snow-covered
land to give him +1/+1)
makes killing Carrion
Ants seem as easy as
walking around a pic-
nic ground. Using the
procedure outlined above,
it's pretty easy to get the Giant out on
the third turn, although sometimes it's best to wait a
turn so he doesn’t get Incinerated or Bolted. Giant
Growths give your creatures some added punch, and if
your opponent has blockers, Aggression lets you plow
through them like stray weeds.

And of course, once you've gotten all those huge crea-
tures out, you should have plenty of extra mana to styff
into a Lava Burst or Hurricane. So long, Serral With g
that green mana, Forgotten Lore becomes just a5
good as a Regrowth.

There are a few other cards that provige
some nifty tools. One of the game’s most ver
satile cards, the Icy Manipulator, can help
you deal with problem cards like Ice Floe
and Pit Trap. The Jester’s Cap is a myst
for any serious lce Age deck, as it can
provide the crushing blow, | your
opponent's relying on Swords
to Plowshares or Terrors tg kj||
your creatures, remove three of
them from the game.

The Ice Cauldron is another artifact
that can help deliver the coup de gréce, ang
its uses in this deck are many. If you're having
trouble pulling mana producers, use the Cauldrgp
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to store mana for your big creatures so T HEME DECK '}'i-'.":'r"'-'-'- """ "IO“I—- """"""""" -'-'i"-'- """"""" .'-'.'"('-','"-'; """""""" :

you can get them out faster. Another
option is to load all of your mana into
a Lava Burst or Hurricane when you put
it on the Ice Cauldron. Then, when you
actually cast the spell, you can do twice

as much damage. Just remember, it's
almost always in your best interest to

use the Cauldron at the end of your L

opponent’s turn. That way, you can
save your mana for anything that might
happen until then.

Finally, there’s one card here that's
probably got you scratching your head:
the Orcish Librarian. Don't knock it! Once
you've got enough mana, Tinder Walls
and lands aren’t going to do you much
good. Use the Librarian to make sure the
next card on your library is something
you actually want. (Just don’t use it too
much, or the ravenous Librarian will eat
your whole stack.)

Of course, the key to winning with
a tournament deck is the sideboard, and
Fyndhorn Fire's supporting cast con-
tains some killer cards. The best card in
the sideboard is Anarchy, which can
crush anyone relying heavily on white.

If your opponent’s playing blue, he may

quickly regret having to face you.
Between Pyroblast, Monsoon, and
Thoughtleech, even the most devious
of blue mages will have his hands full.
Having a problem with enchantments?
Throw in another Essence Filter to han-
dle the job. A couple of Shatters should
ward off any offensive artifacts, and
Whiteout should keep even the tough-
est fliers at bay.

Overall, this is a deck with which
you can have a lot of fun. Be creative.
Shuffle in some new creatures and
spells, or add your favorite artifacts

and enchantments. Fyndhorn Fire

should provide enough amusement to
last an ice age!

this overplayed movie at least seven times?
long before | realized that the only good card | could find was War Mammoths, for Snuffleupagus, of course.)

had to be done. Dorothy, Toto, the Scarecrow—they're all here! We even made room for the flying
monkeys (with a little help from our friend the Stone Giant).

: actually playable? Uh, it'd do pretty well against my muppet deck. As for true compefition. ..
you'll have to judge for yourself.

Jeff Hannes, who's interning for InQuest, will shortly be asked to put
his money where his mouth is regarding that Bayou Lightning crack.

Snmewhara Duer l||ﬂ Ilamlmw

At long last, Wizard Press is off o see the wizard!
That's right: this month’s theme deck is based on none other than The Wizard of 0z. Who hasn't seen

(1 originally tried working out a theme deck based on Sesamre Streetand the Muppets, but it didn't take
The Wizard of Oz... Well, let's just say that when | got a look at the ce Age Shatter, | knew what

0K, so the deck’s not totally accessible or tourney-legal (yes, it requires fwo Mox Rubies), but s this

well,

(AST OF CHAR : Fr@LWQ!i‘li%‘lﬁ 1 Melting (Oh, what a world!)
1 Ludy EV“"QEI“ (The 9"' DETICESIESA 1 Morale (Even lions can use
the rainbow. ..it's perfect!) 1 Adventurer's Guildhouse

a boost every now and then)

1 itch!
(Take that, you nasty witcht) .

1 Arcum’s Weathervane

1 Snow Hound (There are only
so many summon dog cards)

1 Scarecrow L.:r: g:; :ii]:;]('l;; witch glm:’;iszi:l'z:n(‘;};m S0
1 Brass Man ——— 1 Rust (0il1)

1 Savannoh Lions (If 1 only had a brain!) 1 Shatter (fce Age artwork,
2 Sabretooth Tigers 1 Chaos Orb of course)

2 Balduvion Bears (Oh my!) {“Wha dares to disturb me?1”) 1 Wings of Aesthir

1 Sorceress Queen 1 Gity in a Bottle {More flying monkeys!)
{The wicked witch of the West) (The Emerald Gity)

2 Barbary Apes (Monkeys) 1 Dark Heart of the Wood LAND]

1 Stone Giant (Tin men have feelings, too) 4 Bayous

(Make them flying monkeys!) 1 Desert Twister (“1 don't think 4 Deserts

1 Ironroot Treefolk we're in Konsos onymore...") (Follow the yellow brick road)
(“Don’t pick my apples!”) 1 Farmstead 2 Plotenus

2 Kobolds of Kher Keep (Speaking of Kansas) 1 Rainbow Vale
{Munchkins!) 1 Field of Dreams 9 Sovannahs
1 Prodigal Sorcerer (Yooawwwwn. ..) 2 Toiges

(The grond old wizard himself)

1 Shyft
(It's o horse of a different color!)

1 Flying Carpet

2 Tropical Island
{The broom's in the shop) pical Islands

2 Tundra
1 Underground Sea
1 Volcanic Island

1 Ice Cauldron (“I'll get you, and
1 Verduran Enchantress your lttle dog, too!")
(Glenda the good witch) 1 Infinite Hourglass

(Time's running out!)

Jeff Hannes
Moviegoer
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Ray of Command

i By Jeff Hannes

Peculiar and powerful
uses for some of Magic’s
more versatile cards.

If you hate playing against blue mages, /ce Age only
made things worse. On the other hand, if you enjoy
playing blue... well, it probably didn’t take you too
long to figure out that Ray of Command is a great card.
It's also common, so picking up four of them should
take no work at all.

However, if you're just using this obnoxious spell to
take control of your opponent’s creature for a turn and
attack with it, you haven’t been using the Ray to its full
potential.

Here's a simple trick that's sure to get sour looks
from your opponent. Wait until your opponent declares
her attack, then take control of one of the attacking
creatures and use it to block. At the very least, you
should be able to knock off one of your opponent’s
creatures this way; with any luck, you can kill two birds
with one stone.

Although Ray of Command works pretty well by
itself, its true strengths come out when used in combi-
nation with other cards. Take a look at a card like the
Minion of Leshrac. Its ability—tap to destroy target land
or creature—is great, but the upkeep cost—the sacrifice
of a creature—can really be a drain. However, throw a
couple of Rays of Command into the equation and
you've got a pretty lethal combination. Use the Ray to
take control of one of your opponent’s nasties during
your upkeep, then feed it to your drooling minion.
Doesn’t cost you a creature, and tastes even better than
an Ornithopter!

Untap target creature opponent

in control of it until
I creature can

controls and
end of turn.
attack or use abilities that require
@ as part of the activation cost.

| When you lose control of the
creature, tap it.

Of course, the Minion is just one of many cards in
Magic that requires the sacrifice of a creature. There’s
also Lord of the Pit, Ebon Praetor, Hell’s Caretaker, Kjel-
doran Dead, Soul Exchange, and Hecatomb, to name
just a few.

Need to get rid of a creature permanently, instead
of just Unsummoning it? Play Siren’s Call during your
opponent’s turn, then Ray of Command the creature you
want to die. It won’t be able to attack, so poof! There
it goes, drawn into the depths of the sea by the call of
the mermaids. Another not-so-friendly combo includes
either Juxtapose or Gauntlets of Chaos. Take control of
one of your opponent’s lesser creatures with the Ray,
then swap it back to him for an even better creature
that you get to keep for more than one turn.

Another card that can work well with the Ray is the
red-hosing enchantment Wrath of Marit Lage. This taps
all red creatures in play, and prevents them from untap-
ping. Say your opponent’s got a Shivan Dragon that
he’s keeping untapped for defense. Use the Ray to send
the Shivan his way for some hefty damage, and then
watch your opponent grumble as he realizes that he
won't be able to untap his grounded dragon. Ouch!

There are plenty of other cards that work well with
Ray of Command, but the two that work best are Dia-
mond Valley and Berserk—especially if you have both
of them. Remember, the Ray’s controlling influence
Jasts until the end of the turn, so you can attack with the
stolen creature or use its ability.

If you attack and cast Berserk on your stolen beastie,
it will die—but not until the end of the turn. That means
you can sacrifice it to the Diamond Valley for some
quick life before it retires to its owner’s graveyard.

You can also try stuffing it in a City of Shadows or
Ashnod’s Altar if you're short on mana. Or heck, stuff
it in there even if you don’t need the mana—as long as
your opponent doesn’t regain control of their creature.

Ray of Command has dozens of uses, and a lot of
them aren’t even evident until you check out the abil-
ities of the creatures you take control of. Did your oppo-
nent just play a Prodigal Sorcerer that’s going to waste
your Phantasmal Mount next turn? Take control of the
Prodigal Sorcerer with a Ray of Command, then have
the Sorcerer do a point of damage to himself. Better
luck next time, Tim.

OK, so you get the point. Just remember one sim-
ple rule when using the Ray of Command: if your oppo-
nent gets her creature back in one piece, you‘re not
using this spell to its full potential. So go ahead: load
some Rays of Command into your deck, and be the
scourge of all your friends! @

leff Hannes spent the summer working for InQuest, where he marked every room with his scent.




>~ PERDONEME, SENOR,
PUEDE DECIRME: cQUE ES
UN ORNITHOPTER?

B Mmmm. B stew. Yknow, it

tastes like chicken.

] Geez...haw much salt

would it toke to kill

this thing?

2

Q: If | Sleight of Mind a Crusade, then
cost Remove Enchantments to bring it back
to my hand, does the text revert fo “white”
when | re-cast Crusade?

—2B. Loke, Cyberspace

A: Yes, it does. Cards that leave play have
no memory of a previous existence.

Q: If a Green Ward is cast on a creature
with Instill Energy on it, would Instill Energy
be destroyed?

—S. Travis, Taylorsville, KY

A: Yes, unfortunotely.

Q: If 1 have Botile of Suleiman, cast Ani-
mate Artifact on it, and then Regeneration,
what happens if | decide fo use its special abil-
ity? It says discard the bottle, but | have Regen-
eration on it. Can | save the Bottle only o do
it all over again?

—(. Meyers, Buffalo, NY

A: The assumption we've made is thot
the destruction is part of the activation cost.
Since there's no way fo inferfere with a cost
in Magic, this destruction is effectively a sac-
rifice. You can'’t regenerate the bottle.

0: Con a Cirdle of Protection: Red be used
to prevent all damage done o you by a Power
Surge, or do you have to spend a separate
mana for each untapped land?

—M. Smith, Crestview, FL

A: Paver Surge does ll its domoge ol once,
s0 you need only spend a single mana. It's
worded the way it is specifically for that reason.

Q: Could | give my Giant Slug snow-cov-
ered forestwalk or Pendelhavenwalk?

—C_ Wicks, Cyberspace

A Nope, only walking on regulor land
types like forest or mountain. But snow-coy-
ered lands ore considered basic lands, so o
forestwalker could tackle snow-covered forests
as well as typical forests.

Q: | have a Ley Druid and lce Floe in
ploy. My opponent attacks me with two crea-
tures. May | tap the lce Floe, keeping the first
creature topped and unoble fo untap, then
use my Druid o untap the Floe and fap the sec-

ond creature, keeping them both tapped?
—(_ Wicks, Cyberspace
A: Only the most recent target of the lce
Floe would remain tapped.

Q: My opponent has a storage land with
10 counters. | turn it into an Islond with Phan-
tasmal Terrain. Loter, he Disenchants the Ter-
rain. Does his land still have 10 counters on it?

—I. Ley, Jefferson City, TN

A: Yes.

Q: Can a Goblin Chirurgeon sarifice itself
fo regenerate o creafure?

—2D. Phelps, Grand Istand, NY

A: Yes. This is o recent change! A card
can sacrifice ifself to itself os long os it doesn’t
say otherwise, like Lord of the Pif.

Q: 1 have two Tetravuses in play. The card
reads that during your upkeep, you can move
each of the Tetravus’ tetravite counters on or
off the Tetravus, regardless of who contrals
them. So does that mean if my opponent steals
one of my Tetravuses with a Seasinger, | can
remove the fetravites from the Tetravus | lost
and transfer them to the Tetravus | own? Would
it now be a 7/7 creature?

—). Goodwin, Fort Davis, AL

A: No. You can’t put more counters on a
Tetrovus than it gives itself (i.e., three). You
can remove the “tefravites” as o response to
the Seasinger, though.

Q: I have a Force of Noture in play. Can
I skip paying four green mana during my
upkeep and use a Gircle of Protection: Green
to prevent the eight points of damage?

—C. Alexander, Franklin, TH

A: Yes.

Q: 1ap my Seasinger fo gain control of my
oppanent’s Deep Spawn. Then | sacifice the Deep
Spawn to my Homarid Spawning Bed and put
eight 1/1 tokens inta play. Do | still maintgin
control of all these counters ith my Seasinger?
And what happens if | untap the Seosinger?

—P. Natale, Sparta, N

A: You sucrificed a crenture you controlled
fo your Spavining Bed. They're your token creq-

1 v"l'ough gaming questions for Magic answered by the experts.

tures; the Seasinger hos nothing to do with it

Q: If my opponent has on untapped Royal
Assassin, and | use my Northern Paladin fo
destroy it, can the Assassin tap fo destroy the
Paladin before he's destroyed himself?

—aG. Carter, Ball Ground, GA

A: Yes. Both crentures would die.

Q: | have o creature with on enchantment
on it—say an Unholy Strength. My opponent
uses her Sorceress Queen on it. Does it become
0 0/2 plus the enchantment, or just 0/2?

—J. Chan, Oceanside, NY

A: 0/2 plus the enchontment,

Q: Do walls heal?
—D. Duffer, Cyberspace
A: You mean, like every other creature? Yes.

Q: 1 tap my Demonic Hordes. It's kept
from untapping with o Meekstone. When it's
my turn again, do | have 1o pay the BBB 1o
keep the Hordes from tapping and destroying
one of my lands?

—B. Paole, San Antonio, TX

A: Yes, you do have fo pay the upkeep cost,

Q: If 1 use o COP: Black fo protect myself
from the domage dealt to me by a Minion of
Leshrac, must | tap the minion?

—S. Johnson, Rolla, MO

A: Assuming you have no creatures fo
sacrifice and therefore must take the dam-
age, yes, it must tap.

Q: Can | use the Blinking Spirit's ability
10 return itself to my hand af any fime?

—A. Pullin, Posadena, CA

A: Any time fast effects can be used.

Q: Can Pestilence kill a White Knight thop
has protection from black?

—8B. Fozzio, Cyberspace

A: No.

0: 0K, I've got Enduring Renewal in play
with an Atog ond an Omithopter. | sacrifice the
Ornithopter to the Atog o pump him yp,
Because of Enduring Renewal, the Ornithopter



doesn’t go to the graveyard, but back into my
hand. Con | keep casting and sacrificing the
Ornithopter to the Atog over and over again to
make him infinity/infinity?

—"Batlmaster,” Cyberspace

A: Until we publish the errata on Endur-
ing Renewal, yes.

Q: The wording on Nameless Race says:
“Effects thot prevent or redirect damage may
not be used to counter this loss of life.” My
question is, can | use a Reverse Damage on
this loss of life?

—SamMartial, Cyberspace

A: Loss of life is not damage, so no.

Q: If my Sentinel blocks a Carrion Ant
(0/1), which loter inflates itself during com-
bat with two mana (2/3), does the Sentinel’s
toughness increase as well?

—Jimnasium, Cyberspace

A: No. When blocking or being blocked
by o creature with Firebreothing (or similar
power enhancing abilifies), the Senfinal must
thoose s toughness as a fast effect. That tough-
ness must remain constont, barring further
spells or effects, until the end of the phase.

Q: If | cast Recall and it's countered, do |
lose the cards 1 set aside to be sacrificed?

—Brian Caldwell, Stony Point NY

A: Well, according 1o the WotC database.. ..

ERRATA: Recall should be read as follows:
“Choose and discard X cards from your hand
to take X target cards from your graveyard
and put them into your hand. Remove Recall
from the gome.”

Note that you choose the cords when Recall
is played, before it would be countered. If it torns
out somehow that not afl of those cards are in
your hand when the effect resolves, you discard
the rest of the chosen cards but get no cards back
from the graveyard. If Recoll fizzles on one of the
target cards, it will work normally on the others,
just as with any mullitorgeted effect.

Players concerned about their opponent
cheating in this way (i.e., just deciding which
to discard when the effect resolves) should
agree on some sort of protacal for keeping
frack of which cards were selected. For exam-
ple, the hand might be divided into two groups
for the duration: the cards selected for Recall,

and the cards not selected. )

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 ¢/0 InQuest
151 Wells Ave.
Congers, NY 10920

Include your full name, address, and
phone number.

Q: How do | tell which cards affect which characters? I've got o Police Station that can
turn and maintain to add +2 to the Fighting of any Cop, but who is a Cop and who isn'1?
A: We left a paragraph out of the rules. The paragraph infroduced the term “designator.”
Here's the paragraph that's going back info the rules os soon as we reprint the rulebook:

Designators: Words that appear in the name and subitle of a card are that card’s
designators. Sublitles are the first line in the rules text. Many effects farget cards with spe-
cific designators. For instance, the Undercover Cop gets +1 Fighting for every Cop char-
acter in play. SWAT Team counts as a “Cop” thanks to ifs subfitle: “Cop Pawns.” Maverick
Cop counts as a Cop because of her nome. But the Buro Official does not count as a Cop,
since his subtitle is “Vile Buregucrat.”

Q: Do characters have fo turn to infercept?

A: No. Characters are normally able fo intercept attacks aimed af targets of the same
|ocation. If you want a character to infercept an attack gimed at a different location you
have to move the character to the other location in order to declare them as an intercep-
tor. Usually it's necessary to furn a character in order fo change their location and infer-
cept, but characters with Mohility can intercept attacks ot any location without turning.

Q: Are resources spent like Power?

A: Using a resource to play o card does not decrease your resource pool. Power is gen-
erated and spent tum by furn. Resources gather in your pool. The only way to perma-
nently lose a resource provided by o character or a resource-providing site is for the
character or sife fo be foasted. Characters or sites that are returned to your hand also sfop
generating resources, but since they can be played again, that's usually temporary.

Q: Can a single defending choracter intercept more than one attacker per attack?
A: No, each intercepting character may only intercept one attacker per attack. But mul-
tiple defenders can arrange themselves in a chain and intercept the some attacker.

0: Does an intercepting character do its damage to ol attackers or just one?
A: Just one unless you have a card that changes this like Whirlwind Strike which allows
you to intercept another character once the round of combat has ended.

Q: The Unigue Auction system is somewhat confusing. What is it used for and how
does it work?

A: What you can do with an Unique Auction is allow yourself or anather player fo
control a Unique character, while taking that choracter away from someone else. When the
second copy of the character, say Sun Chen, comes info play, the person who has played
Sun Chen must pay one extra power to begin the audtion. Anyone on the board can enter
inlo the auction putting up an appropriate amount of power. The winner of the oudtion pays
the power (the losers don‘t) and he has the option of saying who keeps the character in
play and who loses it. If the player who had the character in play loses i, it is smoked; if
the new character loses, it is fousted. So there is a price to pay for starfing an oucfion and
losing it.

Q: Say | attack with my Shaolin Master and my opponent uses the Kinoshita House,
does this make my attack unsuccessful?

A: Yes, because the definition of o successtul attack is one that DAMAGES the farget
that was chosen, not that it actually happens.

We'd like to thank Rob Heinsoo for all of his
help on this month’s Stumpers Spotlight, and
hope that Operation: Killdeer does not get to
him too.

Feng Shul Sie 2
“f el rewiombor tha it o
séwl e { agupcd t, fack iy
& wos yesentay fack whind
aheust

B Hey, you're on sacred
ground now buddy.

Careful where you pee.

Friends of the Dragon

B Hey...thal guys gota
comeral! Everybody. ..

strike o cool kung-fu pose!
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THE WIZARDS

“They first appeared. in Middle-earth about the year 1000 of the Third Age, but for long
they went about in simple guise, as it were of Men already old in years but hale in body,
travellers and wanderers, gaining knowledge of Middle-earth and all that dwelt therein,

but revealing fo none their powers and purposes.”

—“The Istari” Unfinished Tales, p. 405

Middle-earth: The Wizards™ is ICE’s simple, elegant,
and intriguing card game for one to five players set in
Tolkien’s epic fantasy world. Players design their own
unique decks and compete in a fierce struggle against
the forces of Sauron, the Evil One. Each plays one of
the five “Istari”(Wizards) sent by the Valar to right the
Balance of Things in Middle-earth:

—Gandalf the Grey, servant of Manwé, the Lord of the Sky
and King ofi the Valar;

—Saruman the White. servant of Aulé the Smith and Eather
of the Dwarves:

—Radagast the Brown, servant of Yavanna, the Mistress of
Growing Things:

—Alatar the Blue, servant of Oromg, the Hunter: and

—Pallando the Deep-blue Istar, servant of Mandos, the Iord
of Doom.

Published by Ikox CROWN ENTERFRISES, Ines (ICE), PO Box 1605, Charlottesville, VA 22002
USA. the exclusive worldwide license holder for adventure games based on JR.R Tnlk_i;n':

The Hobbir and The Lond af the Rings.
Curd Graphics by Derek Carbonneau,

Copyright © 1995 TOURIEN ENTERFRISES, 0 division of the' Snul Zaeniz
The Middle-carth: The Wizards. The Hobbit, The Lord of the Rings,
characters and places therein—are trademark properties of Tolkien
and places derived from the works af LR.R. TolKien are common |
license from HarperCollins, publishing successors to Unwin Hyma
Unwin. L., London. UK. All'rights reserved, ©

Company, Berkeley, CA.
and Middlesearth—and all
Enterprises; All characrers
aw trademarks used under

0. Lid. and George Allen &

In Middle-earth: The Wizards" your Istari influences
characters. who form companies and fellowships and journey
afar to gather “resources”—including allies, factions, arti-
facts, and lore—all in an effort to strengthen the cause
against Darkness. Their daunting mission involves avoiding
a host of “hazards,” including strange enchantments and
environments, foul beasts, terrible monsters, and the fell
minions of the Lord of the Rings. The struggle requires a
constant balance of power and secrecy, strength and stealth.
and speed and restraint. After all, the lure of the land and
the senses and the risk of “self-corruption™ present powerful
dangers to the Istari’s noble cfusade.

MIDDLE-EARTH: THE WIZARDS'

ICE’s Collectible Card Game Based on
- J. R. R. Tolkien’s Epic Tales of
The Hobbit and The Lord of the Rings

Iron Crown Enterprises, Inc.
P.O. Box 1605
Charlottesville, VA 22902
(800) 325-0479 or

FAX (804) 977-4811

eMail: VAICE @aol.com
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i By Buddy Scalera

PBMGAM

CoMPUSERVE AND GO:

PBMGAM COMPUSERVE AND GO:

Magic by E-Mail

Got a week or two to spare for a Magic game? That's
the kind of time you'll need if you decide to partici-
pate in Play-by-Mail Magic games on your computer.

Y'see, this game is different from your standard
Magic games in that each turn is played by electronic
mail (e-mail). | gave it a whirl on CompuServe's
PBM/Board/Card Game Forum. To get there, you
key Go: PBMGAM.

If you're into quickie games, you can forget PBM.
This form of play is basically for people who may not
have any opponents locally.

To play, you need to download one of the two
rules files in the Magic Games Library. | used
Magic.PBM, a text file that explains how to play in
easy-to-understand language.

Although it wasn’t really necessary, | also utilized
the Deck.ZIP program for DOS, which allowed me to
track my deck and shuffle my cards. If you're only
playing one game, this particular program isnt nec-
essary. | was adventurous and took on two chal-
lengers in separate games, so the program came in
really handy.

For the most part, games are played on the honor
system. Nobody asked me to submit a list of cards to
a moderator. (Tournaments are different: the games
are moderated, and card lists are submitted by players.)

By the way, if you're inclined to make the neces-

Take a shortcut on the

electronic highway:
NetGames spotlights the

Web's best games.

sary effort, there is a fairly ingenious
program that ensures that players
cannot cheat (using a password sys-
tem that allows your opponent only
to look at select cards). The pro-
gram, Deckpw.ZIP, is also in the
Magic Games library.

On the downside of PBM Magic,
you're basically playing a card game
without seeing the pictures. | found
that keeping notes on which cards
my opponent and | had out was
very helpful.

The benefits, however, are obvi-
ous. You play when you want, and
you enjoy the luxury of taking your
time between turns. You never have
to worry about watching some dork
sitting across from you rolling his
eyes because you're taking too long.
Also, | got a real kick out of playing
a hand at midnight just before bed.

E-Notes

Mo’ than Magic: CompuServe’s PBM/Board/Card
Game Forum isn't limited to just Magic. In fact, Diplo-
macy, Star Fleet Battles, and several other strategy
games seem to be more active than Magic. Rules and
strategies pack these libraries, and opponents are
abundant.

Three Wishes: Recently, GEnie was granted a
gamer's wish: the contract for an on-line Magic forum
(“Worldwide Magic,” News & Notes, InQuest #5).

Although cybersurfers on CompuServe, America
Online, and Prodigy can all play Magic on-line, only the
GEnie service will provide a graphics-rich environment.

GEnie already boasts active company representa-
tives from White Wolf, FASA, LucasArts, West End
Games, and TSR. Most of this can be accessed by click-
ing on the Games icon and going to the Scorpia area.

Book ‘Em: If you're tired of using aaagonizingly
slow Web browsers and search tools to find the games
you want to play, throw the book at them. The
NetGames book, that is. NetGames: What's Playing
in Cyberspace is billed on the cover as “The Guide to
Games People Play on the Electronic Highway."”

NetGames, published by Random House and
Michael Wolff & Co., does everything a good Web
browser should: help you find the stuff you want to
use. In fact, it's a good starting point for gamers who
want to get on-line for the first time.

It has chapters for frequently asked questions,
roleplaying and adventure games, action games,
strategic games, and multiuser dungeons. It's become
a resource for InQuest office drones with a computer
and modem.

Things that Make You Go “Hmm": Wouldn't
an Ironroot Treefolk with Firebreathing be, shall we
say, a bit of a fire hazard? Why doesn’t a Whippoor-
will fly?

These questions and more are raised on the Magic
Imponderables page on the Web (http:/www/its.-
bldrdoc.gov/~bing/impond.html). It's a great way
to get a quick chuckle at the expense of Magic's
designers.

The Imponderables people welcome your clever
ironies for the board. To submit your idea, e-mail
“Imponderables” at bing@its.bldrdoc.gov. And please
send us a copy. We could use the laugh. @

Buddy Scalera (WizardTGTC@aol.com) hopes to be elected the first female pres-
ident of the UL.5.
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BACK To SCHoolL MQUES I COATEST

Awww. Labor Day weekend has just passed by, and we all know what
that means: school. No. 2 pencils. Biology Il. Cafeteria food. Teachers
with big ol’ frumpy butts. No, school ain't exactly the most fun thing

in the world.

But there’s always that wonderful little slice of the day, one that
doesn’t exist in the summer, one that we like to call “after school.”
And “after school” is the perfect time to gather a bunch of buddies
and do neat things like play Magic: The Gathering—especially with
the new lce Age and Chronicles sets burning up the shelves.

Heck, you might even want to make after-school Magic a regular
occurrence. You might even want to make it an official type of thing—
like a club. Then, and only then, can you combine fun and schooling into

the trip of a lifetime.

“SAY WHAT? TRIP of A |

LiFE TiAAE?

JUST WHAT Do | GOTTA bo?”

Simple. We want you to set up an after-school
Magic: The Gathering club. And since you're set-
ting it up, you get to be the president, too. Not
a bad deal, eh? All you have to do is sign up five
members (excluding yourself) for your club, and
you're officiall

But to enter the contest, you've got to send
us your bona fides. Here's what we want to see:

1) The name of your club.

2) Its charter. C'mon, you know you need a
charter with rules and stuff.

3) Your name and the names of the five (or

morel) other people you sigh up.

Ssm"QUEST

4) The name and address of the school you're
affiliated with—uh, with which you're affiliated.
(Sorry, Mr. Churchilll)

That's it. Now wasn't that easy? You can be
from any echool from elementary school straight
through to college. And don't you out-of-school
types start whining, either, ‘cause you can par-
ticipate too. Heck, if you're not in school, start
a club with your friends who are. Or your kids. Or
your friends’ kids. Or... you get the picture,

Entries from presidents of all valid clubs are
put into a random drawing, and lucky winners can
walk away with some great prizes.



Ya mean | don’t gotta go to school, and I'm still
gonna get a scholorship? Count me inl -~ .

Gl‘(l n d Pl‘i Z €@ (0ne winner): One lucky
prez will receive the first-ever Wizards of the Coast Magic scholarship—a chance to bring even greater
knowledge o their club by graduating from WotC University! The club president and one associate will come to Wizards of
the Coust headquarters for a weekend of learning and mastering Magic: The Gathering and all those other neato Wizards of the Coast

games. Upon completion of schooling and tesfing, the president and associate will receive a diploma from WotC University. Your round-trip trans-
portation and lodging are paid for by the scholarship. Clear a date on the calendar—this little educational sojourn (look it up) takes place from
December 8 through December 10, 1995, and there are no subsfitute dates. See The Legalese for more important info.

[ ]
Second Prize (10 winners): Ten club presidents will receive a package of Magic: The Gathering good-

ies for their club, including posters, T-shirts, calendars, and a brand-spankin’ new box of Magic: The Gathering

H@MGBNDS booster packs. You'd better share and share alike or you'll be voted out.

Fill this sucker out, attach it to your club

information, put it in an envelope, and send to:

Magic: The Gathering Back to School /nQuest Gontest,

c/o Wizard Press, FO. Box 118, Congers, NY 10920-011&

Contes t Entry FoermV

Deadline is October 31, 1995

15, 1995. Wo cotch you moking up nomes ond we'll bust your head with a rock .
i For a list of winners, availoble ofter November 15, 1995, send a self-cddressed stomped envelope to: Mogic: The ==
Gathering Batk to School inQuest Winners, /o Wizard Press, P.0. Box 118, Congers, NY 10920-0118
. This month's contest is sponsored by Wizards of the “
i Coast, people who are willing to teach youv a thing or >
Y two ahout Magic.

Class you're most likely to skip
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No purchase necessary. Contest l&%n 1 anyone except employees of Wizard Press, Wizards of the Coost, and . 1
% .
their immediate families or my old 12th grade physics teacher who gave me a C-. So what if | skipped half the o : Home: it
semester? Print your name, date of birth, address, city, state, ZIP code, ond telephane number with area codeon ¢ :
the official entry form or a 3-by-5-inch index cord, ond attach to your club info. Enter os many limes os you like. &= : Date of Birth:
Mail each entry separately to: Magic: The Gothering Buck to School InQuest Contest, ¢/o Wizard Press, P.0. Box ~ w :
118, Congers, HY 10920-0118. Ho mechanical reproductions of completed forms will be accepted, but youan €9 :
phetocopy the entry farm before filling it out if you den't want to mess up your magazine. All entries become : Address:
praperty of Wizard Press, ond nane will be returned. All taxes (federal, state, and local, if any) will be the - :
tesponsibility of the prize winners. Ho cosh equivalent or substitute prizes will be offered. Prizes are owarded in : G
ity:
the nome of contest winners and are not transferable. The law says that no matter whot happens to cafeterio 1 ¥
1 i S x : |
‘F food, even if like, o janitor loses his hand in the vat of sloppy joe sauce, they can still serve it 1o you. So watch |
{ yoursell. Offer void where prohibited, regulated, or restricted by low in o manner inconsistent with the purposes : State:
B ond rules hereof. Grand prize winner must be 18 years of age or older unless associate is parent 5 :
f or legal quardian of winner. All enfries must ba received of contest headquarters by October 31, 1995, Wir- }
ord Press is not responsible for lost, late, misdirected, or mufilated entries, Odds of winning will be determined : 1IP:
by the number of valid entries received prior to the closing date of the contest. Prize winners will be selected by : {
random drawing among all properly completed entries by Wizard Press. Drawing will toke place on November Sl — )
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Meet fantasy illustrator
"¢, Rob Alexander

“I blame my second grade teacher,” 29-year-old illustrator Rob
Alexander says when asked what interested him in fantasy. “I had a
teacher who, for half an hour a day, would read to us to keep us out of
trouble. She got through The Hobbit and The Fellowship of the Ring before
the end of the year. lllustration was something | just grew up doing.”
Ontario-born Alexander trained at Alberta College of Arts in Cal-
gary and the School of Visual Concepts in Seattle, and continues to
take courses he feels he needs. His first professional work was for OnSpec
magazine, and he did several paperback covers for Pulphouse. Recent
works include paperback covers for Deathscape (Berkley) and The Knights
of Cawdor (HaperCollins), two covers for the Primal Order reference
guides from Wizards of the Coast, ang “Magic cards up the wazoo.”
His primary influences are the great masters Rerbrandt, Yermger,
and German landscape artist Casper Friedrich. He admires the 18th-
century Hudson River Valley school, Particularly Albert Bierstadt and
: Frederic Church. Contemporary ilustrators he respects include Richard
Career Highlights: Poperback covers for i Berry, James Gurney, and Don Maitg,
: Now based in Seattle with his wife Susan, also an artist, Alexander is

experimenting with oils, but normally works in watercolors, even for his
preliminary sketches. Recently,

Name: Robert James Alexander

Births June 15, 1966, in London, Ontario, Canada

BBy William Wilson Goodson Jr.

Occupation: lllusirator

Base of Operations: Setile

Deathscape and The Knights of Cawdor

he Painted cards for two new trading
card games: the Shadowfist martial-arts game from
Daedalus Gameg and Legend of the Five Rings, setin
feudal Japan, frop, Alderac Entertainment:
Research for these projects included mostly pho.
tographs ang Video, not Asian art, since he was

using a familiar realis mpfith Shadowfist
Alexander explaing

tic style.
“We faced the problem: should
WEHAS Chir‘ese-style brush-painting technique
ora western.stwe realism? That's always @ ques.

tion w!.1en dealing With a cylture that has @ differ.
ent artistic tradition "

N Seeing his book Covers on a rack is @ big thrill for
b et":”der, A haliy having a lot of fur WiiGAwe,
utfuture projecy he would like to trY include chj|.

dren’s b ; ;
00ks |“U5t1-ati0ns and matte paintlﬂg, Prob-
ably for fantasy g, o

y

Wanyc T Gubariog™ % W o e Coe Winasds o the (oo s o tegisieted wodemers. Some axtwor may e protedied oy odditonal copyrights. Photo by Patida tamatsy Coopes.

Top: Arfist Rob Alexander. Bottom: Soul Kiss from Ice Age.
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Top: Spectral Cloak from Legends.

Bottom: Illusionary Terrain from ee Age.

Inset: (left) Floral Spuzzem from Legends.
{right) Sea Spirit from: fce Age.

Favorite work of your own...

The Spectral Cloak
card from Legends.
The last large
painting I did was
for the cover of
House of Hermes, a
module for Ars
Magica [from

. WotC]. It didn't
print very well, but
the painting looks
really good.

Favorite
work by
another
artist...

“Heart of the Andes” by Frederic Church.
It's one of those landscape paintings that is
about 6 feet by 10 feet, and you walk away
thinking it is about 50 feet by 200 feet.

The one person you’d most like
to meet...

There is something about the way Rem-
brandt paints, | would like to lean over his
shoulder for just a week or two.

Your favorite munchie at
2 a.m....

A cup of tea and pasta. Usually if |
have some for dinner, | save some,
because | get hungry about 2 a.m.

Things you collect...

Art books. | have started collecting dried
and mounted bugs. Like most artists, | am
working on my oewn natural history
museum, things that at some point you are
going to want to know what they look like.

Favorite pastime or hobby...
Painting. | enjoy that more than anything
else. My other hobbies include getting out
in nature, hiking and camping.

Costume worn the last time you
went frick or treating...

| used to dress up as a wizard to give out
the candy.

Last good book you read...
The Magician series by Ray Feist.

Last good movie you saw...

Rob Roy. My ancestry is Scottish, and | love
pictures of Scotland.

Favorite fantasy character...
Strider [from Lord of the Rings]. Later in the
book, he turns out ta be the king, but | liked
him most as the ranger.

Fantasy character or
creature most like you...
A lot of people have come up
and told me | look like an elf. |
think they are thinking about
the Tolkien characters rather
than the traditional fairies.

£ G
S Ny,
— oo

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

I would make myself immortal so that |
could draw for the rest of my life. | love
painting and drawing so much; everything
in my life tends to revolve around that. |
would be able to play with it and enjoy it
for years and years. o
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Examples involving the tasting of g spe xucﬂy the sume when you're

using an ability of the same type.
“Instant” means either gn jnstg

an activation cost but does no say that it s played as an miermpr

“interrupt” means aninferupt spell urn_

0 f]nylhul requires
an acfivation cost and s@ys that it is played os gn |n1 rrupt. Some card abil-
ities, such as the ability "odmw mana from g hasic Iund when you fapit, are

treated as interrupts because the ryfes say they should be.

A “fast effect™ i cihe o instant or an inferrupl. llﬁ'%?‘ s fhe card

specifically says otherwise, fost effects may be piuyed g};.glmm any fime in

the game, even when if's nof fh user's fur, b A

A “normal spell” g, enchantment (of any type, such as an

" No § SW ¥ 4

Fost Effedsj\ﬁﬂ
m;
d’ﬁbﬁﬁesure interchangeable. - .

*__enchant land or enchant artifact), a sorcery, tllLlI!‘Ilfﬂd urusummnnmg

i
These may only be cast during thn user's furn, and may not be useq i

“response fo a fast effedt, but otherwise are treated s instants when being

n‘;gell or a card ability that feﬂ“iim‘

cast. Once successfully cost, most normgl spells (with the exception of sorcerips)

‘produce péfmanents like creuiurgs or enchantments. These enchantments
ftan ﬁ :

Imes Ihui are fusiu acts and can be used even when ii's no;

a fust eﬁeﬂ withithe spegd, Dﬁ, nstan spel, as we also define it. "Y"ll wn't

abide bending the rules even g fiyl, bit, cross out “instant” and writg i

“noninterruptfosteffect® and everyshing l be kosher.)
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The Gotherng ™ &

ast effects come in two types:

interrupts and instants. Nearly all

of the various tap-to-do-this or pay-

mana-to-do-that card abilities are

Fast effects, and Follow the same
timing rules as instant spells. Since Fast
effects are the only things a player may
use during an opponent’s turn, almost all
timing arguments revolve around Fast
effects and their resolution.

Most timing problems happen when
players try to do several things at once,
then arque about the order. To Fix these,
they need to go back and break everything
down into steps. |F someone tried to cast
a spell out of turn or at an illegal time,
take back that move and everything that
Followed, and replay from that point. (Most
of the time, there’s no need to be so strict
and nit-picky about the exact order things
happen, but when solving a timing question,
nit-picking is crucial)

All our examples are From a duel
between Zorch Zapemfast and Nadia

Noyoudont. It is Zorch's turn.

Casting Priority

Fast effects aren’t really “faster”
than other spells, despite the name.
Since it's Zorch’s turn, any time he
and Nadia both want to cast a spell
or use an ability at the same time,
Zorch gets to go first—even if his spell
isn‘t a fast effect.

If Nadia wants to cast a spell dur-
ing Zorch'’s turn, she needs to ask Zorch
if he wants to de anything first, or he
can make her take it back and cast his
own spell. This rule was in flux for a while,
and even representatives of Magic’s
manufacturer, Wizards of the Coast, have
given conflicting answers, but that’s what
was finally decided.

Instant
When anyone uses any non-interrupt
spell or effect (even normal spells), it
goes through these steps:

1. Declaration. The player must say what
the spell or effect is doing and anything it
needs, like a target (which must be legal!)
or the value of X. None of these can be
changed later, and the caster’s mana pool
must have enough mana before starting.
This step can’t be interrupted.

2. Casting. Interrupts are legal now (we’ll
talk about them in another section), but

other fast effects are illegal. The original
spell can be interrupted lots of times—
step 2 lasts until the original effect
declared in step 1 is countered or until
no one wants to interrupt that effect any
more. Then the spell changes from
“being cast” to “successfully cast”—but
nothing happens yet! Once a spell is suc-
cessfully cast, it can no longer be coun-
tered or targeted, but it could still fizzle
if its target becomes illegal in one of the
next steps.

3. Responses. Both players may now use
fast effects “in response to” the original
spell. Each of these goes through its own
Declaration and Casting steps, but still
nothing happens yet. Step 3 lasts until no
one wants to use any more fast effects.
4. Resolution. Everything from steps 3
and 1 finally resolves, in last-to-first order.
If a spell or effect has an illegal target
when it resolves, it fizzles. No new effects
may be declared—not even interrupts—
and all damage waits for step 5 before
being applied.

5. Damage Resolution. If anything
caused damage, handle it now, follow-

ing the same rules as damage resolution
during an attack.

Here's an example, showing the steps.
Zorch wants to kill Nadia’s Prodigal Sor-
cerer (“Tim”), and damage Nadia a bit.
Before he can cast his spell, he has to have
mana in his pool, so he taps four Moun-
tains. Then (1) Zorch shows a Fireball card
and says, “Fireballing you and the Tim for
one point each.” The mana drains from
his pool, and the Fireball is now “being
cast” (2). No one interrupts. The Fireball
is now “successfully cast.”

(3) Nadia decides to respond. She taps an
Island, then her spell goes through its own
steps 1 and 2. (1) She shows an Unsum-
mon card and says, “Unsummon Tim.”
(2") No one interrupts. The Unsummon is
now “successfully cast,” and we're back
to step 3 again. No one has any more fast
effects, so we go on to step 4. The Unsum-
mon resolves: Tim goes back to Nadia’s

@€ e B E R’ A

hand. Then the Fireball resolves: Tim is
gone, but Nadia will take 1 damage. (5)
Nadia can’t prevent the damage, so she
loses one life.

Notice that damage is postponed, but
other effects, like destruction and burial,
aren’t. For example, (1) Zorch casts Red
Ward on Tim to give him protection from
red, and Nadia foolishly responds with a
Lightning Bolt. In the Resolution phase
(4), the Bolt resolves first, except for its
damage; then the Ward resolves. Then
the Damage Resolution phase (5) begins.
The Bolt's damage resolves, and the Ward
reduces it to zero. Tim lives. But change the
Lightning Bolt to a Fissure, a red spell that
buries the target creature. When the Fis-
sure resolves in step 4, Tim is buried imme-
diately. Then the Ward resolves, and fizzles,
since its target is missing.

The Icy Manipulator, Twiddle, and
other cards that tap things cause a lot of
confusion. You can solve it by remem-
bering that casting or activation costs
(including tapping!) are paid in step 1
(Declaration), but effects don’t happen
until step 4 (Resolution).

Example: Zorch casts Twiddle to try
to tap Nadia's Tim. Nadia responds in step
3 by using Tim's ability, since that’s a Fast
effect. She taps Tim For the cost. In step
4 Tim's poke resolves, then the Twiddle
resolves and does nothing, since Tim is
already tapped. It doesn’t untap Tim,
because Zorch said in step 1 that it was
tapping. Nothing said in step 1 may be
changed afterward.

Interrupts
Interrupts are a bit different. Most
interrupts, and all interrupts that don’t
target spells, resolve as soon as they're
successfully cast. Their casting steps go:

A. Declaration. Say what is being cast and
what it's doing, as in step 1 for instants.
B. Casting. The interrupt itself can be
interrupted now. This step lasts until no
one wants to use any more interrupts.

C. Resolution. If the interrupt wasn’t coun-
tered, it resolves right away—none of the
last-to-first business of other fast effects.

Notice that there is no Responses step
for interrupts, as there is for fast effects.
You may never respond to an interrupt
with an instant.

Tapping land for mana is an interrupt
that doesn’t target a spell, so it follows
these rules, too. Yes, it's legal to interrupt
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Example: Zorch tries to cast
ancther Fireball. This time, while
the Fireball is being cast (step 2),
Nadia interrupts it. First she (A)
taps an Island. (B) No one inter-
rupts‘the Island, so (C) it
resolves, and she gets the mana.
Now she interrupts the Fireball
again, using her blue mana to
(A) cast Blue Elemental Blast at
the Fireball. (B) No one inter-
rupts the Blast, so (C) it resolves,

countering the Fireball.

someone’s land tap.

Remember, interrupts may also be
interrupted themselves. So when Nadia
interrupts the Fireball with her Blast, Zorch
may interrupt the Blast by tapping a Moun-
tain and then interrupt the Blast again to
cast a Red Elemental Blast, countering the
blue Blast. If no one casts any other inter-
rupts, the Fireball resolves normally.

A Casting step may contain any num-
ber of interrupts, each one resolving before
the next is declared. Nadia could interrupt
the Fireball by tapping an Island, then using
a Ley Druid to untap the Island, then tap-
ping the Island again, and then finally cast-
ing Counterspell. (The Ley Druid’s ability
is legal to use because the card specifically
says that it may be played as an interrupt.)

There are two exceptions to the rule
about resolving interrupts immediately. One
involves someone interrupting one spell to
target a different spell. The rules do allow
this, but it’s messy and very hard to explain,
even for a trained WotC representative.

The other exception is when both play-
ers want to target the same spell. Any time
Nadia targets Zorch's spell, no matter
whose turn it is, once her interrupt is cast,
he has two choices:

Let the interrupt resolve (C). If he does,
both of them can still interrupt, but Zorch
isn’t allowed to target his own spell any
more. (Nadia still can.)

Example: Zorch casts Fireball (1), (2, A)
Nadia tries to Blue Elemental Blast it. (B) Zorch
puts Nadia's Blast “on hald” and uses a Death-
lace interrupt on his own Fireball, turning its
color to black. Then he lets the Blast resolve
(C); it Fizzles, since the target is no longer

red—or legal.

Put Nadia’s interrupt “on hold” and
target his own spell himself (B). If he does,
Nadia’s interrupt will stay “on hold” until
his interrupt resolves. Then he gets the
same two choices again.

In a few cases, the interdiction from tar-
geting your own spell once you let an oppo-
nent’s interrupt resolve hurts the original
spell-caster. Here's one: (1) Zorch casts Fire-
ball at Nadia’s White Knight, which has
protection from black. (2, A) Nadia inter-
rupts, targeting the Fireball with Deathlace
to turn it black so the Knight's protection
will stop it.

(B) Zorch has a Chaoslace in his hand,
which can turn a spell red, but it won’t
help here. He could (B) put the Death-
lace “on hold” and use his Chaoslace to
turn the Fireball red—but that’s useless,
the Fireball’s already red, and would
remain red after his Chaoslace resolved,
at which point (C) the Deathlace comes
“off hold” and still turns the Fireball black.
And once Zorch lets the Deathlace resolve
(C), he isn’t allowed to target his own
Fireball any more.

That's all there is to it! Next time an
argument comes up about fast effects,
just break everything down into these
steps, and you should be able to figure it

all out. @

Beth “BethMo” Moursund is Wizards of the Coast's representative on CompuServe, and has plenty of praclice at answering fim-

ing questions. Look for her and the lates! rulings in the Cardgomes and Cards forums,
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Q: May | summon a Benalish Hero and
put Holy Armor on her before my oppo-
nent’s Tim can kill her?

A: Yes. Before the Summon resolves, Tim
has nothing to shoot at. Once it’s resolved,
you want to cast Holy Armor and your
opponent wants to use Tim'’s poke at the
same time. Whenever both players want to
do something at the same time, the player
whose turn it is gets priority. So you get to
cast Holy Armor before Tim pokes. Tim's
poke resolves, then the Armor appears, then
the poke’s damage resolves.

Q: Can Twiddle save a creature from a
Royal Assassin?

AzYes. Effects resolve in last-to-first order,
and if a target becomes jllegal before an
effect resolves, the effect “fizzles.” The Assas-
sin may only target a tapped creature. If you
Twiddle to untap the creature in response
to the assassination attempt, the Twiddle
resolves first, untapping the creature, an
the assassination fizzles,

Q: Can | spoil someone’s spej| by casting
Mana Short after they tap mapa?

A: No, because Mana Short js an instant-
Tapping land for mana is an interrupt, and
you can’t respond to an interrupt with a"
instant. You can’t cast the Mana Short until
after they finish declaring their spell. At that
point, all of the mana for the spel| has already
been paid.

Q: What happens when gpe player Forks
a spell and the other Counterspells it?
A:lt depends UPON Who cast the origin?
spell. If you cast Disintegrate and | cast
Counterspell, you can put my counterspe“
#on hold” and Fork the Disintegrate- T
original Disintegrate will be cqyntered, P
the copy will still be there. on the other
hand, if | cast Disintegrate and you cast
Fork, | can put your Fork “p o1 4# while |
Counterspell my own Disintegrate, maki"d
your Fork fizzle. | can even fork my OW"
spell before Counterspelling ;. my Fork will
work and your Fork wil| fizzlel

Q: Can | stop someone’s pana taP_by
Chaoslacing and Blue Elemantay Blasti"®
their land?

A: No. If you cast before thEy tap, they can
tap the land as an interrypg oo g get e
mana before your spell resolyac and if Y
interrupt their ta.p with you spells, they $ i
get the mana, since destfoying the sou"
of an effect doesn’t counter 1 effect-
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InQuest: How did your ehildhood influence your art career?
Tim Brad street: | remember this Civil War book | saw in
grade school [with] paintings of the battles that went on in Get-
tysburg. [They were views from above showing] where this
guy's people were entrenched and where this general was...
That influenced me quite a bit. | drew that kind of
stuff until | saw Star Wars. It really influenced the hell
out of me and got me into science fiction. That's what
[takes you] from stick men to thinking about charac-
ters and building and defining the kind of direction
you want to go in.

Erowing up, did you play roleplaying games like Dungeons
& Dragons?

| did in high school. We had a great dungeon
master. He had this thick, resonant voice and a
great imagination. If not for him, | probably
wouldn’t have played. That’s how | kind of got
into, oddly enough, doing game art. Looking at
the work that was in there, it was all pretty sub-
par at best.

Getting into games was my plan for getting
into comics. What | wanted to do was get paid
while learning and working at the same time.
| looked at comic artist Tim Truman as an
example. | figured I'd wdrk my way up

RApove: Yim strikes a pose i his studio.

Below: Art for The Awakening, a card in Last Uni-
corn Cames’ Heresy: Kingdom Come.

Heresy ort courtesy Last Unicom Gomes. Heresy art © Tim Brodstreet. Bockground llustrotion ™ & © Whita Wolf Gome Stusio

comics, White Wolf, & |

through games, work on my style,
grow, getto where | want to be, and
then the jump to comics would be a
lot easier. And along the way I'll make
contacts. That was my plan.

S0 what happened?

Growing up in a small town,
there’s not really a lot of ways that
you can plan a comic career. So basi-
cally | drew like everybody else did.
I'd stop at the comic shop and show
them my work.

[That helped me get] in touch with
a guy who painted covers for FASA and
Game Designers Workshop. And




because GDW is right here in Bloomington, what better
way to jump right in? This painter [Steve Venters] was
doing interiors on one of their books, Twilight 2000.

1 said | really wanted to concentrate on doing covers. | did
a couple of samples for him and he said, “You’re the guy.”
So | started doing pencil drawings for GDW. That was my first
professional job, in Twilight 2000.

So yor were pretty mueh in with the gaming community.

Yeah, it just kind of grew from that. The big breaking
point in my career was FASA's Shadowrun. Alex Ross [artist of
Marvel Comics” Marvels and DC Comics’ upcoming Kingdom
Come] was doing illustrations for it using photo references.

| used to trace photos
and draw really cool stuff
before | could really draw
[from scratch] that well. |
thought, if that’s the level of
artwork being done on this
game, | really have to do
something different here. So
basically | went through
magazines and just lifted
stuff. | didn’t know any bet-
ter at the time, with rules
about lifting and so forth.

So | went ahead and did
mine, and FASA [loved it.]
Then | started doing illustra-
tions for their Shadowrun
modules. For a while 1 lifted
stuff, but the guys at FASA were giving me crap: “Hey, man,
| saw that in National Geographic” So | started to teach myself
how to take pictures.

The photo reference stuff really started to take off. |
started shooting my own stuff. | started getting people
over and dressing them up. Basically it was like little movie
shoots. | had my illustration, my pages of text, and I'd
decide who's-gonna be right for this piece. Then I'd ask
a friend to pose for me.

Do you take your photos at specific Iocations, like hospitals or cemeteries?

No, | generally photograph them against a white wall.
Then | create or reference the background. If | need a spe-
cific building or the scene takes place in Los Angeles, | try
to find photos. | want to get an understanding of what that
area looks like to be able to create the same feeling in the
picture. We usually just have a ball.

Why haven't you done any painting yourself?

I just love black and white so much that I’'ve never had
much interest in doing color. Maybe I'm scared of it. My
schedule’s so packed with jobs, | don‘t really have any
down time to do any color.

| have a colorist that works with me [Grant Goleash],
and he does all my color work. He is incredibly talented.
| like being in that situation where he knows exactly what
I’'m talking about and does exactly what | want.

How important is mood [0 your work?

Mood is the entire part of my working. I'm not gonna
draw people firing lasers at each other.and getting blown
in half. I love to ink stuff like that, but | don’t like to draw
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it. I like to draw that moment before the action starts. I like -

to suggest the action. If you look at any of the work I've
done, it's ambiguous. A lot of things really leave a lot to
the imagination.

| don’t think | would’ve stuck with photorealism if |
didn’t have an idea of what it was gonna do for the reader.
First of all, it’s very realistic. | really think that’s one of the
biggest reasons that my art is so popular. People see their
friends, they can access it. It makes it real to them.

How did you first get in touch with White Wolf?

This is really funny. Mark ReineHagen and Stewart Wieck
sent me basically what | would call a fan letter: “Mr. Brad-
street, please would you do our
game?” They asked me if | could
do 10 full pages for this book they
were doing called Vampire: The
Masquerade.

| really wanted to draw vam-
pires, and | had just seen [Kathryn
Bigelow’s 1987 movie] Near Dark

M VRN work and no play makes Toua dulfioy,
Below: Heresy: Kingdom Come’s Stim Puppet.

not too long before that. So | said, “Yeah, let’s do gypsy,
white-trash vampires.” | had a real good handle on what
they wanted, and | also injected what | wanted.

Seems like you had a pretty good relationship with White Wolf.

It was good at first.

This is the infamous T-shirt story. They called me and
wanted to use one of the pictures I'd done for a T-shirt.
They said, “We're gonna do these T-shirts and sell them
for cost at the show to promote the game.” | said no
problem. Pay me $25 for the token fee and I'll do a bor-
der design for it, too.

Bockgpound Busiretion ™ & © Steve Jockson Games.




So | get to the convention and they’re selling [T-shirts]
for $10 or $15. They also said they were only going to print
up 200. Well, they printed up a lot more than that. And |
wasn’t getting the 20 comps that | had as part of my deal.
They sold out of them. | had to buy two T-shirts at cost, at
the show. It was just ridiculous after that. Basically, | attribute
this to poor planning. Vampire grew on them so fast they
didn’t know what they were doing.

Did you continue to work for them after that?

Yeah, | continued to do stuff for them, and | con-
tinued to have problems with them reprinting artwork.
Every time it'd happen, I'd see it, and I'd tell them they
had to pay me the second-rights fee....

I don’t want to bad-mouth White Wolf. They're a lot
of young people, and they’re trying to learn this thing
as they go along. | have a lot of respect for them, | just
wish they’d deal with me a lot better.

Whal’s your favorite Vampire piece from your own work?

It's a guy sitting in chaps against a draped wall. It's
the only one | really have a story around. The guy is this
vampire who just recently got turned. He’s a punk.
He's a bad-ass. [But] that's just a facade. He gets turned
and he’s trying not to allow the thirst to take over
because he doesn’t want to take a human life. He real-
izes it’s precious...

He goes like a week or two without feeding. Finally,
he’s driving on his motorcycle by
this roadhouse and he just stops.
He walks in and he’s kind of in this
trance. He doesn’t realize what
he’s doing. He orders a drink, then
blacks out and wakes up in a bar
full of dead people. And that's him
sitting there. He grabs a cigarette
and just says, “Jesus.”

With that in mind, would you want to be a
vampire yourself?

If you were to ask me that
when | was reading Anne Rice’s
books, | might've said yes. You're
caught up in the romanticism of it
all. But basically, they’re damned.
So how great could it be? You live
forever and yeah, you could do
anything you want, but that gets
pretty boring after a couple hun-
dred years. And then you're stuck
or you die a fiery, horrible death.
No, I’d rather be a vampire hunter.

That’s the main premise of your comic Red Sky Diary, isn’t it?

People will recognize the character [from the cover |
did with Fred Fields]; his name is Gallows. His ancestor,
who fought under the Kublai Khan in Mongolia, starts this
long line of vampire hunters.

Unbeknownst to any of these guys, the vampires were
a race that came from some planet a millennium ago to
use people as fodder. One vampire started manipulating
the bloodlines so that he'd create the perfect warrior...

This vampire realized that this invasion wasn't right. He

Michaelines (top) and Punk Priest
from Heresy: Kingdom Come,

be doing the majority of it, but then I'll be calling people
like Tony Harris and Dave Dorman; maybe we can even
get Berni Wrightson to do one.... That's the plan.

basically doesn’t want to live anymore because he’s immor-
tal. So he wants to create the perfect guy by turning him into
a vampire with his blood. And have Gallows in turn kill him
and, because of his hatred of the vampires, turn around
and wipe out that abomination on the Earth.

The story | want to tell is Gallows as the vampire wag-
ing his war on the minions left on Earth and eventually
heading a task force back to this planet to wipe out their
race. It's something I’'m just going to take my time with.

—— —_—

Probably sometime in the next one to five
years it'll come to fruition. | have very high
aspirations for it.

Do you have any upcoming gaming work?

Recently, White Wolf and | have talked
about doing the last Vampire clan book, Caitiff,
which is all the renegade vampire clans. You
know, the ones they don’t have names for?
[Laughs] It's a very broad clan, and it's a lot of
the bad-asses.

Basically, I'm the art director for the pro-
ject. I'm gonna be assigning all the art. I'll

You did some work for White Wolf and Wizards of the Goast’s dyhad collectible
card game, didn’t you?

| did two cards for Jyhad. One is a guy named [Appolo-
nius], and he looks like a biker dude. He’s got a bandanna,
chains, leather, sunglasses, and all that kind of stuff. And
the other one is a Malkavian [named Normal]. He's basi-
cally sitting in a padded cell.

Before they did Jyhad with Wizards of the Coast, White
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Wolf tried to put me in touch with them. There’s nothing
more fun for me than to draw a piece of artwork at 5 by
7 [inches] as opposed to 10 by 15. You don’t have to draw
nearly as big, it doesn’t take the time, and it's just fun.

| offered to do more cards, but they said they only like to
have artists do one or two cards. So I'm a little disappointed.

| also just completed a Wizards of the Coast
card [available only from On a Darkling Plane, a
Vampire novel]. His name’s Dan Murdock. He's a
Caitiff. What I've got here is a guy decked out in
heavy biker leather with no ornamenture on it, no
patches or anything like that. And he’s standing
there just looking vicious. He's kinda got a goa-
tee. | keyed on the word “cruel.”

Will you be doing any more card games at all?

I'm doing Heresy by Last Unicorn. It has a lot of
cyberpunk elements in it, a lot of heaven and hell
kinds of things.

Most of the cards I'm doing are characters. Two
that I've already
got done are a
priest that’s like a
doomsday-is-com-
ing kind of thing
with a cyberpunk
edge to it and a
Native American
activist or some-
thing like that.

I'll probably be
one of the main
contributors to
Heresy cards as they
come out, because
I'm in pretty tight
with them. We've
got a lot of really
cool plans. I've
been talking to
Christian Moore,
who's the head of
that company,
about doing [a card
set] art book kind
of like The Art of Star
Wars Galaxy.

I'm not sure
how the trading

card game people feel, but | think it'd be pretty cool to see the
actual artwork a little bigger, and to see all the work that went
into it. Because when it’s reduced down that far, you just
don’t see things. Showing pencils and preproduction sketches:
I think people would be interested in that,

i
|
| W

Who are your faverite card artists?

That'd be a tough one, because | don’t see a lot of
cards. It's a bad situation. When you work on ‘em—and I'm
not as big of a fan as | used to be, because I've been work-
ing in the field for so long—it’s just something you don’t
see that often. Especially [since] I'm gearing myself more
towards comics.

I don"t want to de-emphasize the nature of that kind of
artwork. That stuff’s great. | see stuff, | just don’t know
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who does it. Hmm...l know Mark Poole’s good. And, of
course, Brom and Keith Parkinson.

How about your favarites in the gaming field itself?

Y’know, most of them are cover guys, and | feel bad because
| haven't looked at a lot of stuff recently, so | don’t know
what’s going on interi-
orwise. Of the guys that
| do see a lot that | really
enjoy—man, I'm gonna
be excluding a /ot of
people—]eff Lauben-
stein and Jim Nelson at
FASA. Those two guys
are just incredible.

What can your comic fans look
forward to besides Dark
Horse’s Motorhead and pin-
ups for Image’s WetWorks?

I'm going to be
doing a fill-in issue of
[DC Comics’] Starman.
I’'m going to start on
that in September.
That’ll probably be
people’s first taste of
what | can do sequen-
tially. I’'m penciling and inking it.

| always tell people that didn‘t see
my [pencil] work for Clive Barker’s
[never-published] Age of Desire that
it's just like taking a bunch of my illus-
trations and putting them into sequen-
tial format.

Now that you’ve got both feet planted in the comic
and gaming market, which do you prefer?

There’s nothing | love more than
illustration, which is what | do in games.
Doing comic [inking] isn’t as much fun...
because it's a lot more work. You don't
get to put everything into that one shot.

Eventually, | want to be in film. |
kind of have a dream of doing an inde-
pendent feature myself: directing it and
filming it around here locally, and try-
ing to get it into art movie houses. |
look at this the same way | look at the
way | tried to get into comics. Start small and work your
way up. Make contacts as you go along.

What | always tell my friends in this business is that as pop-
ular as your favorite artists are right now, as soon as you get
to know these guys, it’s no longer unattainable; anything
seems possible. You've gotta realize that in 10 years, we're
gonna be the guys who are running everything. It’s gonna
come, if you go after it. You’ve just gotta plan for it.

All you have to do is have a style and a vision to bring to
fruition. And you don‘t have to spend a million dollars to
do it. It just takes good planning and a great idea. Your work
is always going to speak for itself. W

Gallows.

Andrew Kardon, copy editor and mystic healer for \nQuest’s sister publication, Wizard: The Guide lo

Comics, would rather be a werewolf than a vampire. Mauling is muchimare fun than sucking.
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SAY BORIS,

So you know all about that Hyborian Gates card game, right? Sure WHEN WERE DONE |
WITH THIS CONTEST,
LET'S GO BEAT UFP

you do—it’s that Julie Bell- and Boris Vallejo-illustrated game that s

puts you in the role of u Hyborian trooper. But them swell folks at
Cardz don’t want you to just play the game, they want you in the game!
WHAT T® DO

Ever wonder what it would be like, not just to play the gume, but actu-
ally to be a Hyborian Gates Trooper? Sure you have. Well, now you're going
to tell us. Just pick a drawin’ tool and draw what you would look like in
Trooper gear in any one of the Hyborian realms: Atlantis, Gaea, Osiris, Asgard, or
Hyborea. You non-artist types can just pick up a writin’ tool and write a short description of
what you think a day in the life of a Hyboriun trooper would be like. Do either—and do a good

enough job—and you could walk away with some keen prizes.

G d P - Fill out this little form, attach it to your entry, put it an envelope,
Fand Frize onewien:teomi . Hyborian Gates

Trooper will get a complete set of Hyhorian Gates limited edition cards and one of

)y : e :

them big coffee-table books of Boris Vallejo art, autographed by Boris himself. g [ r '—l r )
G, =i

(Coffee table not included.) J -— ,—] _.I\

e ' I-l r :
Second Prize (Five winners): Five winners will each i I- {) : : ) :: ) P;;:II '\) o
— ‘ o AT \‘-

get the above-mentioned coffee-table book, autographed by Boris Vallejo.

Third Pri : P iy InQuest Contest
i FIZ@ (25 winners): Twenty-five winners will each ¢/o Wizard Press, P.0. Box 118,

Congers, NY 10920-0118.

get an uncut press sheet of Hyborian Gafes cards.

InQuest Contest Entry Formy

Deadine is October 31, 1995

THE LEGALESE

No purchase necessary. Contestis open 1o anyone except employees of Wizard Press, Cardz, and
their immediate families or that black sheep of Hyboria, Conan. Geez fellu, quit hacking peo-
ple like firewood before you give everybody from the Hyborean age a bad name. Jerk. Print
your nome, date of birth, address, city, state, ZIP code, and telephone number with area code
on the official entry form or a 3-by-5-inch index card and attach it to your entry. Enter as many
fimes as you like. Mail each eniry separately to: Hyborian Gates “Super Trooper” fnQuest Con-
test, ¢/o Wizard Press, P.0. Box 118, Congers, NY 10920-0118. No mechanical reproductions
of completed forms will be accepted, but you can photocopy the entry form before filling it out
if you don't want fo mess up your magazine. All entries become property of Wizard Press, and
none vill be returned. All taxes (federal, state, and local, if any) will be the responsibility of the
prize winners. No cash equivalent or substitute prizes will be offered. Prizes are awarded in the
nome of cantest winners and are not transferable. OFfer void where prohibited, regulated, or
resiricted by low in a manner inconsistent with the purposes and rules hereof. If you don't enfer
this contest, Julie Bell or Boris Vallejo will come to your house and pound you into the ground
like o tent stake. We've seen’em do it. All entries must be received of contest headguarters by
Octoher 31, 1995. Wizard Press is not responsible for lost, late, misdirected, or mutilated entries.
0dds of winning will be determined by the number of valid entries received prior to the dosing
date of the contest. Prize winners will be selected by Wizard Press among all properly completed
entries based on quality and creativity. Judging will take place on October 31, 1995. All dedi-
sions are final. 1f you don’t win, live with it.

For a list of winners, available after November 15, 1995, send a sell-addressed stamped enve-
lope to: Hyborian Gates “Super Trooper” InQuest Winners, ¢/o Wizard Press, P.0. Box 118,
Congers, NY 10920-0118.

Cardz is sponsoring this contest, so let’s all say a big
“Thank You.” All together now: “Thank You.”

Nome:

Dote of Birth:

Gates “Super Trooper”

Address:

City:

State:
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Shedding Light on the Ten Most Confusing Ice Age Cards

By Beth Moursund

Sriow=Gover cdlslamd

| &: Add ¢ to your mana pool.

1l R

‘.E.‘uidn;lh

Ioe Cauldron

X ,®: Put a charge counter on lce Cauldron, and
put a spell card face up oa loe Cauldron. Note the
type and amount of mana used to pay this
activation cost. Use this ability only if there are no
charge counters on Ioe Cauldron. You may play
that spell card as though it wore in yourhand,

| ®: Remwove the charge counter from Iee Cauldron

i 10 8dd mana of the type and amount fast used to
put a charge counter on Iee Cauldron to your

| mana poal. This mana is usable only to cast the
| #peil on w0p of lee Cauldron

Ice Cauldron

The hands-down winner of the Most
Confusing Card award for lce Age'is Ice Caul-
dron. You'd be amazed at some of the ways
players have interpreted it, so first, let's say
what the Ice Cauldron doesn’t do. It doesn’t
let you cast a colored spell using colorless
mana. It doesn’t let you cast the same spell
over and over again. And it doesn't let you
cast sorceries or enchantments or creatures
during your opponent’s turn.

Now for what it really does.

The Ice Cauldron has two separate abil-
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Every new set of Magic: The Gathering cards has a few that make you go “Huh?” Well,
InQuest has the answers to the /ce Age cards thai've caused the most questions so far.

Snow-Covered Lands

The Ice Age rule book merely says that snow-covered lands are basic lands. The
Wizards of the Coast rules writers must be kicking themselves now for not explain-
ing this better.

The real rule is: a snow-covered land is treated just like a non-snow-covered land
of the same type. Putting snow on a non-basic land doesn’t make it a basic land. If some-
thing changes a land’s type, it doesn’t change the snow. Magical Hack still only works
on the five words “forest,” “mountain,” “plains,” “swamp,” and “island.” The only things
that can add or remove snow are cards that say so, like Arcum’s Weathervane.

Take a snow-covered mountain, for example. It counts as a basic mountain,
50 you can have as many as you want in a tournament-legal deck. Mountain-
walking creatures can walk through it. Volcanic Eruption can destroy it. Con-
version turns it into snow-covered plains, and Phantasmal Terrain turns it into
a snow-covered basic land of whatever type the caster chooses.

Creatures with islandwalk can walk through any island, snow-covered or not. Crea-
tures with snow-covered islandwalk can only walk through snow-covered islands, not
normal islands. Merfolk Assassins can only kill creatures with real islandwalk, not the

cheap imitation snow-covered variety,

ities. If there’s no counter on it, you can tap
it, pay any amount of mana you want (includ-
ing zero), and put a counter and a spell card
from your hand on it. The mana doesn’t
need to match the casting cost of the spell.

A spell on the Cauldron doesn’t count as
being in your hand, so a Black Vise won't
squeeze it and a Hypnotic Specter can‘t
make you discard it. It doesn’t count as a
“card in play,” either. Even if your oppo-
nent takes control of the Cauldron, the spell
is still yours, though your opponent could
place spells in the Cauldron for his own use.
The only way to get rid of that spell on the
Cauldron is to get rid of the Cauldron itself,
which automatically buries everything on
it. But if a Chaos Orb falls on the spell, noth-
ing happens!

But you can cast the spell just as if it were
in your hand. When you cast a Cauldron
spell, you must follow all the normal rules:
you can only cast it when it's legal to cast
that type of spell, the spell card goes into play
or to the graveyard when it resolves, ang
you have to spend mana from your pool.
Which leads to the second ability. ..

You can tap the Cauldron, remoye the
charge counter, and add some mana to your
pool. How much mana, and of what king?
That depends on what you paid for the X i,
the first place; you get back exactly what
you put in. There’s a catch, though; tap-

ping the Cauldron doesn’t cast the spell on
the Cauldron—but the only thing you can
spend the mana on is casting that spell!

If you put too much mana in, or if the
Cauldron gets destroyed before you cast the
spell, tough luck—you've got mana burn in
your future. Since tapping the Cauldron isn't
an interrupt, you have to wait for responses
to resolve before you get the mana, and
cast your spell as the next new action, If
your opponent zaps the Cauldron with a
Disenchant right after you tap it, you'll be
stuck with an indigestible lump of mana
when the spells resolve.

If you tap the Cauldron for mana and
don't cast the spell, then later—since there’s
no charge Younter—you can tap it again
and add another spell. You could slowly
build up a whole potful of spells that way.
Mana from the Cauldron can only be used
for the last spell put on it, thQUQh-

So what good is this thing, anyway?
Mainly, it lets you cast big spells without
much land. You could tap an island, a
swamp, and two mountains oné turn and
put a counter and Nicol Bolas on the Cay|.
dron. Next turn, tap the same four lands
plus the Cauldron and summon Nicol, Or
tap five mountains and drop a Fireball on
the Cauldron, then, next turn, tap the same
five mountains plus the Cauldron and cast

a 10-mana Fireball.

Mogic: The Gathering ™ & © Wizords of the Coas! Inc. Some ort protected by odditional copyrights.




Lava Burst

Lava Burst wins the Nitpicker’s
Choice award. The card reads “Lava
Burst deals X damage to target creature
or player. Effects that prevent or redi-
rect damage cannot be used to protect
that creature.”

You have to read that second sen-
tence very, very literally. It only men-
tions creatures, not players, so if the
Burst is aimed at a player, you may
use all the damage prevention and
redirection you want. And in Magic,
“prevent damage” isn’t the same as
“reduce damage to zero.” If a crea-
ture is guarded by an effect that says
it reduces damage to zero (like a Pris-
matic Ward), that creature is immune
from the Lava Burst.
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Untap target creature opponent
controls and gain control of it until
| end of turn, That creature can_
" | attack or use abilities that require
| @ as part of the activation cost.
~ When you lose control of the
|| creature, tap it.

Ray of Command

Ray of Command is like a one-turn
Control Magic, but since it’s an instant,
you can cast it any time fast effects are

legal—including right after your oppo-
nent taps his attacking creatures. The
Ray even untaps the creature and can-
cels its Summoning Sickness for the rest
of the turn. (The untap happens at the
same time as the control change, so
even if your opponent taps it before
you get it, it will be untapped when
you receive it.)

You can do whatever you want with
the creature—tap it for a special ability,
feed it to your Fallen Angel, or (often
most effective) block an attacker, killing
two of your opponent’s creatures with
one spell. If you use the Ray during your
own turn, you can attack with the crea-
ture. (No, you can’t attack.during your
opponent’s turn, or attack with a wall,
or anything like that. Nitpicker’s Choice
was a different spell.)

You can use the Ray on any crea-
ture your opponent controls, whether
the creature is tapped or not, but not
on one you already control. At the
end of the turn, if you didn’t manage
to kill the creature off somehow, it
goes back to your opponent and
becomes tapped—even if it wasn’t
tapped to start with. If the creature
is enchanted with Seizures, your oppo-
nent takes the damage from this tap.
If your opponent manages to steal the
creature back before the end of the
turn, the creature is still tapped when
it leaves your side... although if your
opponent used a Ray of Command,
she would indeed get it untapped.

Magus of the Unseen works exactly
the same way, but steals artifacts.
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“Target spell, which must have a
e target, targets a new legal
target of your choice.
Up and down,
§ over and through,
i back arowna
| the joke's on you.
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Deflection
Deflection is the latest addition to
blue’s arsenal of “mess with you” spells.
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It takes any spell with a single target and
gives it a new target of your choice. You
can turn a Fireball back on its caster,
divert a Stream of Life onto yourself,
reroute a Control Magic onto the caster’s
own creature, divert an Unholy Strength
to one of yours, or even turn a Coun-
terspell against itself! The possibilities
are endless, and your opponent will hate
you for all of them.

Deflection can't affect non-targeted
spells, so you can’t Deflect a Demonic
Consultation or Lich. “You” is always
the spell’s caster—it’s not a target. (Nice
try.) Deflection also can’t affect spells
with multiple targets, like a Fireball split
between two creatures. And the new
target has to be legal, so you can’t
Deflect a Terror onto a black creature, or
a Black Vise back on its caster. In a mul-
tiplayer game, though, you could Deflect
the Vise onto a third player, since the
new ability wording for this spell speci-
fies that it has one target opponent.
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Meceor Shower

Meteor Shower

Spells with two X's in the casting
cost always confuse players. They all
work the same way, though: you
decide what you want X to be, then
pay that much mana twice. Meteor
Shower has an additional bit of sub-
tlety that many players don’t notice
the first time they read the card: it does
X+1 damage, not X damage. A little
chart makes it clear:

For this much damage: Xis: You must pay

1 0 0+0+red=1
2 1 1+1+red=3
3 2 2+2+red=5

For damage over one, a single-
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target Meteor Shower costs more
than a Fireball. The advantage of
Meteor Shower is that you can divide
the damage any way you want. If
you wanted to kill a 1/1 and a 3/3
creature with a Fireball, you’d have
to do three damage to each, spend-
ing eight mana altogether. With a
Meteor Shower, you’d only need to
spend seven mana.

You may choose not to untap Ice

Floe during your untap phase.

@®: Tap rarget creature without
flying that is attacking you. As
long as Ice Floe remains tapped,
that creature does not untap
during its controller’s untap phase.

KOSy ELA MY

Ice Floe

Ice Floe lets you “lock down” a
non-flying creature, but only when
the creature attacks you. If the crea-
ture wasn’t already tapped, Ice Floe
taps it. The creature is now stuck. As
long as the Ice Floe card stays tapped,
the creature can’t untap during the
Untap Phase. If the Ice Floe ever
untaps, it frees the creature (which
untaps during its owner’s next untap
phase), even if you tap it again imme-
diately. So you can’t use a Ley Druid
with an Ice Floe to keep two crea-
tures trapped!

Once a creature is stuck on an
Ice Floe, untapping the Floe is the
only way for it to escape. Even if the
creature gains flying or stops being
a creature, the Floe still keeps the
card from untapping during the
Untap Phase,

Two things to be careful of: the
Floe doesn’t stop the creature from
dealing damage, so you'll take dam-
age from that first attack unless you
block or play Fog or something.
And the Floe doesn’t keep the crea-
ture from untapping at any time
except the untap phase, so it’s use-
less on a Paralyzed Creature, a
Colossus, or anything else with an
untap cost.
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Barbarian Guides

Barbarian Guides tap and use mana
to give one of your creatures a snow-
covered landwalk ability, then return the
target creature to your hand if it’s still in
play at the end of the turn. Simple, right?

The confusion starts when you com-
bine this with another end-of-turn effect:
say, Ball Lightning’s. If you use the Guides
on a Ball Lightning, at the end of the turn,
you have two effects both trying to hap-
pen at the same time: the Guides want to
return the Ball Lightning to your hand, and
the Lightning wants to bury itself.

Whenever two things are supposed to
happen at the same time, the player whose
tum itis gets to choose the order. If you choose
to have the return-to-hand effect go first, then
the bury effect fizzles. Handy trick, eh?

| Play with the cards in your hand
. face up on the table. If you drawa
| creature card from your library,
| discard ir. Whmcwrg Eci_rucmmic
| goes 10 your graveyar mplay, |
| ygaut 1hm)crcarg$c ig?n your hgnct
That which lasts longest serves best, } 3
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Enduring Renewal

Do you like infinite combos? You'll love
Enduring Renewal. Once this card is in play,
you can’t draw any new creatures—every time
you draw a summon or artifact creature card,

you must discard it. But every time one of your
creatures goes to the graveyard from play, you
pick it up and put it right back in your hand.
This works even on cards which are
only temporarily creatures, like Assembly
Workers and Living Lands. All that mat-
ters is whether the card is a creature when
it goes to the graveyard. It's no good with
token creatures, though—they’re removed
from the game when they leave play.
Combine Enduring Renewal with a zero-
cost creature like the Ornithopter, and any-
thing that takes sacrifices (Fallen Angel, Atog,
Ashnod’s Altar), and you can cycle it forever.
We expect to see some sort of errata soon
from the WotC rules folks shutting this down.

GlacindiChnsm -

Cumulative Upkeep: 2 life
When Glacial Chasm comes
into play, sacrifice a land.

8 You cannot attack. All damage
dealt to you is reduced to 0.
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Glacial Chasm

Glacial Chasm is another very abus-
able card. As long as you have it in play,
you can't attack, but all damage to you
is reduced to zero. The catch is the
upkeep: two life the first turn, four the
second turn, six the third turn... If you
don’t pay the life, the Chasm is buried.

However, if you turn the Chasm into
some other sort of land before the end of
the upkeep phase, you don't have to pay—
and if you avoid paying this way, the upkeep
starts over again at two when the Chasm
reverts to normal. Combine a pair of
Chasms with an Orcish Farmer to turn ‘em
into swamps and you have complete immu-
nity to damage for only two life per turn,
Haul out the indiscriminate-damage spells

Some players will try casting Conse-
crate Land on the Chasm, thinking they
won't have to pay the upkeep at all. Byt
the WotC rules team put the kibosh on
that one—Consecrate Land now has
errata saying it won'’t stop a land from
destroying itself. Awwww. @

Beth “BethHo” Moursund eats confusing cards for breakfast,




S tar Quest

debuted to rave
reviews at the
key industry
shows this
summer,
attracting huge
crowds to play
tables from
DragonCon to
Origins to the
San Diego Comic
Con and finally
Gen Con. To the
thousands of
fans who played
Star Quest - we
thank you for
your positive
response and
support.
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Hey, why should
everyone else
have all the fun?

Let the Wars
Continue!

E)r all of you

that we missed
this summer...
Nnow you can get
in on the action
of this fast
playing, action
packed game as
Star Quest: The
Regency Wars
new Crimson
Edition ships
nationwide.
Same great
game. More
troops and
weapons. More
fantastic science
fiction art by
Frazetta, the
Hildebrandts,
* Whelan and
imany others.




®
i\

A

§

il
&
([

&,
2,

."?.

_ B/

TLET

fa

/I

InQuest plays the greatest game on Earth.

he pod shdes closed and the

screens before yo hght un. Your

team s green; your four oppo-

nents glow re 'l on the rackar
Your Loki 15 one of the most povwerful

NMechs ever made. As you ¢ nfigure your

weapon systems, you chuckle, certain
that your "death tnigger” will soon blow
one of your opponent's

Your tearn for

By Marty Stever

approaching your first vict...errr.. .larget.
Before you beqgin finng, your Mech is
rocked—a lucky long-distance liser shot
bouncing off your chest plite.

Darmage readouts show a minimal
hit, but the flash across your screen

has disoriented you. You're moving

faster than the rest of your tearn, and

r opponents beqgin fll‘j‘,hru; your

fech. The sound of multiple Liser and

missile hits shakes your pod. You veer
hard left.

Luckily, your team has already taken
down your initial target. You see another
foe ahead. Pulling the “death trigger,”
you place a perfect hit on the Madcat's
hip. The gigantic Mech spins wildly—
you've blown its leq off with one well-
placed shot! You holler triumphantly.

This is reality’
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CURRENT EVENTS

If you visit one of the 23 Virtual World
centers on the planet, you'll find yourself
smack dab in the middle of a game of
BattleTech. BattleTech features giant robots
driven by humans battling for control of
a galaxy, planet by planet. Each robot, or
wpech,” carries enough firepower to level
an entire city. Each BattleTech player
#pilots” @ ‘Mech. There are dozens -of
‘Mechs available to players, each w‘\th. its
own ratings for weaponry, defensive
armor, and speed.

Three custom-made computers work
her so up to eight players can drive

oget ; ) :
o2 machine into battle on a desert

their

planet where only one team or ‘Mech can
reign supreme. All eight "Mechs exist in the
same playing area, so every action one
player takes will affect all the other play-
ers. Having played BattleTech at Virtual
World, I assure you that it is The Greatest
Game Ever Created! For a mere $5 to $8,
you will get an adrenaline rush you have
to experience to believe,
Your 30-minute BattleTech * experi-
ence” begins with a 10-minute orienta-
first-time players, this is a short

film in which actress Joan Severance
drives a ‘Mech into combat, demon-
strating its controls,

Experienced players use the orienta-
tion period to design their game. You
can choose the difficulty level, terrain,
time of day, weather conditions, type of
play (team or free-for-all), and the ‘Mech
you drive.

Most players boil this last choice down
to a fast-moving, hard-to-hit ‘Mech, like a
Madcat, or a slower, more heavily armored
'Mech, like a Thor or a Loki. The slower
‘Mechs can take a lot of damage, and bris-

vith weapon systems. | like the Loki
Prime—it’s got lots of armor and an awe-
some weapons system.

Once orientation is complete, pilots




Photos by Gary Honnabarger

move into their ‘Mechs. The “pod” from
which you drive your ‘Mech feels like
the cockpit of a flight simulator. You
take a seat, and a cover slides over your
head to close the pod. The interior is lit
only by the glow of the screen and con-
trol systems.

The main screen is similar to what
you might expect from a video game.
You're looking out the windshield of your
‘Mech, high in the air above a panoramic
desert view.

The quality of the graphics is excellent—
better than any video game you've ever
seen in an arcade. As your ‘Mech walks
towards an object, it grows until it fills your
screen. The flow of the visual is totally nat-
ural: there are no skips or jumps as a barely
discernible dot becomes a huge ‘Mech fill-
ing your field of vision.

On the main screen, your crosshairs
show where your weapons are aimed. In
the beginners game, your crosshairs also
show where your ‘"Mech is headed, so driv-
ing and targeting are all controlled by one
joystick. Advanced players control speed
with the throttle, the ‘Mech’s direction with
foot peddles, and the torso direction with
the aiming joystick.

This allows some neat options, like
“drive-by shootings” and providing your
own rear guard as you retreat. | prefer inde-
pendent aiming because it lets me play hide
and seek, using terrain to guard my left or
right side while | fire in the other direction.

The targeting joystick has three differ-
ent triggers. Each weapon can be fired by
one or more triggers. My strategy is to fire

think | have a
chance to destroy a
'Mech completely, or at the
very least blow an arm off it.

Beneath the main screen, your radar
screen shows the playing area and all the
‘Mechs, including who's driving them and
what direction they’re headed. Because of
the incredibly dynamic movement, even
experienced players often have to use the
radar screen to orient themselves.

At the start of each mission, | usually
try to get near an obstacle to guard my rear
while | take stock of the battlefield and the
relative starting positions of all the ‘Mechs.
Then | start stalking my prey.

If you have one particular enemy you're
especially worried about, you can set the
controls so he or she is always highlighted
on your radar screen. (I used this function
to target the boss, but don’t tell him. He
thought it was just luck that | blew him
away four times!)

Next to the radar is a picture of your
‘Mech. When you're hit on a particular area,

Hold on—uwe're going boldly where no man has gone before!

its color changes on the damage screen.

Should one of your ‘Mech’s arms or legs get

blown off, it disappears from the monitor.
Alongside the two screens are your

my fast-reloading weapons from one trig-
ger, my medium-speed weapons from a
second, and all my weapons from a third.
I only pull the third “killer” trigger when |
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weapon readouts..'Mechs can be loaded
with anything from three to 12 weapons.
Each weapon readout shows how
many shots are left, how long until
the weapon is reloaded, and which
trigger fires the weapon.

Once you've finished your 10
minutes of shooting, you and your fel-
low players are escorted to the debrief-
ing area. While wiping the sweat from your

brow and whooping it up with your com-

rades, you can see the entire battle played
out from an overhead view. You also get
to see who was blasting whom and who
was scoring points. This time is best spent
plotting your revenge, because during the
game it’s tough to figure out who's firing
at you.

The debriefing frequently uncovers
“friendly fire,” which often occurs in the
heat of combat. | recently played in a mas-
sive four-on-four, 20-minute battle royale in
which one member of our team did so
much damage to the rest of us .that he
sealed our defeat. His lousy aim was to Bat-
tleTech what fumbling three times in the
Super Bowl is to football!

The debriefing and your 30-minute
experience end with a printout of the bat-
tle results, just to make sure everyone accu-
rately remembers the score. The printout
includes exactly how many points each
player scored against individual opponents
(and allies). In addition, there’s a mission
log with a blow-by-blow account of the
action, filled with memorable lines like,
“loel’s right lower leg is vaporized by
Marty!” and “Jarod ejects as Marty reduces
Jarod’s Vulture V3 to rubble!”

HISTORY LESSONS

The seed that became Virtual World
originated 15 years ago when Jordan Weis-
man and Ross Babcock were enrolled in the
Merchant Marine Academy. While there,
they saw a simulator used by ship captains
to learn the terrain of various ports around
the world. Both Jordan and Ross were avid
gamers, and the simulator got Weisman
thinking about a virtual reality game.

“I figured all we had to do was hook
enough Apple Ils together and we could
create virtual games,” Weisman recalls.
“Ross and | discussed the idea and decided
we’d go into business together to create
these fabulous new games I'd imagined.
We formed FASA, quit the Academy, and
then found out it didn’t really matter how
many Apple lls you put in a line—we
couldn’t get enough computer power to
make any kind of real simulator possible.”

Instead, FASA published games based
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Hobbie Quest Goldsboro NC Saratoga Sci-Fi Shop Saratoga Sprgs NY e
High!Point Sports Cards  High/Point NC Fourth World Comics Smithtown NY

Pair-A-Dice Games WInston-Salem NC Alternate Realms Staten Island NY
Spellbound Lincoln NE Jim Hanley's Universe  Statenlsland NY
Dragon's Lair Omaha NE Mark's Comics Valley Stream  NY

Hooksett Comics Hooksett NH Pegasus Hobbies Watertown NY The Gathering ™

Game Master. Fair Lawn NJ Thee Keep Ambherst OH

Universal Comics Scotch Plains  NJ/ Drowsy Dragon Columbus OH FOURTH

Santa Fe East Vorhees NJ Guard Tower Columbus OH ; :

C.J.'s Extra Innings Westfield NJ' Hobbyland Columbus (o] | EDITION!

Gamesquest Albuquerque  NM Comic Shop Plus Newark OH Thi nt

Tall Tales Comics Albuquerque  NM' Great Eastern Comics  Northwood OH

Wargames Weston Central Albuquerque  NM Game Room Toledo OH

Green Spray Bookstore  Hobbs NM Games Royale Norman OK

Game Palace Las Cruces NM Hastings Books Norman (0] ¢

My Book Store Las Cruces NM Trumps Hobby Corvallis OR

Pete's Hobbies Los Alamos NM  Adams Family Portland OR

Collective Images Henderson NV Game Pad Portland OR

Asgaard Games Las Vegas NV C.R. Tees Allentown PA

instant Replay Las Vegas NV Ye Old Hobby Shop Altoona PA

Triple J/Hobbies Las Vegas NV Unknown Comics Clarks Summit. PA

Flights of Fantasy Albany NY Gateway Erie PA

Bayshore Hobbies Bayshore Comix Universe Hanover PA

Flight Into Fantasy Buffalo NY' Patty's Paperback Indiana pPA Games People Play Orem uT

Optimus Design Systems Buffalo NY Comic Store T PA Captain Salamander's  Provo uT

T & C Cards Canandaigua Phantom of the Attic Monroeville PA Comics Utah Salt Lake City UT

Jackson Heights Books Jackson Hgts M.F.B. Pittsburgh pA Games People Play W. Valley City UT

Men At Arms Middle Island Phantom of the Attic Pittsburgh pA Game Parlor Chantilly VA

T. J. Baseball Cards Middletown Sports Stuff Trappe PA Double J Hampton VA

Comics Plus New Harttord Alternate Realities Greenville RI [Fantastix Richmond VA

Bonmark Books Plainview Gamz of Kingston * Kingston RI Primal Pages Richmond VA

Adventures & Hobbies  Rochester Orbit Entertainment Mt. Pleasant  SC Chips & Bits Rochester VT

Crazy Egor's fochestey Green Dragon N. Charleston SC Dragon's Leyr Rutland VT

Dakota News Sioux Falls sp Eagle Games Bellingham WA

Instant Replay Bristol TN West Coast Sportscards Federal Way WA

Funny Pages Greenville TN Book World Midway WA

Ziggy's Comics Knoxville TN Puss N Books Redmond WA

Ground Zero Memphis TN Comic Express Richland WA

Memphis Hobbies Memphis TN Wonderworld Books Seattle WA

Arcadia Comics Millington TN Olympic Sportscards Shelton WA

Texas Game Co. Allen TX Hastings Spokane WA

Games Plus. Amarillo TX Merlyn's Bookstore Spokane WA

Games Galore Arlington TX Comic Zone Tacoma WA

Funny Papers Austin TX Five Star Video Tacoma WA

King's Hobby Austin Tx Digital Heroes Walla Wa_lla WA

Gamemasters Clear Lake TX Games Plus Woodinville WA

Fantastic Realms Denton Tx Ron's Coin & Book Yakima WA

Sunrise Games El Paso TX Hobby Horse Brookfield wi

Cormlc Zons SRR i FaE s ra o
s TX Pegasu adison wi

S3mmiEsary Games I So TX 2 stores: State St & Odana Rd.

Texas Sports Huntsville TX Wondrous Realms Waukesha wi

Hastings Lubbock TX TheGateway Morgantown = WV

Mad Hatter's Lubbock JX UHe Cc?mlcs Jackson LA

Specialties San Angelo  TX CANADA: ;

Alamo City Trading Ean/Antonio M T HINEURIR Y SRS i atoria BC

GranndZore Comics Tyler TX 2 stores: Johnson Ave & University Hghts Mall

Hastings Victoria TX Crossed Swords Toronto Ontario

Games People Play Logan UT 00 niirntharan in thic manasin

Games People Play Ogden ur wes v S Madaz
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| work on how that will
translate into actual prod-
ucts, and work out the
details of the events at
the same time. We then
take this story and incor-
porate it into everything
we’re doing, from the
novels right through to
the logowear we have on
at conventions, For Bat-
tleTech fans, this means
we keep the Universe
fresh, and most impor-
tantly, not peaceful.”
Sitting in FASA and
Virtual World’s Chicago
headquarters—a century-
old warehouse made of
brick and timber—jordan
recalls the birth of Virtual
World. “We were several
years into BattleTech’s
success and decided it

on major media properties, including
Star Trek and Top Gun. In 1985, they
switched tacks and created an original
game: BattleTech.

It was a hit. BattleTech was soon one of
the most popular paper-and-pencil games
available, second only to AD&D.

As with Magic: The Gathering, one key to
BattleTech's instant popularity was its easy
1 play at conventions. Judges could hand each
: player a sheet describing their ‘Mech and
inform players of their conditions for win-
ning—and the game was on. Contests could
feature team play or “free-for-all” rules—
play until only one "Mech was left standing.

The BattleTech Universe, which started
out as one boxed game, quickly expanded,
with more boxed games, scenario packs,
i 'Mech descriptions, and even a roleplay-
It ing game system, ‘MechWarrior. An ongo-
il ing story involving five rival clans is
| developed in novels, game products, and
1 licensed products.
‘ “Each year a small group of us—Jordan,
Ross, Brian Nystal, one or two novelists,
including Michael Stackpole, and |—brain-
storm what will happen in the coming few
years in the ‘history” of BattleTech,” explains
FASA honcho and BattleTech guru Sam Lewis.

“QOnce we have the story shell, Brian and

an interactive experience.”
better all the time.

What Else is at Virtual World

% When you visit o Virtual World, you'll iscover another
game besides BattleTech: Red Planet. It features pods sim-
It ilar to BattleTecks, but that control a flying race car shoot-
ing up ond down the canals of Mars. Your only goal s fo

It Ain’t Virtual,

vin the race—second place is not an opfion. Fortunately, ~ But You
i i your car is well-armed to help discourage tailgafing. Can Play
‘ There are leagues, challenge lodders, and national at Home
and international championships for bath BatfleTech and Although i’
not nearly as cool

Red Planet. Each center picks its best teams and players,
as playing at a

Virtual World, Battle-
Tech has been brought
to several home game
platforms. For the IBM,
there are two games from Infocom, Crescent Hawk's
Inception and Crescent Howk's Revenge; and two from
Activision, ‘MechWarrior and the new ‘MechWarrior 2.
Adivision also makes MechWarrior for the Super Nin-
tendo Entertainment System. Absolute Enfertainment
makes BattleTech for Sega, and later this year wil
release BattleToch: The Grey Death Legion for Sega CD.
FASA recently areated an offshaot company, FASA Inter-
active Technologies (FASA IT). FASA wants to break info
the lucrative and growing home-gaming market with
its own line of games, preferably ones that exploit new
technologies like 64-bit gaming platforms. FASA IT is
preparing o (D-ROM version of BaftleTech for IBM PCs
by lute 9. The game will be designed for use with
broadhand cable, meaning you can play against remote
opponents through your TV.

. who compete annually for the fitle. The really wild port:
' thanks to satellite links, players from two different cen-
ters can battle each other as if they were in the same cen-
ter sitfing just a few feet apart. There's no lug in the
"Mechs’ movements, even when distances from Tokyo to
Chicago are involved!

B i
Each Virtual World also has a gift shop, where you can
‘ buy FASA game products and logowear. Most Virtual Worlds
: also have a snack bar, where you can replenish the precious
badily fluids you're sure to lose in acfion.

i 62 st W E 5 T

Home sweet home: FASA’s main digs in Chicago.
was time to undermine our financial stability, so

we launched our virtual reality project. It seemed
that computers had caught up to my vision of

They have indeed—and they're getting

While visiting the offices of Virtual World,
InQuest was shown the next version of Bat-
tieTechnology. A whole new series of custom-
made computers based on Pentium chips have

been designed.
Beginning this
summer, this new
system will be
installed in Virtual
World centers.

The goal of
this upgrade is to
make the graphics
of the BattleTech
simulator more
three-dimensional,
and to improve
the sharpness of
the graphics on
the main screen,
and to improve
the overall sound
quality.

Boy, have they
ever succeeded.
The graphics gen-
erated by the new
combination of
software and hardware are so real that
when | was about to hit a wall, | nearly put
my foot through the floorboard ham-
mering away on the nonexistent brake.
Gary Hannabarger, my photographer,
was so startled by the realism of an
impending collision that he actually bailed
out of the side of a pod. When these new
pods go on-line, they’ll have to keep a
cardiac kit on hand to revive all the pilots
who can't take it.

Today's BattleTech at Virtual World may
be the greatest game ever—but only until
this new technology is on-line! @

Virtual World in This World

Chicago: Virtual World's BattleTech Center. (312) 836-5977.
Costa Mesa, Calif.: Virtual World. (714) 646-2495.
Dallas: Virtual World. (214) 265-9664.

Houston: Virlual World Outpost. (713) 952-2233.

Las Vegas: Virtual World. (702) 369-3583.

Marietta, Ga.: Virtual World Outpost. (404) 951-5554.
Pasadena, Calif.: Virtual World. (818) 577-9896.
Sacramento, Calif.: Virtuol World Outpost. (916) 447-3245.
San Diego: Virtual World. (619) 294-9200.

San Francisco: Virtual World Satellite. (415) 693-0348.
Walnut Creek, Calif.: Virtual World. (510) 988-0700.
INTERNATIONAL LOCATIONS

Australia: Hurtsville.

Canada: Montreal, Toronto,

Japan: Chiyada, Kyoto, Miyazaki, Okazaki, Osaka, Sapporo,
Shibuya, Suginami.

United Kingdom: London,

(OMING SOON

© Burhank, Calif. ¢ Chicago. © Parramatia, Australia. e St. Lauis.
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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
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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.
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Phone # (510)524-7120

FAX # (510)524-7182
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SIANPLE STRATEGIES THAT WILL AMAKE YOU A
ANORE SOPHISTICATED MAGIC PLAYER.

he crackling ball of lightning hurtles  from your brow. Dozens of protective mea-
sures race through your mind—all impossible

to enact without mana.

-~

toward you in a mad frenzy of rage and
destruction. It arcs through your tapped

mn

=

1

o

By &

warriors, racing past your Fire Elemen-
tal, past your Stone Giant, past even the
mighty Shivan Dragon.

A dangerous beast—but one you can han-
dle. You cycle through the magic at your com-
mand and realize that a simple Fog spell will
prevent the creature from harming you. You
call forth the spell... but
without success. You try
again, but the spell refuses
to be cast.

“Impossible!” you think.
“Even an apprentice mage can sum-
mon the thickest Fog!” As you attempt
to cast it yet again, a cold lump forms in
your belly—and with it, a startling realization.
Earlier in the battle, you used the life-giving
Forests needed for Fog to recharge your Basalt
Monolith, leaving you powerless to cast green
spells. You swallow hard and wipe the sweat

T

You look from side to side for any form of
defense. Then you see him: the Prodigal Sor-
cerer! With the power at his command, he
could destroy the fragile Ball Lightning long
before it reaches you! Desperately, you call
upon the Sorcerer for assistance, but he merely
shakes his head, a look of deep sorrow etched
upon his face. By your command, he joined
the earlier battle, and he needs time to
recharge his ability.

With the numbing sensation that all is lost,

you turn back just as the shrieking ball of
lightning descends upon you. Tendrils
of crackling energy wrap you in their
deadly embrace, and as the crea-
ture drags you into the fiery
hell that spawned it, one
final thought flashes
through your mind:
“Losing sucks!”
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You're probably familiar with the
saying “Winning isn’t everything.”
Which is true. It isn’t. It should never
come before acting with dignity and
honor. But hell, losing does suck. So
what you gotta do is work at win-
ning. In this case, winning at Magic:
The Gathering.

Magic, like all strategy games, has
subtle nuances that first-time gamers
often overlook, and occasionally allow
to grow into bad gaming habits. Here
are some simple strategy tips that
should improve your game play.

Niana

Ah yes, mana, the power-giving
lifeblood of Magic. What more can you
learn about the “simplest” aspect of
Magic game play? You'd be surprised.

» When choosing which mana to
play, especially early on in the game,
check your hand carefully to see what
low-casting-cost spells or creatures
you may want to cast,

For instance, if you have two plains
and two mountains in your opening
hand, and the lowest-casting-cost
creature you have is a White Knight,
which costs two white mana, drop a
plains. That way, on your next turn,

ou can drop the second plains and
cast the Knight,

Having the correct mana in play
will enable you to get your creatures
out early, and will allow you to cast
spells Fh,at may save you from taking
a peatin..

* When tapping mana, try to leave
the proper mana available for any
other spells or effects you may want to
cast later. For example, if you're cast-
ing a five-point Fireball to off your
opponent’s Sea Serpent and are keep-
ing a Death Ward in hand to protect
one of your critters, try to leave at least
one white mana open. (It's even bet-
ter to leave two. You never know when
your opponent is going to destroy one
of your lands.)

« If you already have plenty of
mana-generating lands in play, hold
some in your hand. Give your oppo-
nent something to think about. She
doesn’t know that the cards in your
hand are lands. As far as she’s con-
cerned, you could be clutching a fist-
ful of counters, Disenchants, or
Lightning Bolts. And if you're ever on
the receiving end of a mass-land-
destruction spell like Jokulhaups or
Armageddon, it's sure nice to have
some mana handy.

Spells
RGP >
Like a kid in a candy store, it's hard
to resist the temptation of zapping
something with a spell. But as you'll
learn, knowing when not to cast a
spell is just as important as knowing
when to cast it.

e Don't cast a spell just because
you have it in your hand. A little
patience can go a long way- _

Got a Giant Growth and an inkling
to juice up your unblocked creature?

SOMETWES THESE mAGIC TOURNEYS CAN BE A LITTLE INTIMIDATING.
WA .
TCH HER CRAP HER PANTIES WHEN | FIREBALL HER ASS!

Pizza Guy

Hold it to add a much-needed bonus
on your smaller creatures. (If you've
ever seen a Scryb Sprite knock out a
Serra, you know that conserving your
cards for that special moment can be
a very beautiful thing.) Or wait until
you can give your unblocked creature
enough extra power to kill your oppo-
nent once and for all.

Got a Lightning Bolt and an itch
to singe your opponent? Betcha you'll
wish you'd held it when her Jugger-
naut comes out and starts slapping
you for five points a turn. Or when a
regenerating creature keeps blocking
your creature, wait until your oppo-
nent has tapped out—then spring your
Bolt and eliminate that pesky blocker.

Never, never cast a spell just for
the sake of casting it. Make sure the
target you zap is really worth it.

* Never tip your hand. Acciden-
tally, that is.

If you have a Counterspell or some
other goody in hand, and your oppo-
nent has just cast some unpleasant spell,
don‘t suddenly reach for those islands.
Moving your hand as if to tap mana
lets people know you have a certain
spell in hand, and may give your oppo-
nent an advantage. Weigh the impor-
tance of what your opponent’s action
did before moving to stop it.

On the other hand, when casting
a spell that won't involve tapping all
your mana, try to psyche out your
opponent. For example, if you've been
plaguing your opponent with Coun-
terspells all game but have none in
hand, reach for your blue mana as if to
tap it, catch yourself at the last
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Crazy Aunt Millie

moment, pause, and tap other mana,
leaving two blue mana open—ijust
enough for that fictional Counterspell.

If your bluff is called and your
opponent casts a spell that you would
most certainly counter, reach for your
mana, pause, look deep in thought
for a moment, and do nothing. It
should keep your opponent off-bal-
ance. (But for heaven’s sake, make it
all look convincing!)

= Notice a theme in your oppo-
nent’s deck? Once you spot it, use your
knowledge to take control.

For example, if your opponent is
relying on fast mana like Llanowar
Elves, Birds of Paradise, and Elves of
Deep Shadows, toast those critters
before they combine to bring out
some crazy 10/10 creature. Being
stung by Giant Growthed or Blood-
lusted weenies? Wait until after your
opponent plays her power-upping
cards, then use Terror to eliminate a
creature and its enhancements in one
fell swoop.

Know your opponents’ strengths
and you know their weaknesses as well.

* If you're in a position to hurt
your opponent significantly but suf-
fer a disadvantage yourself in the pro-
cess, it may be worth it.

If you’re low on mana but notice
your adversary casting red spell after
red spell with just one Mountain, use
your Strip Mine to eliminate that
land. Do you hold only one card, a
Balance, in hand, but have slightly
more permanents in play than your
opponent, who's harboring a fistful
of cards? Try Balance. Odds are the
few cards you lose from play will be

nothing compared to what she has
to discard.

Creatures
& Artifacts
SR~ -

Creatures make up the bulk of the
offense and defense in most decks.
Using them properly can keep your
opponent at bay.

= Some creatures have special abil-
ities, like the Prodigal Sorcerer, which
may tap to ping any creature or player
for a point of damage.

If you've got one of these critters
out, it’s usually best to hold off using
them until the end of your oppo-
nent’s turn. That way, if your oppo-
nent attacks you with some beastie,
your Prodigal is free to sting for a cru-
cial point of damage. And if your
opponent launches some sort of nasty
surprise attack, like a 6/1 Ball Light-
ning, the Prodigal stands ready to ace
that sucker before he gets within 100
yards of you.

The same holds true for creatures
such as the Witch Hunter, Sorceress
Queen, and Northern Paladin. Wait-
ing is especially useful for a creature
ability that requires mana, since you'll
be able to untap on your turn and
have all your mana available in a jiffy.

The same holds true'for any arti-
fact abilities you may want to use,
including charging a Basalt Monolith
or Mana Battery.

®* Do you want to launch an
attack? Do you want to cast some
creatures this turn? Who says you
have to cast the creatures first?

Take control of target creature. Put
four “I'm Adopted!?!” tokens on
enchantment. Remove one token
every upkeep. When there are no
tokens on enchantment, creature
learns he is adopted and runs away
and becomes a geek in a carnival freak-
show. Remove creature from play.

By attacking and seemingly leaving
yourself open, your opponent should
block differently than if you were to
cast, say, your Shivan Dragon first.

However, some cards, like the Kel-
don Warlord, get a bonus for the
amount of creatures you have in play.
That's one of the possibilities you'll have
to consider when timing your attack.

* Don’t be afraid of getting hit. If
attacking will leave you wide open to
your opponent’s attack, but you’ll
cause more damage than you’'ll
receive, go for it. If she blocks, well,

Stool Sample

Enchantment

even if you lose some big creatures,
you should come out on top. If she
doesn’t, well, you go in and stomp
her for damage. She should also be a
little hesitant to attack back with all
her creatures if it’ll mean leaving her-
self open for you to attack once again.
(It’s always good to have a little
backup in hand, though. A Fog,
Unsummon, or Terror could make
this strategy a little less risky.)

Game
AARPPhEmRe > -

There’s a lot more to Magic than
knowing when to tap a Prodigal, Giant
Growth a Scryb Sprite, or bluff a Coun-
terspell. Your behavior in the game can
be the key to winning or losing.

» Know the abilities of every card
in your deck and in play. If this means
asking to read a card you haven't seen
lately or ever, so be it. At worst, you'll
reacquaint yourself with some text and
take a little ribbing; at best, you'll sud-
denly brainstorm a great new tactic.
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| Reverse any judge’s decision
during tournament play.

* Resist the urge to show peo-
ple watching the game what you
have in your hand. Ask people not
to point at cards in your hand and
say, “Oh man, that's rough!” Feel-
ing tough or cool won’t help you
any if your opponent decides to
knock the cards out of your hand
with a Wheel of Fortune.

* Try to learn from each game. If
you won, what helped you overcome
your opponent? If you lost, what
might you have done differently that
would have changed the outcome?
Either way, remember which cards
proved useful during the game, and
which just sat in your hand.

* Always test out new card com-
binations and decks. And don't give
up if they don’t work out exactly as
planned right out of the gate. After
several games with new cards or

decks, you should have a better
understanding of how those cards
work and the best time to use them.
(See “Deck Building 101" from last
month’s mag for some insights on
decks and combinations.)

Conclusion

While these tips are sound,
understanding the thinking behind
the strategies outlined above is
what's really important. Knowing
what each and every Magic card
can do is great, but it won’t win
you the game. Knowing when to
cast that game-breaking spell and
when to wait for an even better
opportunity is the hard part. After
all, it’s not the tools but the crafts-
man that works the Magic. o

]Trample‘.- ;

When Irate Nun comes into
play, remove all cards that
mention the words Devil,
Demon, Hell, Satan, Evil, or
Whippoorwill, except this one.
“Wa-Hoo! Eat this, Mephistopholes!”
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Multiplayer
\GIC

Boy, as if one-on-one Magicisn't tough enough

to master! Multiplayer Magic is a completely dif-
ferent beast.

Although there are a fantastic number of dif-
ferent ways to play mulfiplayer Magic, most have
players sitting in a circle, only able to influence their
neighbors in a certain way. You might be limited to
attacking only the player to your lefi, but be able to
affect everyone with spells, or you might be allowed
to attack the players to either side of you, but unable
10 affect anyone else with spells or fast effects.

Here's some quick hints that may come in
handy if you find yourself surrounded by hostile
natives wielding mana.

* If you do really well in a multiplayer game,
opponents will begin to gang up on you. When this
happens, try fo eliminate the person most dan-
gerous to you while holding the others af bay.

* If one of your apponents is vulnerable, take
him down. Not attacking him when he's weak will

give him time to build his defenses. One less enemy
is, well, one less enemy.

© If you're capable of taking out one of your
opponents, keep in mind that the player on the
other side of that opponent will suddenly become
your new adversary. 's sometimes best fo keep o
buffer—you may even cust healing spells on a
neighbor!—until you can handle any opponents

about o enter your sphere of influence.
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Returning cards
elate and confuse
collectors.

For the third month in a row, Wizards of
the Coast has released a set bringing back
Magic cards that we haven’t seen in a while.
If you were excited and shocked to see Killer
Bees, Carrion Ants, and Time Elementals in
Fourth Edition, Chronicles should have put
you into an early grave.

The Big Boys

The first thing to catch everyone’s atten-
tion when the Chronicles list was released
(see News & Notes, starting on page 11)
was that the Elder Dragon Legends were
there. This family of creatures had been
poised to rise in value—in their original
Legends incarnations. Long stagnant at $25
because of their high casting and difficult
upkeep costs, these guys looked good com-
pared to the many unusual upkeep costs in
Ice Age and were on the
rise (now they’re $10-
$15in Legends, $7-310
in Chronicles).

Many prominent Leg-
ends are back in Chroni-
cles. For instance,
Sol’kanar the Swamp
King, who gives his con-
troller one life for every
black spell cast (LG, $8-
$12 and CH, $5-38);
Dakkon Blackblade, who
requires six mana and is
as powerful and tough as
the number of lands you control (LG, $10-
$15; CH, $7-310); and johan, who allows all
of your creatures to attack without tapping
(LG, $6-8; CH, $5-18).

The most important non-Legend crea-
ture in the set is The Wretched, which used
to cost as much as an Elder Dragon (still
does, LG, $10-315; CH, $7-$10). Its crea-

creatures gain
creatures do not
y 924 durin

your upkeep or Arcades Sabboth is

buried,

ture-stealing ability, better than those of Ice
Age’s Seraph and Krovikan Vampire, puts it
in a class with Killer Bees and Carrion Ants.
The City of Brass will be strongly sought-
after (AN, $8-312; CH, $7-$10). Its ability to
give you any color mana makes it extremely
valuable in the early rounds of the game,
but less so later on, since it pings you when
it taps.

Rumors are cropping up that Feldon’s
Cane is about to be unrestricted in tour-
nament play. The Cane is useful in any
deck, since it lets you reshuffle your grave-
yard into your library. When it was an old
timer from Antiquities, it went for $6-310
and was rising. Now the original is $2.25-
$3 and you can tag the new one at a buck,
since it's common. Recall was a surprising
addition (LG, $8-312; CH, $3-$5) because
its ability to retrieve a number of cards
from your graveyard makes it a
lot more useful than the recently dis-
continued Regrowth.

The Nearly Big Boys

Many older cards that were expensive
and useful but never really hit the big time get
a second chance here. Aladdin will definitely
cause havoc with his artifact-stealing ability,
and should become a highlight of the set
(Arabian Nights, $8-312; CH, $4-36). The
proliferation of Angelic Voices will strengthen
white weenie decks and will be sought-after
for that reason (LG, $7-3$10; CH, $5-8). The
Erhnam Djinn returns, to the delight of those
who appreciate green’s speed (AN, $7-$10;
CH, $2-$4). Gauntlets of Chaos (LG, $6-38;
CH $4-$6) and Juxtapose (LG, $6-38; CH $3-
$5) are both useful, fun cards.

If you liked the Blinking Spirit in ce Age,
you'll wonder why you didn’t discover the
Obelisk of Undoing sooner (AQ, $8-$12;
CH, $5-38). Many people like Witch Hunter
(Dark, $3-35; CH, $2-$4) and Wall of Oppo-
sition (LG, $6-$8; CH, $1-$2). Yawgmoth
Demon is a 6/6 flying first strike creature
that makes you sacrifice an artifact for upkeep

Moge: The Gotheringis o trodemark of Wizords of the Const. Wizards of the Coost i 0 registered todemark. Some artwork protected by odditional copyrights.



(AQ, $8-$10; CH, $5-%8). Ice Age’s Enduring Renewal lets
you put dead creatures back into your hand, so keep sacrificing
Ornithopters to the Demon for free. (Wizards of the Coast
will probably announce errata for Enduring Renewal, however.)

Impact

What has Chronicles done to the mindset of the average
card buyer? For the moment, people are too busy ogling
their new cards to care about older ones.

It's safe to assume that Chronicles is the last “reintroduc-
tion set” we'll see for a while. WotC has said that it will even-
tually rotate cards in and out of Chronicles over time, just as
the Fourth Edition card mix will eventually be revised by a
Fifth Edition. The powerhouses left behind in their original
runs should go up in price.

So should items that WotC obviously won't reprint, like
cards that are difficult to understand and don't function prop-
erly. That means messes such as Lich (Unlimited, $40-$60),
Blaze of Glory (UL, $30-350), Word of Command (UL, $40-
$60), and Candelabra of Tawnos (UL, $18-%$30).

Other out-of-prints (OOPs) likely to stay that way are cards
that give players too much of an advantage: game breakers
like the Black Lotus (UL, $175-$225 and probably maxed-out),
Moxes (UL, $100-$125 and similarly topped-out), Berserk (UL,
$20-$35 and still hot), Time Vault (UL, $40-355), Time Walk
(UL, $90-$125), and Ring of Ma'ruf (Arabian Nights, $25-335).

While we're at it, let’s not forget cards that simply turned
out to be more powerful than WotC intended, including
fan-favorites like the Forcefield (UL, $60-390), Two-Headed
Giant (UL, $35-$40), Timetwister (UL, $45-$70), Dwarven
Demolition Team (UL, $10-315, possibly. going UP. due to
the strong walls introduced in Ice Age), Ali From Cairo (AN,
$60-$75 and rising), Diamond Valley (AQ, $35-340),
Guardian Beast (AQ, $40-$65), and Library of Alexandria
(AN, $25-335).

Even if a card isn’t re-released, there may be a watered-
down version, like Chaos Moon (Gauntlet of Might’s_grand-
son dropped this Unlimited OOP to $60-$90) and Bralnston:n
(Ancestral Recall is feeling the P'”Ch'_ down to $45-570 in
UL). OId has-beens like Natural Selfzct:on (UL, $30-$40)_and
Raging River (UL, $30-$45) are ripe for a decrease, since
newer cards do similar jobs. ) .

By the way, the fervor over the important “new 0O0Ps
seems to be dying. Prices shot up but are calming down for
Revised cards like Clone ($6-310), Doppelganger (§12-520),
Braingeyser ($10-$12), and the dual Iands.($'|0-$‘|8).- No
surprise here. Soon after the prices went so high, e realized
that, hell, many stores still have Revised pa.cks, and these
cards are usually in stock and not hard to find. Fork (s1§.
$25) is still hot, and may be‘;‘?"‘e :Hi“c’”g cabiduestosits

5 e es .

gan;e-brsahg'g ab;llt;/i:‘c;:f\lej oIdeFr) cards is that, due to the
rounzz: ceurt O?V:he?, corners, many judges consid?r Alpha
d hence not tournament-!egal. Since the
RATES Tiiprked of le usually put in their decks are big

only Alpha cards peop'® octed by this attitude.
OOPs, their prices may be 2 foe Kk, Fans aerd
rtainly settled for lce Age. Fans haven't

The dust has ce but the flow of cards out of the ware-
Sl SatiatEdt]:-,]:ts{-.E:gtI’\fes, and ultimately into our hands has
:I(ij:\i'e:cri 2;(teoprice per pack to settle back to the suggested

- in most places.
retaTllhzr:;zS?fdg'; 3‘; card in Ice Age1s Jester’s Cap (up to $15-

$25 and rising). Some people buy packs just looking for this.

UNTAPPED POTENTIAL

Card Name: Reincarnation
Set: Legends
Current Value: $3.50-55.00

‘ Rarity: Uncommon
; Reincarnation is one of Magic’s least-appreciated resources. Put simply, if any-
| one's aeature goes to the graveyard,
you can replace if with another creo-
ture from that player’s groveyard.
The uses of this card are many.
Obviously, if you lose a flimsy 1/1,
you can summon the best creature
from your graveyard. If you plon
ahead, you can do more. Combine
Reincarnition with a Jokuthaups and
you'll have the only card in play. If
someone else loses o creature,
replace it with something in his
groveyard that has  steep upkeep
cost, like Demonic Hordes.
Speaking of upkeep costs, if you ever need to sacrifice something, Reincarna-
tion can ease your pain! Since it's an instant, sacrifice a tapped creature for an
untapped one and block with it after your opponent has dedared an attack against
you! The list of uses goes on and on for Reincarnation, one of the more underrated
. cards in Magic.

single card! With its ability to remove three cards from a
player’s library, this may be restricted in tournament play. So
many cards let you get artifacts out of your graveyard that even
one Cap in a deck can break a game.

Other definite hits are the Cap’s cousin, Jester’s Mask ($15-
$25; replace a player’s hand with cards from his library), Deflec-
tion ($8-$12, a very popular Fork-Counterspell:.combination),
and the mighty Polar Kraken ($8-312, bigger and easier to use
than the old king of the hill, Leviathan).

What's next? Homelands, which some thought would be
pushed back to allow the marketplace to recover. (Fourth
Edition, Ice Age, and Chronicles gave us over 800 cards!) But
this expansion set that forms a sequel to Ice Age is slated for
October! This first all-new set since Fallen Empires, nearly a
year ago, promises to contain cards different from anything
we've ever seen before.

Best of the Rest

The new Shadowfist has been well-received by gamers.
Daedalus has succeeded in releasing a game that functions
well, is fun to play, and boasts excellent art. Sales are steady
at retail price, and the card sales and desirability may be
evolving to a point where there are hot and cold cards, as
with truly hot collectible games.

With so many card games out, the ones that blend
enjoyability with ease-of-play will catch people’s attention,
but it remains to be seen how many good games the
market can support. ]
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with America Online

WIZARD WORLD is INQuEesTs new America Online
area. Designed with gamers in mind, this area has tons
of great stuff, including contests, price guides, forums,
and chat areas. There’s even a place to trade MAGIC:
THE GATHERING cards. Want to check it out? Sign on to

America Online and use the keyword “Wizarp.” Or call
800-754-4400 for network access. '

® 1995 Wizard Press. WIZARD: THE GUIDE TO COMICS & WIZARD ® and INQUEST ™ Wizard Press.
AMERICA ONLINE is a registered service mark of America Online, Inc. MAGIC: THE GATHERING™ Wizards of the Coast. MS/SB




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 cardris
worth whatever you are willing to pay for it, or what someone is willi_n_g 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 car'd is
experiencing heavy sales without a price change, it has a shaded bar. If the card f\as 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 Dl‘abo‘II:
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.

3 Dark Heart of the Wood

© I Eowrol haDeod ...
: M ElechicEal...........

. " : I Ebves of Dasp Shadow
o

M i R R R
Cirda of Protecion: Atfoct .. 7.00 ... 10.00 :
Citonol Droid ............... 350 ...500 :

How to use the InQuest CCG Price Guide

In this example, Doomtrooper is the name of the game, Heartbreaker is the name
of the manufacturer, and Inquisition is the title of the expansion set. In addition to the
pink and blue bars, a green bar is used to indicate a set that is being 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.

DOOMTROOPER

L 1.2 ... 200
HEARTBREAKER-1995 © BankMarger . 150 . 250
7O RS ad) ... S275.00...35000 | BonkofEnglnd T 130 250
\ Starter Dack (60 cards) ... 6.00 ...9.00 : Bavorion lluminat.. ... s B0 v ™S
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Bakhi Tha Cunning  ............ 7.00...1000 : Bodyguord ..
Cordingl Dominic ............... 700...1000 : 5
Cranshaw The Mortficator ..., 7.00 ... 10.00" :
Nimrod Autocannon ............ 500 ...800 : Bib

Parsoncl AntiParsonnl Mines .. 7.00 ... 10.00

INQUISITION EXPANSION

HEARTBREAKER-1995
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The prices listed are for cards in Near Mint condition. How
can you tell a card’s condition, and how can you use this
price guide to grade your cards? Glad you osked. ..

One person’s Mint s another's Ex-Mint. That said, since
groding can be a subjective thing, each person should take

into account what he/she feels important. Without further
udo, here are the grades:

Mint (MT): Perfectimundo! Beautifull Sort of a card cross
between the Toj Mahal and Gindy Crawford. The border is
perfedly even ol around on both sides. Both faces are
perfedly smooth, dean s o whistle, and free of printer's
marks. The colors are razor-sharp, and all of the original gloss
i sfill there and glossing ke good gloss should. Many cards
right out of the pack fal short of Mint standards. Remember,
na imperfections may be allowed in o Mint card, regardless of
its oge. 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 perfed.
Avery small printer's mark is occeptable, or two comers may
be very slightly worn. The gloss and color are outstanding. The
centeringis no worse than 65/35—that s, one border may
be 30 percent bigger than its counterpart. All prices in this
quide are for Near Mint cards.

Excellent-Mint (EX-MT): This cord is stil o great
looking card and at first glance may appear to be Near Mint;
however, at dloser range some minor flaws come to light. The
gloss 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 to 90 percent of price guide listings.

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

Very Good (VG): A cord that grades Very Good may
have at least one very worn corner, two to three worn corers
and 85/15 centering. A few small surface creases are allowed
on a VG card, as well as a loss of color or even a picture that is
out of focus. A VG card sells for 20 to 40 percent of price
guide listings.

Good (GD): A card that's graded Good isn't really good.
Think of it os an OK card—that is not so hot 10 begin
with—that got into a fight on the way home. The card may
have three fo four well-wom corners, it may be way off-
center, and it might even have a crease or two. Cards in this
condition are not tournament legal, because they are
considered “marked” cards. Good cards sell for 10 to 15
percent of price guide listings.

Fair: Boy, if you thought Good cards were bad, you ain't
seen nothing yet. Fair cards contain holes, tears, stains, woter
damage, and everything ekse under the sun. These cards, too,
are not tournament legol and look like they went through the
wash in your jeans. Fair cards sell for five to 15 percent of
price guide listings. (Which would make a Foir Wall of Wood,
like, negative six bucks.)

Poor: OK, let's get one thing straight: Poor cards are about
us much fun to look ot as that cow at Rutgers University with
the window in his belly. Poor cards sell for less than five
percent of price quide listings (i.e., they suck).
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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.

OCTOBER

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 InQuest 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.

1. 6.
2. 7.
3. 8.
4. 9.
5. 10.
Mail to:
Name: Dan Albaugh
- InQuest Survey
Address: P.O. Box 458
SEPRNE L S Waterford, PA 16441
City: State: Zip: Age: e-mail: !
E-mail address (if you got one) Wizrdprice @ aol.com
1 N a U E &
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W Copper Toblet ...
® Copy Aifoct ...
B Counterspell ......

B (owWum ...

B Cregture Bond ...

Q C(usode ... ey
B (ystolRod ...
W Cursed Lond

| (ycopeon Tomb
W Dork Ritval
W Dorkpoct ...
2 Death Word
M Deathgrip.................. 1

M Deothlace.................. seassyld
W Demonic Attomey .........7.00 .. 1000
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W Demonic Tutor ... 1000 1500 :

B DingusEgg ... 800 ...12000 :
3 Disenchant .. il S B
B Disintegrote  ................ b L 150 :
B Distupfing ScepTer siillen 800 :
M Drogon Whelp . L —
M Donlife ... 75......150 @
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M Eorthbind .
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B Elvish Archers .,
W Evil Presence ., .
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W fear
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W Fite Elementol
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M Firebreathing
W Floshfires

M Flight

|| fug

W Fors of Noture

M Forcefield
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B Fork 3000 40.00
B Frozen Shade 15 15
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B Giont Spider 15 150
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¢ B MoxJet ...
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: M Hightmare ...............
0 Northem Polodin ...

: e ......... DTTErA b A :
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i W Pestlence ... TS, V€00 4
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) ® Gnofoge.... <1200 .. 1800 © B Inighity...... i O White Knight ...... 325400
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: M AirElemental ............... 1.50...... 2.50
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i @ Animote Arifoct ...
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¢ Ankhof Mishra ..
¢ O Amogeddon ......
i E Aspect of Wolf

.. 125,200
s Lobwneen 200
325,400

¢ M Bod Moon
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: O Bonce .........
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+ 0 Benalish Hero. .. seives 80 avevnai)
: W Berserk .......... ..2000 ...35.00
* M Birds of Parodise ...
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: M (ockatrice............ ... 800 ...1200
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B Dorkpact . ooneiiniiaiis: 400...... 6.00

Q Deoth Word . B [ T 2.00
M Deathgrip ... i) e 2.00
W Denthloce ...

.. 250...... 3.50
W Demanic Atiomey ... 8.00
M Demonic Hordes
W Demonic Tutor .
0 Dingus Egg ...
Q Disenchant .
B Disintegrate
B Disrupting Scepter
B Drogon Whelp
W Dainlife ......
1 Drain Power ...
W Drudge Skeletons
M Dwarven Demolition Team. ..
B Dwarven Womiors ... 25 sl
B Eorth Elementol Ly o 3.00

| Eorthbind ......... o 105w 200
B fothquoke ... ...4.00...... 600
B Ehvish Archers ... - L O 500
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B Folse Orders ... 50.. I
Q Formstead . ]
E Fosthond ... ) g
W ferr ... - :
Feedbock .......... b LT 4
B Fire Elementol 1250000200
M Fieball ......... 125...... 2.00
L Flrehleulhmg 12500 2.00
| Floshfires .. 125...... 2.00
= Flight | Ly 200
WFyg ...

B Force of Noture .
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: M Pestlence.........ooeeeennn 1.25......2.00
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M Piote Ship ........ i B80-ia 350
| Plogue Rats 1.25...... 2.00
| Ploins [ . 25
| Plotequ ... 18.00 ... 30.00
: M Power leck .. L 1.25......2.00
B Power Sink ..... L1.25......2.00
¢ W Power Surge ..... .5.00......8.00
i M Prodigol Sorcerer .. sien Vil Dann R0
Psionic Blost 1200 ...15.00
M Psychic Venom .. L1.25......2.00
O Pueloce ........ 350
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: B Volconic Erupfion ..
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: B Woll of Air
: M Wol of Bone .....
: W Wall of Brombles..
¢ M Wall of Fire
+ W Woll of lee

i M Timber Wobves ............
i B Time Voult
i @ Time Walk .

i iddle L..eeeeenns
M TwoHeoded Giant of Foriys...

: M Underground Sea
: W Unholy Strength

{ W Uthden Tol
i B Verduron Enchantress ...
: B Vesuvon Doppelgonger......

: Bodyguadd......... 1

0 Veteron
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400...... 6.00 :
....4000 ...55.00
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L1225, 200
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J125......200
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125 e 200
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i M Wallof Stone............... ...2.00
¢ O Wall of Swords ............ 250 3.00
P WollofWater ............ 1.25......200
¢ W Wollof Wood............... 1.25...... 200
¢ B Wonderust .. B, L Y |
: B Wor Mommoth ............ V2. 200
;M Wop Aifodt ... 400......6.00
: H Water Elementol ............ 12550, 2.00
¢ M Weckness..... o L 2.00
i EWeb ... 400...... 6.00
i M Wheel of Fortune ......... 1000 ...15.00
: O White nghr ............... 250......350
¢ 0 White Word . B [ 2.00
: B Wild Growth ... 220 125000 200
¢ M WK TheWisp . ...7.00 ...10.00
;W Winter O ....... 400600
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i O Wiath of God............... 600 ...10.00 :
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: m Controct from Below .
: M Control Mogic..........
: O Conversion
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: W Counterspell ...
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: @ COystolRod........
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i M Dorkpoct ......
: O Deoth Word

¢ M Deathgrip
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: B Desert Twister ...
: M Dingusbog ...............d|
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: M Disintegrate
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: B Drogon Engine
: M Drogon Whelp
: M Droin Lfe
: B Droin Power ...
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: M Eorthbind
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B Hyricane ... © O Somite Healer . 1.25...... 200 : @ Animote Atfodt .. L oo
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Angus Mackenzie 12.00 18.00 : = EU,'IEEG 0 """""""""" - 5 25 00 | Mnsietof_!he Hunt......... 18.00 .. 2500 © OB Tronsmutohion ....oeoeoee IS0 1.50
 Anfragic Ao 225.....300 : F:ﬂef;fe msByGore ... 500......800 : g pior Universe ... 4000 6000 | Tiossic gy ..oevor - """ 600, 800
B Aborio 400, gpp : M 5 [ S S 400...... 600 : 3 Mogt........ooonn. 2000 103000 Tokai [Ieul‘hfﬂfk ___________ 800 1200
L
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! B Suwrewow,... 350, 5.00 : M Inifiotes of the EbonHond ... .35
: ® Scarwood Bondits . 800 : M Merseing ..... =239
-~ Scarviood Goblins . L35 75 ¢ M Mindstob Thrull.. L35
Scawood Hog 0250......350 i W MNecite ... sesdd e
| ovengetFol.... 35 s m NightSall . L35
3- Season of the Witch .. 500,800 | M Oucsh Coptain .. o35
‘N 3ters of the Flame .75 1550 | M Oicish Spy ... 35
3 ékulln[ﬂm ......... 400......600 : M OrdshVeferan ..... L
in Su_rro_w;?ulh 325......400 : O Orderof Leitbur ....... - L.
. » - a = Smsgﬂug ...... 150...... 250 i m grderufthe Eban Hond 2355
R R e A — HiE==g-i . L 3 N Tm— R
D iritaprtvtel | 8 T, LRI | Ry
of.a game is draving the wrong mana. That's & & Stone Calendyy 500......800 : M RainbowVal...... 230
why these lands are so'swell- Aside from that < :%”"5‘9" Gy ... .35 .75 i m Ringof Renewal ... 7225
néat hyproticswir paftern beneathithe pidure, &~ Tmﬁ!‘;'[m-& ....... 150......250 i ® EimeregDIt ...... ggg
! these babi s different mana | s Cusade 150,250 | W Ruinsof Trokait ...........125..
| these babies give two diferent mana fypes. B TomadsGp 2250300 M SwdSlos ... 750
™ Book of Rass . ...........-- 225......3.00 1 lower of Coireall . 150 250 ; M Seasinger............c.o.. 2.25
Q0 Braimwash ... oo 12 ya0 | ety e SO0 BOD | M SoulExconge R
B Bothers of Fie .. 18 200 £ Uit L 150...... 2,50 © m Spiit Shield ... e
B Comivorous Plont ... 35 e JE L v'f-"“énl -------- .35 ......75 i @ Spore Cloud
o (ePooyl ... RS s g e 250,350 © M SporeFlower A s
& ity of Shodonn. 500,000 | @ Workmgs 0 350......500 M Swylniefrest ... 8 rong:
O Geniag ... 500..... 800 | wmmﬁ s B s 5 ;M ?hwﬁﬁ"memnh s s fuscu
i 1 JI i— 250,350 F oM Tholid o 35
:Eﬁﬂfﬂﬁﬂ, ceans 800 | oK 3000500 © W Tholid Devourer ... 3o ]
™ Dunteu!M( """"""" 300 500 Wm of Binding """ 367775 | M Thelon's Chont ... 125
ony oeoeees : oms of the Eath " 4op. 600 | @ Thelon’s Curse 215
. WENT DOWN
% H
W EAVILY TRADED | 5 E % B B

A

O Tundio Wolves ................ ¥ 150 :
M Typhoon ...8.00 ...12.00
B Undedow ..ooovuvennnnnen. 3.25......4.00
M Underworld Dreoms  ...... 10.00 ... 15.00
B Unholy Citodel ............ 225 3.00
B Untomed Wilds ... e Dl s 3.00
m Uborg............ B 7. T 5.00

UrDrago ......... .8.00 ...1200

Voevictis Asmodi - .. 00N 5]
W Vompire Bats ... L T
B Venorion Gold .. il ;
0 Visions 125 4
2 Voodoo Dall . .00, !
W Wolking Dead ..... o L ;
O Wall of Coltrops . R L 1.50
W Woll of Dust ....... .3.25......400
| Wall of Eorth .. S 1.50
| Wall of Heat .. 1500150
O Wall of Light ... 350 s 5.00
W Wall of Opposition ......... 6.00...... 8.00
B Woll of Putrid Flesh ......... 3.50...... 5.00
W Woll of Shodows ............ J5......1.50
W Woll of Tombstones . .305......4.00
B Wall of Vopor ... I e 1.50
= Wall of Wonder ... a0 5.00
B Whiring Dervish ... L0 8.00
I White Mano Battery ......... 250:.000::3.50
B Willow Sohyr  ............ {
B Winds of Change ...
B Winter Blost .......
| Wolverine Pack ...
B Wood Elemental ...
W Weetched, The .....

Xiro Aren ..........

B Zephyr Falcon ................

THEDARK (-

Full Set (119 cards) ............ $150.00 ...250.00
Booster Pack (8 cords) ......... 5.00......800
Booster Box (60 packs) ...... 275.00 ... 325.00
B Amnesio .........eeees 3500000 5.00
Q) Angry Mob .. SR s 5.00
B Apprentice Wizord ... . | 1.50
W Ashes to Ashes............... 35t 75
W Boll Lightning .. .7.00 ...10.00
M Bonshee .................. O 2.50
5 Borl's Cage . 3100 5.00
B Blood Moon ..... .6.00 ...10.00
3 Blood of the Martyr .. 1505 2.50
B Boglmp ... L35 TS
W BogRats . P L 75
® BoneFlwte ............... 1.25...... 200

: M Dork Sphere ............... 35
* H Deep Water 3
: B Diobolic Machine......
: M Drowned
02 Dust to Dust
¢ M Eoter of the Deod
¢ W FHectric Eel
¢ B Elves of Deep Shodow
i M FErosion ...
: W Etemal Flome.
¢ 0 Exorcist

§ B Mono Vortex
: W Mosh Gos ..

: B Morsh Viper
i O Martyr's Cry
¢ M Mozeof lth .
: B Merfolk Assossin
: B Mind Bomb

W Muk Dellers
: M Nomeless Roce
B Necropolis

: glfc(i]enemf
: eople of the Woods
¢ O Pikemen

O Preacher
¢ B Psychic Allergy

i E Runesword

Dork Heart of the Wood

: M Goblin Hero. ........ R L
: I Goblin Rock Sled .
: M Goblin Shring ...
: M Goblin Wizord
¢ M Gablins of the Florg
i M Grove Robbers ...,
: I Hidden Poth
+ O Holy Light ...
¢ I Infemo
¢ W Inquisition ...
¢ Q0 Knights of Thom .
© B lond Leeches ...
: B levigthan

Marsh Goblins ..

Morole

Nioll Silvain I

B RogMon ...
I Reflacting Minor ___
B iptide ...
B SofeHoven
B Sovoen Elves

: 1 Bolm of Restora

im Hiﬁhﬁde

¢ leatian Javelineers ...
{0 latian Lieutenont
: O lcatian Moneychanger......... .
¢ O leafion Pholanx :

O leoion Priest
O leotion Scout
¢ 0 leotion Skimishers
¢ M lcation Store ...
1 leation Town ...
¢ Implements of Socrifice ... 1.

5 1 @ Womwood Treefok........ 400...... 600 i
i :

. FALLEN EMPIRES <7

+ WIZARDS OF THE COAST- 19
i Ful Set (187 cards) .
* Booster Pack (8 cards)
Booster Box (60 packs)

| Aeolipile
i M Amor Theull

: M Follen, The ... : M Bosol Thull....... 35 cuviis 75
P OFesing e, i M Bottomless Voult .. e 400
: B Felwor Stone................ 2. ¢ M Brossclow Orcs ... Lk L 15
SO Festivel ..o 35 ... 75 i M Breeding Pit ..... .1.50......2.50

Q Fire ond Brimstone ......... 225...... : O Combat Medic ... B LI ]

M Fire Droke.......... J1S0......250 : @ ConchHom ..... L1.25......200

T | TR 35 .......75 i M DeepSpown .... ol D 1.50
:®Food ........... T L 1.50 : m Delit's Cone o 3D rinen 75
: ® Fountoin of Youth ......... R 300 : o Deli's Cube ... H25 e 200
¢ M Fronkenstein's Monster ... 8.00 ...1200 : W Derelor 150...... 250
: M Goeo'sTouch ............... 75......1.50 : @ Droconion Cylix” .. ... 00250 ... 350
i M Ghost Ship ... N 35 e 75 i W Dwarven Amorer. ... 250......350
: M Giont Shork. .. .35 .......75 : M Dwarven Cotopult .... ol Bl 1.50
: M Goblin Caves ...... S . 75 ¢ B DwonenHold ............ 2.25......300
;M Goblin Digging Teom 35 . 75 : M Dworven Lieutenont ..........35 ....... 75

: M Dworven Ruins........oe..e. 5 1.50
: W Dwaorven Soldier ............. 2
;M Ebon Progtor ........
: W Ebon Stronghold ...
M Elven Forfress ...
: M Ehish farmer .......
: W Ehish Hunter ...
¢ W Ehenlye........
: M Elvish Scout

2 O Forel's Mantle.....
1 O Farel's Zealot ...
: O Fanelite Priest ...
¢ M Ferol Thallid ........
: M Fungol Bloom

¢ M Goblin Chirurgeon ... ]
;I Goblin Flotillo................ 20 NEREY
: M Goblin Grenode. ... = L 75
: M Goblin Kites....... L35 5
¢ M Goblin War Drums ............. 35 e 75
: M Goblin Warrens ... ..325......400
i O Hond of Justice ............ 11—

B Hollow Trees ..

: M Thom Thalid ....
: I Thrull Champion ..
M Thrull Retainer ...
¢ M Tholl Wizard ...
{ B Tidol Flats
: W Tidal Influence .
: M Tourach's Chant
: M Touroch'sGate ..

O Adarkar Unicom
¢ M Adarkar Wostes
I Aegss of the Meek
: I Aggression ...

;@ Amulet of Quoz
: W Anarchy ...

O Artic Foxes

: W Arcwm’s Sleigh
B Aum's Weathervane
1 W Aawm's Whistle
0 Arenson’s Aura ..

¢ @ Block Scarch ...
i O Blessed Wine ...
: O Blinking Spirit

¢ O C(ooperation
i B Counterspell ...........
: m Crownof the Ages .........

i 0 DeathWod .........
¢ M Deflection.................. 8.00
¢ I Demonic Consultafion
: B Despotic Scepter ..
£ Diobok

: M Voddlion Knights ... |

+ B Vodalion Moge.... 0

: B Vodalion Soldiers ............ 35 75
i @ Vodolion Wor Mochine ... 1L R 3.50
{5 Zolyon Sword................ 225.....300
. ICEAGE <

: Full Set (383 cords) ... $375.00 ... 450.00
¢ Storter Deck (60 cords) ... 10.00 ...15.00
¢ Storter Box (10 decks)......... 90.00 ... 140.00

¢ Booster Pock (15 cards) ... 3.00...... 4.00

© Booster Box (36 packs) -..... 100.00 ... 125.00
B Abyssal Specter ........... 505 2.50
W Adarker Senfinel ...

Altor of Bone ...

O Armor of Faith .. O L 1
i W Amjlot’s Ascent. . E——
W Ashen Ghoul ... .250......350
W Awochs ... b L Re— 75
B Avalonche......oooeiinnin 250......3.50
M Bolduvian Barbarians ..........35 ....... 75

B Bolduvion Beors

B Bolduvion Conjurer ......... 2.50...... 3.50
MW Bolduvian Hydro ... ....5.00......8.00
M Boldwion Shomon............ .35 ...... 5

W Barbarion Guides ...
m Barbed Sextont

M Binding Grosp. ..

i M Blizzod ...... sxzs 000
: O BlueScmh ... S )
: M Bone Shomon . w38 i 75
: M Broinstorm .......... e,
¢ M Brond of 1 Omen ... 00 8.00
i M Breathof Dreoms .........2.25...... 3.00
: M Brine Shomon ... 235 i 75
: W Brown Ouphe .. P R 75
: M Brushlond ... 400......6.00
: M Bumt Offering .. 0. | 75
0 ColltoAms ... 2600 ...10.00
¢ O Coribou Range ... 2600 ...10.00
i@ Celestiol Sword ... .350......5.00
t o Centour Archer ... 250......350
: M (Chooslod ... 6.00 ...10.00
: W Choos Moon ...... 6.00 ...10.00
¢ (Chromatic Armor 500...... 8.00
: M ChobTood ........... 3B I5
¢ @ Cirde of Protection: Block ...... .35 .......75
@ Circle of Pratection: Blue ... ... 7 [ J—— 75

¢ Q Cirde of Protection: Green ... 35 .......75
: @ Cirde of Protection: Red ...... .35
i Cirde of Protection: White ... 35 .......75
: @ Cloivoyonce
¢ M (Clook of Confusion. .
: 0 ColdSnop............ o
IO Conquer .oooieivaninn o

: B Curse of Morit Loge ... 5.00...... 8
: I Donce of the Dead ... 3.250

: M Dark Bonishing................35 .......
: W Dok Ritvol ..........co0..0. 35 ...,

Ty

...... 250
|
............ 355

Vision
19 oGy
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THE GATHERING

.
-

MAGIC

B 0 PN v vinveiinntiss 50030 8.00 : M Minionof leshroc ......... 600 ...1000 : m Shse?d oftheAges ......... 32500 400
M llusionary Forces . W Minion of Tevesh Szat ... 700 ...1000 : m Shyft ... . 600
B [lusionary Presence . m Mistlolk..................... 3B...I i m befumSpmi
M [llusionory Terroin | HMole Woms | Silver Eme
B llusionory Wl ............ e i Monsoon ........ ....500......800 :  Skeleton Ship
& llusions of Grondeur .. W Moor Fiend m Skull Catopult
B Imposing Visage ............ 35 W Movntin ... 3 Sleight of Mind .
M Incinerate ... 35 .05 W Snow-Covered Forest ... 15
W SnowCovered Islond ......... 15
W Snow-Covered Mountain ... 15
W Snow-Covered Plains ......... 15
W Snow{overed Swnmp
| Snow Devl .....
B Snow Fortress
O Snow Hound
® Snowblind
m Snowdall
& Soldevi Golem
m Soldevi Machinist
@ Soldevi Simulacrum ..
M Songs of the Domned
M Soul Borrigr ...
M Soul Bum
W Soul Kiss
Spectral Shield
W Spoils of Bwil ...
W Spoils of Wor ...
i Staff of the Ages
m Stompede. .........
Stench of Evil
M Stone Rain
M Stone Spirit

Tﬁ' W Stonehonds... ...
gncl tu gedte car s that \{nuld pmvnke i Stom Spiit

Stormbind...........
e Mok, whici ulluws W Stiomgold Cabl

| Stunted Growth
M Sulfurous Springs

Dira Wolves
0 Disenchont ...
W Dread Wight
I Dreams of the Deod
W Dft of the Dead ...
O Drought .........
W Dwarven Amory
Earthlink .........
| forthlore ...
W HderDruid .........
Hlemental Augury
m EkinBottle .........
O Eivish Hegler ........
O Enduring Renewol
Q Energy Stom...........
Enervote ........
® Ermont Minion
M Emonfry .........
W EssenceFilter ...
m Essence Flore ...
Essence Vortex
I Fonaticol Fever ... R : ; - w‘a
W fear, ko L pulnieverﬂurn lThe)rsl.ldt Hmm, 568 e
Fiery Justice ... A0 600 e e ﬁlﬂcnsrnfmbludmﬂm,J
[ 3% e e stng et
WFoe ooiiieeeeeeeanee 3 mmmmnhrguhm&
Flooded Woodlonds B Sunstone ...........ceeenne
M Flow of Moggors ... ...500......800 : : 3 ﬂmfi?:i"ﬁm ............ S0 800 | s T 05
B Folk of the Pines ... B Musiian Q Swaords to Plowshores ... 1.50
M Forbidden Lore ... . Myf::aMg}J s
B S ol - ot et 8 O o S5 00 m My Remoro a5 g5 i I oeokost
M Forest e T B Thoughleech
B Forgotten Lore —ririmirt . R 400, dog i ThunderWol
Q Fomation. ... : 0 ;e Jemala:!.lmder S5 A0 2 thfm'm""w 225" gpp i M Timbedine Ridg
- Eog}]Fumﬂm! | Johtoll Wum .. B Tinder Wall .
b 300 : M Jokulhoups

W Freyolise Suppli(unl T 7 . S 0
: ipet Order Dud . A58 75
B Freyoise’s Chorm ... 2.50. ggg } 0 bk

Freyalise’s Winds ... 5.00
s Fumrgle ................. 350......500 : : gu'p‘usnn (F;?ﬁ' ............
: Evlg&g Brownie M Korplusan Yeti
™ Fmdhgz: Hder .3 O Kelsinko Ranger
W Fyndhom Ehves..... : Kl(i::gorun ED]ead&.l..d......____;? 38 ol
M Fyndhom Pollen jeioron tirte buard. ... 200...... 3.
®™ Fyndham Bow Kieldoran Frostbeast ... 380 5.00
 Gome ofCus O Kieidoron Guord
M Gangrenaus Zombies Q Kieldoron Knight
B Gozeof Pain ... Q Keldoron Pholanx
2 General Jorkeld Q Kieldoran Royol Guord ...... 6.00 ... 10.00

Ghostly Flame O Kieldoran Skycoptain ... L5 350
® Giont ot ........ j Erdgnmn \Sf}vknrghr ......... gg ...... }’g M reen i B I8

. ieldaron Worrior .............35 ... : ntosmol Moun 25......400 ¢ :

i — W Kightsof Stomgold ... 2.25...... 300§ WPATOD .......eonn T L
W Gorllo Pack..... : M Krovikon Elementolist ... 250......350 i o Plains .....
B Glogol Chosm B Kroviken Fetish
B Glaciol Crevosses | Kiovikan Sarcerer  Porent ... SRR JRNSR L 0 White Scarob
B Glocial Woll B Krovikan Vompire m Power Sink . Wil
W Goblin Lyre M londCop ..o, 00...... 8 M Pox 600 1000 m wild Growh
M Goblin Mutont Lopis Lozuli Tolisman ... 150...... 250 : O Prismotic Wod e 35 TS i Spii
M Goblin Sappers B LovoBurst .......ooeeea R @ Pygmy Allosurus
M Goblin Ski Patrol W lovoTubes ... 00.. : M Pyknile
M Goblin Snowmon... ... 250......350 : M Legions of LimDdl B Pyroblost
B Grovebind...ooveeereenn 325......400 : W leshroc'sRife........ ;W Pyodosm
O Green Scorob . 1.50 250 l Leshroc's Sigil QFfdy ...
M Grizzled Wolverine 35 75 = Ray of Command
O Hollowed Ground ... 150...... 250 i llﬂrﬂulstohon ® Roy of Frasure
B Holls of Mt 500......800 : M UmBolsHex.... 0 Reaiiy Twist
Hed.. 5 75 i O lightning Blow ............ 00......600 i  Recamation
W Hecatomb....ooooovnennn. 50000 gop : O Lost Order of Jorkeld O Red Scorab
® Hematite Tolismon 1.50 250 e ... B Regeneration
L Hipparion 25 300 : M Noddering Wind | Rime Diyad........
W Hour Shode. 35 75 M Magusof the Unseen 600 ...1000 : = Ritvol of Subdual.
M Hot Springs 490......600 | W Modite Ioksmon 150......250 M River Delt
W o from Beyond 3 75 1 SIS Sk 600 1000 : m Ruedhch .l 400, 6.00

B H L 1.50 250 225......300 i m Sabretooth Tiger e o 75
I Hyobpters Loowre 325,400 150......250 : Q SociedBoon ............... 225......300 : SEE NEXT

W Hydoblast ... 35 75 400......600 : m ScoledWom ............... 35 secesda
Hymn of Rebi 350...... 5.00 400, 600 i WSESPt...uni e I PAGE FOR FULL

W lee Berg ... 250 350 4.00 6.00 Iﬁmuie, SUSTO C .

Ice Couldron ... 500...... 8.00 35 15 % DSemph oo 800 e 1200 ¢ CHRONICLES
| ELTGH - PR, N 1 e 400 35 75 l 5lnmh‘|r(] Stridet ... 35 ......15
PRICE GUIDE

Mind Worp 395 400 Shattes : 95 ol
W lcequake ..o 3.25 4 i Shatter ......
m Iimﬁpumim 71.00 j0op - M Mind Whip 4.00 600 "J Shield Beorer 35 15

W HNecopotence 400...... 600 : oy Time Bomb

W ot 35 e IS Touch of Death.
M Oath of Lim Dol | Touch of Vitne
M Onyx Tolismon ... e 1500 250 ¢ @ o Giant
W Orcish Connoneers 1.50 250 ¢ Torol Wor ..
W Orcish Consripts | Taiblozer. .

M Orcish Former ... 3B .. 75
R Undelgmundklval BT )
W Orcish Healer ...... 225 3.00 = Updalt ... 150

4.00 6.00
m Omshlumber]urk .......... 3 05 2555'5 Buble ... 1.30

Q0 Onder of th Sared Toch .. 6.00 ... 1000 § 1 Vovemaus Broath
O Order of the White Shield ... 2.25...... 300 ¢ T g e w
& Pol Bears ............. A0 TIeon | g Vo e

W Ponic .. B g # ;
B Pentogram of the Ages ...... 500000 800 : : wmﬂ ?]" ::::

W Pestilence Rats................ 35 ....05 @ & Wall of Pine Needles

05 10
a Woming ......
8007200 ¢ wholebone Giider ... 150......

Wings of Aesthir ............ 3.50......
= Winter's Chill ...
W Withering Wisps ............ 1.50......
| Witigo ...........
| Woolly Mommoths
= Woally Spider ...
M Word of Blosting
@ Word of Undoing
m Wioth of Morit Loge
M Yavimoyo Gnots ...
| Zu's Weirding ...
m Zuran Enchanter
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CHRONICLES : M FieDke ..o i @ Voodoo Dall ............... 300......500 g
WZARDS OF THE COAGT- 1998 im Fishliver il i ;M WalofHeat ............... 35 . 15
FullSet (124 ctds) .............. o ..o i Wishbul.. © m Wol of Opposfon ..., 100,200 |
Beoster Pock (12 cards) ... 200 ... 400 ; & Fountain of Youth : M Wl of Shodows ........... 3.5 @ "
Booster Box (45 packs) ... 90.00... 15000 ; _ Gobiel ngele ..... -5 { m Wall of Vopor B -
Qi ......... 150......250 ; = Gountleisol Choos ... 4 L om WolofWonder ... 75150 @ Ml
W Acive Volcono ... 35 s i Ghadon Ogee 5295 : O War Elephont 85 g 75
O Akron Legionnire 300,500 : @ Giont Slug .. I 0 Witch Hunter .......... 00......4.00 o |
m daddn ... 0. gop : M Gohl!n Arisons ... LIS : M Wretched, The 00 ...10.00 o !
O Angelic Voices 11— gop i M GoblinDiggngTeom ......... .35 . P W Mkien. e 3., 800 |
Arcades Sobboth . 700 . 0gp ;W GobinShine ... : M YownotDemon .........500......800 PR
W Arena of the Ancients ... 300, 50p i M GoblnsoftheFlog .........35 . : I
W Argothian Pixies g5 i m HUS’_U” Ogress ... - : Q i‘
@ Ashnod'sAltor ................ L 0p i W Hel'sCoretoker . L : SPECIAL OFFERS o ‘
® Ashnod's Tronsmogrant ... 50......1.00 ; ™ Homof Decfening ... 400.. DA .. 600 ...1000 b
Axellﬁd Euanurson 500......8.00 : g ::fg:guzhghni”m“‘ diad ;B Giont E[ﬂdg‘-’i 80000000 ST {
Ayesho Tonoka .. A00......600 © LETTS; <. - L. = e r fachinist DO MongOypt 700 ...10.00 {
= fawre Dcke .. 100, 200 | 8 JomTome . (400.. el ¢ NelofiDrogon ... 600 ..10.00 g ‘
W Bonshee L7515 ;@ ienﬁled Bied . .3.00.. o | L Sewumkifs!mt ............ 600 ..1000 5
= Bof'sCoge ... 300 500 ohan ... . 5.00.. : W Windseeker Centour ......... 6.00 ...10.00
[ ] geusis (;i Bogardan ... 1.00...... 200 ¢ g f(%:el;;?gllhefmh ; TOPTEN HOTTEST (ARDSIE 8
O Blood of the Martyr . N : ; £302 » . :
m oo foen 500.....800 | _ Keiloohoshi..... 2 ) Jester's@ap o | - - FACTORY SETS
M DogRots ... s 100 : M lond's Edge .. A -R“'!_e_f""""" cord. For fiwo mana ond ¢ This set is known os the “Domestic Edition.” Cards
1 Book of Rass ... 200 300 i @ Living Amor ... » sacrifice, the cap allows you to search through..  :  have square barders with gold trim. Backs also
B Boomerong.... 35 TS Maorhout Elsdrogon . ol o player's library and remove three cards from,  :  have the words “Collector’s Edition” in gold
F.J gw%e Horse ... 422 e 692 1 : ;':g;m’ﬂgﬂs . 4 the game. Wanna screw with her blood pres- i !'?.HT?SNB T:"EFSE T“"d; ﬂ“?;g ’°Uj“)“m9"' legal. Lo}
af Worriors . T N T 7 i : M:TG Beto Factary Set (363 cords
i 700 o | Nebuchodnezzor . (500,800 (e Pl the Cop cd RSOV 0SS  © 15 00 e ... S200.00 ...250.00
| Giy of Bross 7.00. 100 : NI[DE‘EDWDS i .7.00 ...1000 : &k :
B Cooon ... 100,200 i ® Obelisk of Undoi .500......800 : QO ShieldWel................... 75, : Known os the “International Edifion,” this set
B Concordant Crossroods soo.gpo © PolodieMors..... 700 ...1000 : M Shimion Night Stolker 1.00 ¢ is the some as above except the cords have
B CowGiont ......... 200, 400 : S PetoSphynx..... .3.00......5.00 Shit Scorzam ... 1.50......2.50 | “International Collectors Editon” on them. Cords =
B Cvombajj Witches . g Tye M Primordiol Ooze sl S 1.00 Solkanar the Swomp Xing ... 5.00...... 8.00 : are also not tournoment legal.
o Gong ........... 400, hop ¢ @ Fup]_:eilh\usm 00 5 W SOME  oomernmineenns 400......6.00 : MIG Beta International Factory Set (363 cards)
Dokkan Blackblade 700 000 ;™ Robid Wombet ............200...... i W Storm Seeker...............300......500 : 5000Pinted .. ... §275.00 ... 350.00
® Donce of Mony ... 500 .go0 0 ® Rokdite .................200...... ¢ W Tokklemoggat L 50 :
= Dondan ..o, B Recall .......... : W Telpord ...  This se! contains two, 60-card Revised slarter
O D'Avenant Archer ... T3 75 & M Remove Soul e Tobios Andrion : decks, 30 counters, ond o Revised checklist.
0 Divine Offering ......... 35 795 8 Repentont Blocksmith .......... 35l J5 0 TorWaoki.n 2000 400 : MTG Revised Boved Set ... $20.00 ...725.00
B Emerold Dragonfly............. 35 .75 ¢ B Rewelbion ... : 00 i M Tomod's Cypt.......oonnns 50.....100 ¢
B Enchontment Ateation ... 75 1.00 : _ Rubinio Soulsinger 800 : W Tronsmutafion ............... 35 .75+ This set contains two, 60-cord Fourth Edition starter
| Ehnom Djimn ... 200......400 : & Runesword ........ 100 : B8 Triossicbgg ... .3.00......500 : decks, 30 counters, ond o Fourth Edifion checklist. Q
o Fallen, The ... 000 Top oM SofeHoven L4 00 : W Urza's Mine (4 versions) .......35 ....... 75 ¢ MT0 4th Edition Boxed Set ... S18.00 ... 25.00
B Fallen Angel ... 2000 4o M Scovenger Fak... oo 155 M Unzo's Power Plont (4 ver) ... .35 ... 5 8
| Feldon'sCane ... 75 750 T Senfinel ... 3.00......500 ° B Urzos Tower (4 versions) ....35 .......75 ~ C
B Serpent Generator ......... 5.00...... 8.00 Voevictis Asmodi ............7.00 ... 10.00
WENT UP WENT DOWN HEAVILY TRADED I ==

' MANUFACTURERS' ADDRESSES °

ATLAS GAMES
PO Box 131233

Roseville, Minnesota 55113
Gomes: On The Edge

BLACK DRAGON
PRESS

PO Box 362

Logan, Utah 83705

Gomes: Tempes! of the Gods

CACTUS GAME
DESIGN
1553 South Military Highway

Chesapeake Bay, Virginia 23320
Gomes: Redemption

CALIBER GAME
SYSTEMS
11918 Farmington Road

Livania, Michigan 48150
Games: Powercardz

CARD SHARKS
1418 North Clinton Boulevord
Bloomington, Ilincis 61701
Games: Super Deck!

CARDZ

2505 North Highway 360 71h A
Grand Prairie, Texas 75050
Gomes: Hyborion Gates

UMBIA
COMMES

pO Box 3457
BginE, Washington 98231
Gomes: Dixie

COMIC IMAGES
280 Midland Avenue
Suddlebrook, New Jersey 07663
Games: Star Quest

COMICO

119 West Hubbard 4th Floor
Chicago, lllinois. 60610
Games: Chrysalis

COMPANION
GAMES

PO Box 392

Stamford, New York 12167
Games: Golactic Empires

DAEDALUS
GAMES
385 the West Mall

Frobicole, Onlario, Canoda M9C 353
Games: Shadowfist

DECIPHER

PO Box 56
Norfolk, Virginia 23501-0056
Games: Stor Trek, Star Wars

STINI
D ODUCTIONS

INCORFORATED
73 Fessenden Stree!

Warwick, Rhode Island 02886
Gomes: Flights of Fantasy

ER
ﬁ%ﬂlkoure 73 Executive Ploza

ite 300
il'JtLLenr Laura, New Jersey 08054

Games: Marvel OverPower

FPG

2539 Washington Road
Building 1000

Pittsburgh, Pennsylvania 15241
Games: Guardians

HEARTBREAKER
HOBBIES AND
GAMES

1260 E. Woodland Avenue

Springfield, PA 19064
Gomes: Doomtraoper

IRON CROWN
ENTERPRISES
PO Box 1605

Charlottesville, Virginia 22902
Games: Middle-Earth

KNIGHT PRESS
264 Main Street

Florence, Kentucky 41042
ames: Realms Arcana

LAST U
G AMESNICORN
PO Box H

New Cumberland, pa 17
ames: Heresy ) o

MAG F

E}]I}ox 1106 SRLe 7

Gl:]llmn}s Bay, Wisconsin 53191-1106
mes: Star of the Gyardians

MAYFAIR GAMES
891 Howards Syreet

Hiles, Ilinj 60714

ames: SimCity

MEDALLION
SIMULATIONS
475 W. Sierra Suite 168
Fresno, California 93704
Games: Echelons of Fury/Fire

NEW
MILLENNIUM

PO Box 12582
Albany, Hew York 12212-2582

Gomes: Battlelords
OUTER EARTH

INC.

5996 NE Hoystack Street
Hillsboro, Qregon 97124
Games: Moons of Khadar

PRECEDEN.CE
2090 Fost University #1 09
Tempe, Arizona 85
Gomes: Gridiron

N
STEVE JACKSO
Einis
PO Box 1

.ﬂus!iz,xTexus 732‘60

Gomes: luminati

NDER CASTLE HELPFUL.
THMES .

G

1529
Egnl:g:ﬁly, Missouri 64138
Gomes: Towers |

R 5
{UlsSheridun Springs Buggmi
Lake Geneva, |smnsmw
games: Spellfre. Blood Wars

g & T e R

o Time, Highlander

ULTIMATE GAMES
1665 Willow Street

San Jose, California 95125-5149
Games: Ultimate Combat!

U.S. GAMES
179 Ludlow Street

Stamford, Connedficut 06902
Games: Wyvern

WHITE WOLF
49588 Stongegate Industrial Blvd.
Stone Mountain, GA 30083
Games: Rage, Vampire: The
Eternal Struggle

WILDSTORM
888 Prospect Street Suite 240
La Jollo, California 92037
Gomes: WildStorms

WIZARD
coast > OF THE

PO Box 707
Rentan, Washington 98057-0707
Games: Magic: The Gatherin
Vampire: The Eternol S!rugg?

a5 THIS
COULD BE REAL

g

e

&, e T T



GAMES

CARD

SO, E C T I BEVNEERE

siooowars- QUTSIDER ARCHER [E

BI.DOD WARS

Fu\l Set (334 tords) ......... $300.00..
Starter Deck Duals (100 cords) ... 8.00 ...
Storter Box (10 dual decks) ... 75.00 ...
Boaster Pack (15 cords) ......... 2.25
Booster Box (36 packs) ... 75.00 ...
Assassination Plot ............... 5.00
Chaos Beast ..................4.00
Lody of Pain ... o i 29,00
Shield Maidens of Odin ......... 4.00
Tiomat ........ 5.00

FACTOLS AND

Full Set (134 cards) $40.00 .
Booster Pack (15 cards) ......... 2.25
Booster Box (36 packs) ...... 75.00 ...
Full Set (200 cords) ......... $50.00 ..
Starter Deck (60 cords) ......... 8.00
Storter Box (12 decks) ......... 80.00..
Booster Pack ...
BuckWuuds TR L.
CobrBuord <o smmnisimiy I8
(LT [ ————— 125

10 POR Porratt ... 75

12 PDR Howitzer ... 105e,

E‘E“"E :z“'!'l!d.@ﬁj

ol St AR B e

Starter Deck (60 cordk)............
Startet Box (12 decks). 3
BoosterPock- il

DOOMTROOPER
Full Set (337 cords) .. §275.00
Starter Deck (60 cards) 8.00
Starter Box (10 decks) ?f; 00
Booster Pack (15 cards) 225
Boaster Box (36 pocks B0.00
Aokhs The Cunning i: f@?
Cordinal Dominic / JrJ
Crenshaw The Mortificator I 03-
Nimrod Autoconnon 5 [JrJ
Personal Anfi-Personnel Mmes 1.00
INQUISITION EXPANSIO
FullSat (170 cords) $15000
Booster Pack (8 cards) 2.25
Booster Box (60 packs) 75.00
82 s Q U E

FACTIONS

40000
1000 :
10000
.. 250 ¢
9000 :

8.00 :

600

3500
600
800

6000 :

.. 250
90.00

Jlaoo

2 ';\
90.00

- Boaster Pack (15 cords) ......... 400 ...500 : Ilied.. oL 1.50
: Booster Box (36 packs) ...... 110,00 160.00 ¢ IRS... s D 1.50
¢ Unlisted Singles .................. 2550 Immortaity Senen ... 150 ...250
: * Intnt'l Communist Conspirney ... 1.50 250
¢ Adepts of Hermes ............... 150 ...250 : Intmt'l Weother Organization ...... .75 1.50
T W 1) SR 1) R - o 1.50 2.50
: An Offer You Con't Refuse L1500 . 250 ly.......... L3255 .. 400
B [ L1550 ...250 : JimmyHoffa . 225 =30
: Annal Convention J1500 ... 250 ¢ Junk Ml ... LIS 1.50
: Anfiwor Adivists ... 1500 ...250 ¢ Killfor Peoce! 1.50 2.50
: Atk of the Covenont .. 150 ... 250 (L4 Sodety ...... LIS 1.50
P OBALE 2125 0200 ¢ lowond Order ........ slD 1.50
: i SIMU : Bonk Merger .. 150 ...250 : LetThem Eot Coke!........... w13 1.50
; Fu[h[gsm (6':‘cu:ds) ______ ..5000 : BonkofEngland .. J150 ...250 : Let's Get REALLY Orgonized .......75 1.50
© Full Fury Set (57 cords) .......... ..5000 : Bovorion lluminati .. 150 ...250 : Let's You ond Him Fight ......... 1.50 2.50
: Fire Storter Deck (65 cords) ... 10.00 : Bemuda Triangle ..... .. 150 ...250 : Libedorions............... .. 350
i Fire Storter Box (10 dedks) .. 5.00... 100,00 i Big Sellout, The 150 ... 250 : Library of Alexondio, The J1.50
¢ Fire Booster Pack (15 cords) ... 250 ...3.00 : BiggerBusiness .... .5 150 ¢ Liguor Companies ......... 2.50
: Fire Boostet Box (36 pocks) ... 85.00... 110,00 : Blitzkiieg ..... 0325 ...400 : Local Police Deportments 1.50
© Fury Storter Deck (65 cords)......... 800 ...1200 : Bodyguod..... L1550 ...250 : LlogicBomb ......... 2.50
© Fury Storter Box (10 decks) ... 75.00...100.00 : Book of Kells o J5 L 150 ¢ Mofio, The ... .4.00
¢ Fury Booster Pack (15 cords) ... 2.50 ... 3.00 : Botched Contoct. J5 ... 150 ¢ Monuel Noriego ... 1.50
© Fury Boostet Box (36 packs) ... 85.00...110.00 : Brbery .. L5150 Morgoret Thatcher ... 1.50
: P CLA L 325 ...400  Morket Monipulafion . 1.50
FI.IGH'I'S OF I'AIITASY : (onodo ... . 1.50 250 ¢ Moss Murder ......... 2.50
: i Cattle Mutilators .. .1.50 250 : Media Connections 2.50
: FullSei(lUﬁ(nfdsj ,,,,,,,, $40.00 ... 60.00 : Celebrity Spokesman . LIS 1.50 : Menin Black, The ... .4.00
DoStmterDeck L......oiieniienniiiriiinnnns NONE ¢ Cemsorship ............. L] 1.50 : Messich ....... 2.50
¢ Booster Pock (10 cards) ... 225 2.50 + Center For Diseose Control . L 1.50 : Meteor Stike 1.50
© Booster Box (36 pocks) ... 75000000 @ CALAD....coovv, . 1.50 250 P MKS ...l 1.50
: i Ching ...... 150 2.50 : Mistoken Identity . .250
omcncmrllt!s i Chutch of Elvis . IS 150 ¢ Mossod.................. . 2.50
i Cong ... 1.25 2.00 : Multinationol Oil Corporations . 1.50
Full Set (44[3). eveiieen.8175.00... 21000 Combined Disasters 1.50 250 : Murphy’s low 1.50
i Storter Deck (55 cords) .........8.00 ...9.00 : (DI'DI('BDORS .......... sl 150 @ KSA .4.00
¢ Storter Box (10 decks) ... 75.00... 100,00 © Commitment ...... LR - Nunwkeugun .250
: Booster Pock (12 cords) ......... 2.25 ... 250 : Computer Security.. A0 20 NASRwsaan .1.50
Booster Box (36 packs) ...... 75.00 ...90.00 : ComputerVius ....... IS 150 ¢ NATO .......... .2.50
: Congressional Wives sl 150 : Necronomicon ... 1.50
Drogon Hatchling .............. 400 ...6.00 : Comuption ..... s .. 1.50 250 : Network,The .......... .2.50
Drogon Loir, ... . 400 600 | CountDoclo .................. 1.50 250 ¢ Kew Federol Budget .1.50
Moon Drogoness ........500 ...800 : CounferRevolufion .. 150 250 : MewYok oo 150
© Monster Overstrike . 350 ...500 : Counterspell ... ... 15 150 ¢ Nice Ideo, It's Mine Now! ... .250
Scintiflating Drogoness ......... 3.50 .. 500 : Cover of Dorkness .. .1.50 250 : Offshore Bonks ........... 1.50
CCoverllp ... 150 250 : OlieNoth ......... . 1.50
NEW EMPIRES EXPANSION ¢ Criminol Overords ............... 1.50 250 : Opportunity Knocks 3.50
COMPANION GAM Crystol Skl .................. L. 250 : OmitOne ......... . 1.50
Full Set (209 cards) 675.00... 12500 : Cyborg Soldiers 400 : Oregon Crud, The ......... .2.50
Booster Pock (12 cords) ... 2.00 275 : DeasiEngine ..................L. 2.50 : Perpetual Motion Machine . 4.00
Boostet Box 80.00...10000 : DesthMosk ...................... 1.50 : Phone Company........... 1.50
Ancient Spacefarer ... 250 ...350 ; Democrafs ...l . 1.50 : Plogue of Demons. 3.50
Fighter Piot _ 7250 ...350 : Depogrommers ............... 1l 250 ¢ Pledge Drive ......... .1.50
Spitirual teoder ...............250 ...350 : Dinosour Park ... 150 3 Political Correctness..... . 1.50
Stellar Map. ... 225 ..350 ¢ Discordion Society........ 250 & Pollsters ............. L4.00
¢ Volotile Corgo ..................3.25 ... 400 ! Dollors for Decency ... 150 Power for lts Own Soke . 2.50
: P EtheRidh oo 2.50 : Power to the People . 1.50
SEFF L RE | 250 : Prince Chorles ........ . 1.50
: 181/2 Minute Gop .. ... 1.50 250 i PrincessDi ......... <150
© flders of Zion ...... - 1.50 250 : Professional Sports 1.50
CHiZO 75 150 & Psychiotrists...............0oene 125 ...200
L 325 4,00 : Pyr. Mkr'g Schemes (Mog. Ins.)... 150 2.00
¢ Embezzlement............. ...250 ...350 ¢ Rainoffrogs ...l 75 ... 1.50
. EmptyVee ...... L 200 : ReochOut.. . . 150 250
DOy OE . 150 ...250 ¢ Red(ross ... . 1.50 2.50
o Bl Geniuses. .. Tomorrow ... 150 ...250 : RedSeore ... J5 ..0150
: Faction Fight ............. ~..150 ...250 : Reformed Church of Soton L5 L 180
* Fearond Loathing ............... 75 ...150 ¢ Relood! ... 75 ...1.50
¢ Federal Reserve ... 25 150 ¢ Republicons ... sl v 100
: Feminists. ... 75 ...150 : Resistonce is Useless! . .250 ... 350
i Fidel Castro .. L35 150 ¢ Revolufion! ...l 75 ... 150
5. Finlond . conuiasiin e 150 ...250 : Rewriting History .... 1l e 250
o SR e - First Thing. ..Kill All Lowyers . ... 1.50 ...250 : Rifkinites .......... . 1.50 2.50
*Chana (Donarexs. Flower Power ................... 75 ...150 : Robol Sea Monsters a3 e 190
Foiled! ........ e L 150 RossPerot .......... L.150 ... 250
i O, L5 150 @ SMOF ... L2500 ...0350
: Freoking the Mundones 578 150 ¢ Sobotoge .......... .. 150 ...250
: Fred Bich Society ... ... .1.50 250 : Soddom Hussein ... a5 150
¢ GongWar ... 75 150 ¢ Soturdoy Moming Cartoons ... 75 1.50
| Goy Adivists .. il S 150 © Sovingsond loons ... 50 ...2.50
CoGemony .............. L3325 ...400 Snv‘rngs&lounSrum » il h 1.50
HYBORIAN GATES ¢ Giont Kudzw ... e 5150 G Scondal.. . 250 350
) ¢ Gnomes of Zurch .............. 150 .. 750 : SecetSenice .. PRt -/ e 1
Full Set (450 cords) . 8 .....%  Goldfish Fonciers ...............1.50 ...250 : Secels Man.. Toknow ..........05 ... 150
Stoter Deck (110 cords) _...... $10.00 ... 12,00 Great Pyramid, The (Mug nset) .. 150 .. 250 ¢ Seculor Humonists . mmedd )0
Storfes Box (6 duol decks) ... 6000 7000 © Gremlins ... s k50 250 ¢ Seize the Time! ............... 1.50 250
Boaster Pock (12 cords) ... 250 ...3.00 : GunControl . TR L. 150 © Senate Investigoting Committee ..2.50 3.50
Booster Box (36 packs) ... 85.00...110.00 : Hockers . .. svurssady 150 & Sevonts of Chothw ... 1.50 2.50
Hond of Modness, The ... 1.50 250 ¢ Shongeilo ..o .1.50 2.50
ILLUMINATI: NEW WORLD Head in o Jor ; 75 1.50 : Shroud of Tuin  ............... 3.25 4.00
ORDER LIMITED EDITION Hex ) 150 250 © SiliconValley ...................05 1.50
Hidden City e LSO & Sulper uocamasasasennindd 1.50
(ﬂ'd nomes are in Qﬂfd printing. ; Hidden Influence 150 250 & Soulbumer.... .o i d:2d 4.00
rd 40000 50000 Hiler's Brain 3.75 400 South Americon Nozis. .. ....... 250 3.50
) 6500 7500 pony 75 150 - Sposm of Violence............... 1.50 250
10) 1860 2000 - Hollywood 75 150 - StorsoreRight, The ... 150 ... 250
' 000 10000 Holy Groil, The 150 250 ° Subliminak................325 .. 400

[ © PRICE NOT AVAILABLE




Sucked Dry and Cost Aside!

Suicide Squad ........
Supreme Court....
Sweeping Reforms ...

(7] ——————

Tox Breaks
Tox Reform.. ..
TeX0S vovvvieennnns

Thousend Paints of Light, A
TimeWorp ..o

Triliberal Commission .......
VEQs oovamsensimmnin

Up Agoinst Ihe Wl ...
YO0 s somsimssens
Voudonistas .....
Warehouse 23 ...
Weak link, The ...

Weather Satellite ..
Viithering Curse ...
World Cup Victory ..
WoldWer3 ............

Troding Cord Game (Mog. Ins.) ... 1.

...... 2.50

0

¢ Andolusia ...
¢ Jocob Brinker ...
¢ (heap Baboon Trick .
¢ Eyehols Diilit
* Roin of Walnus ...

Booster Pack (10 cards) .........
: Baoster Box (60 pocks) ..

....... 350
400
.o 350
R

.. 250

ON

$70.00...
2.00

oo

..5.00

... 600
...5.00
.. 400 :
..3.50

100.00
225
130.00

+ Chimera ......... —
¢ Circulor Attock ...

: Black Spiral Dancer ............ 1.50
i Bladetooth .......... . 150
: Blisshul Ignorance s
| T—— .15
: BluckundSmke . . 1.50
: Bloodon-the-Wind . 250
: Body Blow ... L
i BodyWrock ... .. 250
: Bones of Shokir Hind ... .. 250
¢ Bottlecap of Shukeyl\ut 390
: Brokenlimb ........... . 150
¢ Bron Moc Fionn . ..350
: Buggerhend ... ... 150
: BumRush ... .. 1.50
D Bumow ... sl
¢ Coem Building .. il
¢ Colling o Chompion . 1.50
i Comoufloge .......oooeeeriennines 75
¢ (oreful Strke 250
i Corlo Grimsson 250
¢ Coreson Ruoh ... 1.50
i (otfeet ... .
¢ Cemonous ... . 2.50
¢ (horging Bull . 350

i i B e s SR AR : (lose the Bawn . s 150
y . e e e T ¢ Cotkrooch ... -
Evil'Geniuses for a £y s s e 3 o o e : Commond St . s
Better Tomorrow : m‘:ﬁ""’"_"""“""""""‘”“ : Coupde Groce ... L350
.. f "::mu FOPCE BAST 13 ARMON 13 FLICNT 13 & (IES(EHI Mﬁﬂﬂ B ?5
: ¢ Crick Rumwrongler . 1.50
: : ¢ Ciiticol Blow ... 150
i POWERCARDZ- BATTLE ARMOR  JHCESAETETNS ssl5
: : Dgrunged Mokalé . . %gg
i CMID i DhormaBum ... ;1
| s Y 1?2
: ) R e nrme— .
: Full Senesl (120 m:ds ...... 540 00 ...6000 : 0
| Sater Deck (B0 Vasions) . 800 . 9.00 ; pembovement b
© Starter Box (12 decks) ... 7500 .. 9000 : Dsd;ems """""" 75
© Booster Pock (15 cords) ... 225 L A50 o sl 250
" BoosterBox (36 pocks) .. 7500 . 9000 : gﬁ”&j‘:h““ef"f“ e
£ toterofBemrs ... 1.50
Vien Rl o © Edgewolker 1.50
D— B~ Insiayiruc Evee £ Elder Stone.. gég
A y (A/2) : Elder Vompire .
Inwo-EVIL GENIUSES FORA  |E ; © Enirl Rend 150
BETTER TOMORROW R Rl | conen 150
: f bt ¢ ntrapment......... s b
: G  Evode ond Stike ... . 150
ILLUMINATI: NEW WORLD i b Hoolsthefast ..o 150
ORDER UNI.IMIIED EDITION E:(giluu:m ........... 1
KSON GAM : b : wl
(urd nomes are in various tolors, : E Eve u(f;!hentdubm &
Full Ser (412 cords) ... $250.00 .. 350.00 : E,'es fmFg.I ...... i
Storter Deck Dual (110 cords) ... 8.00 ... 1000 : i byeso k‘rus sk 250
Starter Box (5 dual decks) ....... 30.00 ... 50.00 : Fulene i s o
Booster Pack (15 cords) ... 200 ...225 ¢ Folon ........ <5
Euosterﬂox (36 pocks) ... 7000 ...80.00 : : Egzg ?:ngﬂgzrl s 10
ingle.Corts .o cuaanmannii 0,51 Limited Price : o N f P ; gg
JYHAD © Fost Stike .. deseeaeee B
NIZARDS OF THE (DAST 1994 : Feother of Fthe Phoztix ... ??g
Full Set (438 cards) .. $275.00... 400.00 i L R Y50
Starter Deck (76 cards) ......... 7.00 ...8.00 PR 750
Starter Box (10 decks) ... $5.00 ... 80.00 i Fenris’ Bite.......-- e D
Booster Pock (19 cards) ......... 1.50 ... 2.00 ¢ Flok Jocket .....oooeooee %
Booster Box (36 packs) ... 50.00 ... 70.00 RAGE ; Hur;e\spmn'd' N
WHITE WOLF-199 + Flesh Wou eass e
Anarch Troublemoker ............ 400 ... 600 : FllSet G321 conds)......... $200.00...300.00 : Flower of Aphiodite 1 32
Arcane Libiory . U400 oo ¢ StorterDeck (60 cords) ... 800 ... 9.00 : Fomon i
Ivory Bow ................... 600 .. 000 ¢ StoterBox (10dedks) ......... 7500 .. 9000 : Fomori ‘30
Milicent Smith 400 400 : Booster Puck (12 cords) 00 295 ¢ Forceful Wind 5350
Palitical Ally 400 oo - Booster Box (24 packs) .. 4500 . . 55.00 ;u”njq. %
¢ Full Moon !
ON THE EDGE 38 Special .. LIS 1.25  Fut Gnarl ! 3“:
120 CAMES 10 9mm Semi-Auto Pistol P . 125 ¢ Fumling 35
Full Set (269 cords) . .. $125.00... 20000 . AMoskon Wolf Hunt .. 250 350 © Gaoffling Pest. ... 5 e
Starter Deck (60 cards) 800 900 . Aexondr ThunderRage . 2500 . 3500 : Goia's Vengeonce . ;50
Starter Box (10 decks) .. 7500 9000 Alos 250 . 350 . Gongeel My e
Booster Pack (10 cords) . ... .. 2.00 275 Momonde 250 350  Gorboge Food Poisoning Lo
Booster Box (60 pocks) ... 100.00... 130,00 . Mison Kochino... .. 350 450 - Gothering for the Departed
: Amari Howlsdrom-Soul 150 250 ¢ Geas 250
Asha Ryhar ... (350 500  Hona Kiningk 350 450 - GereHunsthetunters f ;g
Constance D"Aubainne 225 300  Amnoyes of he Sun-Pefiey 250 350 Gesor . .. v3
Cyril Doros 350 ...500 Antoning Teordiop 250 350 - Gel Medieval ]5
Debora Grierson 3.25 100 - Atocking the Wym 75 125 - Gibbous Moon I3
Hovani Shagasemi 750 350 © Aue of Confidence 75 125 Gt of the Porcupime i
Augra 350 450 © GlondngBlow ... e
F hve ... 75 1.25 - Glib Tongue 350
Balor's Gaze 750 350 Golgal Fangsirst e
Banono Spl 150 250 © Goll Moc Moumo %‘ ; 0
Full Set (117 cand 57000, 10000  Banefow 15 125 ¢ GondKowe i
Booster Pack (10 cards) 200 .. 215 2""’? Suswlg 75 125 : Grondfather li:juuder %
Boogter Box ( ) o - pewsiming. 150 250 ° Grozing Woun
ster Box (60 packs) 110.00. . 130.0 Bite 0 50 ¢ Dmip Rt 350
WENT Up WENT DOWN HEAVILY TRADED |

: Lunar Eclipse .
PoMomu
: Mangle....
Mo Cobroh

i Mossive Wound  .............

¢ Mosterof the Pack ...
i Motigrch Mouming ...
: I.'.ertilul BlOW ... oo s

GlekT\thungue
Gxeﬁlst ..........

: Grimfong ........
: Growlsothoon
i GuidestoTruth.....
¢ Gunnor Droughrbane. ..
¢ Hoff Moon ...
: Horano Gloom ...
: Head Wound ..
¢ Heart of Fury ..
¢ Hogling ......
¢ Howord Koar .
¢ Hunting Porty .
+ ey Chill of Despair.
i Impergium
: Inbred Disorder
¢ Incoma Sigil

¢ Insightful Eyes
: onkordo.......
: Jack Debiftongu ...
¢ Jockal's Curse ...
¢ Jocky Gecko ...

Jom Technology

¢ Joumey Onward ...
 JoumeytotheBost................

i L

: hmldspmk

i Mokolé Hide

i Moon Brdge Escope
¢ Moon Sign

i Morgon the Unworthy
: Monhei High-Mountain
: Mother Lorisso

Mother's Touch

¢ Natasho Moon Chaser
¢ Naturge Boon

Nenh

hys Mu’at
Cluster

New Moon

No Escape

No'iri'n Ni"Dhonaill
Odor of Skunk
Off-Bolance Attock
Oisin Mac Gaeloch

: Qld Red Eogle

01d Storm-Chaser
0ld Wolf of the Woods

+ Organ Puncture
: Overextended Attack

Ow

: Pack De\éeusn

Passer

- Peoce of Natwre
¢ Peorl River

Pegosus

© Pentex Forestry Team
¢ Pentex Refinery
¢ Persuasion

Piper, The
. Portable Computer
: Proise the Malformed

Progenitor Moge

D(:TOBER\

9 95

75
olubafi L 1.50
i Julishg of the Thousond Masks .. 3.50
¢ Justice Under Gaio............... 150
i Kelly Still Waters............ 25.00
i Kinfolk - Environmentol Activist ... 2.50
¢ Kinfolk - Small Town Cop......... 2.50
* Kinfolk - Soldier of Fortuna 3.50
¢ Kinfolk - TV Reporter ............ 2.50
¢ Kinfolk - Veterinarion ......... 350
i Klaito! Storgozer ... 25.00 .
PoKloive L 250
¢ Kneecapper 9
: Knife Wind ... 3.50
¢ lomurun 350
i lendership Challenge . . 1.50
¢ legendary Leodership . .. 1.50
¢ Lesser Bonishment .. 1.50
i leukippes........... L2500 .
i Lone Wolf Lupa L2500 .
Lo Albrecht 2.50
: Lost Calling. ... . 1.50
¢ lucky Blow. ... .. 250
 Lung's Amor ... . 1.50
© Luno'slinks ... 250

1.50
450

250
350
150
350




COLLECTIBLE CARD GAMEPES

PO MO 00 s spmsonson 1.50
Questor Treetalker . . %

Quofing the Litany... 250
Rognorok .............ooeo.ees 1.50
Rainpuddle .. . 1.50

Razor Claws ..........
Recloiming the Stolen....
Remove Goio’s Blessing ..
Rendond Teor...........

: Toie Siverheels .............. 250 ...350 i ¢ Claymore Bomhers Squadron...... 250 ...3.50
i Ukteng ......... L5 LS TSR1994 : Special System Tisor ............ 150 ...2.50
¢ Ukteno Wymfoe .. 450 ... 550 : Full First Edt'n Ser (445 cards) $140.00 ... 200.00 : Xris ond Mog Force 7 Personnel ... 3.50 ... 5.00
Emgmi%mpe 2]5’(5) Iligg (Set price ilndudes Zabuuslm eouclusive wds)
i Umbrol Quest ... 12> ¢ FE Starter Dual (110 cords) ... 10.00 ... 12.00
e 75 125 ¢ FE Storter Bo (6 ducl decks) .60.00 ... 70.00 SAURAR
: Vidtory Porty .. L1550 ... 250 i FE BoosterPack (15cords) ... 125 ...1.50
S VinstoWym 150 ... 250 : FE. Booster Box (36 pocks) ... 40.00 ... 5000
i Vitol Blow ....... 150 ...2.50 : Full No Edition Set (400-Cons Only) ...®.........®
i Volcheko Iborruri . < 1500 L. 250 & NoEdifion Starter Deck (55 cards) ...
¢ Walkswith-Might ...............3.50 ...4.50 : NoEdition Starter Box (10 decks) ...
2.50 @ War Paint of Wohay Ohni ... 250 ...3.50 : NoEdition Booster Pack.....................
250 : Wendigo............oo... e A5 L1251 Full Second Edt'n Set (420 cards) 140.00 ... 200.00
350 : WhelpBody ....... 250 ...350 : SE Starter Deck (110 cards) ... 12.00 ... 15.00
250 ¢ WindAcosstheHills . .1.50 2.50 : SE, Starter Box (6 dudls) ...... 75.00 ... 90.00
2250 ¢ WinterWolf ... . 1.50 2.50 : SE BoosterPock (15¢cords) ... 150 ... 1.75
1.25 : Wisdom of the Seer . 350 480  SE Booster Box (36 packs) .. 50.00 ... 60.00
125 ¢ Wolfkinfolk ......... B T 75 i
250 : WolfSpirt ... | —— L 5 Il e 150 ...2.50
350 : Wym Skin avaie 20 350 : Midnight Goddess of Magic ...... 150 ...250 :
250 : Wym Slayer, Rorin Gorou ... 450 : Potion of Firebreathing oo 80 e 2800 2
125 : WymToint  .....oooconerennns ? 50 350 Siege! L.iiiiiiiieriiieeeannns 1.50 L2850 ¢ B 5.0 Pl Wakry TU & © 1975 ene Burtes Games. A
?gg £ Yuri Tvorivich . POSMIE iaearnmnnan 150 ...250 : L T
125 RAVENLOFT EXPANSION -
128 { TsR.1994 - STAR QUEST— SAURIAN
;gg : Ful SetHO“‘Oc]u%ds) g S??gg H
- : Booster Pock (15 cords) ......... L. s by
-‘]132 Booster Box (36 pucks) ... 50.00 ... DM AAGES 1995 R B WS
250 © Cosle Rovenloft oo, 150 ,.z50 § LS o il
2.50  Hendless Horsemon ... 50 F G Box (10 dedks) ...
g1 : Isle of Teror .......... Booster Box (36 pades)
1.25 3
1.25
250 : i OTSH :
250 : Full Set (125 {173 SRR $75.00...125.00 :
250 : : (Set pice includes 25 bouslerexcluswe(urds) :
350 : ¢ Booster Pack (15 cords) ......... 1.50 175 :
'{gg © Booster Box (36 packs) ... 50.00 ... 60.00 :
2.50 : = g Bupu’s Emerld ............... .. 2.50
%‘gg : - ¢ Hozy Imoge ....... 250
: ¢ Inn of the Lost Home. 2.50
500 : REDEMPTION- PHAROAH I?r[;mn Minotouis ... 250
?gg : : Tasslehoff Burrfoot 2.50 Lt pos o o i e,
: Tderton ek oot Erobont & teery
350 s ' EN REALMS ‘
.50 ¢ # : TSR-T§ L i
350 2“,2,,5;’0‘32‘}{"0’5?9,;&@-h-,,;g,gg-m Tidog ¢ RllSer (25 conds) ... $100.00.... 150,00 e i
2230 5 G Box (12 decks) o...os 90,00 ...100,00 : (Set price includes 25 boaster exclusive cards)
bl 3 Booster Pack (8 cards) 1.25 175 : Booster Pack (15 cords) ... 2.25 : g
150 : prtperssarpEAsiieD ““oc’on  Booster Box (36 packs) : =
250 Boaster Box (60 packs) ...... 85.00 ...95.00 : :
350 i  Blockstaff Tower ............... 150 _
ggg i Dm%on Sloyer ... :gg : STAR TREK~ FEDERATION OUTPOST
! ¢ Shal uﬂEngmes . - :
250 : : Tablets of Fate................... 150 mm‘gmﬁ
;25‘[5) : i Wordof Recall ... 1.50 S DECIPHER 1904
350 : (urdsnm black-bordered.
125 ¢ Full Set (363 cords) ...... $750.00... 1,000.00
a5 © Starter Deck (60 cards) .. ... 18.00 ... 25.00
350 - Starter Box (12 decks) ...... 200.00... 300.00
350 : : Booster Pack (15 cards) ... 10.00 ... 15.00
350 : - Booster Box (36 packs) ...... 250.00... 400.00
950 : UﬂlisTedSingles..‘........‘.,,....30 .60
250 : :
125 i ¢ Albert Einstein .................. 500 ...8.00
35 50 i Alexander Rozhenko . 2125 ...200
1.25 : ~Turmn Mur;kv,-y King (o retum M,‘dm f[lmk_ 8.00
125 : any A card 1o s owner's hand) : M‘CnnhdU(_"DW 1.50
125 : " i Alien Groupie ... . 5.00
750 ¢ Mien Porosites ... 2.50
1.25 : Mien Prnhe ,,,,,,, i 2.50
350 © Alyonna Nechayev. ... . 6.00
250 : : Alysso Ogowa ... 2.00
350 ¢ Amondo Rogers 2.50
350 -  SHADOWFIST 1 e S
175 i N ¢ hnophosic Orgonism ... .75 1.50
250 | FullSet (325 cords) ... e - e ompuer ... 800 .. 1200
250 Stoter Deck (60 cor) ... RGN 507 SPACE ROTATION BOMB  [ESENGHHN B o
{5 e i
ooster Po (e e 2300 : 3o e e
125 Boaster Box (36 pocks) oy ; ESERRECHIFRTARNINNGNN & Aolond S ... b bl
3.50 . o ;i T
1. SIMCITY ¢ Full Set (325 cards) .$70.00...10000 : B'Ftor........... ... 1000 .. 1500
3%3 i f MES 18 ¢ Storter Deck (60 cards) ......... 8.00 ... 10.00 Bllik a9 . 1.50
350 © Full Set (517 cards) e e SturterBox (12 dedks) ......... IR (1 . ] ———— 225 3.00
250 © Storter Deck (60 cards) .........7.00 ...8.00 : BoosterPock (14 cards) ... 250 ...300 © Boran...... e A5 150
1.75 ¢ Storter Box (10 decks) 65.00 . 8000 : Booster Box (36 packs) ...... 85.00...110.00 - gg:;ﬁ;[;l;;zlxleu‘lsmt( Disease . 692 - H]) (5)8
250 ¢ Booster Pack (15 cord .22 L !
G o (3659‘0”[‘,(;’ A el foto ... 250 ...350 © Betozoid Gt Box .. 800 . 1200
250 ¢ Cult Following Modifer 150 250 - Beverly Crusher 8.00 .. 25.00
@ PRICE NOT AVAILABLE
-

Ritbebblony ..o s 75
Rite of Investiture ............... 350...
Rite of Possoge .........ccooeeenn 75
Rite of Wisdom ................... 75
Rite of Wounding  ................ 75
Ritual Chollenge .................... 75
Roar of Storms...........ccnveenn 2.50
RoperDaly oo 350
RO OVET ocooisiscrnmmmenmmssmins 75
Roshen One-Am .. 1.50
RunLike Hell .................. 1.50
Running Creek ..... 1.50
Somuel Haight . ................. 2.50
Sonds of Sleep. . .2.50
Satire Song ... ca il
Saving Foce ............ .5
Scar Throat Leechiller ......... 1.50
Scourging the Wym ... ..... 1.50
Scouting Mission ............... 1.50
Scratchesotfleas ............... 2.50
Sereomof Goio  ............... 1.50
Serenity ............. D L
Shakor .. ..ovie 150
Shapeshift ..............cocee. 1.50
SIAITIONA. <o s 1.50..
Shogeka Hunter Moon 52500 -
SHOIUN o rsmmvmsmrins 4.50
Shuotd ... i R 75
Shu Horus s 25.00
Sihovette ...........cooeen... 250
Silver Ammo .................. 250
Silver Claws veeeeen. 150
Silver Record. ........ s
Simon Gentle ..........o.ueenes 1.50
SingsfortheBeast ............ 1.50
Sister ludith Paws ng‘m P
Skindancer .. U 311
Sneck Atock . 7.50
Sofya Softkiller ... ... 150
Solid Blow ...................... 05
San of Moonlight . 250
Sang Chiang P A1)
Songofﬁuge e
Seng of the Greot Beast ......... 350
Speor of Deceit .. gl
Spine Crushed .................. 250
Spirit Droin . .......... ... 250
Spirit of the Fray ............... 1.50
Spatlight PO 11
Stag ... s D
Stonds-Like-M cuntein - ... 250
Staredown ............ -
Sticky Pows .........coocevennnn IS
Stinging Wound . ... Y L.
Stolen Wolf, The 1.50
Stone of Scom ........... il
Surprise Ally ? 50
Surprise Attack........ 1.50
Survivor 2.50
Susan Anthony covi il
Swipe s - 15...
Syntox ... 1.50
Toke the True Form 1.50
Taking the Death Blow 2.50
Tonzut .. 1.50
Taunt ..o L]
Teeth-of Titanium 2.50
TellingBlow ......................75
Thomos Kachina 2.50
Thunder Tiger .2.50
Tim Rowontree ; 1.50
Trockless Waoste B
Tribal Aliance 1.50
Tribol Wor 350
True Fear 1.50
84 . Q U E
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14 TR 225 ...300 i Juggler, The .. LI5S 150§ SeaetSahvoge.................. .

Bok . 125 ...200 : Kthleyr 7.00 ...1000 : Seek Lifeform. 3

Borg Ship....... 1200 ... 1800 | K'mpec VL] 150 8 Sell woenen cmmmerass

Bynars Weapon Enhancem 700 ...1000 : KTd... 1 1.50 : Shake, When the Walls Fell .

Chalnoth ......ocoeeeenns wl S 150 : K'Vodo. 125 =200; 5 ShelY s 7.00

Clooked Mission ... 150 ...250 : Kohless.. .6.00 ... 1000 : Sirlsoac Newton -..

Cosmic Sting Frogment 125 ... 2.00 : Koreel Odan 25 ... 150 : SimaKolomi ......

Covert Installotion ... LJ5 . 150 Korgon 2500 ...800 : Soren ...

Covert Rescue ... LR L —— 150 ... 250 : Spacedock ........

Crosis ...ovvveneen 8.00 ...12.00 : Kevin Usbridge. L1500 ...250 ¢ Static Worp Bubble ..

Crystalline Entity ...... .600 .. 800 : Khozan ...... .800 ...12.00 : Sotegic Diversion......

Culturol Observation ... ..350 ...500 : Khitomer Research .350 ...500 : Study "Holein Space”

Cytherians ......... 400 ...600 : KiosFojo—Collector ... 225 3.00 : StudyLlonko Pulsor ...

Darion Welloce ... e d5 0150 % Kog L5 1.50 : StudyMNebula .........

DK mans 3000 ... 4000 : Ke'eg ........ LIS 1.50 : Study Plasma Streomer

Deanna Troi . 20.00 ...30.00 : KingonDeath¥ell......... 600 ... 1000 : Study Stellor Collision ..

Devil, The ...... .7.00 ...10.00 : Kingon Right of Vengeance L5 150 : Subspace Schism ..

Devinoni Ral I R 2.1 I L I w9 150 : Supemova .........

Devores........... 8.00 ...1200 : Korol .. L5 150 : Survey Mission

Diplomacy Mission L5 L 150 : Koroth . 1.50 250 ¢ T'Pan ...

Distortion Field............. 1.50 250 & Komis ... 1.50 250 © Toibok ......

Distortion of .. Confinuum ... 2.25 ... 3.00 : Krios Suppression W25 L0150 % TomEbn......... I

DIVOK e 150 ...250 & Komm ... .05 ..0150 : Torellion Plaguz Ship .

Dr. Lo Forge .. 400 ...600 : Ktorion Gome ... 400 ...6.00 : ToshoYor.. .. 1

Or. Legh Brohms ... 500 ..7.00 ¢ Kook ool 500 ...8.00 i Tebok ... :

Dr. Reygo oIS 150 ¢ Kuron Noikes ............ .8.00 ...12.00 : Telepathic Al 4 .

Dr. Selor ... 1.50 250 : Kum o ... .7.00 ...10.00 : Temporol Cousolity Loop ......... 400 6.00

Dekath ... B P L R 1 - L1250 200 ¢ Temporol Rift L 150 ...2.50

DUIOS ovvvveeenee 8.00 ...12.00 : LechBrohms ... 500 ...8.00 : TestMission ... L1250 ..200

EAdiel Creature ... 150 ...250 : Ufefom Sen...... 150 0250 ¢ Thei ooooeviiiieiiii 75 ... 150

Energy Vortex ... .15 150 : longRonge Scon .. ;1 150 : Thomos Riker.... 12.00 ... 1800

Engineering Kit... 150 ...250 i LloeRetums ... 8.00 ...12.00 : Thought Maker .... 10.00 ...15.00

Fric Pressman .. 5 .. 150 ¢ Lore’s Fingemall 7.00 ...10.00 : TimeTrovel Pod ... .. 5:00 8.00

frono Jol ... 150 oo 250 @ dumaesiiousi 10.00 ... 1500 : Toby Russell .......covveeeenn e 1.50

Evocuation .......- 150 ...250 : Lwoxonna Troi ... 8.00 ...1200 ¢ Tokath ... e 1500 L0250

fvoluate Temaforming 400 ... 600 : Matiorchal Society .. 5 150 & Tomolak ............ 700 ...1000

Exocomp ....oeens 1.25 200 : Mcknight ......... .1.50 250 ¢ T80 e e iz 125 . 2.00

Explore Black Cluster ... 250 ...350 : Medicol Relief ... L3500 ..500 ¢ Tock ... L1500 250

Explore Dyson Sphere...... 350 ...5.00 : Medicol Ticorder ... 2125 ...0200 G To .. ol w200

Explore Typhone Exponse... 3.25 400 : Mendsk ... 600 ...1000 | Taeth ... ....600 ... 10l

Expose Covert Supply .. 150 ...250 : Mendon ........... L5 1500 5 TON oovveeeeeeeeeeeeee e - 75

ExTacfion ... .500 ...B.00 : Menthor Booby Trap L5150 ToxUthat . o800

Fedzration Quipost 125 ... 200 : Mercenory Ship ...... L2325 ...3.00 ¢ Tronswarp Conduit.....ooonnns 1.25

Pkl ~oveeeeeses 150 ... 250 : Metophosic Shields .. oI5 150 ¢ Troveler, The: Transcendence ... 2.25

Female's Love Inferest .. ] 150 ¢ Mioovis ... LTS 150 | Teeoty: Federafion/Klingon ....... 75

Firestom. ....oov- o 150 Miok ... . 1.50 2.50 : Trenty: Federation/Romulan ... 75

First Contoct ... - ;i -1.50 250 : Morog ........... .75 ...0150 ¢ Treaty: Romulan/Klingen .......... 75

Flegt Admirol Shanthi 150 ... 250 : Morgon Boteson ... .5.00 800 : Tsiolkovsky Infection ..... .. 400

Full Planet Scon_ ... 2225 ... 300 : Mot the Barber 125200 ¢ TwoDimensionol Creatures ... 2.25

Gaps in Normal Space S5 200 Movar ............ . 1.50 250 © USS.Britoin........... .. 8.00 .

Genetionic Replicatar ... .225 ... 300 Wvek ... 125 200 : USS. Enterprise. ... . 3000 .

Geordi La Forge .- 1800 ... 2500 % Noglum 600 .. BOD | USS. Excelsior ... ... 150

GRS vveee 150 % Hanites .. L5 150§ USS. Goloxy ... ... 150

Goddess of Empothy 2800 : Mok ... 225 ...300  USS.Hood ... .. 800

T R 150 ¢ Nousicoons ... zr05 150 ¢ USS. Phoenix ... S 111

Gowron .- 1800 NearWarp Tiomsport 1250200 © USS. Sutherond ... ... 150

Grovific Mine ... .250 © NecloDuren ... 8.00 ...1200 : USS. Yomato... werm B0 -

Hookono -.---- 1200 ¢ Neal ..., 75 LS & Magh oo 1.50

Hanngh Botes .- -200 ¢ Heurol Sevo Device ............ 150 ... 250 © VoronT Distuption ........oooeens 8.00 .

Holo-Projectors ... 200 © NewContoct ... 350 ..500 : Vosh ... 8.00 .

Hologram Ruse e <250 Nikoloi Rozhenko ... 1500 250 © Vuleon Mindmeld .. ]

Honor Challenge .- vvovvee 3. 800 : Hiwium Metal Parasites 4225 3.00 : Vulan Stone of Gol . ... 1200 .

Horga'hn ..+ 1800 : HoohSofie ... 150 250 Warp Core Breach ... s 300 i

g o 18.00 : Mu'Deg...... 150 250 Wesley Crusher ............ 1800 ...

Hunt for DNA Pragram 2500 : NullSpoce ... . 1.50 250 : Where No One Hos Gone Before ... .75 ... 1.

Husnock Ship -+~ ggg sgu'f#ionulwelds.. 125200 : Wiliom T Riker oo 2333 Eggg

HyperAgin <290 3 Deett Lo, 225 300 ¢ WindDoner .....ooooooiinnns

,.{Ff.'égné’s 1000 Polor Tff—Alen Trader . L7550 e e 2000 ... 3000

1K C. Buruk 1000 : Padek .............. 225 ...300 © Womhole ... 75 ..130

1K Heghta .- 1000 Poem ... 150 250 © Wormhole Negotiations .. 400 6.00

LEC KVort - 2.50 : Porticle Fountain L5 ...150 © Zibalion Tronsport ... 75 150

1KC Pagh .- 1000 : PegosusSearch ... 350 ... 500

LKC oot - 1000 © PhosedMatter ... .75 75 @  STAR TREK:THE NEXT

1K Vor'Cha - = IS0 SR 500 8.00 GENERATION UNLIMITED

T R, 150 ¢ Plunder Site e 1.50 2.50 ; 9

lconig Invesfigation -coocooeo 350 500 : PortalGuord ........... 1.25 200  Cards are white-bordered )

\conion Computer Weapon ... J5 5a150 1 QR 10.00 ... 1500 © Foll Set (363 cords) . $225.00... 300.00

Inpgsgbls 0001 o iseoenecs S e 150 v 3500500 Storter Deck (60 cords) 800 1000

lnm(;;(:]s”s: essage—Federation . 3.25 400 © Rodioactive Gobage Scow 150 250 © Storter Box (12 decks) 90.00... 110.00

incaming MessogeKingon ... 225 ... 300 Raie the Stakes 125 200 Rooster Pack (15 cords) 250 ... 300

Incoming Mgsmgg—ﬂamulun 225 ... 300 : Rebel Encounter 150 250 Boostet Box (36 packs) 80.00... 100.00

Inferphase Generolor - 800 ... 1200 Reginold Barcloy 8.00 . 1200 : Single Cords. 0.25-0.35x Limited Prices

Invesfigate Alen Probe 4.00 6.00 - Relief Mission 125 2.00

Investigate Disoppectone 4.00 6.00  REM Farigus Hollucinotions 225 300 SUPERDECK!

Investigate Disturbonce . 4.00 600 © RESQ 75 1.50 R SHA

Investigate Massacte - 400 6,00 Restore Erant Moon 225 300 - FlSet (160 crds) 53000 . 5000

Invest RoHd_-..c..oi01-: 350 . 500 - Ticond Glen 500 800 SioerDeck (60cod) . 300 . 500

Investgote Rogue Comet .. 325 .. 400 - Riw...... 150 .. 250 . Syorter Box (10 decks) 3000 . 5000

Invagtigale “Shottered SPOCe” - 3.50 . 5,00 Ro Loren BOO 1200 fooster Pack .. ‘ _ NOKE

Investigate SIghtTg_ - 250 350 - Roga Danar 10,00 1500

InvesﬁguleT.me[unlmwm 350 500 - Runobout 75 . 150  'TOWERS IN TIME

Iehogg Yol «.oooeooooeeie - 125300 Saek ... 1000 1500 '

Jaglon Sjek—Information Broker  5.00 8.00 : Sajenka 400 600 Full Set (150 cads) o ..

JenrLuc Picar 4000 .. 5000  Sarthong Plunder .. . 325 400  Storter Deck (55 caidk) 700 8.00

Jenna D'S010 - <o 1500250 Satelk 700 1000 - Starter Box (12 decks) 65.00 ... 80.00

oBil .. s 1,28 200 - Science Vessel 75 150  Booster Pock (8 cards) 125 1.75
WENT UP WENT DOWN HEAVILY TRADED |

o C T O B

| ULTIMATE COMBAT!

% HAIR GRAB
ELBOW STRIKE

o Full Set (150 cards) ... 5§75.00...
¢ Starter Deck (60 cards) ......... 8.00 ...
¢ Starter Box (10 decks) ......... 75.00 ...
¢ Booster Pack (15 cords) ......... 250 ...
¢ Booster Box (36 packs) ... 7000 ...
¢ BefingBlitz ... 1.50
ioBoken ...l e 3.50

¢ Inferno Round Kick ... 400

: Mask of Genghis Kahn ..350

¢ PsychicNova ... 280

DEAGON

¢ Full Premiere Set (135 cords)  $350.00
Full Limited Set (239 cards) . 400.00
Storter Deck (60 cards) 12.00
Storter Box (12 detks) 150.00.
Booster Pack (15 cards) . 1.00
Booster Box (36 packs) . ... 250.00 .
Gold Cord . 75.00.
Pick o Treasure . o ]
Secret Treasure ER T TR .
Silver Card . 4000 .
Wyvern 3 IR .

X EXPANSION

Full Sef (90 cards) ............... °
Booster Pack (8 cards) SIS
Booster Box (60 packs) ... 85.00 ...

ER!ggs
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CHECKLISTS

HIbBLAMIDER

Abbrevifions:
A Attock
Ev  Event

Res  Restricted

Cords only allowed fo o specific persona are

Bl
0b
Sit

TyEpe Res# Rarity :

marked with an asterisk.
Full Set (165 cords)
Card Nome
Alan Baines
Angry Mab v
Avery Hoskins Sit
o kv
Caught in the Adt fv
(hallenge 137
Chorlie Sit
Counterfeit: Abduction Sit
Counterfeit: Betrayol Sit
Counterfeit: Plastic Surgery fv
Darius b
Darkness: The Bait Sit
Darkness: Lights Out Sit
Darkness: The Trop Ev
Hlizabeth Voughn v
Extra Weapon Ob
Feint kv
Fortune Teller v
Gypsy fv
Gypsy Lover Sit
Heod Shot By
Heroic Deed kv
Holy Ground: Withdraw Ev
Haly Ground: Forfeit kv
Interference v
Investigate kv
Left Guard Block Bl
Lindo Plager b
Lower Center Attock At
Lower Center Block Bl
Lower Left Attock A
Lower Left Block Bl
Lower Right Attack At
Lowe Right Block Bl
Master Sit
Maurice bv
Middle Left Atack M
Middle Right Attack At
Misfortune v
Mugging v
Norraw Escope kv
Pedeshion: 2 fums Sit
Pedestrion: 5 tums Sit
Police: Counter Event v
Police: Remove Situation kv
Quality Blode b
Recover Weapon kv
Renee Deloney fv
Reporter fv
Right Guord Block Bl
Scom 147
Sea Witch: Hook Situ
Sea Witch: Ling Sit
Sea Witch: Sinker Ev
Sequr Ev
Stomino v
Street Punk b
Tesso Sit
Thrust Att
Underworld Contact fv
Unexpected Assistance v
Unholy Alliance: Alliance kv
Unholy Alliance: Discovery Sit
Unholy Alliance: Ambush Sit
Upper Center Attack At
Upper Center Block 8l
Upper Left Attock At
Upper Left Block Bl
Upper Right Attuck At
Upper Right Block Bl
86 . v
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cCocccacacacx = I T

Comrmomococ oo oSS ma T

Cmcmccmmaooc e

cCwcoccamwoococoT™

= Wotcher: Treatment b
< Watcher; Hunter b
Wu?(her: Counter Sit
Watcher: Hunter, all players Ev
Watcher: Hunter, torget Ev
Watcher: Fair Fight Sit
B AMANDA
: Persong
: Back Away Dodge
¢ Continuity Event
¢ Distoct Dodge
i Jump Dodge
¢ Left Side Step Dodge
¢ Moster's Advice Sit
E Mosters Attack Attock
Right Side Step Dodge
: Seduce Event
 Steal Event :
: Surprise Attack Event :
BN CONNOR MACLEOD :
: Persona i
¢ Bock Awoy Dodge
¢ (ombination Event
: Continuity Event
: Disom Event
¢ Dodge Dodge
* Extro Shot Event
¢ Power Blow Event
Bl DUNCAN MACLEQD :
: Persona
* Bock Awoy Dodge
: Bottle Roge Event
- Combination Event
: Continuity Situatian
: Disom Event
: Dodge Dodge
¢ Buro shot Event
¢ Floshback Situation
* Inspiration Event
i Jump Dadge
i Moster's Advice Situotion
: Master's Attack Attack
- Moster's Defense Dodge
- Power Blow Event
Trip Event
LUTHER :
Persona
Back Away Dodge
Combination Event
Continuity Event
* Disoppear Event
: Disorm Event
- Dodge Dodge
* Intimidate Event
Power Blow Event
* Tount Event
Event
NEFERTITI ;
Persano
Bock Awoy Dodge
Battle Roge Event
Combination Event
Continuity Event
: Desperation Event
Disorm Event
Dodge Dadge
Extra Shot Event
. Power Blow Event
Seduce Event
Trip Event
RICHIE RYAN
Persona
¢ Back Away Dodge
Battle Roge Event
Combination Event
Confinuity Event
Dodge Dodge
Extio Shat Event
Luck Fvent
Master's Advice Situgtion
Master's Trick Block

N — N T -]

: Pawer Blow Event U
T Event U
: Persana R
Back Awoy Dodga U
Berserk Event "2 R
: Infimidate Event "6 R
¢ Run Through Event "3 R
: Shooting blode Event *] R
B XAVIER ST. CLOUD
2 Persono R
i Aliance Bvent  *2 R
: Bock awoy Dodge I
¢ Disorm Event u
: Dodge Dodge 1]
¢ Forethought Situgtion "6 R
: Hook Event 3 R
: Plon Aheod Situation  ~6 R
: Poison Gos Situgtion =2 R
: Power Blow Event ]
: Stk Mok *1 R
¢ Trip Event ]

Full Set (341 cords)

B CHARACTERS

¢ Cord Nome

: Apocalypse Hero Card

* Apocalypse—Genetic Enginzering
: Apocalypse=Survival of the Fittest

Apocalypse—Shape Shift

¢ Apocolypse—Mego Morph
: Apocalypse—Enhance Strength
: Beast Hero Cord

: Beost—Animal Dexterity
¢ Beost—Drop Kick

: Beost—Analyze

: Beost-Biochemist

¢ Beast—Beastial Brawn

: Bishop Hero Cord

: Bishop—Absorb Energy
: Bishop—Plosma Gun

: Bishop—Drow Enemy Fire
< Bishop—XSE Toctics

: Bishop—Spectum Blast
: Cable Hero Cord

¢ (able—Bodyslie

: (able—Bottle Tactics

Cable—Custom Fireorms
Cable—Cover Fire

¢ Cable—Bioric Eye

¢ Captain Americo Hero Cord

: (optoin Americo—Avenger

* Coptain America—Mighty Shield

© Coptoin Americo—Stars and Stripes
- Coptoin Americo—Ricachet Shield

* Coptoin Americo—Super Soldier

- Comoge Hero Card

- Comoge—Climb

Comoge—Blode Honds

- Comage—Ruthless

(amage-Symbiotic Web

- (amage~Insane Rage

- Colossus Hero Card

¢ Colossus=Smash Object
* Colossus—Fosthall Special
* Colossus—=Skin of Steel

Colossus—Metal Borrier
Colossus—Haymaker

* (yclops Hero Cord
: (yclops—Wide Beam

Cyclops—Fearless Leoder

- Cyclops—Optic Obliteration

(yclops—Ground Blast
Cyclops—Yisual Sweep

Deodpocl Hero Card
Deodpoal-Assassin
Deodpoal—Regeneration
Deodpoal-Super Spy
Deadpoal—High Threshold of Pain
Dendpnol—)(ﬂ?ing Machine
Dactor Doom Hero Card

Dactor Doom—Energy Dampening Field

Dactor Doom~Time Machine
Doctor Doom~Concussion Beams
Dactor Doom=Villuinous Plot
Doctor Doom—Super Genius

Visual
Apocalypse
Apocalypse
Apocalypse
Apocalypse
Apocalypse
Apocalypse

Beast
Beast
Beast
Beast
Beost
Beast

Bishop

Bishop

Bishop

Bishop

Bishap

Bishap

Cable

(oble

(oble

Coble

Coble

Coble

Coptain America
Coptain America
Captain America
Captain America
Coptain Americo
Coptoin Americo
Carnage
(amoge
(amaoge
(amoge
(omoge
(omoge
Colossus
Colossus
Colossus
Colossus
Colossus
Colossus
Cydlops
Cydlops
Cyclops
Cyclops
Cydlops
Cyclops
Deodpocl
Deodpool
Deodpool
Deadpool
Deodpoal
Deodpool
Dactor Doom
Doctor Doom
Doctor Doom
Doctor Doom
Doctor Doom
Doctor Doom

+ Dr. Octopus Hero Card

: Dr. Octopus—Criminol Mostermind
+ Dr. Octopus—Multi-Armed Menoce
¢ Dr. Octopus—Grasping Tentacles

¢ Dr. Octopus—Evosive Adtion

¢ Dr. Octopus—Villainous Shield

¢ Hektra Hero Card

+ Elektro—Mortial Adist

¢ Hlektro-Anticipate

: Hlektro=Sai

: Hektra—Ninja Master

i Hlektro—Resunection

¢ Gambit Hero Cord

: Gombit—Chom

ambit—Intercept Object

: Gambit—Chorge Object
i Gombit-Stol AnucL

¢ Gombit—52 Cord Pickup

: Hobgoblin Hero Cord

: Hobgoblin—Pumpkin Bomb

¢ Hobgablin—Gablin Glider

: Hobgoblin—Razor Bats

: Hobgablin-Stun Gas

: Hobgoblin—Concussion Grenode
: Hulk Hero Cord

¢ Hulk—Green Goliath

: Hulk=Intimidate

: Hulk—Shng 0ff

* Hulk—Enraged

¢ Hulk—Hulk Smosh

¢ Human Torch Hero Card

¢ Human Torch—Fire Shield

: Human TorchFire Storm

: Human Torch=Nova Burst

¢ Human Torch—Inferno

: Human Torch—Seoring Heat

¢ Invisible Woman Hero Cord

+ Invisible Woman—Force Field

¢ Invisible Womon—Unsezn Assailont
= Invisible Womon—Invisible Rom
¢ Invisible Womon—Bubble Shield
* Invisible Womon—Invisibility

¢ Iron Mon Hero Cord

¢ Iron Mon—Heat Seeking Missile
: Iron Man—Rador Warning

¢ Iron Mon—In the Line of Fire

+ lran Man—Tacticol Computer
 Iron Man—Conceoled Arsenol

* Jean Grey Hero Card

* Jean Grey~Telepathic Unity

: Jean Grey—Mentol Deflection

: Jeon Grey=Telekinesis

¢ Jeon Grey—Mind Scon

+ Jeon Grey—Mind Over Matter

: lubilee Hero Cord

: Jubilee~Blinding Flore

* lubilee~Fireworks

= lubilee—Plosmoid Flosh

+ lubilee~Distracting Burst

¢ lubilee=~Spectrum Tease

¢ Mogneto Hero Cord

¢ Mogneto—Grovity Allerotion

¢ Mogneto—Paralyze Opponent
: Mogneto—Magnetic Shield

: Mogneto—Evil Genius

: Mogneto—Repel Object

: Mr. Fontostic Hero Card

¢ M. Fontostic—Team Leoder

+ Mr. Fontostic=Ingenuity

: M. Fontastic=Stretch Attack

* Mr. Fontostic—Protect Teommate
: Mr. Fontostic—Python Hold

© Mystique Hero Cord

© Mystique=lllusion of Ally

- Mystique—Infiltration

- MWystique—{aol Under Fire

: Mystique—Surprise Attack

* Mystique—Commando Raid

* Omega Red Hero Cord

* Omego Red~Sacrificial Lomb

Omego Red-Tendnl Tactics

: Omego Red-KGB Training
* Omego Red-Dioin Lifeforce

Omego Red—Carbonadium Coils

= Professor X Hero Cord

- Professor X~Cerebro

 Professor X—Telepothic Coardination
+ Professor X—X-ten Founder

: Professor X=Psychic Scon

Professor X—Psionic Hold
Psylocke Hero Cord
Psylocke—Mental Hold

- Psylock—Psi Fighting

Psylocke~Thought Probe
Psylocke=Psychic Knife
Psylocke—Cambot Prowess
Punisher Hero Cord
Punisher—Full Auto

Dr. Octapus
Dr. Octopus
Dr. Octopus
Dr. Octopus
Dr. Octopus
Dr. Octopus
Flektra
Elektra
Elektra
Eekhio
Elektio
Elektio
Gombit
Gombit
Gombit
Gombit
Gombit
Gombit
Hobgoblin
Hobgoblin
Hobgoblin
Hobgoblin
Hobgoblin
Habgoblin
Hulk

Hulk

Hulk

Hulk

Hulk

Hulk

Human Torch
Human Torch
Human Torch
Human Torch
Human Torch
- Humon Torch
Invisible Womon
Invisible Womaon
Invisiblz Woman
Invisible Womon
Invisible Woman
Invisible Woman
lron Mon
Iron Mon
Iron Man
Iran Man
Iron man
lion Man
Jeon Grey
Jean Grey
Jean Grey
Jean Grey
Jean Grey
Jean Grey
Jubilee
lubilee
Jubilee
Jubilee
Jubilee
Jubilee
Mogneto
Mogneto
Mogneto
Magneto
Mogneto
HMogneto

M. Fantostic
Mr. Fantastic
Mr. Fantastic
Mr. Fantastic
Mr. Fantastic
Mr. Fantastic
Mystique
Mystique
Mystique
Mystique
Mystique
Mystique
Omega Red
Omega Red
Omega Red
Omega Red
Omego Red
Omega Red
Professor x
Professor x
Professor x
Professor x
Professor x
Professor x
Psylocke
Peylocke
Psylocke
Psylocke
Psylocke
Psylocke
Punisher
Punisher



Punisher—Sniper
Punisher-Smoke Screen
Punisher=Secret Weapon
Punisher=Vendetta
Rhino Hero Card
Rhino—Rhino Chorge
Rhino—Bow! Over
Rhino—Rhino Hide
Rhino—Pinboll Blow
Rhino—Romp n’ Stomp
Rogue Hero Cord
Rogue—Mutagenic Drain
Rogue—Pouwer Transfer
Rogue—Sky Soor
Rogue—Intercept Attack
Rogue—Super Strength
Sobretooth Hero Cord
Sobretooth—Bloodlust
Sobretooth—Danger Scent
Sobretooth—Blood Hunt
Sobretooth—Healing Factor
Sobretooth—Wildcot Attock
Silver Surfer Hero Card
Silver Surfer—Force Shield
Silver Surfer—Cosmic Healing
Silver Surfer—Energy Projection
Silver Surfer—Rearonge Matter
Silver Surfer—Power Cosmic
Spider-Mon Hero Cord
Spider-Mon—Arachnid Agility
Spider-Mon—Web
Spider-Mon—Web Shield
Spider-Mon—Spider Sense
Spider-Mon—Wall Crowl
Spider-Woman Hero Cord
SpiderWoman—Psi Web
SpiderWoman—-Web Lines
SpiderWoman—Arachnophabio
SpiderWoman—Spider Attack
Spider-Woman—Spider Sength
Storm Hero Card
Storm—Hunicone Winds
Storm—Emotional Qutburst
Storm—Flight
Storm—Summen Elementol Power
Storm—Chain Lightning
Thing Hero Card
Thing—Revaliin Development
Thing—Rock Skin
Thing—Temper Tontrum
Thing—Beor Hug
Thing—Clabberin’ Time
Thor Hero Cord
Thor—Protect Teommate
Thor—Power of Asgard
Thar—God of Thunder
Thor—jlnir Speaks
Thor—Mystic Uns Metol
Venom Hero Cord
Venom—Rompoge
Venom—Panic Attack
Venom-—Symbiotic Snare
Venom—Alien Webbing
Venom—Creepy Crawler
Wor Machine Hero Card
Wor Machine—Battle Computer
Wor Mochine—Energy Shield
Wor Machine—Guided Missile
Wor Machine—Unlzosh Arsenol
Wor Machine~Hidden Weapon
Wolvering Hero Cord
Wolverine—Heal
Wolverine—Fighting Instinct
Wolverine—Wounded Animal
Wolverine—Berserk Attock
Wolverine—Snikt!

Energy 1
Energy 2
Energy 3
Energy 4
Enaigy 5
Enaigy 6
Energy /
Enaigy 8
Fighting 1
Fighting 2
Fighting 3
Fighting 4
Fighting §
Fighting 4
Fighting 7
Fighting g
MuliPoyg |
MulliPoye; 9
Mtipgygy 3
MultPgyygy 4

Punisher © Strength 1 Archongel i 83 Violator Choppet Esh  Pop
Punisher : Shength 2 SpiderMan : B4 Spown Air Cye Enh UR
Punisher : Stength 3 Wor Machine : i85 TheFlux Enh R
Punisher  Stength 4 loki : : 86  Demon Horde Enh  Pop
Rhino i Shength 5 (yber : i 87 PsycoPlsm Enh C
Rhino © Stength 6 i 88 Mafia Henchmen Enh R
Rhino : Stength 7 : i 89 Noaeous Contoinment Enh C
Rhino : Strength 8 Abomination : 90 Medieval Spown 5:6:7:8  Cha (
Rhino : H © 91 lightning Reflexes tnh C
[T TEAMWORKS ¢ 92 Automatic Dodge Enh C
Rogue : Energy Teamwork Mulli : Abbreviafions: {98 Neuhmiize i ¢
Rogue (Cyclops, Beast, Wobverine) : (  Common Cho Choroctes 74 Bigbun Enh ¢
Rogue : Fighting Teomwork Multi : Enh  Enhoncements Mis  Mission 095 Persistence E“E C
Rogue : (Mogneto, Juggemout, Sabretooth)  © Pop  Popular R Roe gg guggﬁrEnhancemenl E“h POE
Rogue : Strength Teomwork Molli : UR  Ulta Rare : on IE! 3 Enh "
Rogue : (Thing, Mr. Fantastic, Humon Torch) : 20 Seurn HP':;"H :h s
Sabretoath ¢ Full Set (180 cords) S0 Mpudmé 0 EI. mﬁl'ﬁ'ﬁ'? th UR
[ TRAININGS ¢ #  (ord Nome T¥‘pe Rority ¢ 01 2d. P;W“‘ evel 3:6:0: (hﬂ :
Sobretooth © Universe: Troining Mrchongel G 1 Spownlevel 8:9:8:7 o OR © "F'{UJJ””'SWW“ (h" Pjﬁ
Sobretooth © Universe: Training Black Cat : 2 L-]Etl (ha R 03 DI; k'e PO o
il pirkasithiawy : : rk Broody Guy (ha UR
Sebretooth © Universe: Training Centuy : 3 Violator Cho  Pop : 104 Roque Myl to  Po
Sobretooth ¢ Universe: Training HomonTorch © 4 Clown (o Pop 0 Rogue M}'e, tha E
Sitver Sufer : Universe: Training Iubilee 3 5 Ovenl Cho C e Thl?gs g tha R
Sitver Sufer : Universe: Training Souron g Iﬁ;'gd?';ﬁfgd Epg E 107 Veriobreoker the
Silver Surfer : Boomer Cha Py
Silver Sufer & NWERSE g %&%El‘%ﬁéumﬁ E'I:g Egp (thugan Metobuse (ha I’ag
Sil\'EI Surfer Alien Te':hmug"' ?wfessorX : 10 Spownd ”.9.3.1 (h P P 110 Med Spu'NrrI.eve132516:4 Cho PDp
Silver Surfer : Baoster Shot Giber {p %ves i (hu ﬂg SoukScolper (o Pop
Spiderton ¢ Chain Sobetooth 3 1) Lomondo Spovn e B Jce Shrimg Cha  Pop
Spideron : City Bus Hulk 13 Nl-u- Spuwn (hg SE Meto-Squid (o R
Spider-Mon ¢ Crosshow Walverine 1 G!HWRSWW" th ¢ Arsengl Enh R
SpiderMon : Divine Intervention loki : o AImSn pﬂu;ﬂ (hg 2 Ghostly Guardian Enh R
Sperdlon  Durpeet hanhan £ 1 Vol e ¢ Vindicotor go o
Spider-Mon : EM Force Lines Magneto 17 Vaporizer Cha R Count Cagliostro tho  Pop
Spider-Womon | Energy Booster Storm 18 WcEw’mTzel Cha R Joson Wynn Cho C
SpiderWomon :  Energy Enhoncer Gambit : o Vondolzer tho R Molebolgia Enh (
SpiderWomon  Energy Moximizer (yclops W Spowrrlevel 6:8:87 tha g ¢ 120 FostAttock tnh C
SpiderWomon  Generotar Becto © o1 Viiber tha p i 121 ForceField Enh C
SpiderWomon : Girder Momingtion 59 pdmanisher (ha P : 122 GlondngBlow Enh (
SpiderWomon : Hond Grenode Block Widow 93 Angelic Senvitors tha Py : 123 Uneasy Truce toh  Pop
Stomm : Hot 00? Cort Venom - 24 SOEHIUPDE! (Cha POE : 124 Partner Enh Pop
Stom ¢ Hunk of Aspholt Rhino 26 kuan Yin tho  Pop 125 Bullseye! foh  Pop
Storm © Lamp Post Thing 25 Anghito Cho Pop : 126 Reivvencte Enh C
Storm : - Loser Pistol Nebulo = 97 Sgrgnyy Cha pop : 127 Bersekl Enh  Pop
Storm: Machine Gun Domino 38 Hony Houdini tha  Pop 128 Fatol Strike fah  Pop
Stom : Manhole Cover SpiderWomon ¢ 79 Tremor tho R : 129 Haymoker fnh  Pop
Thing & Power Cosmic Sitver Sufer & 30 Spowndevel 5:7:7:6 Cha  Pop 130 Hard Torget Eah P(
Thing : Power lines Bishop : 31 Surielle tho  Pop 131 Retum Fire Enh PUD
Thing : Rocket Louncher Punisher © 37 Gabrielle Cha ¢ ¢ 132 Dazes Enh 02
Thing : Sword Bloody Mary : 33 Nortan Che ( 133 Forestall Eﬂ: P
Thing : TaxiCob Colossus : 34 Byron (Cho ( 134 Disam Enh ﬁa
Thing : Throwing Blodes longshot 35 The Nerd Gang (ha ( 135 Mystical Sword Eﬂh UR
Thor © Tiee Rogue © 36  Jomes Cho ¢ 136 Mystical Amor Eﬂh IR
Thor i 37 The Creep Gang (ho  UR 137 Worior fagel nh R
LI VENTURES 38 The Redeemer (ho ¢ ¢ 138 Spown Allsy Eih Pop
Thor © Age of Apocalypse 1 Bishop : 39 TheCurse (ho [ ST'E,E””FLkl EBh Pop
Thor  Age of Apocalypse 2 Weapon X, Jeon Grey © 40 Spownlevel 4:7:6:5 (ho ( i 140 Sibling Rivo W‘ tho C
Thor = Age of Apocalypse 3 SueStorm 41 Billy Kincoid (ho ( 141 Cosmica Angela ho ¢
Venom : Age of Apocalypse 4 Beast : 42  Concemed Cifizens Cha ¢4 Sﬁu}ﬁgurmeTl frh R
Venom : Age of Apocalypse 5 Colossus : 43 Major Vale (ho . }:3 gn[n ijenw'kd Enh H
Venom : Age of Apocalypse & Holocoust © 44 Brains (ho C i s (p"‘vgﬁ";””” £ R
Venom © Age of Apocalypse 7 Apocalypse © 45 Diwwy (ho £ : 14 Dn_];_»e ]nl:érvenn‘un fnh R
Venom : Annihilation Affair | Deodpool | 46 Smokey Cho C g A::'IE?( Ribbans Fnh R
Venom : Annihilation Affair 2 Gengrol Ross ¢ 47 link (ha o Hu%;i;w licenss Enh R
Wor Machine  © Annihilation Affair 3 Coptain Americo © 48 Tony Twist (ho 0w 149 Blood E[ n Enh R
Wor Mochine © Annihilation Affair 4 Doctor Octopus © 49 Sendolphon Drgon Cha OB 150 Cal pme{,’{mg Enh R
War Mochine © Annihilation Affair 5 DocSomson | 50 Spawn (ha R 137 Phlsbine Toont fnh R
ine & Annihilati i : tal Fire Enh € : Jaioc o
Wor Machine  Annihvlotion Affair 6 OmegaRed : 51 Elemento 152 First Impression Enh (
Wor Machine  © Annihilation Affair 7 Hok : 52 Bums fah  Pop 153 Shadow of Evil fnh (
Wor Mochine & Fatal Atroctions | Brodus | 53 CIA Contod b Cf L ol lign th €
Wolverine ¢ Fatol Attractions 2 (bl © 54 Stosis Field fh OB 155 Innocent Bystonders Enh C
Wolverine © Fatol Attroctions 3 Stam© 9 M"i{.ﬂ"“n Enh R 156 The Fuzz Enh C
Wolverine  © Fatol Attractions 4 Mogneto 3% gﬁ indra E:ﬂ ¢ 157 Bless Enh (
Wolverine : Fatol Athactions 5 Wolverine 5; T"Iicl'"? ki Chﬂ P( 158 (Curse Enh ¢
Wolverine * Fatol Attractions 6 Colossus E? v:,”mr‘ (hu D? 159 Image Crossover Enh R
Wolvering ; qulhnrnnioqs? Professor X : 20 Meu?Sp;uwn-level 8989 cnﬁ Pa 160 Compony Crossover En.h 5(?
* Infestation Incident 1 Brood Sworm o Goadonhgel tha E 161 Takeover Bowery Mis
+ Infestation Incident 2 Punisher : 0@ Drune!An e\g tha ¢ 162 Invade Elysium Mis (
Nebulo © Infestotion Incident 3 Coption America © 33 Gmndmugﬂiuke Eih ¢ & 163 Invode Hel Mis E
Black Cat ©  Infestation Incident 4 Nick Fury 64 Medio Contact Enh C 164 Invode Earth Mis ¢
Souron© Infestation Incident 5 Cydops : 65 Police Contoct th P 165  Wreak Hovak p,:!; ¢
Electro  Infastation Incidznt 6 Wolverine © co Simmonsyile Enh Pug 166 Torment the Living !.l\!s i
Century  Infestation Incident 7 BoodQueen 3 lyciym fh  Pop © 167 DestoyBulding Mis c
Storm - Infinity Gountlet 1 DeShonge g Hel fh  pop : 168 Conhol Orgunized Crime Mis ‘
Cyclops © Infinity Gountlet 2 Adom Worlock 69 The Overlop fih  Pop 169 Assassination Attempt Mis (
Professar X+ Infinity Gaunilet 3 DrDoom = 70 Med Spowndlevel 79:8:6  Cho Pop 170 Dominate Smell Country *é'h; Pop
Bloady Mory : Infinity Gauntlet 4 Galocus 71 Shadowlands Eh Pop 171 Power Dicin Eﬂh R
Block Widow *  Infinity Gauntlet 5 Thor © 72 Spawnmobile Enh ( mn MussweSlFEﬂgfh Enh R
Longshot : Infinity Gountlet 6 Silver Sufer © 73 pachleill & Volokhav Enh R 173 Massive Spee E:h (
Nightcrawler —: Infinity Gauntlet 7 Thonos = 74 Prime Manad fnh R 174 Mossive Wil fah (
Venom © Maximum Comoge 1 Kosody © 75 Myily Bond Bh (R 115 Mossive Au fh Pop
Wolverine © Moximum Camage 2 Venom © 75 Angelo's Lonce Eh  Pop . 176 Blnding Flash Eoh C
Doming - Moximum Comoge 3 Demogablin © 77 Abﬁuu(yun Enh (@ 177 Fotected Senses fah  Pop
Cyber : Moximum Comage 4 Camion © 78 Abduct Temy Eh  Pop 178 Cops ) fh Pop
Centuy © Maximum Comage 5 Doppelgonger = 79 Abduct Wondo Eh gy o 119 Tocticol Huke mh Pop
lonMon ~ Moximum Comage 6 Shiick 80 Med Spowrelevel 67:8:8  Cho  pop - 180 Discovery Amory "
Nighterawler = Maximum Camage 7 Comoge © 81 Robot Duplicate Enh  Pop
Super Skuull 82 Monster Rig Enh  Pop
87
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What you need to know about the InQuest MAGIC Players Guide

The InQuest Players Guide is meant to serve as an aid
in playing collectible card games. Every month you'll
find the most extensive card descriptions for Magic:
The Gathering available, along with one other
collectible card game in the Players Guide Spotlight.

SAMPLE LISTING

SR [T nnmwn';zmo loses 0 i
e - - < OF fUM. Da!ﬁd’l?: wt
Book of Ro=- Kl U e St 4 DK i Disrupfing Scepter
2: Seatfice 2 ite to drow 1 cord. : ‘?,]':Oppmmrmnisaﬂ
Bottle of Sdeirnm' AT Rdo;;x:mg Iy :nd Mdﬁﬂﬁ - ﬂtmg(f;n ticclltrtilr.mT
1: Flip o cain. If opponent wins, 8 fo you and d : Draconian (ylix
Borde of Suleiman. Otharwisa, immediately replacs Bortle of : 2, T: Randamly discord 0 0
Suleiman with o Djinn foken, which is 0 5/5 flying arffodt ceature, farget asaturs.
© Bromze Toble! I R e MWa 6  AO4TH : Drogon Engine A
4: Torgst an opponent’s cord in play; remova target and Bronze : 2: +1/40 untl end of e
Tablet from goma (play as an intemupt). You now own torget card,  : Horse b
and your opponent now owns Bronze Tablet. Exchange s pemanent. 2: Untop one of your ot
Opponsnt may counter Bronze Tablet by saaffidng 10 Wfa. Bronze  : attedked, except that dal
Tablet enters ploy topped. i onother qeahue.
o (odalobraof Tawnos ART R esese [Sh | AQ : BHvenlyre 'Y
X: Unfop X separate lands. : 1, T: Soatfica Elven Lyra 1
Celestid Prism T U eeee AWz 3 ABURAH : of um.
2, T: Provides 1 mano of any color {play os an infemupt). : o feldon's Cane 14
o Chaos Orb BT R eees NTp 2 ABU : 0: Reshuffle your groves~
1: Flip cord from height of ane foot. If it rotates 360 degrees, any from gome when It i i

74 N, et F S T

A Botile of Suleiman is a rare ortifact, it has a three power rafing, and it
was painted by Jesper Myrfars. lis casting cost is four mana; 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 artifact creature;
otherwise, you take 5 dumage. How do we know all that? Because our
Lord Cthulhu told us. No, no, just kidding. We know all that cool stuff
because we've read all the cool reference charts listed below. Cthulhu

had next to nothing to do with it.

1eh*- Q U E 5 T

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 packs. Good stuff, but not very
expenive.

1) Uncommon
These are a little difficult to come by.
You usually get a couple of these per
pack, and depending on how useful
they are in game play, some carry
heavier price tags than others.

R Rare

Whoa momma! You only usually get
one of these per pack, and some of
the price tags attached fo these babies
make Donald Trump say “Wow.”

POWER
RATINGS

SHELKIN BROWNIE CARD DESCRIPTION

A — Cord Nome.
B — Kind. Summon Faerie means the Brownie is
a creature of “the genus Faerie.”
€ — Description. The description of exactly what the card
can do.
D — Flavor Text. A funny or informotive quote, usually
G historical in nature.
E — Arist.
F — Costing Cost. Mr. Brownie costs one green and one
other mana to summon into play.
G — Exlmnsiun Symbol. This tells you what set the cards
belongs to; in the Brownie's case, the column symbal
H means he is from the Legends set.
H — Power/Toughness. Only present for creatures.

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

esee Excellent. These are
cards that go into winning decks.
They're not always worth going out
of your way to accommodale, byt if
the color is right, these cards should
find a place in most decks.

ess Average. These cords
generally round out a well-yped
deck. Many cards in this category
complement a variety of other cards
that may be in your deck. Which
cards you use from this category
depend largely on what your deck
concept is, and whether or not they
complement the four- and five-star
cards your deck contains.

e Poor. This category includes
many common creafures and spells
that are often passed over in favor of
more powerful cards with similar
costing costs. It also includes cards
that may seem powerful at first
glance, but are actually discarded
mare often than played.

eThe Worst. There are
three basic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, but ot o higher casting cost or
other demand on the caster. The
second includes spells whase uses are
very obscure. There may be an
average card combination that
includes these cards, but they are
often 1oo difficult to execute in order
to be worth your while. Finally, there
are cards that seem to 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,
hut you can't win without ‘em, either.




ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.
Alexander, Rob RAI
Asplund-Faith, Rundy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforih, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, James JEr
Everingham, Sandrq SEv
Foglio, Kaja KFo
Faglio, Phil PFo
Frozier, Dap DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
ampton, Justin JHa
oover, Quinton QHo
Hudson, Heqther HHu
Jones, Fay Flo
Kaman, Kerstin KKa
Kf’ne’F‘"Q_Uson, Richard RKF
imble, Mike MKi
Klrs:hner, Scott SKi
eonard, Njcolg Nle
:s:ﬂ(ksi!hAnso“ AMU
ess, Phill; PMa
McNeill, HumlriiJ HMc
Enges, Jeff A, Me
Meyer, Ken ;. KMe
Of;lssey, Pat PMo
yriors, Jesper My
Organ-Kg
Poole, Mu(:EJ Margaret mgg
gﬂﬂhe, Mike MRa
Rush, Christopher (Ru
Sll-:su' Andi ARu
: uler, Douglos DSh
croddy, Brigy BSn
PE_l'lcEl—’ RQI'I RSP
;gd'“- Mark MTe
Thgmus, Né Ne NTh
ho'“us, Richarg RTh
Tu ;{"PSOH. Ruth RTp
V . er' Dfew DTU
an (g B S
Ve » AUsan SVC
Woers, Poge Ple
W.t!(kw“l, Bn/ﬂ BWa
u'nersrru”i T Wi
Wehy” Athony Ao
he![]' Amy AWe
WH n, Mlthue| MWe
s, LA Wi
illich, Domegp DWi

CARD TYPES
AC

Artifact Creature
ART Artifact
w Cumulative Upkeep
EA Enchant Artifact
EC Enchant Creature
EE Enchaont Enchantment
EL Enchant Land
EN Enchaniment
Ew Enchant World
INS Instant
INT Interrupt
LAN Land
SC Summon Creature
SOR Sorcery

ey

SHADOWFIST
CARD DESCRIPTION

A. Card Name: Believe it ar not, this is where
they put the name of the card.

B. Description: This tells you what the card
does. If o choracter has any special ahilities,
they're listed here.

€. Flavor Text: In gome terms, this little line of
italicized text is meaningless: (But a lot of them
are funny to read anyway.)

D. Cost: Letters represent resource requirements
for putting cards info play, while numbers
indicate the amount of power you have to spend
to play the card.

E. Artist: The swell guy or gal who has graced
us with the cord's lovely picture.

F. Resources: If the card provides you with any
resources, they're listed here. In the ployers
quide, the resources a site produces (if any) are
fisted under the Power heading.

G. Fight Score: The combat value of a
characler. This is how much domage it deals and
can suck up hefore it dies.

H. Power: The amount of power a site
generates at the beginning of each of your turns.
In addition, any resources the site produces are
Jisted under this heading in the players guide.

1. Body: The amount of damage a site can fake
before it is crushed.

1. Type: Some sites ore sites, others are feng
shuisites, and sfill others are something else.

K. Subtitle: A more general description of the
character. Some cards refer fo specific sublitles.
L. Category: This tells youif a card is an Event,
Edge, or Stafe.

SET
ABBREVIATIONS
A Alpha Limited
AQ Anfiquities

AN Arabion Nights
B Beta Limited

DK The Dark m
FE Fallen Empires
4th Fourth Edition
1A Ice Age

LG Legends

R Revised

U Unlimited

SPOTLIGHT: —

This month we give you all the in-depth info for the rip-roaring, high-
flying, cheesy martial arts game Shadowfist. In the game of
Shadowfist, players control charcters of various factions who are irying
to control the world's feng shui sites (places of mysfical power). You
can play your own feng shuisites, but sooner o later, you'll have fo
take one from someone else, and don't think they're gonna let you
grab it without a fight. And watch out who you send in for combat.
Your characters could get smoked, or even worse, toasted. That's right,
when it comes fo cheese, this game has it all—everything from gun-
toting karate street punks to kick-ass Confucian monks to mad
scientists from the future. Don't say we didn't warn you...

SHADOWFIST
Abbreviations
A Ascended
C Chi
D Dragons
h  HighTech
E  Eafers of the Lofus o]
m  Magic
F Architecs of the Flesh =
G Guiding Hond
J Jommers V]
M Four Monarchs
4
{)]
SHADOWEFIST
Artists ]
Since many of the artists who worked
on Shadowfist also worked on Magic 0n
crds, if an arfist nome is not listed
here, rou can refer to the Magic
arfist list.
Bruton, Heather HBr
Detwiller, Dennis DDt
Lee, April Ale
Rousselle, Ron RRo c
Vick, Diana DVi
Yamashita, Kumi KYa bt
D E F o
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Sets Found

Dancing Scmitar AC R eee

: ing. 1
: Dark Sphere

i Delif's Cone

Delif's Cube ART

Home Kod Poity Roing At (ot Sets Found
Desaription

 ARTIEACTS

ARTIFACTS = F

Aealipile MRT R es  HHy 1 fE

1, T: Sacifice Asolipile to deal 2 domage to ony torget.

Al-gbara’s Corpet IRT R ees fo 5 6 :

5, T: Prevent ofl damoge done to you by attucking non-flying creatures.
Aladdin’s Lamp ART U eee  MTe 10
X, T Insteod of usual draw, drow X cards but take only one info
hond. Shuffle the leftovers and put them at battom of llibrary.

Aladdin's Ring ART ) eee DFr B
8, T: Do 4 domage to any forget.

Alchor’s Tomb ART R eee  HMc 4 6 :
2, T: Change the color of torget permanent you control. :

Amulet of Kroog ART (= 0K AQ4TH :
2, T: Prevent 1 damage to any forget. :

Ankh of Mishra ART R e AWe 2 ABURAIH
Do 2 domage to any player who puts o new lond into play.

Arenaof the Ancients ~ ART R e Wa 3 LG, CH

Top all Legends when costing Areno. Legends do not untop normally
during untap phose.

Armageddon Clock ART U e AWe 6
Add counter during upkeep. At the end of your upkeep, do 1 domage
for each counter en Clock. Anyone moy spend 4 during any upkeep
fo remove a counter.

Ashnod’s Altar ART U oo
0: Sacrifice one of your creatures in play to odd 2 to your mana pool
(play os on interrupt).

Ashnod's Battle Gear ~ ART U ee NPy 2
2: Make one of your creatures +2 /-2 for as long os Ashnod's Battle
Geor is fopped. You may choose fo leave Ashnod’s Battle
Geaor topped.

Ashnod's Transmogrant  ART U eee  [iTe 1 AD, CH
Moke target non-ortifact creature on ortifact creature with +1,/+1 (it

retains s original color os well). Discard Ashnods Tronsmogrant after

it has been used.

Balm of Restoration ART R o= MOK 2 FE
1, T: Sacrifice Bolm of Restoration to take 2 life of prevent up o 2
damage fo any torget

Barl’s (oge ART R esee TWj 4 DK, CH

3: Target creature does not unfap as usual in its confroller’s next

untop phase. :
Basalt Monolith ART U eee iy 3 ABUR :

T: Add 3 1o your mona pool. Spend 3 fo untap ot ony fime :
Battering Rom AC C oo JMe 2 ADATH

Bonds when attacking. Battering Ram destroys ony woll blocking it,
but walls deal their domage before dying. 1/1.

© Black Lotus ART
1.: Discord to add 3 mana of any single color to your mana pool.

Black Mona Battery ART R eee  jMp 4 LG, 4TH
2,T: Add o counter to Black Mona Battery. T: Add B to your mona
poal. Remove as many counters s you wish, odd B for each counter
removed (ploy as on intemupt).

Black Vise ART |} eeee RTh |
Do 1 domage for eoch card over four opponent hos in hand during
upkeep.

Blue Mana Battery ART
2, 1: Add o counter to Blue Mana Battery. T: Add U to your mana
pool. Remove as mony counters s you wish, 0dd U for each counter
removed {play 0s an intemypt)

Bone Flute BT e Ry 7 b

T- Give ol creatures -1 /-0 until end of tum

Book of Rass ART U e SEy 4 DK, CH
2. Socrifice 7 Iife to diow 1 cord -
Bottle of Suleiman AT R e My 4 ANR :

1: Hlip o coin. If opponent wins, do 5 damage to you ond discord
Bottle of Suleimon. Othetwise, immediately reploce Bottle of
Suleiman with o Ojinn token, which is o 5/ flying artifoct creature

Brass Man M U see (Ry | INRATH
Pay 1 during upkeep to untap. 1/3
Bronze Horse M R e WPo 7 (G, CH

Tromple, Reduce to 0 ofl domage to Bronze Horse by spefts torgefing
it whenever you control on odditional creature
Bronze Toble! ART R e Ws 6 AQLATH

4: Torget on opponent’s card i play, remove farget and Bronze
Tablet from game (play o5 on interrupt). You now own torget cord,
ond your opponent now owns Bronze Tablet. Exchonge 15 permanent
Opponent may counter Bronze Tablet by sacrficing 10 lfe. Bronze
Toblet enters play topped

o Condelobra of Tawnos  ART
X Untop X seporate londs

R eeese 5, | K

L Celestial Prism ART

= o (hoos Orb
MRATH

MRATH

KORATH

Mo 3 M, G E

A, 4TH

B oeeess (R 0 ABU :

ABURATH

R eee  AWe 4 (GATH

U eees Ale 3
2, T: Provides 1 mana of any color (ploy s on inferrupt).

1: Flip card from height of one foot. If it rotates 3460 degrees, any
card Choos Orb lands on or touches is removed from play.
Tu 2

Gty in o Boltle BT R ee Dy e

Remove oll Arabion Nights cards from play; prevent new ones from
being put into ploy.

CUay Statue AC C wee My 4
i 2: Regenerates. 3/1. i
¢ Cockwork Avian AC R wee PAF S A0ATH

Flying. Put four +1/40 counters on Clockwork Avian. Whenever
Avian attacks or blocks, discard o counter. During his or her upkeep,
controller may purchase lost counters for 1 per counter, which taps
Avion. 0/4.

(3HDLINM 3HL

e creofure it

Clockwork Beast AC R oeee DTy 6 ABURAIH
Put 7 +1/+0 counters on Beast when cast. Discard a counter ofter
Beast ottucks or blocks. During upkeep controller may pay 1 and tap
Beast to regain a lost counter. 0/4

¢ Coal Golem A U e (Ru 5 DK
: 3: Sarifice Golem to odd RRR to your mana poal.3/3. :
- Colossus of Sardia AC R eeee iy § AQATH ¢

Trample. Colossus does not untap os normol in your untop phase; you

may spend 9 in your upkeep to untop Colassus. 9/9.

¢ Conch Hon ART R eee Pfp 7 FE

1, T: Sarfice Conch Hom to draw 2 cords. Ploce any single card
from your hand back on top of your library.
RT

© Conservator AT U e AWe 4 ABURATH
g 3, T: Negate the loss of up 1o 2 life.
Copper Toblet AT U e AWe 2 ABU

Al players toke 1 domage during their upkeep os long as Copper
Tablet is in play.

Coral Helm AT R e AWe 3
3: Give toiget creature +2 /42 until end of tum. Whenever you use
this obilty, rondomly discard o cord from your hand. Coral Helm
connot be used unless you have cords in hond

Crystal Rod Al U e  AWe 1 ABURATH
| Toke 1 lfe for amy biue spefl cost. Con only give 1 lfe for each
time 0 blue spell is cast

Cursed Rodk ART L) e»  RTh 4 A0 4TH
Opponent must discord to 4 cards during discard phase

=

ABURATH

R sses Iilo 2 ABU
Diabolic Machine AC U e

AATH

Ebony Horse

Elven Lyre ART R oo

: o Feldon’s Cane ART

Fellwar Stone ART
Flying Corpet ART
Forcefield
Forethought Amulet ART

| © Fountain of Youth ART

ol Gaunlets of Chaos ART

Glasses of Urza ART

© Green Mana Battery

AATH
: llusionary Mas

* Implements of Sacrifice  ART

Nome Kind Rority Rating  Adist Cost Sets Found
e
¢ Cyclopean Tomb AT R e Mo 0 ABU

2: Tum o land into o basic swomp. If Cyclopean Tomb leaves play,
each subsequent tum one lond transformed by Cyclopean Tomb
retums to normal.
Ao 4 AN R ATH
T U seee }iTe 0 DK
T: Sacrifice Sphere to prevent half of the domoge done to you by o
single source, rounded down.
ART U ee  Mle O FE
T: Sacrifice Delif’s Cone. If torget creature you control attacks and
isn’t blocked, you may take ifs powet in life. If so, it deals no
damage to oppenent this tum.
R eeee }iTe 0 FE
2, T: If torget creature you control attacks ond isn’t blocked, it deals
no damoge 1o opponent this turn; instead put o cube counter on
Delif’s Cube. Pay 2 and remove o cube counter to regenerate o

torget creature.
Mo 7 DK,4TH
3: Regenerates.4 /4.

Dingus Egg ART R e D 4 ABURAH
Whenever anyone loses a lond, do 2 damage to that ployer for
each lost lond.

Disrupting Scepter ART R wee DFf 3 ABURATH

3, T: Opponent must discord 1 cord of his choice. Can only be used
during tumn of controller.

{ Draconion Cylix ART R e»  [Be 2 FE

2, T: Rondomly discard o cord from your hand to regenerate
target cregture.

: Dragon Engine AC es Mg 3 ANR4TH
: 2: +1/+0 until end of tum, 1/3.
ART . DWi 3 AN R 4TH

2: Untap ene of your attacking creatures. Treat forget as if it-never
attocked, except that defenders ossigned to block it may not block
onother aeature.

Kfo 2 fE

li, T: Soarifice Elven Lyre to make o forget creature +2/+2 until ead
of tum.
U sese fTe | AQ, CH
0: Reshuttle your graveyard into your library, Remove Feldon’s Cane
from gome when it is used, retuming it to its owner’s deck ofter the
game is over.
U weee (Ho 2 DK,4TH
T: Produce 1 mana of any color that opponent’s londs may produce
(ploy o5 on internupt).
R eees Hle 4 AN,R, 4TH
2, T: Give one creature flying ability until end of tum. If torget is
destroyed before end of tum, so is Flying Carpet.

ART R esese [f 3 ABU
1 An unblocked reature deals only 1 domage. This effect con be
used ogainst multiple creatures.
R eee  MBe 5
Pay 3 during upkeep or destroy Forethought Amulet. Prevent oll
damage over 2 done to you by a sorcery or instant.

U eeee [Ge 0 DK, CH
H 2, T: Gain 1 life.
¢ Gountlet of Might ART R eeeoe (Ry 4 AB,U
: All mountains produce on extra mona. Give oll red weatures +1/+1.
R eese [F 5 LG, CH

Sauifice Gountlets of Chaos 1o toke control of a land, creoture, of
artifact. The target’s former controller may then control one of your
permanents of the same type. Control of these permanents reverts
when the game ends. Destioy enchantments on traded permanents.
U eee DSh 1 ABURATH
T: Look at oppanent’s hond. No, his cards!

Golgothian Sylex ART R

Kko 4 AQ
1: Discord oll Antiquiies cards, including Golgothian Sylex, from play.

Grapeshat Catapull AL ( eee DR 4 AQATH

T: Do 1 domage to a torget flying creature. 2,/3

: l‘?RTﬂYRg wos (l{; 4 LG,4TH
2, T: Add o counter fo Green Mana Battery. T: Add G fo your mana
pool. Remove as many counters as you wish, add G for each counter
removed (ploy o5 an inlelr!rrupt),

Helm of Chatzuk R ees Mg 1 ABURATH
: 1, T: Give one creature banding ability until end of tum.
. Hive, The ART R eee SEv 5 ABURAIH
: 5, T: Create o Giont Wasp token, 0 1/1 flying ortifact creoture.
. Horn of Deafening R esee DFr 4 LG, CH
: 2, T: Target creoture deals no damage in combat this tum.
¢ Howling Mine R eeee MPo 2 ABURATH
| Everyone mus! diaw an extro cord during his or her draw phose.
¢ Ity Manipulator ART U eeeee Sh 4 ABU

1, T: Tap one lond, creature, or ortifoct. No effects ore generoted
from the topped permonent

E ART R eea AWe ? ABU
¥: Summon a areature foce down. You moy odd X mana to the
costing to hide the creature’s true cost. Once the creature does
domage, tops, or tokes damage you must flip the creature over.

R ese  MOK 7 FE

1, T Saaifice Implements of Socfice to add 2 mana of any color to
your mano pool

Iran Star ART U ee D 1 ABURATH

1 Take 1 life for any red spell cost. Con only give 1 life for each
time o red spell is cost

o Siesi Samm mleidh



HNome Sets Found

Home
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Desaripfion Description Description |
Ivory Cup AT U ee Mo 1 ABURATH Horth Star AT R eee  Kfo 4 16 Sentinel AC R ees PRAF 4 LG, CH
1: Take 1 Ife for any white spell cost. Con only give 1 lfe foreoch 4, T: You moy cost one spell this tum using mana of any color. : *=1 when cast. When blocking, you may make * equal 1 + the
time o white spell s cast. ¢ Nova Pentacle Roeese P4 16 power of the creature Sentinel blocks. When attocking, you may

elvory Tower ART U seeee Ji0K 1
Take 1 life for eoch cord over four you hove in hand during upkeep.

Jode Monolith - ART R e Ao 4  ABURATH
1: Take oll domage done to any creature on yourself instead. :
Jude Stalue ART U eeee Dfp 4 ABU
2% éJI\ulf Jode Stotue o 3/6 arfifoct creature that moy only ottack
or block.
Jolum Tome ART R eee  TWi 3 AQ, CH
2: Drow o cord from your library ond discord a cord of your choosing
1o your graveyard.
Jandor's Ring MRT R e Dfr 6 MR G
2, T: Discard 0 cord you just drew, ond draw another to reploce it.
Jandor's Saddiehogs ~ ART R eese QWi 2 AN R ATH
3, T: Untap 0 ceature. :
Jayemdoe Tome MRT R eese fTz 4 ABURAH :
4,T: Diow 1 extra card. ;
* Jeweled Bird KT R e AWe 1 AN, CH
T: Exchonge Bird far your onte, then diow o new card. :
Juggernaut U eees Df 4 ABUR :
Must ottack each tum if possible. Con't be blocked by walls. 5/3.
Knowledge Voult Roees  AWe 4 16

2, T: Place a cord from your library under Knowledge Vault without
oaking at it. Sacrfice Vault to discord your entire hand, replocing it
with the cards under Knowledge Voult.

Kormus Bell MRT R e (Ry 4
Treat oll swamps in play s 1/1 creatures that can be topped for B.
Kry Shicld ART U e RIh 2 6

Xs the torgefs casting cost. Target deals no domage this tum.
Library of Leng U see DG |
Skip your discord phase. If forced to discard, you con choose to
discord to the top of your ibvary rather than your graveyord. I

discord is rondom, look o card before deciding where to discard it
Life Chisel

] RT U eee  AWg 4
During your upkeep, sacrifice o crenture you control to toke life equal
to creature’s fougfiness. .
Life Matrix ART R eems pWe 4 G :

4, T: Put a counter on farge creature during upkeep. Remove counter

to regenerate creoture.
Living Armor ART U ees  pyg 4

Sucrfie Living Amor fo put 0 +0,/+ counter on o torget aeature,
where X equals the creatures casfing cost.

Living Wall U see  pip 4
Counts os o wall. 1: Regenarates. 0/4. i
Mana Matrix Ml R oee e 6 6 :

Pay 2 colorless mona less than casting cost of instont, interrupt,
of enchantment.

Mana Crypt MRT R eee e 0
T: 2 colorless mono. Every upkeep flip o coin, opponznt calls it. If he
calls it conectly, you lose 3 ife.

Mana Voult MT R esee 7z 1
T: Add 3 to your mana po_ol (ploy os an internupt). Pay 4 to untop.
Dogs | damage fo you if it temains topped during upkeep.

Marble Priest AU e Be
All wolls able to bluck Morble Priest must do so, Morble Priest tokes
no domage in combat from walls. 3/3,

Meekstone ART R eses QKo 1 ABURATH

Aay creture vith power greater thon 2 may not be untapped a5
normal during the untap phase,

Mightstone ART U e
Al attocking creatures gain +1 /40, ;
Millstone M| eee  ffg 2 MRATH

2, T: Take the top 2 cards from torget player's library ond ploce them
in torget ployer's graveyord.

® Mirror Universe AT R eses Pfg 4 16
T:'Sutufi(e Mirror Universe during your upkeep to trode lfe points
with opponent. The exchange of fife may not be countercd. Mirror
Universe comes in tapped.

Mishra's Wor Mochine — AC R o pwe 7 ABURATH
Bands. Discord 1 card from your hong during upkeep or Mshra’s Wor
Machine taps 1o do 3 domage 1o yoy 5/5

© Mox Emerald AT o00 |

R esese [f; ABU
i T: Add G to your mana pool,
© Mox Jet AT R ABU
i T Add lli to your mana pool sesee Oir 0
* Mox Peorl MRT g ABU
T: Add W to your mang pool oo OR 0 '
 Mox Ruby ART R esess pf; ABU
T: Add R to your mana pool,
© Mox Sapphire AT R essss pf; ABU

T: Add U to your mone pool,

Necropolis AC
Counts as a wall. 0: Choose o
it from the game. Put X +0/+
equals the removed aeature’s

Newir}yrﬁal's lJislI(I BT R esse pTe 4 ABURATH

eshioy ol treotures, enchantmens, ifocts i

induging Hesinyoiol's Disk. Novinym'g llll?iuem«(sﬁil]gvmtgzﬂﬁd

Ues b5 oK
treature in your groveyard ond remove
1 counters on Necropolis, where X
(asting cost. /1

/s Restricted /Banned

ART Adifaer
AC Atifoct Creatuta

EA Enchont Artifoet

ARATH

 Pyromids ART

: Rack, The

ABURATH

2, T: Give target creature you control +0/+X unfil end of tum, where

ABURATH

Ok CH

ABUR :

BOOK

© Rokalite
ABURATH :

Red Mana Battery

Reflecting Mirror

Pe 4 M

Ring of Ma'ruf

- Rod of Ruin ART

Scarecrow A

EC Enchont Creature
E - Enchant Enchantment

3, T: Redirect ofl domage done to you by one source to torget
weoture of oppanent’s choice.

¢ Obelisk of Undoin MT R ee  TWil

3 6: Toke ony o?yuur permanents in ploy back to your hond, discarding
enchontments on such cards. :

H (}hs'lun/us Golem AC U eee My 6 ABURATH :

HYT) :

© Onulet A Uss Mo 3 MORATH :

: IF Onulet s ploced in groveyard, its contioller tokes 2 life. 2/2. H

© Omithopter AC Cee A& O AQ.RATH

¢ Flying. 0/2.

: Plonor Gate AT R ees  MBe § 16
Pay 2 colorless mana less when casting @ summan spell

¢ Primal Clay A U e Ko 6 AQRATH

When cast, choose whether to make Primol Cloy a 1/6 wall, 3/3
ground creoture, or 2,/2 flying creature.

Roes AWe b AN
2: Prevent o lond from being deshoyed. 2: Remove on enchantment
from o lond.

ART U eee  RIh 1 AQLRATH
Do 1 domage for each card under three opponent hos in hand

during upkeep.

~

SCARWOOD HAG

AT U e (R 6 AQ, CH
2: Prevent 1 damoge to ony torget. Roklite retums to owner's hand

when used.

AT R ese  JTe 4
2,T: Add o counter to Red Mona Bottery. T: Add R to your mana
pool. Remave as many counters as you wish, add R for each counter
temoved (ploy os on interrupt).
ART U oo
X, T: Redirect spell torgeting you fo ployer of your choice (ploy as an
interrupt). X is two times the costing cost of target spell.

Relic Barrier ART U e Hic 2
T: Tap target artifot, :
Ring of Immortals MRT Re  MBe S 6 :

3, T: Counter interrupt or enchontment torgeting o permanent you
control (ploy os on intermupt).
ART

5 Saciifice Ring of Ma'ruf 1o select o card from outside the game
insteod of drawing.

© Ring of Renewal MRT R eese [5h 5§ B 3
5, T: Randomly discard a card from you hond 1o diow two cards. :
© Rocket Launcher U ees Pye 4

2: Do 1 domage to any torget. If it is used, Rocket Louncher is
destroyed of end of tum. Rocket Louncher may not be used until it
begins o tun in ploy on your side,

U see (py 4
3,T: Do 1 domage to ny forget
Runesword BT U e Ry 4 oK, H

3, T: Give target attacking cizature +2,/+0 unfil end of turn. Any
aeature domaged by torget creature must be removed from gome i
it dies before the tum ends. Destroy Runesword i forget ceature
leoves play before end of tum

Sunglasses of Urza ART R eeeo pf 3 ABUR &TH
Your F\uins may generote either white or red mang i
Sandals of Abdallah AT R e DRy 4 T

2: Give islondwalk to 0 reature ntil end of tum. If torget creature is
destroyed before end of tum, sois Sandals of Abdalloh.

| eeo
6, T: Negate oll domage done 1o you by flying creatures until end of
tum. 2/?

ICHE

¢ Shopeshifter AC

Skull of Orm

- Spirit Shield

Staff of Zegon

64

1o 4 W i
i o Sword of the Ages

: Tablet of Epityr

R eeee Dip 5 AN
¢ Tawnos’s Coffin

R
Tawnos's Wand ART

ABURATH
¢ Tawnos's Weaponry

- Tetravus AC

Mo 5 DK E Throne of Bone

moke * equol 1 + the power of creature blocking Senfinel. 1/
Serpent Generator AT R eees [Tp § LG, (H
4, T: Put o Poison Snake token, whichis a 1/ artifact creoture, in
play. If Poison Snake domoges opponent, apponent gets 1 poison
counter, Opponent loses gome if he or she ever has 10 or more
poison counters.
U eeee D 6 AQATH
*=gny number from 0 to 6. Choose * when Shopeshifter is cost and
during your upkeep. * /(7-).

AT U ese TWi 3 DK
: 5, T: Bring on enchantment card from your graveyord into your hand.
¢ o Sol Ring ART U eeses JiTe ] ABUR
: T Add 2 to your mana pool (play os onintermupt).
: Soul Net NI U e QWi AB,URATH

1: Toke 1 lfe each time o creature is placed in the groveyard. Con
only give 1 life for each time o creature is placed in the groveyord.
ART R wes  Sfj

2, T: Moke torget creature +0/+2 os long os Spirit Shield is topped
You moy leave Spirit Shield topped during your untop phose.

MR (e MPo 4

3: Moke torget creature -2,/-0 until end of tum. Creatures with power
less than 1 deal no domage.

¢ Standing Stones L St 3 0K
i 1, T: Sacifice 1 life to edd 1 mana of any color to your mana pool.
¢ Stone Calendor MRT R e AWe 5 DK
Your spells cost 1 less to cost; casfing cost cannat go belows 0.
Su-Chi A U (R 4

: When Su-Chi goes to the graveyord, its controller gets 4 colorless
¢ Sunglosses of Urza M R ees D ABUR 4th
: Your plains may generate either o white or red mona

ART R eees (Ry § 16

Enters ploy tapped. T: Sacrifice Sword of the Ages ond any number of
areatures to do domage to on target equal o combined amount of
creature’s power. Remove Sword of the Ages and socrificed crentures
from the gome.  mana. 4/4.
AT (e (R 1 AQ
1: Toke 1 life each fime on artifoct is placed in the graveyard. Can
anly give 1 life for each fime on ortifact is ploced in the graveyard.
ART R sese (Ry 4
3, T: Toke o creature out of play. Target s considered out of play for
as long s Coffin remains tapped. If Coffin is untopped or removed,
wreature retumns to play fapped. You may choose not to leave
Coffin topped.
U ee DSH 4 A ATH
2: Make o target ceature with power no greater than 2 unblockable
except by artifuct creatures unfil end of tum. Torget's power may be
increased after defense is chasen
ART ) eee  Dfr 2 AQ4TH
2: Torget creature gets +1,/+1 os lang os Tawnos's Weaponry
remains topped. You moy choose not to untap Townos's Weaponry

during untop phase 1 a0 & i
Flying. Give Tetrovus three +1/+1 counters when cost. In your
upkezp, you may move some of these counters on or off Teravus
Counters that ore off of Tetravus hecome independent 1,/1 flying
artifoct creatures that, when killed, ore remaved from play.

The counters moy not be mx]geled by enchantments cast or shate
enchontments on Tennv:sg / 1U . Mol ABURA
1" Toke 1 e each fime o block spellis cost. Con only give 1 ffe for
ench time o black spell is cost

£l Enchont Land EW Enchont World INT In-rumlpt SC Semmon Creatui (0 Comulative Upkeep
EN Enchontment INS Instont (AN lond SOR Sortery
OocT OB ER 19 ols 9l

=)
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Home lnd Roity Rafng  Amst (ot Sets Found
Destrigtion :
= Time Yoult W R eees Nz 2 ABU

T: Take an extro fum. Comes into play fapped, ond moy only be

Tmm;;rh:'usp;c:edfffcunnolrerfoggtsu lrlurn'.m & ok CH during your upkeep. After the lost counter s removed, everyane
T: Saaitice Tarmod's Crypt to remove ofl cards within torget ploger's t{;kesTuII t'relglu;es '".ﬂ“'; 9"“5\'""’3 and puts them diecty info

" : play. Treat them o5 if just summoned. :

Tor o el R U e 0 2 g ¢ Ml Dend e oo N B T 3
T: Make farget creature unblockable by walls until end of tum. 52:%:’ ceatui fom any groveyordino play on your side with -1

Triossic Fgg KRT R wee  DF 4 16, H : pemor Thol SCC sees I B2 fE i

3, T: Put o counter on Triassic Egg. When there ore 2 counfers on
Trinssic Ega, sucrifice it to put any creature in hand or graveyord
directly in play. Treat this creature os if just surnmﬂned

HNome Kind Roity Rotfng  Adtist Cost Sets Found Home lind Roity Roting  Adist Cost Sets Found
Desaiption Destription
: Zelyon Sword MRT R ees S 3 FE : Cydopean Mummy 5C e B B LG,4TH
: 3, T: Moke torget creature +2,/+0 os long os Zelyon Sword is : Remove Mummy from gome |f n goes fo graveyard. 2/1.
topped. You may leave Zelyon Sword fopped during your untap phose. ¢ Dark Ritual INT eseee Sy B ABURATH
: Add BBB to your pool of mnnu
: Darkness INS C eee  HMc B 16
: i Creotures attock ond block o5 normal but deal no dumuge
+ Abomination SC U eee fiTe BB3 1GATH : e Darkpact R wess (Ho BBB ABUR
: Green or white creatures blocking or blocked by Abomination ore £ Swap your topmost undmwn card with either ante card.
deshoyed offer combat, 2/6. : Deathgrip U eee Mo BB ABURATH
Abyss, The EW R eee Py B3 6 : BB: Counter o green spel (ploy os an inferrupt).
Each player must bury o target non-ortifoct aeature he or she controks & Deothloce INT R eee Sty B ABURATH
during upkeep. Change the color of one card hemg phryed Ol |n ploy ta block.
R eee (Ry BB2 LG i = Demonic Attorney SOR R = e B ,B.U,

¢ All Hollow's Eve N
: Put 2 counters on All Hallow’s Eve when cast. Remove o counter

T: Socifice Amar Thrull to odd a +1/+2 counter fo farget creature.
Artists: SKi, JMe, RSp, PVe. 1/3.

Divine Transformation -
i Eater of the Dead 5

ﬁmm abid-Wombat and it

arget creature gains +3/+3. |
Glory surged through her
| ' and radiance surrounded her.
| Al things were possible with
’ the biessing of the Divine.

T IRA R AN

W s 01990 e e

RABID WOMBAT

Triskelion AL R eeee [Sh 4
Give Triskelion free +1/+1 counters when cost. Discord 0 +1/+1
counter to do 1 domage to any target. 1/1.

Urza's Avenger AL R ewee fie 6
0: Avenger loses -1 /1 and you may give it either flying, bondmg
first strke, ar trample unfil end of tumn. Attibute losses and ability
quins are cumulotive. 4 /4

Urza's Chalice BT C oo e ] A
1: Take 1 life for ony artifact cost. Con only give 1 life for each time
on artifoct is cost,

Urza's Miter AT R oo
3: Drow one card from your [ibrary whenever one of your artifacts
g0es to the groveyord. You moy only draw one cord per artifact
destruction. Urza's Miter may not be used when you destroy on
ortifact to gain benzfits from onother cord,

Voodoo Dall MT R oee Sk § L6, CH
Put o counter on Voodoo Doll during upkeep. If Voodoo Doll is
untopped of the end of your tum, it does X domage to you and is
destroyed. X is the number of counters an Dall. XX, T: Do X domage

to ane torget.
Wall of Spears M (e St 3 KQATH
First strike, caunts o5 o wall. 2/3. :
Wand of Ith MRT U eeee (Hp 4 K :

3, T: Exomine a rondomly chosen card from target players hond.
Unl ess the tard is o land, the target player must either discord it ar
‘H(III[E lite equaling its casting cost. If the card is o lond, the targe!
player must either discard it or socrfice 1 1fe. Wond of th may anly
be used during controfler’s tum.
War Barge ART
3: Give target cregture islandwalk until end of furn. Bury torget if
War Barge leaves ploy this tum.
Weakstone ART | oo
Al ottacking creatures lose -1 /0. Those reatures with power less
thon 1 deal no domoge
White Mana Battery ART R eee  AWp 4
2,T: Add o counter to White Mano Bottery. T: Add W to your mono

pool. Remove as mony counters as you wish, odd W for each counter :

removed (ploy os on inferrupt).

Winter Orh IRT R eee Mz 7 ABURATH
Each player may only untap up to 1 land during untap phase.
Wooden Sphere AT U ee Mle 1 ABURAIK

1: Take 1 life for any green spellis cast. Can only give 1 Iife for

each fime o green spell is cost.
Yotian Soldier AC (Ru 3

Yotian Soldier does nat tap when ottacking. 1/4

( ooe

92 S Q U E ST

MATH

ADATH

RAF 3 i

U ease T 4 0
Mo 4 Mn

GATH

AATH

Artifact Possession EA
Da 2 demage fo target artifact’s controller whenever farget arfifact is
tapped or ifs activation cost is paid. Hos no effect when cost on o

i ontinuous ortifuct. :

¢ Ashes to Ashes SOR U eee DIy BBI DKATH ¢

¢ Remove two nonarffoct creatures from the gome ond lose 5 Ife. ¢ Fea
¢ Bod Moon R eeee iy Bl ABURAH :

H Al block reatures in play get +1/+1.

: Bonshee SC U es My BB2

X, T: Bonshee does X domage, holf o you (ound up) ond half to

: ony one target (round down). 0/1,

: Basal Thrull SC

1 I: Sncnflca Bosal Thrull to odd 88 to you mana pnu! Autists: KFo,
PFo, RKF, CRu. 1/2.

¢ Black Knight SC U eese Mz BB ABURATH

; Protection fram white, first stike. 2/2. :
¢ Blight U es PV BB [G4TH :
E If target lond is topped, des!roy |Iet end of tum.

¢ Bog Imp [ RSp Bl DK, 4TH :
i Fhying. 171, :
: Bog Rats ese PS5y B DK, CH :
: Cannot be blocked by quIs l/l :
i Bog Wraith SC U ees Mg B3 ABURATH :
i Swampwalk. 3/3. ;
¢ Breeding Pit U sese Mg B3 FE

N
Puta 0/1 Thiull token in ploy at the end of eoch of your tums. Pay
BB during upkeep or bury Breeding Pit.
SC

¢ Carrion Ants U eeee RTh BB? GATH :
. +I/+l until end of wm. 0/1. i
BORe Bl 6

Excepl for the first card diawn in draw phase, every player must
discard o cord in hond before drawing. A player without cords in hand
must place top cord in library in graveyard insteod of drawing.

© o Contiod from Below SO R esee DSh B
Discord your hund; draw o new onfe card plus seven cords.
¢ Cosmic Horror R eee My BBB3 LG,4TH

First strike. Pay BBB3 during upkeep or Cosmic Horror does 7
damage to you ond is deshoyed. 7/7.

¢ Cuombajj Witches SC (e Kfo BB
T: Each ployer does | durnuga 1] uﬂ,'mrgel 1/3.
¢ Curse Artifact e I\Te BB? DK
: Controller of target um!uu must bury target during upkeep or
lose 2 life
Cursed Lond (L Uoess My BB2  ABURAH

Do 1 damage to controller of target lond during upkeep

¢ Demonic Hordes SC

: Demonic Torment £

Coo (R B2 M
FuIJ'enAnPel 5

* Frankenstein's Monster ~ 5C
DK CH ¢

Co B FE

. Gloom

Glyph of Doom

Guardian Beost

ABUR

ML CH
* Headless Horseman SC

¢ Hel Swarm

- Hell's Coretaker SC

Unless apponent concedes game, bulh p!uyals must draw on extro
ante card.

R eees My BBB3  ABUR
T: Destray one lond. Pay BBB during upkeep or Hordes ore topped
ond your opponent chooses a lond of yours o be destroyed. 5/5.

U eee  AMg B2 16
Torget creature deals no domage during combat and may not ttack.
in ploy or

¢ » Demonic Tutor SOR U eeses DSh Bl ABUR
: (hoose one cord from your I|bmrv l’ﬁen reshuffle your librory.
: Derelor SC AMo B3 fE
Your black spells cost nn uddmnnul B.4/4.
Drain Life ( ees  [Sh BIX ABURAM

Dol dumu?e to ony turgei fcu each B spent above costing cost.
Take 1 life for each domoge inflicted. You connot goin more ife
from a creoture than ifs cument toughness.

Drudge Skeletons SC ( eees SEy Bl ABURATH
B: Regenerotes. 1/1.
U eee My B4 DK

Chaose o creature in any groveyard ond remove it from the gome,
Untop Eater of the Dead. 3/4.

Ebon Praetor SC R ees RAF B4 FE
Trample, first stiike. Put a -2 /-2 counter on Eban Proetor during
upkeep. Sacrifice one wreoture during upkeap to remave 0 -2/-2
countey, odding 0 +1/+0 counter if o Thuul wos sacrificed. 5 /5.

(

El-Hajjoj SC R ees DWi BBI  ANRATH
Gain 1 life for every point of dumuge EFHajjoj inflicts. 1/1.
Erg Roiders S e DWi BI ANRATH

Lose 2 life at end of turn if Erg Rmders don't attack, except in the
turn when they're summoned. 2/3.

Evil Eye Orms-By-Gore  SC U = iy B4 16
Your creatures may not attack, except for Evil Eye Evil Eye may only
be blocked by walls. 3/6.

Evil Presence L U eee Sty B ABURAIH
; Torget lond is now o bosic swamp.
: Fallen, The SC U ee My BBBI DK, CH

During controller’s upkeep, daes 1 damage fo every opponent it hos
previously domaged. 2/3
U eess [Sh BB3 6, CH

ice 0 creature to give Follen Angel +2/+1 untl end of tum.

EC ( eees [P0 BB ABURATH
(]nly block or orfifact creatures may block target creature.
R ee  AMo BBX DK
Take X reatures from your groveyord and remove them from the
qome when costing Frankenstein's Monster, or it is countered. For
ench creature remaved from the gome in this way, give Franken-
stein’s Monster o permanent +2,/40, +1/+1, o1 +0/42. 0/1.

Sac
3.

i Frozen Shode SC ( eee DSh B2 ABURATH

; B8:+1/+1 until end of tum. 0/1.

: Gafe to Phyrexio BN U ees Sty BB A

; Snt[rilt(e one of your crentures during your upkeep to deshioy any one
artitact.

i Ghostsof the Damned  SC C o  EBe B L6
T: Moke torget creature - l /0 until end of tum 0/ ?

. Giant Slug [ eee fMo B LG, CH

5 Ewe Slug londwiolk nhllny of your choice on your next fum. 1 / 1.
) eses Dfr B2 ABURATH
0/1. White spells ond whne enchantment activation costs now

requite 3 exho mono.
NS C o Ve B 16

Creotures blocked by torget wall ore destroyed after combot.

ke e SC R oese (Ho BBI K

B, T: Choose on artifoct in any graveyard ond remove it from the
Sume, Take 2 fife. 1/1.
16, 4TH

R eee

Gree, Pfo B3
B: Diaw on extra cord ond sacifice 2 life.

R eeee [Ha B3 AN
If untopped, prevents the stealing, destruction, or enchontment of

your non-creature ortifucts. 2,/4.

* Hasran Ogress SC Coe DFr B8 AN, CH
Pay 2 when Hosian Ogress attacks or lose 2 life. 3/2
- Hounting Wind N U oes  JMe B3 AD

Do 1 domage to artifoct’s controller each time an ortifuct in play is
tapped or ifs activation cost is poid.
QHo B2 16

( oo
W (e (Ru 8 16
Make ofl creotures -1 /-0 until end of tun
R eeees Sty 03 16, CH
T: Suifice o creature fo put o creature in your groveyord direclly in
ploy. 1/1



Nome Kind Rority Rofing  Adist Cost Sets Found Home Kind Rority Rafing  Adist Cost Sats Found HNome Kind Rority Rafing  Artist Cost Sets Found
Destpton Desciption Desciption
Hellfire SOR R weeee Ple BBB2 16 HNomeless Race SC R eee (Ho B3 DK Season of the Witch EN R e  IMy BBB 0K

Destioy all noblock creatures. Hellfire does X+3 domage to you,
where X is the number of creatures ploced in the groveyord.
Horror of Horrors B U eee

Sarifice o swomp to regenerate a black areature.
Howl from Beyond C eese [Po BY
Torget aeature goins +X/+0 until end of tun,
Hymn to Tourach SOR C eses Juyi B

l;;#gg.t |[J|IJVEI rendomly discords two cords in hand. Atists: LDo, QHo,
i,5VC.

Hypnoic Specter SC U eses DSh BRI

Flyin?, Opponent damaged by Specter must tondomly discard o

card trom hand. 2,/2

Imprison EC R eeee (R 6 :
1: Prevent turget aegtute from attocking, blocking, or topping. Imprison
is dastroyed if mona is not poid.

Infernal Medusa SC U ese Mg BE3 16

Destroy all nomwall creatures blocking or blocked by Medyso. 2/4.
ST LN

1: Add B to your mona pool (ploy os an interrupt). Bury Initintes of

the Ebon Hand if more thon 3 is spent this way in nnewmm_ Artists:

10a, KFo, HHu. 1,/1.

Inqusiion SR Ce Mg DK | untendof um, Arts: MBe, CRy, RSp. 2/1.
F'f]’“";mf@ewlﬂvershﬂnd- Do 1 domage to for eoch white cord ¢ Oublitte [N C esee [Sh BB M i
in nang. H

MTe 883 6 :
i Necrile

ABURATH i
; Nether Shadow sC
ABURATH
Nether Void

© High
EhonHand SC  C =ee  jij5 g FE; ightmare

Order of the Ehon Hand  SC

Tremple. Sacrifice * life when casfing Nomeless Race, where * is ot
most the totol number of white cords all your opponents hove in ploy
and in their groveyards. */*.

SC (s Mdi BB fE

If Nedrite ottacks without being blocked, you may sacrifice it to bury
a torget reature controlled by the player under attack. If so, Nedite
deals no domoge. Arfists: CRu, RSp, DTu. 2/2.

R oees  (Ry BB
If three creotures ore above Nether Shadow in graveyard, it con
teturn to play during controller’s upkeep. Shodow con attack the
same turn s it enters or re-enters ploy. 1/1.

R eee  HMc B3 6 :
: Counter oll spells unless their costers pay on extia 3. :
¢ Netling Imp SC U =e=  QHo B2 ABUR :

T: Opponent’s torget non-wall creature must ottack o die of end of

tum. Ploy during oppenant’s tum before his or her attack. 1/1.
SC R eeee MBe BS  ABURATH

Flying. Power and toughess equol number of swomps controller

has in play. =/

Pratection from white. BB: +1 /+0 unfil end of tum. B: First strike

Place torget creoture out of play.

|| hand and then bring X cards
from your graveyard to
your hand, Then remove
Recall from the game,

Y

Jovial Evil SOR R e (Ru B2
Do 2 domage to apponent for each white creature apponent contrals.
Junun Efreet SC U eee  (Ru BB
Flying. Pay BB during upkeep or Junun Ehieet is destroyed. 3/3.
SC

Juzom Dijinn R eeeee e BB?
Lose 1 life during upkeep. 5/5. :
Khabal Ghaul SC R eses DSh B2 Mo

Gets 0.+1/+1 token ot end of tum for each creature that wos
destroyed thot tum. 1/1.

Lesser Werewolf SC U wee
B: Give Werewolf -1 /-0 until end of tum. Put a-0/-1 permonent
counter on reafures blocking or blocked by Werewolf. Lesser
‘;ie;ewoll's power may not be reduced below O using this obility.

lih EN R e DGe BOBB
Suerfice all your life. For each point of domoge you subsequently
suffer, temove ane permanent in play. For every paint you goin,
drow o card. You lose when you run out of cards in ploy or when
Lich leaves ploy.

Lord of the Pit SC
Flying, trample. During upkeep, sacifice n creature other than Lord

of the Pit or Lord of the Pit does 7 domage to yau. 7/7.

SC

R eece

Lost Soul ( == RAF BBI LG, ATH
Swampwolk. 2/1.

Marsh Gas NS C e Dsh B DKATH
Make all creatures -2/ unil end of turn.

Mindstab Thrull SC (e Mdi BBI ft

IF Rtindstab Theull attacks without being blocked, you may sacrifice it
1o force the ployer under attock to discord three cords. If so,
Mindstab Thrull deals no domage. Arfists: HHu, RKF, MTe. 2/2.

© Mind Twist SOR R eeses JBo BX  ADURATH
Opponent must randomly discard X cords from hond. All cards in
hond should be discarded if they number less than X.

Mold Demon L R My BBS 16
gutghre 2 swamps when costing Mold Demon o bury Mold Demon.

Murk Dwellers

( eee Dy B3 DK, 4TH

§ ‘
1 Murk Duvelers atock and ore ot blocked, they gain +2/+0.2/2.

/= Restricted /Banneq
AC Artifoct Creoture

ART Artifoct
EA" Enchant Arifact

L6 : Poralyze £
MNATH

N Pestilence EN

: Phyrexion Gremlins
Qho B3 6 :
 Pit Scorpion 5C

ABU
: Plogue Rats SC (oo

Rag Man SC R wee
Raise Dead

Saarifice N U e 0 B

‘ Stuvengiﬁg Ghoul S

EC Enchont (ien‘mrs
EE - Enchon! Enchentment

* powerful cords in legena's
" On'second-thought, who
(1] L Qoi

‘ 0

( eee Mo B
Torget creature dozsn't untop as normal. Creature’s confroller may
spend 4 to untop during upkesp. Tap torget creature when Paralyze
is cost.

([ eseee JM‘j B2
B: Do 1 domoge to each creature and ol players. Discard Pestilence
if there are no crentures in play of the end of any tum.

T: Top on ortifact. As long as Gremlins remoin tapped, that artifact
daes not untop normally during its controller's untap phase. You may
choase not fo untap Gremlins, 1/1.

If Pit Scorpion domages opponent, opponent gets 1 poison counter.
Opponent loses game if he or she ever hos 10 or more poison

counters. 1/1.
Ao B2

Power and taughness equal number of Plague Rots in play. /.

 Priest of Yowgmoth SC (e  Me Bl M

e BBB4  ABURAM :
¢ Quagmire N U ee

T: Sacifice on artifact and odd o your mana pool encugh black

mana o equol ifs costing cost. 1/2.
DF1 B2 16

(reotures with swompwalk may be blocked.

DGe BB2 DX, 4TH
BBB, T: Examine apponent’s hand. Opponent must randomly discord
o ceoture, if ony ore in hand. 2/1.

SOR ( eee Mg B ABURAH
: Bring o creature from your groveyard info your hand,
© Royal Assassin (R weeeee TWj BB]  ABURAH

T: Destroy any tapped creature. Hey, TW's the subject of on 10 #1
feature! 1/1.
ABUR
Sacriice creature to odd to your mono pool black mana equal to
thot creature’s casting cost
Scnlhze l'zornbies S

(oo My B2
U eeo Mo B3 ABURAH
At the end of tum, dd o counter for each other creature placed in
the graveyord that turn. Use o counter to regenzrate Ghoul, 2,/2.

Sengir Vampire S

i Sewars of Estark
ABURATH

: Shimion Night Stalker ~ SC

Sinkhole

C eses Jiii BB i
¢ Soul Exchange

: Takklemaggot B U oo

Terror

1! Thell (hnmrinn 5C

B Thrull Retainer 38

Thrull Wizard SC

ABURATH |
¢ Touch of Darkness

ABURATH

[ eeee W B2 M

) 1§ :

¢ Transmutation INS

ABURATH

ABUR :

© Waorp Artifact AR eee

At the end of each player's tum, destroy oll untopped ceatures thot
could have attocked but did nat. Serifice 2 fife during your upkeep
or Seoson of the Witch is destroyed.

U eess Mg BB3  ABURAM
Flying. Gets +1/+1 counter if o creature dies in tum Vampire
domaged it, 4/4.
INS R ees  MBe BBZ BOOK
If torget creature is attocking, it may not be blocked until end of tum.
If torget creature is blocking, it neither decls domoge to nor fokes
domage from blocking creatures.

Iy BB3 LG, CH

|| eee
Redirect oll domags done fo you from o creature fo Shimian Night
Stolker instead. 4,/4.
Simulocrum INS U eees MPo Bl ABURATH
Retroactively divert all domoge done to you this fum to ane of your
(regtures.

SOR ( == SEv BB ABU
i Destroy a land.
: Sorceress Queen SC R eeses (Fo BB1  ANRATH

T: Make cnother creature 0/2 until end of tum. Special
charocteristics and enchontments on creoture are rot offected. 1/1.

U eeee AWg BB FE
Remove o creature from the game to put o creature from your
groveyard in play os if just summoned. Add a +2/+2 counter to this
aeature if o Thrull wos removed from the game.

i Spirit Shackle EC U e EBe BB 1G,4TH
: Put o 0/-2 counter on target creature every fime it faps. Counters
: remain even if Spirit Shackle is removed.

i Stone-Throwing Devils  SC  ( eee KMz B AN
: First strike. 1/1.
¢ Syphon Soul SOR ( =ee  MBe B2 16

Do 2 damage to oll players except caster. Caster tokes life points
equol fo domoge done by the Syphon Soul.
DGe BB? LG, CH

Puta 0/-1 counter on target creature during controller’s upkesp. If
areature goes fo graveyard, ifs conoller chooses o new farget for
Takklemaggot. If no new targets exist, Tokklemoggot permonently
becomes on enchantment and does 1 domoge during upkeep to the
controller of the lost creature Takklemaoggot enchanted.

INS ( eeee RSP B]  ABURA4TH

Bury torget creature. Cannot torget black or ertifact creatures.

R eees [Ge B4 fE

Al Thrulls get +1/+1. T: Toke control of target Thrull. When Thrull

Champion leoves your control or leaves play, you lose contral of

Thrull Chompion. 2/2.

U eeee RSy B FE

Give torget reoture +1/+1. Saciifice Thrull Retoiner to regenerote

the ceature it enchanfs.

U ee  AMg B2 FE

B1: Counter torget black spell unless caster pays on odditional B or 3

(play as on intermupt). 1/1.

INS U eee  Ple B LG
(hange the calor of ane or more target creatures to black unfil end of
tumn, Choase which and how mony creatures are fargeted.

Tourach's Chant EN U e RKF BBI fE
Do 3 domage to any ployer who puts a forest inta ploy without
putting a-1/-1 counter on a creature he controls.

Tourach's Gate EL R e SEv BBI FE
You may only cast Tourach’s Gate on o land you control, Socrifice o
Thrull to put 3 fime counters on target land. Remove @ time counter
during upkeep, burying Tourach’s Gote when there are no fime
counters on it. 0: Tap the lond Tourach'’s Gate enchants to give all
your attacking creatures +2 /-1 until end of tum

( eee SV B) LG, CH

Target creature’s power and foughness are switched until end of tum.

Effects oltering power alter toughness insteod, and vice verso

* Uncle Istvan SC U eee  DGe BB DK, 4TH
i (reotures connot domoge Uncle Istvon. 1/3.
e lUnderworld Dreams  EN U eeess |B; BRBE L6
Do 1 domoge to oppanent for each cord drawn.
Unholy Strength EC( eee DSh B ABURATH
Target creature goins +2/+1
* Vampire Bats SC Cee  AMog B 1G,4TH

Flying. B: Give Bats +1/+0 until end of turn. Only BB may be spent
this way per fun. 0/1

Walking Dead SC ( eeee Dfr B8] 16
B: Regenerates. 1/1

- Wall of Bone U ee  AMo B2 ABURATH
: B: Regenerates. 1,/4

- Wall of Putrid Flesh SC U e RTh B2 16

Protection fram white. damage dane to Wall of Putrid Flesh by
enchonted creatures is reduced to 0. 2/4.

Wall of Shadows SC ( eee PYo BB LG, CH
domoge done to Wall of Shadows by creatures it blocks is reduced
to 0. Wall of Shadaws moy nat be torgeted by effects forgeting only
walls. 0/1

© Wall of Tombstanes SC U DFt Bl 16

*=the number of creatures in your graveyard. 0/1+°
AWe BB
Do 1 domage to target ortifoct’s confroller during upkeep

AB.URA4TH

EL Enchont Lond EW Enchant World INT Interrupt SC Summen Creature €U Comulative Upkeep
EN Enchantment INS Instant LAN Lond SOR Sarcery
o c T O B ER 1 9 95 93
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Nome Kind Roity Rofng  Arist Cost Sets Found
Descigtion
Weakness EC  ( eeee [Sh B0 ABUR4IH :
Torget areature loses -2/-1. :
Will-0'-The-Wisp R esese Iy B ABURATH :
Flying. B: Regenerotes. 0/1 :
Word of Binding SOR ( ees RSp BBX DKATH :
Tap X creatures. H
Word of Command NS R e My BB ABU @

Examine opponent's hand. Ploy a sorcery or instont of your
choosing from opponent’s awn cards in hand if you may do s
legally using his or her ovailable mano.

Worms of the Earth N R e
No new lond may be put into ploy. During ony upkeep, ony player
may destroy Worms by socificing 2 lands or 5 life.

Wretched, The SC R eee (Ry BB3
After combt, take control of oll creatures blocking The Wretched.
You lose control of such creatures when The Wretched leaves play or
your cantral. 2,/5.

Xenic Poltergeist SC R eee [DFr BBI
T: Turn torget non-wreature arfifact info on orfifact creature with bath
pawer and toughness equal ta its costing cost and with its originol
obilifies. This e?fen losts until your next upkeep. 1/1.

Yowgmoth Demon SC R e  SEv BB4
Flying, first strike. During your upkeep, sacrifice one of your artifacts
Yowgmoth Demon tops to do 2 domage to you. 6/6.

Dell’s Caretakes

B creature and take a creature l‘rnm
pum graveyard and put it directly
. Trear this creature as

HELL'S CARETAKER

Zombie Master SC R es  IMe BBI

All zombies in play gain swampwalk and may regenerate for B as
long os Zombie Master remoins in play. 2/3

A{ld Ruln SOR R eee  NIh U3 6 :
Destroy oll forests in ploy.,
Air Elemental SC U eeee RTh LU3 ABURAM :
Flying. 4/4 :
Amnesio SOR U eee  fPo UUU3 DK

Examine torget player's hond. Target discards ofl nondond cards
in hand.

© Ancesirol Recall INS R eeeee Py |
Torget player must drow 3 cards.
Animate Arfifact U eee  DSh U3

Does not offect artifoct creatures. Torget arfifoct becomes artifoct
creature with power and toughness equaling its casting cost; target
retains original obilities.
Anti-Magic Aurn tC
Destroy oll enchontments on target creature, which connat be
targeted by any other instonts, sorceries, or enchontments.

Apprentice Wizard SC( eee DR LU
U, T: Add 3 to your mana poo! (play o5 on interrupt). 0,/1

Azure Droke SC U ees DF U3 16, CH
Flying. 2/4

Backfire fC Uee BSn U LG,ATH

For euch point of domage done you toke from torget creature,
Bockfire does u point of domoge 1o creature’s controller

Blue Elemental Blast INT C e RTh U  ABURATH
Counter o red spell being cost or destroys o red cord in play

94 s> Q U E 5 T

i e Copy Arifodt N

Counterspell INT

¢ (reature Bond I (o

Ao 8882 ok
6,CH :

¢ Dondan SC Ce  Dlu WU
40, 4TH

A, CH

ABURATH Deep Waler EN

ABY
ABURATH

© Enchantment Alteration
DKATH

© Energy Tap SOR C ee DG U

© Frosion

in play. Clone retains these chorateristics even if trget creoture is

deshoyed. */*.

U weeee DWi UU2 ABURATH
Contral target creature until enchontment is discarded or game ends.
R eeee AWe U]
Duplicate any arfifact in ploy. Treot duplicate as both enchontment
ond orfifoct.

Counter target spell as it is being cast.

AMa U1
If target creature goes to the groveyord, do domoge equaling
aeature’s toughness to creature’s controller,

Donce of Many N R eee SE LU DK, CH
When casting Dance of Many, choose o creature card in play. Puta
token creature in ploy ond treat it as if you hove just summoned o
duplicote of the torget creature. If either the token or Donce of Many
leaves ploy, both must be destroyed. Pay UU during upkeep or
destroy Donce of Mony.

Connot aftack if opponent has no islands. Destroyed if you hove no
: islonds. 4/1
: Deep Spawn SC U eee  MTe UUUS FE

Trample. Take top 2 cords from your librory ond put them in your
graveyord during upkeep or destioy Deep Spown. U: Desp Spown
may nof be target of spels or effects unfil end of fum. Tap Deep
Spawn if it was untopped. Do not untap Deep Spawn as normal
during your next untap phose, 6/6.

(oo Me W DK
U: All mane-producing lands under your control produce U until end of
tum instead of their usual mono.

© Devouring Deep (oo 0o U2 6 :
H Islandwalk. 1/2.
¢ Dronfno's Restoration SR C oo AWe U LV

Take as many artifacts as you like from target ployer's groveyard ond
ploce them on top of his or her librory in any order.

Drain Power SOR R eeee DSh UU  ABURATH
Opponent must draw oll mona from ovailable londs. All mana in
oppanent’s mana pool becomes yours.

. Dream Coat U eee AW U 6 3
! Chonge torget creature’s color to onother color (play os on interrupt).
Drowned SC (o QHo U1 DK

B: Regenerotes. 1/1. ]
Elder Spawn SC Roe iy U4 6 :

Connot be blacked by red creotures. Sacifice on islond duing upkeep

o bury Elder Spown ond lose 6 life. 6/6.

" Hedric kel SC Ue MU oK
C eson {5 17 5

RR: Give el +2/+0 ond Electric Eel does 1 domoge to you. Lose 1
life when summaning Electric Eel. 1/1.

NS ( eees BSp |
Switch torget enchantment from a creature to another of from o land
to another. The enchantment’s controller does nof change.
Enchantment Alteration has no effect if new torget is not volid.

* Energy Flux B U ses Ko U2 RATH

Each artifact requires 2 during upkeep o it must be discordzd.
LG, ATH
Tap torget untopped creature you contiol. Add colorless mono equel
o torget creature’s casting cast 1o your mana poal

(L (oo Ple UL DK 4TH
Destray target land unless ifs controller pays 1 or sacifices 1 life
during upkeep.

! Fiigh
ABURATH

U seses iPg LU ABURATH
ABURATH :

AN, CH G

: HighTide

© In the Eye of Chaos W R

¢ Islond Fish Josconivs SC R oee

6,0

© Magical Hock INT

Mahamoti Djinn S(

HNome Kind Raity Rafing  Arfist Cost Sets Found Home Kind Rorty Rafing  Atist Cost Sets Found
Descrption Destrption
¢ Boomerang INS C eess BSa (U 16, (H : Feedback EE U e (QHo U2ABURATH
| Return target permanent to awner’s hond. i Do 1 demage to controller of target enchantment during upkeep.
: Braingeyser SOR R weeee Mg UUX ABUR : Field of Dreams W R eee fo U
: Target ployer must diow X cords. : The top card in every hbrunj plays foce up.
: Brine Hag SC Ue  QHo UUZ G : Fishliver Oil ( oee Ao U1 N, CH
: If Brine Hog goes to the groveyard, ol creatures that deolt domage to Give torget creature |s10ndwu[k
Hcg?hmmmbecomel)/? 2/2. Flash Counter C eee  Hilc U) 16
(lone U eeee JBo U3 ABUR Counter target interrupt or instont spell.
Clone acquires ol churuuenshcs including color, of target creoture Flash Flood NS Ce TWs U G, CH

Destroy red permanent or retutn mountain to owner’s hond. Destroy
enchantments on Imge! Iand

C weee Mo U ABURATH
Target weoture now hus ﬂymg
Flood EN C see DDe U DK, 4TH
: UU: Top torget non-lying creature.
: Flying Men SC ( esee (Ry U AN
Flying. 1/1.
: Farce Spike (e Bl U 16
Counter torget spell unless its coster spends 1 extro colorless mana.
: Goseous Form EC C e PR U2 16
: Tulﬂel wreoture deols no domage in combat.
i Ghost Ship SC U eese TWi UUZ DK, 4TH
. Flying. UUU: Regenereles 2/4.
¢ Giant Shark C oo TWi US DK

When Giant Shork blotks oris blocked by o creature that has been
domoged this turn, Giont Shark gets +2/+0 and tiomple until end of
tum. Giont Shark connot attack unless opponent controls on island.
Giont Shark is buried immediately whenever its controller contrals no
islands. 4,/4

: Giant Torfoise SC (e Ko Ul AN4TH
: +0/+3 while untopped. I/l
i Glyph of Delusion NS Ce SVCU

Put X counters on 1 forget creutu:e blocked by target wall, where X
is the power of the blacked creature. Creature does not untop os
normal while it hos any such counter on it. Remove o counter during
aregture controller’s upkeep.

INS € eooe Mg U FE
Mlislonds produce an oddifional U until end of um.

Atists: Ao, DTy, AWe

Homarid SC (e M U2 FE
Put a fide counter on Homarid when bringing it into ploy and during
upkeep. Homarid gets -1 /-1 if it hos one tide counter and +1/+1
when it hos three fide counters. Remove oll counters when there ore
four tide counters on Homarid. Arists: QHo, HHu, MTe, BWo. 2/2.

Homarid Shaman SC R ese  AWe UU2 FE
U: Top torget green creature. 2,/1.

Homarid Spawning Bed EN U esse DSH QU ft
UUT: Sacrifice a bluz crenture to put X Comarids, which ore 1/1 blue
wreatures, in play, where X is the casfing cost of the socrficed creoture.

Homarid Warrior SCCoee i U4 FE
U: Homarid Warrior may not be the target of spells or effects unfil
end of tum. If Homarid Warrior is untapped, tap it. Do not untop
Homarid Worrior as normal during your next untap phase.

Atists: RAF, DGe, DSh. 3/3.

Hurkyl's Recall INS R eee NTh UI AQR4TH
Retum oll artifucts in play owned by torget ployer to owner's hond;
enchantments on those orfifacts are discorded.

(Ru U2 16

Counter oll instants and inferrupts unless coster pays on extro X,

where X is the cost of the spell being cost.

1 Invisibility ( eeee fMg LU ABU
Torget creature may only be blocked by walls,
 Invoke Prejudice EN R e HMc UUUU 16

Counter on opponent’s spell summoning o creature of a color
different from one of the creatures you contiol unless coster pays on
extro X, where X is the cost of the spell being cast.

My UUU4  ANRATH
Pay UUU during upkeep to untap. Connot attock unless opponent hos
islands in ploy. Destoyed immediotely if controller hos no islonds

inplay. 6/8.
Jump NS C e MPo U  ABURAIH
Targat aeature has flying until end of tum.
¢ Juxtopose R eee JHo U3 LG, CH

Coster ond torget player each choose their highestcasting-cost
creoture and exchonge contrel of them, then doing the some for
arfifacts. Do not tiode artifacts or creatures if one player hos none

of them.

Lond Equilibrivm EN R ees iy UU? 16
It oprnnem hos ot least os much lond in play os you, he or she must
sacrifice 0 land for each new one oppanent pufs in play.

Leviothan R oeee  MTe UUUUS  DKATH

Tromple. Leviathan emels play to {Jﬂed Saafice fwo islonds dunng
upkeep to untap Leviathan. Sacrifice two islands to oftack with
Leviathan. 10/10.

¢ Lifetap EN U eeee Ao UU  ABLURA4TH
: Goin 1 life whenever opponent taps o forest.
© Lord of Atlantis R eee  MBe UU  ABURATH

While Lord of Atlontis is in ploy, ofl Merfalk in ploy gain islandwalk

ond +1/41.2/2
R oeeeo jig U  ABURATH
Change the text of o cord being played or in ploy by switching one

basic land type with anather
R eeooo [Fr U4  ABURATH

Flying. 5/6



Nome Kind Roity Rating  Atst Cost Sets Found Nome Kind Roity Rafing  Adtist Cost Sets Found Hame Kind Roity Rofing Adst Cost  Sets Found
Mana Drain INT U wesee jile LU 16 Psychic Purge SOR ( eee SVC U 16 Spectral Clogk EC U wess RA LU 16

Counter target spell. At the beginning of your next tum, foke colarless
mana equal to costing cost of spell

Mana Short IHS R wses DIYi U2
All opponent’s lands are fopped; opponent’s mana pool is emptied.
Opponent is nat damoged by unspent mana.

Mana Vortex EN R ee  DSh UL DX
Sacrifice a lond when costing Mana Vortex or it is countered. All
players who control land must sacrifice o lond during upkeep. Mana
Vartex is destroyed whenever there are no londs in play.

Merchont Shi Roee TWa U AN
Gein 2 hﬂ. if Merchant Ship ottacks ond is not blocked. Cannot atfack
if opponent has no islonds. Destroyed if you have no islands. 0/2.

Merfolk Assassin SC U eee DDz LU DK
T: Destroy target creature thot has islondwalk. 1/2.
l-‘afnlﬂc/uhheFeuiTM| SC Coee Mz U ABURAH
1.
Merseine B0 C eee  fufi U2 13

Put 3 net counters on Merseine when it is cost. Torget creature does

not untop as nomal if any counters ramain. Creoture’s controller may  ©

pay casting cost of target creature to remove counters.
Adtists: HHu, MOK, DTu, PVe.

Mind Bomb SOR U e Mle U DK,4TH
Do 3 damage to each ployer. Players may discord up to 3 cords. Fach
discarded card prevents 1 domage from Mind Bomb to that player.

Swampwalk gl
Sol’kanar’s controller
gains 1 life each time
a hlack spell is cast,

t one counter on Triassic
Egn. 1M there arc at keast two such
oounters, you may sacrifice
Triassic Igm to take any ereature
from vour hand or graveyand and
put it directly into play. Treat this

Do 1 domoge fo any torget. If opponent couses you to discard
Psychic Purge, oppanent must soarifice 5 Iife.

¢ Psychic Venom EL C e BSn U1 ABURATH
: Do 2 domoge to target land's controller whenever torget lond is

H tapped.

¢ Puppe! Masler EC U eee  SEy LLL L6, CH

If torget reature goes to the graveyurd, retum aeature fo owner's
hond and deshioy all enchontments on it. You may pay UUU to retum

: Puppet Moster to its owner's hand if this hoppens.

: e Recall R wesss B5p XK G, CHi
Sacrifice X cords in hand to bring X cords from your graveyord into

i your hand, then remove Recall from game.

¢ Reconstruction

! ’ [ eee Ao U AQR
2, Br!na an ortifact from your graveyard into your hand
¢ Relic Bin R oes Ry U2 16, 4TH

When torget artfact i topped, Relic Bind's contraller may do 1
domage or give 1 Iz to any ployer,

¢ Remove Soul INT  ( eee  BS3 Ul 16, CH
Counter target summon spell, '

i Reset INT U ee K WU 16
Untop oll your lands. Reset moy only be ployed during opponent’s

¢ tumofter bis or her upkeep
¢ Reverberation
Redirect domage from o Surcery to ifs caster.

re when your

t leastsuspe

creature as though it were just
summoned.

SOL'KANAR THE SWAMP KING
AT A VI )

0ld Man of the Seo SC R eses SYC U AN

T: Cantrol crenture of power less thon or equal fo the Old Mon's. May

thogse not to untop Old Man. You lose canirol of target creature f
01d Mon becomes untopped or ifits powier becomes greater than the
's. 2/3.
Give X forget cregtures islond wolk until end of tum.
Phantgsmol Forees U e MPo U3 ABURATH
Flying. Poy U curing upkeep or ard i destioyed. 4/1.
antasmal Terrain € esee DWi LU ABURATH
Torget lond swilches o 07 basic land type chosen by coster.
ontom Monsler SC U eeee JMy U3 ABURATH
Fropgs /> SR ewee WG U4 ABURAT
T: Do 1 domoge to any target. Cannot qﬁuck unless apponent hos
isands n ploy. pestroyed immediately if controller has no islands
inplay, 4/3.
Uwerxﬂivfucl/ § B Lo ; S
Reduce the activation cost of a torget artfoct by 2. Activation cost
becomes 1 if Power Avifoct would reduce activation cost below 1.
Has no ffect on artifacts with on activation cost of 1 or less.
ower Legk FE (e DIy Ul ABURATH
Tarqel enchantments requires 2 during upkeep. Power Leok does 1
dmﬂg 2 10 toige! enchontment’s controller for each unpaid mana.
UWErSiE INT  C eses RIh UX ABURATH
(uu:Iel forget spell unless is caster spends X more mano. Target
el caster U5t spend oll availoble mona from londs and mano
pool unfil X is Ml ¢
Prodigal Sorcerer

( eess DSh U2 ABURATH

torget. 1/1.
Y S

Psianic Blgst AR
target and 2 damage to you.
torget and 3 domage to itself. 2/2.
T: Do 7 damoge 0 O 00 B e Ul d D

e
Svtlaﬁ A”e'g{u\m when Psychic Alergy iscast. Do 1 domoge for eqch
00se 0

: o opponent confrols duing his or her upkeep.
[s[é':‘ﬁi ;|:5;°[L%:d; dﬂﬁﬂg your upkeep or destroy Psychic Allergy.

ART Arifoct

/= Resticted/Bonned FA Enchont Atifact

AC Artfact Creature

Dsh U M

EC Enchont (leuﬁlfﬂ
£E - Enchont Enchantment

1o i SN N Rl ies ALY

S
TRIASSIC EGG
e NS L
i Riptide NS (e RAF U Ok :
Top oll blue creatures. :
¢ River Merfolk SC R esee [Sh UU fE =
: U: Give River Merfolk mountainwalk .until end of fum. 2/1. :
: Soge of Lat-Ham SC Ce=  Pe U
i T: Draw a cord fram your library. Each time you do this, place one of
: your arfifacts in play in the graveyard.
;SEuKing'sElassim}; NS U ee RAF U 16
(?unge the color of any number of target creatures to blue until end
of fum. :
 Sea Serpent SC Coee Mo U5 ABURATH :

Connot attock unless opponent has islands in play. Bury it
immediotely if controller hos no islonds in play. 5/5.
¢ Seasinger SC U see  AWe LUI Ft
: T: Gain control of target creature if its controller controls a leost one
island. You lose control of torget wreature when Seasinger leaves
fluy, eaves your contral, or hecomes untopped. You may choose fo
eave Seasinger topped. Bury Seasinger whenever you hove no

: islonds. 0/1.

< Segovion Leviathan SC U eee  MBe U4 1G,4TH
: Islondwalk, 3/3.

- Serendib Djinn SC R oee Mo LL2 AN

Flying. Destroy one of your lands during upkeep. Toke 3 damage if
© thedestoyed lond is on island. 5/6.
- Serendib Efreal SC R esee MM U2 ANR
: Flying. Does 1 domage to you during upkeep. 3/4.
 Silhouette INS Ue Ko U4 16
Prevent oll damage done until end of tun to torget reature by spells
or effects targeting it

 Sinbad SC Ue IR Udli/] AN ATH
- T:Draw new card, you may only keep it if it's alond.1 /1.
© Siren’s Call INS U ese Ao U ABURATH

Al of opponent’s creatures that can attack must do so or die o end
of tum, Siten’s Call con only be played on oppanent’s tum before his
or her attack. Justsummoned creatures ore not affected by

: Siren’s Call
- Sleight of Mind INT R eecoe fiPo U ABURATH

Change the text of a card being played or in play by switching one
color ward with onother.

£l Enchont Lond
EN Enchantment

EW Enchant World
INS Insfont

OCTOB

Spell Blast

 Swyelunite Priest S
Tangle Kelp

Telekinesis |

INS R eeee JHg UU2 16 ETe{epun

¢ Thoughtlace

¢ Tidol Influence EN

 Twiddle

© Unstable Mutation

© Venarian Gold

Vesuvon Doppelganger

¢ Vodolian Knights

INT Interrupt
(AN Lond

Target creature may not be targeted by spells or fast effects unless it
is tapped.

INT C wess BSn UX ABURATH
Counter target spell; X s casting cost of target spell
Stasis EN R eee Flo Ul ABURATH

Cards do not untop os normal. Poy U during upkeep or Stasis is
destroyed; cords still don't untop until next untap phase.

Steal Arfifact A U eee AWe UUZ ABURAM
: Take control of torget artifoct.
: Sunken Gty N wee My WU DK ATH

All Blug ceatures gain +1/+1. Pay UU during your upkeep or

destroy Sunken City.

U eee RSy Ul FE

UU, T: Torgat creature may nat be targeted by spells or effects until

end of fum. Use this ability only during upkeep. 1/1.

£ Uee RA U DK

Target creature stays topped during untap phase if it attacked lost

tum. Tap torget creature when Tangle Kelp is cost. 1/1.

NS R ee  DGe UU 16

Target areature deals no damage in combat this tu. Itis topped ond

may not untap normelly during ts controller's following two

hoses.
s NS R eee  DSh UUU 16, (H
Iur?et (reoture may not be blutl;]ed this tum. Play ofter attack is
t before blocking is chasen.

i | g R ese .'u;lPqu . A,B,EF,R,'HH

Change the color of o card being ployed or already in ploy fo blve.

Tidal Flmsg N Cee Miil FE

UU: AVl of your creatures that are blocking nonlying creatures get

first stk unfil end of fum. Attacking player moy poy 1 h_)r each

attacking creatures fo prevent Tidol Flots from imparting first stiike to
that creature’s blocker. Artists: RAI (two versions), SEv.

U oee TWa U2 FE
Put 1 tide counter on Tidl Influence when costing it and during
upkeep. When there s 1 tide counter on Tidal Influences, ol blue
creatures get -2/-0. When there ore 3 tide counters, all blue
crentures get +2,/+0. Remove olltide counters when there ore 4 on

Influence.

ﬁmer‘E?euLentul SC R wee AW U2 1G,4TH
Pay UU2, T: Retum forge! permanent fo Gwner s hand. Connot torget
enchanted permanents. Destroy Time Elemental ond do 5 damage to
its controller f it blocks obaﬂncks. 0/2.

« Time Welk R eeses Ale Ul ABU
Tm%:ket:}n extra furn immediately ofter the end of the one in which

k.
-T'ln\{:;"wgsutseirﬁmewa SOR R eesee [iTe L2 ABU

B,
Pyt Time Twister in 0 ne;d gm;eyuri. Shuffle your hond, library, and
raveyard together ond draw / corcs.

Trunsgmmefﬁniiuﬂ U eee Ao UU A_D
Chooss on arifact from your brary and immediately place it in ploy;
also, choose on orifact in play that you contrel and put it inifs
owmer's graveyord. If the new orifact’s costing cost exceeds m'a
discarded one’s, pay the difference of Tronsmute Amfuq doesn’t
succeed and both orfifacts ore discorded. Shuffle your library ofter

i foct.
playing Tronsmute At DI(NS C osene bl U .
any single land, creoture, or artifact in play. This does

Tap or unt

n‘;E génemlpe an effect from the target cord.
¢ Undertow Ny I;-kdw 0 6
: ith i Ik moy be blocked.

Creotures with islandwa muy( Bt i -

i 21/-1 counter on card during
Target creature gains +3/+3: Put _l /- e
upl?eap‘ These counters remain unfil creature dies or game ends,

evenif Unstoble Mmmﬁsis removed.
I

© Unsymmon ( ees DSh U ABURATH
-~ Retum farget creature fo fhe hand of its owner. Discard
enchontments on creuruné, Coos DG UK .

1 cregture ond top it. Creature does nat untap

torge :
Rk ot mains. Remove @ counter during creature

normally while o counter &

contolersUkeED- o ey uo g3 ABUR

octeristics excep! color of any one t:en‘rur.e inplay.
ent creture during upkeep phose. */*.

R sese SVC UUI FE
First ke, U: Give Vodalion Knights flying obility until end of tum

on Knights whenev islands. 2/2.
Bury Vodalion nghlsx-.h(enme[! yo‘u.:.unhu};:;lﬁ is anz 5. 2/ .

Duplicates al char
Moy duplicate 0 differ

: vuduluiu?"gzg:rewmrge! spell unless caster pays on additional 1. QHo,

Sy Mo 1/1- e :
* Yodalion Soldiers SC [.’20 Mukii U £
: Aists: MBe, RKF. IMte, SVC lﬁ T — .
" Vodolion Wor Machine > R

1 Mertolk you contral f0 allos ok i
m L?rﬂ;n 'm give Wor Maching +2/+1 this fum 1F War Mochine

qoes o the groveyard, oll Merfolk tapped in this manner this tum ore

Ll R eee DSH WK ABURAM
i E!ur;(‘l:z%unmms of your choice and do 1 domege to each player
Esslil?:nmre in play for eath mountamn destroyed

¢ Summon Creature (U Cumulotive Upkeep

SOR Sorcery

E R 1995 95
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THE GATHERINGEG

MAGIC

BLUE,/  GOLD/GREEN

HName Kind Rarity Rating  Aist Cost

Sets Found Home Kind Rority Rofing  Atist Cost  Sets Found
Descrtion Descpton
: o Lady Colerio SC R eees By GGV 6 i eSunostion Folcomer ~ SC U eee  (Ru GR3 L6
: T: Do 3 domoge to torget uﬂu(kmg or hludung veoture. 3/6. H T: Add 2 to your mano pool. 4/4.
¢ ® Lody Evangela SC o BUW 6 : eTetsuo Umezawa R esese JB3 BUR 16
: BW, T: Target reature deals no dumuge !hlSIum during combat. BUR, T: Destioy target tapped or blocking creature. Tetsuo Umezowia
: 1/1, : may nat be targeted by an enchont creature spell. 3/3.
¢ elodyofthe Mountsin  SC U e=  RKF GR4 16 : o Tobios Andrion U e ARy UW3 16, CH
. : 5/5. : .
P 1 ay SN )i S i ed L ,1___‘_"94 i e Lu!é(lm: SC U e Stv BRS G i eTor Wauki SC U ees  RAF BBR2 16, (H
) : 7/4. : T: Do 2 domage to ottocking or blocking creature. 3/3.
Nome ¥ind Rorty Rofng Akt (st Sessfond e Livonya Silone SC R ees  PRKF GGRRZ 16§ e Torsten Yon Ursus SC U e MPo GGW3 16
Description F'f' stiike, legendary londwalk. 4/4. i H ; 115 S.D o < & o o "
i oy i e lon Mugnus SC U eee e GWW3 ¢ Tuknir Deathlod sees (0o
Wuil:f.ﬁs; 1/5 +* A R L ARMEEY First strike. Creatures with ploinswalk or forestwalk moy be blocked. Flying. GR, T: Give torget creature +2/+2 until end of tum, 2/2.
Wl of Waler SCoUee U Apugam ;o 4% | v, e A
U: +1/40. 0/5. i@ Mar oult Ekdragon~ SC U e HPo GRR3 16, CH irst strike. Creatures with swompuwolk moy be blocked. 4,/
Wall of Vapar SC [ ees RTh U3 G.CH : Rampage: 1. 4/6. i ® Vaevidlis Asmodi SC R ees ARy BBRRGGZ LG, CH
Camnot be domaged by arectues it blodks, 0/, =" Marsh Goblins SC C e QOHo BR DK i Flying. B: Goin +1/+0 until end of tum. R: Gain +1,/+0 until end of
Wall of Wonder SC U ee RThULZ 6,CH Swampwalk. 1/1. : tumn. G: Goin +1/+0 until end of turn. Pay BGR during upkeep or
¢ @ Nebuchodnezzar SC R seesee PEF U3 LG, (H : bury Vaevictis Asmadi. 7 /7.

UUZ: Give Wall of Wonder +4 /4 and encble it fo attock. 1/5.

Water Elemental SC U ee JMe UU3 ABURAH

Water Wurm SC Cee RS U Dk :
Water Wurm gains +0/+1 if apponent controls on island. 1/1.

Zephyr Falcon SC C ee  HHy UI

Flying. Does not tap to attack. 1/1

| ! e ]

© Adun Oakenshield SC R eess iz BGR
GRB, T: Toke g creature from your graveyard into your hand. 1/2.

= Angus Mackenzie SC R eee BWo UG 16

UGW, T: Attacking ond blocking creatures deal no domoge during

combat. 2/2.

o Arcades Sabboth SC R eese ffg
Flying. All qeatures on Sabbath’s side gain +2 defense when
untopped. W: Give Sabboth +0,/+1 until end of tum, Poy WGU
during upkeep or bury Arcodes Sobboth. 7/7.

o Axelrod Gunnarson ~ SC R eee S BERR4
Tromple. Eoch time o creature is placed in groveyord during  tum in
whith Axelrod domoged i, toke 1 life ond do 1 domoge to forget
player. 5/5.

o Ayesha Tanoka SC R eee  BiWo UUWW
T: Counter orfifoct effect requiring octivotion cost unless artifact
controller spends W. 2/2

o Barktooth Warbeard  SC
6

o Bartel Runenxe SC
Cunncihe target of enchont creature spells. Does not fop fo attack.
6/5.

* Boris Devilboon SC
BR2, T: Put a minar deman token, which is o I/l ted ond black
aeature, into play. 2/2.

o Chromium S
Flylng rompage: 2. Pay BUW during upkeep or bury Chromium.

RKF BUUW?
* equals the number of lands you contral. * /*.

R ese

° Duk on Blackblade  SC

R eeee

Dark Heart of the Wood EN  ( eee  (Ru B ok
Sacrifice o forest to gain 3 life. :
® Gabriel Angelfire SC R e DGe GGWW3

During upkeep, Angelfire goins either flying, first strike, tomple, or
rumpu%f 3 until your next upkeep. 4,/4.

© Gosta Dir SC R eee
First strike. Crentures with islandwaolk moy be blocked as normal
while Gosta Dirk is in play. 4/4.

= Gwendlyn i Corei S
T: Target ployer rondamly discards a cord in hand (ploy only during

our tum). 3/5.

° Murfdnne SC
Make Halfdana 3,/3 when cast. During upkeep Holidane may
acquire the curent power ond foughness of o farge! creoture besides
itself. When there are no legol torgets, Holfdane is 3/3. */*.

© Hozezon Tamar St
On you first upkeep ofter Hazezon Tamar is put in play, put * Sand
Wartior tokens in ploy, where * is the number of lands you contral.
Treat ench token us 0 1/1 red, white, and green creature. Remave

all Sand Wariors if Hozezon Tomor leaves play. 2/4.

= Hunding thrnersen SC U ee RIh

Rampoge: 1. 5/4

© Jucques le Vert SC R eee Ry
Moke all your green creotutes + 0/ ? 3/1 :
© Jusmine Boreal ( RKF GW3 G :
4/5 i
© Jedit Ojanen SC U eee  MPo UWWA4 6 :
5/5 :
o Jomard of the Qosed st~ SC U eo® /Ry GGR3 6 :
675 :
© Johan 50 R eees ATz GRW3

If Johan is not topped, any of your creatures besides Johon may
attock without tapping. 5/4
© Kosimir the Lone Walf SC U »

5/3.
o K(ei Takohashi SC R oeee  SKGW2
T: Prevent up to 2 damage to torget aeature. 2/2

N.Q U E 5T

¢ @ Hicol Bolas
LG4 :

* Palladia-Mors SC

LG
® Princess Lutrezia SC U e SEv BUU3 6 :

© Ragnar SC oee
UUGEWW?2 16, (H :

1G,CH ¢

A

U e My BRR4 6 }
R sess iy EGR3 6 :

R eee iy BR3 5
EBe BBUUWWZ LG,CH

16,04 :

16,1
RhoUE G
R osess [ig AR 15

R esee [l BUWI 6 :

R wses RIF GRWC (6 © ©PRohgathofkherkesp S

© o Rubinia Suulsin?zr e
uun3 6 :

GRW1 16

6, CH

¢ s Slongg SC
RKF W4 6

G, CH

Pay £, T: Nome  card. Oppanent randomly reveals X cards in hand.

Opponent must discord ony such cords thot match the one you

nomed. (Play only during your tum.) 3/3

SC R eee

Flying. An opponent domaged by Nicol Bolos must her discard entire

hand. Pay BUR during upkeep or

bury Nicol Bolos. 7/7.

R ees  EBe GGRRWW2 LG, CH

Flying, trample. Pay WGR during upkeep o bury Palladic-Mars. 7/7.

 Pavel Maliki SC U ARy BR4 16
BR: Give Pavel Maliki +1/+0 until end of fum. 5/3

T: Add U to your mana paol ‘:p!ﬂ',' oson mlenunl) 5/4.
UG‘H T: Regenetate torget ueulure 2/2.

¢ © Ramirez DePietro SC U wee

: First strike. 4/3. :
¢ Romses Overdark SC R eee RKF BBUUZ 6 :
; T: Deshroy o torget creature with on enchantment on it, 4/3.

¢ Rosputin Dreamweaver R oee ARy UW4 16, CH

Put 7 counters on Rasputin when put in play. Remove o counter to
prevent 1 domage to Rosputin or cdd 1 to your mana poel (play os
aninternupt). Add a counter to Rasputin Dreomweaver during your
upkeep if he began your fum untapped. There may be no more
than 7 such counters on Rosputin, 4/1
@ Riven Turnbull U oo
T: Add B 1o your mana pool (ploy as an intermupt). 5/7.

Sl TE X OO
o -

R eee [Be BBRR? 16
All'your Kabalds of Kher Keep gain +2/+2. Pay RRR during upkeep
or Rohgahh and all Kobolds are tapped and enter opponent’s control.
5/5

R ecsee Ri|
T: Gain control of torget creature. You lose control of torget creature

when Rubinio Soulsinger leaves play, leoves your contral, or becomes  :

untapped. You may choose to leave Rubinio Soulsinger !upped 2/3

) S(un;no? Goblins SC (e RSp GR
/' SCoUee ARy GW4 6 :
SCUoes Wb OBUS LGCH
6/4
o Solkanar § P eeeee RKF BUR?

SC
Swgmpwulk Controller gains 1 e each time a black spell is cast

R eees AP GR4
Put Stangg Twin token in ploy when costing Stangg. Stangg Twin
token is 0 3/4 green and red legend. Remove Stongg Twin token
from game if Stongg leaves play. 3/4

i @i Arien

‘Be BOURRY 16, CH

Atboria

1ABe BGW T

Pfo B3 16 :
¢ Aspect of Wolf £

RKF BUS 6 :

Birds of Paradise SC

G2 6 !

16,4

6,0

R eee  }Be BRG LG, CH

SC
Flying. GRB, T: Moke torget player draw o cord. 1/2.

Leprechaun SC C e (QHo 16
areatures blocking or blocked by Leprechoun hemme green. 1/1.

EW U eee  DGe GG2 LG
If o player doesn’t cast o spell or put o cord in ploy on his or her tum,
trepfures may not attack that piuyer until ofter hISGO{ her next tAu(;n -

A

Argothian Pixies SC soe Ao

Cannot be blocked by ortifoct treurures domaye that Argothion
Pixies toke from orfitoct creatures is reduced 0 0. 2/1.

Argothian Treefolk SC ( eee  AWe (63 AQ
Any domage Argothion Treefolk take from on artifact source is

teduced 0 0. 3/5

R seee e G ABURATH
Increase torget creature’s power and toughness by half the number
of forests coster has in ploy.

§ Avoid Fole W Ce P06 16
: Counter forget interrupt or enchantment torgeting o parmansnt

: you contral,

Barhcy.&pes SC C ees  BWo Gl 16
¢ e Berserk INS U eesse DFf G ABU

Double torget aeature’s power and give it rompling ohility until end
of tum. If ottacking, destroy target creature at end of tum,

R eeses JiPg G ABURATH
Flying. T: Add ane mana of any color to your mana pacl. 0/1.
amouflage INS U eee  Jily
Place your ottacking creatures face down and rearrange them.
Reveal them only ofter defense is chosen. Ignore illegal blacks.

ABU

: Carnivorous Plant SC ( eee  QHo G3 DK, 4TH
: Counts os 0 wall. 4/5.
: Cat Warriors SO ( eees MBe GGI LG, CH
: Forestwalk. 2/2.

o Channel SOR U e  RIh GG ABURATH

Add 1 colorless mano to your pool for each life paint you saciifice.
Citanul Druid SC U ee M GBI
Add 0 +1,/+1 counter whenever apponent costs an artifuct. 1/1.
Cockatrice SC R eeese DFr GG ABURAT
Flying. Any non-wall ceeoture blacking or blocked by Cockatiice is
destroyed. 2/4
Cocoon EC U eee Mg G 16, CH
Put 3 caunters on and tap target weoture yau contol. Creature does
not untop notmolly while counters remain. Remove o counter duting
upkeep. Duting the upkeep after the lost counter is removed, creature
gets +1/+1 and flying and Cocoon is destroyed.



Home Kind Raity Rafing  Anist Cost Sets Found Nome Kind Roity Rating  Afist Cost Sets Found Nome Kind Rority Rafing  Artist Cost Sets Found
Destrpfion Destrgton Descrption

Concordant Crossronds  EW R eee  AWe G 16, (H : Force of Noture SC R eees DSHh G052 ABURAM : Lifeforce U eeee DWi GG ABURATH
Creatures moy attock or tap during the tum they cre brought into play.  : Trample. Pay GGGG during upkeep or Force of Noture does ; GG: Counter o block spell o5 itis being cast (ploy os on interrupt).

Craw Giant SC U eeee (Ry GGGG3 LG, (H 8 domoge fo you. 8/8 i lifeloce Nl R e MWe G ABURAH
Tromple. Rampage: 2. 6/4. Fungal Bloom EN R eeee DGe GG - FE 2 Changes the color of one cord in play to green.

(rumble INS  C eeos |y G AQRATH GG: Put o spare counter on farget Fungus. ¢ Living Arfifact R oese Mo G ABURATH
Bury target artifoct. Artifact’s controller goins life points equaling Fungusour SC R oeee DGe G3 ABURATH : Put 1 counter on target arfifact per life you lose. During upkeep, you
torget ortifoct’s casting cost. i Gets 0 +1 /+1 counter after ony tum when Fungusour hos been i moy trade one and only one counter for 1 Ife.

Craw Wurm SC C e DGe GG4 ABURAM : domoged but not destroyed. 2/2 ¢ Living Lands R oee My G3 ABURATH
6/4. : Gaea's Avenger R eee PVe GG AQ Treat all forests in ploy us 1/ ueumres that con be rupged for 6.
Cyclone R e e GG2 AN *=number of ortifocts opponent has in play. *+1/*+1. ¢ Living Plone R e BWa GG 16
Add 1 token per upkee Pny Gforeachtokentodo | domoge par © Gaea's Liege SC R eeses Vi GGG3  ABURAH : Consider all londs in plcn,' bmh lands nnd 1/1 aeatures that may not

token to all ployers and creatures. Destroy Cyclone if G is not paid for = T: Tum ony land into o basic forest. Al torget londs retum to nomal ¢ be topped when first put in play.
each token. : when Gozo’s Lisge leaves play. Power ung toughness equal # of : Uanowar E?ves SC ( esee Ao G ABURATH

Deadfall tN U e KIh G2 6 : forest controller has in ploy; when attocking, power and toughness T: Add G to your mana pool. Piuyed os on internupt. 1/1.

Creatures with forestwalk may he blocked. : equal number of forests delendmg opponent hos in play. */*. : lure |34 eseee Mg GGI  ABURATH

Desert Twister SOR U eese SVC GG4  ANRAIH : Gaea's Touch N sss  }Po GG K : All aeatures that can block lmgnt areature must 4o so.

Destroy any ane card in pluy : You may put one extra land mlu play in each of your tums, if that i Lurker S R eee Ao G2 DK

Drop of Honey IN R eee Ao G lond is a basic forest. Secrifice Goea’s Touch to odd GG to your mana = Lurker connot be the torget of spells unless it attacked or blocked this

Destioy lowest-powered creature during your upkeep. Drop of Haney
is destioyed when there ore no more creatures.

Durkwood Boars SC C oeee M G4 GATH
4/4.
Flven Fortress EN  C eee M G FE

G1: Give torget blocker +0/+1 unfil end of tum. Artists: RAF, MPo,

e, TWG.
Elven Riders SC U eee  MBa GG3
Connot be blacked except by walls ond flying creatures, 3/3.
Elves of Deep Shadow ~ SC U eee  JhYy
T: Add B to your mana pool end lose 1 e (play os on intemypt).
1/1

llech Lpeer

Surishon Huntee
| 0‘. Witch Hunter does 1 damage to

] I.. mum nrget creature.
| umunrnt comml- frum play to
. owner's ha inchantments on
Ilmrl um‘u.ruru destroyed,

Tihs 1994 Joapst fefors

R eee

Elvish Archers SC AMa 61
First strike. Misprint: Alpho version listed power ond tougness os
1/2.2/1

Emerald Druga.nflv SC (e QHo G1 16, CH
Flying. GG: First strike until end of tum. 1/1.
Elvish Farmer SC R ees RKF Gl FE

Put o spore counter on Elvish Former dunn% your upkeep. Remove 3
spare counters fo put o Saproling token, which is a 1/1 green
creature, into play. Sacrifice o Saproling fo goin 2 life. 0/2.

Elvish Hunter S
61, T: Target creature does not untap nomally during controller’s
unfap phose. Arists: AMa, MPo, SVC. 1/1.

Elvish Scout SC ( ees M G FE
G, T: Unfap o target ttocking creoture under your control. Creature
nenhel deals nor receives damoge in combot. Attists: MPo, CRu, PVe.

Erhrlum jinn R eee  [Me G3
Give forestwalk to on UDjJDI‘lEfIi s creature until next upkeep. 4/ 5

Eureka eess [fp (G2 16
Both players may put o permanent from their hond directly in ploy.
Players toke tums playing cords until neither wants to play ony more
permanents. No other spells or effects may be used while Eureka is
in effect. If o spell has an X in its costing cost, X is 0.

Fosthond N R ee  MPo G ABURATH
Put as many londs in ploy os you like. Does 1 domage to you for
eoch lond beyond the first you ploy in one tum.

Feral Thallid SC U oo
Put a spore counter on Fesol Thallid during your upkezp. Remove 3
counters fo regenceate Ferol Thallid, 6/3.

Fire Sprites S

Ghazban Ogre SC (e

Giont Growt
IGATH :

ABURATH | Glyph of Reincarnation

Grizzly Bears

( weee M G1 FE :

AN CH

RAl - GGG3 fE -

(oo JBo Gl 6 .

pool (play os on intermupt).

My G AN, CH
During controller’s upkeep, Ghazbon Ogre switches to the control of
: the player with the most fe. 2/2. 1
: Giont Badger SC R wee Do GGI BOOK :

Bodger gets +2/+2 until end of tun if assigned os o blocker, 2/2.
g NS ( eeee Sky G
Taiget creature gets +3/+3 unil end of tum,

: Giont Spider [ eeee Sfy G3  ABURAT
K it Doesn't fly, but can h!uck ﬂ*{mg aegtures. 2/4. 2
¢ Giont Turtle e Me GBI G :

Giont Turtle may nat uﬂudc it d1d so during your last turm. 2/4.

; hand w:rh the Wﬂd\
2 Stlllﬂmom'-’ Try Ne-

I
s frofn f
hand at mulmn. or -nll«hnd "
he nr she does not have en Il?l
Opponent then discards any |
of nu cards that mawch lht ane
you named. May only use this
power during your turm,

INS (oo
Bury all sunviving creatures blacked by target wall this tum. For each

such creature, choose o creature from attacker's groveyord and refum

it ta ploy under attacker's control. Play after combat.

{ ees Mg Gl ABURATH :
. ;
: Hidden Path EN R eses PAl (GGG2 0K :
: All green areatures gain forestwalk. :
¢ Hornet Cobra SC Ce Sty GO 6 :

First stiike. 2/1.

- Hurricane SOR U eeee DWi GX ABURATH :
: Do X domoge fo all players ond flying creatures.

: lee Storm SOR U eee DFr G2 ABL ¢
: Destroy ony one lond.

© Ichneumon Druid SC U MBe GG1 16

Do 4 domoge to ony opponent coasting an instant, except for the first

When target land is Iapped, itis destroyed. Unless that was the last
lond in play, the player wha just lost a fand to Kudzu must ploce it on

Marsh Viper SC

: /
: Master of the Hunt SC
ABURATH :

¢ Metamorphosis

: Moss Monster SC
£ Naf's Asp

SVC 6 16

tum. 2/3.

( eee RSp (3
Opponent tokes 2 poison counters when damaged by Viper.
?ppéunem loses whenever he or she has 10 or more poison counters.

DK, 4TH

R weess Mo GG2 16
G62: Put 0 Wolves of the Hunt token, 0 1 /1 green aegture that
may band with other Wolves of the Hunt, in play. 2/2.

SR (e (Ru G AN, CH
Sacrifice creoture for casting cost + 1 mana of any color, which con
anly be used for summonings.

C e My GG2 L6
3/6.

(e (Ruo6

SC AN ATH
If Naf's Asp hits opponent, it does 1 point of domage during

B [mnenl s next upkeep unless 1 is paid. 1/1.
¢ Natural Selection NS R e MPo G ABU
: Look at the top 3 cords of any fibrary. You may then shuffle
¥ that librory.
: Niall Silvain SC R ese (Ry GGG 0K
: GGGG, T: Regenerate torget crenture. 2/?
: Hight Soil BN C e Nui GG i

1: Take two creatures in any gmve,vmd and remove them from the
gome to put o Saproling token, whichiis a 1/1 green weature, in
?%uy Artists: SEv, HHy, DTu.

Peopleof the Waods ~ SC | eee Dl DK
]}numher of forests controlled by controller of People of the Woods.

Pixie Queen SC R eee (QHo GG2 16
GGG, T: Give target creature flying until end of tum. 1/1.

Powerleech EN U eee (Ru GG L)

Take 1 life each time on oppanent’s artifact becomes topped, or each
time the ocfivation cost of o opponent’s artifacts s paid. Powerleech
is not triggered by continuous artifacts.

Pradesh Gypsies SC ( e QHo G2 LG, 4TH
61, T: Give tor emeurure -2/4) until end of fum. 1/1.
Rabid Wombat ‘ / ees [0 GG2 16, CH

Gains +2/+2 for each en(hunrmem cost on it. Robid Wombot does
not tap when attacking. 0/1

* Radjun Spirit SO U eses (R 63 LG,4TH
: T: Target creature loses flying ability until fum ends. 3/2.
i Rebirth SOR R es  MIe GGG3  LGATH

Each ployer may be healed to 20 Ife. Any player so choosing antes
an additional card from the top of his or her ibrary. Remove if not
playing for ante,

: Regeneration B ( eee QHo Gl ABURATH
G: Target areature regenerates.
- ® Regrowth SOR U eeses DV Gl ABUR
Bring o cord from your graveyord into your hend.
Reincarnation U ees B GG) L6, (H

If targer creature: goes to the gm\:ymd this tum, put o creature from

that graveyard directly into play under the contral of the target
ceature’s owner

Revelotion 16

4 ane cast by that opponent that tum. 1/1 Ploy wih ol cords i hﬂi;'mﬂu es  fo G
© Ifh-bilf Efreet SC R oees My GG? AN ust ek (3“ iy 8 .
: ”wngh (Do ] domogs o o8 sloyers e e oot s iy Counter target artifget eHen that requires an ectivation cost.
- moybeused by any ployer. 3/3 Sondstorm Cloe Bsn & ANAH
© Instill Energy U eeea DWi G ABURAIH : Do 1 domage 1o qll Uﬂutkm tu
: Umuplurgm(lenmm!ﬂne extra fime per tum; torget moy attock - Savaen Elves 3, Qu(ea rfs % 6 oK
: when it comes info play. GG, T o
I S e
: : Fotestwok. G2, T: Cantol tongr ot Ogponent moy counter s
: KullerHEees SC U eeses PFg (51 16,4TH : by paying 2. You loss mmlgﬂ Tgl Ie[: umfﬁnprwhnnﬂvu e

ying. G: Give Bees ol/tl uitil end of tum. 0,/1. Bondits laave o} 0
¢ Kudzw R e MPo GG1 ABUR Scarwo dHug ploy. 2/2, — ok

| eee

GGGG T: Give target crenture forestwalk u-ﬂiendulmn T: Remove

| Flly:ng G, T: Add R to your mana pnnl {ploy os an interrupt) . 1,/1. any other land in play. Kudzu is discorded when oll londs in play Stuvecr.:g::rr“;’tﬂ;‘kiwm e (&N"B(mm' i O?Hg E I DK, (H
Floral Spuzzem ( Uwe R G3 are discorded. : i N
IF Florol Spuzzem attocks and is nurhlocked, you may destioy o Land Leeches SC C ee  (QHo GBI DKATH © smﬁsj ;p[slfetnflce Scavenger Folk to destroy torget arifat. | -',. BURATH
torget orfitoct under apponent’s control without deofing domoge. 2,/2. First stiike. 2/2. i i i ( eeee AWe [ A
Fog WS C eoo Iy G ABURATH © LeyDruid SC U wee SEOG2 ABURAM - Shonaih, ; ABURATH
(reatures do not affect one another in combot. ‘ T: Untap o land of your choice (ploy os an interrupt) 1,/1. : Kk g‘l‘; 5 SC ( eeee Mo G U
o/* Restricted /Bonned ART Artifoct EC tnchant Creature £l Enchont Lond EW Enchont World 1T rn;envpr ;
AC Aditoct Creature EA Enchont Adifact EE - Enchent Enchontment EN Enchontment INS. Instant LAN Long ggisi;:rru:n(mme (U Cumulotive Upkesp
©CTos e 1 9 ol a7

q:;'eb 21y) :orbheu

burxa

s 12 9 A e 1T 4
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Shelkin Brownie SC (e 0sh G [T

T:/ Remove the banding ability from torget creature unfil end of fum.
1/1

Singing Tree SC
T: Reduce ottocking creature’s power to 0 until end of rum. 0/3.

Sptting Slug SC U e Afg GGl DK

G1: Give Slug first strike until end of tum. If this ability is not used,
every creature blocking or blocked by Spitfing Slug gains first strike
until end of tum. 2/4.

Spore (loud NS evee
Tap ol blocking creatures. No creatures in combat deal damoge this
tum, No ereatures now in combat untap os normal during their
controller’s next untap phose, Artists: JMy, SVC, AWe.

Spore Flower SC U eee  MOK GG 113
Put 0 spore counter on Spore Flower during upkeep. F!em:}ve three
counters from Spore Flower to prevent crectures from degling
dumnie in combat. 0/1.

Storm Seel

Do 1 point of domage to apponent for every card he or she hos

in hand.

Stream of Life SOR ( eees JiPo GX ABURATH :
Target player goins X life.
Subdue IS ( e B G 6 :

Target areature deals no damage. It gains X toughness, where X
equols ifs costing cost.

Sylvan Library EN R eees Hilc Gl
You may draw 2 extra cards during your drow phase, then either put
two of the cards bock or sacrifice 4 lives per cord not replaced.

Sylven Paradise NS U e
Change the color of one or mare torget creatures to green until end
of turn.

Thollid SO [ wee
Put o spore counter on Thallid during upkeep. Remove three counters
from Thallid to put o Saproling token, which is o 1/1 green creature,
in play. Atists: EBe, DGe, IMy, RSp. 1/1

Thallid Devourer SC U e RSy GGI FE
Put o spore counter on Thallid Devowrer during upkeep, Remove three
counters fo put o Saproling token, which is a 1/1 green creature,
into play. Sacrifice o Suproling to make Thallid Devowrer +1/+2 until
end of tum. 2/2.

Thelonite Druid SC U eese HOK (7 R
61, T: Socrfice o green creature to tun your forests into 2/3

creatures untif end of um. 1/1.

Thelonite Monk SC R esee BWo GG2 R
T: Sacrifice o green reature to onsform a forget land into o basic
forest. 1/2

Thelon’s Chant EN U eee  [Be GG! FE

Do 3 domage fo ony player who puts o swamp info play without
putting a-1/+1 counter on a creature he contraks.

Thelon's Curse EN R eee  FVe GG FE
Blue creptures do not untap as normal. During upkeep, o blue
creature’s controller may poy U, in oddition to other untop costs, to
untap one and only one creoture.

Thicket Basilisk SC U eees DFi GG3 ABURAH
Any non-wll creatwre blocking or blocked by Busilisk is destroyed.
2/4. :

Thorn Thallid SO ees M GGI FE

During your upkeep, put a spore counter on Thom Thallid. Remave 3
countars fo hove it deal 1 domage fo any forget. Atists: DGe, HHu,
My, NTe. 2/2

Timber Walves SC R oeee MBe G ABURAH
Bonds. 1/1
Titania's Song EN U eee Ko (3 AQ,R4TH

Every non-creature ortifact in play loses its usual abilities ond
becomes on artifact creature with power and toughness equal to iis
tosting cost. Should Titanias Song leave play, artifacts revert to
nomal just before the next tum’s untap phase.

Tracker 5

66, T: Tracket does domage equal to its power fo target creature.

IurFaT crenture does domage equol to its pawer to Tracker. 2/2

Tranquility S0R C eses [Sh GI  ABURATH
Discard oll enchontments in play

Tsunami SOR U e RTh G3  ABURATH
Destoy all islands in ploy

Typhaon SOR R ee M G2 16
Do 1 domage to opponent for each islond he or she controls

Untamed Wilds SOR U ee  NTh G2 16,4TH

Search yout library for ene basic lond and put it in play. This does not

count os yaur normal land-played. Reshuffle your library ofterword.
Venom . ( oee  TWi GG DK 4TH
Al norwall creatures blocking or blocked by torget creature are
destroyed ofter combat

98 I'sWw.Q U E § T

R oeees B G3 M
i Whirling Dervish SC

bl - wid Growih il

er IS U sees liFo 63 (6, (4 :

G4 :
R G G yotol Wall §
Wi G FE:

¢ Adtive Volcano

: Backdraft NS U eee

R sees e GGI i

GG, T: Torget creature may not regenerate or b the target of
domoge-preventing or domege-redirecting spells or effects. If torget
aeature goes to the groveyard, remove it from the gome. 1/1.

U eese SVC GG 1G,4TH
Protection from black. Gains +1/+1 after each fum in which it
domages apponznt. 1/1.

[ eee [P0 G
Whengver torget land is topped for mana, Wild Growth provides on
extro b.

: Willow Sotyr SC R e IMe GG2

L
T: Gain control of target legend. Lose cantrl of this legend if Willow
Sotyr untaps, leaves play, or leaves your contiol. You may leove
Willow Sotyr topped. 1/1.

¢ Winter Blast SOR U esss [Fo GX
Top X torget creatures. Do 2 domage to each torget creature

: with flying. H

: Walverine Pack SC Cee  IMe (G2 6 :
Rompoge: 2. 2/4 §

Wood Elementol SC Re BSn G3 16

*=the number of untapped forests you sacrificed when casting Wood
Flemental. * /*.

Wormwood Treefolk SC R wee
66: Give Wormwood Treefolk swompwolk unfil end of tum ond lose
2 life. BB: Give Wormwood Treefolk forestwolk until end of tum ond
lose 2 life. 4/4

T: Give o creature +1/+1 until end of tum. 1/1.

INS (o
Destroy blue permanent or retum islond to owner’s hand. Destroy
enchantments on target land.

K&rathi Berserker SC U e
Rompoge: 3. 2/4 ;
Aloddin SC R eess iy ERD A
RR1: Steal artifoct. 1/1. :
Ali Baba SC U eee JBp R ANATH ©
: R: Tap a woll. 1/1 :
o Ali from Cairo SC R eese IiPg PR M

You connat be reduced below 1 life due to domoge while Ali is in
ploy. 0/2

- Arfifoct Blast INT C e MPo R M
Counter ony orfifoct as it is being cast
© Aog SCCoee Iy R AR

0: +2/+2; saaffice one of your artifacts in ploy. 1/2

Do half the domage (round dawn) done by one sorcery fo the
sorcery's costet

Ball Lightning SC R eess Qip RRR
Trample. Boll Lightning moy ottadk in the tum in which it is
summoned. Bury Ball Lightning ot the end of the tun in which it was
symmoned. 6,1

Beasts of Bogardan SC DGe R4 16, CH
Protection from red. Gains +1/+1 if appanent controls white cords.

DK, 4TH

|| eee

: 3/3.

© Bird Maiden SC [ ee Ko R AN ATH
: Flying. 1/2

* Blozing E?ﬁgy SC (e SVC RI 16

When placed in the graveyard from play, Blozing Effigy does 3
domage to target areature, 0,/3

Blood Lust ING  ( eeee Afig R] 16,4TH
Make torget areatures +4 /-4 until end of tun. This makes toughness
no lower thon 1.

Blood Moon IN R eeeo TWi R7 DK, CH
lun} oll nonbasic lands inte bosic mountains while Blood Moan is
in ploy

Brassclow Ores SC (e M R2 FE

Cannot be assigned to black creatures of power greater thon 1.
Aists: RA (twa versions), DFr, HHu. 3,/2

Brothers of Fire SC( ee  Mle BRI DK, 4TH
: RR1: Do T domage to any torget os well os | domage to you, 2/2
Brute, The EC (e MPo RI 16,4TH
Im_ger(malure guins +1/+0. RRR: Regenerates
Burraviing [ eee HPo R ABURATH
Targe! creature gains mountoinwalk.
Cave People SC U eee DIy RRI DK,ATH

Cove People get +1,/-2 until end of tum when they ore declured an
attacker. RRT, T Give torget creature mountainwolk until end of tum
1/4.

A
: Crookshank Kobolds ~ SC  C »

Desert Homads SC (e

ABURATH :

64T

My 663 o

[ onse SVC G m

Bok  L60H

MBe RRRZ 6 :

Detonate

: Disharmany INS
Bn £l I6 :

- Dwarven Armorer SC

- Dwarven Catopult INS

* Dwarven Soldier SC (oo

Home Kind Roity Rafing  Adtist Cost Sets Found Name Kind Rarity Rofing  Arfist Cost Sets Found
Description Desuription
: Verduron Enchantress  SC R e»  KBr GGl ABURATH : Caverns of Despair EN R e HMc RR2 L6
: Diow a cord eoch time you cost on enchontment, 0/2. : No ployer moy ottock with more than 2 creatures, nor block with
¢ Wall of Brambles SC U eee AMg G2 ABURATH mote than 2 creatures, per tum.
: G: Regenerotes. 2/3. : (Chain Lighting SOR ( e Sty R LG
: Wall of lee SC U eee RTh G2 ABURATH : Do 3 domage to o target. Whenever Chain Lightning does domoge,
: 0/1. : the torget or target contraller may pay RR for Chain Lightning to do 3
¢ Wall of Wood SC Cee  Me G ABURATH : damage 1o o torget of his or her choosing.
i 0/3. ¢ (haoslace INT R ees QWi B ABURATH
¢ Wanderlust EC U eee (B (G2 ABURATH : Changes the color of o card being ployed or in play to red.
: Do 1 damage to controller of target creature during upkeep. ¢ Crevosse N U e R R2 16
: War Mammath ( eeee Jie (3 ABURATH :  Creatures with mountoinwalk may be blocked.
Trample. 3/3. i Crimson Kobolds (e MO 16
© Web EC R eess PA G ABURAH : Crimson Kebolds ore red weatures. 0/1.
H Target creature gains +0,/+2 and may block flying creatures. ¢ (rimson Manticore SC R eee [ RR2 1G,4TH
: Whippoorwill SC U eeee [SH G K : Flying. R, T: Do T demage fo torget attocking or blocking creature.
2

Chy 0 LG
Crookshonk Kobolds ore red creotures, 0/1.

(Ru R2 A
Desertwalk. Immunz to domage from Deserts. 2,/2.

v
=
=
y = =
=
jvaly
m g
m
e
m
=

o Storm Seeker. For maximum
iess, noil your opponent with Storm
Seeker right after she draws.

SOR U es  RAF RX
Torget on ortifact; X is the costing cost of the target artifact.
Detanate destroys target artifact, doing X points of domoge to
artifoct’s contraller, Artifact creatures destroyed by Detonate may
not be regenerated.

BWa R2 16

Target ottacking creature is untapped and placed under your control
unfil end of tum. It is no longer considered on ottacker. Play before
blacking is chasen.

AQ,4TH

R eee

. Disintegrote SOR ( esee AMg RX  ABURATH
g Do X domage to o target. If torget dies this tum, it is removed
from gome.
¢ Dwarven Song INS U e DR R 16
(fhunge the color of any number of torget creatures to red until end
of tum.
: Dragon Whelp SC U eees AWe RRZ  ABURAM

Flying. R: +1/+0; if more than RRR is spent this woy in ane turn,
Drogon Whelp dies at end of tum. 2/3.
R eeee Bl R

R, T: Discard o card from your hond to puta +0/+1 ora +1/40

IMe RX FE
Does X domage, divided evenly among oll of your opponent’s
treotures (round down) .

tounter on torget creoture, 0/2
I eee

Team SC U eee KB R2 ABU
T: Destroy a woll. 1/
Dwarven Lieulenant SC U= IMe RR FE

R1: Give target Dworf +1/+0 until end of tum. 1,/2

Dsh 81 FE
If Dwarven Soldier blocks or gets blocked by Orcs, it guins +0,/+2
until end of tum, Artists: RAI, RAF. 2,/1.

Dwarven Weaponsmith  SC 1) eee [P0 RI AR
T: During upkeep, add a +1/+1 counter to any weoture. Sucifice an
arfifct each time you use this abiity. 1,1

Dwarven Warriors SC  ( eeeee DSh RZ  ABURATH
T: A aeature of power no greotes than 7 becomes unblockeble unil
end of tum, 1/1.

Earth Elementol SC
4/5

U eee DFr BRI ABURATH



Nome

Kind Rority Rafing  Arist Cost Sets Found Home Kind Rority Rafing  Adist Cost Sefs Found Nome Kind Rority Rofing  Artist Cost Sets Found

Description Destripion Description
Earthbind EC ( ees Qo R ABUR : Goblin Grenode SOR ( eee  fufi R FE ¢ lond's Edge W R e BSn RRI 16, CH

Do 2 domoge to and remaoves flying ability from forget creature. Saarifice 0 Goblin to deal 5 domoge to o torget. Artists: DFr, (Ru, RSp  : Any p%uyer may discard o card from hand ot ony time ond do 2

Does not dffect nondlying creatures. i Goblin Hero (e e R2 DK demage to o player of his or her choice if the cord discarded is
Eorthquake SOR R eee DRt RX ABURATH : 2/2. o lond.

Do X damage to ol players ond nonlying creatures in play. ¢ Goblin King SC R eee Iy BRI ABURATH : Lightning Bolt NS ( eeees (Ry R ABURATH
Fternal Flame SR R e Po RRI DK : While Goblin King is in play, oll Goblins acquire mountoinwalk and £ Do 3 domage to one forget.

domoge your opponent by the number of mountains you control. : +1/+1.2/2. : Magnefic Mountain SC R eee  SVC BRI ANRATH

Lose half that amount of life, rounding up.

Eternal Warrior ( C eees Mfp R
Target creoture does not top fo attock.

* Falling Star SOR R wes
From a height of of least o foot, flip Folling Stor onta playing orea.
Any aeature Falling Stor touches tokes 3 domage ond tops if it
sunvives. Falling Star hos no effect if it doesn‘t tum ot
least 360 degrees.

False Orders NS ( eses Ao R ABU
Choose if and how one defending creature blocks. Tha block, if any,
must be legal. Play ofter defense is chosen but before domoge
is delt.

Feint NS ( e»  BSn R 16
Top oll vreatures blocking target attocking creature. Terget and its
blockers decl no domage in cambat.
Fire Drake SC U ee  (Ru RRI DK, CH
Flying, R: +1,/+0 until end of tum. Only 1 R can be used in this

manner. 1,/2.

Fire Elemental sC

5

4,

Firehall SOR ( weee MIe RY
Do X damage, divided evenly among any number of torgets
(round down). Pay 1 for ench target beyand the first.

firebreathing EC Ces DF R

R:+1/40,

U eee 182 BRI ABURATH

¢ Psionic Entity deabs 2 damage
to target creature or player and 3
| damage o itsclf,
Creatures of the Fiher are motorioss
| for sclecring thee ocem el Ring.

cost.

Firestorm Phoenix SC R eess Me RR4 16
Flying. Retumn Firestorm Phoenix to owner's hand if it goes to the
graveyard from ploy. If so, it may not be cost that tum. 3/2.

Fissure [ eees [Sh RR3 DKATH
Bury torget lond or creature.

Flashfires SOR U eess DIWi BRI ABURAIH
Destroy oll ploins in ploy.

® Fork INT R eeeee jWe RR ABUR :

Duplicate o sorcery of instont just cost. Fork's color remains red ond

Fork's coster moy choase ifs torget.
Frost Giant SC U e
Rompage: 2. 4/4.

DGe RRR3 16

Giant Strength EC( woee JHy RR 1G,4TH
Moke torget aeature +2,/+2. i
Glyph of Destruction NS C e SVC R 16

Moke target woll you coniol +10,/+0 when blocking. Target wall

takes no domage in combat but is destioyed ot end of tum,
Goblin Arfisans SC U e JBa R

If desired, top Goblin Arisons 05 you cost an ortifact, and flip o coin

If apponant wins flip, your arifoct is countered. Othenvise, drow

anather card from your librory. You may use this ability anly once for

ench fime you cost an artfact. 1/1.

Goblin Balloon Brigade 3 U}/-l-- My R ABURAIH
R: Gains flying until end of um. 171

Gol !infl;]\lrlssﬂymgum [l ( eee DTy RRI DK
If torget land is o bosic mountain, all Gobling goin +0/+2

oblin Chirurgeon ( oee [l R FE
Sacifice o Goblin fo regenerate o creature. Artists: PFo, OFr, DGe.

2.
Goblin Digging Teom ~ SC (e RS5p R DK

T: Saarfi in Team to destroy torget wall. 1/1
ol inrlﬂ;nli!\[f.;emggmg SC R ees TWi R2 Ft

Islonduwalk. At the start of the ottack, poy R o creatures blocking or
blocked by Goblin Fotill get first stke until end of ten. 2/2.

ART Artifoct

®/* Resticted /Bomned
EA Enchant Atifact

AL Mrffact Crenture

¢ Goblin Kites BN
IGATH

0Sh R2 i

¢ Goblin Rock Sled SC

© Goblin Shrine

© Goblin Warrens N

 Gobin Viard §
ABURATH

Goblins of the Florg S
ABURATH

Thm

‘umcomfortal

AD,CH -

EC Enchant Creature
EE - Enchant Enchantment

U ee
R: Give a torget creature you control of toughness no greater than 2
flying until end of tum. Other effects may loter increase tu:?et’s

wins flip.

( e DDz RI
Tromple. Rock Sled may not ottock unless opponent controls of least
one mountain. Rock Sled does not untap it it attocked your lost tum,

EL ( eee RS RRI DK, CH

If torget land is o basic mountain, oll Goblins gain +1/0. Does 1
domage to cll Goblins if it leaves play.

Goblin Wor Drums BN wewes )i R) ft
Each attacking creature you control moy not be blocked with fewer
thon two creotures. Artists: DFr, HHu, RKF, IMe.

R sess [f R2 fE

R2: Sarifice two Goblins to put 3 Gablin tokens, which are 1/1 red

wreptures, in play.

U oo

T: Put o Gablin from your hand directly into play. Treat torget Goblin

os it it were just summaned. R: Give target Goblin protection from

white unfil end of tum. 1/1.

[ eee

™ R DK, CH

Mountainwalk. Bury Goblins of the Flarg if its controller cantrals any
Dwarves. 1/1.

#: Sacrifice Living Armortoputa |
+0/4X counter on target creature,
| where X is target creature’s casting 15
2 ,
u affords excellomt proeccenon, |8

this armor. The process i3
Ne and not eanly revenied.

: .M‘}IE‘
LIVING ARMOR

* Gronite Gargoyle SC R eee  (Ry R2 ABUR

: Flying. R: +0/+1. 2/2.

* Gravity Sphere R seses S B2 6 :
Al creatures lose flying obility. :

: Gruygﬂgre SC (e Dt R2 ABURATH :

1.

: h‘]llﬁiu/rﬂ SC Cee D B3 ABURATH :
3/3. :

; HurlozonsMino?uur SC ( ee Mo RRT  ABURAM :

: Hurr Jackal SC R oees Dlu R ANATH

s T: Prevent creature from regeneraling this tum. 1/1.

© Hyperion Blocksmith ~ SC U eee  DFf RR) 16

: T: Tap or untp torget artfact opponent controls. 2,/2

Immolation [ ( eeee S R 16,4TH
: Make torget creature +2/-2.
Inferno ING R ees RAF RRS DK 4TH

Do & domage to all ployers and ofl creotures

* lronclaw Ores SC (e Ma Rl ABUA4TH

i May only block creatures of power equaling 1 or less. 2/2.

- Keldon Warlord SC U see KB RR2  ABUR4TH :

Power ond toughness equol number of nan-wall crentures in ploy on
yout side, including Worord. */*

Ato R1 FE

Mana Clash SOR R e
toughness. At end of rum, flip o coin. Bury torget areature if oppanent

DKATH

Mana Flore

Manobarbs EN

© Mons's Goblin Raiders ~ SC

DGe RR2 DK :

© Primordial Ooze J e SH

To untop o blue creature, controller must spend 4 during upkeep in
addifion to other requirements. Big blus-deck killer!
Mle R DK, 4TH
Chaose a torget player. You and he or she should flip o cain. Any
player whose coin comes up fails loses o life. Repeat until both
ployers’ coins come up heods simultoneously.
E R eeee (Ru RZ ABURATH
Each land produces an extra mana of its normal type whenever it is
tapped for mana.

R e (Ry R3 ABURATH
Do 1 domoge to controller whenaver he or she drows mana from
: ony lond.
¢ Mijoe Djinn SC R ees SVC RRR ANR

If Mijae Diinn ottacks, flip o coin. If opponent wins flip, Mijge Diinn
tops but does not attack. 6/3

. Me R AB.UR4TH
/1
: Mountain Yeti SC U eeee DFr RR? LG, CH
: Mountoinwolk, protection from white. 3/3.
< Nolathni Dragon SC R ees  MiWe RRZ (ON

Flying, bonds. R: +1,/+0 until end of tum. Bury Nelathni Dragon i
more than RRR is spent in this monner in one tum. 1/1
S

Orc General SC U My R2 DK
: T: Sucfice en Orc or Goblin to give ol Ores +1/+1 until end of tum,
: 2/2.

 Orcish Acillery SO U ees Mo BRI ABURAM

T: Does 2 domage fo ony target and 3 damage fo you. Misprint;

Mpha version lists casting cost os R1. 1/3.

Orcish Captain SC U Me R FE

1: Choose torget Ore, then flip a cain. If cpponent wins flip, target !

Orc gets +2/+0 until end of tum. Othenvise, the Orc gets 0/-2 until

end of tum . 1/1.

Orcish Mechanics SC ( eee Pie R2 oA

T: Do 2 points of damage to ony forget. Ench time you use fhis

ability, place ane of your artfacts in play in the groveyard. | /.

QOrcish Oriflomme N U ees DFt Rl ABURATH
Al of your ottacking creatures goin +1/+0 during your otfack.
Misprint: Alpha version lists casfing cost os RI. -

Orcish Spy SC [ ewee ufi R G
T: Laok at the top 3 cards in target ployer's lbvary. Retur them in
order. Artists: DGe, SVC, Pve. 1/1. ‘

Orcish Veteran SC ( ee M RZ FE

Cannat be assigned to black white crentutes of power greater than 1.

R: Give Oicish Veteran first strike until end of tum. Adtists: MBe, DFr,

Ho, DSh. 2/2.
. D50.2/ §C R ese DGe RR3 FE

9

Tromple. Orga con not atfock i opponent controls on untopped ;
urenture with power greater than 2. Orgg cannot block creature o

ter thon 2. 6,/6.
o o o M5 g vee g1 R ABURATH
Before untop phase, player must count untopped lands. During
upkeep phose, player tokes 1 domoge for ench unRIupped land.
C

Org

LG, CH

Must attock whenever passible. Add o +1,/+1 counter os your

upkeep ends. Then pay | per counter or Primardiol Qoze dedls !

domage fo you per counter and faps 1/1
SOR

* Pyrotechnics | eees Mo R4 1G,4TH
Do 4 damoge divided any way among any number of torgets
© Quorum Trench Gnomes SC R =ee  Dfr R3 6
T- Taget plains produce 1 insteod of W until end of gome. 1/1
Rugingﬁu?i ( (e RAFRZ 16
/2.
- Raging River N R eee SEv RR ABU

When attacking, divide opponent's ground cregtures on either side of
Roging River. Attacker can then choose on which sidz of River to
place eoch ottacking creature, and attacking cregtures can only be
blacked by fiying treatures o those on the some sidz of Fiver

Raiding Party N U eee (Ho B2 "'FE
Raiding Porty moy ot be targeted by white spells effects. Saaifice
on Orc to destroy all ploins. Any ployer may fap 0 white creature fo
save 1 or 2 plains from destruction. Any number of white creatures
may be topped for this purpose.

Red Elemenlulplglusl [NT ( eeoee RIh R f\,B,U,R:ﬂH
Counter o blug spell baing cost o destioy o blue cord n ploy

Kird Ape SO eeee Mo R ANR Misprint: Alpha version listed type os Instont
Kird Ape gains +1/+2 while controller has farests in play. 1/1 Roc of Kher Ridgges §( R eeee ARy R3 ABUR
Kobold Drill Sergeant ~ SC U eo g R) 6 - Flying. 3/3 ABUR
Givenl\ruurknholds +0/+1 and tiomple. 1/2 Rock Hydra ¢ Roees Mo R ESS
Kobold Overlord SC Roes JBg RI 16 Put X +1/+1 head counters on Hydra. Each point of ['Emﬁg: :'1
First strike. Give oll your Kobolds first shike. 1,/2 Hydio destroys one countet unk‘ssmrmo!"rSPE"d«‘“""r On“
Kobold Toskmaster SC U ee  RAF ORI 16 ©  Duringupkeep, naw heads may be grown T RRR oprece. U/ M
Give oll your Kobalds +1/+0 Rukh £ § C wes Oy &5 oy it 1’
Kobolds of Kher Keep  SC (e Bo 0 16 IF destroyed, a 4,/4 flying red token creoturé 1 puT nio PGy o4
0/1. of tum. 0/3
EL Enchant Lond EW Enchont World INT Inﬁlml SC Summan Creature (U Comoltive Upkes
EN Enchontment INS Instant LAN Land SOR Sarcery
OcCcT OB ER g 98 =
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Sedge Troll SC R eee Dfr R2

B: Regenerates. When controller has swomps in play, Sedge Troll
gains +1/+1.2/2.

Shatter INS  ( eeee AWe RI ABURATH
Destroy torget orfifoct. :
Shatterstorm SOR R eee }\Po RRZ MR

Bury oll crtifocts in ploy. Artifoct creatures moy not be regenerated.
Shivan Dragon SC R eeses 1B RR4
Flying. R: +1/+0. 5/5.
Sisters of the Flame SC( eee My BRI
T: Add R to your mana pool (ploy s on interrupt). 2/2.

Smoke N R e My RR
Each ployer moy only untap one wreoture during untop phose.
Spinal Villain SC R eee  AMg B2 6 :
T: Destroy target blue aeoture. 1/2. i
Stone Giant SC U eee DWi RRZ ABURAH :

T: Give one of your areatures with toughtness less than Stone Giont's
power flying until end of turn. Target creature, which con increase its
toughnesss after it gains flying ability, is killed at end of tum.

3/4.

Stone Rain SOR ( eee DGz R2 ABURATH :
Destroy any one lond. :
Storm Wurfd W R e (RuR 16

Do 1 domage to any player for each cord below 4 in hond
during upkeep.

= Tempest Efreet SC Re Nih RRRI
T: Pick a card randomly from opponent’s hond and place it in yours,
burying Tempest Efreet in oppanent’s graveyord. Opponent may
prevent this permanent chonge in ownership by sacrificing 10 life or
conceding gume before the switch is made. If so, bury Tempest
Efreet in coster's gmveynrd 3/3

Tunnel SOR ee  Df R :
Bury one wall. :

Two-Headed Giant of Foriys SC R eeee  AMo R4 ABU
Trample. May block fwo creatures in combat. 4/4. :

Uthden Troll | eesee DSh RZ  ABURATH
R: Regenerotes. 2/2.

Wall of Dust SC U ee RTh R2 16,4TH
Creatures blocked by Wall may not attack during opponent’s next ]
tumn. 1/4. i

Wall of Earth SC ( eeee RIh RI  ABURATH :
0/6. :

Wulloi Fire SC U ees RTh BRI ABURAM :
- 41/40.0/5. :

WulloiHeui SC ( ees RTh RZ ABURATH :
2/6. ;

Wall of Opposition SC R ees  Hic RR3 16, (H :
1: +1/+0 until end of tun. 0/6.

Wall of Stone SC U eee DFt BRI ABURAM
0/8.

= Wheel of Fartune SOR R eeees NGe R2 ABUR
Al ployers must discord their honds and drow seven new cords.

Windseeker Centour SC R eee  Ahg RRI BOOK
Does not top to atfack. 2,/2. :

Winds of Change SOR R eee JHo R 16,4TH

Al players must shuffle their hands into their libraries, then draw s
many cords as they originolly had.
Ydwen Efreet SC R oee DIy RRR M
Flip o coin when defending. If oppanent wins flip, opponent may

decide whether or not Ydwen Efreet blacks. 3/6

WV ITE!

Abu Jo'far SC R eese [ifa W M, CH
1f Abu Jo'far 1s destioyed in combat, all creatures blocked or blacking
Rbu are destioyed onnot regenerate. 0/1

Akron Legionnaire SC Roe MPo WW6 16, CH
Of your non-ortifact creatres, only Akeon Legionnaire may attack

/
Alaboster Potion N5 esss Hlk
Give tmget player X life or prevent £ damage to torget creature
or ployer
AI'IHOUKH;II(IH SC (e QHo WW LG, 4TH

Crentures with power gsmler than 2 may not bleck Amrou Kithkin
Blocker's power may later be moreased 1/1
E

Angelic Voices N R eese JBg W7 16, CH
Give all your creatures +1/+1 if you contiol only white or artifact
crentures

Angry Mob SC U eeee DIy WWZ DHII!

Trample. During Angry Mob's controller’s tum, * tulr'l rmn ot of

swamps all opponents contio). Othervise, *=0. 2+

100 N Q U E 5T

REUR :

¢ eBdlance

ABURATH Benalish Hero S

DEATH
ABURATH

Blood of the Martyr NS U e

: Blue Ward EC

IGAH

2, T: Bring an orfifact from yourgrmreyu:ci to you:hund /1.

¢ Argivion Blacksmith SC C = Ko AQ
: T Heéqure? damage fo Inrgemmfud wreohure. 2/2

¢ Armaged R eeses iy W3 ABURATH

i Destroy all lands in ;ﬂny

: Army of Alruh INS  C eees BSn WWI AN

i +2/+0 10 oll ottacking creotures until end of tum.

¢ Artifoct Word (e DSh W AQ

Torget creature may not be blocked by artifoct creatures. domage
token from on ortifact source is reduced to 0. Target cresture is not
offected by artifoct effects thot torget it.

SOR R weeess MPo V{1  ABURATH
All players must discard enough londs, cards in hand, and creatures
50 that everyone has the some number os the player with the lowest
number of londs, cards in hond, and creatures, respectively.

( eee  DSh W ABURAH :
: Bands. 1/1.
¢ Block Ward EC U eeee D W ABURATH :
Target areoture gains pmlecnnn hum black.
Bluzeo? N T W ABU

Target creature must block all Uearu:e that it is legally eligible to

block. Blacker's controller chooses how to distribute domoge.

Play before defense is chusen
Blessing

Wo+1/41,

R eeee JBo WW ABURAH

CRu WWW DK CH
Until end of tum, you may redirect damage done fo your crentures to
yourself instead.

U ees DFr W
: Torget areoture gains profection from blue.
: Brainwash EC (e PVe W DK, 4TH

Torget creature moy not attack unless its contraller spends 3. Other
requirements for the creature to attack must olso be met.

ABURATH

—

Dianicl Golon

¢ Costle N

 Girdle of Protedtion: Arifocts EN

WwX LGATH

-
"FUNGUSAUR

Comel SC Ce Stv W AN

Bands. Comel gives immunity to Desert damoge fo all those banded
withit. 0/1.

U eee  DWi W3  ABURATH
Your untopped creatures gain +0/+2. Attacking creatures don't get
this bonus.

U eeee PYe W1 ABURAIH
2: Pravent all damage ogainst you from on orfifact source.

¢ Circle of Protection: Black EN  ( esee Jiy W1 ABURATH
i 1: Prevent cll domage to you from one black source.
¢ Circle of Protection: Blue N C eee  DWi W1 ABURATH
i 1: Prevent ol damage to you from one blue source.
* (ircle of Protection: Green EN (oo SEy W1 ABURATH
1: Prevent oll domoge to you from one green source.
Girde of Protection: Red  EN ~ ( esee [Te W1  ABURATH
: 1: Prevent all domoge to you from one red source.
. (Grdeof Protecion: White  EN C eee  DSh W1 ABURATH
: 1: Prevent all domage to you from ane white source.
Cleanse R eeee PRy WW2 16
Destroy oll black creatures in play i
Ueansing SOR R ses  Pip WWW 0K

Allland s destroyed. Anyone who wishes to preserve specific londs
may do so by sacrificing 1 life per lond to be saved.

Clergy of the Hofylitmbusﬂ( (oo [Ge W 16
IF killed or destroyed, Clergy of the Holy Nimbus regenarate unless
opoonent pavs 1. 1/1

Cambat Medic SO eeee My W2 FE
W1 Prevent | domage to o ployer o wreature. Arists: EBe, LDa,
AMa,SVC.0/2

Consecrote Land fl IMe W ABU
Target land is immune from oll effects that would destray it

|| eeoe

 Divine Offering INS

Enchonted Hemg SC (.

Equinox

ABURATH |

* Farrel's Zealot

* Festival INS

: Fire ond Brimstone NS

Nome Kind Roity Rafing  Artist Cost Sets Found Nome Kind Raity Rating  Atist Cost Sets Found
Destription Deseription

¢ Animote Wall EC R e Dt W ABURAIH : Conversion EN U eeee 0y VA2 ABURAH
H Toraet wall moy now attock. H All mountains are considered basic plains. Pay WW during upkeep or
¢ Argivian Archaeologist  SC R esese AWe VW A discard Conversion.
: ¢ (rusade EN R esee MPo VWABURATH
g Al white aeotures guin +1/+1,
¢ D'Avenant Archer SC C eee  DSh W2 LG, CH
H T: Do 1 domoge to attacking or blocking weature. 1/2.
¢ Damping Field N U e JHo W2
H o one may untap more thon one ortifoct in each of his or her own
: untap phoses.
: Death Ward NS C esee JMPo W ABURAIH
Regenerates target creature.
¢ Disenchant INS  ( eeseee AWe W1 ABURAH
Destroy torget enchantment or artifoct,
: e Divine Infervention ~ EN R eee  AWe WW6 6

Put 2 counters on cord. Remove 1 counter during you upkeep. When
both ore removed, gome ends in o driow.

( eooe Jlle W) 16
Destroy forget artifoct, gaining life equaling casting cost of orfifact.

¢ Divine Tronsformation  EC U eees NTh WW2 1G,ATH
: Give torget crenture +3/+3

¢ Dust to Dust ( eee DIy WWI DK
Remove any two torget nm!ucfs from the gome.

: Elder Land Wurm SC R eee QHo WWW4 IGATH

Lr!urripla Eldr Land Wurm cannot attack unfil it has been assigned to
oc

DSh Ww1 LG
Reduce domage deolt to Being during combot by creatures with
enchontments on them 10 0. 2/2

(o SVC W L6
Tap torget lond to counter o spell thot destroys your land (ploy s an
: intermupt).
¢ Exordist R eee DIy WW 0K
: W1, T: Destioy torget blnck weoture. 1/1.
: Eyefurun Eye INS R esee [P0 WW  ANRATH

Do as much damoge to contraller of o creature, spell, or effect os said

weoture, spell, or effect does to you.

: Farmstead (L Roe MPo WWW  ABUR
: Target lond’s contioller gains 1 life but no more if WW is spent

: during controller’s upkeep.

: Farrel's Montle EC U eee  AWg W2 FE

If torget creature oftacks ond is not blocked it may deol X + 2
damage to ony other torget creature where X is the power of the
ceature Farel's Montle enchants.
SCCoee Mt WWI fE
If Zealot attacks without being blocked, you may deal 3 domage to o
target creature. If so, Farrel's Zeolot deols no domoge. Arfists: EBe,
MBe, RKF. 2/2.

 Fearolite Prest SC U Plo Wl i

1: Add W to your mana pool (play os an intemupt). Bury Farrelite
Pr'\en if more than 3 is spent in this way in ane fumn. 1/3
Fostin N U ee DSh W DK
luku 2 life it you skip your draw phose. Destroy Fosting if you draw
a card for any reoson or when it has been in play for 5 of your
upkeeps.
(oo MPo W DK
Opponent may not declore on ottack this tum. Play during
opponent’s upkeep.
U ee Mo WW3 DK
Do 4 damage to torget ployer and do 4 domage to you. Fire and
Brimstone may not be used unless opponent has dedored an attack

that turn.
Fortified Area BN C oo RAF WWI 16
Give all your wolls +1/+0 and bonding.
Glyph of Life INS (e Ve W 16
: Add 1o your Iife points domage done to torget woll by
ottacking creatures.



Nome Kind Rarity Rating  Artist Cost Sets Found

Home Yind Rority Roting  Atist Cost  Sets Found

Name Kind Roity Roting  Aist Cost Sets Found
Description Description Desaiption
Great Defender NS U s  MPo W 16 Ivory Guardians SC U eee  MBa WW4 16, (H Preacher SC R eee  QHo WWI DK
Give torget creature +0/+X unfil end of tum, where X is the 3 Protection from red. Make oll guardions +1/+1 if opponent controls

weoture’s casfing cost,

Great Wall B U Stv W2 6 :
Crentures with ploinswalk moy be blocked.
Greater Realm of PreservafionEN 1) eees  NIh W1 G :
W1: Prevent ll domage to you from a red or black source. §
Green Ward EC U ees Dft W  ABURATH :
Target weature goins protection from green, 3
Guardion Angel IS eee  AMg WX ABUR

Negate X domage dealt fo o torget. Psst: put this cord next
to Poralyze.

Hond of Justice SC
T: Tap 3 torget white creatures you control to destroy any target
weatuie. 2/6.

Healing Salve NS ees DR W
Gain 3 life, or negate up to 3 domage dealt o o torget.

Heaven's Gale NS U e DSh W 16
Chonge the color of ane or more torget creatures to white until end
of tumn.

Heroism N U oo
Sucrifice o white creature to prevent attacking red wreotures from
dealing damoge in combat this turn. The ottacker moy pay R2 s0 0n
otocking creature moy deal damage nomally.

ABUR ATH

Holy Armor EC C eee  MBe W ABURAM :
Target creature goins +0,/+2. W: +0/+1,
Holy Day NS eee  JHo W G :

Creatures attack and block os normal but deal no domage.

Haly Light WS C oo Dl W2 DK £ Mortyrsof Korls SC U e

Give oll non-white creatures -1 /-1 until end of tum.

Holy Strength EC C ess Ao W ABURAM |
Torget creature goins +1/42. :
Ication Infantry (oee i W FE

1: Gains bonding until end of furn. 1: Gains first strike until end of
tum, Atists: EBe, CRu, DSh, DTu. 1/1

Ication Javelineers SC (e
When cast, put a javelin counter on Jovelingess. T: Remove the
counter o del | domage to any torget. Adists: EBe, MBe, SKi. 1 /I

lcation Lisutenant SC Re Pve WW
W1 Give torget Soldier +1/+0 unil end of tum. 1/?

Ication Moneychanger  SC C ee=  Aufi V FE
Lose 3 ife when casting and put 3 counters on IcuTmn
Moneychanger, During your upkeep, put o counter on Moneychanger.
Sacrifice Moneychanger during your upkeep to gain 1 Iife for each
caunter on it. Artists: EBe, MBe, DTu. 0/2.

Ication Pholanx SC U wee
Bands. 2/4.

Boreeress Queen Y 1F

gl ~: Make another creature 02 until
B cnd of turn. Treat this exacily as if
the numbers in the kower right of -

W special characteristics and
enchantmenis on the creature are

¢ Korma EN

R weses NBe W5 FE :
i Kismel

3 Knights of Thorn
WP W2 it

Lifeblood EN
Martyr's Cry

Mesa Pegasus

Matti W FE ¢

KFo W4 fE

red cords.

Jihad i
+2/+1 to white cieatures while chosen color of apponent’s is in
ploy. Discard Jihad if no cords of that color are in play.

| seses RTH W2

Da 1 paint of domogs to a ployer for each swamp he or she hasin

play during his or her upkezp.

Keeper/suhhe Faith SC C es  DGe WWI 16, (H :

2/3. :

King Suleiman SC R e  MPo WI M i
T: Deshoy on Efreet or Djinn. 1/1.

I sees Kip W3
All opponent’s creatutes, londs, ond ortifocts enter ploy topped.
R seee (Ry W3

Protection from red, banding. 2/2. :
¢ lonce BC Usee R W ABUR :
: Torget creature gains first stike. i
¢ Lond Tax EN R eees BSp W LGATH @

IF opponent controls more land than you during upkeep, you may
remove up to 3 basic londs from your library ond put them in your
hond. Reshutfle your ibrory ofterword.

Toke 1 life whenever opponent fops o mountain,
R wee
Remove ofl white creatures from the gome. Each player must drow o
cord for each white creature her or she controlled.

MOK WWw3 AQ
domage done to you by arfifacts is instead done to Martyrs of Korlis
unless Martyrs of Korfis is tapped. Only one Bodyguard of your choice
may foke damage for yméin this manner per tum. 1/6.

( eoee MBe W1 ABURAM
i Flying, bonds. 1/1. :
¢ Miracle Worker SC ( wee RS W 0K

T: Destroy torget enchantment on ane of your creatures. 1/1.

¢ Moot EN R eeee JHie WW2 16
: Nun—ﬂyingi ueatures connot attack.
¢ Moorish Cavalry SO C oeee DV WW2 AN
: Trample. 3/3.
: Morale NS C e MPo WWI DK 4TH
: Give oll attocking (tentuxes +1/+1 until end of tum
* Horthern Palodin R wese [DSh WV ABURAM
VW, T: Destroy o black cord in play. 3/3.
S Order of Leitbur C eeee [l WV FE

Protection from black. WW: +1/+0 until end of tum. W: First strike
until end of tum. Artists: RAF, BWa (two versions). 2/1.

Until end of turn, target creature’s

ver and toughiess are switched.

iffects that aher
'

mer alter

|catin Priest SC U ses DTy W fE
WW1: Moke torget aeature +1/+1 unfil end of um. 1/1.

Jcatian Scout
1, T: Give mrgm ceeature first strike nfil end of turn, Artists: RAJ,
PED RKF, DSh.

Jcatian Sklrmlshen SC R oees  Hiy W3 ft
Bands, firststike. All reatures that band with Skirmishers gain first
stiike until end of tum. 1 /1

lcation Town SOR R eees Ty s fE
put 4 Citizen tokens, uln(h aie 1/1 white crentures, in oy

Indestructible Aura
Reduce fo 0 oll domage dealt 1o target crenture yntil end of fum.

infnte uhory KR e 05w G O
After combat, destroy ot creotures with toughnass 3 or less blocki
o blocked by torget aeature. Pyt 4 ) Hljtwgl?;im UQIII IEEJSI?JEIel "
crenture for each creature so dasg ved,

slond Sanctuory
’ 1f you don't drow o cord, opl Mo W1 ABURATH

Hlm I
attock you until your next nypp 9 or islondwalking creatures moy

R oo

o/ Restricted /Banned

ART At
AC Arfifoct Creoture o

EA Enchont Avtitgqy

C e fhii FE i
¢ Pearled Unicorn s
3

Personal Incarnation ~ SC

NS C ee  pipy vy g

EC Enchont Creoture
£t - Enchant Enchontment

Osm Vullures SC Ue DFr W1
Flying. After o tum in which o creature went to the groveyord, afdo
counter to Osai Vultures. Remove 2 counters to make Osai Vultures
+1/+1 until end of tum. 1/1.

Cee (B W2

R ees KB VAW ABUR4M
If desired, redirect any or oll domoge suffered by Personal Incamation
o controller instead. If Personal Incamation is sent to graveyard, its
owner loses holf of his or her remeining [fe (round up the loss). 6/6.

Petra Sphynx SC R oee S WWW2
T- Moke torget p!u?er nome a card and then tum over the top card in
s or her library. If the opponent’s quess matches the card, it is put
mtu his or her hand; othenwise, it goes o the gioveyord, 3/4

Rosess BSn WWW M
¢ Presence of the Master  EN

ABLRATH

1G,4TH
: Remave Enchantments

R eses IMlg VW2 6

e WW DK Reverse Damage

£ Reverse Polarity

£ Shigld Wall NS

¢ Swords fo Plowshares

(GATH :

ABURAM

6, CH -

T: Gain control of on opponent’s areature. Opponent chooses which
ureature you control. If Preacher untops of leaves play, you lose
control Jueurure. You moy choose to leave Preacher topped.

U eee Pfg W3 1
Counter oll new enchantments cast whenaver Presance of the Master
isin ploy.

: Pureloce INT R ees SEv W ABURAM

1 Change the color of one cord be:ng ployed or in pluy to white.

: Rapid Fire INS JHa 16

: Give rm[ge: creature first strike nnd Rumpuge 2 unhl end of tum.

H Pk:v before defense is chosen.

¢ RedW EC U eeee DFr W ABURAM
‘Eu:ge't «reature gains protection from red.

INS (e BSn W
Retum all enchantments you control to your hand ond destroy oll
enchantments played on permanents you contol. If cost during
opponent’s attack, destroy all opponent’s enchontments played on
ottacking reatures. All enchantments you own are retumed to your
hand; oll other enchontments ore destioyed.

i Repentont Blocksmith ST R eee DIy W1 AN, CH
: Protection from red. 1 /2
¢ Resurredtion U eess DWi WW2 ABUR

Toke o crzature from yaur gluvaymd and put it directly into play os if
just summoned.

ING R eeses DWi WWI  ABURAM
All domage you have token from ony one source is edded to, not
subtracted from, your lfe total.

INS C eee  Ho WW AQ.R
All damage you have taken from oll artifacts this tum is retroactively
odded to, not subtracted from, your life total. Treat subsequent
domage this tum nomally.

: Righteous Avengers SC U eee  Hiy W4 L6
: Plainswalk. 3/1.

: Righteausness INS R ees [Sh W ABURATH
i Target defending wreature gets +7 /+7 until end of tum.

i Samite Healer C C ees TWi W1  ABURAM
i T: Prevent 1 domage to any torget. 1/1.

¢ Savannah Lions SC R oees DGz W  ABURAT
: 2/1.

¢ Seeker EC C eee PO WW2  LGATH

Target creatura may only be blocked by white or artifuct creatures.

¢ Serra Angel U eeese DSh WW3  ABURAM
H Flying. Does ot top to attack. 4/4.
¢ o Shahrozod SR R e Ko WW AN

Players must suspend gome in progress and play o gome of Magic
with their current librories. Loser of thot gome loses holf of life points
in the original game.

U es  DSh W1 1G, (H
Give oll your creatures +0/+2 until end of fum.
Spirit Link U eseee [fp W 1G,4TH
Take 1 fife for every pumt of damoge target creature does.
Spiritual Sancuary R ees  AWe WW2 16

Any ployer controlling ploins tokes 1 life during his ot her upkeep.

Squire SC Ce DDe W1

1/2
INS U sesss iz I ABUR4TH
Remove target creature from game. Crenture’s controller gains life
points equal to its pawer.
S

Thunder Spirit R eeee RAF WWI 16
Flying, first strike. 2/2.
Tivadar's Crusade SR U e DDe Ww1 DK
All Goblins are destroyed.
Tundra Wolves SC (e Qo W 1G,4TH
First stike. 1/1.
R sees DSh WW3  ABUR

Veteran Bodyguord SC
domage c?une 1o you by unblocked creatures is instead done to
Bodyguard unless Bodyguard is tapped. 2/5.

SOR

Visions Uee N W 16,4TH
Lack ot the tap 5 cards of any librory, then reshuffle it i you
50 choose.

Wall of Caltrops SC Cee  BSH WI 16

1t Wall of Caltrops blocks a creature with other creatures that are oll
walls, Wall of Coltrops gains banding until end of fum. 2,1

¢ Wall of Light SC U eee RTh W2 16

1 Protection from black.1/5

¢ Wall of Swords SC U eeee Mo W3  ABURATH
Flying. 3/5.

: War Elephant SC ( eees §Bi W3 AN, CH

i Bands, trample. 2/2

= White Knight SC U eeee DGe WW  ABURAM

E Fmtecnunfrumh‘ntk first stike. 2/2

- White Ward U eee D W ABURATH
Target creature goins protection from white. i

- Witch Hunter SC R eeee J.".y ww?2 DK, CH

T: Witch Hunter does 1 domage to torget player. WW1, T: Retum
target creature apponent contiols o owner's hond. Destroy

NS C e MPo W2 MATH enchontments on torget creature. 1/1
,u/ 3 to oll defending creatures until end of tum. © Wrath of God INS R eeee QHo WW2  ABUR4M
Pikemen SC ( eee DDz W1 DK 4TH Bury oll reatures in play
Bonding, fist strike. 1/1
& frchont Lond £ Enthant word INT intet S SomoaCeoiwe  CU Comoaive Upkesp
EN Enchontment INS Instont LAN Lond SOR Soreary
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Desaiption Desaription
i e Mishra’'s Workshop ~ LAN R eese  [fo AQ : Tundra AN R eeess Jify ABUR
T: Add 3 fo your mono pool. This mano may only be used to : T: Add either U or W to your mana pool. Treat os both on Island ond
i ost arfifacts. o Plains.
: Mountain W C — DSh ABURAMAN : Underground Sea LAN R eeses pA| ABUR
i T: Add R to your mana pool. Two Alpho versions, three versions in+~~ - T: Add either B or U to your mana pool. Treat os both a Swamp ond
: other sefs. = Unholy Gtadel N U - MPo L
: Mountain Stronghold LN U Wi 6 : All your black legends may band with other legends.
; All your red legends muy bond with ather legends. ¢ o lrbarg LN U ees  BWq 16
: Ouosis U eee  BSn ANATH Legendary. T: Add B to your mana pool. T: Remove first strike or
Name Fnd Roty Rofng  Afist (ot Sesfond : T: Negate 1 domoge to anv aeohure, : swompwalk obility from forget creature unfil end of turm,
Desaipfion ¢ o Pendelhaven AN U eeee Big 16 : Urza's Mine (es Ao A
Legendary. T: Add G to your mano pool. T: Moke torget 1/1 creature T: Add T to your mana pool If you have Urzo's Mine, Urza’s Tower
: +1/+2 until end of tum, : ond Urza's Power Plant in play ot the some fime, top to odd 2 to
Aventurers' Guddhosse LN U @ Wi 16 : Plains AN € — My ABURATH : your mona pool.
All your green legends may bond with other legends. i T: Add W to your mana pocl. Two Alpha versions, three versionsin ~ © Urza's Power Plant N C oo M A0
Arena N B eese BY BOOK other sets. : T: Add 1 to your mana pool If you have Urzo’s Mine, Urza's Tower

3, T: Pick one of your creatures and have your opponent pick o
creature. Both creatures ore topped ond deal damage to one onother
asif one hod atacked and the other blocked in combat.

Bodlands LN R eeeee RA
T: Add either R or B to your mana pool. Treat as both o Mountcin
ond o Swomp.

Bayou IAN R eseee |1y ABUR

T: Add either B or G to your mono poal. Treot os bath a Swomp ond
o Forest,

Bazaar of Baghdad AN R oo A
T: Drow 2 cards from your library; xmmed:uiely discard 3 cards from
your hand.

Bottomless Voult AN R eee Pl FE

Comes info play topped. You moy leave Bottomless Vault topped fo
put a storage counfer on it. T: Remove any number of storage
counters, adding B for each stornge counter removed.

Cathedral of Serra LN U e MPo 6 :
Al your white legends may bund with other legends. :

ity of Brass LN R eees He M CH
T: Add 1 mana of any color. Tuke 1 damage when City of Brass :
is tapped.

City of Shodows UN R e TWi

&
T: Remave one of your creatures from the game ond put 1 counter to

(City of Shodows. T: Add X colorless mona o your mana pool, with X
equaling the number of counters on City of Shodows.
on Islond.
Desen LAN
T:Add 1.T: Do 1 damage to any ottacking creature ofter it
deals domage.
Diamond Valley
T: Sacrifice o creature to goin life equal to ifs toughness.

Dwarven Hold UN R ses Pl £

Comes into play tapped. You may leave Dworven Hold topped to put
0 storage counter on it. T: Remove any number of storage counters,
adding R for each storage counter removed.

Dwarven Ruins UN U e MPo FE

Comes into ploy fapped. T: Add R to your mana pool. T: Soarifice
Dwarven Ruins fo add R to your mana poal.

Eban Stronghold
Comes into play tapped. T: Add B to your mana pool. T: Sacrfice
Ebon Stronghold to udd BB to your mano poal.

Elephant Graveyard
T: Add 1. T: Regenerate an Elephant or Mammoth.
Forest IIN € — (R

T: Add G to your mana pool. Two Alpha versions, three versions in
other sets.
® Hommerheim AN

torget creature until end of tum.

) o
¢ Seafarer's Quoy

Comes into play tapped. T: Add G fo your mono pool. T: Sacrifice
Havenwoad Battleground to add GG to your mano pool.

Hollow Trees LAN
Comes into ploy tapped. You may leave Hollow Trees tapped fo put a
storoge counter on it. T: Remove ony number of storage counters,
adding G for each storage counter removed

Ication Store R oees Pl FE
Comes into ploy tapped. You moy leave lcotion Store topped to put o
storoge counter on it. T: Remove ony number of storage counters,
adding W for each storage counter removed.

Island N B — MPo ABURATH Comes into play tapped. T: Add U to your mana pool. T: Sewrfice :
T: Add U to your mono pool. : Svye1umle Temple to add UU to your mana paol. :
Island of Wak-Wak AN R esess Sh AN c Swam N C— D ABURATH

T: Reduce the power of one flying creature to O until end of tum.

© Karakos LA 1) eees (e
lﬁgerdary T: Add W to your mana pool. T: Retum torget legend fo
owner's hand, destoying enchontments on torget lond

@ library of Alexandria AN R esees Jipg N
T: Add 1 to your mono pool T Drow one card from your ibrary if you
have exactly 7 cards in hand

© Maze of Ith AN 1) eeeee [l 0¥
T: Untop torget attacking treature. Creature neither decls nor receives
domage o5 0 result of combot

Mishra’s Factory UN L eeee  FgPPo AQATH
T Add 1 to your mana pool or give ony Assembly Worker +1/41
until end of tum. 1- Mishro’s Foctory becomes Assembly Worker, o
2/7 artitoct reature, until end of tum. Sill considered a land o5
well. Spring, fall, and winter pictures

¢ Plateou

ABUIR

N Safe Haven

: Sand Sils LA

Scrubland LAN

[ Mmoo

LN R seess 851 m

W Ue Mo o

AN R eee RAl AN
ABURATH

U sees Blig 6 :
Legendary. T: Add R o your mona poal. T: Remave londwalking from

- Strip Mine
T: Add 1 to your mono pool or place Strip Ming in your gmveyurd ond

LAN R eeses [y ABUR

T: Add either R or W to your mana pool. Treat os both o Mountain
ond a Ploins.

Rainbow Yale LAN
T: Add 1 mono of any color to your pool; Rainbow Vale passes to
opponent ot end of tum.

Ruins of Trokair UN Ue WP FE

Comes info ploy tapped. T: Add W to your mona pocl. T: Saarifice
Ruins of Trokair o add WW to your mana pool.
LAN

2, T: Remave target creature you cantrol from game (play o5 an
interrupt). During upkeep, sacrifice Safe Hoven to tetum all creatures
it has removed from gome to play. Treot these creatures os if they
were just summoned,

R eee Pl FE

Comes into play topped. You moy leave Sand Silos topped to put o
storage counter on it. T: Remove ony number of storage counters,
odding U for each storage counter removed.
Savannch 1A
T: Add either W or G to your mana pool. Treat o5 both a Plains and o
Forest.
R essss Il ABUR
T: Add either W or B to your mana pool. Treat os both a Plains and o
Swamp.

Urza's Tower
R eee [fo fE :

: Volcanic Island

R ssee (Ru 0K

o 12 AGE _ ,

EBWMMWE::’} T G

Adarkar Sentinel A U oo Mﬁa 5
: 1: +0/+1 until end of tum. 3/3.
¢ Aegis of the Meek ART R oees Wi 3 ’ 1A

R weesse Pj ABUR :
gAmUIelufﬂuul MT R e D 6 1A

ond Urza’s Power Plont in play of the some time, top to 0dd 2 to
your mana pool.

UN C e MPo AQ
T: Add 1 1o your mana pool If you have Urza’s Ming, Urza's Tower
ond Urza's Power Plant in play at the some fime, top to odd 3 to

your mana pool. |
LAN R esess BSp

T: Add either U or R 1o your mona pool. Treat os both an Islond
ond a Mountain.

1,T:Give o 1 /1 creature +1/+2 until end of tum.

1, T: Socrifice Amulet of Quoz and flip a coin. If flip ends up in your
Iuvul torget opponent loses the game. Otherwise, you lose the

gome. You may only use this ub|?rv during upkeep. Opponent may |
onte an odditionol card fo counter this effedt. |

hihis card fip. Now that
gotthatout of the way,

A RU

_ TEMPEST EFREET

AN U e Wi 6
All your bluz legends may band with other legends.

R ees  Plig f£  Sorrow's Path AN R e RAF DK

T: Exchange two of apponent’s blocking creatures withaut creating on

illegol block. Whenever Somow's Path is tapped, it does 2 domage to

ROATH
Arcum’s Whistle ART

you and 2 to each creature you confrol.
| eeeee (e

destioy ane land of your choice.

: SwelunneTemple N U e MPo fE

I Ad[l B to your mana poal. Twa Alpha versions, three versions in

other sefs
iga AN R esees RAl ABUR

T: Add either G or R to your mana pool. Treat os both o Forest and 0
Mountain

oTobemode of PendrellVole  LAN
Legendary. All crentures requite an upkeep cost of 1 in addition to
other upkeep costs. Destroy o creature if its upkeep is nof poid.

= Tolorin LN U eee  Hle
Legendary. T: Add U to your mana pool. T: During upkeep, remove
banding abiity from target crenture until end of tum.

Tropical Islond AN R eoees Jiy ABUR
T: Add either 6 or U ta your mono poal. Treat os both o Forest ond
on Islond

R ees e 6 :
* Crown of the Ages ART
6 }

2 Arcun's Sleigh ART U oo TWG 1 I
2, T: Target attacking creature does not top. You may only use this
uhlllh,' if defending ployer controls snow-covered londs.

¢ Arcum’s Weathervane  ART ) se Wi 2 I

2, T: Tum o snow-caverecHand into o nonsnow-covered lond of the
same type. 2,T: Tum o non<snow-covered land into o snow-covered
land of the some type.

U eee  (QHo 3 Ih
3, T: Torget non-wall crenture must ottack or be destroyed at end of
tum. The creature’s contioller may counter this effect by poying X,
where X is the creature’s casfing cost, Play during apponent’s tum
before his or her attock.

Barbed Sextant ART AWe 1 1A
1, T: Sacrifice Borbed Sextant to odd ane mana of any color to your
mona pool. Draw o curd at the beginning of the next fum

( eoe

. Baton of Morale Il eee DSh 27 A
2: Give torget creature bonding until end of tum
- Celestial Sword T R oee  AWe b 1A
3, T: Give o creature you control +3,/+3. Bury that creature ot end
of tum,
R eeee [F 2 A

4, T: Switch torget enchontment from one crenture to onother The
enchantment’s controller dozs not chonge.

Despotic Scepter AT R eeo  RIh 1 1A
T: Bury target permanent you own

* Hkin Bottle RT R e OHo 3 A

3, T: Ploce the tap card of your library foce up in front of you. You
may play thet cord os though it were in your hand. If you da not play
it by your next upkeep, remova it from the gome



Nome Kind Roity Rofing  Atist Cost Sets Found

Hame

God Roty Rofng  Afst (ot Sesfod  Nome God Rofy Roing i Cost SersFound
Destription Description Desaiption

Fyndhorn Bow ART U eee  RA 2 TR Pit Trap ART U wes  AMg 2 1A Drift of the Dead SC U ese BSn B3 A
_3, T: Give forget reature first strike until end o_f tum. 2, T: Sarifice to bury target nonlying creature that is ottacking you.  : Counts as wall. Drift of the Dead has power and toughness each

Goblin Lyre R oeee MK 3 1A i Runed Arch R eeee Pfp 3 1A equal to the number of snow-covered londs you control. * /*.

AR

0: Socrifice Goblin Lyre and flip a coin. If you win, torget oppanent
tokes * domage, where * equals the number of creatures you
control. Otherviise, you toke * damage, where * is the number of
wentures your oppanent cantiols.

Hematite Talisman MRT U ee Wi 2
3: Untop o permanent. Use this ability only when a red spell is
successfully cost ond only ance for each red spell cost.

lee Cavldron AR
X, T: Put a spell on Ice Couldron if there ore no charge counters on it.

Put o chorge counter on lce Cauldron. You may cost that spell cord o5 0/4.
: Soldevi Golem AC

though it were in your hond. T: Remove the chorge counter to odd
mano of the type used to put the counter on lce Couldron to your
mona pool. This mona can only be used to cast the spell on top of

lce Couldron.
Icy Manipulator IRT U weese AW 4 ABUW
1, T: Top any lond, creature, or artifuct.
Infinite Hourglass ART R wee M 4 1A

Put a time counter on Infinite Hourglass during your upkeep. Any
player may poy 3 dun'nrg upkeep to remave a time counter. Al
creatures goin +1/+0 for each time counter on Infinite Hourgloss.

Jester's (ap
2, T: Sauifice to look through target ployer's library and remove ony
three cards from the gome. Reshuffle thot librory ofterword.

Jester's Mask
Comes into ploy fapped. 1, T: Sacrifice o switch opponent’s hand
with the some number of cards of your chaice from his or her librory.
Reshuffle the library and old hond afterwards.

Jeweled Amulet
1, T: Ploce o charge counter an Jeweled Amulet, nating what type of
mano wos used. You may not use this obility if there is o charge
counter on Jeweled Amulet. T: Remove the chorge counter to add |
mana of the type last used to your mana pool.

pis Lozuli Tolisman ~ ART U ee  AVWe 2
3: Untop o parmanent. Use this obility only when o blue spellis
successfully cost ond only once for each blue spell cast.

Malachite Tolisman ART
3: Untop o permanent. Use this obility only when o green spellis
suceesstully cost ond only once for each green spell cost.

Nutre Talisman AT U e M 2
3: Untop o permanent. Use this obility only when o white spellis
successfully cost ond only once for each white spell cost.

uked Singularity Roee Me 5 1A

CU: 3. Instead of their nermal mona, ploins produce R, islands
produce G, swomps produce W, mountains produce U, ond forests
praduce B,

{ afford :Eht':am,.cllll‘iarﬁJ o ‘hér
| Subbioth is probably the best. Becaus
| he doesn't have fo aftack to have an effe
1 on the game. On defense, he's af :
| thanks to his personal Castl obilty, and
 When gtfocking, he's probably the hardest to
| il Finding the mana to poy for him. ..
| Now hat's anoftiér story.

qugol}_s are "
Arcades

O Tefisman WU e SE 2 "
: Untap g permanent. Use this obility onfy when o black spell i
Sutcesstyly cost and only once for each block spell cast
Ogrom of the Ages  ART R °ee* DS 4

A
- T Prevent oll domoge done fo yoU from one souce

ART Artfoct

*/% Rust
thed, d
A iy EA" Enchant Atifoct

Atifact Cragture

Shield of the Ages ART
1 Skull Catapult

: Snow Forfress
R eeee Df 4 A :

: Soldevi Simulacrom  AC

Staff of the Ages

Sunstone
R eeese OF 4 A :

R eees D § A
¢ Urza's Bouble

ART U seee Dir 0 A

¢ Vexing Arcanix ART

Usee (Ru 2 I Vibrating Sphere

Walking Wall AC

Wl of Shield
¢ War Chariot ART
Whalebone Glider

¢ Zuran Orb

' Abyssal Specter SC

p Bumt Offering

Cloak of Confusion EC

- Dance of the Dead 18

© Demonic Consultation 1N

EC Enchon (reatura
EE. Enchant Enchantment

Comes into play topped. X, T: Socrifice to make X creatures with
power no greater thon 2 unblockoble this tum. )
U sese g 2 1A
2: Prevent 1 domoge fo you.
ART U see  BWg 4 A
1, T: Sacifice o creature to do 2 domoge to ony torget.

AL R sese Mg 5 1A
Counts as wall. 1:+1,/+0 until end of tum. 1: +0/+1 until end of
tun, 3: Do 1 domoge to @ nonflying wreature that is attacking you.

Does not untop dun‘n% your untap phose, 0: Untop one of opponent’s
«reatures o untop Soldevi Golem. Use this bility only ot the end of
your upkeep. 5/3.

| eee
CU: 1. 1; +1/+0 until end of tum. 2/4.
AT R e DGe 3

Creatures with lndwolk obility may be blocked os if they did not
have that ability.

ART U oo
2: Sacrifice o snow-covered land to moke ofl creatures deal no
: domoge in combat this tum.
. Time Bnmg ART R wee  AWe 4

Put a time counter on Time Bomb during your upkeep. 1, T: Sourifice
Time Bomb to have it dzol * domage to each areature and player,
where * equals the number of time counters on Time Bomb.

BT U e
T: Sacifice Urza's Bouble to look ot o rondom card from opponent's
hond. Draw o cord o the beginning of the next tum.

3, T: Make torget player name o cord and tum over the top card of
his or her library. IE the ployer's guess matches the cord, it s placed
in his or her hand. Otherwise, it is put in the graveyard ond thot
ployer tokes 2 domoge.
ART R e
During your fum, oll your creatures gain +2/+0. During ol other
turns, ll your creatures get 0/-2.

U eeee AWg 4 1)
Counts as wall. 3: Give Wolking Wall +3/-1 ond enable it to ottack.
This ability may only be used once per tum. 0,/6. Wall cannot attock
the tums it comes under your control.

Counts as wall. Banding. 0,/4.

3, T: Give torget crenture fromple until end of tum.

Il eee AWe 2 1A
2,T: Give one of your creatures with power no greater thon 3 flying
until end of tum.

0: Sacifice a land to goin 2 life.

U eee RTp BB2 A
Flying. Opponent domaged by Abyssol Specter must discard o card of
! his or her choice. 2/3.
¢ Ashen Ghoul SC U eee RSy B3 A

Ashen Ghoul can attack the same tum it comes into play. B: Retum
Ashen Ghoul 1o ploy under your contral if there ore ot least three
wreatures above it in your groveyord. 3/1.

1 Brine Shaman SC ( ees (B B 1A

T: Saaifice o creature to give o creature +2/+2 unil end of tum.
1IU1: Sacifice 0 creature to counter o summon spell. 1/1.

Coee DB I
Soarfice o ceature 1o odd to your mana pool any combinafion of
black ond red mana equal to that creature’s casting cost.

IF target creature you control attacks and is not h1utked, you may
hove it deal no damage this tum. If you do so, defending player
must discard o card at random from his or her hond.

|} eees RGo Bl 1A
Bring o reature from uny groveyard into ploy an your side Iupped
and with +1/+1. Creature does not untap during its controller’s
untop phase. Its cun?iolllﬁsmw poy 1B fountop it

Durk Baishing ( ..M"k DTl.rlu[eE? A :
: t target block cea

: DkaRuir;,;Jgilgemenlure. [(I:pﬁn u[rgc"”. T ABURAME
i Add BBB to your mona pool.

Norm o cord and remove the fop six cords of your Ebrary from the :
qume If the next cord s the one you nomed, add it fo your hand. |
not, remove it from the gome ond continue doing this until the

D gﬂ\fvﬂui cord oppears. -

req i o

At lhlgI c:1d of combat, put o poralyzation counter on any nemm ,
blacked by or blocking Dread Wight and top it If the {I?Gm[?hu
poralyzation counter, it does nof untap during untop phose i
creature’s controller may poy 4 to remove 0 poralyzation cou
any time 3/4

Gangrenous Zombies  SC

R ses Mo 4 Wi
: Gaze of Pain

0 4 W

A Gravebind

Mo 3 W

: Hawl from Beyond
(v 0 I :

: lrequake SOR
R eess RGo 4 i

 Infernal Darkness ]

Rh 4 W

: creoture. c( ;

¢ Kieldoran Dea SC

Ues RGo 3 n o
: Knights of Stromgald ~ SC

U wese Wi 3 W

Kroviken Elementalist ~ SC

IRT U seee SE O o

© Lim-Dal's Cohort S ee
Ces  MOK BI I
- Lim-Ddl's Hex N
- Mind Ravel

© Mind Warp

oo RN B I
: Minion of Leshrac SC

3 n o
e ¢ - Minion of Tevesh Szat ~ SC

Fear EC C esse REm BB ABURSHIA
Only black or orfifact creatures may block torget cregture.

Flow of Maggots SC R eees RSp B2 1A
: (U: 1. May nat be blocked by nowall creatures. 2,/2.
¢ Foul Familior SC ( eee Mg B2 1A

Foul Familiar may not block. B: Sacifice 1 life to refum Foul Fomiliar
toits owner's hand. 3/1.

( ee= BSn BBI A
T: Sudifice to deol 1 domoge to each creoture and player.

Gangrenous Jombies deals 2 domage if you control ony snow-covered

swamps. 2/2.

SOR C ees  AMg Bl 1A
For each creature you control thot attacks and is not blocked, you
may choose to have it deol no damage to defending player this tum.

If you do so, it insteod deols domoge equal to ifs power o any torget
cregture.

INS R e Diy B 1A
Torget creature may not regenerate this turn. Drow o cord of the
beginning of the next tum.
Hecotomb EN R eeses Nih BBI 1A

Socrifice four creatures when Hecotomb comes into play. 0: Top o
swomp you control to have Hecatomb deal | domage to ony target.
T B3 l

I © Hoer Shade SC ( ees R

B: +1/+1 until end of tum. 1/2.

INS " eese NP0 BX AB.UR.AthIA
Torget areature gains +X/+0 until end of fum,

Hyolopterous lemure ~ SC U eee  RTh B4 1A
0: Gains flying ond -1,/-0 until end of tum. 4/3.

U eee REF BBI 1A

Destioy o lond. If it is o snow-covered land, lcequake does 1 domage

to the land's confroller.

R e Pfo BB2 1A
(U: B ond 1 life. Al mana-producing lands produce B instead of their
normal mana.

Infernal Denizen SC R oees DIy B7 1}
During your upkeep, you must sacrifice two swamps o Infernal
Denizen becomes tupped, and forget opponent may gain control of o
creature you control of his or her choice. T: Gain control of torget

( wees MBe B A
You must sacrifice o creature when Kjeldoron Deod comes info play

B: Regenerate. 3/1.

U seee [P0 BB 1A
Protection from white. BB: +1,/+0 until end of tum. B: First strike
until end of tum. 2/1.

U eee DSh BB 1A
2R: Give 0 creature +1/+0 until end of tum. UU: Give o ceature you
control flying until end of tum. Bury that creature ot the end of the
tum, 1/1.

© Krovikan Fefish B (e Hiu B2 A
: Torget creature gets +1/+1. Drow a card at the beginning of the

: next fum.

¢ Krovikan Vampire SC U ee= (QHo BB3 1A

If o creature dies during o tum in which Krovikan Vompire domoged
it, it is put into ploy under your control. Bury the creature i fkrovikon
Vompire leaves play or your control. 3/3.

" legionsof imDal  SC C se Ao BBI I
: Snow-covered swompwalk. 2,/3.
: Leshrac's Rite EC U ese R B 1A
Give torget cregture swampwalk.
Leshrac’s Sigil EN U eeee DIy BB

BB: Whenever an opponent successfully casts o green spell, look ot
that ployer's hand and discard a card from that hand of your choice
BB: Retum Leshrac’s Sigil to owner's hand.

DSh BB 1]

Creatures blocking or blacked by Lim-Dal's Cohort cannot regenerate

this tum. 2/3.

U eee [0y BI 1A

During your upkeep, Hex does 1 damage to all ployers. Eoch ployer

may poy B or 3 to prevent the domoge to himself or herself.

SR C o Me B2 I

Target player must discard o cord from his of her hond. Draw o tard

ot the beginning of the next tum

O0R U eee [Dg B3X 1A
Look ot a player's hand ond discard X cards of your choice from
that hand.

Mind Whip EC R ees Dlu BBZ A
During target creature’s confroller’s upkeep, Mind Whip does )
domage to that player if he or she does not pay 3. That creature 5
topped if Mind Whip deals domage in this way.

R eeee [Wi BBB4 )

Protection from bluck. During your upkeep, secrifice o creafure of

Minion of Leshinc does § domage to you and becomes fopped. T:

Destroy torget creature or lond. 5/5

R eesee By BBB4 1A

Pay BB during upkeep or take 2 domoge. T: Give torget creature

+3/-2 until end of tum. 4 /4

World INT Intesrupt SC Summon Creature (U Comolotive Upkeep

EL Enchont Lond EW Enchant s
EN' Enchantment INS Instont LAN Lond oy

(s} T O B E R I o 9 § 103

VY d2I Butxzayleb a2yj :o1bewW

s 22 A 1T d
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Nome Kind Roity Rofing  Afist Cost  Sets Found
Mole Worms SC U eese ]G B2 [T

T: Top o lond. As long os Mol2 Worms remain tapped, that land doss
not untop normally during its controller’s untap phose. You may
choase not to untop Mole Worms. 1/1.

Moor Fiend ( eee Mo B3 1A
Swompwalk. 3/3. :
Necropotence EN R e  Me BBB Az

Skip your drow phose. 0: Secrifice 1 life to set aside the tap cord of
your library. Add that card to your hond ot the beginning of your next
discord phose.

Norritt SC
T: Untop o blue areature, T: Opponent’s targat nonwall creature must
attock or be destroyed at end of fum. Ploy during opponent’s fum
before his or her attack. 1/1.

Oath of Lim-Dal EN R oee
For each point of domage you toke or fife you lose, sacrifice one of
;uur permanents ot discard a card from your hond, BB: Draw o (urd.m

Pestilence Rats SC C ee  JMe B2
* equals the number of other Rats in play. */3.
Pox SOR R eeee (B BBB 1A

Foch player saciifices 1/3 of their life; then they must discord 1/3 of

the cords in their hand; then they must socrifice 1/3 of their
areatures; finolly they must sacifice 1/3 of their lands. Round each
loss up.

Seizures { A (L
pay 3 or Seizures does 3 domage to him or her.

Songs of the Damned ~ INT (e
Add B ta your mana pool for every creature in your graveyard.

Soul Burn SOR ( ees RA B2
Do 1 domage to any target for each B or R spent obove the casfing
cost, Gain 1 life for each B spent in this woy. You cannot gain more
life from o ceature thon ifs current toughness and you cannot goin
mose life from o player than his or her total life

Soul Kiss EC
B: Suifice 1 life fo give weature +2,/+2 until end of tum. You may
spend no more thon BBB in this way each um.

Spoils of Evil INT
Add one colorless mana to your mano pool and gain 1 life for each
orfifact or creature in forget oppanent’s groveyard.

Spoils of War
Put X +1/+1 counter on any number of creqtutes, distibuted ony
way you choase. X is equal o the aumber of creatures and artifacts
in torgt opponent’s groveyord.

Stench of Evil SOR U eeee
Destroy all plains. Eoch player tokes 1 domege for each ploins he of
she loses this way. Each ployer may poy 2 for each 1 domage he or
she wishes to prevent.

Stromgold Cabal S R eeees ANy BBI 1A
T: Sacrifice 1 fife to counter o white spell. 2/2. :
Touth of Death SOR C e JMBe B? I

Touch of Death does 1 damage to any player and gives you 1 Ife.

Draw o cord ot the beginning of the next fum.
Withering Wisps U evee

B: Do 1 damage to each creature ond all ployers. You may not spend

more B than the number of snow-covered swamps you control.

D;asrray Withering Wisps if there are no creatures in play ot end

of tumn.

Arnjlal’s Ascent EN
CU: U. 1: Torget creature goins fiying unfil end of tum.
Balduvian Conjurer SC U ees  fTe U1 W
T: Tum o snow-covered land into 0 2,/2 creature unil end of tum,

( eoo

0/2

Balduvion Shaman S
T: Change the text of u white enchantment you control that doesn’t
have o cumulotive upkeep by switching one color word with another
Thot enchontment now has CU: 1.1/1

Binding Grasp EC U eeee Ry 13 1A
Pay 1 during upkeep or burv Binding Grasp. Gain control of target
creature, which gains L[F}H/S

Brainstorm [ esoo (Ry U I
Draw three cards, then put any two cords from your hand on top of
your library in any order

Breath of Dreams N U eee  PRg UU? 1]
(U: U. Green creatures require an additionol CU: 1

Clairvoyance ING ( oo KMo U [
Loak ot target player's hand. Draw o card ot the beginning of the ;
next tum

Counterspell INT ( eeeee [Wi UU ABURAMIA :

Counter target spell.

104 =N Q U E 5 T

[ soee NiRo B3 W

0sh 83 I

o 81 o
When torget reature becomes fapped, that aeature’s controller must £

Pe B |A§

( ooee N B2 - Wi
Roese Oty B2 Wi

SOR R eees PVe BX [
¢ ley Prison

MTe BB2 B

¢ llusionary W
Nth 881 A
¢ llusions of Grandeur ~ EN

oLt SAGE Krovikan Sorcerer SC
0Ty U0 L

© Magus of the Unseen  SC
(oo Qo U I

o Mystic Might [l Re
i CU: UY. 0: Top land Mystic Might enchants to give o creoture +2/42

- Myslic Remora N

: Target spell with one target now torges o legol torget of your chaice. :
¢ Dreams of the Dead EN U see HHu U3 1A

U1: Put o white or black creature from your graveyard into play os
though it were just summoned. Thot creature now has on additionol
CU: 2. 1f the areature leaves play, remove it from the game.

Tap target weature, lond, or ortifoct. Oraw o cord of the beginning of
the next tum.

During target creature’s controller’s upkeep, Errant Minion deals 2
domage fo him or her, He or she moy pay 1 for each domoge he or
she wishes to prevent from Errant Minion.

1

: Fssence Flare ([ eee RKF U

Torget creature gets +2/+0. Put a-0/-1 counter on the creature
during each of its controller’s upkesps.

: Force Vai INT U e Me U2 1A

i Counter mféqet spell unless its coster spends 1 extra colorless mona. &
Drowi a card ot the I:egmmng of the next fum.

¢ Glaciol Wall U eee  DWi U2 [

¢ Hydroblust INT ( eee Ko U A

Counter a red spell being cost or destroy a red permonent.
i lteBerg N U eee
Put X ice counters on Iceberg when it comes into ploy. 3: Put an ice
counter on leeberg. 0: Remove on ice counter to odd one colorless
mana fo your mana pocl.

Cumulative U

:v'a:;:dpruofﬁ‘ 3+ ihand prod
uce N uce

*, swamps m.lu:m ., mmmlaim

produge &, and I'oltlll produce @

EN R eee  AMa LU 1A
Place torget creature out of play. During your upkeep, destroy ley
Prisan. Any ployer may poy 3 to prevent this.

lllusionary Forces SC (e JHo U3 I
H Flying. CU: U. 4/4.
¢ lllusionary Presence SC R eee Kro UUT [

CU: U. During your upkeep, llusionory Presence gets the londwalk
ability of your choice until next tum, 2/2.
lllusionary Terrain EN U ees R LU A
CU: 2. All basic lands of one type are changed to basic lands of a
different ryre of your choice.
ol SC( wee
Flying, first stike. CU: U. 7/4.
R eee  (Ho U3 1A
CU: 2. Gain 20 life when Nlusions of Grandeur comes into ploy. If
llusions of Grandeur leaves play, you must sacrifice 20 life.

¢ Infuse s C's  Roo U2 n

Untup torget creature, lond, or artifact. Draw a card at the beginning
of the next tum.

([ eee
T: Discard a card from your hond and draw o cord. If you discorded o
blnck cord, draw two cords insteod, keeping ane and discording the
other. 1/1.

U1, T: Untap one of opponent’s ortifacts and gain control of it unfil
end of tum. If it is an rifact wreoture, it moy ottack ond you may
use any obilities thot require topping to activate. 1/1.

: Mesmeric Trance EN R eee DR UUI 1A

: CU: 1. U: Discard a cord from your hond to draw o cord :
: Mistfolk SC ( eee  (Ho UU I
3 U: Counter ony spell that targets Mistfolk. 1 /2.

* Musition SC R oeee  Qfy U2 I

CU: 1. T: Put o music counter on torget creature. Ouring thot
wreature’s controller’s upkeep, he or she pays 1 for eoch music
counter, or the creature is destroyed. 1/1

unfil end of fum

( oo
CU: 1. You may diow a cord whenever target opponent suceessfully
costs o noncreature spell. That player moy pay 4 to counter

this effect

Wi U1 i

titte U2 i
: Power Sink INT

Ray of Command INS

Ray of Erasure

Reality Twist I

e UUX Wi
;SeuSlsll SC U e RN U4 1A

Sleight of Mind

MPo U4 n

¢ Snowfall N C e

Pio U2 Wi

¢ Soul Barrier N U e
R eesce [y |] W

He U m

kMe U [
: Word of Undoing INS

Name Kind Rarity Rofing  Artist Cost Sets Found Name find Roity Rating  Artst Cost Sets Found
Desaigtion Descrpton
¢ Deflection INT R eesee jRg U3 1A Phantasmal Mount SC U esee Bz Ul 1A

Flying. T: Torget creature you control, which hos toughness less than
3, goins flying ond gets +1,/+1 unfil end of tum. IF either creature
leoves play before end uf(lum, bury the other. 1/1

© Polor Kraken R ees  [ATe UUUB 1A
: Tromple. CU: Sucrifice a lond. Comes into play tupped N/,
Porfent SOR C eees |Dg

You may look of the top three cards of one pTuyer s library. Either
shuffle that library or put the thiee cards back on top of the library in
any order. Draw o cord of the beginning of the next tum.

( eeee }iPp UX ABURAth,IA
Counter torget spell unless its coster spends X more mana. Torget
spell’s coster must spend oll available mana from lands ond maona
poal until X is paid.

[ weese filc U3 1A
Untap target creature controlled by oppanent and toke control of it
until end of tum. You con use that ceoture fo ottack or use abilifies

that require topping.
INS C e MRa U

Target player must toke the top cord of his or her library ond place |1
in his or her graveyard. Drow o cord ot the beginning Vrhe next fum.
Roee Ju UL 1A
CU: TUV. Instead of their normal mana, plains produce R, swomps
preduce G, mountains produce W, nnd forests produce B.

U: +1/+0 until end of turn. 2/3.

i Shylh SC R oees RIN US4 I
During your upkeep, you may chonge the calar of Shyft to any color
or combination of colors. 4/2.
Sibilant Spirit R essee RSy U5 A
Flying. When Sibilont Spitit attacks, defending player may diaw o
i crd. 5/6
¢ Silver Eme SC U eee  MBe U3 1)

Flying, trample. 2/2.

INT U eesee Kie U ABURAthIA

Change the text of o card being ployed or in play by switching one

color word with onother.

Snow Devil L oeee e N 1A

Target creature goins flying. As long as you control ony snow-covered

londs, that creature olso gains first strike whan blacking.

Pro U2 I}
CU: U. Islonds may produce an addition U when topped for mana.
Snow-covered islands may produce either on odditional UU or an
odditional U when topped for mono. This mana is vsoble only for
cmulotive upkeep.

Soldevi Machinist SCUee  JMe U 1A
T: Add 2 colorless mana to your mana pool. Use this mano for orfifact
activation costs only. 1/1.

Hite U2 1A

Target opponent takes 2 domage whenever he or she costs o

summan spell. That player may pay 2 fo prevent this domoge.

SC

© Thunder Wall U eee RIh LU I
: FI?mg U: +1,/+1 until end of tum. 0/2.
: Updraft NS U =ee Wi Ul 1A

Give target wreature flying unfil end of tum. Drow o card ot the
beginning of the next tum.

: Wind Spirit SC U eeee [Fo U4 1A
Flying. Wind Spirit connot be: blocked by less thon two crentures.

: 3/2.

: Winter's Chill NS R eee EBe UX IA

Destroy X attacking creatures ot the end of combat. X connot be
greater than the number of snow-covered londs you cantral. The
weatures” controller may pay 1 or 2 for each creature to prevent it
from being destroyed. l(unly 1 is poid, the creature deols and
teceives no domoge during combot

( esee (Ru U IA
Return torget creoture to the hond of its owner. Any white
enchontments you own on that creature go to your hand
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find Rorty Rafing  Adtist Cost Sets Found
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Descipfion

Kind Roity Rating  Adist Cost Sets Found

Wrath of Marit Lage EN R seee [MRo LU3 1A
Tap all red creatures when Wrath of Marit Lge comes into ploy. Red
creatures do not untap during their controller’s untop phase.

Zur's Weirding
All players ploy with cords in hond face up. Whenever o ployer diows
o card, any other Iﬂluyel may soarifice 2 Iife to force the drowing
ployer to discard that cord.

Zuran Enchanter SC

C eee DSh U] 1A
used during your tum. 1/1.

Zuron Spellcaster SC ( weee [Be U2 1A

T: Do 1 domage fo any target. 1/1.

Altar of Bone
Sacrfice o creature to choose one creature card from your librory and
add it to your hond. Reshuffle your librory ofterwords.

Centaur Archer SC U eee : further spelks. :
T: Deal 1 domage to target flying creature. 3/2. i Storm Spirit SC R eees PYe UGW3 A
Chromatic Armor EC R eeee Py UWI [

Put a sleight counter on Chromatic Armor when it comes into play ond
choase o color. All domage done to target creature by that clor is

reduced to 0. X: Put o sleight counter on Chromatic Armor and H ony farget. Artists: Nth & PMo :
change the color that it protects u%q'ms'f. X equals the number of < Wings of Aesthir EC U eeees (B LW I i
<leight counters an Chromatic Ambr. H Give torget creature flying, first stiike, and +1/+0.
Diabolic Vision U eses Ao BU I
Look at the top five cards of your library ond put one in your hond, ~ :
Put the ofher four on top of your fibrary in any order. : :
Farthlink fN R ee' RKF BGR3 1A ¢ Aurochs SC [ es=s KMe G3 [
Pay 2 during upkeep or bury Eorthlink, Whenever o creature is put Trample. Aurochs gain +1/+0 for each other Aurochs that attocks

iniu 139 groveyord from play, thot creature’s controller must socrifice

olond.

Flemental Augury N
3: Look at the top three cords of any player's ibrary and put them
back in any otder.

Essence Vortex
Bury forget creafure. Creature’s contraller moy counter Essence Vortex
by sacrficing life equal fo the creature’s toughness.

Fiery Justice SOR R ees  jiBe GRW 1A
Do 5 damage divided ony way you choose amang any number of
torges. Target opponent gains 5 life,

£ ® Mericke Ri Berit 5C

R ssses 0 U3 Wi
Monsoon

Mountain Titan
B2, T: Opponent must discard 1 card of his or her choice. Canonly be

SOR R eeee NBo GW .
182 GRI n

 Starmbin

R eses AWg BUR I

IS U s pK BUI I

R eee [Hy BUW A
Merieke does not untop during ifs controller’s untop phose. T: Gain
control of torget crenture. If Merieke Ri Berit lzoves play, leaves your
contiol, or becomes untopped, thot creature is buried. 1/1.

EN R eees Nih GR2 1A
IFan island is untapped ot the end of its controller’s tum, Monsoon
deals 1 domoge to that player and the island becomes topped.

SC R eees jiBs BR2 1A
RR1: For the rest of the tum, put 0 +1/+1 counter on Mountain
Titon whenever you successfully cast o black spell. 2/2.

Torget creoture gains +0,/+2 ond it connot be the target of

Fhving‘ T: Do 2 domoge to target creature. 3/3.
N R

2: Discord o cord at random from your hand to do 2 domage to

this tum. 2,/3.

covered londs. Flying ngncruras do not untap.

: Brown Ouphe ( eses DGe G A
G1, T: Counter an ortifact obility that requires on activafion cost. 1/1. :
¢ Chub Tood ( C e DGe G2

i Gains +2/+2 until end of tum when blocked or blocking. 1/1.

¢ Dire Wolves SC ( eee RS G2

R
., Enchantments on target
T e
say that no poser
mrr;:' moniting otz ﬁ;.,m.‘ =
ul

oo are fos

AT,

nd Hrublust, it's uI
‘its-chorms. Several

Ankh does 2 damage
10 anyone who puts
a new land into play.

Freyalise Supplicant SC

Freyalise’s Charm EN

Freyalise's Winds N

¢ Fyndhorn Pollen ]

: Giant Growth INS
eee  Mylti GRI I
i Gorilla Pack C o

i Johtull Wurm

A i Moddening Wind

¢ Hoture's Lore

¢ Snowblind

U e Mulii G 1A
T: Sadifice o red or white creature to deal domoge equal to helf the
creature’s power, roundad down, to ony torget. 1/1.
Arists: LDo & DSh
U see  MOK GG 1A
G6: Draw o card when any opponent successfully costs a black spell
GG: Retum Freyolise's Charm fo your hond.

R eee  Mle GG2 1A
Put 0 wind counter on ony permanent whenever it becomes tupped.
Permanants with wind counters do not untap. Insteod, remove oll

: Redamation R wee  DWi GW2 A i wind counters on those permanents.
; No black aeature moy attack unless its confroller soarifice o lond ¢ Fyndhorn Brownie SC ( ees R G2 1A
H when that creature attocks. G2, T: Untop o creature. 1/1.
i ® Skeleton Ship R sesse fulti BU3 [A ¢ Fyndhorn Elder (U eees (Ry G2 1A
i Bury immediotely if contraller hos no islonds in ploy. T: Puta-1/41 ¢ T:Add GG to your mana poal. 1/1.

counter on o areature. 0/3. Attists: AWe & TWa : Fyndhorn Elves SC ( eese JHy G 1A
: Spectral Shield EC U weee HOK UW] W i T:-AddG toyour mona pool. 1/1.

R eee PRy (2 1A

CU: 1. All creatures get -1,/-0. G1: All creatures get -1,/-1 until end
of tum.
( eeee |Wi G ABURAIA
Target creature gains +3/+3 until end of tum,

¢ AWa G2 1A
Connot attack unless opponent has forests in play. Bury Gorillo Pack
immediately if you control no forests. 3/3.

: Hot Springs L R eee N Gl "

0: Top lond Hot Springs enchants to prevent 1 domage fo
any torget.

¢ Hurricane SOR U wese (B GX ABURA4MIA
Do X damage to all fiying creatures ond players.
SC U eee DGz G5 1A

Iohtull Wurm gets -2,/+1 for each reature ossigned to black it beyond

© Balduvian Bears SC C wes QHo GI Wi thefist 6/6.

2/2. ¢ Juniper Order Druid SC C oeee IMe GZ 1A
¢ Blizard N R e MM GG Wi T: Untap o land of your choice of the speed of an intermupt. 1/1.
i CU: 2. You cannot cast Blizzard if you do not control any snow ¢ Lhurgoyf SC R eees PVe (G2

* equals the totol number of creatures in oll groveyords. ™ /*+1.
Lure EN U eeeee Pio GG1 ABLUR4thIA
Al creatures thot can block target creature must do so.

EC U eee DWi G2 1A

(U: G. During torget creature’s controller’s upkeep, Maddening Wind

does 2 domage to that ployer.
SOR U eee REm G 1A

Search your ibrary for one forest and put it in ploy. This does

ot count against your normal lands-playd limit. Reshuffle your

library oftenwords
Pale Bears SC R ees AW G2 A
i : Islondwalk. 2/2.
¢ Pygmy Allosaurus SC R ees Mo G2 1)
Swampwalk. 2/2.
Pyknite (e EBe G2 1A
i Drow a cord at the beginning of the next fum. 1/1.
i Regeneration EC~ C eee JHo GI ABURAtIA
: G: Torget creature regenerofes.
¢ Rime Dryod SC ( ees HHu G 1A
i Snow-covered forestwalk. 1/2.
: Ritual of Subdual R eee JHo GG4 A
: CU: 2. All monoproducing lands produce colorless mana instead of
: their normol mana.
| ¢ Scaled Wurm S ( ees DGe G7 A
¥ ?{6.
¢ Shaml IingS!riderI i FSC ‘ /CS eee  DSh G664 1A
H - +1 /-1 unti fum. :
GR: +1/-1 until end o E(m e - i

Torget creature gets /. * equals the aumber of snow-overed .
lands the defenﬁa controls when the aeature atfocks, Otherwise,
equals the numbe of snow-covered londs the creature’s controller

- ) : ‘s toughness cannot be reduced below 1 this woy.
" nt INS U ese n o Gains banding if you control any plains. 2/2. S!umtm: Creature’s toug e e T
F"e{qwgllenﬂﬂldBUlixlfﬂmﬂge dvided o : Farthlore fl. { s Ay G I A!lun‘mldngcremuzesgelrmmpleund+1/—0umi!endnirum.
fire L0 iber of foigel eahres whee ;l]kuvvﬂUthUSE Umﬂ'}‘l 0: Top torget land to give torget blocking creature +1/+2 untlend © gy e Growth <Op R eese N GG3 A
r!“vﬂuusllﬂiﬁfe- B T 7 Torget player must choose three cards from bis o her hond ond put
Ife yo adlands N R eee no Flder Druid SC R eesee RKF 3 A them on top of his library in any order.
F?uuded“‘""ﬂ'._"ﬂ“umﬂmG"u{kwre“‘|s KFo BUZ H 63, T: Top or untop one creature, lond, or ortifoct. 2,/2. © Torpon S ( eee  MOKG
Noglﬁim creafure oMtaks. " conhlle soces lond & pn Filler SOR C eeee BEm GOl Wi oy goin 1 Ife i Tarpan goes to the groveyard fram play. 1/1.
when ! i wss. 3 . Destroy all enchantments or destioy oll enchantments that are ¢ Thermokarst OR U eee KMe GGl
- 2 3 e 0 deto 0 lan ng S : n ol : Destoy target lond. You gain 1 Hfe if that land i snowe-overed.
Slwflr;me R sense Ry B3 i | e LR L0 W% Thoughtleech Bl U eses He GG n
! PG ture +3/+0 and 1 i : o ‘
et R ol T TS B T e
of domER " Spider  SC © G141 /40 unilend of tum. 2/5. Atists: Nt & By R it d RR to your mana pool, R Sacrfice Tinder
Giant Tr0F p{g;:m%ﬂll Door Sﬂiderlénd.r L h'll‘h  Forbidden Lore EL R esse (By G? I El:'](Ilr[[;;edllZ‘dfftu::'gg;?ougmgelue:tmeilh!u(ks. 0/3.
m'kﬁﬁgvauura temoved from th ng;rem%rj;ymgneumewl“‘s E O:EDJpllund lemzunltem FIRKIER1of5T0 e Tt ot  Touch Si Vitae NS~ U wee Wi ta
i A e el TR : 1 dditional time this tum. That creoture
Glaciers - yains become plins, Boesee il owz lh  Forgotten Lore SOR U eees Hic G o Tu;ge[;t:;ggicurs‘:angh?l?ﬁuaf:]eﬂqgiﬁ';!] the T symbol this fum. Diaw o
‘muubinh SOR U oee, W Have an oppanent choose o card from your graveyard. You may poy m'}'m the beginning of the next fum.
Hymnnfﬂe eature from any groveygr * RKF GW3 fof: 6 to have the oppanent choose onother cord that he or she has nt |;|m s NS R eeee 1 GG? 1A
Ukenﬂml os it e jos SU‘” ond putit direcly into play UPCE! 5 qleady chosen. Put the lost card chosen into yout hand. : Traiblozer vute oy it be blocked this fum
Joofo S U gy gy e e I o Beh S U see Wi 63 "
Kjeldore blocking o blacked by frgdorn £t ot ;- Untop torget aitacking creature. Creoture neither deals nor receives being blocked by target creature are
aeofu® tked by Kieldg tis destioyed i i gk Al creatures blocking or being blo g
ﬁfrmd of combot. 2/4. e busest e ﬂi:;ﬂfﬂfndun“g combal i tum. D o cora he beginning of the destroyed ofter combot
oo psticed/B ﬁ‘ Atiogt fC e Coove B E:E:;::n\::? EW Enchont ol INT Intermpt SC Summon Gootre (U Comelote Ukeep
7 ,\,ﬁfndc"’““’m Enchan Arifget £ - Enchont Enchontment INS Instont AN Lond SOR Sorcery
O c T OGBER ] 9 9 § 105
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THE GATHERING

M A GIC:

ICE AGE GREEN/RED/WHITE/LANDS

Name Kind Rority Rofing  Aist Cost Sets Found Nome Kind Rority Rofing ~ Aist Cost Sefs Found
Description Desaription
¢ Glociol Crevasses EN R e MRo R2 1A U eee  QHo RR 1A

0: Sacrifice o snow-covered mountain to have no creatures deal
H domage in combat this tumn.
¢ Goblin Mutant SC U e
: Tromple. Goblin Mutant cannat attack if apponent cantrols an
untopped crecture with power greater than 2. Goblin Mutant cannot
£ black o creature of power greater then 2. 5/3
- Goblin Sappers SC ( oee
£ RR, T: Target creature you control cannot be blocked this um. That
creature and Goblin Soppers ore destroyed ofter combat. RRRR, T:
Target creature you contral cannat be blocked this tum. That creature
is destroyed after combat. 1/1.

8 S CRUS R TR I
Nome find Roity Rafing  Afist Cost Sets Found
Destripfion
Wall of Pine Needles ~ SC U eee  BSn G3 1A
G: Regenerate. 3/3. :
Whiteout INS U eees }ith (I I

Al flying creatures lase fiying unfil end of tum. If Whiteout is in your
graveyard, you may sacrifice o snow-covered land to retumn it to
your hand.

Wiitigo SC
Put six +1/+1 counters an Wiitigo when it comes into play. During
your upkeep, put 0 +1//+] countes on Wiigo if it has been blocked
o hos blocked since your lost upkeep. Otherwise, remove g +1/+1
counter from Wiitigo. U/ 0.

Wild Growth
Whenéver torget lond is Tupped for mana, Wild Growth provides an
extio 6.

Woally Mammoths SC
Gains tromple if you control any snow-covered londs. 3/2.

Voolly Spider
Doesn't fly, but con block flying creatures. Woolly Spider gets
<0/+2 until end of tum if it blocks o flying weature. 2/3.

Yavimaya Gnats SC
Flying. G: Regenerate. 0,/1.

R ees

[ eee

Aggression £
Target non-wall creatures gains first strike and tromple. Destray thot
weature ot the end of any turn in which it did not ottack.

Anorchy SOR U eesse Pip RR2 I

Destroy oll white permanents
Avalanche

Destroy X snow-covered lands.
Bolduvion Burbarions ~ SC ( ee

3/1.

Balduvian Hydra SC R weee
Put X +1/+0 counters on Balduvian Hydra when it comes into play.
0: Remove a +1,/+0 counter to prevent 1 domage to Bolduvion
Hydro. RRR: Put 0 +1/+0 counter on Balduvian Hydra during your
upkeep. 0/1.

Barbarian Guides SC ( eee
R2, T: Give torget creature o snow-covered landwalk ability of your
thaice until end of tun. Return that creature to ifs owner's hond of
end of tum. 1/2.

Battle Frenzy NS ( eee BSn R2 |
All your green creatures gain +1/+1 unfil end of tum. All your other
creatures gain +1/+0 until end of tum.

Bone Shoman SC (e
B: Creatures domaged by Bone Shaman this tum cannot regenerote.

Brand of IIl Omen EC
(U: R. Target creature’s contraller moy not cost summon spells.

Chaos Lord R oo
First strike. Chaos Lord con attock the first fime it comes into play on
0 side, but nat the first time it comes into play. Count the number of
permanents during your upkeep. If it is even, target oppanent gains
control of Choas Lord. 7/7.

Choos Moon EN
Count the number of petmanents during each upkeep. IFit is odd, oll
red treotutes ?uin +1/+1 and all mountains produce on oddifioncl R

R eee

when topped for mana. If it is even, oll red creotures gt -1/-1 and

oll mountains preduce colorless mano. '
Conquer Ul eeeee PGy RR3 1.

Take control of target lond. :
Curse of Marit Lage EN R eeee AWa RR3 A

Top ol islends when Curse of Marit Lage comes into play. Islands do
not untap during their controller’s untap phase

Dwiarven Armory EN
2: Sacrfice o lond to put o +2/+2 counter on a creature. You may
only use this obility during your upkeep.

Errantry EC C ooe Wi R i
Target creature gets +3,/+0. No ofher creatures con attack this tum if

forget creature attacks

F|umeSp1r|! SC Uwee JHo R4 I
R: +1/+0 until end of tum. 2/3
Flore INS ( oo Dly RZ 1A

Flare does 1 domage to any target. Draw o cord ot the beginning of
the next tuin

Game of Chaos SOR R eee DTy RRR 1A
Choose torget ployer ond flip o coin. If you win, you gain | life and
that apponent fokes 1 domage. Otherwise, you lose 1 life ond thot
oppanent qains 1 fife. The winner decides whether to confinue. The
staokes double each round

Goblin Ski Patrol SC (e

Goblin Snowman

MBe G663 i :

MRo G ABURAMIA

C eee DRt GGI W
{ wees DGe GGl I

U ewes D G2 Wi
U sees REm R2 I

SOR U ees  BSo RRZK i
MPo RR1 h

HBe RRX W R—
: Grizzled Wolverine SC Coes (B RRI 1A

RTh R2 I

Aba RR2 i

: Karplusan Yeti
R eee PRAI R3 i :

8Sn RER4 n j
: Lavo Burst

© o Marton Stromgald ~ SC
Diu R3 A

R eeeo PRI RR? Ik

- Orcish Farmer

MPo RI W
R1: Gains fiying and +2/+0. You may only use this ability once ond -
only if you contral snow-covered mountains. Bury Gablin Ski Patrol ot
end of tum in which this ability is used. 1/1. H

(U eee [0Ge R3 W :
Goblin Snowman neither receives nor deals domoge in combot when
blocking. T: Gablin Snowman deals | domage to the ceature it
blocks. 1/1.

i Orcish Heoler SC

DGe RR2 W
¢ Orcish Librarion

e R I
Orcish Lumberjack SC

Orcish Squatters

: Pyroblast INT

RR, T: Target creature moy not regenerote this tum. RBB, T:
Regenerate forget black or green crenture. RGG, T: Regenerate taiget
black or green creature. 1/1.

R eees PRy Rl 1A
R, T: Take the top eight cards of your library ond randomly remove
four fram the gome. Put the remaining four in any order on top of

Luurlibmry. 1/1.
( eeos Df R 1A

T: Saaifice o forest to edd thiee meno to your mana pool. This mana
can be ony combinotion of green ond red mono. 1/1.

R eese PP R4 1A
If Orcish Squatters attocks and is not blocked, you may gain control
of a land controlled by the defending player. if you do so, Orcish
Squotters deal no domage this tum. 2/3.

* Panic NS C e MK R A

Torget areoture may nor block this tun. Draw o card ot the beginning
of the next tum.

[ eeeee ffg R 1A
Counter target blue spell or destroy target blue permanent.

Animace Wall

inchant Wall

{

I “Turget wall can now attack.
Target wall’s power and
toughness are unchanged

by this enchantment,

even if its power is 0.

Iilus, O I;vln Fruier ¥

couldn tresist it Get these
 two cards together and you'll
(2 have one-of-the‘most potent

_ offackin forces. mong

R:+2/+0 until end of tum. You may only use this ability when o
creature blocks Grizzled Wolverine ond only once each tum. 2/2.

. Imposing Visage EC ( e Pfp R I
: Torget creature cannot be blocked by less than 2 creatures.
¢ Incinernte NS ( eeee Jpg R] i
Do 3 damage to any torget. Creatures domaged by Incinerate may
] not regenerate.
A ¢ Jokulhoups SOR R weeses RTh RR4 1A
: Bury oll artifacts, creatures, and lands.
¢ Karpluson Giant SC U eess [Ge R4 1A

0: Top o snow-covered land you control to give Karplusan Giont
+1/+1 until end of tum. 3/3.
(R esee (Ho RR3 I :
T: Korplusan Yefi does damage equal fo its pawer to farget ceature.
gur%eﬁ crentute does domage equal ta its power o Karpluson Yeti.

SOR ( eese TWG RX [
Do X damoge to any torget. If the torget is o creature, effects that
prevent o redirect domage cannot be used fo protect that ceature.
R eeess )Py RR? "
If Marton Stromgold attacks, all other attacking creatures gain
+*/+" until end of tum, where * equals the number of other
attacking creotures, If Marton blocks, oll other blocking creatures goin
+*/+" until end of tumn. 1/1

- Melee INS U eess D R4 W

Cost on your tumn during combat, but before defense is chosen.
Choose how your attacking aeatures ore blocked. After declaring
blockers, untap any unblocked ottacking creoture. Treat those

weatures as if they had not ottacked.

* Melting EN U ee  RGo R3 1A
Al snow-covered londs tum into non-snow-covered londs of the
some type.

* Meteor Shower SOR ( eees REm RXX 1A

Meteor Shower does X+1 domage divided any way you choose to
any number of torgets.

. Mountain Goa! ( eee (B R I
: Mountainwalk. 1/1.
© Mudslide N R ee  BSn R2 1A

Nonflying creatures do not untop unless their controller pays 2 for

coch creature he or she wishes to untap.

Orcish Connoneers SC U eee DFr RRI 1)
T: Does 2 domage to any target and 3 domoge to you. 1/3

Orcish Conscripts SC (e DSh R 1A

Cannot attack unless ot least two other vreatures attack. Connot
block unless ot leost two other creatures block. 2,/2

( eea [Ifr BRI A
T: Tum torget lond into @ swomp until its controller’s next untop
phose. 2/2

: Pyrodosm

© Sabretooth Tiger SO ( wee

© Arclic Foxes SC (e

- Armar of Faith

SOR U eses Pig RI A
Do 2 damage to each creature.

MBe R2 1A
First strike. 2/1.

¢ Shatter INS  ( eses BWo RI ABURAthIA
Destioy torget artifuct.

: Stone Rain SOR ( eee  [Fo RZ ABURA4thIA

: Destroy ony one lond.

¢ Stone Spirit U eee Mo R4 1A

i Stane Spirit cannot be hlutked bv flying creatures. 4 /3

¢ Stonehands ese 1A

: Target creature gains +0/+2 R Gmns +1/+0 unhl end of tum.

¢ Tor Giant (= 0Sh R3 1A
/3.

¢ Total War EN R eee  Oly R3 1A

Whenever ony player declores on attock, destroy all untapped non
wall creatures that don’t ottock. Creatures that the player did not
control at the beginning of the tum are not affected by Tatal War.

i Verligo INS U eee DIy R 1A
: Do 2 domage fo torget flying creature, which loses flying until end

: of fum.

¢ Wall of Lava SC U eee Ve BRI 1A
: R: +1/+1 until end of tum. 1/3.

¢ Word of Blusting INS U ees kMg RI A

Bury torget wall. Word of Blosting does X domoge fo the wall’s
controller, where X equals the costing cost of the wall.

INVEITE

= Adarkor Unicorn 5C

( eee  QHo WWI A
T: Add either U or U and 1 to your mono pool. This mano con only be
used for cumulotive upkeep. 2/2.

MPo W1 1A
If defender cantiols any snaw-covered londs, Arctic Foxes moy not be
blocked by any creotuie with power greater than 1.1/,

Arenson's Aura N ( ee N W2 1A
W: Sociifice an enchontment to destroy onother enchontment. 30U
Counter an enchontment as it is being cost.

( eeo Ao W A
Torget crenture guins ‘1/41 W +0/+1.
Battle Cry U eee  [Sh W2 1A

Untop oll your white cleuluras Al creatures thot block this tum get
+0/+1 until end of tum
Black Scarah f Kfo W 1A
Torget creature gets +2,/+2 os long as any other player hos any
black cards. Targe! creature cannot be blocked by block creatures
Blessed Wine NS ee  Kfo WI A
Goin 1 life. Drow a card at the beginning of the next tum.

|| eeo




Nome Kind Roity Rating At Cost Sets Found Name Kind Rorty Rafing  Atist Cost Sets Found Naome Kind Rorty Roting  Adtist Cost Sets Found
Desuripion Destrgtion Descrpon

Blinking Spirit SC R eeeee [Ifi W3 IA ¢ Kieldoran Skycaptain ~ SC U eeee JiPo W4 A lee Floe N U e Mg A
0: Blinking Spirt retuns to its owner’s hand. 2/2. : Flying, bonding, first strike. 2/2. H You may choose not to untop lce Floz. T: Top torgat nonlying

Blue Scarab EC U eee  AWe W I& ¢ Kieldoran Skyknight ~ SC  ( eeee fiPg W2 W : urenture that ottacks you, That creature does not untop os long os lce
Torget creoture gets +2/+2 as long as any other player has any blue - Flying, bonding, first strike. 1/1. : Flog is topped.
cards. Torget creature cannot be blocked by blue creotures. : Kieldoran Warrior SC ( eee  MPo W A % Island N (— Mo AB,UR 4th A

Call to Arms EN R eeee RGo W] I : Banding. 1/1. : T: Add U to your mana poal.
Chaose a color. As long os forget oppanent controls more cards of : Lightning B?uw INS R eee  Hic WI A Karplusan Forest AN R eee Nl A

that color than of any other, all white creatures get +1/+1. Bury Call

ta Ams if ot ony time that opponent does not contral more cards of
thot color thon any other color.

Caribou Runge
VWV Top land Caribou Ronge enchants to put o Caribou token info
play. Treat this token as o 0/1 white weature. 0: Saedfice o Caribou
token to goin 1 lfe.

Gircle of Protection: Black EN
1: Prevent oll domage to you from one black source.

Circle of Protection: Blue EN  ( eee
1: Prevent oll domage to you from on blue source.

Cirdle of Prolection: Green EN -~ ( see
1: Prevent oll domage to you from ene green source.

Cirde of Protection: Red  EN
1: Prevent ll damoge to you from one red source.

Gircle of Profection: White EN ~ C ees  SEy W1 ABUR4th A
1: Prevent all domoge fo you from ane white source.

Cold Snap U e PG W2 A
CU: 2. During each ployer's upkeep, Cold Snop does 1 domoge to
thot player for eoch snow-covered land he or she controls.

Cooperation EC ( eee PR W2 A
Target wreature gains banding.

Death Ward IS
Regenerates target creature.

isenchant | ( eeoee fSy W] ABURAthJA

Destroy torget enchontment or arffoct.

rought EN U eoeee Nifh W12 1A

During yaur upkeep, pay WW or destroy Drought. In orde to cost o

spell ﬁmi os B os part of its casfing cost or use on obility that
tequites B, the player must sacrifice o swamp for each B in the spell
or effect.

Elvish Healer SC REm W2 1A
T: Prevent 1 domage to any forget or up to 2 domoge to o green
ueoture. 1/2.

Enduring Renewal N
Play with your hand face up. If yau o drow o creature from your
librory, discord it. Whenever a creature goes to your graveyard from
play, retum it to your hond.

Energy Storm N R eeee Sfy
CU: 1. Damage done by instants, interrupts, and sorceries is reduced
to 0. Flying creatures do not untap during their controller's
unfap phose.

ormation NS R ee KM W1 1A
Give forget creature bunding uniil end of tum. Diow o card ot the
beginning of the next fum.

Fyloja i
Put four healing counters on Fylgjo when it comes into ploy. 0:

( oo

Hide W AB,UR4th A

[ ees

Remove o healing counter fo prevent | domage to the creoture Fylgio

enchants. 2W: Put o healing counter on Fylgia.

* General Jarkeld SO R ees w
T: Exchonge two blocking creatures without creofing on llegal block.
1

2.

Green Scargh EC U wee
Torget areoture gets +2/+2 os long os ony other ployer has any
qreen cords. Torget creature cannot be blocked by areen creatures.

Halloweg Ground U ee DSh W1 1A

VWW- Retum a nonsnow-covered land you control to its owner's hand.

Heal IS C e fTe W
Prevent 1 domage fo any target. Draw o cord of the beginning of the
- hexttum.
Hipparion SC U ese DWW [

Hipparion cannat block creatures with power 3 or greater unless you
poy an additional 1. 1/3.
Justice ]
Pay WW duiing your upkeep or destroy Justice. Whenever a red spell
or areature deals damage, lustice deals on equal omount of domage
1o the controller of that creature or spel,

Kelsinkg Ranger Lo P W A
W1 Ong green creature guins first stiike unil end of tum. 1,/1
Kieldoran Elite Guard U eee  [MBe W3 1A

T: Giv forge EOUE +2/+2 until end of tum. Bury Kieldoran Elite
Guarg if that reature leoves play this tum. 2/2,

Kieldargn Guard ( (e AWo W) 1A
T: Give lorge! regture +1/¢1 unll end of tum. If that creature
leaves play, buy Kjeldeon Guard. Use orly when ottack or defense is
announced, ond only i defending ployer controls no snow-covered

 longs, 11,

K|e|d.,f.,,§,('n/igh, S0 R eess RSy WW I
Bunding, W1: +1/+0 until end of fum. WW- +0/+2 untl end of

L fum 171

K|a|dmgnpﬁn|m SC R oeee RKF WS Ih
First stike, banding. 2/5

Kiekdyrronke MO/t g wmen i W3 "

or ar
T gzdﬁzﬂl ;?:jjﬂmuge done fo you by unblocked creatures this tumn

10 Kigldoran Royal Guard insteqd. 7/5

ART Artifoct

A Restricted/Banned
A Enchant Artifoct

Atifact Creature

¢ Lost Or
R sses RIp W2 W

C eses SEv W1 ABURAINA

Ple Wi ABURAA
: Order of the White Shield SC
St W1 ABURAthIA :

( eese Pl W1 ABURAMIA |

R esees Hitc WIWZ A :

Wl B, §
¢ Prismatic Ward 8

© Rl

( soee B A

RTh w3 1
© Seroph

Nle W A

© Swords fo Plowshares

U ewsee BTy W2 B
: White Scarab

- Morkor

EC Enchont Creature
FE - Enchont Enchontment

Give torget creatute first shike until end of tumn. Drow o cord ot the
beginning of the next tum.
ﬂer of Jarkeld  SC ARy WW2 1A
* equols the number of cregtures confrolled by torget oppenent.
141+,

R eee

: Mercenaries SC Re (Br

: If Mercenaries damoges o player, that ployer may pay 3 to prevent
that domage. 3‘!/3.

i Order of the Socred Torch SC R wesee RIp WW] 1A

T: Sacrifice 1 life o counter a black spell. 2/2.

Protection from black. WW: +1/+0 untl end of tum. W: First Strike
until end of tum, 2/1.

( ees |1

Choose o color when Prismotic Ward comes into play. All domage

dealt fo target creature by sources of that color is reduced o 0.
INS

y Coe  HHo VW W
: Al blocking creatures goin +1/+1 until end of turn. :
: Red Scarab EC U eee SEv W (1

Torget aeature gefs +2/+2 as long os any other player has any red
cards. Torget creature cannot be blocked by red creatures.
Sacred Boon IN
Negate up fo 3 domage dealt to torget creature. At end of tum put o
+0/+1 counter on thot creature for each domage negoted.
SC

Flying. If o creature dies during o tum in which Seraph damaged i, it
is put into ploy under your control. Bury the creature if Seraph leaves
ploy or your control. 4/4,

C

* Shield Bearer (ee DRt W i
Bnndmg. 0/3. :
Snow Houn SC U ees  Plg W2 W

1, T: Retum Snow Hound ond target blue or green reature you

contral to their owner's hond, 1 /1.

INS

Remove ?Gi?el creature from game. Creature’s controller gains fife
points equal to the creature’s power.

Warning IS C =
Target attacking creoture does no domoge in combat this tum.

(

Torget creature gets +2/+2 o5 long as any ather ployer hos ony
white cards. Target creature cannot be blocked by white creatures.

Wastes AN R eee
T: Add 1 to your mono pool. T: Add U to your mono pool and toke 1
damage. T: Add W to your mana poal and toke 1 damage
Brushland AN R eee
T: Add 1 to your mana pool. T: Add G to your mana paol ond take 1
domage. T: Add W to your mona pool and toke | damoge.
Forest AN Pho AB,UR 4th A
T- Add 6 to your mono pool
Glacial Chasm AN U ee Do A
(U: 2 ite. Sacrifice o land when Glacial Chasm comes into play. You
may not ottack. All domage done to you is reduced to 0
Halls of Mist LN R esee 1Py 1A
CU: 1. No creature may attack if it attocked during its controller’s
last tum

w3 W

U esee Rip WW W

W A :

U eess JiRg W1 I i

R wsews (R 15 b :

U sesee (Fo W ABURAHI

Pito W e

e i 1 Timberline Ridge

MRo A Underground River

i R el LN

: T: Add 1 ta your mana pool. T: Add R to your mana pool ond take 1
i domoge. T: Add G to your mana pool end toke 1 domage.

¢ lond Cap R eeee [

If there are un?r qepleriun counters on Lond Cap, it does not untap.
Remove o deplefion counter from Land Cop at the end of your

upkeep. T: Add U 1o your mang pool ond put o depletion counter on

: Lond Cop. T: Add W to your mang pool ond put o depletion counter

: on Lond Cop.

: Lava Tubes LN R eses BWg 1A

If thete ore ony depletion counters on Lova Tubes, it does not untgp.

Remove ¢ depletion counter from Lova Tubes ot the end of your

Ep‘keelpih I Adfi B to your mang paol gnd put o depletion counter on
ava Tubes. T: Add R to your mong pool and put o depletion counter

BLOODMOON

on Lova Tubes.

© Mounlain W C— TWa  ABURAMIA
: T: Add R to your mana ool

Plains UN ¢ — (R ABURAHM
T: Add W to your mana pool.

River Delta UN R eeess Sy 1A

If there are ony depletion counters on River Delta, it does nat untop.
Remove o depletion counter from River Delta ot the end of your
upkeep. T: Add B fo your mona pool and put o deplefion counter on
River Delto. T Add U to your mano pool and put a depletion counter
on River Delfo.

Snow-Covered Forest AN U —  Plo A
: T: Add 6 to your mana pool.
© Snow-Covered Islond LN U —  AMo 1A
: T: Add U to your mona pool
¢ Snow-Covered Mountoin LN U — Wi 1A
T: Add R to your mana pool.
Snow-Covered Plains ~ UN U —  (Ru 1A
; T: Add W to your mana pool.
- Snow-Covered Swomp AN U —  DSh 1A
T: Add B to your mana pool
* Sulfurous Springs AN R ees Pfg 1A

T: Add 1 to your mana pool. T: Add B to your mana pool ond toke |
domoge. T: Add R to your mano pool ond toke 1 damage.

womp LAN — DSh ABUR&th 1A
T: Add B to your mana pool.
LAN R eeee |)a 1A

If there are ony depletion counters on Timberline Ridge, it does not
untap. Remove a depletion counter from Timberline Ridge of the end
of your upkeep. T: Add G to your mana paol ond put o depletion
counter on Timberline Ridge. T: Add R fo your mono pool ond put o
depletion counter on Timberling Ridge.

N R eeo kith 1A
T: Add 1 1o your mana pool. T: Add B to your mana pool ond toke 1
damoge. T: Add U to yout mana poal and toke 1 domoge

R eesoe B\Wg 1A
If there ore any depletion counters on Veldt, it does not unfap.
Remove a depletion counter from Veldt at the end of your upkeep. T
Add G to your mana pool and put o depletion counter on Veldt, T Add
W 10 your mano pool and put a depletion counter on Veldt

EL Enchont Lond EW Enchant World INT Interrupt SC Summon Creature (U Cumolative Upkesp
EN Enchon INS Instant LAN Lood SOR Sarcery
O CcCT O B8 E R 1 9 9 § 107
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CHARACTERS

Name Rarity  Artist Cost  Resource  Body :
Subfitle. Description
$10,000 Man U Df hd h

Jury-Rigged Cyborg. Toughness: 1. Cannot tum to heal.

Abysmal Daughter R Kfo EEmd  E 1

Vampiric Demon. Unique. Do 1 domoge to ony site whenever o
charocter is smoked.

Abysmal Horror C M Em3 3 4

Demon. Regenerotes.

Abysmal Spirit U B B 2

Ghast Assassin. Assassinate.
Adrienne Hart R KMe
Pledged Martil Artist. Un:que States connot be played nn Adrienne,
Alpha Beast e 2 2
Early Model Ahnmmunun
Arcanotechnician U AMo A2 Amh 1
Buro Scientist. Tum Arconotechnician ond toost o choracter in your
smaked pile to retum any cord in your smoked pile fo your hand.
Arcanowave Researcher U DGe F1 Fmh
Scientist. Turn fo force-torget ployer to discord o cord of random from
his or her hond.

Average Joe 0h 3 0 2 Ghostly Seducer R SA Emé Em 1

Blue-Collor Hero, Tnughness 1.

Battlechimp Potemkin RKF I’} Ih 5

Subversive Leader, Umque Tum to untum any number of Jammer
charocters whose combined play cast does not exceed 4.

Big Brather Tsien R EBe 2 E 2

Demon Hood. Unique. Pay 1 Power to give Big Brother Tsien +3

Fighting until end of tum. You may only use this obility once pet tum, =
] [

Big Bruiser u RKF
Kicker of Butts. Gus. Toughness: 1.

Brain Eater U DGe FH4 f 3

Abomination. Ambush.

Buro Assassin C  HHy f3 F 2

Covert Operator. Ambush.
Buro Officiol U DSh A2 A 1

Vile Bureoutrat. Turn to give o character with o play cost of no greater

than 3 Ambush until end of tum.

Cabinet Minister A Al A ]
Pledged Polifician. Tum and maintin to control or concel target Edge.
If torget Edge leaves play while under your control, Cobinet Minister
is smoked.

Capoeira Moster R MPo oo D 5

Martial Artist. Does +3 dumuge when intercepting.
Chin Ken
Kung Fu Master. Umque Goins the abilities of each character he is in
combat with unfil combat with that character is resolved.
Chinese Doctor C AR DI D ]
Wise Physician. Tum to heal farget caracter.

Chromosome Screamer U AWo hd ] 4

Escaped Abomination. Guts. +2 domoage against Architects of the
Flesh chorocters and sites.

Church Official U HHu M2 A
Pledged Operative. Tun and pay 1 Power to concel and smoke any
Magic card in play.

Confucian Sage U MBe 62 Ge ]
Font of Wisdom. Tum to laok of target player's hand.

Desdemona Deathongel R AWo MAS A 5 :
Abomination. Unique. Ambush.

DNA Mage v 1 Fhm 1
Occult Stientist. Cannat tum to atock.

Dr. April Mucosa R DR F3 fhhm 1

Mod Scientist. Unique. Tum ta reduce the damage torget character
inflicts by 3 until end of fum,

Draco R MPo
Lodge Enforcer. Unigue. :
Dragon Adept U Her D4 ) [
Versafile Combatont. Independont :
Dragon Fighter C  RKF 4 ] 4 :
SI;c—eﬂigh!eu Guts.

Dump Warrior DR 2 Jh ?
Scovenger/Strapper. lgnore resource symbols when ploying weapons
of vehicles on Dump anol

Edge Warrior 1Bo | 1
Subversive Op. Connat h= intercepted by BJro Pub0rd,
or Cop choradters.

Elderly Monk B DDe 62 Ge ]
Soge. Whenever you draw cards, drow an odditional cord
Eunuch Underling vV fFo 7 tm

Sorcerous Bureauarat

108 M Q U E S T

e

Name

Rority  Adtist Cost  Resource  Body

Subtitle. Destription

] Jahann Bonengel R DDe

MM A 8

06664 G 7

MARG A 12

Nome Rority  Artist Cost  Resource Bedy
Subtitle. Description :
: Everdoy Hero V Lo 2 1] 2 i Kingofthe Thunder
: Brave Sapper. Guts. :
* Evil Twin R Kfo B3 E £ 3
Goins Fight Score ond oll Special Abilities of another character in play.
¢ Fist of the Bear U Mpo A b
: Lodge Enforcer.
¢ Fong Sai Yuk R MBe 66666 Ge 9
Martial Artist, Unique. Superleop.
i Friends of the Drogon V' DSh 1 ] 1
Drogon Supporters.
¢ Godgeleer ¢ DSh D2 Dh
Resourceful Techie. Gains +1 Fighting for each High Tech cord pluced
on her.
¢ Gao Zhong R MBe EEEEE6  EEmmm 10

Center of the Lotus. Unigue. Tum Goo Zhang to change the torget of
an Event cord.

Gordener C Ne 61 Ge ]

Devoted Follower. Tum to remove two domage counters from o feng
shui site.

Military Mastermind. Tactics. Al characters thot attock with The
General gain Tactics for the duration of the attack.

Demon Sorceress. Tum to send any turned character bock to its
owner's hand.

: Gnorled Horror U Me fm?2 £ ]
Deman. Any character domaged by Gnorled Horror is smoked. Does
not ffect choracters with veﬁi(les.

: Gnorled Maorouder U (QHo Em3 E 3

Demon. Any damage Gnarled Morouder does to o site in on attack is
aksa inflicted on the back-raw site behind that site.

© Galden Candle Society V. MOK 1 Ge 1
Secret Sodiety. :
: Green Monk U DGe 64 Ge 4

Mortiol Arist. Toughness: 1.

Charmed Life

Ay on any charater, Subjear
Is immunc o any effécs
smoke characters o Girds,

: Luis Comacho

Maske

FFFFF3  FF 5
Unigue. Tum forTwo Power. While Johon is untumed, oppenents
cannot play states on your cords.

i Johnny Tso R fBe oop3 0 4

Heroic Gunman. Unigue. Assassinate against Eaters of the Lotus
choracters. Weapons ployed on Johnny Tso have no cost.

¢ Jueding Shelun R MPo EEES tm 8
: Eunuch Sercerer. Unique. You moy tum any cord in ploy when

: Jueding Shelun smokes o charocter in cumzm

: Konli R DGe EEE4 3 7

Morfial Artist. Unique. You may smoke ony Stotes on chorcters in

combat with Kon Li hefule combat is resolved.

Kar Fai DSh DDDDD7  DDc 11
Kung Fu Moster. Urique. Guts Al other Dragon charocters you cantral
qoin Guts ond +1 Flgl11lmg whule Kur Fai is in play.

Mmm 12

of Pnsuh 6
Netherworld Warlord. Unigue. Anv pluye; may take control of King of
the Thunder Pagoda at any time bp paying 8 power. Al Thunder
charocters you control gain +1 Fighting.

Kun Kan U EBe Em4 3 5
Eorth Demon. Regenerates.

¢ Liguidolors voRh 3 A 3

Pledged Enforcers. + domoge if you olso control o Lodge chorocter.
] i

Ven {ul Hoad Unique. Gains +1 Fighting for ecch Hood card in your

smoked pile.

Mad Dog McCroun R MPo DDD4 D 6

Hia Bruiser. Unique. Toughness: 1. Guts.

Avenger U N D3 D 4
Vigilonte Hero. Tokes no damage from choracters with  Fighting
score of 1.

Maverick Cop U N D3 D 4

Gun-Toting Hero. Tokes no domage from Hood choracters.

: Midnight Whisperer Ve fl F. 1

1} General, The U Rh OGB4 G 3
: ngghioflheHephum U Mo 4 A by

omination. Ambush

Lodge Enforcer. X is the number of Ascended resources in your
fesource pool

¢ Military Commondont U MK M2 A 1

: Pledged Mastermind. Tun and maintain fo give forget charocter

: +2 Fighting.

* Monster Hunter U Ao F3 f 3

d Timewalker. Tum and maintoin to control o demon or spirit.

¢ Mooks V. RRo | —
Mercenary Hoods.

¢ Mother of Corruption R DGe EEEES —— 13

Demon Queen. Unique. Cannot be turmed fo ottack. Connat heal,
3

C X R i

Lodge Mastermind. Unique. Tum and maintain to control o choracter
with o play cost of no greater than 3.

W[ NeutronBomb

smoked.
ledu  dealy {nﬂ n'wh no

. m-rxﬂymk:czk-pmm«m .

© Grulf Lieutenant C o0 M A

Pledged Cop. Steolth. :
: Homo Omega R Me MG Ammm 10 ¢
Buro Cyborg. Unique. Toughness ?‘
: Hopping Vompire ( ] 4 4
Ancient Monster. :
- lalo Mané R MPo poops 0 8

Mortiol Artist. Unique. Independent. Con ottack during an
opponent’s tum.

- lte Warriors ( HHy 2 M 2 E
+ Nine Cuts R Rh 4 — ?

Nethenworld Soldier.
. Imperial Guord U MPo 2 t 1

Ancient Cap. Imperiol Guard goins +X Fighting, where X is the
number of Eunuchs you control,

* Instrument of the Hond V' QHo 7 Ge 2
: Mortial Arist.
Juck Donovan B o 0005

Maverick Cap. Unique. Guts. If ane of your sites is humedwhrIeJudr
Donovan is in your smoked pile, he returns fo your hond.

- Mutoid

© Muckraking Journalist U SVC A2 A 1

Pledged Operotive. Tum ond maintain to prevent target choracter
from untumning normally

M h
Abomination. Guts. Mulmdsdumnge is increosed by the number of
domoge counters on it.

- Mysterious Stranger U REF 3 —

Netherworld Qutcast. The controller of o choracter who infercepts
Mysterious Stranger loses all pawer

Mercenary Assassin. Unique. Assassinate.

© Nirmal Yodov R D FEE 7

Supersoldier. Unique. Toughness: 1 when attacking.

© 0ld Hermit U MBe 03 Dem ?

Wily Sorcerer. Turn and poy 1 Power to untu any
nonchoracter cord,

© 0ld Moster R RKF G665 Gc 5

Kung Fu Moster. Tum and maintain to give oll your Chi characters
+1 Fighting




Rority  Atist Cost  Resource  Body

ome
Subtitle. Description

Name
Subtitle. Description

Rarity  Artist Cost  Resource Body

Nome Rarity ~ Adist Cost  Resource  Body
Subtitle. Description

One Hundred Names U RKF 663 6 G .
Legion of Followers. Cannot attack. H

Orange Monk U MBe 65 Ge
Mortiol Arist. Supe:leup 0range Monk goins +1 Fighting for eoch

State cord on him.

Oscar Bolbuena R I5n D5 D 7
Korate Cop. Unique. Oscar Bolbuena unturns whenever you
are attocked

Silver Fist R KFo DDD4 D b
Cosmopolitan Hero. Independent.
¢ Sinister Priest vV PR 1 fm 1
Matobre Sorcerer.
: Snoke Man RLWi EEmd E 4

Demon. Snake Mon heals ot the end of each tum.
3

Soul of the Shark U MBe

Lodge Mastermind. Tum to change the subject of o State card us it is

Phillipe Benoit R DSh M4 A 5 ployed to o different subject with the some controller os the

Pledged Assassin. Unique. Stealth. i miF‘muI subject.
Pledged, The vV  RRo 1 A 1 ¢ StingoftheScorpion U QHo M5 A 4

Loyal Initiates. G Lodge Assassin. Assussmula
Prototype X R BSn 4 A 8 & Strike Force MOK ARG A 7

Abomination, Unigue. Protatype X's Fighting score is reduced by the ¢ Pledged Commanders. Tucn(s Steqlth.

number of Chi charactes in play. ¢ Student of the Beor V. QHo 1 A 1
PubOrd Officer Voo 1 F 1 ¢ Pledged Martial Artist.

Security Cap. ¢ Sun Chen R MBe G665 6 8
PubOrd Sniper € Me F2 F 1 Unique. Superlecp. You may not play states on Sun Chen.

Cop. Tum todo 1 point of domage to on ottacking character. : Super Soldier U MPo A A 5
PubOrd Squad vV BW 3 F : Fonotic Cop. Guts.

BuroCops. : Swat Teom VoMK 2 A 2
Quai Li R KFo 662 G ] 3 Cop Pawims.

Spy. Unique. Tum to inflict 2 points of domage on ony i Swiss Banker C Wi A2

unreveoled site.

Quan Lo R RKF 666666  GGeee 6
The Perfect Master. Unique. All Guiding Hand characters you control
goin Superleop.

Queen of the Ice Pagoda R NTh 6 Mmm 10
Nethervarld Mostermind. Unigue. Do one domoge to Queen of the
Ice Pagoda to smoke o Stote on ony character you control. All of your
Ice characters gain +1 Fighting.

Reconstructed, The U Ao M3 A 5 i

Stondard Abominations.

Redeemed Assassin R DDe oos D 8
Heroic Killer. You con ploy Redemmed Assossin during an epponent’s
tum. Redeemed Assossin hos Toughness: 1 for the fum he comes
into play.

Righteous One (DG 02 i} 1
Loyal Defender. Any character intercepted by Righteous One while
Righteous One is untumed is smoked.

Ring Fighter Vo RKF 3 D 3
Martial Artist.
Shadow Creeper ( Qo £l E 1

Eunuch Assossin. Assassinate.
Shadowy Horror
Demon. Regenerotes.

J”n\‘,‘ 3 3 3

Shamanistic Lieutenant

Maglc Cop.

SHAMANISTIC LIEUTENANT

Shomanistic Lievtenant R LWi DoD3 Dm 4
Magic Cap. Any Demon or Abomination in combat with Shamanistic
Lieutenant is tousted before it does damage.

Shaolin Master U RKF 0665  Gc 8
Martial Artist
Shaolin Monk Vo MBe 3 Ge
Martiol Artist. +1 damage if you also control o Shoolin Muster.
Shaolin Warrior C RS 61 Gc 1

Martial Artist. You moy spend 1 power to give all Shoolin Warriors
you control Superleap until end of the tum,

Shell of the Tortoise RV JW\S A 6
Lodge Mostermind, Cannot attack. Tum 1o redirect domage dane to
any feng shui site frem E‘“E source to Shell of the Tortoise instead.

Shih Ho Kuai £Be 06663 Ge
Morfial Arts Master. Unique. X = number of Chi resources in
your paol.
Silver Band U Ae o3 D 5

Legion of Supporters

A Ascended
¢ Chi

D Dragons
E Eaters of the Lotus

The Demon Within

Tooth of the Snoke U MK A A 4

: Undercover (op U

- Unspoken Name, The R SVC

F Architects of the Flesh
6 Guiding Hond |

Fledged Financier. Tum for 1 Power. Swiss Banker is smoked if you
hove no Power in your pcnl

¢ Swordsman kFo 1 G 1
: Foot Soldier.
¢ Tadlical Teom R DSh MAY A b

Bruo Cops. Con be pl u,md during on opponent’s furn.
A3

¢ Tatsuya Yanai Mo A 1

Lodge Mostermind. Umque. Turn to switch the locations of any two
sites belonging 1o o single controller, This obility connot be used
during on attack.

Test Subjects V  QHo ] Fh 1

Abominations.
Thingwitha 1,000 Tongues R Iy Emmmé € 9
Dlsgushng Demon. Unigue. Sacifice o character 1o give Thing With
1000 Tongues Toughness: 3 until end of turn.

Thorns of the Lotus v o 2 E ?

Fanafical Archers.

¢ Thunder Knights (  Hh ? ?

Netherworld Soldiers. There is no limit to the number of Thundcf
Nights you con put in your deck

¢ Tomb Spirit R RSp B3 E 3

Supemotural Creoture. Toast one of the choracters in your smoked
pile to give Tomb Spirit +2 Fighting until end of tum.

' fenant& The Demon
Within- There’s someth

“hard forust...could it be that
ghslerung eye? Maybe, but |f
you're playing with both~

Drugons and Eaters of the -

_| his __‘vc boost heforeyour'
Lieutena blows hlm nvmy-

Lodge Assassin. Stealth.

¢ Tranquil Persuader R KFo 663 Ge 1

Mostermind. Turn ond mointain to toke control of torget character.
Lose control of charcter if the Power in your pool does not exceed the
character’s ploy cost.

Pledged Operative. Stealth. X is the number of Cop choracters you
control. Con ottack back row sites.
AMM3 M b

Lodge Chairperson. Umque Cannot tum to ottack. Tum to give
Stealth to any number of characters whose combined play cost does
not exceed 7. This losts until end of tum.

Vassals of the Lotus L) | f 1

Ancient Hoods.

Vivisector U AW A2 th 1

Abomination Scientist. Tum Vivisector and socrifice o character to gain
Power equol to the charocter's play cost.

h High Tech

Jommers m' Mogic

Web of the Spider R MPo AMA3

White Ninja R Ko

Fire in the Lake

| Shamanistic Liev=- | :

 about this guy thot's just : !

M Four Monarchs

: Vledimir Kovalov R MBe A4 A 7

Lodge Mastermind. Unique. You may discard an addifional card o the
beginning of your tum.

| Wokerof hePupelight U Ao E55 Enm 6

Eunuch Sorcerer. Whenever Wolker does domoge to o feng shui site

in on ottack, you moy do 2 points of domoge to any torget in play.
Walking Corpses C  DGe £2 E 4

Undead Senvitars. Cannot tum to change location and connot

be healed.

A 3

Lodge Mostermind. Tum to change the position of target charocter m
ony locu{non on its controller’s side. This obility connot be used during
an aftock.

White Disciple CIwi £2 fm 2

Eunuch Sorcerer. Tum to do 2 points of damage to ony forget. This
does 1 domoge to White Disciple os well.

5 — 3
3 Assossin. Unique. Stealth. Ambush.
: Wang Fei Hong R (R G666 G 1
Kung Fu Master. Unique.
¢ Zheng Yi Quan R MBe poDDE  Dc n

Kung Fu Moster. Unique.

il EDGES

¢ Nome Rarity Artist Cost
: Description
¢ Arcanowave Reinforcer ] RSp Ah2

All of your chorocters do +1 domoge and ore
considered Abominations.

¢ (Chains of Bone U RSp E2

Ascended cards do not untum duing their controller’s
establishing shot.

Feast of Souls R SVC E4

Whenever one of your characters is smaked, you gain one Power. If
Feasts of Souls leaves play, the player to your left gains oll of

yaur power.
U IMe 663
You gain 1 Power whenever on attack is declored against you.

¢ Flood on the Mountain IMe

; Dragon choracters toke 1 point of damage af the beginning of each of
: your furms.

i Hill of the Turtle U Nle 62

Each player must spend 1 Pawer at the stort of each of his or her
tums, or one High Tech cord that player confrols is smoked.

i Hungry, The [ BWo  mml

Gain 3 Power whenever you bum a site for victory. All your charocters
ond sites suffer 2 domoge if The Hungry leaves play.

i | Ching R KMe ml

Tum to look ot the top three cards of any player's deck ond amange
the cords in any order you wish.

¢ Imperiol Boon R HHu £

Limited. You may tum any Eunuch you contrel for 1 Power. You may
tum Goo Zhang for 2 Power if you control him. All Eunuchs you
control are smoked if Imperial Boon leaves play.

£ Monkey King u PFo a2

Turn to return an Eoters of the Lotus cord to its owner’s hand.

: Puper Trail i MRa A7

Gain 1 Power for each card an opponent discords. You cannot goin
mare thon 2 Power o tum this way. If Paper Trail leoves play, ol of
your npgnnenls gnin 1 Power.

 Political Lo ] MOK A2
o ¢ Mo choracters can tum fo change location
: Probability Manipulotor R MRo  Adhd

Unigue. Tum fo increase or decrease the volue of ony number on
target cord by 1 until end of tum. You connot reduce any digit to 0.
Does not affect play costs.

| Ruckets, The u ISn 3
: Hood Edge. Comes into play turned. Tum to toke 1 Power from target

player's pool and add it to your own. Can enly be used during
your tum,

| : Reinvigoration Process u AMao Fl

You moy play Abominations from yaur smoked pile. Misprint: The
artwork on the Limited edition is o copy of Cellular Reinvigoration,
done by MTe

¢ Safehouse R ARu 4

Tum and maintgin; no attacks con be declored ogoinst
target character.

Seed of the New Flesh 1] DGe A2

MPo A2 A -
: Shihinl};l’ua u MOK 661

Each player must spend 1 Power at the start of each of his or her
tums, or one Chi card that ployer controls is smoked.

Whenever you are attacked, you moy remove 1 domoge counter
from one of your cards for each character participating in the attuck

© Soul Maze R BWo  mml

Tum to couse two characters in combat fo swop their special obilities
ond the speciol abilifies of cards ployed on them for the duration
of combat

: Spirit Frenzy R MRa mm?

atacter 1o do 1 point of
een demoged

You may tum a Magic
character that hos jus

qeftoo
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SHAD OWFIST

players g uide
Nome Rarity Atist Gost :
Desription

Tumh nf the Beast U DGe A2
Eoch ployer must spend 1 Power at the start of each of his or her
tums, or one Magic card that player controls is smoked.

Wind Across Heaven U RTh 02
Eaters of the Lotus characters toke 2 paints of domage whenever
they become tumed.

Name Rarity Atist Cost
Description

Abominable Wave ( MTe Fhi
Concel ond smoke o Chi cord.

Arcanowave Pulse I e fl
Concel and smoke o Guiding Hand card

Array of Stunts 1] HHu o
You moy move ony of all of your charocters to any locations on
your side.

Assassins in Love R JBa 000
Al Assassins in ploy come under your confrol untumed.

Back for Seconds ( NTh D1
Untumn target chorocter.

Banish R Me E2
All Dragon characters in ploy refurn to their owners” hands.

Beneficial Realignment ( 1Ba Gl

Heol torget character or site,

Bite of the Jellyhsh U BSn M

Ploy when o feng shui site is bumed. You goin ol Power in the poo!
of the ployer who bumed that site, including any power gained from
buming the site
Blade Palm u Vi «?
Retun torget cord to its owner's hand. Does not affect Event cords.
Boohy Trop { BWa
Play when one of your sites is ottacked. Target site ond n[l characters
ot ifs location suffer 3 points of domage

Bulle Marke! R PFo T

All players gain 5 Power

Cellulor Reinvigoration 1] WTe Al
Until end of tum, target character Guts ond is not smoked when
domage inflicted on it equals or exceeds its Fighting score

Code Red ( JSn Fl
Play right ofter you hove been attacked. You may lounch an attack
ond choracters that hove attacked you this tun connot infercept.

Confucian Stability C RKF 0!
Concel and smake on Event or State s 1t is being played. Does not
affect cards already in play

Covert Operation ( HAKi AD
Look of torget player's hand and force that player to discard one card
of your choice

Crucible, The R RKF oo

Toast ofl Demons m play. Oh Well, Bye-Bye now

1O M. Q U E 5 T

Iron and Silk

Lost Outpost

: Last Stand R AWo

Concel and smoke torget Mogic card.

Curtain of Fullness u HLe mm0

Target player must discord three cords of random from his or
her hond.

Dance of the Centipede C RTh 3]

Turn target cord and cancel any effects generoted by it this fum.
angerous Experiment R HHu
You goin 5 Power. The opponent to your left moy toast one cord that
you control.

i Dawn of the Righteous C Iy d

Remove up to six domoge counters from cords which you confrol,

Difficulty ot the Beginning u KFo 61

Ploy when your oppenent plays a cord. Your opponent must pay 1
additional Pawer or the card being ployed is toosted.

: Expendable Unit ( Ve FO
: : Shattering Jode 1] RSp 61
: Faked Death ( LWi a0 :
¢ Shiffing Loyalties R PFo 194
: Final Brawl ( RKF 00 :

Redirect cll domage from an source to o character you confrol.
Return a character from your smoked pile to your hand.

All choracters in ploy take 2 points of domage.

| Golden Comeback ( NTh 02

Take one character from your smoked pile ond retum it o play.

Healing Earth ( Nle @
; : Subterfuge U HHy AMAD

Remove X domage counters from the cords you contorl, where X is
the number of Chi resources in your pool.

Hostile Takeover u MKi o
: Play during an ouction. The highest bidder must give you Power equal  :
: Suicide Mission R MK M1

o his or her bid ond you win the aucfion.

Imprisoned C (Oho l

Torget charocter is retumed fo its owner’s hand.

¢ Inauspicious Reburial

RSp
Toast up to X charocters in an opponent’s smoked pile, where Kis
the number of Eaters of Lotus resources in your poal.

Infernal Plague 1] DGe £l

All choracters ot torget location take 1 point of domoge.

Into the Light ] KFo 4

Take any cord from your smoked pile und(phxe it inh;”[._rgur hand.

Until the end of the tum, ony damage inflicted on subject character
when it intercepts is reduced to 0.

I Killing Rain C EBe ml

Al sites in play toke 2 points of domage.

Larcenous Mist NTh mm0

All special abilities and States possessed by target character have no
effect for the duration of this tum.
( LWi D1
All your character gain Toughness: 1 until end of turn.
DDODI

If an opponent has mare feng shui sites than you, all of your
choracters goin +2 Fighting until end of tun.

© Mole Network C MK 10

EVENTS :

Take | power from target players pool ond add it to your own. Can
only be played during your tum.

¢ Mysterious Return ( MBe Gl

Play only when you have been ottocked. Bring o character from you
smaked pile into play for the duration of this combot. Choracter can
only be used fo intercept.

Natural Order ( Lo Gel

Cancel ond smoke o High Tech cord.

¢ Merve Gos ( DFr Fl

Tm?er choracter is smoked. Does not affect choracters with Mogic or
High Tech in their play costs.

¢ Neutron Bomb U DFr AAh3

All characters in play ore smoked.

Now You've Made Us Mad u MPo D00

Goin X Power, where X is the number of your choracters that
are domoged.

© Onslaught of the Turtle RTh 62

All'High Tech cards in play ore retumed to Theu owiner’s hands.
Operation Killdeer C RRo 10
Torget charocter inflicts no domage this rum

© Orbital Laser Strike J5n hi

Do X domage to target site, where X is Ihe number of High Tech
1ESOUTCES in your pool,

. Police State 1] DDe M

Cancel and smoke a Dragon cord.

¢ Positive Chi U RTh GG1

Euch player moy toke any cord, except a feng shui site, from his ar
her smoked pile and put it into [ﬂﬂy ot no cost

Progress of the Mouse U Nle 6!
For the dumen of the tum, any Power spent by targat player goes
into your pool. No characters of sites moy be ployed in response to
this cord.

PubOrd Raid ( BWa FO
All choracters ot target location become turned. Can only be played

dun‘e your tum

Realpoliti ( MK Il
Smoke target Edge or State

Return to the Center U IBo 4
All Stotes ond nondomage takens on target cord ore smoked

Rigorous Discipline ( IMe 60

Torget charocter oins the inherent spetial abilities of one other
(lmru!cr in ph rJ,'fmT?r rest of the tum.

: Nome

Abominoble Lab (

Alchemist’s Lair (
¢ Ancestral Tomb VoMb 5

¢ Auspicious Termites ~ V
Blessed Orchord Vv R 17

Cave Network v

Gty Square R

i FUITII?Y Home v

© Grove of Willows VRN 6

Hame Rarity Artist Cost Hame Rarity Artist Cost
Description Description
Cry of the Forgoten Ancestor U I4Po M1 Roor of the Beast R AWa A4

Concel and smoke torget cord.

Robust Feng Shui MKi 662
Redirect any domage done to farget feng shu site from ane source to
ony torget in ploy.

Salvage U Me hl

Retum ony High Tech card in your smoked pile to your hand.

0 @ Satelite Surveillance u MEKi ho

You may reveal up to X sites, where X is the number of High Tech
Tesqurces in your pool.

Scroll of Incantation U Nle mml

Search through your deck for an Event and add it 1o your hand. You
must ploy this Event immediately or it is toasted.

Shattering Fire C RSp ml

Tﬂrgei choracter tokes X domage, where X is the numhe: of Magic
tesources in your pool.

All Abominations in ploy ore smoked

You become the controller of oll Mercenary and Pledged choracters
in ploy.

State nEEmergenc\,‘ U Dkt Ff

Limited. Drow a number of cards necessary to fill your hand to
six cards.

For the rest of the tum, target player must pay an odditional 1 Power
to play ony cord. No chorocters or sites may be ployed in response to
this card.

Smoke any cord in ploy. Torget card’s controller may immediately
smoke one of your cards of his or her choice.

Superior Technology C LWi Fl

All your characters inflict +1 domage until end of tum.

¢ Thunder on Thunder 1] HLe ]l

All Edges in play are toosted.

= Tortured Memories

C SA
Take control of target character until the end of the fum. Choracter
comes to your sidz unturned.

0 Viclory for the Underdog ( Ve Dl

Concel ond smoke ony Architects of the Flesh card.

& Wind on the Mountain U Do 66X

Return X Event cards from your smoked pile to your hand. Toost Wind
on the Mountain after use.

SITES
Rarity Artist Power Body  Type Cost

Me F1 5  Sie

Abominable Lab gives you 1 High Tech resource for each Buro or
PubOrd choracter you control,

MOK Tee 5 Site 2
fFeng Shui  —
Ancestral Tomb’s Body is incrensed by the number of characters in
your smoked pil. While Ancestral Tomb hos domage counters on it it
does not count toward fulfilling ifs controller’s victory canditions.
Artists: PFo & KFo

Description

¢ Ancient Grove C NhJe 5 Sie 2
¢ Andient Temple V. Ko 1 5

Feng Shui ~ —
Any choracter interecepted while attacking Ancient Iempfe inflicts no
domage on Ancient Temple this tum.

KMe 1 5  FengShui —
Cannot be bumed. If smoked, Auspicious Termites retums to its
owner’s hond.

Feng Shii  —
Whenever o player declores an attack on Blessed Orchard, ansfer 1
Power from his or her pool to yours.

EBe 1 6 FengShui  —
If an attack is declored ogoinst Cove Network and you hove no
choracters in play, you may turn Cave Netwaork to play a choracter
with o cost of 3 o less at no cost.

Kie 1 6  FengShui —
Unique. Tun to redirect domoge done to target site from ane source
to any other site you confrol.

: Dragon Mountain R BWo 1 7 Feng Shui —
: Unique. Toughness: 1.
: Drug Lab R Isn 1 6 Hood ]

Limited. Drug Lob is smuked |I dumuged by o Cop cord.

© Family Estate ( 5 Site ?

Tum to play o Pledged chumcier ul I cost. Fomily Estate tokes 2
oints of domage whenever o Lodge charcter is smoked.

KMe 1 5  FengShui —

Generates on odditional point of Power if the ployer In your left has

more Power thon you.

: Fomily Restaurant V. MPo 1 4 FemgShii —
: Regenerates. Body is reduced 10 0 if domaged by o Hood card.
Fox Pass R HBr o1 4 Feng Shui —_

Limited. Tum to change the forget of on attack to any rhmmrel or

fronttow site you control.

Feng Shui —
If Grove of Willows is revealed due to domage inflicted in on attack,
you goin Power equol fo the number of characters thot aftacked it

Hollowed Earth Vo MPo 1 6 FengShi  —
If Hollowed Earth is seized or bumed by o player who cantrols mare
feng shu sites than you, you gain Power equal to the number of feng
shui sites he o she controls



Name Rarity Adist Power Body Type Cost  Hame Rority Adtist Power Body Type Cost Name Rarity Artist Cost
Description Description Description

Hanging Coffins, The R MRa 1 &  FengShii  — : Conlract of the Fox u MRa @ Sewrity ( e Al
Unigue. Turn to give target character Tactics until end of tum, : Play on ony character, Tum Contract of the Fox to untum the subjed,  : Hmn ony site. Subject gains +4 Body.

House on the Hill C MPo 1D 5  Site 2 i DeathTouch R BWo 2 : Shadowfist R EBe ceeed
Characters of House on the Hill's locotion have Toughnass: 1 when Ploy on any character. Any choracter in combat with subject is Play on ony character. Al domoge inflicted on subject by choracters in
intercepting attockers. : smoked. Doss not offect choracters with Magic or High Techin their & combat is reduced to 0.

Illusory Bridge Mo 0 3 Site m) : Tesource canditions. ¢ Shadowy Mentor C 0De A3

May be pluced in any legal position on on opponent’s side.
Infernal Temple C Ao lE 5  Sie
Infernal Temple provides 1 Mogic resource for each Demon
yau control.
Inner Sanclum VoooIMe 1 11
Once Inner Sanctum has been revealed, you may not place new feng
shui sites inta its column.

Jngged Cliffs V Ee 1 8 fegShi —
If Jogged Cliff's Body is reduced to zero, oll choracters ot ifs locotion
suffer 3 points of domage.

Kinoshita House R Ko 1 4 fengShi —

Unique. Tum fo untum on ottacking choracter. Torget character
receives and does no domoge during this attock.

y Pond VooMNe 1 4 FengShi —
Tutn to switch the location of Lily Pand with any other feng shui site
Lﬁu control. This may change which site is targted by on offack.

Mars MIr 1 !
Takes no domag from ony choracer that is the subject of o
vehitle stote,

Mountain Retreat Vo MBe 1 6
Once revealed, Mountoin Retreat cannot be domoged by more thon
two choracter in an ottack. The defending player decides which two
charocters actuolly inflict domoge. .

Mourning Tree ROBWo1 8 fempShi —
Unique. A player who attocks Mourning Tree may not declare ony
othar attacks for the rest of the fum. )

Police Station R M0 10 Sie !
Tutn and maintoin to give target Cop +2 Fighting, or furn fo do
2 points of domoge to torget Hood choracter or site. )

Proving Ground U “JSn 0 6 Feng Shui —
Froving Ground becomes tumed when it is revealed. Tum fo play o
charocter at -2 cost. This is not cumulative with ofher
Proving Grounds.

lontem Tovem, The R Ale 1 7 !
Unique, Turn to give torget choracter Assossinate against tumed
characters until end of tum.

Sacred Ground vooNho1 9 fengShui —

Socred Hearl Hospitel R WO 1 6 FengShii —
Unique, Turn to heal target choracter. . :

Secret Headquarters R MTr 2 10 Sie B ¢

Limited. Al ites you control foke 2 points of domage if Sectet
Heodquarters is smoked.

Secret Loboratory € MTr Ihh 5 :

Shaolin Sonctwory € DSh 16 5 Si ’
Shoolin Sonchuary provides you with 1 Chi resource for eoch Shoolin
or Monk chorocter you contral.

Stone Garden Voole 1 6
Tuin ta remove 1 damage counter from target site. 3

Trade Center ( Mpo ?
Feny shui ites o the immediote right and left of T
generalte no power.

Turtle Beach R Me 1 6
Unique. Tum to redirect domoge done fo 0 charocter f
source to Turtle Beach instead.

ite
ode Center

rom a single

HName Artist Cost

Description
Nobeser Javelin Y o s of domoge
Weopan. I subject characteris smoked, do 3 poin's ofdamoge o

any forget in play.
Amulet of |Ee Turllav NLe mj

Any domage inficted on subject is inflicted on

Rarity

ml

Amulet is smoked ater receiving domage equal 10 yoUr resOUrCES.
Armored in Life . ( ' LW d
Ploy on any choracter. Subject gains Toughnes: 1-
Attack Helimpllér L U IMe 3

p 5 . . . Fighting. : :
Veh'dfe‘ Subject gains Mobily, Toctis, and +2 FONE 02 : Paison Heedles mee L2

U ;
Play on any cord. Subject’s contraler must pay 1 Power ot the end of :

g Full of Guns
Play an one of your characters. Turn to give ol choract
ocation +1 Fighting unfil end of tum. :

aptism of Fire S lWId S h'eclm
Play on o choracter after thot character has been dﬂﬂ‘ﬂgﬁnb,#m'
gltlins +2 Fighfing. You may play Baptism of fire duiing 0
Player's tum,

Brain Bug FQ3200 -

Ploy on any chorocter. At the beginning of each of YDUi ﬁ;"él ?: g'
may ook ot subject’s contioller's hund or reveal one @
sites. Subject s smoked if Broin Bug leoves ploy. oo 01

orm i
ed Life nune to any effects that smoke

Play on any ol iectis i
y character. Subject is imn
characters or cards. Character con stil be smoked duel{lt}‘dnmnge.ml

low of the Tiger
0y on any character. Clow of Ihg Tiger
(hum_mers in combat with the subject bel

15 of subject’s

does 1 domage fo all
fore combot ﬁ{nuge is dealt.
mir

omhbal Aircar i e the Wheel

Vebicle. Subject quins Mobily, Tactics, and +4 Fighiing. :
A Ascended 0 Dragons F Alclhrltac!s of the Flash h- High Tech M Four Monarchs
¢ Chi £ E{:(t}grsdlhe[ﬂmi G Guiding Hond 1 Iommers m Mogic

FengShui  —

 Explosives

fengShii  — :
: Fists of Legend R Ale 02

fengShui = —
Flying Fortress R

 Fortune of the Turlle

Site 2 i

fFengShui  —
¢ Inexorable Corruption

Marked for Death

the Amulet insteod. The

Really Big Gun
* i "
; Rohu';-':mnn. Controlling charocter inflicts +2 damoge.

¢ Deathirap C RTh 3

Ploy on any site. Characters thot ottock the subject toke 1 point of
domage right before they domage the site.

: Demon Within, The ( HHu tm2 :
Play on any character. Subject becomes o demon, ond the character’s :
fighting score is increased by 2. I this is played on o subject choracter

that is clreody o demon, the charocter is smoked.

3 Dim Mok U Ale d

Play on any character, Subject goins +1 Fighting, and its damage
cannot be reduced by Toughness.

¢ Disinlegrator an U QHo hh1

\Weapon. Subject gains +1 Fighting. If subject does enough domage
fo smoke o character, that choracter is toosted instead. ]
] DFr

Play on any untumed choracter, When subject does domage to a site

in combat, you may socrifice Explosives fo do an addifional 5 domoge

o th site.
Unique. Play on any character. Subject’s Fighting scare is increased
by X, where X is the number of Unique choracters in your

smoked pile.

Vehidle. Subject goins Mability and +8 Fighting.

 Hlying Guilloine R DDe 0 :

Weopon. If subject smokes o character in combat, you may do 2
damage to any other character af its location.

IMe 4l
Play on any character. Subiect is not affected by Event cords played
by your opponent.

Fusion Rifle U 8n i

Weapon. Tum Fusion Rifle to do 2 domoge fo any target ot
subject’s location.

¢ Fusion Tank 1] MTr hd
fengShui — :
: Grenade Louncher U BSn 1

Vehicle. Subject gains Mobility and +4 Fighting.

Weapon. Controlling character does +3 domage to choractes with
vehicles and sites.

i Hands Without Shadow EBe «

(
Play on any character. In combat, subject moy inflict enough domage
1o teduce ity opponent's Fighting score fo 1 instead of its regulor
:iurllmge, Misprint: In the L\‘miteg Edition, the artwork is ottrbuted
o LWi.

Havoc Suit C BSn h2

Weapon. Add half the number of High Tech resources in your pool,
ounded down, to subject choracter's fighting score.

¢ Helix Chewer C AWa Ol !
feng Shui  — H

Ploy on any character. Any domaga inflicted by subject choracter in
combat is reduced by 1. Irsuh‘\ec? leaves ploy, Helix Chewer retums
; to your hand, i
i Helix Rethread ( RSp ;8

Ploy an one of Your epponent’s characters. If subject choracter is
smoked, you gain 1 power,

+ Heraic Conversion EBe 0 :
: i Throwing Star

U .
Ploy on 0 any charncter. If subject attocks you, you toke control of i
until end of tum,

(
Play on any character of site. The subject tokes 1 point of domoge of
the beginning of each of your urms. Damage counters on subject
connot be removed by any means.

( Vi M
Ploy on any charocter. Fip o coin ot he begiming of each of your

furns. If the result s heads, the subject choracter is smoked.

Motorcycle ( J5n
Ve |gle. Subject’s controller can furn Motarcycle to change the
Icoation of confrolling character.

: Netherworld P 2
: assageway C Lo ¢ Undercover

H”E.'?" any site. All choracter located in front of thot site gain
Mo \I\rydi Site is considered 1o be o Netherwarld Site.

each of his or her turps or subject is smoked.

: Pover of the Greqt R Vi 662 :

Py on o feng shui e you control. Place o counter on Pawer of the
gl!gcn o the lije?inning of each of yout tums. The number of feng shui
5 You need for victory is reduc 1 for every 4 counters on

Pawer of the Greqt. s duced by b

BSn 1

h2
U n
,;'? S,I:HD,H; (hmm“"i Subject t}]‘uins +2 Fighting and Toughness:
3 omage inflich
: Seal of the Whegl e inflicted by ¢ GIUETQIS.R " i

Plcw"1 on one of your characters. Place o counter on Power af the Great
ot he beginning of each of yaur urns. The number of feng shui sites
VI?U (}Ehmfm victory s reduced by 1 for every 2 counters on Seal

Sword of Bitin

R0 bhhs

D6e 0

0 Ultimate Mastery

Play on any character. You control subject character, which comes
into your side untumed. Subject is now considered to be
Pledged choracter.

¢ Speed Boat C Mt 2

Vehicle. Subject gains Mobility and Tactics.

Sphere of Defilement £2
Play on any site. Whenever subject is tumed, oll sites controlled by its
controller take 1 point of domage.

¢ Sports Cor C MTr 2

Vehicle. Subject gains Toughness: 1 and Mobility.

? ) C Mo El
Weapon. IF subject character is smoked in combat, Sword of Biting
inflicts 4 points of damage on each choracter subject was in
combat with.

Theft of Fortune R DDe £l

Play on any Edge. At the beginning of each of your fums, you con do
1 domage fo ony card that the Edge’s contraller also controls.

Robust Feng Shul

e
=
0=
[~
w
—
-
m
—
o
v i
==
—

U KYa 1
Weapon. Play on ony character. When in combat, subject con do
1 point of domage to ony character at its locafion after combot
: domage is dealt.
¢ Thunder on the Mountain 1} MRo 6l
; Play on one of your sites. All Architects of the Flesh cords come into
! play tumed.
: Training Sequence ( Ale D1
: Play on ony character. Subject goins +1 Fighting.
R Me ql

Ploy on ony character. Subject goins the special abilities of each

character it s in combat with until combat with that choracter

is resalved.

u 15n D1

Play on any choracter, Subject can attack bock-row sites, olthough it
can still be blocked os normal.

Vampiric Touch U HHu 1¥]
Ploy on any choracter. Ploce o counter on Vompiric Touch whenever o
choracter is smoked. Subject choracter gains +1 Fighting for each
counter on Vampiric Touch, Subject is smoked at the end of o tum if
no choracters were smoked during that tum.

Veilin? of the Light u RAI Em2
: 0

Ploy on any feng shui site. Subject does not count towards o player's
total for victory paints.

© Water Sword R Ale 1

Weapon. Unique. Subject gains +1 Fighting. If subject is smoked,
Water Sword retums to your hond

: Whirlwind Strike ( MRa 1l

Play on any character, If subject smokes o chorocter it is intercepting,
it may intercept another attacking charocter once the combat is over.
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W With a name like Sqwurm,

12

it has 1o be good!

BBy Rick Swan

.

I love my mother, but she’s cost me a fortune.
When | was a kid, she’d go into periodic clean-
ing frenzies and throw out everything in my
room that looked like junk to her. Among the
casualties were a beat-up but complete copy
of Fantastic Four #12, an Aurora glow-in-the
dark model of Godzilla, and a sky-high stack
of drawings featuring hundreds of my orig-
inal superheroes, like Lightning Man and King
Crossword. Today, the Fantastic Four would be worth
an easy hundred bucks, the Godzilla model twice
. that much. And if stick-man art had ever
i become fashionable, my drawings would
be priceless.
When | moved out of the house,
I vowed this would never happen
again. Everything | wanted to keep—
letters, photos, toys, you name it—
| packed away in cardboard boxes.
| dated them, duct-taped them shut,
and—to discourage snoops—
labeled them “tax receipts.”

Every now and then, when I'm
bored or avoiding work, | drag out
one of these cardboard time cap-
sules and spend the day oohing and
aahing over the contents. Recently,
| excavated a box from under the
basement stairs, dated November
5, 1981. Inside were a bundle of
promotional fliers from DC Comics,
a rejected magazine manuscript,
and a genuine treasure: a card
game called Sqwurm.

| didn’t remember ever playing
Sgwurm, but | remembered where
it came from. About 15 years ago,
I bought a couple of war games at
a Des Moines, lowa, game shop.
The owner threw in a copy of
Sqwurm at no charge. They weren't

selling, so he was giving them away, just to get
them off the shelves and out of the store.

After retrieving Sqwurm from the basement, |
decided to give it a try. The game consists of a deck
of triangular cards, each showing a section of rep-
tilian anatomy: tails, wings, torsos, claws. Players
deploy their cards on the table one by one, com-
peting to be the first to create an intact fire-breath-

N.Q U E 5T

gmembered

ing dragon. Depending on the arrange-
ment of her coils, a dragon can crush,
frighten, or fry her enemies. Knight,
treasure, and egg cards add
bonus points and dispel curses.
It's terrific fun, easy to learn,
impossible to master, and as addictive
as cotton candy.

Best of all, Sgwurm lends itself to a surprising
number of variants. The advanced rules allow for
jousting matches and damsel rescues. Preschoolers
can amuse themselves by creating four-headed drag-
ons and other goofy creatures. With the help of a
biologist buddy, | developed a variant involving
gene splicing and cell mutation.

The more | got into it, the more | wondered if |
was the only guy in the world who’d been
Sqwurmed. | called a dozen retailers across the coun-
try to see if they'd ever heard of it. Responses ranged
from “Nope” to “l don’t think so” to “You've got
to be kidding.” “Doesn’t sound like something we’d
ever carry,” sniffed a Toys ‘R’ Us manager.

| also wondered about Merle Rasmussen, the
designer of Sgwurm. | discovered that, at least for a
while, he lived in lowa, where | live now. He also spent
a chunk of the 1980s designing some first-rate role-
playing supplements, such as Guns, Gadgets, and Get-
away Gear for the Top Secret/S.l. game and Midnight
on Dagger Alley for Advanced Dungeons & Dragons.

But | never found out what happened to Ras-
mussen. Maybe he retired. When a store in your
own home state gives your game away for free,
that's gotta be discouraging.

There are two lessons in this story.

Lesson number one is for game designers: It
doesn’t matter if the critics hated your game, the dis-
tributors screwed you, or you only had enough cash
to publish three copies. Every game has an audi-
ence. Maybe it’s just the kid next door or some guy
on an army base in Iceland. Or maybe it’s just me,
who discovered your game in my basement 15 years
after the fact. Sooner or later, somebody somewhere
will appreciate your masterpiece.

Lesson number two is for everyone else: Don‘t
throw anything out. Today’s junk may be tomor-
row’s glow-in-the-dark Godzilla. @

Rick Swan eventually replaced his Fantostic Four, bu! continues to mourn the
loss of King Crossword.
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Stout hearts,

keen minds,

and sirong magic.

Only these things will prevail
[n the search for knowledge and power:

The power of the Art of Ma

Ars Magica''revised edition « Coming Fall ‘95
Egperiencc the award-winning roleplaying game of magic and high adventure in Mythic Europe™.

Wizards of the Coast Customer Service: (206) 624-0933
y
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The Pocket Players Guidd
for Magic: The Gathering — Fourth Editior’

i : : B s
Pocket Players’ Guide for Magic: The -Fourth Edition™"
pdated rules, deck-building strategies, > ete Fourth Edition
card list, the latest Duelists’ Convocation tournament rules, as well as
background information and a timeline for Dominia.
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Fall '95 o $7.95 K
Wizards of the Coast Customer Service: (206) 624-0933 :

Magic: The Gathering is o tredemark of Wizards of the Coast, Inc. Wizaros of nie Coast is a registered frodemork of Wizards of the Coosy, Inc. lllustration by Quinton Hoover. @ 1995 Wizards of the Coast, Inc. All rights reserved.
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