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The best game I've ever played!

SPHERES OF ASCENSION
The Strategy Tarot Game

The strategy of chess! The
turbulence of warfare! The cosmic
awareness of tarot!

Conjurer, rise to the challenge. Wield
your Spheres Tarot Deck against the
decks of your foes and become the
overlord of spiritual warfare.

You see a vision. You assemble your
celestial forces into the authentic ‘ten-card
tarot layout.” Within the Domain, your spirit
manifests as a noble elemental force. Perhaps
you are the Knight of Wands: the warrior
brandishing fire. Or perhaps you choose
another form.

Scrutinize the layouts of your enemies—
and smile. Strategy prevails! Mind-
bending combinations startle your
enemies, turning their layouts against
them. You ascend the Ten Spheres of
Being to master the principle of creation.
Now conjure arcane angels and crush
the will of your foes! Your might
magnifies. Blitz the shielded positions
and engulf the Domains beyond. . .

Conjurer, I have seen the glory you

must fulfill. Seek your personal

Spheres Tarot Deck now. You will
know it by its stunning artwork and its
historic numbering system.
Renaissance conjurers originated the
tarot to teach their magic arts. Today,
Spheres recovers their mysticism to
form the deep structure of its combat
system.

A revolution in CCG'’s (collectable card
games)—here the best tactics and
concentration win (not luck or money).
Pure strategy card gaming for two or
more players. No accessories, pencils,

stones, dice or booster packs. p

Harness cosmic powers to curse your
enemies and inherit their Domains!

Order two decks NOW, a deck for
yourself and a deck for your
favorite rival!

1-800-997-7437. USA and Canada.

VISA or MASTERCARD ( Y’\ HS(ENS (

30 day money-back satisfaction guarantee.

Spheres'™ and Spheres OF Ascension™  are trademurks of ) )

Virtual Magic, Inc. Al rights reserved ©1995 |
The Strategy Tarot Game 4, i




Gongratulations. You called your first play as a major
jeague manager. And you did it while playing Top of the

orden the awesome new interactive card game from

) onruss. To win, you
ﬂeed brains. You need
91,¢5. You need some

i ack: Because you call
(he shots, justlike a

pid league skipper.
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Play Top of the Order and you can draft an ML.B® team
from an 80-card starter deck of authentic game photos.
You can build a dream team
with booster packs, up to
360 cards in all. You can
challenge your friends.
Top of the Order. Get off
your butt. Get to the
store. Get it today.

©1995 Donruss, Inc. © & TM NXT Gamas. Major League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc.
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MAGIC: THE CREATIONS 11
More of the best fan-made Magic: The Gathering cards. By the InQuest staff.

WRAP STARS

How fo make a mummy, stock up for the afterlife, and pull your brain
through your nose. By Fric Black.

POWER THEME DECKS

Four Magic decks guaranteed fo screw with your opponent.
By Pat McCallum & Michael Searle.

BRIAN’S MEAN-SPIRITED
MAGIC TIPS

Ten easy ways fo be a more exciting Magic player. By Brian Lipschitz.

BORIS

InQuest interviews fantasy painter extraordinaire Boris Vallejo.
By Buddy Scalera.

BARON SENGIR’S LAST STAND

A solitaire variant for the Magic’s Homelands expansion. 8y Wil Chase.

STAR WARS
The complete CCG set!

A complete Middle-earth game package!
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EDITOR'S-LETTER

Invasion of the Gard Tappers

Have you ever seen Invasion of the Body Snatchers? It's a great flick.
Everyone in town starts off perfectly normal. Then strange, latex-seed pods
from space crop up in hothouses, and the whole town goes to hell in a
hand basket. People go to sleep with little green buds under their bed,
unaware they’re being subtly transformed. When they wake, they’re glassy-
eyed, silent, flipping blankly past The Tick without even cracking a smile.

Imagine my shock when | discovered strange similarities between this
and Magic: the Gathering.

It all started the day | caved in to this strange alien compulsion and left
my neighborhood hobby store with three packs of Magic cards.

Pretty soon | had binders full of cards. | thought it would end there, but
the call persisted. The next phase in the transformation was overcoming
me. “Build decks,” | heard. “Build decks.” Before long, | had 10 to 15
highly concentrated killer decks. It was clear | had been taken; | even
welcomed it.

Thus | embarked on the final, dreadful stage in this transformation. |
culled my surroundings for opponents. | was innocent about it. I'd pull out a
binder here, shuffle a deck there. Considering who | was hanging out with
(“I'm a Toys ‘R Us kid forever” 25-year-olds), hooking friends was easy.

How crafty and malevolent | felt as | drew in others.
Sometimes | would let them win, to whet their taste for the
game. (More often, they’d win despite my honest competition.
Id grumble, but try to focus on the larger picture.)

Usually it took only a night before I'd see the familiar glow in their eyes.
The final step: | left it behind. Yes, the complimentary deck I'd made for
them to keep, consisting mostly of commons, with a few uncommons
thrown in. | knew it would sit on their night stand that night, and they
would dream of flying, and trampling, and tapping...

And in the morning they’d wake: glassy-eyed, yes, but smiling
contentedly. | too was content. There was one more Magic player in
the world...

OK, reality check.

I’'m not saying Magic is the tool of some dark cult or communist
conspiracy. I'm just saying | find it damn curious how compelling that
game is. | never collected anything before Magic, yet now | have several
binders full of cards. I've never been interested in competitive card games
before, but get me rolling with my stasis deck and I'm a man possessed.
And I've never seen so many people play one night’s worth of hands, then
go out the next day to buy a starter deck and two or three boosters. And
go out again, and again, and again...

Magic is a phenomenon. A phenomenon other card games are
capitalizing on. And with good reason. These games sell.

Some might say it's an obsession. It was with me. But hey, | can't
complain—it’s how | got my job.
HEY,
I'LL SWAP
YOu TWO
COMMONS

FOR YOUR

Keith J. Olexa

Assistant
Price Guide
Editor
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IN THE KILRATHI IMPERIAL FLEET!

The WING COMMANDER® Collectible Trading Card Game
from Mag Force 7, Inc.
Available now!
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o 8 T b s ' MAG FORCE
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The time of The Gathering has dawned.
The Immortals’ eternal struggle for the
Prize continues in Highlander: The Card
Game’s Movie Edition™. Relive the
} action and adventure with Connor
1l
i Macleod, The Kurgan, and your other
favorites from the Highlander™ series of
motion: pictures.
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é Time™ to the lands of Ancient
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froi Thunder Gastle Games.

Harness the newly discovered |

L power: of Greek gods
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HOMELANDS: HIT OR MISS?

Yee-doggy! The release of the first all-new Magic set since 1994’s ill-
received Fallen Empires has certainly provoked a mixed reaction from the
peanut gallery. Some feel it’s an excellent set, while others think it sucks

sour turkey ass.

Well, since we like nothing better than stirring up debate (or taking pot shots
at Newt Gingrich), we asked gamers what they thought about Homelands.

And they told us...

HOTLINE

“Is this set a glorified Fallen Empires?”

but too many were by the same token
utterly straightforward, guileless, and
obvious. It also had an inordinate num-
ber of “Spellfire” cards (i.e., cards with
one and only one use, such as Dwarven

their creators, and few FE citizens did.

Now, every set has its faults, and cards :

long way toward redeeming FE, so | don’t
necessarily rate it below the other sets. :

Homelands appears to be more versatile;
it has some good weenies, but also pro-

vides a good card for almost every strategy, :

opens up many new ideas, and actually
endorses new strategies while laying old,
annoying ones to rest. We should get some
respite from Discard decks, at least.

“Are there too many weird (useless?) cards

like Sea Troll, Prophecy, and so on?”

Every set needs its Cyclopean Mum-
mies to make fun of, paper walls with, :

and inspire thinkers and sages to new
heights of twistedness.

“Homelands marks the fourth Magic refease
in the last few months. Is that a bad thing or a :

good thing?”

Badbadbad. This practice floods the
marketplace, makes it difficult for WotC to  :

get anything out in quantity, fosters spec-

ulation and sharking, puts an undue bur-
den on players who want to have at least : Thallid- or Thrull-affecting cards. Most
a look at every set, and prevents truly :

complex and subtle strategies and coun-

terstrategies from having full life spans.
| think two well-developed, large sets

: a year would be quite sufficient. (This
I say thee nay! FE was a very vanilla :
set; it was home to many a useful card,

refers to any new release, including new
editions and re-releases like Chronicles.)

Omar Ravenloft
Houston, TX

Jeff Slaga
Denver, CO

Here’s a great combo: any Home-

lands card and a trash can.

NirvanaMAR
Cyberspace

No, Homelands isn't a glorified Fallen

pendency” among the cards. It was dif-

: ficult to get maximum benefit from a

Thallid or a Thrull without lots of other

of the cards in Homelands are a tad
more independent.
It wouldn’t really matter how many

i expansions WotC had come out with if
i they'd been able to meet demand. As it
: is, folks are only just now beginning to
i i get enough Ice Age. Also, enjoy the
This may sound overly conservative, but quantity while you can, because it’s
¢ bear in mind that barring any massive i going to be a long time before another
i change at Carta Mundi, any release expansion comes out.
i schedule is likely to be stretched for at :
i least an extra month.
Lieutenant and Vodalian War Machine). :
I firmly believe the best Magic cards :

should have the ability to surprise even :

| don’t think anybody likes WotC's

new policy that all new mana lands have
i to be worse than basic lands. That pol-
i icy stinks. However, as far as “suck lands”
y go, the Homelands trilands aren’t so bad.
I’'m concerned about the lack of

i Homelands tournament cards, except :
like Combat Medic and Breeding Pit goa : for Primal Order (a sideboard card).
| feel that Wizards of the Coast is los-
i ing its market by eliminating the contro- :
i versies over cards and eliminating game  §
i breakers. It's fun to worry about game
: breakers. Are we trying to achieve parity i
i like the NFL? | don’t think that works or
i is exciting. Ice Age was cool because it :
had controversy and game breakers.

It’d be awful to get one as your only
land in your first draw, though!

David Joyce

Temple, TX

Why Homelands rules? Simple! The
ferrets!! The ferrets rock!

Herbie Piland

Portsmouth, VA

i And there you have it. Most of the feedback was pos-
Homelands is nice, but so is my sister. :

itive, with an overwhelming majority really, really

¢ digging all the new vampire-related cards.

(If you think Baron Sengir and all his cronies are

so much fun, go check out the Vampire: The Eternal
i Struggle (CG, ako by WotC A revised version of Jyhad,
¢ it should be out by now, and it should be pretty cool.)

The top complaint was that too many sefs had

i come out foo close fogether. People seem fo want
i fewer sefs, but larger, more-impressive releases
i like Legends or lce Age, and they want fo be able
Empires, because there is less “interde- i
i shipped me a 10th of my order.” Yeah, us foo.

to buy them without having to hear “WotC only

FEBRUARY‘I91@7



More Grade-A Letters

Super Cheese
Which superability do
you think is better?
A) The ability to con-
trol cottage cheese with

your mind
B) The ability to change any part of
your body into plumbing equipment
Tom Flock

Morril, NE

Well, most of us here at InQuest already have
plumbing equipment, so we’d go with the abil-
ity to control cheese with our minds. That way :
we'd never be Channel/Fireballed out of o
Magic game.

Tongue Twister

. If.a Tim tims a Tim can the timmed
Tim tim the timming Tim before the tim-

mer’s Tim tims the timmed?
Jason Earle Helgerson
St. Paul, MN

and this is what they came back with-

J ”WI?en a Tim tims a Tim, that Tim is fimmed.
e can fim Tim back, but then g the timming must

be resolved, and hoth go off

I/:mmed Tim back, he himself cqn's avoid being
timmed. Both Tims are timmed,”

Just the Facts, Ma’am

InQuest: The Guide to C i
I
Card Games. ol

Who are you people kidding? A

Get in touch with your felloy
|

your name, address, e-mail uald]:zgsf;]i?s. i
Ftou ve got one), age, gender, and three
avarite games to InQuestMag@qol ¢
or mail it to us at: 1Q Pen Pals, ¢/o
InQuest, 151 Wells Ave,, Congers, Y
10920. Make a friend! ¢

" 1Q:QUEST

, 50 even though he

guide to collectible card games should
cover all card games. You cover 90 per-
cent Magic! | have purchased your last
three issues searching for certain price
lists, which | and most people | know
also use as checklists. So why do you
not list all CCGs?

I collect 12 different CCGs, and |
must buy four different “guides” to get

: good lists. | also play four of these 12.

Buy a clue, guys... | don’t collect Magic
at all. That's 12 different games and
no Magic.

And what’s up with the contests?
You want some fun—quiz someone on

Dixie or SimCity. See what you get. Be
¢ innovative. Hyborian Gates was an excel-
: lent start—keep it up! Add Everway,

Guardians, Heresy, and some Star Trek.
Make InQuest more than “a guide”—
make it “the ultimate guide”! Put some
real work into it.

Michelle Custer

Columbus, GA

. Sorry, Michelle, but we don’t devote 90 per-

cent of our book to Magic. Sure, we cover it

¢ above and beyond the other (CGs, but that's
i because it's the most popular. Actually, we did
i g little fact-checking on a copy of InQuest
i (issue #8), and here’s what we found... nearly
i 60 percent of it was dedicated fo games other
i than Magic. :
¢ Andas far as contests go, we've had more con-
i ftests on games like Guardians, Rage, and Hybo- :
¢ rian Gates than Magic. Count ‘em. H

Late Bloomer

: Is it too late for me to start gaming?
i | hope not, because | am really inter-
i ested in them and ready to learn. |
¢ would like to hear from you guys and
i find out the best game for a starting

What language uses “tim” as g verb? Wesentthis i gamer like myself.

question into our editorial dungeon for deciphering

Joshua Dull
St. Marys, OH

It's never too late to start gaming. The best
advice we can give you, though, is to take it

i slow. Don't go out and blow your savings on

one game. Sample a few and find something

you like. If you know some friends who will

teach you their games, or loan them to you, so

much the better.

Enjoy fantasy games with monsters, heroes,

and magic? Give Middle-earth: The Wizards,

Toby Sayre
Age: 15 Sex: Male

245 W. Main S1.
Westminster, MD 21157

Likes: Magic, Yampire,
Star Trek: THG

E-mail: quiberon@aol.com

Wyvern, or Magic: The Gathering a shot. Like
superheroes? Give OverPower a fry.
Action/adventure fan? Give Legends of the Five
Rings a whirl. Horror? Try Vampire: The Eternal
Struggle. And those are only a handful of the
(Gs out there. Try some roleplaying games like
AD&D, White Wolf's Storyteller games, or some
tougher-to-find stuff like Champions and Amber.

Real Runes

Ice Age’s Chaos Lord has some runic
writing on his shield. Being curious, |
found a book to translate Falfards Runes.
This is what they said: “l am reale
mean.” Too funny... | now have a deck
named after it.

Kort Kramer

Orange Park, FL

Keen.

Wanted: Fantasy Stories

I’'m into fantasy stories, and | was
wondering if one of you guys could
whip up a fantasy game-related story
and continue it each month. Maybe you
could even have loyal readers send in
ideas or something.

Shaughn Bell

Cyberspace

We've got something in the works. Stay tuned.

Too Much Time

Did you know that you wrote the

i word “Magic” in your mag 141 times?

Jess Bligh
Homewood, Ala.

Yeah? We thought it was 140. Go back and count
again. And while you're af it, contemplate the
amount of free time on your hands.

Kasimir the Lame Wolf

You people don’t understand Magic
at all. | mean we all know that Kasimir
the Lone Wolf is one of the awesomest
cards in the game!

Sam McNulty

Wilmington, NC

Praise the heavens, you've brought us back fo our
senses! For a second there we were possessed
by the evil spirits of Baywatch. Of course Kasimir
of No Special Abilities is one of the best cards in
the game!

Paige I. Mano
Age: 13 Sex: Female
2312 Virginia S1.
Racine, W1 53405
E-mail: August Rayn@aol.com
Likes: Vampire, Magic, Wyvern




Interview with the Devil

The article done by Jim McLauchlin
(“Interview with the Devil”) in InQuest #7
was very offensive to myself and my friends
who buy your mag, play Magic, play
AD&D, and share the same political beliefs
as myself. Basically, in an indirect way,
Mr. Mclauchlin called those that vote
GOP and Republicans insidious pawns of

Satan and disciples who sacrifice part of }

their soul whenever they vote for Newt
Gingrich or a Republican. He implied that
you cannot play these games and like the

judge, he is labeling people, and | am very
offended and would very much appreci-
ate an apology.

* Why did he have to say such things
in his article? They have nothing to do
with Magic. He has confused conserva-
tives and Newt Gingrich’s followers with

. those that chastise and debase inno-
% cent games, such as Magic and AD&D.

Devil pheto by Hary Peterson.

Magic is a “devil.”

they do, but there are very few, and |

snide little political propaganda such
as he has written. Why do editors, jour-
nalists, writers, and reporters hate us,
anyway? What have we done to peo-
ple like Jim McLauchlin? He could just
as easily have said Democratic instead
of Republican or used Richard
Gephardt instead of Newt Gingrich,
but it is obvious he is biased and seeks
to sway those that play these games to
his own point of view.

His entire comment on Republi-
canism could have been removed
¥ without detriment to the article, saving

The Gathering™ & © Wizards of the Coast. Wizards of the Coestis o registered trademerk. Some artwork may be protected by odditional ¢

i person in the photos with me was not really the

i Jomes Ramos.) The whole thing was intended m]li'
GOP at the same time. He is being the }

He has classified us, in his own little shal-
low manner, as the people who think

Granted, there are people in my }
spectrum that think the way he thinks

me from typing this letter and actually
becoming angry with the fine maga- The Nawme
zine you ladies and gentleman pub-

lish—also saving some poor soul the Of the G'a,me

trouble of having to read this. Is it so True stories behind the numes
much to ask that a magazine article P &k
of gam

actually be about what it is supposed
to be about? Is it so much to ask that (S LIV TTR (T TR T NI TS
this guy even remain neutral? g spelling of the initials JMD. J. Michuel Davis, Magic
Marty Smith st designer Richard Garfield's co-worker at Bell Labs in
Cyberspace 1992, was co-designer of the RoboRally board game

We rceived loads o mailfrom fans who thoughy ‘ and is now director of research and development af Wiz-
“Interview with the Devil” was either funny or blas- & \ urdsofthe oust
phemous and wanted fo know who Jim Mclauch- - Rl AT Ll
lin thought he was. So we asked him. Jim? .+ RLeC R AE G S H GG
“I always thought | was Jim, and the lost fime  SEULLCSTRE SN A A NS
| checked the label in my underwear, | found | deities can “lace” an object or:spell with primary energy,
was right. i imbuing it with a portion of their own divine nature.
“Anywho, the article was a farce, and that fact | Drudge Skeletons: Untiljust before Magics first
should have been apparent fo anyone who read  BSENTETISHT 1993, most

it. | did not actually travel fo Purgatory, and that 1% cards hod short, dul play-test HEY, MY
J HORSE'S
IV EETN N AKED. WAITA

s on. Garfield knew he coull QAR ARZTBIGA |
turn Bears into Grizzly Bears
% or Brown Bears, but how to

o
A
b
{

Devil. (It was InQuest senior art director Robin'

be a light romp, and if that is not what you got out
of the article, then | do indeed apologize for not;! { Selekilisact
doing a good enough job conveying that message.* & individualize his Ske!eions?
“By the way, you're right. The Republican Party |, M REEANIEN A
had nothing to do with the article. Neither did Pearl ‘  the solution. “Tom sent me o
Jam, the Dallas Cowboys, or Ozzy Osbourne, but " { S ERET TR N XTI R
threw all of them in as vehicles to point up that fact B dozen nomes,” says Garfeld
I{ggzggﬁ e};?gs;"zymo ’:gazh‘z;sa;;;‘f];ieb q;,e “Samite Heler, Drudge Skeletons, Scathe Zombies, Sery
from chuckling once or M(ey ih e‘; T wo;//;s’ M Sprites—I used most of them. That kicked the ‘adjective
| i, BRY - i g
nothing more out of this article than the feeling P ik
that the whole debate was rather sill. 1 highly doubt : M?nu: Garfield!borrowed!the word mana, whic
that | influenced anyone’s voting behavior with a sin- (LA MEIGEIIIIT] that powers magic from
gle fippant remark, and if | did, I'm sure TCR R witen Larry Niven's “Warlock” fum'usy stoies In the
‘argue them down without snide litle polifical AP stories, mana powers spels and nourishes magical crea-

t paganda.’ - fures, and can be exploited or exhausted. “Niven's view
would sure argue them down without :

“As is your right. Asis my right. That's the nature o magic as very mechanisti, following regular laws, was
of this pluralistic society that we live in. You've got S e e AL (e L
your views, I've got mine—and were both equally SR PYe T Lo L LU Qe s
entitled to them. Thanks for this exchange of ideas, of Melanesia and Polynesia.
brother. And power to the people!” —Nllen Varney
Sega Sol Rings?

Will there be a version of Magic for %
home video game systems like Sega or 4
Super Nintendo? '

John Connoll v ¢ =
Albany, NY i ¥ The Name of the Game

¢/o InQuest

151 Wells Ave.

Congers, NY 10920

email: InQuestmag@aol.com

Wanna know. where a card came from? Drop.us aline
with the name of the card, the game and set it's from,

and your full name & mailing address fo:
i

Not that we know of, but last we heard, MicroProse |
was (still) working on the IBM computer version.

P N (3
Keith Snyder | Thomas Ratliff oss Ken Sykora 5 Willy Middagh
Age: 21 Sex: Male i Age: 15 Sex: Male LA Age: 12 Sex: Mole L ] | Age:11 Sex:Mole
£.18510 Courtlond | 141268350 0. [ 121200 Hickery Tra 820 Havenwood (1. | 1231 University
Spokane, WA 99216 | Owosso, OK 74055 . Alpharetts, GA 30201 Brookfield, W1 53005 UL | Helena, MT 59601
Email: Am0rDie@aol.com } | Emoil: Note Grey@gol.com i Fres E-moit: All Kirby@uool.com E-m | com 8 Likes: Mogic
Likes: Magic, Stor Trek: THG, | $ §  Likes: Dungeons & Dragons, Ukes: Magic Likes: Mogic, Star Trek, Ukes: May A |

OverPower (g | Mogic, OverPower SimGty—The Cord Gome
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MAGIC:

The Creations
The fan who invented the best Magic card this month wins
three different foreign edifion Magic packs and a Royal Assas-
sin card signed by Tom Wanersfrand! (The other guy just

gets some packs of whatever was sent free to us thismonth.) 8

LRAND PRTZE WINNER!

FORREST GUMP
Santos Aleman & John Stevens, Poughkeepsie, NY

Santos Aleman & JohnStevens

AMULET OF CHAOS
Stuart Froman, Kent, WA

| 2 : Redetermine the result of
a single target coun toss. iake
ithe new result n plac
‘any previous ones T

[ played as an interupt

|

To enter, send an original Magic card o bigger than

8-by-11-and-a-quarter inches (use an exisfing Magic
card and just glue on new art and stuff if you want) to:

Magic: The Creations
¢/ InQuest

151 Wells Ave.

Congers, NY 10920

CONTEST WINNERS

o Sandi Hier of Davenport, lowa, took home a/sef of |
Star Trek: The Next Generation (ustomizable Card Game

bridge personnel ond Enferprise cards. She wes the grand
prize winner in issue #3's Trek Dreck [nQuest Confest.

o Donno J; Kubrak's Magic card recreation for issue ¥
#4's Build-1-Yourself InQuest Contest won her a 60-

card Chronicles deck built by Richard Garfield.

“.
e Sickened
ﬂ | think your mag is great,
but issue #8 made me feel a
bit disgusted.

The “Deck Stoppers” article
was pretty sick. If people resort to mak-
ing decks filled with anti-typical cards,
that’s pretty sad. Most of the fun in play-
ing Magic is the idea of cards working
together in a deck. If people depend on
cards like Pyroblast to beat a good mer-
folk deck, it’s pretty lame and takes the
fun out of the game. How would you
feel after you finally pull out that Rock
Hydra and it’s immediately rejected by
a one-casting-cost Blue Elemental Blast?
Please. That article just gave the people
without originality and ideas a boost to
beat that awesome Serra deck the kid
next door made up.

| also think that stupid combo sec-

- tion in the back is pretty dumb. If peo-

ple can’t come up with their own
combos, then they look there to copy

' others who had to think ‘em up. | mean,

it’s fun when you think up an awesome
combo and you put it into play and then
totally smash that cheese deck that the
loser up the street plays with. But to see
it used by some dumb schmuck who
saw it out of a magazine and plays it

" against you—that, like, destroys the fun
- of the game.

Anyways, consider taking out a few of
the combos that will totally turn the tide

+' " of the game. The people back in the real
© {- world who think them up should get the
" credit, not some editor from a magazine.

Superboy Stino
Cyberspace

Hey, what's with that editor crack? A) We fit into
the category of “people back in the real world,”
and B) we make up the friggin’ tips, so who else
should get credit for them?

s for the rest of your letter. How would | feel :

if | finally pulled out a Rock Hydra and if got
rejected by o one-mana Blue Elemental Blast? I'd
have o say. .. outwitted. A big part of Magic is
anticipating what your opponent will play and arm-
ing your deck with cards to combat those aftacks.
It's called strategy.

The next time you're gefting battered by a bar-
rage of direct damage, see if you think it's cheesy
when you pull that COP: Red.

Ornithopter Man

Who's that foreign-talking
Ornithopter man at the top of the
Stumpers page?

Joshua Slone

Roann, IN

That's Mike Fasolo, ane of nQuest's editor types. Aside

More Grade-A Letters

¢ from being the hairiest edlitor we've got, thanks to the

magic of word balloons, he’s also the most multilingual.

v’m

Vrais X< #1SELLING
SALIN AND MINERAL
Sng DA, NOW WITH

IS BEYA CAROTENE

e T

Magic Vitamins

"In addition to being essential for
proper development of red blood cells
and the optimum functioning of the ner-
vous system, vitamin B-12 helps to pro-

i tects us from those nasty spells that are
i cast upon us every day.

Vitamin B-12: Cg3 Hgg Nq4 Oqy4 CoP
The only problem is, | don’t know

which color this CP is for. Any ideas?

Ben Gibson
Adamsville, AL

Gircle of Protection: Red seems right.

Who Do We Appreciate?

| have one minor problem... Where
are the freakin’ cheerleaders!?! How do
you expect me, the reader, to complete
each page with the same veracity and
enthusiasm as the last without any jump-
ing, screaming cheerleaders?

Kenneth Keith

Tulsa, OK

Bad news, Ken. Our lovely cheerleading team was
involved in an “accident” involving 20 pounds of

i horse laxative and half a dozen circus midgets.
They'll be out in 10 to 20.

Hey, we're done. Thanks for stopping by, make sure
you always have a deck ready, and we'll see you
back here in 30.

Send yer letters fo InQuestMag@uaol.com or:

INQUISITION
151 Wells Ave.
Congers, NY 10920

Include your full name, mailing address, and
phone number in all letters. Some letters may
he edited for space.
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The PowerSurge Enpansion Set
cranks up the voltage of your
OverPower dech! O N

e 2l electrifying new
superheroes and

villains including Scarlet
opider. Mr. Sinister
and Ghost Rider!

« Totally new Specials
for all heroes add new
strategic options

 fll new collectable
Mission cards
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TAKING CARD GAMING
TO THE NEXT LEVEL...
BATTLELORDS IS PACKED
WITH OVER 300 CARDS.
INTENSE GAME PLAY FOR
THE SERIOUS GAMER...

e
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WOTG curs GAMES, STAFE DISTRIBUTORS =5

IF IT'S NEWS,
IT'S HERE!

n moves that it says are unrelated, Wizards of
Ithe Coast discontinued production and sup-
port of most of its non-CCG, products—Ilaying
off some 30 personnel in the process—and also
announced a “streamlining” of its distribution channels.
According to Richard Garfield, vice president of
research and development and the designer of Magic:
The Gathering, WotC “has stopped most of its role-
playing products and at least temporarily stopped its
table games, such as The Great Dalmuti and Robo-
Rally.” The games being dropped include Ars Magica,
Everway, The Primal Order, and SLA Industries. The book
publishing division was also disbanded.
“Certain departments were cut, and those people

were either let go or moved to other projects” depend- :
ing on what they were working on and whether there :
that industry; there’s too many CCGs out there, and

was another suitable position in the company, Garfield
says. He estimates that WotC'’s worldwide staff has
dropped from about 200 people to 150 or 170.

Garfield stresses that the company is trying to help
the dismissed employees find new positions. “We're
giving a generous severance package because we
want people to not have to worry about things
until after the holidays,” he says. “There’s also talk
of the company helping to set up smaller com-
panies to support the product that’s been cut. |
don’t expect the product to suffer from this; it should
all re-surface....

“We're giving David Alsop, the prime creator of SLA
Industries, final say on where that product goes.
My expectation is that they will return it to Night-
fall,” Garfield adds.

“Table games” like Dalmuti and RoboRally will
remain available. “We'll continue to provide them,
just as Avalon Hill continues to provide Titan, but
the teams that actively try to come up with sup-
plemental products for those items have been dis-
banded.”

Garfield says there was a mix of reasons for the
decision to drop the non-CCG products. “Certainly
partly because of disappointment with how the
games were doing,” he admits. “In the case of
table games, we think that, in order to do them jus-
tice, we are going to have to move more into the
Toys ‘R" Us type of market, and we're not ready to
do that. We don't have the skills to do that yet.

“Even with the CCG market going soft—if that’s
the case—it’s doing better for us than the other

products, and we think we ought to deal with it very
carefully,” Garfield says. “We're trying to anticipate a }
tapering off, a leveling of demand, and move from a

growth economy to a stable economy.”

Garfield suggests that WotC will be “more reli-
able” producing and shipping Magic and upcoming i

card games like Netrunner and BattleTech.

Shortly before the game and staff cuts were
announced, WotC disclosed the “streamlining” of its
distribution. The company said it would continue deal-
ing only with distributors noted for service and relia-
bility. A spokeswoman claimed this would help alleviate
the distribution and availability problems with Magic
Fourth Edition and /ce Age cards (“Fourth of Supply?,”
News & Notes, /InQuest #3; “Left Out in the Cold,”
News & Notes, InQuest #5).

As for the future of WotC and the game business,
Garfield expects a return to established product lines. ]
“WotC will continue to explore trading card games |
in the next year, hopefully bringing card and table |
games together after that,” he concluded. “My expec- |
tation is that roleplaying is going to come back for “

|
\
|

it's a lot easier to put together an RPG anyway.”
—Patrick Daniel O’Neill and Rich Anderson

At logos shown ™ & © Wizards of the Coust
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Beaming Aboard

SkyBox's Star Trek: The Original Series collectible card game,
scheduled for summer 1996, is moving full speed ahead. After
looking at many proposals, SkyBox decided on a game system
designed by Mag Force 7, best known for the card game Star
of the Guardians.

“The game system is easy to learn—we had learned the
game and started playing in 15 minutes. At the same time, it’s
a lot of fun and involves a lot of strategy,” says Games Editor

Steve Domzalski, who also worked on the Marvel OverPower

game done by SkyBox’s owner, Fleer.
Most of the cards will feature photos from the original 79

episodes of the 1960s television show, but SkyBox will com- :
mission some art for the game. “If we need a card to show a
planetary surface that was never entered,” Domzalski explains,
“we’ll have cards made to display that.”

Every starter deck will have cards of Captain Kirk, Mr. Spock,
Dr. McCoy, and the starship Enterprise—the four cards needed
to play the game. Missions completed using these core cards
move everyone toward victory.

Each player can create his own secondary team of characters
using cards such as Lt. Uhura, Ensign Chekov, Chief Engineer :
Scott, and Lt. Sulu; victory points gained by those cards go to
that player, not the group. Secondary team cards can be
assembled from starters and booster packs.

“We're going to have just about everything you can imag- i
ine in these decks,” Domzalski says. “Minor characters such as :
Nurse Chapel, for instance, will appear. Villains such as con
man Harry Mudd and genetic superman Khan Noonian Singh
will be there as well. And what Star Trek game would be com- :
plete without Tribbles?”

The card set will not have pictures or characters from the
Star Trek motion pictures or other material based on but not

JANUARY

® Decipher announces it has the
collectible card game license
for the Star Wars films.

® Dixie CCG released by
Columbia Games.

® ce Age, originally announced
in the August 1993 Duelist
Companion as the first expan-
sion for Magic: The Gathering,
remains unreleased.

® Wyvern Peemiere Edition CCG
released by U.S. Games Systems,

FEBRUARY

® Acclaim Comics’ Armada
imprint publishes the first
Magic: The Gathering
comic books.

® O the Edge Standard Edition
CCG released by Atlas Games.

® TSR announces plans for an
AD&D feature film, a
Wildspace television series,
an animated Dragonlance
made-for-TV movie, and
Wildspace attractions at both
Universal Studio theme parks.

part of the original television show. “For the time being,”
Domzalski says, “our contract is just for the episodes of the tele-
vision show. That could change, but for the moment this is what
we're focusing on.”

Star Trek card games have attracted a lot of attention over
recent months, some of it bad. Last fall, Decipher, which
Paramount licensed to produce Star Trek: The Next Generation
Customizable Card Game, publicly accused Paramount of delay-
ing promised expansions for the game (“Paramount Problems,”
InQuest News, InQuest #9). Decipher claimed Paramount was
retaliating because Decipher had refused to pay more money
for the game license. Paramount denied the allegations.

More recently, a Buffalo, N.Y., organization named the
Charity Fellowship called for a boycott of the SkyBox Star Trek
game, claiming that by blocking Star Trek: The Next Generation
expansions and launching a new game Fleer and Paramount
have ignored the needs and wishes of fans and players.

—Greg McElhatton with the InQuest staff

CAR WA
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Car Wars in the
Virtual World

VictorMaxx Technologies, one of the leading companies in
the arena of virtual reality programming, has signed on with
Steve Jackson Games for the development of a Car Wars-based
VR game.

VictorMaxx President Richard Currie expressed a great deal
of enthusiasm over the project, and says he is “certain that
the combination of Steve Jackson’s creative genius and Vic-
torMaxx technology will create a virtual reality success.”

With a working title of AutoDuel (the title of a Car Wars-
based computer game released in the 1980s by Origins), the
game will start in location-based entertainment centers called
“AutoDuel Centers.” (If you remember the Photon and Laser-
Tag centers of a decade or so ago, that’s the kind of installa-
tion VictorMaxx has in mind.) The prototype is set to open in
downtown Chicago in summer ‘96; it will include a series of
fully themed environments, as well as a snack bar, retail mer-
chandise area, and memorabilia.

The second phase of the launch involves creation of an on-
line AutoDuel game, slated for late ‘96 release, allowing players
from around the world to compete with each other via modem.

PN g

Cor Wors © Steve Jockson Games

lots of new stuff was
promised for 1995. Some of it
was even delivered.

@ Still no sign of lce Age.

@ J/Juminati: New World Order
Unlimited Edition CCG
released by Steve Jackson

® TSR goes on-line with both
America Online and GEnie,

® Wizards of the Coast buys
Andon, the company that runs
the GAMA trade show and Ori-
gins convention, among others.

Games.

® Towers in Time CCG preview
® Blood Wars CCG released decks released by Thunder
by TSR. :

Castle Games.
® Ultimaté Combat! CCG

released by Ultimate Games,
@ \vizards Of the Coast

® The GAMA trade show was in
New Orleans again, No one
was mugged this year, and
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The war between Werewolf and Wyrm has spilled over into the Amazon, / & o
( the last pure place, the last hope of Gaia. o ,

; Itis here that the Garou make their stand.
Itis here that the Wyrm plans to rend the heart of Mother Earth.
And it is here that something angry waits, hidden in the shadows.../ 5

P

The War of the Amazon introduces new fetishes, victory conditions, and shapeshifting racesinto J
7 the collectible card game of savage fury. Completely cogﬁbatible with Rage and The Wyrm decks. -
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A CD-ROM version of the game is scheduled for early 1997.

In other news from Steve Jackson Games, the company
has signed on Bob Choby, a six-year veteran of TSR’s mar-
keting department, as its chief operating officer. The idea,
according to Choby, is to let Jackson himself get back into
the design side of the business. “We want to get Steve out of
the day-to-day,” Choby says. “His bailiwick is creative, and
he can’t be both creative and a manager. My bailiwick is busi-
ness, including 16-plus years of marketing.”

One of Choby’s priorities is to get /n Nomine back on track.
He describes the long-awaited, long-delayed game as “the
ultimate good-vs.-evil game, angels vs. devils.”

Finally, Steve Jackson Games now has its own site on the
World Wide Web at http://www.io.com/sjgames/. The Web
page is handled by Robert Apthorpe, who comes to SJG with
a background in computer communications.

—Jeff Franzmann and Patrick Daniel O’Neill :

Shadowfist
Set Postponed

Combat in Kowloon, an expansion
set for the Shadowfist CCG originally
scheduled for release last August, has
been postponed indefinitely. lan Bran-
nen, an editor for Daedalus, says,
“Something had to go. There are only
seven of us here, and we had a rather ambitious schedule.”

That schedule includes a story arc that stretches into 1997. :

Besides building on the basic storyline, new Shadowfist releases
will also improve two-player games, increase the variety of

deck concepts, and encourage general butt-kicking. Says Shad- :

owfist co-designer Rob Heinsoo, “Each expansion set will have

its own distinct flavor. Netherworld is about a place. Flashpoint :

is all-out war.”

The 1?4-card Netherworld should already be available in
stores. This expansion is based on a labyrinth of underground ;
passageways and caverns that connect various time

announces that it will

junctions. It also bolsters the Four Monarchs and the
Jammers factions.

Flashpoint begins with another fiendish plot by the Archi-
tects of the Flesh. In this 110-card expansion set, the Dragons
step in to stop them, but become drawn into a war that ranges
from the modern-day Amazon to the Architects’ gray future.
While the set focuses on the Architects, Dragons, and Jam-
mers, other groups will appear in surprising ways. Says Hein-
500, “This is definitely the war side of action movies: lots of
people with very big guns shooting each other, battlefields,
tanks, house-to-house fighting. Its definitely the gritty side.”
Flashpoint is scheduled for March.

Heinsoo mentioned plans for two expansions after Flash-
point, but would only reveal that the earlier one takes place in
ancient China.

However, Heinsoo would talk about Shadowfist Second
Edition, due in April. With this printing, Daedalus plans to
replace approximately 50 common and very common cards,
keeping the total number of cards at about 320. By

removing many cards that people typically don’t
use, Daedalus hopes to make the game more
interesting, especially for beginners. The new cards
promise to be more fun while also allowing a better
variety of strategies.

Feng Shui, Daedalus’ roleplaying game, set for an
April release, also promises to expand Shadowfist. The
rule book will provide detailed information on the Shad-
owfist world, while Feng Shui supplements parallel infor-
mation from the card game. Back for Seconds will offer
Feng Shui statistics for Shadowfist characters. Elevator to
the Netherworld and Flashpoint will mirror their respec-
tive expansion sets. Players will also see abilities and equipment
from Feng Shui appearing on Shadowfist cards.

Finally, those with access to the World Wide Web can
check out the Shadowfist FAQ at http://www_hakyon.com/-
rev/fag.html. This site includes links to other Shadowfist
pages, including Robin Laws’ short story "OperatiOn
Killdeer”—the narrative tale behind the deaths of eight first-
printing characters. (Dead characters drop out of print, SO
don’t look for the deceased in the Second Edition.) A second
story, included in the yet-unprinted players guide, details
the plot behind the Netherworld expansion. Says Heins00, “I
think the stories will definitely be a part of the Shadowfist
line, in one way or another.”

Asked if future stories will involve more character deaths,
he says, “People die in Hong Kong action moyijes. Heroes
die. Villains die.... | would be extremely surprised if everyone

manages to live.”
—Rich warren

re-release Jyhad
as Vampire: The Eternal
Struggle in July.

APRIL

® (chelons of Fire and Echelons
of Fury CCGs released by
Medallion Simulations.

® [/luminati: New World Order
Factory Set CCG released by
Steve Jackson Games,

® |nQuest 21 released by
Wizard Press,

16 c]Q”QUEST

® Terrorists bomb a federal
building in Oklahoma City.

MAY

® Magic: The Gathering Fourth
Edition CCG released by
Wizards of the Coast.

® Powercardz CCG released by
Caliber Game Systems.

® Rage CCG redeased by White Wol.

® Frost in the summer? Ice Age,

a Magic: The Gathering
expansion, released at long
last by Wizards of the Coast.

® SimCity—The Card Game
released by Mayfair Games.

® Warp Packs, free supplements
that guarantee you can actually
play the Star Trek: The Next
Generation Customizable Card
Game, released by Decipher.,

® Roger Zelazny, scheduled to
be Gen Con's guest of honor,
passes away.

JULY

® Changeling RPG, the final
game in the World of Dark-
ness series, is released by
White Wolf.

@ someone leaks the Chronicles
list to the Internet. Wizards of
the Coast responds by pub-
lishing an official list, even
though the expansion sct isn’t
due for two months.

® Dragon*Con is held and is
well-attended, especially by
the hame-town Atlantans at

White Wolf, who kep! ¥4
from Origins.

® Dragon g:::- 2 collectible
dice game, released by TSR.

® Three people inducted M the
GAMA Academy Of Gaming
Atts and Design Hall of Fame:
Julie Guthrie, miniatures SCUI‘.)_
tor extragrdinare; JOroar Y s~
man, designer of Baﬂ/ETECh.
founder of FASA and virtual
World Entertainment and the
late Nigel Findley: lcg?ndary
8ame designer. and writer:
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New Directions for
shadowrun

For close to a year, Shadowrun has
been a ship without a captain.
Now Mike Mulvihill has taken
over as head developer for
the futuristic FASA roleplay-
ing game, and changes are
on the way.

“A lot of what we've
been hearing from play-
ers is that while we've got
cool source books and a cool
world, there isn’t a lot for play-
ers to play in,” Mulvihill says.
As a result, he explains,
“we’re looking at releasing
more adventure-style material
and fewer $18 sourcebooks.” In addition,
a Rigor sourcebook is in the planning
stages, with a tentative release date in early ‘97. i

Mulvihill started with FASA in 1992 as a developmental :
assistant and became the interim Shadowrun developer
when Tom Dowd left in 1994. Mulvihill returned as interim
developer in mid-"95 when Carl Sargent left FASA. In
the meantime, Mulvihill developed Awakenings and
Virtual Realities 2.0. H

Mulvihill wants to see the Shadowrun universe lose its static,
unchanging feel and become more alive for players. “Another
big thing was the progression of time,” he says. “The real
world-isn’t static; it changes every day, every year. We want
to put in some events to activate the world—elections, cor-
porate takeovers, things we see every day. Bug City is an exam- i
ple of what we’d like to do more of—show ramifications of the :
event, snowball it.” i

—]Jeff Franzmann

New Dragon Dice
Peripherals

Amid rumors of production problems with its basic dice,
TSR has released two supplementary products for its Dragon
Dice game.

One product is Battleground, “a heavy canvas playing mat
for rolling your dice,” production manager Dori Hein says. “It
shows you where to place your dice in reserve, in the front tier,
in your home terrain. It also cushions the dice on hard tables.”

The mats come in five different versions, one for each race
in the game. Unfortunately, buyers can’t tell which mat they’re
getting without opening the package. “They all function iden-
tically, however,” Hein assures consumers. “To design a pack-
age that allowed you to view the mat would have made us miss
the holiday season.” Each box includes a 32-page short story.
They're in stores now, at a suggested retail price of $12.95

Also out is the Dragon Shield, containing components
needed to keep track of spells cast during the game: counters,
with stickers indicating the num-
ber of points each spell is worth;
and spell cards, with spaces for
your name, so you can place
the card next to the army that
you've cast the spell on. B

“If you play a heavy magic
army game, and especially if
you play a multiplayer game,
keeping track of who-all has
which spells on which armies
is a little hard,” Hein says.
“This helps you do that.”

But, she adds, “the really
neat product in there is a
five-panel shield [that]
shows all six sides of the
dice for each race, helping you see at
a glance the specific attributes of
each group. The monsters con-
nected to each race are also laid
out on the shield.”

Each package of Dragon
Shield, which retails for
$12.95, also includes a 32-
page story set in the Dragon
Dice world.
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Drogon Dice © TSR

® Hyhorian Gates CCG released }

by Cardz.

@ In Philadelphia, Origins has its
best attendance in several years,
A scheduling conflict put this on
the same weekend as
Dragon*Con, causing some

nies that wanted to attend both.
® Redemption CCG released by
Cactus Game Design.
® Shadowfist CCG released by
Daedalus Games.

® No sign of Vampire: The
Eternal Struggle.

| AUGUST

i @ Battlelords CCG released by

i New Millennium Entertainment.
® Birthright RPG, a new AD&D
problems for people and compa-

world and system, released
by TSR,

® fverway RPG, Wizards of the
Coast's first original roleplay-
ing game, released.

® (en Con, the world's biggest

adventure gaming show, hosts
a ton of CCG tournaments
along with all the traditional
roleplaying, miniatures, and
wargaming events. Nearly
30,000 gamers, a record,
descend upon Milwaukee.

® Guardians CCG released by FPG.

® Highlander CCG released by
Thunder Castle Games.

® Marvel OverPower CCG
released by Fleer.

® Magic: The Gathering world
championships held in Seattle

and won by Swiss player
Alexander Blumke.

® Umbra, a Rage expansion,
released by White Wolf.

SEPTEMBER

® Chronicles, a Magic: The
Gathering expansion, released
by Wizards of the Coast.

® Games Workshop announces
that it will now sell product
directly to retailers, mostly
bypassing distributors.

@ The Armory, Wargames West,

and Greenfield Hobby Dis-
tributors file suit against
Games Workshop alleging
unfair trade practices.

@ StarQuest CCG released by
Comic Images.

@ Super Nova CCG released by
Heartbreaker Hobbies & Games.

i ® Wing Commander CCG

released by Mag Force 7.

1 @ Wizards of the Coast raises

prices of Magic: The
Gathering cards.
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Blood Wors © TSR

But what about those rumors of production problems?
“Trying to get dice out of Hong Kong—!" Hein chuckles. “TSR
has a reputation for always meeting our ship dates. We very
seldom have product ship late, but Hong Kong is virtually the
only place that can deliver these dice.” She says the produc-
tion facility is now up to speed.

However, she notes, “we rushed some dice to have ready :

for Gen Con, and there was a slip in the production molding,”

she says. “The top half on a set of dice slipped and moved

over to another set of dice... so we wound up having double-
headed goblins on one set and no-headed goblins on another.
We had a total of, | think, 6,000 dice fouled up out of 300,000
in the initial run. Depending on how you build your army, hav-
ing these double-headed or no-headed goblin dice can actu-
ally give you an advantage.”

—Patrick Daniel O’Neill

§sCALA+IOH PACK IV:
INSURGEN+S

Of +HE
INNER PLANES

Despite delays, TSR says its Blood Wars will rage on.
Although the original release of some “escalation packs”

for the card game has been delayed, designer Steven Schend :

says, development continues. Insurgence of the Inner Planes

and Weapons and Warmongers, originally slated for January
and May releases, can be expected in March and July. Hand
i which publishes MormonQuest.

of Fates, the third escalation pack series, is tentatively sched-
uled for September ’96.
There's also the Warlord Manual, due in January 1996, which

will provide players with a strategy guide and manual to avail- :
i nature of the company’s game. A stone ring is a monument
i such as Britain’s Stonehenge.

able cards. If the manual proves successful, Schend says, it may
pave the way for future support material in the same vein.
—Jeff Franzmann

Task Force Galls in
Marines

Task Force Games is releasing a new set of figurines designed
for use with Prime Directive, Starfleet Battles, and the Starfleet
Marines supplement.

Starting in January 1996 and continuing over a two-month
span, Task Force will release 21 different marines. Several races
will be represented, including the ever-popular Vulcans, and
some of the marines will be female.

“The figurines will be 28 millimeters and made of tin

i pewter, not the lead stuff, so you don’t have to worry about
your little brother chewing on them,” says Task Force Vice Pres-
i ident Tim Olsen.

—David Joyce

L S Al ul b P +. 8

stone Ring is Beyond
Horizon

Horizon Games, has changed its name to Stone Ring
Games, according to David F. Nalle, marketing director for
the company. .

The company publishes Quest for the Grail, the new
Arthurian card game (reviewed this month in On Deck, start-
ing on page 44).

“There are already four other companies in game or game-
related industries who have the name Horizon,” Nalle explains.
“We wanted to position ourselves as being separate and
unique.” Among the other gaming companies with Horizon
in their names are Horizon Miniatures and Horizon Marketing,

The edition of Quest for the Grail that was released in Decem-

ber will reflect the name change in its card design and labeling.

The new name was chosen to reflect the fantasy-historical

—David Joyce

OCTOBER

® The Crow CCG released by
Heartbreaker Hobbies &
Games,

® Homelands, a Magic: The
Gathering expansion, released
by Wizards of the Coast,

@ The Last Crusade CCG released
by Chameleon Eclectic.

® [egend of the Five Rings
CCG released by Alderac
Entertainment Group.

® O.). found not guilty
(and still part of a well-

18 1Q'QUE5T

balanced breakfast).

® Tempest of the Gods CCG
released by Black Dragon Press.

® WildStorms CCG is released by
WildStorm Productions, Jim
Lee’s division of Image Comics,

@ Unlike last year, the World Series
actually happens. The Braves
bring Atlanta its first major pro-
fessional sports crown.

NOVEMBER
@ Cleveland, whose long-suffer-
ing Indians finally made it to

but then lost the World Series
in October, is told the
National Football League’s
Browns are leaving town.

® Red Zone CCG released
by Donruss.

® Top of the Order CCG
released by Donruss.

® Upper Deck Gridiron
Fantasy Football CCG
released by Upper Deck
and Precedence Publishing.

® Vampire: The Eternal Struggle
finally released by Wizards

of the Coast.
® Warzone, a Doomtrooper

expansion, released by Heart-

breaker Hobbies & Games.

® Alternate Universe, a Star Trek:

The Next Generation Cus-
tomizable Card Game expan-
sion, released by Decipher.

® Assassins, an [lluminati: New
World Order expansion,
released by Steve
Jackson Games.

® Dark Sovereigns, a Vampire:
The Eternal Struggle expan-
sion, released by Wizards
of the Coast.

® Middle-earth: The Wizards
CCG released by Iron Crown
Enterprises.

® Quest for the Grail CCG
released by Stone Ring Games.

® Star Wars Limited Edition
CCG released by Decipher.

—Matt Forbeck
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Ultra-PRO Deck Protectors...for the
very hest protection of your cards.

Shuffle it
Deal with it
Store it
Protect it

Look for this Display Box
in your Favorite Store

« Made Especially for Gamers
for use during Game Play

« Sized o it Ultra pRo g Pocket Pages as well as the
Ultra-PRO Deck Byng';

o Ultra-PRO Hologram $afe Storage Symbol

-« High Clarity = Super Strong - Archival Safe
. Made in the USA - Patented

the highest quality & protection
f,ﬂ«'mvs buy UIIm-PH& products ;

UltraePrO

6049 Slauson Avenue, Los Angeles, CA 90040 ¢ In CA(213)725-1975 « Fax (213)728-4092
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® Star Trek fans may be a bit disappointed
by Michael “Worf” Dorn’s appearance in
Mission Critical, out now from Legend Enter-
tainment. As the captain of a human vessel,
he isn’t wearing Klingon makeup, and, after a
brief opening sequence, his character and
everyone else on the ship (except, of course,
you) gets caught at ground zero of a nuclear
explosion. As the survivor, your goal is to deter-
mine what your captain’s mission was and
complete it. Do well and you may get to see
a bit more of your favorite former Klingon.

® Mindscape’s new game, based on Games
Workshop’s popular and enormously fun
Warhammer miniatures rules system, should be
hot off the presses as you read this. While Shadow
of the Horned Rat is strictly a solitaire game, this
real-time fantasy battlefield simulator contains
many of the most popular elements from the
tabletop game, such as Trollslayers (rabidly sui-
cidal dwarves), special heroes, and, of course,
Skaven (rat-people that worship the Horned
Rat). There are also some new surprises, such as
Squig Hoppers (difficult-to-control mounts for
goblin warriors) and a magic system that has
been modified for the computer game.

® If you want a peek at the next level of action
games beyond DOOM, check out Bethesda
Softworks’ demo of Terminator: Future Shock.
It’s available in CompuServe’s GAMAPUB
forum; check out SHOCKDEM.ZIP in Library
10. The game itself was rushed for holiday
release to capitalize on some favorable press
coverage it received. While the robot made
famous by “The Arnold” (Schwarzenegger,
that is) is around, this action game covers new
ground. Set in 2015, your mission is to save
mankind from destruction at the hands of 20
different types of hostile robots.

@ Disney Interactive is supporting a massive
marketing blitz for its Toy Story game (for Sega
and Super Nintendo Entertainment System,
$55). Under the philosophy of “anything that
sells the movie sells the game, and vice versa,”
Disney Interactive can reasonably claim to have
the largest ad campaign ever for a video game:
the graphics for the popular animated movie
and the game are provided by Pixar. If you don't
own these game systems and your software
store doesn’t have a demo running, you can
still check out Pixar’s extraordinary game ani-

20 l_@'QUEST

mation: special theaters have a kiosk
with a demo of the game. The
game’s player interacts with charac-
ters seen in the movie, from Woody
to the squad of elite toy army men.

® Babbage’s, the software retail
chain, gives the official release
month for the Magic: The Gathering
computer game as March. If you
can’t wait that long (or if—gasp!—
MicroProse fails to make the dead-
line), you could look at Spectrum
HoloByte’s Magic: The Gathering
Desktop Themes software for Win-
dows 95 ($22). This program allows
you to turn Magic art into back-
grounds, icons, and even cursors.

Terminator © Caroko Pictures Inc.; Toy Story © Disney; Mission Critcal © Legend Entestoinment

JEUSNEK = LEle K Fs S LS AST

Michael Dorn stars in Mission Critical, but not

as everyone’s favorite Klingon.

® What? You don’t want to open
your new games when you haven’t
finished the ones from last year’s hol-
idays? Here’re some tips that should
help out... For Master of Orion, hold
down the Alt key and type “moola”
for lots of cash—this is quite a boon
on the “Impossible” difficulty set-
ting. Some of the more important
cheats for Dark Forces include typing
in “lamaxout” to max out all your
equipment, “lacds” for a full map,
and, for the wimps, “laimlame” to
get total invulnerability. Magic Car-
pet likewise has many cheats; just
type “/ratty” and experiment with
Alt-F1 through Alt-F7 to see which
powerup you like the most.

Disney capitalizes on its merchandising
powers with the Toy Story game.

® Having a bit
of trouble with
Crusader (Origin,
$48)? Typing in
“lassical6” will
activate a cheat
mode, and you
can use the
F10 key to get
weapons and
cash. You need
more? Try shift-
F10 to toggle
invulnerabililty.

T an-huntin 4 bw _
—Rick Moscatello  ufure Shock features that cuddly, hum 9 yborg battle

chasis, the Terminator.
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A Collectible Card Game set in the world of J.R.R. Tolkien
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Published by IRON CROWN Entirpgig s, Ine, (1C10, PO Box 1608, Chartottesville, VA 22002 USA, the exclusive worldwide license
0. B holder for advemure games based on JR R, Tolkien's The Hobbit and The tond of the Rings

I: f | it "?05 Copyright © 1995 TOLRIN ENtmimises, o division of The Saul Zacntz Company. Berkeley, CA. Middle earth. The Weiaads,
(.hdl‘ .ﬂ“eS\'Il‘lc, VA 22()()2 USA The Hobbit, The Lond of the Ring, and Middle-earth ~and all characters and places thereinare tademark properties of ‘Tolkien
E-mail: metwice @gol.com Pnterprises.
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THE GUIDE TO UPCOMING GAME RELEASES

Genesis

packaGING:  15-card booster packs

g New Millennium Entertainment
E 7 Approximately 100 cards

é RELEASE:  January 1996

- J.

z

$2.50 per pack

Here’s the Deal: This expansion provides assets and opportunities for the mercenaries of
the Battlelords universe. Since an invasion by the Arachnids will be featured in a forth-
coming set, you'd best take advantage while you can! Genesis includes new dliens, like
the Fott (a race of killer bunnies), Artificial Intelligence (robots), and a race of religious

minotaurs. Also induded are rule-bending operations, such as some that permit players

SUGGESTED RETAIL:

to have permanent battle cards.

Y

dag

Wyvern Starter Set

NAME :

puBLISHER:  U.S. Games Systems
RELEASE:  January 1996
PACKAGING:  Two 60-card limited edition decks, rule book,

and a copy of Wyvern: The Insider’s Guide

" SUGGESTED RETAIL:  $25

Here’s the Deal: If you purchased these items separately, it would cost about $4
more. If you purchase this starter sef, you'll have everything two people need to begin
playing Wyvernimmediately. The Insider’s Guide s a 152-page handbook that details

™ & ©U.S. Gomes Systems

the game's history and strategy.

“Ware:  Mortificator
3 WOBLISHER: Heunﬁker Hobbies
;ic’ " SET SIZE: v‘122mrds ST T
_,g _ RELEASE: Junuuryl‘)% .
é PACKAGING: VElght card booster pucks AT
: sueGESTED RETAIL:  S1.75 per pack

Heres the Deal: Mortificators are the ninjas of the Doomtrooper Brotherhood, known for
their lightning raids and assassinations. This expansion for the Doomtroaper card game will
include many of the characters from the Mutant Chronicles comic book Golgotha, coming soon

from Acclaim Comics. The cards also include a new concept for the game, poison.

Towers in Tirpg qugk Ediﬁon

8 sier:  Thunder Castle Games )

3 SET SIZE: 77165cards g :
’2 RELEASE: Junuuryl‘)%

é PACKAGING: 54 turd starter decks 15 card booster pucks

SB 95 per deck 5295 per pa(k
Here's the Deal: The fauna of Greek mythology join the cast of Thunder Castl’s fime-
traveling CCG in this new edifion. The Greek Edition can be played as a stand-alone game,

orits cards con be added to existing Towers in Time decks. Among the featured charac-

SUGGESTED RLTI\IL:

fers are heroes such as Heracles, creatures such as Pegasus, and gods such as Zeus.

Chameleon

packacING:  Nine-card booster packs (includes one rule card)

E U.S. Games Systems

§ s 90 cards { P
- RELEASE:  February 1996

S|

of

SUGGESTED RETAIL:  S1.50 per pack

Here’s the Deal: Nothing is ever what it seems” is the catchphrase for Wyvern's
Chameleon expansion, which brings the total number of cards in the game to 419. The
new sef, illustrated by Virginijus Poshkus, features terrain cards that, when discovered,

can be turned info dragons. Look out, scouts—the lay of the land is now more decep-

five, and dangerous, than ever!

| AME : Gﬂﬂ!'“"d Biec iy K T
% PUB!:ISHER: (OfgleﬂbU'Q | LRI
% SET SIZE:V l70(urds STt L Pl
TE’ RELEASE: Februalew6 hl
§ PACKAGING: Smrfer sei WIIh 170 (urds dle und rule book
5 . Sl9 95 per starter set

SUGGESTED RETAIL:
Heres the Deal: S in Prohibition Chicago, gg,,g[andallows pluyers totoks onhe part

of one of many gang leaders battling for control of the underworld. The starter ses con-
tain 50 character cards, 120 acion cards, @ six-sided die, and a fully illustrated rule
book. The firs printing also includes fwo fimited edition cards. Three to eight people can

221@'OUEST

begin playing immediately with his bosic set




GRS ComiC

gy Dookcar S"‘Sésy

; wonde e 1. C:ftRa og
THE PLAYERS CHOICE ¢

Both Tournament Players and Beginners alike choose

I6UANA'S for their gaming needs. That's because we Magic Tournament Weekend
have the most diverse singles selection in the world,

competitive pricing, and fast friendly service. February 3-4, 1996 at the lowa Memorial Union.
* Worldwide Service: 2 day Delivery to most countries. ™ Type I Saturday, Feb. 3, 11AM. Hundreds in
* Over 150,00 cards in stock. _CTAT prizes. $10 entry.
* Special assortments for the begi 2 d & .
* Out-of-print sets, box:sr and pa'cnk';.ef available. WA RS Type . Sunday, Feb. 4, 11AM. First Prize:

* Current expansions and Pre-orders at low low prices. [EITFIEHTTS MAGIC the Gathering Beta Set. $20 entry.
Phone orders weicome: Visa, MC, Discover, check, Plus, other events including a Sealed Deck Tourn.

or Money Order.
Singles for: Call now to register. 314-33¢-00¢6
MAGIC Credit Cards accepted i
3 1 9—3 BZ-OOZG ALTERNATE UNIVERSES =ECMOIOw [dtes saitalie

PAK: ey B, | A S

Visit our 1,500 Square Foot Megastore just minutes off I-80.

S&H HOUSE OF CARDS
©on2sz-e22  1-800-922-7441 (601) 252-3041 |
- We carry ALL collectable card games |

BY THE CASE - BY THE BOX - BY THE DECK - BY THE BOOSTER PACK
| SINGLES!! SINGLES!! SINGLES!! SINGLES!!

MAGIC. DOOM TROOPER™- RAGEm . STAR TREKs ||

We also carry SINGLES for the great new game _ GUA RDIANS™
CHECK OUT QUR HUGE SELECTION AND LOW PRICES!! |

Boxes, Play mats, books, counters, mini top loaders (shy ;
: ’ y eabl -Ri ders,
1 life stones, and NEW from Ultra-Pro - DECK BYNDERS (holdi);n?n?tl(l)ls llt))landers)

Weaccept:  VISA MASTERCARD  DISCOVER nongy ORDERS

NOW TAKING PRE-PAID - PRE-ORDERS FoRr STAR WARS® and
ALTERNATE UNIVERSE™ (Both are LIMITED Black Border Edition)

(*The fine print: Prices and quantities SUbjot 10 cuanize Without notice. No cancellations

on pre-paid pre-orders. $5.00 minimurm ShIPPINg and handling chapy. )
 College Ave., P.O. Bo ' 5
L S&H House of ng — wy Springs, MS 38635

———d
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When Homelands came out, the editors at InQuest
gave me a nearly impossible task. | had to build a killer deck
using cards primarily from Homelands, and | couldn’t use
a lot of green. Oh, and no “faerie” or “minotaur” decks
either—those were going to be theme decks. Great...

So what did that leave me with? Not a heck of a lot,
but when | found out which card the editors had picked

as the worst from Homelands, | knew what had to
be done. With Soraya the Falconer as the cham-
pion of my deck, | sought out to make a killer

“falcon” deck. (Damn him, Jeff’s set out to prove
us wrong again. He’ll have to be killed. Give the
order. —MjS)

The key to this deck is speed.
The colors are blue and white—
two of Magic's slowest colors,
but the amount of cheap crea-
tures and spells makes this
deck deceptively effective.
Between the four Mesa Fal-
cons, four Zephyr Falcons,
and four Sea Sprites, you
should never have a problem
getting a flying weenie into play,
and each one has its own little bonuses.

The Sea Sprites can wreak havoc on a
deck relying heavily on red, the Zephyr

Up,

By Jeff Hannes

“alton ﬁenzy

THE BEST IN
TOURNAMENT-LEVEL MAGIC BECKS

| CREATURES | 4 Mesa Falcons WENE [LAND | 1 Disenchang
BLUE 1 Soraya the Falconer 3 Disenchants 4 Adarkar Wastes 2 Karmog

1 Giant Oyster 4 Divine Transformatins T e 2 Sleights of ing
1 Reveka, Wizard Savant m I Serra Aviary 10 Plains

4 Sea Sprites BLUE 3 Swords to Plowshares 2 Strip Mines

4 Zephyr Falcons 1 Recall

WHITE COLD) 1 ey Manipulator 3 Blue Elemental Bloss

3 Abbey Gargoyles 2 Spectral Shields 2 Serrated Arrows 3 Circles of Protection: Red

I Aysen Bureaucrats ) 4 Death Speakers

\J’\/

. IQ
- QU E S T

Falcons make for good offense and defense if pumped
up with other cards, and the Mesa Falcons can take on
those first strike white weenies head on. (Just remember
to save two mana to pump up the Mesa’s defense.)
The Abbey Gargoyles have gotten a pretty bad rap
from a lot of players, but if you've played with them
before, than you probably already know that they’re
well worth their five-mana casting cost. Not much harder
to cast than a Serra Angel (just an extra white instead
of a colorless), they’re almost as big, and if your oppo-
nent is relying on Fireballs and Lightning Bolts, they're

pretty tough to get rid of. .
As for creature boosters, the ones in this deck are

choice. A Divine Transformation can make even the
lowliest of creatures look fearsome. That piddly Zephyr
Falcon suddenly becomes a formidable “Serrakeet,” and *
even a Giant Oyster starts to look pretty scary.

Even if the misunderstood Falconer is the worst
card in Homelands, Soraya is a key card in this deck, as
is the direct damage-dealing Reveka, Wizard Savant. Use
the Spectral Shields to protect your legends from

untimely deaths. {
Even though this deck is a falcon deck, it doesn’t

hurt to add some all-purpose cards. Since you don’t
need too much mana to get going, the Zuran Orb can
give you a good use for those extra lands you draw late
in the game. Recall is also 2 must for any deck with blue
in it, and in this deck, it can be used to get back key
cards like the Serra Aviary-

The Icy Manipulator is always elpful, ang jike the
Aysen Bureaucrats, it can be used Ve"y'effectively with
the Giant Oyster. Just tap those annoying beasts your
opponent has out and use the OYsterto suck them dry.

Speaking of neat combos, Serrated AF.FOWS is such a
useful card | threw two in the deck. 'In addition to knock-
ing off pesky 1/1 creatures (especially those with pro-
tection from white), it can be usgd to bring larger
Creatures down to size. Got @ S€NIIN Vampire o ming
your way and your only blocker is an Abbey Gargoyle?
Fire an arrow at the vampire and finish it off with your
superior creature. .

Swords to Plowshares and Disenchants royn ¢ ¢ the
essentials, giving the deck the ability to dea| yjith just
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about anything, and thus making it fairly
effective. However, the real fun comes in
when you get to use the sideboard.

The main purpose of the sideboard
is to mess around with your oppo-
nent’s plans, especially if he’s playing
black. If there’s no red in sight during
the first duel (but plenty of black), sub
in the Death Speakers for the Sea
Sprites. It will be an unwelcome, but
effective, surprise.

A great all-purpose card is Sleight
of Mind. The three Sleights should start
in your sideboard, but they should
almost definitely find a way into your
deck after the first duel. If your oppo-
nent isn’t playing black or red, the
Sleights will let you change the pro-
tection of your Gargoyles and Sprites
to a more useful color. If your oppo-
nent is playing white’s enemy colors,
you can use the Sleights to turn irri-
tating spells like Anarchy and Gloom to
your advantage.

As for the rest of the sideboard, the
remaining cards are self-explanatory.
Lots of people play direct-damage in
competitive play—lots of people suck.
Use Blue Elemental Blasts and COP:
Reds to protect yourself (and your Fal-
cons!) from those cheeseheads.

Okay, so this may not be the
strongest Type Il deck, but if you give
it a shot, you'll find it’s not all that bad.
(This is the “Killer Decks” column, after
all.) At the very least, you’re bound to
get a good laugh from your opponent
when you put Soraya into play. Little
will they know...

bed, not an athlefic supporter.

Jeff Hannes s sick ond tired of oll the misinformation the edi-
tors keep slipping into these bylines. He weors ponty hose to

THEME D E CK [RESREE tE It s

Uraconian Doom

No creature of fantasy is more feared or respected than the dreaded dragon. Ultimate power, incredible
wealth. ..ridiculous casfing cost. Okay, so there’s always some drawbacks, but the Elder Dragons are so cool,
they at least belong in a theme deck.

The ultimate challenge with this deck is not to win (although that'll be a neat trick)}—it's to get out all five
Elder Dragons on the same turn and attack with them. Okay, so you'll probably need to get all four Triassic Eggs
out af once, and you'll probably need Concordant Crossroads so you don't have to deal with a fifteen mana

upkeep. But if you somehow get it fo work. . .that's one fearsome 10-card combo!

“It.ain’t called

ungeons and . warves. .."

MAMA AND PAPA DRAGONS
1 Arcades Sabboth
1 Chromium

1 Craw Wurm

1 Elder Land Wurm
1 Johtull Wurm

1 Nicol Bolas

1 Palladia Mors

1 Scaled Wurm

1 Shivan Dragon

1 Vaevictis Asmadi

BABY DRAGONS
1 Dragon Engine

1 Dragon Whelp

1 Emerald Dragonfly
1 Fire Drake

1 Nalathni Dragon

4 Triassic Eggs

DRAGON TREASURE HOARD
1 Castle S
1 Draconian Cylix

1 Fountain of Youth-

1 Jalum Tome

DRAGON SPECIAL POWERS
1 Concordant Crossroads

3 Disenchants

3 Fireballs

1 Glasses of Urza

1 ley Manipulator

1 Rod of Ruin

3 Terrors

DRAGON TERRITORIES
4 Cities of Brass

4 Fellwar Stones

3 Forests

2 Islands

4 Mountains

4 Plains

3 Swamps




i By Beth Moursund

2; Target attacking creature
becomes untapped. This
creature neither deals
nor receives damage
as a result of combat.

B More frustrating
than Diamond
Valley or Arena?

We think so.

Getting the most

out of your Magiccards

is a powerful card and helpful in almost any deck.
By just tapping it, the Maze untaps a target attack-
ing creature and prevents that creature from deal-
ing or receiving combat damage. But this effect
does not remove the creature from combat; it’s like
a temporary Gaseous Form.

The Maze’s most obvious use needs no expla-
nation. Simply target your enemy’s biggest attack-
ing creature each turn, and you won’t need to
worry about blocking it. Also, if you’re being
attacked by a creature

with a certain land-
walking ability or some
unblockable creature,
you can use the Maze
to stop it from damag-
ing you. It’s almost like
having a “Circle of Pro-
tection: Everything”
that you can use once
each combat! It even
works on a creature like
the Serra Angel, which
doesn’t tap to attack.
(It didn’t for a while,
but Wizards of the
Coast changed the rul-
ing when Magic: The
Gathering’s Fourth Edi-
tion came out.)

Its defensive value
alone would make the
Maze of Ith worth hav-

ing. But the Maze is far more than a substitute for
blocking. Its full power becomes clear when you
consider its uses on your own creatures. How often
have you attacked with a good-sized monster
against an opponent with puny 1/1 critters, only
to have it slain by a sudden Giant Growth or Howl
from Beyond?

The Maze can save you from such mishaps.
When your opponent casts the surprise spell, reply,
“Oh dear, what a pity,” and tap your Maze, tar-
geting your own creature. Your opponent’s spell
is wasted, and your creature is not only saved from
an undignified death, but is untapped and ready
for use as a blocker.
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Another thing to remember about the Maze:
it prevents the target creature from dealing or
receiving combat damage, but does not remove
it from combat. Any special effects caused by the
creature’s attack will still happen, and the crea-
ture can still be blocked. In fact, if the creature
has a Lure on it, everything that can block it is
still required to do so.

Remember the old Lure/Basilisk combo? It works
even better with a Maze of Ith. Attack with the Lured
Basilisk, and untap it with the Maze. The Basilisk
takes no damage from the blockers, but the Basilisk’s
special ability will still destroy them all. Or use the
same trick with The Wretched, and take control of
all the blockers instead of destroying them.

Several creatures from Fallen Empires have spe-
cial abilities that say, “If X attacks and is not blocked,
you may....” If your opponent attacks with one of
these, and you use the Maze of Ith on it, you still
need to block the creature to prevent your oppo-
nent from using its special ability. Don’t forget, or
the consequences could be painful.

Finally, the Maze of Ith is the centerpiece of
one of the simplest infinite-mana combinations
I've yet seen. You need a Maze of Ith, a Ley Druid
and a First or Second Edition Wild Growth.

(The older version of Wild Growth provides
mana any time the enchanted land is tapped for
any reason; the newer versions only give the extra
point of mana if the land is tapped for mana, so it
won’t work. Wizards of the Coast officially rec-
ommends you use the new wording, so you can't
pull this trick in tourneys...but it's still really cool.)

Cast Wild Growth on the Maze of Ith, then
attack with the Druid. Use the Maze to untap the
Druid, and get a point of green mana from it due
to the Wild Growth. Then use the Druid to untap
the Maze. Repeat this as many times as you want;
remember, the Druid is still an attacking crea-
ture! Then use the mana for a big Howl from
Beyond, a massive Dragon Engine inflation or
some other fast effect.

Just be sure to use up the mana before the
end of the attack or you’ll die of the biggest mana
burn seen yet!

Beth Moursund once got lost inia. maze of mirrors and had o ask @
pack of rabid children for help:

Megic: The Gothening i o trodemork of Wizerds of the Coost. Wizords of the Coast s  registered todemark. Some art protected by oddiional copyrights.
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Q: If I have o Gangrenous Zombies
with a Spirit Link on it and a snow-cov-
ered swamp, and my opponent has five
creatures, do | gain 14 points of life
when | sarifice the Zombies?
—1. Gray, Gray, ME

A:No. Spirit Link only works if it's
still in play af the time the domage
takes effect. When you sacrifice the
Zombies, they and the Link go fo the
graveyard immediately, but the dam-
age doesn’t happen until after that
effect (and others, if applicable)
resolve. This question wins the prize
because we had to check with three dif-
ferent Wizards of the Coust reps hefore
they could agree on how it worked!

~v-1»<3_y ~SEIN JENES SUMPF
Y  KOBOLDS IN ELER
TASCHE, ODER SEIN DE
D, GERECHT GLUCKLICH
>_SEHEN MICH?

| Q: IfI Sacrifice or cast Burnt Offering on
a Rock Hydra, how much mana do | get?
—BPF8, Cyberspace

A: Two mana, no matter how many
heads the hydra has. Whenever you need
to figure out the casting cost of a card
that's already in play and it has an X in the
casting cost, X equals zero.

Q: Does Spectral Cloak proect the crea-
ture it enchants from things that don't far-
get the creature specifically, like
Nevinyrral’s Disk or City in a Bottle? What
about Anti-Magic Aura?
—A. Glasgow, Buffalo, NY

A: Nope. Neither one can do any-
thing about untargeted effects.

Q: If I play a Meekstone, can my opponent
use an ley Manipulator to tap it? And if he
can, will it counter its effect for that turn?

This month’s winner walks off
with three different foreign

edition Magic packs and a
pack of Legends!

Q@: Is Solkanar invincible fo Terror? Can
you stop his damage using a Circle of Pro-
tection: Black?
—J. Lindsay, Maryville, TN

A: Yes fo both. A card with more than
one color in ifs casting cost counts as all
those colors simultaneously.

Q: If a Juggernaut does not attack but
could have, what happens?
—F. Rugolo, Oceanside, NY

A: Some thing as any other fime
someone accidentally breaks a rule: you
resef everything to the point where the mis-
take was made and do it right from there.

Q: | tap all of my lands to bring out a
Serra Angel. If my opponent Strip Mines a
Plains, what will happen to the Serra?
—D. Johnston, Hastings, MI

A: Nothing. Strip Mine, an instant-
speed fast effect, can't keep you from get-
ting mana from a land, which is an
interrupt-speed fast effect.

90 .. ..

—K. Vohra, Siglap, Singapore
A: Yes, he can, and a tapped arfifact
stops working until it untaps again.

Q: I your opponent is at one life point
and you kill his Personal Incarnation, is
he dead?
—LE. Oberle, St. Johnshury, VT

A: He'll be at zero lfe. He'll lose unless
he can cast a Healing Salve or some other lfe-
gaining effect before the end of the phase.

Q: If Energy Flux s in play, can | get out
of paying upkeep by Hurkyl's Recalling
all artifacts back to my hand?
—J. Shore, Topeka, KS

A: A Yep.

Q: If I'turn a Mishra’s Factory to a 2/2
Assembly Worker and then cast an enchant
creature on it, does the enchantment sfill
stay on it after the turn is over?
—TImccoy, Cyberspace

A: No such luck. Enchantments are
always checking and re-checking their tar-
gets. If the target ever stops heing legal,
the enchantment goes straight fo the grave-
yard. So as soon as the Assembly Worker
changes back into g Factory, the enchant

By Beth Moursund

creature is history.

Q: Does Fear on a creature prevent a
wall from blocking it? | know a wall works
as a creature that cannot attack, but can
a wall be afraid?
—(. Cobh, Lake City, FL

A: You bet. Terror can get rid of @
wall, too.

Q: If two creatures enchanted with Lure
attack, what happens?
—S. Force, Fontana, CA

A: Al the creatures that can block
the attackers must block them, but the
defending player chooses which assailant
each creature blocks.

Q: What happens if you Unsummon a
creature with Animate Dead on it?
—S. Force, Fontana, CA

A: The creature goes back to its
owner’s hand, and the Animate Dead
enchantment goes to the graveyard.

Q: Since Tranquility says all enchantments
in play are discarded, if | have a Library
of Leng in play, do they go to the top of
my library?
—F. Rugolo, Oceanside, NY

A: No. You must have an old version
of Tranquility. The newer version says
“Destroy all enchantments.” The old versions
have errata changing “discard” fo “destroy.”

Q: If anumber of goblins have attacked
and are fapped, can they still be sacrificed
to feed the Goblin Warrens?
—J. Kilby, United Kingdom

A: Yep. You usually need fo sacrifice
them before damage dealing, though. It's
illegal to sacrifice a creature that's on the
way to the graveyard.

@: Ifalord of the Pit enchanted with Lance
is blocked by two Serra Angels, what happens?
—R. McNally, Reasterville, PA

A: The Lord of the Pit does seven poinis
of damage, divided up between the two Angels
however the attacking player wants. Then you
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do damage resolution for that damage, and any Ser-
ras who end up with lethal damage go fo the graveyard,
and any excess damage tramples over to the defend-
ing player. Then any Serras who didn't end up with
lethal domage get to deal damage back to the Pitlord.

Most likely, the Pitlord's player will assign all the
damage to one Serra; if so, that Serra will die and the
defending player ill take three damage. Then the other
Serra will do four points of damage to the Pitlord. Not
enough to kil it, but if a Lightning Bolt should strike...

Q: Can | Deflect a Demonic Tutor, Regrowth,
Recall, Raise Dead, or so on fo myself?
—GDogh, Cyberspace

A Deflection can only change the farget of o
spell. Demonic Tutor has no target, so it can't be
deflected. Regrowth and Raise Dead each target the
card that they re retrieving; Deflection can make them
refrieve a different card, but can't change who gets the
card. Recall forgets one or more cards. If it's target-
ing more than one card, you can't Deflect it i it’s far-
gefing just one card, then you can Defledt it 1o o
different card, but still can't change who gets the card.

Q: Do you take mana burn from tapping land for
Forbidden Lore?
—_J. Lindsay, Maryville, TN

A: No, because Forbidden Lore and ifs cousins
tap the land as a part of their effect. It's just like cas-
ing Twiddle fotap a land—you don't get any mang.

Rleve r $¢| S
some mana hos restrictions, such a5 “may anly be used
1o cast orifods” oF “only 1o cast the spell on Ice Caul-
dron.” Restricted mana can only be used for the actual
osing of the spell. .ﬂns mt{udes “extra” mana from the
pell’s description (like Drain Life), but does not inclyde
fes from other cords such as Gloom or Power Sink.
When you fop @ Rainbow Vale for mana, you pick
afarge! opponent. IF the card is still jn play ot the end
of the turn, that opponent gets conirol of it eyen if i
1ot a Rainbow Vale any more. For example, if yoy tap
o Rainbow Vale for mana and then cqsp yjl Presence
on if, your opponent vill get the Swamp that ysed 1o

be a Vale.
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If you fap the land for mana before the Forbidden Lore
resolves, then the Forbidden Lore effect fizzles.

Q: What would happen if a Sentinel blocked
another Sentinel and Transmutation was then played
on hoth Sentinels? How high could their power get?
—D. Pritchard, Scarborough, Canada

A: How high do you want it to get? (But only
if they're Chronicles Sentinels. The older Sentinels
can only change toughness once per turn.)

Q: My friend attacks with two creatures. | Maze
of Ith one of them, use a Ley Druid to untap the
Maze, and Maze the second one. Is this legal?
—J. Berg, Brooten, MN

A: Sure is.

Q: Must you use Aladdin’s Lamp in place of your
draw phase, or is it a fast effect that you can do
at any time?
—M. Fee, Okinawa, Japan

A: Yes, but you can only untap it during your
own turn, not during your partner’s turn.

Q: Can you give a Walking Wall +3/-1 three
times in one turn?
—0G. Bolen, Woodstock, GA

A: No. Normally, the only limit on the num-
ber of times you can use an ability activated by
mana alone is the available mana. However, Walk-

means you freat the card as if it had ll of ifs text erased.
However, if an artifact has an upkeep cost (either built-
in, such os Forethought Amulet, or given to it by another
card such os Energy Flux), the cost still applies even if
the artifact is tapped. Also, any “untap” abilifies on an

rifact are not erased when it is tapped—otherwise,
they'd be useless!

If an effect says to skip a phase or a turn to do
something, skipping that phase/turn is a cost of the
effect. If you've already started the phase/turn, you
can't skip it. Skipping one phase/turn only powers one
effect. For example, you can only activate Fasting at the
end of your upkeep, and this activation skips your draw
phase. Even if you have several Fastings in play, you
can only activate one of them per turn, because you
don't have two draw phases to skip. Similarly, skipping
one turn only untaps one Time Vault.

If o card’s continuous effect says to skip a phase
(such as Necropotence or Library of Leng), you only
apply it when you get 1o what would be the start of
that phase. If the card causing the skip is destroyed
before then, you don't skip the phase. And if you're
already in o phase and a card comes info play which
says 1o skip the phase, you sfill finish the rest of the
phase as normal.

If two (or more) triggered effects all want to resolve
at the same time, you first resolve all the effects con-
trolled by the player whose turn it s, in whatever order
that player chooses. Then you resolve all the effects
controlled by the other player, in whatever order that

ing Wall says “Use this ability only once a turn.”
The same rule covers Grizzled Wolverine.

Q:You have one Forest with four Wild Growths on
it and a Ley Druid with Paralyze on it. During your
upkeep, could you tap the enchanted Forest to untap
the Ley Druid, leaving one extra green mana, then
tap the Ley Druid to untap the Forest, then repeat the
cycle, effectively generating unlimited green mana?
—J. Ware, Riverview, FL
A: Yep. Aren't infinite loops fun?

Q: | steal an opponent's creature with Preacher
and put it in Safe Haven. Next upkeep, | sacrifice
Safe Haven. Does the creature come into play on
my side or my opponent’s side?
—B. Kringle, Kailug, HI

A: Your opponent’s side. Anything in a Safe Haven
comes out as if it were just summoned (or just cast or
just played or whatever, if it's no longer a creature
when the Haven is sacrificed). The owner of the crea-
ture will control it, no matter who put it in the Haven.

Q: My evil, nasty opponent casts a Control Magic
on my big, giant creature. The very next turn, |
draw Despotic Scepter. Since the card says “own”
as opposed to “control,” can | bury the creature?
—0D. Breen, Highland Mills, NY

A: Yep. That's one of the main uses for the
Despotic Scepter, actually. (It's also good for using

player chooses.

Effects that say “if something goes to X, put it in
Y" only work if the card is sfill in X when the effect
resolves. For example, Enduring Renewal says when-
ever a creature goes to
your graveyard, put if
into your hand. But
Cyclopean Mummy says
that if the Mummy goes
1o the graveyard, it is
removed from the game.
Only one of these two
effects—whichever one
resolves first—uwill
work: the second one will
fizzle, because the
Mummy won't be in the
graveyard when it

BRING ME A
SHRUBBERY'!

resolves. To determine
which one resolves first,
see the rule above.

Effets that frigger or
end when something “leaves play” trigger after the card
in question reaches its destination. For example, Krovikan
Vampire's victims are buried when the Vampire leaves
play, and Guea's Liege's forest-counters are removed.
Each of these effects happens after the Vampire/Liege is
placed in the graveyard, in your hand, or wherever it
was going. If two (or more) such effects happen af the
same fime, see the rule above.

I Goea's Liege controls the forest

only so long as he remains in play.
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on Rukh Eggs and Blazing Effigies, or for getfing rid of a hungry
Lord of the Pit.)

Q: Because the Norritt can force any creature to attack, can | use
it on Leviathan and not have to sacrifice any islands?
—(_ Basgier, Virginia Beach, VA

A: The Norritt forces a creature to attack if able, and destroys
it af the end of the furn if it didn't attack. If you don't sacrifice
any islands, then the Leviathan can't attack, so it'll just get
destroyed. Not very useful if it's your own Leviathan. You could
use a Norritt o untap your Leviathan instead of sacrificing islands
during your upkeep, but there’s no way around the cost fo attack.

Q: If| cast two Thoughtlaces on two Norritts, then put Seizures
on one of them, could | tap and untap them repeatedly, accumu-
lating domage from Seizures, and then cast Reverse Damage?

—J. Franzmann, Winnipeg, Manitoba
A: Yep. You don’t even need two of them—a Norritt that's

been Thoughtlaced, or Sleighted to untap black creatures, can
tap fo untap itself. (That's just as legal as a Maze of Ith target-
ing an attacking Serra Angel.)

Q: In a melee, what happens if two people have a legend on
the table when the worlds collide—when one person is removed
from the game?
—(. Sweigard, Chester, VA

A: If you're playing in a multiplayer game where players
and their cards can't affect each other from a distance, bury both
legends of the same name as soon as they can “see” each other.
Do the same thing if two enchant worlds come info range of each
other when someone is eliminated. (For more information on
melees, see “Survival of the Fittest,” InQuest#7.)

Q: (an you use Pentagram of the Ages to prevent all dam-
age done fo you by Manabarbs, including the activation cost
of the Pentagram?
—(. Sweigard, Chester, VA
A: Yes, but only if you do it just right. Pentagram of the
Ages, like any other damage-prevention effect, can only prevent
damage that hasn't yet converted into life loss. Unlike a Circle of
Protection, though, it prevents all of the damage from one source,
even if that damage is divided into lots of little packets. When Man-
abarbs is in play, each time you tap a land, it does a one-point
damage packet and throws you right info a damage-prevention
subphase, before you can tap any more land or cast any spells.
Now here's the key to sparing yourself Manabarbs damage: if
anything deals additional damage when you're already in a damage-
prevention subphase, that damage resolves in that same subphase.
So fap the first land; then, during damage prevention, tap enough land
fo power the Pentagram and everything else you want fo do. (Be
sure you count right!) Then pay four from that pool of mana fo power
the Pentagram and prevent all of the Manabarbs domage. )
Have a gaming question that's driving you up the wall? Just drop us a
line and we!ll calm your nerves. E-mail us at InQuestMag@aol.com or
write fo:

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

Stumpers

Include your full name, mailing address, and phone number.
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Vampire: The Eternal Struggle

Stumpers

Q: Can | put a flak jacket on an ally? i
A: Nope. Only vampires and minions can use equipment.

Q: Can | steal an ally using a “steal equipment” card?
A: Nope again.

Q: Does a tapped minion count as “ready”? i v AR
A: Yes, 5o long as she’s not in torpor. “Ready” means “in the adfive region.

Q: (an | play a Discipline card on someone else’s vampire? ,
A: No, you can only play Disciplines on vampires you currently control. (You can't

play them on your uncontrolled vampires, either.)

Q: One of my vampires attacks with a weapon, and her opponent uses a First Strike
Steal Weapon. Does this change her strike
to a hand attack? P

A: No, she doesn't get to strike af all o
this round. She just sits there going “Duh!”

Q: Will Skin of Steel prevent the damage
from a Wolf Companion?

A: No, Skin of Steel only prevents
damage from strikes. Skin of Rock can pre-
vent any kind of damage—use it instead.

Q: What happens if a vampire takes both
normal and aggravated damage in the same
round of combat?

A: Apply the normal damage first,
then the aggravated damage. If the total -
is more than the vampire's blood, the vam- i
pire is burned.

M A Bum’s Rush does not fap a

defending vampire.

Q: If | use Bum's Rush to attack a vam-
pire directly, does it tap that vampire?
- Nope.

Q: Can more than one vampire use the
Cloak the Gathering on the same action, if
I have several in my hand?

A: Yes. The rules prevent the same
vampire from using an action modifier more
than once on one action, but it's OK if sev-
eral different vampires are using if.

Q: How exactly does stealing blood work? The examples in the rules seem to contra-

dict each other
. A: lgnore the example in section 21.1—it's wrong. Add the stolen blood fo Iyour vam-
pire, and subtract the damage. It doesn't matter whether the blood was just stolen or not.

nd then at the end of the

B Taste of Vitae sucks the blood of

your enemies and gives it o you.

Q: What happens when someone uses a Steal Blood strike,
combat plays Taste of Vitae?

: The vampire gains blood twice. Taste
went, only how much was lost. It's a great combo.

of Vitae doesn't care where the “lost” blood

For answers to addifional /72 stumpers, call Wizards of the Coast Customer Support

0t (206) 624-0933, or send e-mailfo quastions@wizurds.com.
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IMiore of the best fan-made
Magic: The Gathering cards

eez Lovise. Waaaay back in /nQuest
#1, we ran a confest in which readers
could win a complete set of Magic: The
Gathering cards by creating the best original Magic card.
We thought it would get a pretty good response.

Boy, were we ever wrong. The Every Magic Card
InQuest Contest drew an incredible response. After we
dug the office out from the avalanche of cards, we chose
the winners and showcased ‘em in “Magic: The Cre-
ations” in issue #7.

And we got hit by a second avalanche of mail: you
wanted fo see more of these keen homemade Magic cards.

Hey, no problem. And even though the Every Magic
Card /nQuest Contest only had one prize (albeit one totally
awesome prize), we can't just run a wad of cool cards
and not give anything away. Every person who created
a card on these pages wins an autographed Anson Mad-
docks print of the cover art o InQuest#2. The creator of
the coolest card takes home a box of /ce Age hoosters!

And we're off...

TROJAN HORSE
Jennifer Rarey and
Robert Shelek
Galeena, Ohio
Stronger than the Bronze Horse.
Cooler than Jandor’s Saddlebags.
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Neater-looking than Clockwork

| Steed. The I should have been leg-
endary” Trojan Horse—it coulda

been a contender.

2 : Place target creature you control in Trojan
8 Horse. Trojan Horse has all land walk abilities {88
8 and X is'the sum of the powera of all creatures
inside of Horxe. Creatures are removed from
- Horse and roturned to play during upkeep of
§ controller's next turn.

If Trojan Horse is destroved, all creatures
within are also destroyed.
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The winners were chosen by Wizard Press. The entries were not shown to Wizards of the Coast.
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IMAGINARY LANDS:
CITY OF THE ORACLE,
GRAND ILLUSIONS, AND
ORACLE’S VISION
Robert Brandt
Albuquerque, N.M.

This group of special lands can get really
insane really fast. Can you say Mazes of Ith?

pln You may ¢

« # your upkecp ‘ f C’n\nb '"‘&'0""~‘ '*V lands during your upkeep
decd Was LAe poreer of the : 9 S 3

Great | A : - = 2 I Jhe unwary advenlurer Was deceived
(m/r (0 gencroie lands Within (he ‘ 4 \ o | by the grand itlusicns ¢ the Cracle.
Mind. ! / y {

/ § § h

/11ius, Robert Drandt
P T

(Z : Add one colorless mana to vou
pool, Ifall three Imaginary Lands arein
play. cach mav copy all characteristic
of any land in play. You may copy new
lands duning your upkeep

| Jhe entgma remains the pereeption

Lo Lritd in the Cracles Visien.

. Hlus. Robert Brandt
L 0198

T intermupt

Counte ]drgd Spell. Return that
spell to caster’s hand and then dis-

| card a card at random from his or ¥
her hand.

Saark’s eyes grew wide with horror, as 8
his very thoughts betrayed him.

mnk Schioben

JUMBLED THOUGHTS
Frank Schoher
Cincinnati, Ohio
A combination Counterspell and Hymn to
Tourach. Cool, since the spell requires both blue

and black mana. It certainly would be hot in a
discard deck.

Bleanor Coy

fllus
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PURGATORY

Avrom Tobias

New York, N.Y.
Bizarre—an enchant world that
traps dead creatures and can
resurrect them for life points.

When a creature dies it does not go to

Definitely not one of the [ e e Tt Ehenii
. rmanently 1a . A creature can
Lhurgoyf's favorite cards. B it i parie M b Sl 5

its casting cost.

“This isn't beaven this sucks”

Mckeinzie 16:11

Chuaos I'rog

CHAOS FROG Orcish Illiterate
Rob Fenner ‘ :
Palm Bay, Fla.
Exploding frogs, kaleidoscopic
colors—what more could we
ask for in a card?

Stmmon Fro,

ORCISH ILLITERATE
Roberto Gigli
Florence, Italy

Hey, what a great card to generate
questions for our Stumpers page.

Itus. Rob lenner

LADY OF THE LAKE
Renée Franke
Virginia Beach, Va.
Arthurian legends. Great art.
Cool special ability. ‘Nuff said.

MEchant ¢

r b PR | Attacking creatures get
| Target creature becomes “king. ) MISFORTUNE g—2/-2
~ All creatures of same type gain | ‘ Rick Parks p

| +1,+1 and a landwalk ability |
. chosen at time of casting as long | Las Vegus, Nev.

| as enchantment remains. ' Sandstorm on steroids, and it's
blue! A little painful, but then
again, shipwrecks tend to hurt.

"Such bad tuck was only told
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{ While this card is in play, Jayem- |

| dae Tome's activation cost is f
now 2 2 Draw 1 card.

JAYEMDAE TOME CLIFFNOTES
Jeff Carr

Edison, N.J.

Great premise. Now if only there was a ver-
sion for Wizards of the Coast card errata.

[e
i
1

2: Take over the world.
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THE BRAIN
William Lev

Louisville, Ky.

This guy’s rough. Good thing it would only
take the Duelists’ Convocation two or three
years fo restrict him.

B

R 2 S =

After Eclipse is cast, place one Eclipse
counter on rvrr;: ‘rmunmt in play.
1 3,

Permanents with Eclipse counters on
them are considered removed from the
game entirely. During each player's

i upkeep, they may remove one Bclipse
counter fmm one lI‘Yﬂ‘-’"N‘nl lh(‘y

; control,

Chvistopher Corbinl

ECLIPSE

Christopher Corbin
Newark, Del.

This is one cool card. Great

idea. .. just don't plan on playing
more than one game a night.

FARREL’'S SUNDIAL
George Ashcroft and
Rick Smith

Burnubz, British
olumbia

Kind of fike an instant reverse Living
Atifact. And another card guaran-
teed to clog up our Stumpers page.

[nataut

When you take damage from a single source,
put down X sundial counters on the tablo in
front of you, where N i the number of points
of damage yoo just took. Ench Upkeep phase
remove ane sundial counter from the pife and
Tose a life, This lese of life can not be countered
or redirected.

This spell is countered if you already have
Sundial counters in play,

t

I, (".é{!'vio.‘ ST
21095 Winedh 4 ‘) ’l.« Alwgier




Gaean Dragon

Hius. Brian Choo

Tooth Fairy

Summon Fairy

Flying, bands

“Beware, Children... A tooth
under the pillow is an invitation
to those in your head.”

Mus. Tony Johnson

Guardian of the Woods

Summon G |

|\ it

GAEAN DRAGON
Brian Choo

Perth, Australia
A'5/5 pumpable flyer for six
mana—yowza! The fact that he
gets a little hot under the collar
if your forestland thins out is o
great balance for his power.

TELWAR’S HOOK

Mike Ebert

Novato, Calif.

The ultimate in blue trickery. Can
you imagine how steamed your
opponent'll be when you pinch his
Time Walk? That'll teach im to
play with discontinueds!

TOOTH FAIRY

Tony Johnson
Asheville, N.C.

This is one tough freakin’ fairy.
Who's he been takin’ on, the
Molar Kraken? Check out the
flavor text.

LEACH ORB
Richard Bruggink
Ottawa, Ontario
Cool, an artifact that cripples
enchantments. Eat that,

Ms. Verduran Enchantress!

GUARDIAN OF THE WOODS
Troy Adam

Simi Valley, Calif.

Hey, it's the Guardian Beast’s twin
brother Frank! Cute li' guy.

ALTIMER’S AEDES
AEGYPTI

Arthur Gette

Fargo, N.D.

We have no idea who Altimer is, but
“hedes Aegypti” is Latin for “Egyp-
fian temple.” What does it all mean?
No idea, but it's a pretty cool card.

Draw the top cird from 3 target player’s
library. You mustimmediately use the card 8
or discard 1t 10 its owner's Graveyard. If N
8 played the cand 1s treated as if it was your
| card. When removed from pliy retum the
card to 1ts owner’s Graveyard.

“Go Fish!”

L.each Orb

Artifact )

3 Target opponent receives
one point of damage for each
enchantment that opponent

has in play,

Mustration by Richard Bruggink
(©) copyright 1995
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WRAP STARS
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How to make a mummy, stock

up for the afterlife, and pull
your hrgin through your n0se

W

&

Editor’s Note: This article is about dead people

| and how to preserve them. We recommend this for mature

readers only. There are a couple of paragraphs that are » - -

| really gross, which we've marked. Read with caution! ' o ', ‘ d e

P.S.: If you're thinking of experimenting with any of the

techniques described in this article... run, don't walk,

to the nearest psychiatric ward and demand help.
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emember when you thought mummies
were cool? Of all the movie monsters,
they had the best lairs, the best costumes,
and the best attitudes. Unlike that attention-
starved ham Frankenstein, who would take off for
the nearest village at the drop of a hat, the
Mummy never had to go look for his victims. He
knew they would come to him. Now that’s cool.
But then something happened. In fourth-grade
social studies, to be precise. One day, your
teacher announced your class would spend the
next six weeks studying ancient Egypt. Oh, cool,
you thought. Mummies! But instead, he talked
about irrigation and the invention of the plow.
Next thing you knew, you were stuck with this
“Cradle of Civilization” garbage, when what you
really wanted was the “Cradle of Undead Hunger
for Human Flesh.” So you lost interest.
Well, it’s time to right that wrong. It’s time you
learned all the cool stuff about mummies. It's

time to heal your inner pharaoh.

"
,/‘ ””

What King Tut
& Slim Jim Have

in Common

n eople around the world have been mummifying the dead

for thousands of years. Scientists studying relics of the

Chinchorro tribe along the coast of Chile have carbon

dated mummies there as far back as 5050 B.C. By comparison,
the earliest Egyptian attempts started around 3000 B.C.

The term “mummy” refers to any preserved body, but usu-
ally it’s one preserved through drying. Without moisture, bac=
teria can’t break down a body, whether it’s a cat, a cow, or
Aunt Mabel. Thus, in one of life’s great ironies, the principle that
allows us to study the bodies of centuries-dead pharaohs also
allows your local convenience store clerk to sell beef jerky left
over from the Carter administration.

The catch is that humans and animals are 75 percent water.
If Aunt Mabel weighs 160 pounds and you want to preserve her;
how exactly do you dry up 120 pounds worth of moisture?
(Insert wisecrack here.)

The ancient Egyptians were masters at this, and thanks to
archaeological evidence, we have a good idea of how their
mummification process evolved.

Remember that fourth-grade teacher who blathered on and
on about Egyptian irrigation? Well, he was actually telling you
something important about mummies. Egypt is pretty much one
big desert. The only fertile land available to the ancient Egyp-
tians was along the Nile, and it was too valuable to use for any=
thing but crops. They wouldn’t even build houses on it.

Instead, the Egyptians lived on the edge of the desert. When
it came time to bury someone, they would go out into the desert;
dig a simple grave, and cover the body with sand when they
were done. At first, the Egyptians probably didn’t realize there was
anything unusual about this type of grave. But at some point, they
must have discovered that people they had buried stayed well-
preserved over long periods of time. Incredibly long periods of
time. Archaeologists have recovered 5,000-year-old bodies from
the Egyptian desert with recognizable features.

What happened in these graves was that the heat of the
sun and the dryness of the sand quickly sucked all the moisture
out of the remains buried there, preventing decay.

Somehow, the Egyptians decided these preserved remains
were a sign that spirits still needed their bodies after death and
the bodies had to be as lifelike as possible. They believed if a
jackal dug up ol’ Uncle Imhotep and made off with one of his
legs, he'd be stuck hopping around through the afterworld for
the rest of eternity. But they found out that if you tried to pro-
tect a body by burying it in a tomb, it rotted away.

So they experimented, and by 1100 B.C., they had per-
fected the art of m'aking mummies.




' “Yuck! This paragraph

How To Make
' A Mummy
| could go on and on about the reli-
gious importance of mummification to
the ancient Egyptians, but let’s be hon-
est. Grisly details are what you paid for,
and grisly details are what you’ll get. So
let’s just say only specialized priests and
embalmers could make mummies and
leave it at that.

The first step in mummifying a body
was to clean it with a solution of water
and natron. Natron is a naturally occur-
ring mixture of baking soda and salt found
in certain dry riverbeds in the Egyptian
desert. It has the distinctive property of
absorbing moisture from anything it
touches, and as you're about to see, Egypt
wouldn’t have mummies without it.

The next step was to make an inci-
sion in the deceased’s abdomen on the
left side, cutting diagonally from the hip
to the pubic area with a stone knife. Once
this was done, the embalmers would
chase off the priest who made the inci-
sion by throwing rocks at him. No, seri-
ously. (Though standard procedure,
cutting open the corpse was considered
an act of defilement.) They would then
reach in and pull out the intestines, stom-
ach, liver, and lungs; wash them; and
put them in natron to dry. The heart was
always left in place, as the Egyptians
believed it to be the seat of intelligence
and wisdom.

The brain, how-
ever, was a pesky
nuisance. The
embalmers would
stick a long, thin rod
up the deceased’s
nose and jam it
through the eth-
moid bone into the
cranium. A couple of
good pokes would
turn the brain into a
viscous mush they
could easily scoop
out through the nos-
trils and throw away.
They would then fill
the cranium with
tree resin.

At this point, the
body would be covered inside and out
with natron crystals and allowed to dry for
40 days (any longer and the limbs would
fall off). After the drying period, the body
would have lost most of its weight, the
skin would be discolored and leathery,
and the face would appear gaunt. The
embalmers would remove the natron and

40'1QOUEST

makes us turn
green and feel like
puking. Remember,
we're falking about
professional editors
with cast-iron

stomachs who

lunch regularly
af Taco Bell!”

ca At
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Ramses, once-proud king of Egypt, strikes a pose for eternity.

(T
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“Thus, in one of life’s great ironies, the
principle that allows us to study the bod-
ies of centuries-dead pharaohs alse

allows your local convenience store
clerk to sell beef jerky left over from

the Carter administration.”

pack the corpse with linen, sawdust, and
aromatic spices in an attempt to restore
a pleasing appearance. Sometimes they
got a little too eager. A 10th-century B.C.
mummy that had been overstuffed was
found with a burst face.

The embalming incision would then
be sealed with a wax or metal tablet. In
later periods, the embalmers would also
jam fake eyes into the sockets and dec-
orate the nipples of female corpses with
gold leaf, leading one to believe there
was some mighty strange partying going
on in the afterworld.

At this point, the body Was ready to
be wrapped.

All Wrapped Up

: ror Wrapping mum.
The linen used from used bed

longing to the
en for the high

mies almost always cameé
sheets, probably those be
deceased. This was true €V
and mighty.
Embalmers tore the
2 to 8 inches wide and 16 yards 'Ohg'
They started: by individually wrapp!ng
each of the bOdy’S Smaller extrem|t|esl

sheets into strips



such as fingers and toes. Yes, the penis
counts as a “small extremity,” and yes, it
was wrapped separately.

They then wrapped the limbs and
torso and began covering the body with
layer upon layer of linen strips, using up
to 1,010 square yards of material per
mummy. In each layer of wrapping, the
embalmers would place protective
amulets across the body and secure
them in place with resin. When this was
done, they would wrap the body in a
few layers of shrouds, stick a mask on it
(such as Tutankhamen’s famous gold
one), and cover the whole thing with
yet more resin. The entire wrapping
process took 15 days.

Despite the elabo-
rate wrappings, it’s
really the natron that
preserved the mum-
mies. Archaeologists
have found mummies
from earlier periods
where embalmers used
linen bandages with-
out natron, only to dis-
cover the bandages are
just shells hardened
into human form by all that resin. Under-
neath, the bodies have rotted away.

When the preparations were done, the
deceased’s family would carry the mum-
mified remains to the tomb, accompa-
nied by priests, servants bearing funereal
gifts, and professional mourners. Yes, peo-
ple were paid to mourn.

After a whole slew of rituals, the priests
would take the mummy into the tomb
and lay it in the coffin. The coffin would
then be placed inside a bigger coffin or
sarcophagus. Tutankhamen was buried in
three coffins inside a sarcophagus inside
four gilded wooden shrines; the inner-
most coffin was solid gold and weighed
296 pounds.

Near the coffin, the priests would
place four vessels, called canopic jars,
containing the dried internal organs. They
would bury all of the embalming tools
somewhere nearby, along with the soiled
linen used to clean up after the body.
Then, | guess, they would go get a beer.

From death to burial, the whole she-
bang took 70 days.

Mummies for
the Rest of Us

If all of the above sounds to you like
it might have been expensive, you're
right. When the ancient Egyptians first
started practicing mummification, it was
strictly reserved for pharaohs and a few

Yuck! We don't

want anyone to

sue us (especially
Taco Bell). Think
about skipping
this paragraph.

aof their hoity-toity pals. But gradually-it
became a must-have throughout the
Egyptian nobility and eventually trickled
down to the middle class, in much the
same way that Wolfgang Puck pizzas,
once the province of the élite, now duke
it out with Hot Pockets over supermarket
freezer space.

Fortunately for Egyptians who had their
money tied up in papyrus futures, or who
just didn’t care if Grandpa’s eternal soul
had a usable torso or not, there were other,
more affordable ways to have bodies mum-
mified. The Greek historian Herodotus
wrote in the fifth century B.C. that his
Egyptian contemporaries offered three pric-
ing plans for mummification.

The most expensive was the elabo-
rate procedure described above. If you
wanted to save some money, Herodotus
said the embalmers would skip the
removal of organs by hand and instead
fill the corpse’s bowels with oil of cedar
(don’t ask how). They would follow this
with the regular, 40-day natron treat-
ment, during which the oil of cedar
would supposedly dissolve all the inter-
nal organs. At the end of the 40 days,

they would let the dissolved organs drain
out the same way. the oil of cedar got in,
and then turn the body over to the fam-
ily unwrapped. You could save even more
money by skipping the oil of cedar and
settling for a simpler, intestinal purge
plus the standard 40-day natron bath
(again, no wrapping).

Archaeologists aren’t really sure if any-
one ever tried the oil of cedar bit. If any-
thing organ-like drained out of the
deceased after 40 days, it would have
been the result of normal decomposi-
tion. Oil of cedar does not have the effect
Herodotus describes (nor does anything
else, for that matter). It might be worth
remembering that Herodotus also
claimed that ants the size of foxes mined
gold in India, and that the king of Persia
had several of them in his zoo.

Nevertheless, mummies have been
found whose internal organs were never
removed. This may well have been a
way of keeping costs down. But the
poorest of the poor couldn’t even afford
this and had to resort to the traditional
desert graves.




Like An ATM—
But Better!

Besides receiving the better grade of mummification, the
wealthy got to have their tombs stocked with all the various
goods they would need in the afterworld. Food, furniture,
tools, musical instruments, figurines of servants ready to do
one’s bidding—all of it was piled in the tombs of the rich,
along with plenty of gold. None of which escaped the notice
of the local commoners.

Grave robbery was a common feature of ancient Egypt. When
everyone knows tombs are filled with gold and when you decide
to mark your grave with a giant pyramid, you might as well stick
a big “Rob Me” sign on top of it. The pyramid-building pharaohs
tried security measures such as trick passageways that lead nowhere,
stone portcullises that could seal entrances, and the ever-popular
big-ass stone blocks, all of which they supplemented with armed
guards. None of it worked. By 1600 B.C., every pyramid had been
broken into and robbed.

Around 1567 B.C., the pharaohs began building their tombs
in the Valley of the Kings, a remote site near Thebes. Royal architects
tried to excavate in secret, but a rock tomb took years to dig and
required teams and teams of workers. The result was that by 1000
B.C., nearly all the tombs in the Valley of the Kings had been robbed,
in many cases with the cheerful assistance of the soldiers and priests
assigned to guard duty. Even the “intact” tomb of Tutankhamen—
the only discovery of its kind—was broken into twice.

Grave robbers took a rather carefree attitude toward the sacred
grounds that, according to their own religion, they were dese-
crating. They often ripped mummies apart searching for amulets,
or set them on fire. In 1906, an explorer named Theodore Davis
was surprised when he opened g tomb and saw a dog sniffing a
monkey. After a moment, he realized that both animals were mum-
mified pets of the tomb’s owner. Grave robbers had removed the
animals’ bandages and carefully placed them near the entrance. It

was a 3,000-year-old practical joke.

Today’s Mummy

So what's a millennia-old, mummified human body like?

Surprisingly, almost none of them smell bad. They actually tend
to smell sweet, thanks to all the perfume and resin the embalmers
doused them with. They’re also very light, with skin that has been
described as feeling papery. And while they're fragile, they don't
crumble to dust when you touch them.

Most of the mummies that have been found in modern times
are now in museums, at universities, or back in their tombs. Some
of them are in good shape; some are deteriorating. In 1 977, Rame-
ses Il was flown from Cairo, Egypt, to Paris to be treated for a fun-
gal infection. He traveled with a passport that listed his occupation
as “King (deceased).” .

The relentless forward march of sqence has brought festive
advances to the study of mummies. Scientists no longer need to
s to examine them; they can now use CAT scans
They have also succeeded in extr.acting DNA fr(?m Mummies, and
once all that cloning technolog}’ is up and running, we’|| no doubt
have dozens of Cheopses running around, building Sphinx-brang
Pyramid Attractions in every mtmmall ac.ross.%\merica,

But perhaps the most intriguing, scxent!f{c mummy develop.
ment of recent times is the actual mummlflcation of a medica|
cadaver earlier this year. Professor Bob B‘ner of Long Islang Univer-
sity mummified a man thwo donated h;s. body {0 science, recon-
structing authentic techniques and materials right down t, pulling
the guy’s brain out through his nose. The mummy, which is thie it

420'0‘)EST

unwrap mummie

of iits kind in 2,000 years, now resides at the University of Maryland

Medical School.

If this sounds like nonstop fun to you, you might want to contact
the Summum Corporation in Salt Lake City. For just $32,000, you can
arrange to have your body mummified by Summum Bonum Amon
Ra (né Claude “Corky” Nowell). Ra will soak you in a preservative and
coat you with polyurethane, fiberglass, and gypsum paint. He will then
pop you into a “mummiform”—a bronze casket sculpted to look like
you—which he will pump full of argon and weld shut. If you want your
pet to join you, it will cost an additional $4,200. No paying customers
have been through the process yet, only medical cadavers.

Personally, | don’t see the point in paying $32,000 to be mummi-
fied if you're just going to be welded into a coffin. | mean, isn't the
point to lumber around the world of the living, arms stretched out

before you, scaring the bejeesus out of everyone?

@

Eric Black is a freelance writer living in Los Angeles. He is proud to have wrilten this withou! any jokes like

“Mummy Dearest,” “Crash Test Mummies,” or “Yummy, Yummy, Yummy, I've Got Mummy in My Tummy.”

he ABCs of
Hecomnosition

Now that you know what
mummlies are, let’s look at
what they’'re not: rotting,
smelly corpses.

I hate to be the one to tell
you this, but right now there
are bacteria in your body that
would like nothing more than
to dissolve you into a heap of
protein and bones. It’s not that
they don’t like you. They just
think of you as raw material
for making more bacteria.

The only thing that keeps
them from doing this is you.
Every minute of every day, your
body performs all kinds of
housecleaning chores that keep
the little buggers in line and
keep all your cells healthy and
wellfed. (Tell your mom this the
next time she complains that
you never clean anything up.)

But when a person dies, the
bacteria take over. And | should
warn you it’s not pretty.

Let’s say Joe Shmoe keels
over dead from a heart attack
when he unwraps his cards at
a sealed-deck Magic tourna-
ment and finds four Shivan
Dragons and a complete set
of Moxes. With no natural
defenses to stop them, Joe’s
hungry little bacteria will grow,
forming colonies and releas-
ing enzymes that dissolve his
tissues. In 24 hours, Joe will
turn reddish green and give off
a rotting meat odor. By the

end of the third day, his body
will be swollen with gas pro-
duced by the bacterial
enzymes. Mimm, mmml

Meanwhile, Joe’s muscles
will lose their supply of adeno-
sine triphosphate, the energy
source that enables muscle
contraction, and rigor mortis
will set In. Rigor mortis is a
stiffening of the body that
starts In small muscle groups
such as the jaw and neck, and
spreads to larger ones. Within
12 hours of death, Joe’s entire
body will become rigid, as |f
he were frozen. Then his muys-
cles will start to decompose
and become flexible again. |In
another 18 hours, rigor mortis
will completely disappear,

In a couple of weeks, Joe’g
skin will start to fall off. How,
long it takes him to turn into
a skeleton depends on the cjj-
mate. In the tropics, he’ll pe
reduced to bones In aboyt
three weeks. In colder partg
of the world, it could take
eight weeks or even longer.
This process can be helpeq
along by insects (I Will spare
you the details) and the avqj;.
ability of moisture and oxygen
for the bacteria.

And you thought sealeq.
deck tournaments were

wimpy.
—Eric Black
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PSYLOCKE™ AVENGELYNE™

ANGELA™ SHI™ VAMPIRELLA®

REWARD:

The hottest Wizard Special ever, including a,
Lady Death/Shi/Vampirella jam poster and a preview of
patela Anderson’s Barb Wire movie. On sale in December.
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Reﬁwing the latest releases in collectible card games

nesmmewses The Wizards

Publisher: Iron Crown Enterprises
Designers: Coleman Charlfon and Mike Reynolds We’ve been dreaming about playing around in Middle-earth for a

Genre: Fanfasy long time. You know, joining a fellowship and palling around
Set Size: 484 cards with Gandalf, Aragorn, and the like... fighting foul orcs and
dread Nazgl... plunking the One Ring into the fiery heart of Mount Doom and
Release: December 1995 : "
making Sauron soil his pants.

Packaging: 76-card starfer decks; 15-card Thankfully, we don’t have to dream any longer. Middle-earth is finally here!
booster pﬂ(kS Fantasy’s greatest masterpiece is now a collectible card game, Iron Crown
Suggested Retail: 59.95 per starter; $2.95 Enterprises’ Middle-earth: The Wizards. You're one of the five great wizards of
Middle-earth (Gandalf, Radagast, Pallando, Alatar, and Saruman—before he
went sour), and you're running around Middle-earth gathering forces to com-
bat the evil Sauron. At the same time, you try to convince the leaders of the Free

Peoples that you're the right man for the job.

How do you go about this? By having Tolkien’s famous characters join
your fellowship, by accumulating precious artifacts (including, possibly, the One Ring!),
by defeating monsters like the Balrog of Moria, and by rallying to your side neutral fac-
tions like the Riders of Rohan.

All this is accomplished with marshalling points, which represent the different cards’
importance to the Free Peoples’ cause. You can get a single marshalling point for defeat-
ing a band of orc-raiders, two for equipping Eowyn with the Sword of
Gondolin, three for bringing Aragorn into your fellowship, and so
| on. A game is usually won when one person reaches the marshalling
PP point total established before play began (20 for a starter game). You

can also win by destroying the One Ring at Mount Doom—very, very
tough! There are also time limits based on how many times you cycle through your deck.

You start the game with your company already in play. (It's possible to control more
than one company, though you run the risk of having weaker groups.) Depending on

per booster
Rating: * * * * 1/

the power of each character, you usually end up with a company of four or five people,
R A TINGS plus some minor magical items to give them a fighting chance against the dangers

they’re about to face. To begin play, you draw eight cards. You're constantly drawing
Yook THE BEST and discarding cards to combat different situations.

You start off in a haven or safe ground such as Rivendell or Lérien, and set out to the

destination of your choice. One of the concepts that makes Middle-earth unique, sites
s« VERY GOOD (locations), is also the hardest to grasp. If you played on a map, it would be much eas-
ier, but since this is a CCG, you're relegated to cards, so figuring out how to get from one

4% AVERAGE region to another can get downright confusing.
Depending on the site your company arrives at, you can find allies, artifacts, or infor-
++ WEAK mation that will help you defeat Sauron. For example, at Minas Morgul, you can play
almost any of the artifacts in your hand to your company, which you couldn’t do at a less-
* POOR powerful site like Bree. (Some artifacts may only originate at specific locations.) Movement
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Middle-earth: The Wizards ™ & © Tolkien Enterprises.



»r;Jnlquc. +2 direct influence against the
| Rangers of the North faction. h
"‘1 <3 marshalling points if eliminated.
| “All that is gold does not ghister,
2| Not all those who wonder are lost...”  ~LotRl

A. Name: If you don't know this one, turn the page.
B. Marshalling Points: This represents the charac-
ter’s importance in the game. You usually win the game
by putting characters in play with enough marshalling
points to match the amount set before the game began
(20 points in a starter game).

C. Mind: This determines how many influence points
are needed fo keep this character in play.

D. Direct Influence: A character’s direct influence
determines how many other characters he (and thus
you) can control. This also affects the chances of influ-
encing factions and your opponent's resources.

E. Skills /Race: Skills are listed first, then the char-
acter’s race. Skills—diplomat, ranger, sage, scout,
warrior—are needed fo use certain cards in the game.
Race—dunadan, dwarf, elf, hobbit, man, wizard—is

another criterion for bringing certain items, charac-
ters, and factions into play.

F. Description: The card's special abilifies or penalfies.
G. Flavor Text: A quote from Tolkien's works.

H. Prowess /Body: Prowess is a measure of the
character’s offensive capabilities in combat. Body is a
measure of how difficult it is o damage the character.
1. Artist: Guess who?

J. Corruption Modifier: The character's suscepfibility
to corruption; either a phus or minus value added fo a cor-
ruption check. (Aragorn has no corrupfion modifier.)
K. Home Site: The character’s home in Middle-earth. Char-
adters can only be brought into play at a haven or home site.
L. Random Number: If you don't have dice, use this
number to synthesize a roll. But for Gandalf's sake,
play this game with dice!

around Middle-earth gives you a feel for Tolkien's rich setting, since
each site has a unique place in the game.

Although companies travel separately, game play is interactive.
During your turn, your opponents can play hazard cards to slow you
down. These include creatures, which chomp away at those meaty
hobbits. The cool thing about creatures is that they can only be played
in their native regions. A wolf attack can be played in wilderness and
aNazgil in dark-domains, but a Fell Turtle can’t be played in ruins. As
you cycle through your cards, you'll have to decide which hazards are
useful, depending on what area of Middle-earth your opponent is in.

But hey, you ask, what about combat? The meat of most CCGs s
combat, so it should be strategic and engaging. Middle-earth's combat
is just that. Your company can face up to one hazard per member, so
expect to do a lot of battling if you want to dethrone Sauron. There are
also automatic attacks from the beasts that guard selected sites.

There's lots of strategy involved, since you can spread attacks
around to the stronger members of your company, thus sparing
the weaker ones. However, keep in mind that combat usually taps
your characters, making them unavailable for actions once you
reach your destination. Add to that equation multiple hazards,
dealing with wounded characters, and getting slain with a single
dice roll and you've got lots of trouble heading your way!

There are so many neat things in this game. Complex strat-
egy: cycle through your cards to find the game breaker you need—
split up your companies so they can work faster—toss that diabolic
hazard at just the right time. Corruption: your characters can suc-
cumb to the dark temptation of evil and be lost forever. Long-
events: varying effects that stay in play for certain amounts of time,
from instantly to permanently. Influence: you must worry about how
many characters you can control in your party and how many fol-
lowers certain members can have—and how susceptible you are
enemy companies should you meet one at a site. Wizards: repre-
sentations of the players and the most powerful characters in the
game, though you lose if yours is destroyed.

Middle-earth: The Wizards is a great game, one of the best col-
lectible card games ever. If you're a fan of Tolkien—and what fan-
tasy buff isn't?—you’ll want to give it a try. Even if you haven't yet
given Tolkien a try, Middle-earth has a lot to offer.

This game has done The Lord of the Rings proud.

—Michael Searle

The Good, The Bad,
and The Ugly

The Good

Middle-earth: The Wizards has an interesting design. You're rac-
ing against your opponents as you travel around Middle-earth gath-
ering forces to defeat the evil Sauron. Though Middle-earth may be
similar to Star Trek, it has much more player interactivity and makes
for a better game. Also, it has a unique combat system.

ICE took painstaking steps to remain faithful to J.R.R. Tolkien’s
works. Each site is tied to his books, which gives you a great feel for
actually being in Middle-earth.

With a basic set of nearly 500 cards, you have tons to choose from. They
are well-thought-out and lend themselves to myriad strategies and options.

Asin Vampire and Rage, you cycle through cards faster than a Vegas
dealer. This enables you to play a variety of cards and combinations.

The beautiful, often stunning artwork complements the well-
laid-out information on the cards.

The Bad

The biggest drawback, as frequently happens with new games,
is a confusing rule book. Though the designers present a lot of exam-
ples, certain sections, like movement, hazard long-events, and cor-
ruption checks, need more explanation.

Since you need to go to specific places to play certain cards (e.g.,
the Mirror of Galadriel is usable only at Lorien), it can be extremely
frustrating if you don’t own those site cards. Our solution: pool every-
one's site cards into the middle of the table and choose what you need.

The Ugly

You need lots of table space for the companies, play decks, site
cards, and other piles.

You need dice to play.

Either you keep track of marshalling points with a score pad or
you find a way to mark your cards or your opponent may end up
pocketing some of your hazards.

The optional rules, like the special movement to Gorgoroth, or
habbits “burglaring” items, are great, but there should be more.

More than any other card game, Middle-earth has the potential to
be a really cool solitaire game, but this is only glossed over in rule book.

—Michael Searle
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THE BOX :
Limited Edition*
Publisher: Stone Ring Games
Paul Reeves, and Richard Trainham
Genre: Arthurian Fantasy
Set Size: 280 cards
Release: December 1995

booster packs

per booster
Rating: * * *

differs from the current release.

Designers: lan Hense, David F. Nalle,

Packaging: 56-card starter decks; 14-card

. Quest for the Grail

year. There’s nothing eye-catching about the packaging, but open a deck
and it’s long live the king!

You know the story: King Arthur rallies knights to fill his court at
Camelot. Brave lads from all over England and beyond come to
serve, go on quests for honor, battle other knights, become cham-
pions to ladies, and so forth. Eventually, they hope to be sent on that
ultimate, elusive journey: the quest for the Holy Grail. Well, now
you get to join the fun.

One of the things that makes this, Stone Ring Games'’ first card game,
shine is how it blends the codes of chivalry into game play yet remains
simple and enjoyable. Knights like Tristan, Malegrance, Gawain, and
Percivant are here, bolstering the authenticity and entertainment value
of the game.

Your cards are divided into a court deck and a quest deck. | particu-
larly liked the art on the backs of the cards; attention to such tiny details
as the heraldic lion on the court cards and the unicorn on the quest

If Quest for the Grail were a movie, it might be called the sleeper of the

Suggested Retail: $8.25 per starter; S2.75  cards adds to the game’s atmosphere.

The court deck contains your warriors, domains, rewards, compan-
ions, events and so on. The quest deck contains the events and creatures
your warrior will encounter in an attempt to garner valor—and valor is

* This review is based on the Preview Edition, which required to try for the Grail. The quest deck is the focus of Quest for the

Grail, whereas in most games your objective is to attack your opponent.

The cards that undertake quests are called warriors, and there are three types:
regular warriors, knights, and kings. These last two types, the bulk of your warrior
——=1 court, have certain powers and limitations regular warriors don’t.

}; Only knights and kings can quest for the Grail, for example, or

| take vows or have lady companions. They can also use knightly heal-

| ing to save themselves from mortal wounds, and thus remain in

| play. On the down side, valor affects knights and kings profoundly,

| and certain actions will cause them to lose valor.

The first phase in the game is the draw phase, where you pick

up from your court deck. There’s no compulsory discard phase, which | like because

it means you never have to discard a clutch card.

The next phase is the build phase, in which you play domain cards, to be used in
the upkeep phase. Building is followed by the deployment of warriors and the
assignment of companions or rewards (see below) to your warriors. Then comes
the upkeep phase. If you can’t pay the upkeep cost of a card, you must discard § £
it. It helps to have kings in play who rule the domains you have in play, as this £
gives you extra power to spend on upkeep.

The challenge phase is next. Here’s where you send your knights out on &
quests (you can choose from your deck or your opponent’s), vying for valor £ 3
and special items that will help them in their pursuits. Most of the quests con- &

Grail © Stone Ring Ga

5
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i
A. Card Name: So you'll know what card you're  E. Strength: If your attack roll equals or is less |
playing with. than your prowess, your strength is subtracted from |
B. Card Type: Unassumingly placed. So you'll ~ your opponent’s endurance. ]
know what kind of card you're playing with. F. Endurance: “Gad! A mortal wound!” If you have |
C. Description: Informs you about that Cunning  enough endurance, you should survive at least o |
Blade spell or Saxon Thane you have. few strikes. i
D. Prowess: Your skill as a fighter. Combat 6. Valor: That distinct diomond-shaped box shows ]
success is determined by a dice roll against the valor this card possesses or, ifi's a quest card, !
this number. the valor you'll receive for defeating it !

4



cern creatures culled from tradition and legend, such as
the Blatant Beast or the Black Knight, and they are chal-
lenges. Quest creatures can be more than twice as power-
ful as knights, so it pays to get rewards under your belt
before tackling these.

In combat, each side rolls against his (or its, in the case of
quest creatures) prowess on two six-sided dice; attack rolls that
meet or fall short of the roller’s prowess are successful. If a
knight makes a successful strike, his strength is subtracted
from the damaged warrior’s or beast’s endurance. This con-
tinues until one side’s endurance reaches zero. If your warrior
wins, you gain valor; if he loses, he’s mortally wounded, and
only knightly healing can save him from death and discard-
ing. Quests that aren’t fulfilled may be tried again or replaced.

Warriors can also call for a duel of honor with an oppo-
nent’s warrior. Choose carefully: warriors sacrifice valor for
taking on unworthy opponents. Combat is fought as normal,
but neither side dies at the end; the loser sacrifices two valor
while the victor gains one. | liked how duels reflected the
code of chivalry.

Once a knight gains valor from a quest, he may keep it or
trade it to play a reward from his hand. This reward may be
a vow, experience, or an item. The first two cannot be revoked
or discarded once received, but items tend to be more pow-
erful. Vows, for instance, give mediocre bonuses at the expense
of tough limitations, while some items, like Dolorous Blade,
can inflict real damage upon another knight in duels—a nasty
surprise for your opponent.

You can also get an edge from companions, especially
a lady companion. Although only usable by knights and
kings, these companions can never be discarded, and some,
like Queen of the Wastelands, not only give you extra power
in the Wastelands but will also cast spells for you.

Unfortunately, the preview set used for this review came
with only two spell casters, which wasn’t enough to explore
this option fully. But with spells like Cunning Bl.ade, which
bestows +5 prowess for one attack, and Binding, which
removes special abilities from a target for a turn, one would
be wise to fear the wizards.

There are also event cards, like Exile, which sends a
court card back into your
~ hand, and action cards,

like Fury, which usually
. modify combat abilities.

Victory is achieved
when one knight suc-
cessfully quests for
the Grail.

® |fyou're having
visions of the Grail or
thinking about taking
a vow of chastity,
play, Quest for the
Grail instead.

Keep in mind that your goal is to build up valor; after
all, no valor, no Grail. Stockpiling items and other good-
ies might sound like fun, but if you use up all that valor,
your opponent is gonna sneak right by you and snatch
that Grail.

Of my few complaints, my biggest is—why dice? | hate
dice in card games, and the rolls seem only to prolong com-
bat. The instruction book is very well-written; it'd be perfect
if it were in booklet form, not folded up.

| played this game from the preview set. The official set
will have more cards and be printed on better stock. Certain
cards, like King Berrant of the Hundred Kingdoms, a real
hoser, will also be removed.

Quest for the Grail plays smoothly, is fun, and is full of authen-
tic details. From the Lady of the Lake to the Siege Perilous, this
game has all you need to quest in King Arthur’s world.

—Keith J. Olexa
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RED ZONE
Publisher: Donruss
Genre: Professional Foothall
Set Size: 366 cards

Release: November 1995

Packaging: Deluxe double deck game set
with two 80-card starter decks and a game
wheel; 80-card starter decks; 12-card
booster packs

Suggested Retail: S10 per starter; $2.79
per booster

Rating: * * * 1/2
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each team: one quarterback, two
running backs, two wide
receivers or tight ends, two
offensive linemen, two defen-
sive linemen, two linebackers,
and two defensive backs. Each

“coach” matches his six defen-

~ the opposition’s seven

.~ once you have the game and rule book in front of yoy_

one running back who's good at carrying the ball and a second one v, catches
passes well. It would then be to your advantage to throw the ba| 4, 41,0 running
back who has a better chance of turning a pass Play into a subgga i gain.

Red Zone

ey, sports fans! Sick of walking into your local card shop and finding
H eight-card packs of the latest football cards selling for $6.50 a pop?

Tired of looking at the back of the shop and seeing a group of kids not

THE only playing Magic: The Gathering but actually having a good time doing it? Fed

up with discovering more and more sports card sets, each one crap-
pier than the last? If you answered yes to any of these questions, then
I suggest you turn off that NFL Films replay of the 1974 AFC Cham-

pionship game and read on. ' )
Donruss and NXT Games’ Red Zone, the first NFL-licensed col-

lectible card game, has
the makings of a win-
ner. The more you
know about football
strategy and the NFL,
the better off you'll
be, but by no means
do you have to be
Jimmy the Greek to
be able to pick up
Red Zone.
The game begins
with 13 players on

sive players against

offensive players.
Time decks consist of
40, 50, or 60 cards,
depending on how
long a game you're
playing. Draw decks should contain at least 30 cards. To begin play,
each coach holds six cards in hand in addition to the 13 pjayer cards
that are laid out on the table. .
Once the kickoff is received and returned, the offensive coach can E
choose from one of the offensive play cards hg holds in his hand. (There &
are 16 offensive plays in all: eight passing( eight rushing.) The defense ©
responds with one of eight defensive formations. Results of plays are deter-
mined by crossing the two plays with the execution colors revealed on
the top cards of each coach'’s time deck. Sound confusing? |t/ really not

While certain play results simply give an amount of yarg gained or _
lost, others refer coaches to the player C?fd& This is where you must know :
which players excel at specific skills. For instance, you may choose to have

At the same time, the defensive coach can plota deft?nse that trieg to take away
the strengths that have been established by the Off.enswe Coach. Certain players
are better in coverage, while others excel at sacking the Quarterback. There's
plenty of strategy involved with Red Zone. ‘

fed Zoae © Donruss lnc. © & ™ NXT Games Inc. Officially lcensed product of the NFL Players.
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2 prevent A. Offensive Play: Signifies one of 16 offen- E. Special Play Indicator: The results of kick-

ERRIGHANE

Red Zone does a decent job of rating players, but this is
an area of the game that could be better. A quarterback'’s
passing skills are based on a combination of that player’s
completion percentage and performance in the clutch. The
result is athletes like the Bears’ Steve Walsh, who now sits
on the bench, being among the best Red Zone players sim-
ply because he completes a high percentage of passes. Walsh
is not a particularly good quarterback; he completes a.high
percentage of passes because the Bears don’t allow him to
throw the ball very often or very far down the field. Perhaps
a better statistic to go by would be average ya.rfis gained per
pass attempt, which would reflect a QB’s ability to get the
ball down the field. x

The rating for running backs suffers from the same kind

of problem that plagues quarterbacks. Run-

ning back ratings are based on a player’s
average yards per carry, number of
touchdowns, longest run, and num-
ber of fumbles. Again, the result is
stronger ratings for play-
ers who don't carry
the ball too often,
like the Jets’
Richie Anderson
(say what?),
than for a back
like the Bucca-
neers’ Errict Rhett,
who ranks among the
league leaders in a number of

M Use pathetic bym
Trent Dilfer (left) or
better-than-average

back-up Steve Walsh.

relevant categories but is not a great Red Zone player‘. ;

But those gripes aside, Red Zone doe§ a pretty solid job
in ranking the players. Dolphin Dan Marino is arguably me
best Red Zone quarterback, which is an accurate reflection
on the NFL. Buccaneer Trent Dilfer, one of the league’s most
pathetic bums, is an absolutely atrocious Red Zone quarter-
back, as well he should be.

Another solid attraction of Red Zone is the fact that the
game contains cards of players you won't find in any regu-
lar sports card release. The Jets’ Siupeli Malamala, “Gentle”

sive plays and which player the ball goes to.
B. Defensive Formation: Designates one of eight ~distance, and long gains.
defensive formations.
C. Skill Checks: The results of passes, runs, and  checks. Some player sections indicate “Injured,” in
catches based on the execution color of the card  which case the player whose skill is being checked
drawn from the fime deck.
D. Team and Position: Rather self-explanatory, ~ G. Execution Color Check: The colors fo refer to
don't ya think?

offs, kick returns, punts, punt refurns, field goal

is lost for the game.

-
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F. Player Section: The color fo refer to on skill |
1

1

i

1

1

1

!

and cross-check on plays from scrimmage. !
4

Ben Coleman of the Cardinals, and the 49ers’ Steve Wal-
lace (who has the most ridiculous-looking helmet in NFL
history) can all be found on the faces of Red Zone cards,
allowing fans a rare look at the players for whom they root
their pants off every Sunday. The broad player selection also
allows gamers to form full rosters with the players on their
favorite team. For example, you can match your Pittsburgh
Steelers against /nQuest Editor Mike Searle’s New York Giants.

Red Zone successfully captures the basics of football and
the talents of the NFL in a collectible card game. Because the
game is easy to learn, people should have little problem
forming leagues and teaching it to their friends. Donruss
and NXT Games deserve a big high five.

—Scott Gramling @

The Good, The Bad,
and The Ugly

The Good

Red Zone uses real NFL players and translates their statis-
tics into game playing abilities, and requires basic football
knowledge of offensive play-calling and defensive formations.

It's easy to learn and teach to novices.

The game contains cards of players you can‘t find any-
where else, allowing players to form full rosters of their
favorite teams.

For the most part, the photos are crisp and clear.

The Bad

Player ratings are based on performance statistics that
don't accurately reflect the actual effectiveness of a player.

Very few quality players turn up in the starter decks; they
must be acquired via booster packs.

There are no cards of kickers or punters. Those parts of the
game are based solely on the luck of the draw.

The Ugly

It will be interesting to see how the company handles
updating the rankings of certain players now that the 1995
NFL regular season is over. For example, a player like the
Rams’ Isaac Bruce is a mediocre Red Zone player, but had an
absolutely monstrous 1995 season.

There’s no index or table of contents in the rule book.
Those two things make every rule book easier to use, no mat-
ter how well-written it may already be.

—Scott Gramling
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Meet fantasy artist
fred Fields

Name: Fred Fields

Births March 3, 1965, in Honolulu, Hawaii
Occupation: Siaff artist for TSR
Base of Operations: TSR,
Lake Geneva, Wis.

‘ Career Highlights: “The first

]
)
w
ta
O]
)
]
4
&
°
®
A

time | walked into a bookstore and saw my first
cover painting disployed alongside the works of
Frazetta, Boris, and other greats, and the first
fime | gof to work on a cover for o hardback

novel by TSR author R.A. Salvatore.”
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Above: Fred Fields.
Left: The cover to Mark Anthony’s novel Curse of the Shadowmage (TSR, 1995).

hether they feature a dragon turtle attempting to devour
Wa galleon at sea or a group of aspiring dungeon crawlers,

Fred Fields’ paintings show a keen eye for detail and an
uncanny ability to apply his vision to canvas. Emotion and mood
seem to be his specialty, and his oil paintings exhibit a life of their own
because of it. Fields’ talent, bolstered by his persistence, has brought
him to the forefront of his field, but, like most artists’, his success was
not achieved overnight.

“My first painting was of a horse, a Tennessee Walker, which is still
at my mom and dad’s house. It wasn’t too bad for a 9-year-old. Of
course, that first painting took about six months.”

Fields was born in Honolulu, Hawaii, but soon after his birth, his




family moved to Burlington, Ky., where he was raised. His
imagination has always been in overdrive, and he can’t
remember a time when he wasn’t drawing or painting some-
thing fantasy-oriented. He held the title of art director while
he was working for Leo Burnett, one of the largest advertis-
ing agencies in America, but thought of himself as more of
a comp artist. “It was our job to fix up ads that were going
to be shown to clients.”

Later, Fields went from Wrigley’s, where he did
storyboards for TV.commercials, to Ral Partha, for which he
illustrated the popular miniature packages. Now Fields is
one of the talented artists plying his trade for TSR. Although
surrounded by other luminaries, Fields considers
himself his own main competition, and is always striving to
better himself.

A master of the oil painting, Fields uses no other media,
and names several artists as influences, including fantasy
artists Frank Frazetta and Boris Vallejo, photorealistic west-
ern artist James Bama, and wildlife artist Robert Bateman.
He discovers new and old artists all the time, however, and
his style is constantly changing and
developing.

Fields has a cache of imagery still
searching for an appropriate outlet,
most of which makes up his private
pin-up collection. Someday, he hopes
to bring his visions to the silver screen
and devote his time to film.

“Id like to work on thrillers,”
Fields says. “I love good plotlines. |
hate knowing what is going
to happen ina film in the first
15 minutes.”

Favorite work of your own...

My personal pin-up ors
and the tattooed mercenfiry
[painting] that | worked on with Tim-
othy Bradstreet.

F"V'oril'e work by another
artist...
Boris Vallejo’s Red Sonya

The one persomn you’d like
to meet... .
[Alien designer] H.R. Giger.

Favorite munchie at 2 @.m....
Cheese Waffles, a wonderful yet
Lota“)’ artificial treat!

F“Vorile 'OY as @ kid and
s an adult...

As a kid, the G.I. Joe that I used
to throw up into trees to see what
interesting contorted shapes it would
come down in. Nowadays, probably
My boa constrictor.

Favorite pastime
or hobby...
Sleeping.

Costume worn the last time you went
trick-or-treating...

The Terminator.

Favorite fantasy character...

Any lllithid [those lovable mind-flayer monsters from
Dungeons & Dragons].

Favorite cartoons...
Ren & Stimpy, Beavis & Butt-Head.

Person you’d most like to work with...
[Comic artist] Simon Bisley.

Favorite musical performers...
Nine Inch Nails, White Zombie, Metallica, Offspring, Pantera.

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

Atsome point, destroy myself, I'm sure, but it would be fun!

@

An unpublished piece, o favorite of Fred’s.
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THE WIZARDS

Middle-earth: The Wizards allows players to choose from
several game formats. The one-deck game (go through
your deck once) is relatively short (30 minutes or so) and
bloody (lots of creatures work well, especially wilderness
or shadow-land-based creatures). The two-deck game
takes 45 minutes or so and makes certain strategies, like
testing gold rings, more viable. The three-deck game
allows The One Ring strategy, major corruption, and dark-
domain hazard strategies to thrive. The campaign game
provides hours of campaign-scale adventuring and gives
players time to develop awesome card combinations.

Playing StratZgies

Untap Phase
Untap all of your cards except sites. Sites never untap unless
you enlist dangerous artifacts like the Dwarven Ring of
Durin’s Tribe.

Organization Phase
This is an amorphous phase, so take advantage of it and
plan your actions carefully. If you need fast companies, split
your characters into small groups. But in a dangerous
environment, stronger, slower companies have the best
chance of surviving.

To decide which is best, consider the hazards your oppo-
nent has shown and your tactical options. For example, if
your opponent’s playing a corruption-only strategy, you have
a virtual green light to use small companies.

The more companies you have, the more cards you get to
draw, but also the more cards your opponent gets to draw.
If you have a nice resource complement in your hand, keep-
ing your characters in one large company decreases the chance
of your opponent drawing a nice batc h of hazards.

4
52, Qml! A

Long-event Phase

When tuning the deck, be wary of suffering from your own
long-events. It may not be wise to put three Minions Stir in
your hazard mix and visit sites with Orc and Troll auto-attacks.
The short-event Dark Quarrels,"however, makes any resource
strategy involving Orc, Troll, and Men auto-attacks reasonable,

Movement/Hazard Phase

This is the phase in which your opponent plays hazard cards
from his hand. Each company, in the order you choose,
must face hazards from your opponent. The more cards
your opponent draws, the more hazards he’ll get. There.
fore, your opponent will have the most potential against
the companies you choose to move last. Turn this to your
advantage. If your opponent bluffs you with an on-guarq
card, that card goes back into his hand at the end of yoy
site phase. This will put one more card in his hand than hjs
hand size at the end of your turn, and rob him of his extr,
discard-draw (see below).

Site Phase g
Here's your reward for the hard work and nail-biting in the
movement/hazard phase. Playing resources from your hang
usually requires tapping an untapped character, so don't |t
your company get tapped. You may choose @ company to do
nothing during its site phase so that company will untap next
turn to face the auto-attack and play a resource: Y(?U May
also attempt to influence away one of your opponent’s char.
acters, items, allies, or factions if your influencing characte
is at the same site.

End of Turn Phase

You and your opponent may each
each of you discards or draws until you ré
your modified hand size.

discard oné card. Thep
ach eight cards g,
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Hazards

If your hazard strategy works exceptionally well, or if
you get lucky, you can kill or corrupt most of your oppo-

nent's characters and rob him of most of his
resources. At the least, your hazards should
slow"down your opponent.

Your hazard strategy can complement your
resource strategy. A typical example of this
would be to play Morgul Night with Doors of
Night during your opponent’s movement/haz-
ard phase, and then, when your main com-
pany moves through four wildernesses during
its movement/hazard phase, play Fair-travels
in Shadow-lands, since all those wildernesses
have been changed to shadow-lands by
Morgul Night.

Your hazard mix m
that protect you indirectly. If your resource
strategy requires travel to danQGrOUS’ places
(i.e., dark-domains, dark-holds_‘), you r§ vul-
nerable to Nazgdl. Because all nine Nazgal are
unique, what better way to P':Ot‘fﬂ yourself
against this threat than by putting as‘ many as
possible in your hazard mix, then playing them
as permanent-events! :

You can threaten your opponent in one of
three main ways: with creatures, corruption, and
influence. (You may also combine thesc" meth-
0ds.) Influencing away your opponent’s mar-
shalling points is handled by your resources and
characters, so it needn’t be considered directly
when picking your hazard mix. Therefore, crea-
tures and corruption should be the overriding
themes of your hazard strategy:

Creatures are usually chosen .
geography—the types of regions and sites where
they may be keyed. Wilderness, the most pro-
lific region type in METW, encompasses almost
half of Middle-earth. Wilderness-based crea-
tures are less of a physical threat to a company
than, for instance, shadow-land-based crea-
tures. However, you may have to divert your
opponent’s companies to the shadov'v-lands to
meet the beasties there. With environment
cards, you increase the chance of your opponent
traveling in the types of regions where you can
hit him the hardest.

ay also include cards

according to

" BY MICHAEL REYNOLDS
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IDeck-Building

Before building a deck for METW, determine the game you'll
be playing. A One Ring strategy—delivering The One Ring to
Mount Doom in Gorgoroth—might not develop quickly enough
in a one-deck game. In a three-deck game, it should thrive.
Gathering Greater and Major items at sites based out of

Moncur Nwan

s B

Doors or Ny

Mount Dooa

Get those Nazgil into
play with Doors of
Night and Morgul Night.

Rivendell with the object of augmenting your characters’
prowesses can get you 20 marshalling points very quickly—ideal

for a one-deck game. However, in a three-deck
game, your opponent would have many oppor-
tunities to use corruption and influence to affect
your hoard. Also, in a long game, your oppo-
nent could dunk The One Ring in Mount Doom,
thereby making your artifacts insignificant in the
eyes of the Free Council.

Your deck should cover several bases.

» It should be able to deliver more than the
required marshalling points.

* Your play deck and sideboard should be
able to eliminate or slow your opponent’s acqui-
sition of marshalling points. Call of Home,
Muster Disperses, and Diplomat cards can help
strip your opponent of marshalling points.

* Your sideboard should permit you to deal
with unpredictable strategies or problems. Shelob,
the spider queen, is an interesting sideboard card.
If your opponent is gearing up for a run at Mount
Doom, pull her out for two strikes at 19 prowess
(with a little help from Doors of Night).

e |Include heavy hitters in the character mix,
characters with prowesses of at least four. Even
if you’re planning to cancel every creature strike
your characters face, it’s prudent to include at
least one five-prowess character.

e Your deck needs a plan against corrup-
tion. The Dwarf deck below is designed to have
untapped characters handy at all times to give
+1 apiece to any needed corruption checks.

e Construct a character mix with at least
three points of free general influence. You'll prob-
ably need more free general influence, especially
if your opponent likes to send his wizard around
with all 10 of his direct influence points free,

« Have the regions and sites in your location
deck that you need to expedite your resource
strategy. Otherwise, keep all other region and site
titles in a second location deck off to the side.
This will give you the versatility to follow your
opponent and try to influence his stuff away.
Of course, if your marshalling strategy is click-
ing along nicely, you may not need to worry
about your competitor.




The Dwarven Assault Team

This deck is very formidable in a one-deck game, and is comprised
of mostly common and uncommon cards. It contains 79 cards
plus a 15-card sideboard. There are 12 ultracommon cards from
fixed starter sets, 41 general common cards, 11 booster-only
common cards, 28 uncommon cards, and two rare cards.

The theme of the Dwarven Assault Team is speed and
prowess. The deck should accumulate 20 marshalling points
in two to four turns, so the Free Council can be called before
an opponent has a chance to get his feet under him.

This deck should take full advantage of region movement,
and big companies should split if the right tactical resource
events are in hand (Risky Blow, Block, Dark Quarrels). Region
movement and splitting companies adds speed!

L
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-~ 300d Friendships

2 Greeds
1 Lure of Expedience 1 The Old Thrush
2 Lures of Nature 2 Wizard's Laughter
2 Wizard's River-horses
EVENTS (supplemental)
3 Minions Stir HAZARDS
2 Twilights 1 Call of Home
3 Weariness of the Heart 1 Doors of Night
1 Lure of Creation
At-start Cards 1 Muster Disperses
CHARACTERS 2 Ring's Betrayal
1 Beratar 1 Shelob
1 Boromir |1

54m0UEST

Assault Team Review
e Scroll of Isildur is the only item that does not aid com-
bat; it does have nice

marshalling points,
though.
e Thorough Search is very
powerful, but requires an
untapped scout. Protect
the scouts like Kili.
¢ Blue Mountain Dwarves
is included to keep your
opponent from gaining
double marshalling
points from factions.
e Wizard'’s River-horses is
an efficient counter for
those annoying Nazgl
permanent-events.
e Wizard’s Laughter
cancels an influence
attempt against any of
your things.
e An ideal site phase
would go something
like this: 1) Four
untapped characters
arrive in Mount Gund-
abad along with theijr
tapped brethren (naty-
rally, no one would' be
wounded); 2) Dark
Quarrels cancels the
Orc auto-attack that’s
made daunting by Min-
jons Stir; 3) a warrior
type taps to play Nar-
sil, and Mount Gund-
abad also taps; 4) kij;
taps to play Thorough
search, letting 5)
another warrior-type
tap to play Orcrist; 6)
Rescue Prisoners s
‘ Hill Dwarves, 42 prowess against Orcs.

+1 direct influence against Flves and }+ played’ and the Spider
oot oo, [ AUtO-AtACK s absorkeg
55 eerses ke gt o badens— Lokt and easily defeateqy
Horme Sites lrcm 18] Drwar HHobd Wlth a RISky B'Ow by
the final untappeqy
character; 7) this fing)
untapped characte,
taps to carry Rescye
prisoners. This gains 1q
marshalling points in
one turn. Visiting one
more site would prep,_
ably allow the Freq
Council to be calleq)

— 25
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Unique. Weapon. +2 prowess (+4 if
held by a Dwarf) 10 8 maximum of 9,
If held by a Dwarf, 4 manhalling poiats
3 points,
| “Durin is the nwe thet the Dwarves use for the
| cidest of the Seven Foshers of their race, and the

; ancestor of all the kings of the Lomgheands *
—LatRYVI
7

rect
" Blue Mountain Dwarves, +1 prowess
5| against Ores. +1 direct influence against
Dwarves and Dwarf factions.

His beand. very long and forked, was white . .and
rosend M reck hung a choin. .~ ~dotRII

Home Site: Bloe Mowntain Dwarf hold

L e I i ! ARAMA
Unigue. +2 direct influence against lron
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Try battling one of
Tolkien’s coolest
creations, Shelob the
spider Queen.



Sauron’s Personal Deck

The following is a Nazgal deck for a two-deck game. It can be
constructed from an extensive collection of cards. The deck
and sideboard have 113 cards, including 27 fixed cards, nine
general common cards, 24 booster-only common cards, 15
uncommon cards, and 38 rare cards. Both hazards and
resources can be lethal when managed carefully.

Resources (26 cards)
FACTIONS

1 Beorning

1 Elves of Lindon

1 Ents of Fangorn

1 The Great Eagles

1 Knights of Dol Amroth
1 Men of Anfalas

1 Men of Lamedon

1 Rangers of the North
1 Riders of Rohan

ALLIES
1 Skinbark

ITEMS

1 Torque of Hues

EVENTS (for speed)
2 Bridges

3 Musters

3 0ld-roads

EVENTS (for versatility)
2 New Friendships

3 Praises to Elbereth

2 Vilyas

Hazards (26 cards)
NAZGUL

1 Adanaphel

1 Akhérahil

1 Dwar of Waw

1 Hoarmdrath of Dir

1 Inddr.Dawndeath

1 Khamdl the Easterling

1 Ren the Unclean

1 Uvatha the Horseman

1 The Witch-king of Angmar

NAZGUL SUPPLEMENTS
3 Doors of Night

3 Fell Beasts

1 Lost in Dark-domains

2 Morgul-horses

1 Morgul-knife

3 Morgul Nights

2 The Nazggls are Abroad
1 The Pale Sword

1 The Will of Sauron

At-start Cards
CHARACTERS
1 Cirdan

Notes for the Nazgil

* The Nazgl can be played as permanent-events that
wait for opportunistic moments to activate or as very
potent creatures. The first approach allows the player to
get the beast out of his hand and draw another card,
but the ultimate effect on the opponent may not be very
profound. The second approach involves holding a

Nazgal until the opponent unwittingly travels some-

1 Brond

MINOR ITEMS
2 Healing Herbs

Other Characters
1 Aragorn Il

1 Beorn

1 Hlodan

1 Erkenbrand

1 Galadriel

1 Imrahil

2 Pallandos

Location Deck
SITES

1 Beorn's House

1 Bree

1 Dol Amroth

1 Eagles’ Eyrie

2 Edhellonds

1 Edoras

1 Grey Havens

1 Lond Galen

3 Loriens

3 Rivendells

1 Ruined Signal-tower
1 Vale of Erech
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T Witi OF Sauron

1 Wellinghall

REGIONS

1 Angmar

1 Arthedoin You don’t want to be on

1 Forochel the receiving end to these
1 Gundabad hefty hazards.

1 Numeriador

1 Rhudaur

1 Anduin Vales

! Anfalos Sideboard (15 cards)

1 Anbrien RESOURCES

1 Arthedain 2 Wizard's Laughter

1 Belfalas

} g::g::‘u"h 'l\l‘:f:gg: ing a big combo.
1 Gap of Isen 2 Corsairs of Umbar

1 High Pass ZMﬁmnks

1 Lamedon 3 Muster Disperses

1 Lebennin 1 The Precious

1 Lindon 1 Sacrifice of Form

1 Numeriador 1 Shelob

1 Rhudaur 1 Thief R
1 Rohan ;

TWolda oot TV

where dangerous or until the supplementary hazard

events allows the oppo-
nent to be hit elsewhere.
* Several valid resource
strategies can accompany
a Nazgdl hazard strategy.
This one centers around
gaining factions. This is
a prudent approach
because factions don’t
live in dangerous sites
and factions don’t give
corruption points. A
player of this deck
doesn’t want to be lim-
ited by his own corrup-
tion when it’s time to
activate Ren the Unclean.
The resource events pro-
viding speed minimize
the companies’ time on
the road. This is wise if
Morgul Night is going
into play.

¢ Vilya is an awesome card
that can devastate an oppo-
nent’s hazard strategy. It
can bring Old Roads and
Musters back into a play
deck after one use. These
two cards together allow a
warrior in a haven to influ-
ence automatically any fac-
tion within two regions of
the haven. His company
wouldn’t need to leave the

haven! Elrond must be kept alive, however, as he is the only
one who can use Vilya.

e Managing cards is important to this deck.
Pallando, Cirdan, Elrond, and Galadriel allow
their player to hold an extra card. This
becomes very significant when you need to
hold cards for several turns before unleash-

o Skill in playing all the Nazgul will ultimately
lead to the success or failure of this deck. But
generally you're waiting for the big hit from
these guys as creatures. If you can attack with
four or five on one turn, your opponent will
probably be devastated. P

Michael Reynolds, series editor for Middle-earth:
The Wizards, has a wife, four cats, and cable.

Nothing else much matters.
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guaranteed to screw
with your opponent
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You're playing Magic all wrong.

If you sit with your cards laid out in front of you doing nothing more thq,
assembling cutthroat decks designed to drown your opponent under a wave of
Racks, Vises, and direct damage, you're missing the point.

Yeah, for a tournament setting, you have to construct a lethal 60-card iug-
gernaut. But when you're playing amongst friends, you should bend your imqq.
ination away from the “first-turn kill” mentality. Build decks suited for a ffiendly
environment. Try out cards you may not have used in a while, or at all!

You'll find yourself playing a more strategic, thought-provoking, and entg,
taining game. If you're beginning o feel a litile burned out on Magic, it'll el
rekindle that interest.

That's where the following four decks come in. While none of them will steam.
roll an opponent in tournament play, they'll force an equally matched Udversg,.
to use every bit of sirategy and cunning to hold you at bay—or maybe, jf the
right cards come af the right times, even beat you!

In other words, you and your opponent will both have fun

And you'll be playing Magic right.

By Pat McCallum  ~{(#)
and Michael Searle Y
- | " ‘v
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Worldwide destruction at your
fingertips... ah, the security. Noth-
ing’s better than knowing you can
blow away all your opponent’s stuff
with a single card: the dreaded
Nevinyrral’s Disk. Relying on the
old-fashioned annihilator—none of
that fancy-shmancy Jokulhaups
business—this deck cranks out crea-
tures that don’t die, even with the
world collapsing around them...

Deck Tips

¢ Nevinyrral’s Disk. This is the
prime card, the one around which
the whole deck revolves. The abil-
ity to destroy all creatures, artifacts,
and enchantments on the board is
a monstrous defensive ability, but
couple that with regenerators that
don’t die when the big bomb goes
off and you have a real deadly deck.
Wait until you have enough mana
to use the Disk and regenerate your
critters before using it, but get one
out early to slow down your oppo-
nent—he won’t be playing too
many cards when he knows it'll be
destroyed just a few heartbeats
after he pays the casting cost. The
only drawback to Nevinyrral's is
that it comes in tapped, but that’s
why we have our next entry...

* Twiddle. Do you get your Disk
out but find it’s destroyed before
your turn comes around? Not any
more! With Twiddle, you can untap
Nevinyrral’s the very same turn and
detonate it. Plus, Twiddle's a great
all-purpose card: untap your Uth-
den Troll that’s been tapped by an
Icy, untap a surprise blocker, turn
off someone’s Meekstone to untap
your creatures... the possibilities
are endless. Just watch out for that
nasty Disenchant spell.

° The Regenerators. Oh boy, are

b

The Panic Button

these guys gonna cause problems!
The whole theme of this deck is to
annihilate your opponent’s mon-
ster force, while leaving yours still
standing. Once a Nevinyrral’s Disk
is operational, you're pretty much
set: keep a steady stream of crea-
tures coming out, keep at least
enough mana in reserve to regen-
erate each creature on the board.
Once you feel you have the upper
hand, detonate the Disk, regener-
ate your creatures, and play your
way to an unimpeded win.

* Counterspell and Spell Blast.
Countering is in this deck primar-
ily for one reason: to keep your
Nevinyrral’s Disk in the game long
enough for the big ka-boom. Sure,
you might have to vary from this
plan if your opponent launches a
Wrath of God that decimates your
whole army, or blasts you with a
99-point Disintegrate. But other
than those extreme situations, hold
the countering for Disenchants,
Shatters, and the like. If all else fails
and your opponent manages to
get rid of your only Nevinyrral’s,
you've got Reconstruction to bring
it back.

* Feldon's Cane. For when you're
running low on cards or need to
recycle some of those Nevinyrral's
or creatures that are in your grave-
yard. If it’s late in the game and
you plan to blow up a Disk, use
Feldon's Cane first,

* Drain Life. You only have one,
o use it wisely. Focus on taking
out a big flying creature with a
big drain, or for when you really
need that quick boost of extra life.
Incinerate’s also in there for taking
out an annoying ﬂyer blocking

Creatures )
BLACK :

4 Drudge Skeletons

4 Walking Dead of Ith
BLUE i

4 Drowned Mine
RED . |

4 Sedge Trolls
4 Uthden Trolls
Spells 1 ,
BLACK

1 Drain Life

1 Mind Twist
BLUE

4 Counterspells
1 Reconstruction
2 Spell Blasts
3 Twiddles
RED

1 Incinerate

Some of th

you can
' <

Artifacts
1 Feldon’s Cane
4 Nevin




Awoo000000000! Nothing’s
more fun than building a deck
around a race of creatures! Yeah,
we've been overrun by Thrulls and
irritated to the point of madness
by Merfolk, but once you've expe-
rienced the thrill of the hunt, you’ll
never walk on two legs again!

Deck Tips

° Giant Growths and Howls
from Beyond. Don’t use all of
these up right out of the gate.
You may need one of your wolves
to take down one of your oppo-
nent’s big guns when blocking
or being blocked. Remember that
the Tundra Wolves have first
strike—especially effective when
coupled with a Howl from
Beyond! Don’t load up one wolf
with two Giant Growths. Spread
the wealth amongst two or three
pack members. If your oppo-
nent’s smart, she’ll wait until after
you've cast you augmentation
spells to zap a wolfie with a Dark
Banishing.

° Swords to Plowshares and
Desert Twister. One of this
deck’s biggest weaknesses is its
lack of flying. Try to save your
creature-elimination capabilities
for any winged unpleasantries
that may show up. (Tip: if your
10/4 wolf has just been Banished,
respond by Swords to Plowshar-
ing him. Great way to gain
mucho life if you need it!)

° Master of the Hunt. This
guy rules! No wonder he’s so
damned expensive. Since he
doesn’t tap to use his special wolf-
making ability, he can do it the
same turn he’s summoned! Wa-
hooo! And, if you wanna be

sneaky, try summoning wolves
in the middle of your opponent’s
attack for instant blockers—or
better still, at the end of his turn.
They’ll be chompin’ at the bit at
the beginning of your turn, ready
to be immediately loosened on
your medium-rare opponent!

¢ Pendelhaven. Try to avoid
using the tree house for mana.
Using its special ability on a wolfie
right before you Giant Growth
his keister will turn that 1/1
puppy into a 5/6 Cujo!

e Wyluli Wolves. What were
we just saying about Pendel-
haven? In some circumstances,
holding the Wyluli in reserve can
turn the tide of battle. Take the
aforementioned 5/6 wolfie who's
just been Pendelhavened and
Giant Growthed. Zap him with
the Wyluli’s bonus and now you
have a 6/7 mad dog that could
go head to head with almost any
creature!

* Battle Frenzy. You’ve got
loads of wolves, so don’t be afraid
to attack even if it means one of
your howlers is gonna get
stomped. What's important is to
get in and sting your opponent
turn after turn. Remember what
Spock said: “The needs of the
many outweigh the needs of the
few... or the one.”

e Strength in Numbers. Hey,
a lot of these guys band! Keep
that in mind when attacking, as
you might be able to keep all
your li’l guys alive in a banded
attack. (Remember the Pendel-
haven and Wyluli tricks when
assigning damage.)
Band wisely in
defense to minimize
your losses and kill
larger creatures without
using your precious Giant
Growths or Howls.

The Wolf Deck

Creatures Lands
BLACK 4 Bayous
2 Greater Werewolves 4 Forests
GREEN 1 Karaka
4 Dire Wolves 1 Maze of Ith
2 Masters of the Hunt 1 Pendelhaven
4 Timber Wolves 4 Savannahs
4 Wyluli Wolves 4 Scrublands
2 Strip Mines
4 Tundra Wolves ] UrboF
Spells
BLACK Improv atlon

1 Demonic Tutor If you can't get ,%J 1!'mnds on a par-

4 Howls from Beyond ticular card, f

.Jia-

T M it
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ifferent types of

GREEN wolves: Greater Werewolves, Lesser
4 Aspects of Wolf ~ Werewolvs, Foes (they're
1 Desert Twister ) If you're feeling
4 Giant Growths lor and red’s Hegrt
1 Regrowth ds vith lce Age's

2 X !
f nteve%ou have available,
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It’s always fun to screw
with the basic principles of
Magic. In this case, the tap-
ping required when most
creatures attack. Circumvent-
ing that golden rule are the
20 creatures in this deck that
needn’t tap to attack. Sound
cool? Throw in some cards
that complement that ability
and it’s downright cold!

Deck Tips

» Smoke and Meekstone.
These two cards are the most
important elements of this
deck. Try to get one of each
into play, since you never
know when one is going to be
Disenchanted—but never put
out two of the same. It doesn’t
do you any good, and one
broad-base destructive spell
like Shatterstorm or Tranquil-
ity will make you wish you
hadn’t.

e Disenchant. Save these
superversatile cards for truly
troublesome targets. ¢y
Manipulator, Flood, and cards
that mess around with your
creature’s untapping ability
are things you don’t want
your opponent to have.

° lcy Manipulator. Always
rough, Icy and this deck make
for a downright brutal combi-
nation. Use it to tap your
opponent’s big guns and lock
‘em under the Meekstone,
keep tapping that lone moun-
tain or island during her
upkeep, turn off his lvory
Tower... the list of uses is end-
less. Just choose your target

well. And don’t hesitate to
bring out both Manipulators
at once.
¢ Jandor’s Saddlebags. Just
in case someone gets sneaky
and taps one of your big guns
and you end up on the busi-
ness end of your own Meek-
stone, Jandor’s li’l pony will
help fix your critter’s posture.
e Divine Transformation.
Don't slap this on your biggest
creature! That'll just make it a
bigger target, and if it dies, you'll
doubly screwed. Your best bet is
to plop it down on a Zephyr,
making it a heavily feathered
blue Serra Angel (a Serrakeet?).
e Recall. It’s best to hold this
to retrieve any destroyed key
cards (Meekstone, Smoke, Icy)
languishing in your graveyard.
Hold off using it if you can.
e Kismet. Great card to get
out early. If it’s a toss-up
between casting this and a
Yotian or something, it’s
almost always best to get
Kismet out. The sooner you
start tapping all your oppo-
nent’s stuff, the better this
deck works.
» Attack. Most of the creatures
in this deck are kinda low in the
power/toughness department,
so odds are your opponent will
pull out some bigger guns.
Don’t let that intimidate you!
Keep attacking even
if you might lose a
creature. You've
gotta whittle your
opponent down!
The longer the
game, the better the
chances that your
opponent is going
to pull a Tranquility
or Shatterstorm,
putting a kibosh on
your key cards.

‘Creatures
BLACGK

4 Ghost Hounds
II.UE :

;4 Zephyr Falcons
RED

4 Wmdseeker (emnurs
f"' JHITE
4 Serra Angels
'ARTIFACE.
' 4' Yotian Soldiers
slaells

| BI.ACK

| Demomc Tuior
\BLUE

| 1 Recall

'RED

2 Smokes

3 Dlsenchums ,
1 Divine Transformation
1 Kismet

2 Swords to Plowshares
Artifacts

1 Feldon’s Cane

4 Fellwar Stones
2 lcy Manipulators
1 Jandor’s Suddlebags
2 Meekstones
1 Sol Ring

1 Zuran orb

~another. Just make sure you have four

The Deck that Doesn’t Tap

Lands ?
- 4Badlonds !
3 Castles Sengir |
1 Mozeof lth ’
4 Plateaux

3 Scrublands |
1 Strip Mine ‘
2Tundras i
1 Voleanic Island
3W|zurdsSchools '

n,;

|

1

Improvlsatlonj

1f you can t get four of ona ritfer (hke

| thut pesky mull -away tenlnur) mix m

* Clones, Doppelgqngers, nnd Dances of
i _'Mﬁqy,‘ﬁnd duplicole" w'huf’_‘é;/e'r “untap-
t i per% you've 'gbt in pl%ly. Subsfitute Floods
for lcys, load ’u;;').'on'lc"e Age's mulflands
vin ,é)!uce of fejular’ dqdl lands, and mix

. and'mulch'Sn;okes and Meekstones if

" you have fhree of one but only one of

|

“creature freezers” in total and ham,

you're set! ; ! '
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with America Online

WIZARD WORLD is INQuEsT's 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 Maaic:
Ty 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




A Fireball kills your Nether Shadow.
It comes back. Your Ashen Ghoul dies
while defending against a Cosmic Hor-
ror. It comes back.

Your creatures won't stay down.

The Graveyard Deck re-animates any-
thing. By the time you’re done, your
opponent’ll probably be very tired of see-
ing the same Ashen Ghoul rise from the
dead, or the ever-resilient Nether Shadow
dart in for the attack one more time.

In fact, no one will ever underesti-
mate what’s thrown away again...

Deck Tips

* Ashen Ghouls and Nether Shadows.
These guys are the meat of your deck—
they’ll attack, die, and keep coming back!
Once you've got four or more in your
graveyard, the Shadows and Ghouls will
almost always recycle during your
upkeep, so don’t forget about them.
And always remember their best trait—
they can attack right away the turn they
come into play!

e Graveyard Pickers. Dance of the Dead
and Animate Dead pluck juicy critters
out of the graveyards and throw them
right into play. You'll find yourself using
these on one of your own high-casting-
cost creatures that you tossed into the
graveyard, or, more likely, on one of
your opponent’s creatures that has died
or been carelessly discarded. An extra
bonus: Dance of the Dead, with its one
black and one other untap cost, can get
you around paralyzing effects like Sta-
sis, Smoke, and An-Zerrin Ruins.

e Bazaar of Baghdad. The key card in
your deck. Nobody, but nobody, plays
with this land, but it’s perfect in the Grave-
yard Deck. Not only can you draw cards
from your library faster, but you get the
luxury of discarding three cards every time
you do so. Deposit those Ashen Ghouls
and Nether Shadows as your discards and
you'll get them out faster than the stan-
dard way of casting them.

* Jalum Tome. Another tailor-made arti-
fact, very similar in use to the Bazaar of
Baghdad. For two mana, you get to draw

a card and discard one of your choice.
o Lord of the Pit. Normally, the Lord of
the Pit is a nightmare to contain. Not
with this deck. With all the recycling
going on, the Pitlord should have a steady
course of dead things. So what if he gets
pissed and goes off in search of real food?
It's your opponent that'll pay.

« Fallen Angel. A nice flyer that eats
creatures to gain +2/+1 per munchy.
Imagine that... a creature that eats other
creatures in a deck that supplies sacrifi-
cial fodder for free.

o Mind Twist. Wait till you've built up
some mana, then zonk your opponent
with this sorcery. One of Magic's best
cards, one of the few cards that can sin-
gle-handedly win you the game, Mind
Twist can force your opponent to drop
his hand and hopefully leave a grave-
yard ripe with eligible creatures.

« Tranquility. Hold this baby until some-
thing really, really dangerous comes out.
Night Soil will utterly destroy this deck,
so blow away all enchantments when
you don’t have a heavy concentration
of Animate Deads out.

o Howl from Beyond. Again, the key
here is to wait. Early in the game, you'll
be concentrating on getting out your
creatures. Later on, you'll probably have
plenty of leftover mana, and will be able
to zap your opponent with a hearty
Howl. It's especially useful on a Nether
Shadow that pops into play and imme-
diately attacks.

o Millstone. A nice asset to this deck.
Depending on which enchantments
you're holding in your hand, you'll either
want to Millstone your opponent’s
graveyard or your own in hopes of strik-
ing gold: big, tough creatures to ani-
mate.

o Nevinyrral’s Disk. Don’t be afraid to
blow everything up. Cleaning house will
especially benefit you if you have a bunch
of Ghouls and Shadows hungry for food
and ready to rise from the grave. The
Disk is a good safety mechanism if things
are going horribly wrong.

e Giant Growths. The usual basic strat-
egy tips here: use Giant Growths pri-
marily to save your creatures or deliver
the coup de grace on your opponent“

Michoel Searle and Pat McCallum are not only InQuest clients,

they're also the edifors.

e Graveya

['T
) &% 1|
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Creatures
BLACK
14 Ashen Ghouls
2 Fallen Angels
1 Lord of the Pit
4 Nether Shadows
| GREEN
1 Elvish Archers
1 Radjan Spirit
1 Scavenger Folk
1 Scryb Sprites
1 Speciral Bears
1 Timber Wolves
t60LD
1 Adun Oakenshield

Spells
BLACK
-3 Animate Deads
2 Dances of the Dead
1 Dark Banishing
4 Dark Rituals
1 Demonic Tutor
2 Howls from Beyond
1 Mind Twist
1 Raise Dead
1 Soul Exchange
| GREEN
1 Crumble
4 Giant Growths
1 Regrowth
1 Tranquility

T Slhadow

. 1f Shadow is in 8’“"°"§b'?wc it that

tion of cards
least thre¢

| your upkeep. Shadow
8l on same turn 6w
returned to play:

j can be returncd O pla i

Artifacts
1 Jalum Tome

1 Millstone

1 Nevinyrral’s Disk |
1 Zuran Orb |

Lands

2 Badlands

2 Bayous

1 Bazaar of Baghdad
1 City of Brass

5 Forests

1 Strip Mine

9 Swamps

Improvisation
These are all fairly easy cards 1o
pick up if you don't already own
them. Substitute any green creq-
fures you own for those you cqnt
collect on the list—just make syre
the black creatures stay the sqme.
Same drifl—if you don't hqye any
dual lands, throw in /ce Age lands,
a ity of Brass, or Fellwar Stopes.

with any

arures it
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The Emperor
has foreseen it!
Sharp guy, that Emperor. What he has foreseen is the
\ newest, and best collectible card game fo ever hit the galaxy—
Decipher’s brand-new Star Wars™ Customizable Card Game™.
\ And if you're in touch with the Force, you could win every
card this side of the Hoth System!




How to Play

Just channel the Force. Become

one with the power that holds

é us all together. And fill out the Fl" ihlS out und pUt it in an
S attached entry form. It's envelope, flyboy. Then send fo:
§ geriom dravne ‘The Force
: Prizes is With You

(One winner): mQuGSt Gontest

Otie fin will sracelve a complete ¢/o Wizard Press, 0. Box 118,
set—the whole shebang!—of  Congers, NY 10920-0118.

Grand F

Decipher Star Wars" cards. Contest E r Y. Formyvy

. Deodine s February 28, 1996

- THE FORGE I3

ated marks are trodemarks of Lucastilen Lid. * Decipher
Inc.

- . ¥ . "'J D N
S@@;@)DD@J Pri:

o @

» (10 winners):

Ten fans will each receive a Deci-

InQuest

pher Star Wars" starter deck.

You

oo
With

Date of Birth:

No purchase necessary. Contestis open fo anyone except
employees of Wizard Press and their immediate familes. Print your name, date 3
of birth, address, iy, state, ZIP code, and telephone number with area code on the official {
entry form or @ 3-by-5-inch index card. Enter g many times as you like. Mail each entry separately t:_ D,
The Force js With You InQuest Contest, ¢/o Wizard Press, p.0. Box 118, Congers, NY 10920-0”8_' .No i u.'f"“’
Teproductions of completed forms will be accepted, byt you can photocopy the enfry form hef?re filling it o:t A ”ytou
o't want to mess up YOU magazine. All entries become property of Wizard Press, and none will be re;ur‘ne Al uxe?”
(federal, gyt gnd local, if anY) will be the responsibility o the prize winners. No cash equivalent or .su s}:ﬂute pr:zf'w‘;
® offereq Prilzes yill be awarded in the names o contest winners and are not transferable. Offe void i PF'Ob ; ited,
regulated. or restricted by law in @ manner inconsistent with the purposes and rules hereof. All enlnes.n(;?s o
Teceiyed ullcomesl headquarters by_FEb'”“’Y 28,1996, Wizard Press s not responsible f('!l’ lost, |‘uleé mis u;c |
or mutilated enfries: 0dds of winning will be determined by the number of valid entries re(e;ve prior
the closing date of the contest. Prize winner will be selected by Wizard Press by random i
drawing from oll properly completeq enyrios Drawing will take place o March o f
15, 1996. Alldecisions are fina. is

v Phone: (

Address:

City:

Force

The

i envelope to:
- 1 of winners, available after March 15,1996 send a sell addressed, stamped p

*2a
You InQuest Winners, ¢/o Wizgyd press P.0. Box 118, Congers NY 109200118

P

For a lisf ;
The Force is With

B
ol

i o Empire Backer or Rebel Sympathizer?
p—— U Slormtrooper >




ne outside of Boris Vailejo’s home is somelnin;l of a disap-
pointment. There’s no drawbridge or moat, no Yargoyles, no wrought-
jron gates. There’s not even any fog. It’'s lust another split-level home

in a sleepy suburban neighborhood.

Inside, however, it’s a different story. Every available inch of wall
and shelf space is filled with stark black-and-white nhotographs, moody
fantasy paintings, menacing sculptures, and antique violins. There'’s
even an indoor marble fountain.

Either Vallejo and his wife and fellow painter Julie Bell have too much
stuff or not enough house. Outside, it's Leave It to Beayer, inside, it's The
Addams Family.

since his arrival in America from Peru in 1964, yajiej
val-LAY-ho) has established himself as one of the mwam:nﬂzl:::::
in the world. His work has appeared in comics, calendars, movie posters
and books. Hundreds of his pieces have heen reprgduced as tanoos:
Recently, his paintings, along with those of wife Julie Bell, were the
focus of Gardz’s Hyborian Gates collectible card game (see sidehar).

vallejo, 54, is considered a founding father of modern fantasy art-
work. Current artistic hotshots routinely cite Vallejo as a main influence.
fAnd it's no wonder. The artist’s masterful paintings bring improbahle
beasts to life, making nightmares seem all the more possible. His sense
of anatomy and texture make his creations breathe with realism.

in person, Vallejo is every hit as impressive as the subjects he paints.
His arms have been bulked up by years of exercise. Despite his stony
physique, Vallejo is a gentie man; he doesn’t try to draw attention to
his strength like some men would. He has a friendly, warm manner and
speaks with a welcoming aceent.

inQuest visited Boris Vallejo’s home to talk ahout fantasy painting, body
huilding, and the musician he might have heen.

inQuest: Let’s talk ahout some of your influences.

; InQuest interviews fantasy
painter extraordinaire Boris Vallejo

pots and pans, refrigerators, fur-
niture—everything that they sold.
In a way, that gave me a great
feeling for being patient and
putting detail in my things.
| was always an avid fan of
comics. Around ‘67, | was buy-
ing comic books by a publisher
by the name of Warren. And it
started coming out with this Vam-
pirella and Eerie and Creepy. All of
asudden, | started seeing the cov-
ers of Frank Frazetta, and | really
felt, “God, this is really great. |
really love this work.” In addition
to the fact that | was always into
body building, Frazetta had these
muscular guys and these volup-
tuous women, and | always loved
voluptuous women...
I made a sample painting for

Jim Warren, who was the pub-

lisher of those magazines. | took
it to him and | left it there

because he wouldn’t come and

see somebody who just showed

up like that. But... he called me

back the next day. He liked what

I had done and he wanted to
buy the painting. So | would say
that because of Frank Frazetta, |
got into fantasy art.
Do you remember what
issue it was in?

BoE‘Q When | first came here to America, to tell
you the truth, | wasn't really so much influenced by any-
body. It was really good to see everything that was
around, but | didn’t have a specific direction. .. So there
were a couple of years that | was a little bit... aimless.

I had'a job in a chain of department stores called
Topps doing the pen-and-ink drawings for the circulars...

68 mrzuzsr

No, [it was] way, way back. | remember that the
painting appeared in Eerie, but | can’t remember what
issue it was. And then | did the colors for Vampirella.

Then | started doing work for Marvel doing the
Savage Sword of Conan covers, | got familiar with the
work of Estaban Moroto from Spain. He's not really a
painter, but his pen-and-ink work was so beautiful |
got very much into what he was doing.

By Buddy scalera
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Boeis
Birth: lan. 8, 1941, in Peru
Occupation: Painter
Base of Operations: Pennsyivania
Gareer Highlights: A founding father in modern fantasy art
witlely celebrate (highly detailed, heroically mus-
cled ligures, he rose Ml arity painting Conan covers
for Marvel Gomics. His hundreds of paintings have graced
comics, calendars, books, and trading cards.




What's your opinion of your contemporary artists, like Frazetta,
Keith Parkinson, Anson Maddocks?

To be quite honest, | don't really follow that much. My rela-
tionship with Frazetta is almost nonexistent. | just recently met him
in person. Of course, | had been aware of his work, as he has been
aware of mine, but we really didn’t have a chance to talk to each
other. It was certainly a big thrill for me, and | think it was for him
too. At this point, | don't really keep up with what's going on.

I look at my [son Dorian’s] work a lot because he’s my son, and
he’s a great artist. And | look at Julie’s work because it’s around
me all the time. And then again, | look at everything that | can lay
my eyes on, but | don't necessarily follow any specific artist any-
more. | also look at the work of [Spanish painter] San Julian and
Moroto and Joe Jusko, Ken Kelly. Everybody has something really
good to look at. | think that we all inspire each other, like the
brothers Hildebrandt.

Do you work mostly from photography?

| work always with photographers. When it comes to figures,
| always work with models. | take photographs of the models
and then | either use the photograph as it is or combine it with
different body parts from different photographs, but there is
always a photograph.

Where to these great fantastic heasts come from?

Well, it comes out of my head. | had done figure work, | stud-
ied pre-med, | studied anatomy, and | made a point of studying
the function of the muscles. | think that helped me a lot in cre-
ating creatures and monsters and things like that. Also, back-
grounds and all that most of the time comes out of my head.
That's the fantasy part of the whole thing. | want to be able to com-
bine the fantasy element with the realistic element.

Do you study mythology for inspiration?

| have to confess that mythology isn’t something that really
interests me in any unusual way... Mythology is a bit too, let's say,
specific. | prefer the freedom of fantasy.

BORIS AND BELL

The topic turns to Julie Bell. Vallejo softens a hit and his energy
level increases. He is eager to talk about his wife.

In 1989, a friend introduced them, intending Bell, a competi-
tive body builder, to be a model for Valiejo. He saw Bell's photo
in a magazine and agreed. They met, fell madly in love, and began
stuffing their home with art and a marhle fountain in their sun
porch. (Really.)

Prior to her relationship with Vallejo, Bell (now 37) had dah-
bled in illustration, but not painting. She'd admired Vallejo’s work
as a fan, but had never imagined hecoming his student, much
less his wife. But she did.

They married in 1994. Each has two children, though none
together. Vallejo’s daughter Maya snapped the photos for this
article, and his son Dorian is an artist in his own right. Beil's boys,
Tony and David, are still young.

Vallejo nurtured Bell's painting talent. In the beginninp, her
style was strikingly similar to his. These days, Vallejo’s paintings
are more distinct and personal. These days, he grows and leamns
with her.

How did Julie change your outlook on your an?

Well, in a big way, actually. It was because of Julie that | came
back to comic art. It had been a long period of time that | did not
look at comics. She always liked Marvel comics and all that stuff.
And she got involved in doing the paintings for the comics. |
started looking at the comics and | was absolutely flabbergasted
to see what comics were in the "90s.

When | saw what was going on with comics and | saw what

she was doing, | really started
thinking, “God, it would be
really fun to do this.” And she
said, “Why don’t you just try it?”
| actually was a little hesitant »
because | didn’t want to start calling people and saying, “Hey, how
about it?”

I don’t know if she mentioned it or whatever, but they called
me... The first commission that I got to do comics was by Mal-
ibu. They wanted me to do a cover for [Prime Annual #1 in 1994].
Prime was one of my favorite characters, so of course | accepted
immediately. From there, | started doing things for Marvel and for
Image and so on.

Has the way you approach art changed?

The only thing that | could say has changed is that | tend to
put more action into my paintings now. The figures are more
dynamic. The color may be a little bit more vibrant too. Proba-
bly people will [not] see a difference as much as | do. Just the fact
that | am with Julie also puts a new vitality into my work because
she is fresh in the field. She has all this enthusiasm and all this
energy that is very contagious.

Can you look at paintings and know that’s mine-—that’s hers?

Oh, absolutely. Of course, when you talk about trading cards,
it's hard to tell. If you were to look at the original paintings side
by side then | don’t think you would have any problem telling
who did what.

BORIS AND THE BEAT

There's more to Boris than his painting and his American Gladia-
tor build. He has another passion, one you woulin't guess unless
you were in his living room. Antigue violins of all shapes and sizes
share space atop an ornately carved mahogany piano. Musical
instruments reflect Boris’ passion for antigues, but somehow the
violins seem particularly speclal.

if details matter to collectors—ani they usually do—then
Boris is in tune with the most important elements of collecting.
Each violin is maintained meticulously. They are displayed and
handied with loving care. They mean something.

FEBRUARYIQMH




JULIE BELL

It may take a few years, but Julie Bell knows it will happen. Eventually she will step out
of the shadow of her famous husband and be fully recognized as a talented and unique painter.

Her spouse, Boris Vallejo, is a founding father of the fantasy art field. He taught her his
painting secrets. But Bell is already being heralded as a driving force in fantasy painting.

“Boris is a huge thing in this whole world of art. He has his place in history,” Bell
explains. But “there are some peaple who come fo me for an autograph who actually don’t
know who Boris is.”

Bell's outwardly friendly manner conceals some darker forces. She attributes part of
her success fo her ability fo turn negafive energy into creative action. “You can actually use
a negative thing like jealousy to push you to do something really great,” she says. “You don't
have fo turn sour and feel bad and let it beat you.”

That's how she got into compefiive body building. “My brother was really mean to me
all my life,” she says. “When | started doing body building, | wanted fo get strong enough
s thot if | ever had to beat the crap out of him I could.”

Although she never did so, that mofivated her to develop physically and mentally.
When she met Vallcjo, Bell was a leading body builder in national compefition. She contin-
ues fo work out daily, and remains in great shape, but her focus now is on her artwork.

Bell's early arf seemed fo echo Vallejo's style. While she confinues to paint with the same
uncanny realism as Vallejo, Bell contends that, as a woman, she paints women differently
than her husband does. “| definitely don't want to see women being victimized. | paint them
with a little more muscle so they look like they're really strong, capable women.”

Bell's paintings meld energy and power with the feminine perspective she discusses. In
part, this is why fans are demanding more work from her.

These days, she’s better able to control her energy and her insecurities. “I think that
insecurity can be a real good thing,” Bell says. “If you're not going fo keep moving for-
waord, then somebody else is going to come and climb over you. So stay paranoid, stay
alive. That's what | always say.”

HYBORIAN GATES

The collectible card game mar-
ket is exploding. You want fo make
a game that will be fun to play and
attractive to fans. What do you do?

Cardz thought that ifs collectible
card game would stand out if top-
name arfists illustrated its game. So it
licensed Boris Vallejo and Julie Bell art
to illustrate all 450 Hyborian Gates cards.

Hyborian Gates represents a more-
or-less dassic ferritorial struggle. The object
of the game is to dominate a majority of
the six dimensions, and effectively break
dovn your opponent’s ability fo do the same.

Two or more players equip their froop-
ers with special powers and travel abilities
prior fo entering battle. Creative combos are sta-
ples of the skirmishes.

Steve Peek, one of the game's developers, has worked hard fo
ensure the success of the game. He hired the winningest Magic
players from Texas to work out the kinks in the game. “The first
mission was fo break the cards—in other words, find those com-
binafions of cards that could ruin the game play,” he explains.

Game testers helped Peek incorporate many modifications that led to the final
release of Hyborian Gates. Although Peek is safisfied with the game, further modifications
may be incorporated into an unlimited edition.

The second Hyborian Gates release will be an expansion sel, Gate Lords, scheduled for
March. The set will introduce a new type of characters, the fitular Gate Lords.

Peek believes that Hyborian Gates is a viable game, but admits, “Our whole goal hers
is not to be another Magic. Our goal is to be one of the six survivors. .. nex! year.”
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Boris & Julie playing Hyborian Gates
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If you weren’t a painter and you couldn’t
get these ideas out on the can-
vas, what would you he?
Well, | could tell you
what | would like to be,
which is not necessarily what
| would be because | don’t
have the skill to be that, but |
actually would have wanted to
) be a concert violinist.
, Do you play now?
| play the violin. But | don’t
have the skill to be a concert vio-
linist. But if | had really a choice, that
would have been my first choice.
What role does music play for you?
Oh, an enormous role. Music was in
my life before art was in my life. |
was listening to music when
| was a baby and in a crib.
And that part of my life is
even bigger than painting. |
always listen to music, always. |
can’t be without music. So I would
say if we talk about in terms of the
arts, what is my first love? It's music.
And then comes painting.
Do you tell a story with
your paintings?

Oh sure. | tell a story when I'm an illus-
trator, so I'm telling a story when | paint.
But that doesn’t mean necessarily that the
story is defined in my head. Sometimes |
do a painting and then | have to think,
“What do | mean?” Because sometimes
the whole thing is subconscious. | want
image, picture.

Whatever we imagine comes from
somewhere. It's not “just because”... noth-



ing is “just because.” There is a reason for everything. Sometimes
we aren’t aware of that reason. Sometimes we have to think about
it, and we have to go inside and dig it out. Sometimes | just have
just one picture image and | do it.

There was a book of my work that came out a few years ago
called The Rush, and it has a lot of very sensual, very erotic paint-
ings. All of them were single images that would come to my head,
and | haven't even analyzed all of them to realize what is the story
behind them.

Does music influence your painting?

Not necessarily. When | listen to music and | am painting, | am
not translating what I’'m listening into the painting. It's sep-
arate, they’re two separate things. Music is an abstract enjoy-
ment. Painting is more concrete. If | listen to a piece of music,
| may think of... a specific style of painting, whether it is clas-
sical or impressionistic [or] more contemporary... And defi-
nitely when | paint | don’t put the music into the painting.
What are you working on currentiy?

| just finished a painting I'm doing for an organization called
Crusades for Kids. | also have to do Marvel Masterpieces [a Fleer
trading card set] for 1996. So that’s 160 paintings that Julie
and | have to do.

How long does it take you to do each one?

sometimes it takes about two days, sometimes it takes
a day and a half, sometimes it takes three days. But | would
say on average about two and a half to three days, at least.
What about this thing you're doing against drugs? Is that
something that personally means a lot to you?

Definitely. Julie and | have a very clean style of living—
we go to the gym all the time, we're very careful about
how we eat, we certainly don’t smoke, we don’t drink. We
are very health-oriented.

How much do you work out?

We work out about five or six times a week. Julie used to
be a competitive bodybuilder. | never had the genetics for
body building, but | always worked out anyhow. It's not so
much anymore what it looks from the outside but what |
feel inside. And as | get older, it really feels more and more
necessary because | spend hours and hours sitting down.
It's important for me to have that kind of physical activ-
ity. | take care of myself.

You say you don’t have the genetics for it, but you look
huge. Has your artwork sometimes heen a projection
of what you fantasize about beingd

| guess that's a very good point. In a way, | like
to paint that because this is what | would have liked
to look like. Not anymore—| don't feel that | have
to be 6 feet 2 inches or 260 pounds. But at one
time; | certainly had this idea that | wanted to be
big and muscular. So yes, that's a reflection of what |
would have wanted for myself.

Wwhat's left that youl want to accomplisha

A lot, a lot. As | get older, | really feel that time
goes qUiCker_and quic'ker. And there is so much that
| still would like Fo paint. FUt it's a little bit frustrat-
ing to me to thmk.that I'm not going to have the
time to do all the things that | want to do_ | would love
to do a sculpture, butldon’t think | will have the time to
do that either b?cause it takes too long. | really have no
intention OF desire to ever retire. | want to be able to
just keep wo.rkmg until 1 go. That's why I'd like to
kee myself in shape as much as | can and five
in a healthy A that I can just continue
doing what 'm doing as long as | can,

Ultimately, what do you want to be remembered for2?

This may sound funny to you, but I’'m just going to be totally
honest. | want people to think Boris was a good guy, that’s what
I'd really like. Painting, music... all those things are nice, and |
think it's really great that | have made some kind of a dent in the
art world. But really, ultimately, I'd like to think that people think
of me as a good guy.

After his interview with Boris and Julie, Buddy Scalera slugged the husband-and-wife

team withitwo solid upper cuts toithe kidneys. They both went down like sacks of pota-
toes. He says they'reinot really that tough.
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Hey!].R.R. Tolkien’s Middle-earth

» Contest
in Tolkien’s Lord of the Rings

mythos has finally hit T Tt o

game cards in LCEs know enough

Middle-earth: The about Tolkien

Wizards set. Think and his works,

of all the fun you youmight be

could have playing able to actually go

Gendalior Thiorin Odenshield to Middle-earth!
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It’s easy. Just answer a few simple trivia questions on Tolkien and Middle-earth.
Get them all right and you could go to Middle-earth with the...

Gmnd Prize (One winner):

One lucky fan receives one of every I.C.E. Middle-earth Role

J collectible card game set, the four promo cards, the I:CE. role-
i playing game and accessories, and a Middle-earth poster and
i T-shirt. And heck; just because Iron Crown is made up of a
i bunch of swell guys, they'll even kick in a copy of J.R R. Tolkien's
Lord of the Rings trilogy of novels. Now that’s a lot of swag!
e Second Prize (Five winners): Five other fans
s vill receive o Middle-earth starter deck, a Middle-garth display
g box of hooster packs, and a Middle-earth poster and T-shirt.
l: Third Prize (20 winners): Twenty more
{ fans will get a Middle-earth starter deck, two boosters, and the
i Middle-garth poster and T-shirt.
;. |AdCr'e’'r'e your !
> ||
- =
- lquestions: !
: 1) How many Ringwraiths are there? :
z : 2) What ancient monster of fire and shadow did Gandalf |
AL |
E‘ g fight in Moriq? 1
i : 3) Where did the Fellowship get their Elven Cloks? :
i : 4) Who gave Merry, Pippin, and Sam their swords? :
LS) Name the nine members of the Fellowship of the Ring. |
- e e e e e i — ————
‘ T 5 leg:ﬂ];;;abe S B S S IR I G0 S TSI IE 5%
§ No purchase necessary. Contest is open fo anyone except employees of Wizard Press and Iron
- '5 (ff)wn Enterprises, their immediate families, or Sauron of Mordor. He's just not a nice man.
L‘ Print your name, date of birth, address, city, state, ZIP code, and telephone number with area

& ‘f’de Plus your answers on the official entry form or a 3-by-5-inch index card. Enter as many
mrles 8s you like. Mail each entry separately fo: Gone to Middle-earth InQuest Contest, ¢/o
Wizard Press, p.0. Box 118, Congers, NY 10920-0118. No mechanical reproductions of
/ completed forms vl be accepted, but you can photacopy the entry form before filling it out

-~ if you don't want to mess up your magazine. All entries become property of Wizard Press,
and none wil be returned. All faxes (federal, state, and local, if any) will be the responsi-
+ bility of the prize winners. No cash equivalent or subsitute prizes will be offered. Prizes will

: be awarded in he names of contest winners and are not transferable. Offer void where pro-

hibited, regulated, or restricted by low in @ manner inconsistent with the purposes and rules 3:115
. hereof. What g you have in your pocketssses? All entries must be received at contest head-
. quarters by Fehryary 28, 1996. Wizard Press s not responsible for lost, late, misdirected, or &
mutilted entries. Odds of winning vill be determined by the number of valid entries received
- prior o the closing date of the contest. Prize winners will be selected by Wizard Press by

; random drawing from all correctly completed entries. Drawing will take place on March 15, B
- 1996 All decisions are final.

- For alist of winners, availoble ofter March 15,1996, send a self-addressed stamped
. envelope to; Gane to Middle-earth InQuest Winners, ¢/o Wizard Press, P.0. Box 118, Con-

gers, NY 10920011, :

&
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o SN B A e T SN N - S

Playing product produced to date! That includes the complete ﬁ@ g@mma by m
Crown Enterprises,
nomn

Gone to Middle-earth

InQuest Contest
¢/o Wizard Press, PO. Box 118, Congers, NY 10920-0118

Contes t Entry Form vy

Deadline is February 28, 1996

Nome:

mempers ef

O o i o S o e

Date of Birth:

Address: 3 et ot SRR

Gty: Al Sy RN

State:

P

Phone: ( )

Here're your Answers:
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ne, you must build a deck,

d to Baron Sengir. The

) you must select one other

at him.

nal game, you'll want to use 60 cards.
e deck as fairly as possible—it won't

ny fun the battle is one-sided.

\ere are certain restrictions on what you can

o your deck:

1se Fourth Edition (or Revised) and Home-

ds.

at are or directly involve lands are banned.

color hosers. It's not really fair if you
1p |

of any single creature card
ck. Also, don’t use the Baron

or complex decisions on
Balance or Retribution.
but only one side may
e the game. Treat all
tricted cards: no more
leck.

 thoroughly and deal your-
C grds are of one color, re-
hand contains

' f‘he world of Homelands, long shut off from the rest of the multiverse by the pow-
erful spell of the planeswalker Feroz, was re-discovered last October when Wiz-
ards of the Coast released its latest expansion for Magic: The Gathering.
he new world shown in the set, like so many others in Dominia, seems to be in terrible
Ad eep, dark shadow is cast over the land by the mighty, villainous Baron Sengir. Some
i Baron isn't evil, merely willing to do whatever it takes to get what he wants.
Unfortunately, what he wants is all of the Homelands.
é;emz and Serra, few are strong enough to oppose Sengir. Can you
. : tmi:hance to try in a solitaire variant of Magic: The Gathering. The best
is that you dorft have to bother finding a real live human opponent. That’s right-now

you can play with yourself... so to speak.

As usual, both you and the Baron start the game
with 20 life apiece.

PLAY

There’s no land in this variant, but there is mana.
Both you and the Baron have 10 mana of an appro-
priate color at your disposal every turn. Use coun-
ters—10 black ones for the Baron, 10 of your color
for you—to keep track. Don‘t worry about mana
burn—it doesn’t exist in this game.

Using your 10 mana, you may summon any crea-
tures; cast any artifacts, enchantments, or sorceries; and
use any fast effects you wish. Keep in mind, however,
that neither you nor the Baron may pay more than six
mana for an X in the casting cost of a spell. o

When you're done with the main casting phase,
it’s the Baron’s turn. Play his cards using the Baron’s

Rules, as follows:

1. Use the most expensive spells first. If the
Baron’s only two cards are Sengir Vampire and Vam-
pire Bats, he casts Sengir Vampire first. Remember
that no one can pay more than six mana for X.

2. Use as many instants as possible. When given
a choice between spells of the same power, the Baron
should use interrupts and instants. He's forbidden
to cast fast effects in combat.

3. Use 10 mana. However, the Baron can reserve
mana if he needs it to activate a useful creature abil-
ity later that turn.

4. Use direct damage on you. “Cut off the head
and the body will fall,” as the Baron says. Why waste
direct damage on your creatures?

5. Help his most powerful creatures and hurt
your most powerful creatures. The Baron likes to

;EBRUARY'EJ;‘.lQQ'H
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“% d his strongest servants with even
m.ci}re power, so beneficial cards like
Unholy Strength or Feast of the Unicorn
should be cast on his most powerful
creature. Sengir will try to hurt the most

erful creature of yours that he can

hat means he won't try to use
 a Juggernaut.

Use creature abilities whenever

1 they’ I help.

‘ 7. Use mana for maximum dam-
age. Try to behave like a blood-suck-
ing tyrant. The Baron would never cast
three Bog Imps when he could unleash
a four-point Drain Life.

When combat is done, the turn is
r. Untap any tapped creatures or
acts, refill your hand to five cards,
nd begin a new turn.

COMBAT
You always have the option of
| ’ckmg first. It’s a use-it-or-lose-it

-~

Sh lf‘ ou don t attack

your attackers, the Baron names
his blockers, fast effects are
used (although Sengir
can’t cast any spells in
combat), and damage is
distributed.

The
Baron blocks
your most pow-
erful creature first,
then deals with the
next-most-powerful one,
and so on. If the Baron can kill a crea-
ture with a blocker, he will do so—
unless it means one of your more
powerful creatures will damage him.
The Baron only uses group blocking if
he can kill the blocked creature.

The Baron will always attack if he has
a creature with a power of two or higher
that can attack—even if it means your
blockers will kill his assailants.

STRATEGY

Don't ignore your color’s strength.
Green can produce a lot of extra mana
quickly and can get out a lot of spells
quickly. Red has a lot more firepower
than the Baron, and can use its direct
damage spells effectively early on, with-
out a lot of mana. Use blue’s counters
to hamstring the Baron’s most power-
ful spells—a powerful advantage when

2
)

SENGIR'S

In most games of solitaire, you have to do all the work. |
Well, we've started you off by gathering a nice selection
of cards for the Baron. Now all you have to do is find 30 |
cards that can beat him! Don't be afraid to experiment w1th
your half of the deck, or with his.

2 Bad Moons |
2 Black Knights 1 Sengir Autocrat
2 Bog Imps 2 Sengir Bats

2 Cemetery Gates

2 Feasts of the Unicorn
1 Grandmother Sengir
1 Irini Sengir

1 Ihsan’s Shade

you know what he
has and when he’s
going to cast it! White
matches the Baron
strength for strength

in every category.
The Baron’s
strength lies with his minions.
Unless they’ve used a creature
ability requiring tapping, they’re always
available to block your attack, and to
attack you. If you can nullify his forces,
you have a much better chance of hurt-

ing him.

If you find yourself getting too
comfortable with this game, try giving
one side more cards to play with.
Don’t let the other side get too weak,
however. You can also try playing the
Baron and using the Baron’s Rules for
his challenger.

ENDING THE GAME

The game ends when either you or
the Baron fall to zero life or lower at
the end of a turn, or when the deck
runs out of cards, in which case who-
ever has more life wins. To the victor go
all of the Homelands! @

Wil Chase is currently writing Baron Sengirs biography,

Vampires and Other Things that Suck.

Ho)lf =

2 Paralyzes

2 Sengir Vampires ‘
2 Drain Lifes 3 Terrors ’
1 Veldrane of Sengir

2 Unholy Strengths l

2 Will-0'-the-Wisps

Magic: The Gathering ™ & © Wizards of the Coast. Some artwork protected by addifional copyrights



! DEAR SHOW & CONVENTION Anvmnsmsﬂ

Our readers have been begging us to create a Shows &
Conventions section in InQuest—and as demanding as
they may be, we still like to give them what they want.
These game hupéry readers are seeking refuge in your
events—so let'us send you our sick...our poor...our hud-
dled masses. See, by placing your listing in InQuesteach
month, you'll be reaching thousands of ultra-active
gamerseasily and affordably. And that’s what you want.

To take advantage of what this
new section has to offer, contact:
Karen Evora :

Specials Sections Acct. Mgr.

Full Page, Inc. :

151 Wells Avenue, Congers NY 10920
PH: 914.268.3907 FX:914.268.5386 .

We're looking forward to seeing you here soon. n

Rl QA

NEW YORK

FEBRUARY 3, NEW YORK

Hobby Show & Magic Tounament, 9th Avenue, between 59th and 60th Streets, across from the Roosevelt
Hospital, 50 tables @ $55 each, $2 admission, 10am-6pm. Special guests: Graig Weich (Batman Forever
poster & Spawn #30 - cover), Willard Torres (Founder of New Age Studio, creator of Merc Force & Vision
Quest) and more to be announced. Hobby Tournament, $10 preregister, S15 at the door, Grand Prize of
S500—LET THE BEST BATTLE WIN!! Contact: Georgina Nieves, Finest Collector’s Inc. @ 914-376-3499.

NORTHCAROLIN A

MAY 10-12, CHARLOTTE

Roc of Age’s ‘96 a Comic Fantasy Fair, Sheraton Airport Plaza, corner of I-85 and Billy Graham
Pkwy., 80 tables @ $150 each, S15 admission until March 1st, children under 12 are free, Friday:
12n00n-8, Saturday: 10am-8pm, Sunday: 10am-6pm. Guests include: James Doohan (Scotty of Star
Trek), Barbara Leigh (Original Vampirella), Boris Vallejo and Julie Bell (Hyborian Gates), Roy
Thomas (Marvel Comics), Jackson Guice (Superman, X-Men), Al Simmons (Spawn), Doug Bradley
(Pinhead) and Steve Jackson (Game Designer). MAGIC: THE GATHERING artists include: Ron Spencer,
Jeff Menges, and Randy Gallegos. There's a costume contest and a dance. MAGIC: THE GATHERING
TOURNAMENT's st prize is $1,000 in CASH!! Contact: Roc of Ages @ 407-344-3010 or 803-547-
3995, or http:/www.vnet.net/Roc of Ages/homepage.html

TEX AS

JANUARY 21, HOUSTON

Houston's Comic Book & Science Fiction Show, call for hotel information and directions 713-667-
8697, 110 dealer tables @ $75 each until Junuary 1st, $110 each thereafter, S5 admission, children
under 12 $2, children under 7 are free, 10am-Spm. Magic: The Gathering Tournament Type 1 and
Type 2 - small entry fee, grand prize Beta Black Lotus. Special guests: MIKE GRELL, (comics legend -
Shoman's Tears, Batman, Green Arrow, Jon Sable), cover and Good Girl artist ADAM HUGHES, cover
and pinup artist BRIAN STELFREEZE, BILL HUGHES (Dark Horse Comics - Droids), Deep Space 9 actor
MARK ALAN SHEPHERD (Morn), BJO TRIMBLE (New Star Trek Concordance), and dozens more!!!
CHARITY ART AUCTION for the AMERICAN LEUKEMIA SOCIETY featuring dozens of quality pieces from
top artists and comic companies, original action figure confest - MAJOR PRIZES, free comics and
posters to first 500 attendees. Get an extra gift with this ad (photocopies OK)! For more convention
and dealer information call 713-667-8697. DON'T MISS THE BIGGEST JANUARY SHOW IN TEXAS!!

Don’t just read it.

Play it

starring

Madma,-,w an d

Milk and CheeSem

F R E E in
Wizard #541

® 1995 Wizard Pregs, Wi,
Madman™ Mike Alireg MZARD and WIZARD: THE GUIDE TO COMICS® Wizard Press.
- Milk ang Cheese™ Evan Dorkin. MS/SB.

New York’s #1 Magic Source

NEUTRAL

QR@UND

“The best game club I've ever seen”
Steve Jackson

Open 7 days a week - Noon until 772
All major credit cards accepted

’ We’ also carry single ca>rds for Shadowﬁst,
Wildstorms, Overpower, Jyhad, and others.

291 7th Avenue, 9th floor
(between 26th & 27th Streets)
New York, NY 10001-6009
tel (212) 633-1288
fax (212) 633-0979
Wébpage - http://wv%w.nground.com ]

Call us about upcoming NY and NJ tournaments
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B “Ummm. .1 have a lorge
intestine with cheese. To go.”
Rage, one of the few

(CG winners.

A lot of games were released last year; some
sold and some didn't.

It will be very interesting to see, years from
now, in the annals of gaming history, if people
look upon the end of 1995 as a good time or a bad
time. Sure, we fans of the whole collectible card
game concept got a lot more product to try, but
as many retailers could tell you, a lot of us didn't
do that much exploring. The amount of unsold
cards sitting on their shelves is proof of that. Many
have called the unsold cards proof of a “slow-
down” of the industry, that we're not playing or
buying much anymore. While it's true that a lot of
people who have been following Magic for almost
a year now may be tired of CCGs, | don't think
that's caused the perceived “slowdown.” If there
were just a few games on the market over the
summer and they sold well, and then there’s dozens
of games for sale in the fall and most of them don't
sell, it sounds to me like our purchases stayed the
same but there are too many choices out there. Am
I calling this correctly? Read on and let's find out.

Magic

Homelands sales continue on at a steady pace,
as is to be expected by a Magic set. Retailers are
concerned that they actually got all of their orders
filled on this set right away, and now have a lot
of boxes sitting on their shelves, when only
months ago they were used to getting in a box
of Ice Age starters here and there and selling
them faster than gas masks at a baked beans
convention. Some retailers are actually selling
packs at a lower price (say, $1.50) in order to
make sure they sell. Keep in mind that this set is
thought to be on par with The Dark quality-wise,
not Fallen Empires. So when retailers look at all
those FE boxes they have sitting around and
lower Homelands prices-as a knee-jerk reaction,
go and pick them up—it’s a bargain.

Chronicles is still a hot seller, and surprisingly
the set hasn’t hurt older singles sales as much
as everyone thought. Sure, the older cards like
Moxes and Black Lotuses are going down in
price, but that's because some of the older, expe-
rienced players are slowly rotating out of magic
and the kids getting into the game now are

Happy New Year?

--------------------- By Douglas Goldstein

younger and aren’t yet willing or able to pay so
much for cards. Chronicles itself directly hurt the
price of their black-bordered counterparts, but
Scott Michael, manager of Comic Warehouse in
Albuquerque, N.M., points out that Chronicles
has helped to draw in new players, which ulti-
mately gets more people interested in purchas-
ing the other old black-bordered cards.

4th Edition sales have slowed down to the
point where they're just the staple purchase among
Magic players, with most sales going to new play-
ers who need the more basic cards to play. Older
players aren't interested. It's interesting to see the
Italian Legends set selling well in the stores that
have them (the collectors must have them, and
they're such novelties to the newer players that
we've all at least thought of getting some).

Sales of Ice Age are continuing to be strong,
and the supply problems that caused starter
decks to be sold over the base price months ago
is basically gone. What we should be thinking
about is the next Magic set (an Ice Age expansion).
| don’t mean we should think about its theme or
anything, but we should be concerned about
how it's shipped. When it was hard for us to get
our hands on Magic packs, it added to the mys-
tique of the game. WotC, you may be helping
the industry best by delaying the shipments of
your sets so that they are better spaced apart.

Can You Survive?

In light of Magic’s drawing power, what does
it take for other games to survive in this market?

White Wolf seems to have a winner with
Rage. When they released the set, White Wolf
could count on a built-in base of gamers who
played their Werewolf RPGs to buy the game.
Add those huge werewolf store displays and
you've got a lot of interest and a lot of purchases.
Thankfully, it turns out to be a fun game. What
now? Release the expansion sets to keep the
interest going! Many excellent games have died
premature deaths from lack of expansion sets
(more on that in a sec). Umbra was a quick fol-
low up to the base set, and there may be even
more anticipation for The Wyrm set, since you
can actually play the enemy with it.

Mogc: The Gothenng is o vodemark of Wizeds of the (oost. Wizosds of the (oest &5 o registered trodemark. Some artwork protected by oddiional copyrights. Middleearth ™ & © Tolkien Enterprises Inc



The biggest shames of the CCG world read like a who's who of
popular games from six months ago. Whatever happened to /llumi-
nati? In my opinion, this game was rivaled only by Magic for its enter-
tainment value but it's fallen to the wayside because of a lack of new
cards. Where is Assassins, its long-awaited expansion? If released on
time, it would have kept llluminati in the mainstream. Released so
late, we're instead asking if it'll revive the game.

It's being said that Star Trek's very, very long awaited expansion
§et Alternate Universe will be in the stores the week after this column
is being written. I'll believe it when | see it. Sales on Star Trek cards
happen nowadays only to the Trekkers out there who are collect-
ing the cards—the game itself died down a while back. Alternate Uni-
verse will have an easier time reviving Star Trek than Assassins will
with lluminati, because of the large and powerful base of Trekkers
out there. Averom Oliver, of Adventures in Comics & Games in
Carmichael, Calif,, thinks that if Alternate Universe adds more vari-
‘ables to the game (which many people criticized as not being excit-
Ing enough), Star Trek could be very big again. Time will tell.

' Speaking of “time will tell,” is WotC's new version of Jyhad, Vam-
pire: The Eternal Struggle doing well? What about its first expansion set,
Dark Sovereigns? Tough call. Some of the retailers | spoke to said that
sales are very disappointing because Wizards of the Coast waited too
long to release the second edition. Other retailers | spoke to said the
old jyhad players were anticipating the release and sales are brisk. It

quSt 9oes to show you there's no one national truth to the popularity
of all games, or the value of all cards.

Outside Interests

4 l.ntere§ting side-note to the CCG craze is game-based outside
S:g&ez'i& nghlandel’s sales are coming mostly from the fans of the
shows S?i”e resting to note that Highianderis one of the few fantasy-related
i gomg strong. Fantasy and TV usually don't get along. | won-
lander card erculef_- The Legendary Journeys CCG would sell?) If new High-

it s arent released, the game could fall by the wayside.
constgntlWhat o th.e comic-book based CCGs? Comic book fans are
decidi Yy PUFChasmg their monthly comics, and when it comes to

"9 Where to spend their money, well, they/ll pick up the CCGs

to check them out. Eventually,
though, their dollars seem to be
going back to the comics. The less
prominent comic book games,
like Powercardz and WildStorms
may be feeling that purchasing-
choice pinch. The Youngblood set
of Powercardz is on hold, and
Conflict!, the first expansion for
WildStorms, was delayed to
allow more orders to come in.

Unique. Weapa, +3 10 prowess
10 a maximum of 9 (44 prowess o a
maximum of 10 against Ores),

“They hod called it Orcrist, Goblin-cleaver, but the
yoblins called it simply Biser. They hated it and
hated worse @y one that carried it”  _Jlob

! _{A:I‘uomN l_!':v" }

B Middle-earth: The Wizards,

A contender for Magic's S ‘
ST L L

fluence against Blue

+3 prowess against

uence against Dwarves
andd Dwasf (actions,

i | Ot lept the King wndet the Mowvain, . the great
2 & | dwadf gicamed like poid in a dying fire.” —Hep

number one (G s|of?

'UNTAPPED POTENTIAL
Curranste\tlzaf::::l:aﬁl -810
Rarity: Special

hy isn't this card mare sought after than it is? Look at the prices for
the special offer cards in the price guide. All of them are $6 to $10 except
for the Mana Crypt which is 57

' to$10. That leads me to believe

| that it's not what these cards

' can do that have determined

. their price, but people feel that
they'd pay $6 to $10 because

- the only way to have gotten one
is through the offer in the
Magic novels. (Why else is a

| Giant Badger so expensive?)

‘ That's a shame for Arena,
arguably the best special offer
card. Because of its versatil-

" ity, I believe that if this card
was in a set like Legends it'd
be highly prized. If you have a £ BE

* hig creature out, the Arena can let you pick off your opponent’s crea-
tures one at a time. Try attacking, then using the Arena after your
opponent declares blocking to mess up his plans. Or get out a Juniper
Order Druid and use the Arena more than once. [ don't think I've ever
seen the Arena in play where it hasn't changed the balance of crea-
ture-power, and it deserves maore respect.

1l Rob Alesander

Doing well by comparison is OverPower, strongly aided by the col-
lectors of Fleer’s Marvel trading card sets. As this colimn was being
written, PowerSurge was hitting the stands and its initial sales looked
promising. There is a lot of excitement for the upcoming expansion
set that includes characters from DC Comics universe. What comic
fan doesn’t want to pit Iron Man against Superman or the Hulk
against Batman? We‘ve got the makings of a very enjoyable set here.

Anticipation!

There is of course a lot of anticipation for Middle-earth: The Wiz-
ards, which will be on sale by the time you read this. Will the rares
of this game be sought after enough to sell as singles? Perhaps.
Note that in Middle-earth the game play is more realistic than what
you're used to in other games. If you have a unique card in play and
that character is killed, there’s no getting him back from the grave-
yard and other players can’t ever play him. He's dead! This might
make the rare cards more valuable to a player. We'll see.

One thing everyone can agree on is that when Star Wars eventually
comes out, it will be big. The release of the higher-quality movies on
tape, @ new line of toys, and the buzz about the new movies is cre-
ating a fervor that the CCG is sure to get caught up in. I wouldn’t be
surprised if Star Wars becomes the marketing giant of the decade.

The Butler Did It

I hope I've showed why some games have succeeded and some
haven't, despite whether or not they're good games. Here's hoping we'll
be able to spend our time and money exploring new feleases. (@

Douglas Goldstein wants to thank the retailers who took the fime fo talk o him
this month, and invite anyone with CCG market comments or abservations fo

e-mail him af douggold@aol.com.
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SONDITION GUIDE

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

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

Mint (MT): Perfectimundo! Beautiful! Sort of a card cross between the
Taj Mahal and Cindy Crawford. The border is perfectly even ll around on
both sides. Both faces are perfectly smooth, dean as o whistle, and free of
printer’s marks. The colors are razor-sharp, and all of the original gloss is
sfill there and glossing like good gloss should. Many cards rig?n out of the
pack fall short of Mint standards. Remember, no imperfections may be
allowed in a Mint card, regardless of ts age. Mint cards sell for more than
ff;etﬁri(esdﬁsfed in this guide; how much more depends on the availability
of the card.

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

Excellent-Mint (EX-MT): This card is still a great looking card
and a first glance may appear to be Near Mint; however, o closer range
some minor flaws come fo Iiﬂhl. 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 hove four slightly wor
comers, 75/25 centering, and jagged or roughly cut edges. Excellent

ecimens muY have a printer’s mark, poor ?ocus, dismForuﬁon, ora
zfighl 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 o price
guide listings.

Very Good (VG): A card that grodes Very Good may have ot least
one very worn comer, two to three worn corners and 85/15 centering. A
few small surface areases 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 1o 40
percent of price guide fisfings.

Good (GD), Fair (F), Poor (P): A card that's graded Good
isn't really good. Think of it as an ok card—that is not so hot to begin
with—that got into a fight on the way home. The card may have three
to four well-worn corners, it maz 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. Fair cards are even
worse because they look like they went through the wash in your jeans.
Poor cards are about as much fun to look at as that cow ot Rutgers
University with the window in his belly. Good cards sell for 100 15
percent of price guide listings, Fair cards sell for five fo 15 percent and
Poor cards sell for one to five percent.

° o L3
Price Guide Contributers
Adventures in Comics & Gomes in Cormichael, CA; All About Books & Comics V in Tempe, AZ; All
Pro Sports in Nework, DE; Avgusta Comics & Cards in Carme, IN: BER Bosebail Cards i Suffern
NY: Barry's Collectors Corner in Grand Forks, ND; Book & Music Exchanga in Lovisville, KY: Books,
Comics & Things in Ft. Wayne, IN; Books Golore in Erie, PA; Broodway Comics in Valrico, F1. (cv‘ﬂ
& Comic Arcade in New ‘lcvk1 NY; Card & Comic Empire in Huntavilla, AL; Cords, Coins &
Collectibles in Monroe, LA; (h_xmua Comics & Cords in Fond Du Lac Wi (lézude's Comics in
Hatboro, PL; Collector’s Choice in A!I?ens, TH; Collector’s World in Anderson, IN: Comc Gty in San
Diego, C&; Comic Dungeon in Rxm_ude, CA; The Comic Shop in Fairbanks, AR; The Comic Shop in
Garden Gity, KS; Comics on Parade in Santa Barbaro, CA; Comic World, Inc. in Stafford Y Comics
Warehouse in Albuquerque, NM; Comics & Comix Inc. in Rocklin CA; Comics Inc. in fuyénwﬂ!e
NC: Comically Speaking in Maynard, Mak; DR Comics & MR Gomes in Ockland, A Discovnt
Hobby in Kolamazoo, MI; Dover Cards & Comics in Dover, NH; Drogon's Lair in Austin, TX: The
Dragon’s Lair in West Springfield, MA; Fantasy Works Comics in Auroro, (0; Fontasy Zone Comics
in North Kingstown, RI; Fiction Comics in Porterville, CA; Front Row in Severne Park MD; Gallop's
Comics & Games in Statesboro, GA; Gome-Alo! in Santo Cruz, CA; Gomes, Crafts, Hobbies & Stuff
in Overland, MO; Games Plus in Woodinville, WA; Gator Country Cards & Comics in Gainesville, FL
The Great Escope in Lovisvillo, KY; Gridiron Comics & Games in Manchester, CT: Hansen’s Hobbies
in Wilmette, IL; Heroes and Fantasies in San Antonio, TX; High Five Sport Cards in Fromont, (A
Hobby Center in Hattiesburg, MS; Hobbytown USA in Las Vegas, HY; Home Field Inc. i ortlond,
OR; Legoty Comics & Cards in Coloredo Springs, (0; Leisure Hours Hobbies in Joliet, IL: Lion &
Unicorn in Hoover, AL; M&M Sports Cards and Comics in Cedar Ropids, IN Maior League in
ng, MI; Major League (md§ & Comics in Pineville, LA; Mission Games in M‘i:',usn Em.:i.
& in l"(kzor;, MI; Ok Leaf Comics in CedarFalls, IA; Odin's Cosmic
2 Moun

ing
Oceans Springs, o oke Ridgs, VA, ¢ Comics & Games in S, Poul, MN:
The Time Tunnel in Smmzl!e‘_ NC; Thunderation Comics in Hendersan, NV; Titon Gemes. ond
Comics IIl in Smyma, 64; T)'s in If,iddlclc«n, NY; Troll and Tood in Kc‘nvyl KY; WorGames &
Fantasy in Metairie, LA; Who's on First in Westhaven, CT: Wizord World in l(&nu:f NY; The Zone
in Lovisville, KY

leouasT

PRICE GUIDE
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GUIDELINES

WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE
About the Price Guide

The following collectible card game price guide contains the most
accurate and up-to-the minute card prices available. To- make sure the values
listed are as timely as possible, we're in constant contact with hundreds of
retailers and fans throughout the country. The price ranges listed reflect the
current selling prices. The higher price represents the full retail price for an
individual card or a single item. The lower price is what one might expect to
pay if purchasing from a fellow collector, or if you’re buying more than one
card. There are many other factors that can cause a retailer to price a card for
less than the “high price,” which includes local competition, current
saturation of the market, and just plain old supply and demand. (Ultimately,
though, a card is worth whatever you are willing to pay for it, or what
someone is willing to pay you for it.) A value listed for a card in a price guide
does not definitively state what a card is “worth.”

How to use the InQuest Magic Price Guide

It's easy. When a card has changed value since last month’s listing, or when a car.d is
experiencing heavy sales without a price change, it has a shaded bar. If the card has risen
in value, it has a pink bar. If it has fallen in value, it has a blue bar. If the card is selling
briskly but has not risen or fallen in value since the last listing, it's marked with a yellow bar.
In this example, the Dark Heart of the Wood has risen since last month, the Dl'abo.Ik
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.

W Dark Heart of the Wood
1% Dark Sphere .
Deep Water ...
Diabolic Machine ...
Drowned...........
Q Dust to Dust........
;W Eater of the Dead .
H EloctricEel ...........
A potr i
;M Etomal Flame .

1do of Profection: Artfact ... 7.00 ... 10.00 : Q Exordst

onul Druid ...............350 ...500 : M Fallen, The....

Y SWTUGL s fay v el s S S0LH M EY Fading o0 ooty 5 3
ckwork Avien .. : Fellwar Stone . 250 e £
voocf Sy i Q Festval ........... 835y AT5
b QﬁﬁiwandBrimsmne oy LR el G

s

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.

L 1OU ee. 4V %
¢ Annual Convention .. .. 150 ...250
¢ Mntiwar Adivists ... 500 . 250
i a!i;?lm‘a(wemm 2 }gg ggg
DOOMTR IRTE S o LY 4
i gmwoxg; ..... 4 :gg ggg
7 0008} ivvas it §275.00... 350.00 ank of England . L 180 el
?rjgnsa?l)(c?ci(éaulrd;) ........ 800 ...9.00 : Bavarion (Ruminati.. 150 228
Starter Box (10 dacks) ... 75.00 ...90.00 : Bermuda Triangle .. . 150 ...2.50
Boaster Pack (15 cords) ........ 8?)(2)3 9%38 i g§gSe||Bout: e i I;g ,..%.50
ot Box (36 podks)......... ; 61 Business .......
Booster Box (36 padks). : B:ggk 1 sl maEn
Hakhi The Coming ............ 7.00...1000 © Bodyguard ... C150 ...250
Cadinal Domiioie .............. 7.00... 1000 : Bookof Kell. ...
Cionshaw The Martificator ... 7.00 ... 10.00 ¢ Botched Contoct .
Nimrod Autoconnott ............500 ...800 : Brbey .......
By Lbeifeconnal Miss . 7.00 ... 1000 : CIA




B [slong
J j B (TR T i : . el LT 00 19,00
i m |3our';dci°"m’“"’ T S e 1000 ... 1500
L Qg | e L Jode Mongi <+ 150......250 i M Shonodin Dryods ....o--oo- 75...... 150
b y 4 E W oo S 350,500 § W ShOer oo 75...... 150
‘ F—— . £ Joyemdgg T~ 1800 12500 § MM Shivon Dogon ..........- 3000 ... 40.00
price guide i W Juggemoyt +--600 ..1000 : W Simocum ...... :
i By U Al M Sinkhole.........

W Sien's (ol ...
Sleight of Mind

ALPHA LIMITED : M Forthbind .................. 055 3.00 T T N J

WIZARDS OF THE COAST- 1993 ;M Eothquoke .. 00 .12 e

Cards have black borders. Alpha cards have o Ehish Achers... B SoulMet s

rounder corner when compared to Beta cards. Ev1ll Presence ... . . N ey Dnig : i Spell Blost ...

Full Set (295 cards) ... $2,800.00.. 3,400.00 ; ™ Folse U'dgfs 00 ... 10, 2 sl B A s

Starter Deck (60 cords) ... 200.00 ... 25000 2“"&'&3 1000 ... 1500 ¢ M lich . ; ~ e

Starter Box (10 decks)....... 1,900.00. . 2,500.00 Fastbon - - i W lifeforce - . W Stooe Gaont p........ 1D
M Feor....... q 5 :m . . M StoneRain .. % ......oonnn

Booster Pack (15 cards) ...... 90.00 ... 110.00 B Feedbock : - .- : B Steom of Life

Booster Box (36 packs) .. 3,200.00.. 3,700.00 G Sooeh - 0 T s e e reom of Life ...

2 Sunglasses of Urzo 00
B SWOMP ..covvnnnennnnnsnnes 3

o e 1.50 & M living Arffet i O3 Swords fo Plovshares. ...

R iy 75 i 1.50 ¢ M living Longs

W Air Elementol ............... 2.50

Flashfires ... 5000 250 : W Lvingwol
- c— Figh LTS 150 E O oo
i et Wfog..... e 50 150 Lo of Aoy
B gl B B Force of Noture. 1800 ... 2500 i M lodofhe py
B Ankh of Mishra g0 : W Forcefield ............... 125.00 ...150.00 :k:’:;lm]ﬂk ..... 0
Eﬁsnnugedfdon ...... - 8100; ... : o d Muhun\oﬁné’ ...... o
pect of Wolf . 8.00 : W Moot jinn /
W Bod Moon.................. 800 ... = Hg;g s[ﬁ'f‘ ........
: ) 0 -
b s Horemm B a
8 Bosalt Monolth ..325 { W Moo ~600 . 1000 i M Tsunomi
WBoyoy ... 2000 § Milleckope 700 1000 } M Tt N
Q Benalish Hero ................ 75 i O Merolk of the Pear Tridemt 75" 150 | M Tumel...... 2230
M Bersek ... ..35.00 :ﬁ?sgpegusus ........ o d5 150 T macessoesens 600
W Birds of Poradise ... 12.00 § Tt ; ‘m vaHeuc‘eddfi:snfct Foriys ‘:‘3;
B Sl AU SE
PR e | HEEC mas Boes 0o
Q Blaze of Glory ...5000 ... ﬁ%;,"‘fv“pg“@ o ¢ W MoxPeod . 140,007 200.00° : M Verduron Enchontress ... 8.00 ..12.00
Q0 Blessing ..ovvvvveeennnn. 800 ... of his or her turns. : m,M"XR“qu-. .”]40'00'”200'00 i B Vesuvon Doppelganger. ... 3500 ...50.00
| Blue Elementl Blost . ¢ I Mo Sopphire (7T 40i00. 20000 © 0 Veteron Bodyguad ... 18.00
Q Blve Word . ;W Noturol Selection J0740[0077 0551001 : M Volconic Eruption ... 8.00
W Bog Winith o NetherStodow """ 700 1000 | M Wolofhr ..o 1.50
M Braingeyser ... ¢ M Netinglmp .. "7 700 T y000 ¢ mm Wollof Bone ... - 5508
W Burowing. ... : : mieg‘/'l]%nul's Disk... ... 800 ...1200 : M Waollof Brombles.. % :23
M (omoufloge . THowling Mine : e ...... : m WollofFire ... S Ik
D Colo VA AT 4 i Northem Paladin 12288 3888 :\"’glloflce S0
1. Celestial Prism : 50 oving Mine, ond its biltyto et you drav i B Obsionus Golem .~ 150,250 ; m Wallof Stone.... .. 1.50
W-Channel ... ) 50 i | two cords, has 107 uses. Try it with Ivory i OrishAley T 250,350 : O Wollof Swords .. ..350
o Choos Orb .. - i | Tower, or with Library of Leng, so you con :gngxﬂumme e 1000720100 : m Wallof Wote l;g
ehwerer O i LR - o —
g("d[e 0;;,0,8(,?0“: sri‘en s 150 i [mend, it's a bargain. : :gzmgguﬂmmﬂﬁon e 1000 ... 1500 G lmurhmm?thm i gg
Circle of Protection: Red ...... . 15 e T:500 38 = ) 3 LISURNCE! | K o 1 : O Worp Aifoct ... 000
3 Gl Pl e 75150 i L | Vot 20 il
M (lockwork Beast ............ 7.00 ...10.00 : e ; asmal Terrain : M Weokness ....
W Coe ... : M FozenShade ............... ISt 1.50 @ Phantom Monster ¢ MIWeb! s . 600 ...

: PO Fungusour ... 800 ...1200 : M Pirate Sh :
W (ockatrice ... : o : b S : M Wheel of Fortune ......... 15.00 ...
Q Consecrote Lond 8 : M Goeo's Liege ... 1500 ...20.00 : M PlogueRors. . i O White Knight ........ e 50 s ae D
Cons ... 25 ' 500 g
™ Consenvafor ... ' 50 ;™ Gountletof Might .........100.00 .. 15000 : M Plans ... _ il 75 CuiWhite Ward 1.50 g
W Confract from Below .. 00 000 : M G!umGu_)wth e 15 1.50 - i M Plotey .. 02000 ...3000 i W WildGowth ... J75...1.
™ Control Mogic........ 2. gop i M Gont Spider o 75 150 3 B Powerlek. . o 75 150 W WIkOTheWisp ... 1000 ..
Q Conversion ... S50 iaas so0 @ Glosses of Urza .. oo 150 e 2.50 ; B Power Sink ... s 150 : = WinterOb ... 600 ..
W Copper Tablet ............12.00 . 1gp : M Cloom....... s 150,250 ¢ M PowerSuge 2700 7000 i ® Wooden Sphere ... 1.50
m Copy Arifoct 1200 . 1ggp & M Gobln Bolloon Brigode ...... 1.50...... 250 i M Prodigol Sorcerer .75 " 7’50 i M Word of Command ... 65.00 ... o)
W Counterspell ... -350......500 § M Gobinking ......oeo.oc... 1500 ...2000 : M PsionicBlost 180072500 i Q WiohofGod............... 8.00
| (owWum .. w5 150 : M Guonite Gorgoyle ...1800 ...2500 i B PsychicVenom ... 75......150 : W JombieMaster ............ 10.00
M Cregture Bond ... ST g L M Gy Oge .. sasidl S 150, 7 CURNRES LT 400......600 : 2
Q (usode ..o 800 900 (9 Green Ward ... W [ 250 : M Roging River ... ..5000 ...7000 :
& Cystol Rod - 50, 7ep § Q Guordion Angel . .225......300 | M RoseDeod.. 75150 : BETA LIMITED i
B Cursed lond ........ gL 250 i M Grizzly Bears ... ol 150 : M Red Elementol Blost ...~ 75, .. 1.50 i WIZARDS OF THE COAST- 1993 3
1 Cyclopeon Tomb _,,90.00""']'25'00 O Healing Salve ... T 150 & O Red WA SO 1.50......250 ¢ Beta cards have rounded corners and are 5
W Dok Ritval oo 75 5 i M Helm of Chatzuk ... ..600 ...1000 : M Regenerofion ... 75.... 150 : black-bordered. o |
e 600 yopp oM HillGant .. il Doty 150 i M Regrowth o . 800 ...12.00 : Full Set (302 cards) ...... $2,100.00.. 2.600.00 J’
Q Death Ward 15 150 o Hive, The ... 800 ...1200 i QResumeon ... 350 . 500 § Storter Deck (60 cords) 150.00 ... 175.00 |
m Deothgiip .- 150, 950 2 Holy Amor ... el S s 150 & O Reverse Domage ....0000 ...1500 : Storter Box (10 decks). 1,400.00..1,750.00 1)) I
W Deothloe ..o 0. 6.00 i O Holy Strength ... il b 150 i O Righteousness ... 10,00 ... 1500 : Booster Pock (15 cards; .. 65 00 S;QD |
M Demonic Attormey 00200 i M Howlfrom Beyond. 50 i MURocofKherRidges . [ 120075800 | Booste Box (36 pocks) . 2.300.00..2,800.00 ‘
W Demonic Hordes ..2000 ... 3000 : ™ HowlingMine ...... 100 .18, Rock Hydro ... . 30 | wh |
W Demonic Tufor ... ...1000 ... 1500 : ™ Huloon Minotaur . Rodof Ruin ... ... 250 ¢ Name Low High
= Dingus Egg - 800 ... 1500 : M Humicane ........ 50 ;W RqullAssussm - ...3500 : M AiElemental 225.....300  \Q
O Disenchant ... .J5... 150 i M Hypnotic Spedter.. 00...... 600 : M Sucifice ... wroononen 3055 . AI00K An(esmllkesuﬂ ........... §500° ... 85.00 i
| Disintegrafe .. J5. 5o : MleStm ... ... 1800 ...2500 : O Somite Healer . (150 i @ Animate Arifoct 125......2.00 ‘
W Disupting Scepter . 6000 1000 i oy Manipulotor . ... ...8500°..06500: : ™ Sovamngh ... .. 3000 : W Animate Deod 21245 2.00 ’
m Drogon Whelp ... 400, o0 ¢ M lMusionory Mask ... 60.00 ...80.00 : O Sovannohlions ... . 1000 i 2 Animate Wal oo 350......5.00 g
m Dainlife ..o o 1 150 :m Instill Energy ........onien 150......250 : ™ Scathe Zombies .............75. 150 : @ AnkhofMishm ............5.00......8.00 g
® Digin Power ... 800 ]2'00 § M Ivisibility .. 800 ...1500 i M ScavengingGhou! .........150...... 250 : @ Amageddon ............... 600 ...10.00 ;
W Duudge Skeleons .. e 150 i @ hon Star cooerenn 150000250 3 W Soublond ... .....2000 ...3000 : M@ AspectofWolf ...........7.00 ...10.00 i
e Demofon e 1500 0 i @ rondow 01GS .. ovveeev v 150...... 250 i M Sayb Sprites .. ety I 150 : M BodMoon.......... . 70010000 o |
RO v cccr. s lsp | lomoot I[ef{gllk e 2(5) A }gg : éeg Serpe{r)\r b cnseavanes l9uevens 1000 § go,dlunds e lggg " ?;88 i
7 s s ve Sky) ... . P 00 : edge Troll ... - 00 : O Bolonce ....... e AL |
m forh nend 350 TR L i e L i o T . } |

//DEL‘"’ " WENT DOWN HEAVILY TRADED | ' o P )
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WBayour ) Lkl e
Q Benglish Hero .
M Berserk ......
M Birds of Porodise

M Black Knight ..... 255

8 Block Lotus .. !

& Block Vise.. !

Q Block Word .. il

Q Blaze of Glory 40.00 .

QO Blessing ........... 00 ...10.00
W Blue Elemental Blast . ] 150 :
Q BlueWord ... L s 200
B BogWrith ...............2.25...... 300 ¢
W Broingeyser ... .. 15.00 ...20.00
W Bumowing. ... RIS 200 :
B (omoufloge . ..12.00 ...18.00
Qostle......... .25 s 4.00
W Celestiol Prism 125 AN 2.00
M Channel ....ooonneeeennll. 12500 200 :
B (Choos Orb ... ..95.00 ... 100.00
M (Chaoslace ... 325801 4.00
Q (ircle of Protection: Block ... .

Q0 Gal o Potecion White . 75" 150

W Clockwork Beast ............ 500, 800 :
Wlone .oviisomsniinns 10.00 ... 15.00
MECOCKOMIE oi.svesisnnss 10.00 ... 1500
Q Consecrate Lond ... .00 ... 12.00
® Consenvator ......... M5 200 :
M (Confroct from Below ...

W Control Mogic.........
O Conversion ...
® Copper Toblet ............
B Copy Adifoct ... o
= Counterspell ...
W Crow Wurm

M (reature Bond .
Q (wsode ......
o (rystol Rod ...
M (ursed lond ...
M Cydopeon Tomb .
M Dork Ritual ...
W Dorkpoct ...
0 Death Ward
M Deathgrip ...
M Deathlace ...
W Demonic Attormey

M Demonic Hordes e BI00
M Demonic Tutor ............ 1000 ...

® Dingus Egg ...
O Disenchant ..
| Dmntegmte

| Distupfing S(epter 500
W Drogon Whelp ... 3.25
M Droin life ... 475
W Droin Power ...... 6.00 ...
M Drudge Skeletons ............ 75
W Dworven Demolition Teom. .. 12,00 ...
W Owarven Worriors ............ A5
M Earth Elemental ... 3.25
M farthbind ... ’ 1.50

M forthquoke ... 6.00
W Evish Archers ... 5
M Fyil Presence ...

M False Orders ... ...5.00
CIFamstead’ . ooiomes domiey 800 ...
| fosthond ... 1010085
| T e e e 75
M Feedback ..... 1.25
M Fire Elemental . ool
M Ficeboll .......... ol
M Firebreathing . B
W Floshfices ......... 1.25
R S 75
i R e 75
M Forceof Noture ............ 15.00 ...
i Forcefield ....... veras 01002
W Forest ...l 20
W fok....... 3000 ..
B frozen Shade . sl
| Fungusour ... ... 5.00
M Goeo'sliege ............ 1200 ...

Pmhmp
: 0 Karma.

o lvingWall .. 250,350
: @ Uonowar Elves ... i
: 1 lord of Atlanfis ...

DM e ... ! / ] 1500 .. ¢ Aspect of Wolf
W Mogicol Hock ... 00 ... 12 & : 50 m Bod Moon.....

¢ ® Mahomofi Djinn : m Bodlonds

: W Monabarbs ... ¢ QO Bolonce ...

: W Mano Flore i 1 Bosalt Monolith

: W Mano Short : M Boyou .........
i M MonaVoult .. ¢ Q Benalish Hero .

: W Meekstone : M Berserk .........

@ Merfolk of the Pearl Trident
i O MesoPegasus ............... A5

i M Nightmare ......
. O Northern Poladin ...
¢ Obsionus Golem ...........1.25......200 : O Swmdsto Plowshares ... 225.....300 } m Chaos O -
i M Orcish Adillery ...
M Orcish Oriflomme.. .
: M Poalyze ...
: Q Pearled Unicom

;O Personal Incarnation ...

i m Gountlet of Might ......... 80.00...12500 i M Ploins ......ooooooorinnnet

i M GiontGrowth ................ 75800 1.50 : M Plateou ...

: W GiontSpider ............... 75t 150 i M Powerleck....

: W Glosses of Urzo . 01250 200 : m PowerSink.... 50 ¢
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i m Goblin Balloon Brigade ...... 1. 00 : m Prodigol Sorcerer .... 150 : m Unholy Strength ..
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i W Gizzly Bears .. : W RoselDend \.......cociie e .50 ¢ QO Veteron Bodyguord.. .12.00 ... 20.00
O Guordion Angel . : M Red Elemental Blost .50 ¢ m Voleanic Eruption... 6.00 ...10.00
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SO lond' e 20 ;W Wil The-Wisp .
O Island Senctuory . ..6.00 . ;@ WinterOb ...
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: B LeyDnid ... Ly o 200 : O Resumection ...... 32528 4.00 : Starter Deck (60 cards) ... 125.00 ... 150.00
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i Pinote Ship 500......800 i M Tonquity ................ 75......150 i (2 Consecrate Lond

: W PlogueRots.............. 75.... 150 ¢ M Toopicallslond ............1500 . 2500 : m Conservafor ......... A
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= Control Magic................ 250 ...... 3.50 : m KomusBell ............... 31505505 500 : M SolRing .................. 700 ...1000 : QO BlockWord.................. 753 150
Q Conversion ... 3 150° & M Kudzun... it 6.00 ... W Soul Net 1255 2.00" 5 (B |BleSSINg. 1+ oo st 35085 & 5.00
= Copper Tablet... 00 : Qlonce ....... 4 B Spell Blast 500, 100 : B8 Blue Elemental Blast ......... 15 50
| Copy Adifact ... 00 ¢ @ leyDwid .......... | | Stosis ...... 41009y 610012 (e | BidelWord IR 2T 75 1.50
m Counterspell ... .50 i @ Libroryofleng . ! W Steal Arfifact TS0 %S 250 : M BogWrith ............... 25850 2.00
B (owWom .. 00 & Ml .oetdies I M Stone Giant %750 o 200 i ® Bottle of Suleimon ......... 325 ...... 4.00
M (reature Bond ... 00 : m lifeforce .... | M Stone Rain ... LT 1.00 : o
0 (usode ... 00 : m lifeloce ... I M Steamof ife ... 150 L 1.00 :
B (rystol Rod 00 : m Lfetop....... d B Sunglosses of Urza = 40052 ] 600 :
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B Demonic Attomey 00 i M lwe ... | B Timber Wolves 2410057 6.00
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3 Dingus Egg ... 00 : W MonoFloe ... I B Timetwister .. 45.00 ...70.00
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M Drogon Whelp ... 50 : BB Meekstone ............... 10010 s 600 : M Tundo . 1800 ...30.00 : = Control Magic
M Droin Life .. 00 : m Merolk of the Pearl Trident ... .50 ...... 100 : M Tunnel.... 175,14 200 : QO Conversion ..
m Droin Power .. 00 : O MesoPegosus ............ 50100 8 100 : m Twiddle ...... 2255 5l 300 : m CopyAifod ...
M Drudge Skeletons 00 i W MindTwist ....... 600 ...10.00 00 ...45.00 : m Counterspell ...
B Dwarven Demoliion Team. .. 10.00 .. 15.00 i m Mons's Goblin Raiders el 100 : M Underground Sea ... 1200 ...2000 : M CrowWum
B Dwarven Wortiors ... o 1.00 : M Mownfain ...... .10 L ! 00 : M Cregture Bond .
M| Forth Elemental ... < 2:75% A 300 : M@ Mox Emerald .95.00 ... 125, I 00 : O Cusode ...
B Forthbind ... 125,507 200 : M MoxJet...... 95.00... 125, i {
B Forthquoke .. 400......600 : @ MoxPea . 95.00.... 125, 5 00 : B GystolRod.......
W Elvish Archers..... 350, 500 : @ MoxRuby ... 95.00...125.00 : m Vesuvon Doppelgonger........ 20.00 ... 30.00
B il Presence ... 125...... 200 : B Mox Supphlre 95.00...12500' ¢ Q Veteron Bodyguard..... .10.00 ...18.00
B Folse Orders ... 00 : M Naturol Selecfion 2000 ...30.00° : m Volconic Enypfion.... 51005, 8.00
Q Formstead 00 : m Nether Shodow ... A4100L.. 6.00 : M Volconiclslond ... 12.00 ... 20.00
M Fostbond ... 00 ¢ M NetflngImp ....... w350. 505 500 : m Wall of Air 125 200 <
W ferr ... 00 : m Nevinymol's Disk............ 500...... 8.00 : m Wallof Bone ... 125 2.00
M Feedbock ...... i : @ Nightmore ......... ... 1200 ...20.00 B Wall of Brombles Sl2S 200 :
W Fire Flementol ... 00 ¢ Q Northem Palodin 1200 ...1800 : m WollofFire ... 125......200 : W DemonicAtomey ......... 400...... 400
W Fireball........... 00 : = Obsionus Golem ... L2500 C 200 : m Walloflee .. 125, 200 :
W Fircbreathing . 00 : m Orcish Ailery ... % 150 m Wallof Stone..... S5 i 2.00
W Flashfires ...... 00 : M Orcish Qrflamme. A2500. 58 350 ¢ O Wall of Swords ... 3225 3.00
W Fight ™ oo it 00 : M Palyze ... v A0t 100 : M Woll of Water ..... 25N 2.00
I 00 ¢ Q Peared Unicom .. w000 1.00 : ® Wall of Wood . LN 1.00
M Force of Nature............ 1000 ...15.00 : O Personal Incamation .. .600 ...10.00 : m Wonderust ...... 1:25W0 %1 2.00
™ Forcefield ............... 60.00 ...90.00 : M Pestlence........... S0 100 : m Wor Mommoth 50...... 1.00
M Forest ..ooveeeinii 10%, .o 25 : M Phontosmol Forces .........1.25...... 200 : M Worp Aifact ... 400...... 6.00
W fork ....... 25.00 ...3000 : m Phontosmal Temain .. S0 1.00 : m Water Elemental 1825 v 2.00
W Frozen Shade. .. E09n 1.00 : m Phontom Monster .. |50 250 : M Weakness.... 50 ..., 1.00
M Fungusaur 51002602 800 : m PioteShip ... 400...... 600 : mWeb ......... J400...... 6.00
M Goeo's liege ... 1000 ...1500 : M PlogueRats .. ) T 100 : m Wheel of Fortune 10.00 ... 15.00
1 Gountlet of Might . 60.00 ...80.00 : M Plins ...... o[ 25 1 Q White Knight ..... .250......350
W Giont Growth ... 50......1.00 : M Plafeou ... 1200 ...2000 : Q WhiteWord ......... 125,200
W Gignt Spider ... I 100 i m Powerleck .. S a0 00 : m Wild Growth ......... 5, 90 bmouse 1.00
0 Glosses of Urzo ... 125......200 : M PowerSik .. 50 00 ¢ m Will0"TheWisp .. .7.00 ...10.00
W Gloom.............. 125......200 ; M PowerSuge ..... -5.00 00 m Winter O ... s 8004000 600
M Goblin Bolloon Brigade ... .. 125 200 : M Prodigal Sorcerer.. bty 190 | ™ Wooden Sphere ............ 14250 200 :
B GoblinKing ............... 10.00 ... 1500 : o Psionic Blost w1200 .15 M Word of Commond ........... 3500 ...55.00 :
W Gronite Gargoyle ... 1000 ...1500 : M PsychicVenom ... 50...100 i Q WhofGod............... 600 ...10.00
B Groy Ogre........o......... 1) 100 : QPueloce ... 2.50 I W Zombie Master ............ 6.00 ...10.00
Q Green Word ... s 2.00 : H Roging River 30.00 . 5
B Grizzly Bears ... FEG R 100 : M Roie Da0d’ -.oiensninis 50
Q Guordion Angel ... 125, . 200 : M Red Elemental Blost .. 50 : REVISED EDITION
Q) Healing Salve...... 50 100 : O RedWod........ £1.25 : WIZARDS OF THE COAST-1994 ‘
B Helm of Chotzuk ... 400......6.00 : M Regenerafion .. - 30 ¢ Cards are white-bordered and are nearly identical i
W Hill Giont ......... 50 100 : @ Regmwﬂ! ..... .5.00 : to Unlimited cards, except that the ink on the 3
W Hive, The ... 5.00...... 800 : O Resuection .. - 250 ¢ cardsis nontenub!y lighter. :
Q Holy Amor .. i, 100 : O Reverse Domoge .. .6.00 ¢ Full Set (302 cards) ... $300.00 ... 500.00 : [ayen 3
Q Holy Stength......... 50100 i O Righteousness ... -6.00 ¢ Storter Deck (60 cards) ... 1000 ... 1500 : .
W Howl fromBeyond ......... 50 100 : M RocofKher Ridges .. .8.00 : Storter Box (10 decks) ...... 100.00 ... 150.00 : M Demonic Hordes ......... 10.00 ... 15.00
M Howling Mine ... 700 jo00 i om RockHydwo ... 18.00 ¢ Booster Pock (15 cards) ... 3125 4 500 : M Demonic Tutor | I
W Hurloon Minotour TN 100 : M RodofRin ... 1.25 ¢ Booster Box (36 packs) ...... 11000 ... 175.00 : B Desert Twister : I
W Huricane ............ K125, .0 200 : M Royal Assossin ... 18.00 : ;o DingusBgg ......oooooonn I w8
M Hypnofic Specter ............ 250, 350 : M Soafie .o 225 i Nome low  Hgh : O Disenchont.............o...
W e Storm .oeeeeeennn . 1200 1800 : O Somite Heoler . ... .50 ¢ M AirElemental ... 1125 s 200 : M Diintegrate st e
B oy Manipulator ... 1500 .. 3000 : M Sovamnoh ... 12.00 i Aloddin's Lomp . 3950 400 : m Disrupting Scepter .........325......4.00
™ [llysionory Mask ... 3000 .. 4500 : O Sovannohlions ........... 4-00 i m Aoddin'sRing ... 3500 5.00 : M Drogon Engine v 125 2.00
B Instill Energy ............... 1.25 00 : m Scathe Zombies ............ 00 : m Animote Atifoct ... ... . 75...... 150 : m DrogonWhelp ............225......3.00
& [nvisibility ... o 00 : M Scavenging Ghool ... 150 ...... 250 : m AnimateDeod ... ... T 150 : M Dminlife ..o 50
W Jron Star ... 00 M Saublond ... 1200 ...2000 : Q Animate Wall.... 250......350 : M DroinPower ...... .. 400, 800
| [ronclow 0rcs wie 14 00 M SoybSprtes ... 108 e 200 @ Ankhof Mishia . 3.25% s - 400 : M Drudge Skeletons ... 15 50
W lromroot Treefolk ... { 00 : B SeoSepent ... S0 100 : Q Amogeddon ... .. 400...... 6.00 : m Dwarven Warriors serelD) e
W Islond (Dok Blue Sky) ..~ TP £heess 30 M SedgeTroll ......... 1000 ...1500 : m Amogeddon Clock D50, 350 : m Dwaorven Weaponsmith ...... 1.50..... 2.50
= 10, 25 | W Sengit Vompie 400......800 : mm AspectofWolf ... 400600 ; W EorhElemenol ... 150...... 250
Q Isond Sonchvary ... 500, 800 ; OO SemaAngel ... 700 ...1000 : mAwg ... 900,200 o Earthbind ... T5...... 150
W oy (0p oo 125200 : m Shonodin Diyads 30100 ¢ m Bod Moon,. T 400,600 M Forhquoke .............. 350......500
i Jade Monolih 250......350 i W Shatter ... zo'ég ------ 100 m Bodlonds 7790001800 ¢ m Ebony Home .............. 250......350
W Jode Staue ... 1000 1500 ; M Shivan Drogon .oovce T -3000 ¢ Q Blonce ... 350......500 © WEHGio ..o, 400......600
® Joyemdoe Tome ........... 400, 600 © M Simuoum ... g0 200 ¢ Bosa Monoih ... 150......250 i M EhishAchers............... 325.....400
& luggemos ... 60071000 § MUSHkhole e 80071200 ¢ w By ... 700071800 ;W Erey Pl T 15
0 Jump --------- S0 q00 ¢ om SiensCol e e 200 Q Benolsh Hero ... Tk 50 1 M ErgRoiders ....ooeienenn a5ty
Q Komo...coooseecen, Cs T Uy00 ©om Sleightof Mind e ysp. SO0 L m Bids of Podie 7600800 © M ElPesente ..o 75..... 150
] Keldoandord ........... 250,350 i m Smoke  o.veerereeeeeeen 390 500 : m Block Kight ... 1505 ca i 250 : Q Eyeforonbye ... 350. . 500
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POm Milstone ... 325......4.00

@ Shatterstom ............... 400...... 6,00

P Aspectof Wolf ... 3.50

: M Mind Twist . 5100828, 8.00 : M Shivan Dragon .. 00 ...2000 : m Bockfire ......... 150
: @ Mishro's War Machine ......3.25...... 400 : M Simuloaum . S50 ;M Bod Moon... ;
: M Mons’s Goblin Raiders. .........15 ....... 50 : m Sien’sCall ... 25, : O Balonce ...
¢ M Mountoin ......... 05l 10 m Sleight of Mind . .50. : M Boll Lightning....
M Nether Shodow . 23500 0 500 : M Smoke ....... : .00 : m Battering Ram ..
i M NeftlingImp ......ooennnnn. 2508 2 350 : o SolRing ....... ! .00 : O Benalish Hero ...
< 4 M Nevinymol's Disk ............. 4100...... 6.00 : M Sorceress Queen . / .00 : W Bid Moiden ...
o R i : W Nightmare ...... 1000 ...1500 : M@ SoulNet ................... 15 sess 1.50 i m Birds of Poradise
i O Northem Polodin . ..800 ...1200 : m Spell Blast ............oeeee.. 15 soeabion 50 : M Block Knight .........
: @ Obsionus Golem ... 75 150 : M Stosis ....... 3125 4.00 : m Block Mona Battery ...
Q Fomstead  ............... 500185 8.00 : 25 20000 : m Steol Atifoct ................ 15000 150 : o BlockVise ...........
M Fostbond .. - : 78N 150 : M StoneGiant................... 75550 1.50 ¢ Q Black Ward..
M Feqr... ¢ W Orcsh Onﬂumme s 2225kl 300 : M StoneRoin ......covvneenennen I5%sr .50 ¢ O Blessing .
B Feedbock . : 1B Omithopter...... s ]hES 1.50 i m Steamof Life...... Bl s 50 i mE Blight .......
W Fie Fementa © W Paclyze ... A5 h e 50 : m Sunglossesof Urzo .........3.25......4.00 i M Bloodlust ..........cooeii
M Fireball ....... : O Peorled Unicom .. L e 50 P MESWOmpP........oeeeeeiiiii (5 FEIeN 10 ¢ o Blue Elementol Blost ..........
W Firebreathing . ¢ O Personal Incomation .. 5 500L 8.00 : QO SwordsfoPlowshares ......1.25...... 2.00 : 9% Blue Mano Battery ...
W Floshfires . : M Pestlence ............ WL Tl 50,5 Moo e 10.00 ...18.00 : O BlueWord ........
W Flight ....... : M Phontosmol Forces o) 1500 = MiTomonioms ootk AEThE S50 ¢ M Boglmp ...
B Flying Carpet : m Phantosmol Temain BT e d 50 : m Thicket Bosilisk . 42250 8 300 : M BogWaith........
MjFog % et : M Phontom Monster . LA 1.50 : ® Thoughtlace ... 22500558 3.00 : m Bottle of Suleiman .
B Force of Nature i | PioteShip ... .350...... 500 : 8 Throne of Bone SI5nEE 150§ Q Broinwosh ...
: Fz;kesr ....... : M Plogue Rats il ol 50 i m Timber Wolves ... Se13.250 400 : M Bross Man ...
---------- M Plains ......................05 .......]10 i M Titonia’s Song .250......3.50 : m Bronze Tablet....
M Frozen Shad ............... ¢ | Toonguilty ... L5 o 50 : M Brothersoffie ............
= Fu"g',’w." 3 M Tropical Islond 1000 ...18.00 : m Bute,The ......
B Goea's Liege ... i @ Tsunomi Sl 1.50 i m Bumowing ...
8 Giont Growth ... : @ Tundo .. 1000 ...18.00 : m Camivorous Plont
B Giant Spider DM Tumnel ... ol D 150 : m CoonAnfs ...
B Glosses of Urzo { W Underground Sea .........10.00 ...18.00  Q Costle..........
| | Gloom ........ oo 75 : M Unholy Strength ... U5 A 50 : m Cove People ...
B Goblin Bolloon Brigode ¢ @ Unsfoble Mutation .. ] 5 ey 50 i M Celestiol Prism ...
©) W Gobinking .............. I i @ Unsummon...... 5 . I 50 i m Chonnel......
W Granite Gargoyle b, D UthdenTroll ..o 150......250 i m Choosloce.......
~ W Groy Ogre ... a @ Verduron Enchontress ... 4.00...... 6.00 : O Circle of Protection: A3
O Green Word . : @ Vesuvon Doppelgonger....... 12.00 ... 20.00 O Circle of Protection: Black......... .10
() ; Grizzly Bears .. ¢ ; - i O Veteron Bodyguord ... 7.00 ...12.00 : Q Cile of Protection: Blue
Guardion Angel... m%ﬂm”’m"’”“ ¢ Volconic Eruption............. 4.00...... 6.00 : Q Cirde of Protection: Green
Q Healing Salve .. "Exp«tﬁ‘wmvmnludcm : M Volcanicslond ... I .00 & O Circle of Protection: Red
g = Helm of Chatzuk il R ©m Wall of Air . 50 ¢ Q Circle of Protection: White
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= Hg'vYM"eﬂgm i ;W Walloflee ... 50 M Cockefrice...........
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= HS rk;ingkmeﬂ . 0 Wall of Swords .. 15000, 250 : @ Conservator.........
= Hudoo:anw ¢ Wollof Water ... . 1.50 ¢ m Control Mogic.
sl ofour i m Woll of Wood . 15 el 50 ¢ O Comversion ......o..ooo
W Hypnofic Spe(ter : W Wonderust ... 20 s 150 : m CoralHelm ......cooenvnnn
= (5l Frer : coral D 50 : m Cosmic Horror
& b o . 0325, 400 : m Counterspel
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W lvory Tower ... ;M Power Suge ... ven325......500 i W WidGrowth ... i W Cursed Lond
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= Lnnw -------- 400...... 600 : m Regowth ........... ¢ the artist's name on the front of the card. : M Dingus Egg ..
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1 Feedbock .
m Fellwr Stone...
M Fire Elementol

M Fireball ........... o
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M Fissure ........ ol

B Floshfires ..
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M Flood ........ o

B Flying Carpet ... :
WFogivciiis....

® Force of Nature ... 6.00 ...10.00
Q Forfified Area ... I 1 S 40
W Forest ........ 205 e 10
B Frozen Shade .. ve) Q) syt 40
M Fungusour 35085 5.00
B Goea's Liege ... 6.00 ...10.00
1 Goseous Form . 105 s 40
B Ghost Ship ...... 4 300 - 4 75
| Giont Growth .. e (RS 40
B Giont Spider .. B0 40
M Giont Strength . . w10 ! 40
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0 Glosses of Urzo W) 1.00
W Gloom ... L 60...... 1.00
M Goblin Bolloon Brigade 260 1.00
M Goblinking ...... 6.00 ...10.00
M Goblin Rock Sled . o[ 40
] Gmpeshor (umpult s 0 e 40
M Groy Ogre ........ o {1 40
M Greed ... 2.50...... 3.50
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W Grizzly Bears .. sl Sz ok 40
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Baron Senglr

Summon Legend

Flying 2
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ird the same turn Baron
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¢ I Omithopter
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: M Plogue Rats
: M Plaing
i B Power Lek
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: 1 Psionic Enfty
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¢ M Sondstorm .................. 10
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P OM Temor ...
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¢ M Timber Wolves ...
@ Time Elemental ...
M Titania’s Song
 m Tranquility
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¢ Twidde ......
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: @ Unsummon .......
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—
e

HEAVILY TRADED |
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: m Shopeshifter .... 31500 en 5.00
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¢ M Shivan Dragon .. 1200 ...18.00
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i M Sien'sCall................... 7558 1.50
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@ Sleight of Mind .

W StoneRain ...

3 BESWOMD . oo emeneiinsi 05 et 10
i O Swords to Plowshares......... .75...... 1.50
i @ Sybon libroy ... 400...... 6.00
@ Townos'sWand ... 10250 e 2.00
: m Townos's Weaponry ... Tas e 2.00
: M Tempest Efreet ...... 375 her 4.00

: @ Yofion Soldier
: W Iephyr Falcon

: O keforonfre .
i W Fishliver Oi
: B Flying Corpet ...
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M Ghazban Ogre
M Giont Tortoise ..
: M Guordion Beast ...
M Hosran Ogress ..
© W Hurlockal ...
: W Ifhbiff Efreet ..
¢ M Islond Fish Josconits
M Islond of WokWok ...
: M Jondor'sRing.........
: W Jondor's Saddlebags ...
W Jeweled Bird ...

: M Junun Efreet

: W Juzam Djinn...
M Khabal Ghoul ..
+ O King Suleiman ..
: W Kird Ape
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i M Magnetic Mounfain .

M Zombie Master
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Booster Pack (8 cards) ... s
Boaster Box (60 packs) 2900 00. A
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Q Abulafor....oeeeenennnens 3.50

W Aloddin
B Aloddin’s Lomp .
™ Aloddin’s Ring
M Ali Baba
M Alifom Cairo ...
Q Amy of Allch.......
W Bozaor of Boghdod...
W Bird Maiden
I Bottle of Suleiman .

W City of Bross
W Cvombajj Witches ...
B (ydone
M Doncing Scimitar .
= Dondon ........
W Desert.......
M Desert Nomads
B Desert Twister ...
W Diomond Volley ...
M Drop of Honey ..
= Ebony Horse ...
MW EHHojjo
W Flephont Groveyard
M ErgRaiders ...
M| Erhnom Djinn ...

DM Venom ..o i W Merchant Ship ...

: @ Verduran Enchontress 00 ¢ m Metomorphosis

L EVBIONS  vrvnmmmmmmmmens 15080 250 i m Mioe Djinn ...

@ Volconic Erupfion R 400 : QO Moorish Cavalry . |

i om Wallof Air ... 00 100 ¢ m Mountain ....... i
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¢ m Wall of Brombles .. e 80 100 ¢ mmQsis............. I

: m Wallof Qusr 16500, 555 250 m OldMonoftheSea . B 35.00

: m Wallof Fire... soundBllictss 100 : m Qubliette ........... L 5.00
L e— 60...... 1.00 | GilEeRERE SO 0 &
: m Wolof Spears .. 1040 ¢ m Pyamids ... 2000 ...30.00
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¢ Q Wollof Swords . 125......200 | @ Ringof Mot ........ 2500 ...3500
¢ Wall of Water .. 60, 100 : m RukhEgg.......... .7.00 ...10.00

¢ m Wallof Wood . 0 A0 W Smdokoi bl 800 .. 1200 Q
¢ @ Wonderust ... .60, 1.00 : m Sondstorm )

S m WorMommoth ............... 10 ... 40 © W Serendib Dii ] i

@ Wop Aifact ....... 250......350 i W Serend Efrest . I { 0
 m Woter Elementol ... IS 150 : Q Shohrozod <o 1) I

| Wcukness ........... 100 s 40 : M Sindbod ..................500.. I

P mWeb 250 o 350 i W Singing Tree ... 2500 ... 40.00

i m Whulmg Dervish 3125 e 4.00 : M SorceressQueen ............ 8.00 ...12.00

1 White Knight ... 125...... 200 : M StoneThrowing Devils ......4.00...... 6.00 Q
¢ m White Mana Battery 350...... 500 : M Unstoble Mutation............. 15 e 1.50 i
i Wit . . scumsssimnssersidd covet s ¢ Q Wor Elephant !

S om Wild Growth................. 00 L © M Wyl Wolf ... C
¢ m Winds of Change . : M Ydwen Efreet

o Wik0TheWisp - : -
© @ Winter Blost ... : a
- m Winter O - ANTIQUITIES ~=

¢ 1@ Wooden Sphere i WIZARDS OF THE COAST- 1994 Q
¢ m Word of Binding .. ¢ Full Set (100 cords) ... $300.00 ... 400.00

0 Wiathof God....... ¢ Booster Pack (8 cards) ... 12.00 ...18.00

© M enic Polterges! ¢ Booster Box (60 pocks) ... 700.00 ... 900.00 o
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B Ashnod’s Battle Gear

I Ko Torstogu ... 125 ...... 2oo§

B Battering Ram .

I Drafna’s Restoration ..
B Dragon Engine

B Dwarven Weaponsmith 25 s0ens 3.00

W EnergyFlux ............... 12554 2.00
W Feldon's Cone 25 tes 3.00
W Goea's Avenger. .. 20.00
W Gate to Phyrexia AT e 3.50
W Goblin Afisons ............ 15252 ) 2.00
M Golgothion Sylex............ 7.00 ...10.00 :
B Grapeshot Cotopult .......... | S 500 :
B HounfingWind ............ 250500 350 :
B Hurkyl's Recall 6.00

W Ivory Tower
M Jolum Tome
Q Mortyrs of Koris
B Mightstone

M Mishra's Foctory

W Mishra’s Fac. (Summer Pic).. 600 .

W Mishro’s Wor Machine ...... 4000, 6.00
W Mishra's W 10.00

B Orcish Mechanics
B Omithopter ..........
M Phyrexion Gremlins
W Power Adifact .......
W Powerleech
W Priest of Yowgmoth
m PimolCloy ............... 3.50
M Rock, The........
® Rokalte
I Reconstruction
Q Reverse Polarity .....
B Rocket Launcher .....
M Sage of LotNom ...
M Shapeshiffer ........
M Shtterstorm ...
M Stoff of Zegon ...
M Strip Mine........
W Stip Mine (Tower)
B Sudhi...........
I Tablet of Epityr ..
B Tawnos's Coffin...

M Townos's Wand ..... 3.
M Townos's Weaponry ......... 235,000
WRUIEIONE .o iosissisiins 8.00 ...12.00
M Titonio’s Song  ............ i
M Tronsmute Arifact

W Triskelion .................. 8.00

M Urzo's Avenger
W Urzo's Chalice ...
W Urzo's Mine ...
W Urzo's Miter ........
@ Urzo's Power Plont ...
W Urzo's Tower
B Wall of Spears ...
| Weokstone
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: WIZARDS OF THE (OAST 1994

¢ Full Set (310 cards) ... $1,100.00...1,400.00
.30.00

S0 Amrou Kithkin ...

i M Xenic Polrergeist ............ 250......350
¢ M Yowgmoth Demon .......
: M Yofion Soldier ............... W50 18508

= BI0Q S

1200 :

: Booster Pack (15 cards) ... 25.00 . :
¢ Booster Box (36 packs) ... 850.00..7,000.00 :
¢ Nome Low High

: M Abomination ............... 35050 500 :
¢ M Abyss,The ... ....20.00 ...3000 :
Pom AddRan ... 1500 ... 20.00

: M Adive Voleano ............... A0n. 1.00

: Adun Ockenshield 10.00 ...15.00

M Adventurers’ Guildhouse ... 2.50 5255 350 :
: M RoothiBerserker ............ 4.00...... 6.00

¢ M Aisling Leprechaun..... J
QO Akron Legionnaire ...

: M Al Hollow's Eve

: M Agbora’s Campet ..

¢ O Moboster Pofion ...

: M Achor's Tomb ...

M (row Giont

W (ydopean Mummy
i Dokkon Blockblade.........
: O D'Avenant Archer....

Q Divine Transformation S0
: M Dream Coat ............... 400...... 6.00
¢ M Durkwood Boars %

: M Dworven Song ... S350 5.00
O Hder Lond Wurm.. .7.00 ...10.00
: M Elder Spown .....

: 6.00......8.00

: W Elven Riders ..
: M Emerald Dragonfly
¢ O Enchonted Being ... sl
: W Enchontment Alterafion ... 1.

W Etemal Waorrior ..
: W Eureko

: M Evil Eye Oms-By-Gore !

: M FollenAngel ............... 400...... 6.00
: M Falling Stor ....... : ’
SUMEeint. 2.t

: M Field of Dreams.....
: W Fire Spiites ...
: M fFirestorm Phoen
¢ Flosh Counter .
: M HoshFlood ......
¢ M Floral Spuzzem ..

¢ 1 Forethought Amulet
i O forfied Area .............. 75

: M Frost Giant ;

Gabriel Angelfire ..
M Goseous Form ...
¢ @ Gountlets of Chaos
: M Ghosts of the Domned
: M Giont Slug
: M Giont Strength .
© M Giont Turtle....
: I Glyph of Doom....
¢ M Glyph of Delusion ...
;I Glyph of Destruction .
¢ O Glyph of Life

¢ Glyph of Reincarnation
¢ Gosto Dirk

............... 500.:....800 :

{ o Ky Shild...........

: @ Lond Equilbrium .
: O londTox ......
: M lond'sEdge ...
: W Lesser Werewolf
: m Life Chisel.......
: m Life Motrix ...
O Lifeblood

: M Living Plane........

: M lostSoul ...
: M Mana Drain ...
¢ Mono Matrix .
¢ @ Morble Prgst ...

m Moster of the Hunt....

M Mold Demon ...
: @ Moss Monster .......
@ Mountoin Stronghold
W Mountain Yefi

M Nether Void ...
@ North Stor
: @ Nova Pentocle ...
: Q Osai Vultures
i | Port Woter

: M Pendelhaven ...

¢ 0 Peto Sphynx ...
: M Pit Scorpion

¢ O Presence of the Master
© M Pimordil 0026 ... ]

Kasimir the Lone Wolf ...... 4.00...... 6.00

00 : O Keepersof the Foith ......... L) 1.00
: W Kei Tokohashi............... 4.00...... 6.00
© W Killer Bees ... 1000 ...15.00
TAERKsmarst 5 s 6.00 .. 8.00
@ Knowledge Voult............ 8.00 ...10.00
: M Kobold Drill Sergeant ... 6.00...... 8.00
M Kobold Overlord. ........... 10.00 ... 15.00
: M Kobold Taskmaster ......... 500...... 8.00

B Kobolds of Kher Keep ......... 15
3.50

Lady Caleria.....
Lady Evangelo ...

Livonya Silone .
Lord Magnus ...

Marhoult Elsdrogon ...

Nebuchadnezzar ...

Nicol Bolos ...

PallodiaMors ...

Pavel Maliki ...

M Pixie Queen....
m Prodesh Gypsies e

: DI oottt o gty ¢ M Grovity Sphere ! u PS‘IChiC PU'Q" ------ ;
O Angelic Voices —ax 1500 (o) Gfeutwl)e ender | m Puppet Moster ... :
o m‘w Aume - 300 ; O GeotWal 5 | | Pyootechnics 50 45
Cm A IR Lo il el 4o ;2 Greater Reo of Preservafon 6.00 I B QUOGITE .oveeeeeeee Bl gniel
A~ °;'" A e 20 | @ Groed ot b o L et 5.00...... 8.00 : m Quarum Trench Gnomes....-- e
e A:m ““h Xn Fele e i : M Green Mona Bunery ........ 2.50 ! B Rabid Wombat ..o I i
= Avi?ggmee aenls. ... gy V5o :  GwendynDiCorei.........1200 .. B Rodjon Spit ... L
£ bl Gunson 800 1000 | g Lok ... + INIRGORTT A 21000 ... 1500

Byesha Toncko B0 0D, § AT - & "800 1200
i m A!ﬁre%mke el s00 Hozezon Tamar......... 0 Ropid Fie....oovevveeneeer M i
® Bockdroft ... ValEgi 500 ;M Heodless Horseman . Romirez DePiefr. .....o---+ 10001500
| W e 28000050 41 HEASE T O 1000 .- 1500
BRI ey S0 HellSwom....... Rospun Dreomwever .- g - B
 D——| ol
. 0001501 § I HAAHR e e - R ;
8- B%!&Vs}ﬂoﬁﬂiogﬂ;?:n ggg ...... ggg © @ Hom of Defening .. M Reincarnation
© M Hosig EA fYjfs s e i . Homet Cobra ... ¢ Relic Borrer .. i '
! m Bhghrg qy it ;.50 © 8 Horor of Horors ... P M RelicBind..........oo0eeeee T 200
© M Bloodlust . " ipE 200 Hunding Gjornersen .. 3 (2 Remove Enchantments .-+ T 100
© o Blue Mono Battery .. 250 oo+ B Hyperion Blacksmith.......... 350 B Romove Soul ..o+ 700 T g
‘m Boomerang A 2 : M Ichneumon Druid............. 4.00.. W Reset g : 6.00 ______ 8.00
: M Bors Deviboon . ¢ M Immolation.................. 75 M Revelation 7000 ... 1500
: M Brine Hog : DM IMpASON L..eiiiiiiiiiiie 800 ... i m Reveberafon - 400, 500
: M Bronze Horse .. W rhe Eye of Chaos ... 10.00 ... ¢ [ Righteous Avengers ]0'00' 1500
: W Bute,The . £ Indestructible Aura ... 40 § 8 Ring of Immorfas . 200,600
: W Camion Ants . W Infemal Meduso ............ 5.00 Riven Tumbull -+ 17001800
: m Cot Wariors. i 0 Infinite Authority ... 10.00 . Rohgahh of Kher Keep .. 800 1000
: m Cathedrol of Serro : M Invoke Preéud:(e l;gg ; ¢ sublnmSoulste' T T 150
‘m G : O Ivory Guardins ............ : L w0 5.
: .&lvu:a[:n E;Jﬁ?,zsw ‘ Jocques le Vert ............ 10.00 ... i Seo King's Blessing .. ggg ''''' 338
¢ m Chains of Mephistopheles Jasmine Boreal ........... 4.00 ;@ Segforer's Quoy ... TR 1.00
: Chiomiom ... Jedit Ojonen ............... 4.00... :a Sogker ....ooenenies ~--2~50 ““““ 350
FIE e e T Jerrord of the Closed Fist ... 4.00 00 i m Segovian Leviathon 5A00' 3
o) (letgyuflheHonNmﬁ.)L';s”“ i [ 1 T SIN(1 1) v B 8.00 : m Senfinel ......... B ! 0'00
: m Cooon 300,500 W Joviol bl ............. 10.00 ... 1500 : B Serpent Generotor S " 150
W GoomiGosob 7§00 100 | 3 Iwos S0 00 | Sk ... g
WG 700 1000 M Korokos 3.50 500 : O ShigdWall ..............- AT ¢
: > 3
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B Shimion Night Stalker ...... 25085 3.50

o Sihovette.................. Jis0%L 500 : m Wolverine Pack S CIiPkement Sote. o e ) 40 : O leation Infontry........ Uit 40
Sir Shandlar of Eberyn ... 400 ...... 6.00 : m Wood Elemental ... O Preacher.......... 1000 ... 1500 : O leation Jovelingers ... 1] 40
Sivitri Scorzom ............3.25...... 400 : M Wretched, The .... : W PsychicAllergy .. D0 600 : QO lcation Lieutenont 2950 3.00
Sol'kanar Swamp King ...... 8.00 ... 1000 : = XimAden...... 005 : M RogMon ...oooeeeeninnnnn. 400%...... 6.00 : O lcafion Moneychonger......... .10 ...... 40

m Spectral Clogk ... 7.00 ...10.00 : m ZephyrFalcon ............... 17 5 150 : m Reflecting Mimor .. e 950 2 ST 500 : QO letion Pholanx......... 1) 1.25

W Spinal Villain ............12.00 ...1800 : U IRiptide A Lo S el i5e iy 40 : Q leafion Priest ... 500 1.25

Q Spirit Link......... 7.00 ...1000 : i Runesword .. L0 250 : QO leation Scout ...... a1 (O 40

| Spit Shackle ... .75....150 : THEDARK C { m Safe Haven 23250400 : O leation Skimishers .........3.25...... 4.00

Q Spiritual Sanctuary 8.00 ...12.00 : WIZARDS OF THE COAST- 1994 M SovoenEives ................ RN 40 : M lcation Store ............... SR 4.00
SN 510095 8.00 : Full Set(19cords) ......... $150.00 ... BR SCOTERTOW....cnnvvnennnnnns 350......500 i QO lationTown ............... 3500 5.00

M Storm Seeker... 500 7.00 : Booster Pack (8 cards) ......... 400 i m Scorwood Bondits .........5.00...... 8.00 : m Implements of Sacrfice...... Ly 1o, 2.00

| Storm World ... 800 ...12.00 : Booster Box (60 packs) ...... 240.00 ... : 1 Scarwood Goblins ............ A5t 40 : M Inifictes of the EbonHond ... .10 ....... 40

W Subdue ... 1.00 : : m Scarwood Hog .. 250008 350 i g Merseine ................... 1O AN 40
Sunastion Falconer ... .4.00 Nome Low High : m Scovenger Folk....... R T 40 : M Mindstab Thrull. 10" D 40

Sword of the Ages ... I ) i W Season of the Witch ..

M Syphon Soul ...
m Sylvan Library
H Sylvon Poradise ............ 350

o WinterBlost ............... 7.00 ...10.00

W Tobemacle of Pendrell Vale...10.00 ...

M Tokklemoggot

M Telekinesis ... '

m Teleport ...... ...4.00

W Tempest Efreet ... +3319.00
Tetsuo Umezawo . a0 V2007

Q Thunder Spifit -........... 1500 ...

® Time Elemental .
Tobios Andrion

Torsten Von Ursus ..

W Touch of

M Tronsmutafion ...
M Triossickgg -.....

Tuknir Deathlock ... o
Q Tundra Wolves ...... L5

M Underworld Dreams
M Unholy Citodel
m Untomed Wilds ..

UrDrago ......---
Vaevictis Asmadi .

W Vompire

m Venarion Gold ..

Q Visions

= Voodoo Doll .

M Volking

2 Wall of Caltrops
m Wollof Dust ...
m Wallof Eath ...
| Wall of Heat

............ 3.00

Dorkness ...

Bats oene

Deud .....

Q Wallof Light ... i
| Wall of Opposition ... 3.25

9 t

ays down @ Kiirhs R opREE : m Mona Vortex ... 5,000, 8.00
r%nowoﬂY With a handy-dondy Deflection, * g pish Gos ... TR
' which allows you o choose o new forgetfor ¢ Morsh Goblins . 150 s 40
any forgeted spell, you can turn the foblesond « : mm Morsh Viper 15 s 40
j "Yh in style. D0 Moyr'sCry .. 500...... 8.00
fry him Cm Moeih .. 6001000

0 Woll of Putid Flesh ... 350...... 500 gy Merolk Assossin 4.00...... 6.00

m Wl of Shodows ...

Deflection
;:s your hedrt pound when your opponent

21000 ...

10.00 ...

: M Boglmp
: M Bog Rats

Dark Heart

: m Drowned

: @ Electric Eel

i O Exordist .

i O Fosting .

...... 400 © m Fire Droke

: M Fissure ...
i @ Food ...
: m Fountain of Youth ...
: m Fronkenstein's Monster
: m Goeo'sTouch ..........

¢ @ Ghost Ship

¢ m Leviothon .

i Barl's Coge ...
M Blood Moon ......
Q Blood of the Martyr

i @ BoneFlute ...
i Book of Rass ..
: O Brainwosh ...

O Cleansing .
: @ Cool Golem ...
W Curse Aifact ...
¢ m Donceof Mony ...

i Dark Sphere ...
 m Deep Water
¢ Diobolic Machine

O Dustto Dust ..
M Foter of the Deod

: m Elves of Deep Shadow
@ Frosion ...
@ Fremal Flome .

: M Faollen, The ...

g Fellwor Stone
i O Festival ...
QO Fire ond Brimstong

: m Giont Shark
¢ Goblin Coves ........
i @ Goblin Digging Teom ..
: M GoblinHero ........
: M Goblin Rock Sled .
: m Goblin Shrine .....
¢ @ Goblin Wizard
¢ @ Goblins of the Florg .
i M Grove Robbers ...
: g Hidden Path ...

3 Holy Light ... 15 as 40
| Infeymo 400...... 6.00
: m Inquisition ... 15 et 40
0 Knights of Thom ... 6.00 ...10.00
© m Lond Leeches ... )5 i 40

¢ Living Amor ..

m Mona Clash ...

¢ @ Mind Bomb

of the Wood

l Wall of Tombstones .. © 0 Miade Worker.... snelD e 40
i Wollof Vaper oo 0 Mordle e I A

0 Wal of Vonder - © Mok Dwellers .. L5
l Whiring Dewlsh ...... © m NomelessRoce .....ovooo. 400...... 600
m White Muna Battery ... ¢t Necopolis. .....oovvvvvneen. 150......2.50
m Willow SONF oo - ©ogm NiollSivain L 4.00...... 6.00
w Winds of CHONGE----oeve. 4.00...... 600 B Orc General .....oooooeen 250......3.50

T TR0 e TR ]
v

: M People of the Woods ... 3125 .08 400 : m HymntoTourach ............. J11) L 40

: m Sisters of the Flame ......... 050t 150 : m NightSoil .

Skull of O v 410078 6.00 : m Orcish Coptoin . SO 1.25
Somow's Path  ............ 3:25 5 400 : m OrshSpy .... 0 40

: @ Spitting Slug ........ 1505 250 : m Orcish Veteron ... 107 et 40
D Suie LS < 15T R 40 : O Orderof Leitbur ............ 0 s 40
i @ Stonding Stones .. 30955 300 : M Orderof the EbonHond ...... A0 2, 108 40
@ Stone Calendar .. 56100 7. 0 800 : MOMY ...ooovvvnnneaannn. 225...... 3.00
m SunkenGity  oooeeieeinnnnn 15 o 40 : M Raiding Porty ... o W 1.25
m Tongle Kelp «oooenneennnnne 150 .0 2.50 i WA Rainbow Vale..... S ot 3.50
QO Tvodar's (usade ... 1.50...... 2.50 : m Ringof Renewal .. 22500 3.00
i @ Tomod's Crypt .oeeevnnnene 1:508 5 8 250 : mm RiverMerfolk............... 2252 3.00
i 1 Towerof Coireall ............ 1.50...... 250 : M Ruins of Trokair ............ J5 i 1.50
[ 1[0 G N e G000 800 : M SondSiles ... B " s L)
M| Unde lstvan .. 2150 250 i mSeasinger.................. TS0RL 2.50

: m Venom ....... <)) s 40 : W SoulExchange ............ A5 1.50
i Wondof Ith .. Wl 50 | 3.50 : m Spirit Shield ..... LB 3.00
POM WorBorge  ...ooooeennnnns 350.... 500 : m Spore Cloud SO |1 40
Dom WoterWum 05 o 40 : m Spore Flower .... 50...... 1.25
i B Whippoorwill ... 3250 SN 350 : m Svyelunite Priest ... 50 o 1.25
¢ O Witch Hunter ... TSI0005RR 800 : m SveluniteTemple............ 50 ...... 1.25
: M Word of Binding .............05 ... A0 : mThalid .......... PRI EE 40
W Worms of the Earth .. Sl s 400 : m Thollid Devowrer ............ 1) 1.25

;@ Wormwood Treefolk ..

.5.00......800 : m Nedite ....... a0 i 40

~5.00.:....800" : m Thelon's Chont ............ et 1.50
: W Thelon's Curse .. s

. FALLEN EMPIRES = B T ik

225 ....300
: WIZARDS OF THE COAST- 1994 : m ThomThallid ... [ 40
i Full Set (187 cards) ... $45.00 ... 60.00 : m Thrull Chompion .. 350 500
¢ Booster Pack (8 cards) ......... TShs 125 & M Thull Retainer .. 50,5 1.25

i Booster Box (60

Name

| Aeolipile ..
: l Amor Thrull

: W Bottomless Vault ...
M Brossdow Orcs ...
;M Breeding Pit
+ Q Combat Medic. .

% Conch Hom

M Deep Spawn

1 Delif's Cone
1 Delif’s Cube

¢ M Derelor ...
;1 Droconion Cylix ...

: M Thelonite Druid

packs) ... 40.00 ...5500 : m Thwll Wizord .
: M Tidol Flots ...
Low High : m Tidol Influence ...
................ 1.25......200 : m Tourach's Chant ... e
ssesl 0 M Tounoch's Gate ... 3 LR 3.00

¢ @ Vodalion Knights .. -
;@ Vodolion Mage....
¢ M Vodalian Soldiers ...... L0040
40 i m Vodalion Wor Machine ...... |
...... - 00 : l'E‘ZelyunSword..,“......u..225...“.3,00

25 : ICEAGE

sira . : WIZARDS OF THE COAST- 1995
: Full Set (383 cards) $375.00 ... 450.00
+ Starter Deck (60 cards) ... 1000 ...18.00
¢ Storter Box (10 decks).......... .90.00 ... 170.00

M Dwarven Amorer .. ¢ Booster Pack (15 cards) ... 250......350
i Booster Box (36 packs) ......90.00...125.00
;M DworvenHold ... :
: W Dwarven Lievtenant . o125 1 Nome Low High
: M Dwarven Ruins ........ ; . i W Abyssal Specter ............ 1.50......250
M Dwarven Soldier . : 8 Adorkor Senfinel ............ 250...... 3.50 'U
M Ebon Proetor ... ¢ O Adorkor Unicom  ............ 15 00 40
: M Ebon Stronghold .. M Adorkor Wostes ............ 400...... 6.00
i M Elven Fortress ... Aegis of the Meek ... 2
: m Elvish Former ... W Aggression ...
i m Elvish Hunter . Alfor of Bone .. e
W = Amulet of Quoz
¢ Elvish Scout W Anarchy ...
i O Farel's Montle. . .25+ O Atic Foxes S e Q
1 0 Fonel's Zealot ... 40 i ™ Acwm'sSleigh ............1.50 250
: O Fanelite Priest .. i M Arcum’s Weathervone ... 2.00...... 3.00
i m FerolThallid ............... S s Whistle ........... 200300 @
;@ Fungol Bloom | {0 Nenson'sAuo ... 15 0
¢ Goblin Chirurgeon ............. i O Amor of Faith ... 15 . 40
;M GoblinFlotila............... 25......300 | m Amjors Ascent...... w18 oz, 140
¢ M Goblin Grenode........... 40 : W AshenGhoul ... -1.50 250
i M GoblinKites.......... : Do Ao SO L
i Goblin Wor Drums . ... : M Awlonche .. st S AR s 19100 ]
¢ M Goblin Warrens ... ! : M Bolduvion Borborions ... .. ... A5 ... 40
¢ Hond of Justice ............ i : M Bolduvion Bears ... 5. .40 €
¢ W Hovenwood Batleground : @ Bolduvion Conjurer .. 150...... 2.50
§ IEHOIOITI. ..ocoot Wit e ;M Boldwvian Hydro ... 7.00...... 9.00
¢ MHighTide obtsvmcosaanons : M Balduvion Shaman. ... 18 oediecd0 n
: B Hollow Trees .. : @ Borborion Guides ... 15 ot 40
M Homorid #® Barbed Sextont I [ | Q
 ® Homarid Shoman . ¢ 1 Baton of Morale ............ 2.00..... 3.00
i M Homorid Spawning Bed § EDBoMBIEYL.acunsinnsionnnns 630 e nn st 2.50
©m Homarid Worrior ;M Bolefrenzy ................15 ... 40 o
:
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price g

Bofog G ... TSUNRNSY) |
150 s

Blessed Wine .
M Blizzod .........
3 Blue Scoroh ...
M Bone Shaman ...
M Broinstorm ..........
M Brond of Il Omen
W Breath of Dreoms
M Brine Shoman ...
M Brown Ouphe ...
M Brushlond ..........
W Bumt Offering ...
Q (alltoAms ...
O Coribou Range ...
@ Celestiol Sword ...

u
O Block Scarab ..
J
a

Centour Archer ............ J
M (hooslod ............... I
M Choos Moon -.............. 5. |
Chromafic Amor ... SO0 800 :
o ChobTood ..oovvvvnnneneenne 15 40 :
Q Cirdle of Protection: Block ......... . 155 et 40§
2 Cirdle of Protection: Blue ... . )5 40 ¢
O Circle of Protection: Green ... .15 ...... 40
O Cirde of Protection: Red ... 15 vt 40 :
Q Circle of Protection: White ....15 ....... 40 :

m Clivoyonce ............... IS e, 40

M Clook of Confusion
Q Cold Snap........
W (onguer
0 Cooperafion
m Counterspel
® Crown of the Ages ..
M Curse of Marit Loge ..
W Donce of the Dead ..
M Dork Bonishing........
M Dork Ritual ...
O Degth Word
W Deflection

W Demonic Consulfation

W Despotic Scepter ............ 400, 600

Diabolic Vision
M Dire Wolves g
Q Disenchont ........... Vo0t b 40
W Dread Wight ...
| Dreoms of the Dead ..
W Drift of the Dead ..

Q Dought ........ 2500 % 3.50
W Dwaorven Amory .. 500 .00 8.00

Earthlink ........ .5.00...... 7.00
MW forthlore ... A5 e 40
W ElderDrid ........ 5.00...... 8.00

Elementol Augury
® Elkin Bottle ¥
Q ElvishHealer ................15
QO Enduring Renewal .
Q Energy Stom ...
| Enervate
M Eirant Minion
IVETOnhY ., o850 s
M Essence Filter ...
W Essence Flore

Essence Vortex .
B Fonaficol Fever

Fiery Justice ..
Fire Covenont ...
B Flome Spirit ..
W Floe ... 4
Flooded Woodlonds ......... 5100...... 7.00
M Flow of Moggots I
M Folk of the Pines
B Forbidden Lore
| Force Void
M Forest ... PR e
M Forgotten lore ............ 2.
Q Formation........
M Foul Fomilior

| Forfire ... . \ )
W Freyalise Suppnmm e )
M Freyalise’s Chorm | 250
| Freyalise’s Winds 500......7.00

Fumarole 225 3.00

D ooy et s 15
: B Fyndhom Bow ..
: M Fyndhom Brownie .
¢ W Fyndhomn Elder ...
: M Fyndhom Elves....
: m Fyndhom Pollen ... . 4.00...
: M Gomeof Chaos ............ 5.00

(ShelmghsmMuszhh shescoffsuf

| Disintegrates, she brushes aside Teror. Dear
ol

g0, wlmhsshe?Ombodglrl Automn

Willow, resists ol torgeed spells and

ffects,

lbutlfyoupoyagresnmunnfunbemm,

: I Komplusan Forest ............ 5100. 5.2
: M Korpluson Giont ...
: M Korplusan Yeti

: O Kelsinko Ranger ...
i M Kieldoron Deod.......
: O Kieldoran Elite Guard. .

Kieldoran Frostbeast . ........ 200......

7.00

3.00

00 byt i ks W et | |
ertroys cec of dhe bind tpes, dhscand b

L the ober Lueed type b wse Beced.

{2) Dual Lands
A Top Ten list that didn’ tmdude i

TOP TEN HOTTEST (ARDS

i

o

viould be like a beach without sunshine—
*downright wrong. You slmply can'tignore.0 ]
\ cord that taps for one of two diferent colors of
I | mone—at no exra cost, no damoge fo fake, |

© 0 Red Scarab ...
: M Regeneration .
: @ Rime Dryad.......
¢ m Ritual of Subdual...
: H River Delto

: W Onyx Tolismon ............ 150...... 2.50
: M Orcish Cannoneers ..
: @ Orcish Conscripts ...
: M Orcish Former ...
i @ Orcsh Healer ...
: M Orcish Librarion ..
B Orcish Lumberjock .
W Orcish Squatters .. A
¢ 2 Order of the Socred Torch ... 6.
¢ O Order of the White Shield ... 2.
: M Pole Bears 3
: @ Panic
¢ @ Pentagrom of the Ages
: M Pestilence Rafs ...
: m Phantasmal Mount
: 1 PitTrop
: W Plains

: M Polor Kraken ..
: M Portent .......
;W Power Sink.
© M Pox
¢ Q Pismotic Word.......

..150 ...... 250

| Pygmy Allosours .
W Pyknite .............
I Pyoblast .
W Pyroclasm. ...
Q Rally
m Roy of Command .

Reclomation ...

_she’ll hoppiy octeptyour_smﬂs ¢ [nonoting. Powerfulstff, | | m RunedAch_..... 0 u
:  m Sobretooth Tiger oo 15 il
: O Keldoran Guord ............05 ...... :
: M Goze of Pain in K:eldomn Kright 5(]’8 ...... 733 § Qa guc]reg 5/032\ .......... 2.25 i 3.00
i Q General Jorkeld ... 00§ O Keldoon Pholons ... so0 70 :S;((]:eSpiritu L, i
i Ghostly Flome .00 : Q Keldoran Royl Guard ... 600...... BI00M | NS e i
;I Gionf Growth 40 i O Kieldoron Skycoptuin ... 225...... 300 { O Seph
¢ Giont Trop Door Spider ...... 2.00...... 300 : QO Kieldoron Skyknight ......... S s 40 g ghumb],nms};}&éy
: M Clocial Chasm —............ 200...... 3.00 : Q Kieldoron Warrior ............ A5 40 g Shotter . i
;M Glociol Crevosses . 4.00......600 : m Knights of Stomgald ... 225......300 O Shield Bearer ...
M Glociol Wall .. )90t 250 : W Krovikon Elementalist ... 2950 22 300 ¢ & Shield of the Ages
: - glubcli_ersL .......... ggg ...... 288 M Krovikon Fefish. ....... . T
; oDl Lyre ... WU, e .00 : @ Krov rcerer .. : ibil i
;M Goblin Mutont Q22D 300 i m Kyg::tg:: 33;7::),2 I 1= g!:nlnnEt Eglm'“
;M Goblin Soppers....... Lok | 5 BENINEE 0 im lond Cop ...ocovvnnnnt S i 8 SLv?rm:]ghi """"
;I Goblin Ski Patrol ... o Al et 40 ¢ m Lopis Lozuli Talismon i m Skelle(um UE
M Goblin Snowman.... 2005 300 : m Lova Burst i |u ht fI;A d
: m Gorlo Pack. . sl e 40 P W looTobes ... ¥ Sﬂgv{o ‘H Forest ..
| W Gowbind..... 4007600 ¢ M Legons of il ' B
¢ 0 Green Scorab ... BUIIS0L o 250 © W Leshiacs Rite....... i = no:’/{overed W s
;M Grizzled Wolverine. .. b 15 o 2 40 W leshod's Sigh ... : i M Sno overed iy sk
;O Hollowed Ground..... . 2100598 300 : urgoyt g : . Snow{overed Svgom
¢ Holsof Mist ... 50000 800" & Uit .. ; ; iGN
@ Heol...oo005+ et 40 M LimDol's Hex....... g s Snow Dol .5
: M Hecatomb.......... 700 ...1000 : Q Lightning Blow ... i 0y i M Snow ;om%ss
: M Hemafite Tolisman . 1250520 250 © O Lost Order of Jorkeld. " 600 800 | a Snowbl_ogn ------
0 Hipain ... VB2 e V50250 | m ol
I HoorShad. . LIS A0 e Moddening Wind 150 250 ¢ m otiGolan
;I Hot Springs ... 3140055, 6.00 : m Magus of theUnseen ......6.00 ...10.00' : ] Soldev_l Mo Eh~ ist
© O Houlfom Beyond.~. .15 40 | 8 Wi Tolsmon ... 150..... 250 ¢ m SodoiSimocum ..o
© M Humicone .................. 1:5050:5: 250 i m Maorton Stromgald 00 ...1500 E So ewf‘:hm[u)umned """" 15 10
: M Hyalopterous lemure ... 2.00...... 300 ;W Melee............. ! i m Son%gr‘e[e 00, 300
i W Hydroblost .................. A5 i 40 M Melting ... Al 50 im 523| L e :
i Hymn of Rebirth .. - 250......350 : Q Mercenaries ... 400...... 600 § W Soilkiss ...
;oM eBerg ... S0 e 350 ¢ o Merieke Ri Berif ... 25100 s 700 Spectral Shield
;M lce Couldron .. 29100 5 oz 800 : m Mesmeric Trance ... SCHIERE 6.00 : mm Spoils of Evi )
: M lefloe ... 250 ......400 : m Meteor Shower Al v 40 m Spoils of War ...
: M lcequoke ... 2250......350 : m MindRovel ......... )5 s 40 1 Stoffof the Ages
¢ O loy Monipulator .. 800 ... 1500 | m MindWarp L 200......300 | m Stampeds.......
¢ W oy Prison........ -500......700 : W MindWhip ......ooocn.... 400......600  m Stenchof Bil....
i B Ilusionary Forces . o [y 40 : m Minion of Leshrac ... 800 ...1000 : m StoneRain ...
i M llusionary Presence ... 4.00......6.00 M Minion of Tevesh Szat ...... 6.00......800  m Stone Spit . I
: m llusionay Tenain (225,300 ¢ o Mistiok.........oveoene Ty ¢ s
¢ M lllusionary Woll SA5HE A0 5 M MoleWorms ..o il : Sone gn“s ...... :
¢ m llusions of Grondeur........... 6.00...... 800" F I MIRS00T, esssins Smrmb pém . !
: B Imposing Visage ... Ry e 40 : M MoorFiend.........ooonnn : Stmm ";d(gb(]] '
i Incnerate ....... B 40 : W Mountgin ...ooooeiiiiiinn | = nom%ﬂG i i
© 8 Infemal Dorkiess ..., 6.00.... 8,00 : W8 Mouioin Godl. e, 08 iy 4 O 0. .00
;M Infemol Denizen ..... .600...... 800 : ' MountainTiton ............ 500......7.00 : W Sulfurous Sping D o 2'50
;W Infinite Howrgloss ... 5.00.. 000 b0 NG s so0. 70 g éunstone ....... e s
DM nfuse L Musidan s 500, 800 i O3 Seotato Powshares ... 1.50..... 250
© o lsond 00 m MysicMigh 400 600 | m Tang 15
i esters(op,..... ! : M Mystic Remora ................15 . 0 . Iﬂ[pﬂnokh}ﬁpnnu““MW”?25 300
i B Jester's Mosk . I B Mo TSI ~.vvens 150, 2080 | hcrmh”e .. 925,300
& Joweled Amulet ......... 2.50 350 m Naked Singulority S0L " To0 mI nug V? / e i
- Johtul Worm (200300 © m Nohu's Lot . 1507250 | 1R Tmpanno R 400,600
® lokihows ... AOURNED © O Nocrpoims ..., 900, 700 | I et B -......... e
W Juniper Order Druid W19 40 o Nomitt R ) » }!"lﬁavo;"" g *
- O st 250.....350 | m Oohof imDol A i
L d
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B TorGiant .......cooeeeennnn
B TotolWar ... : M Joven'sTook ................ 500 ...7.00
: }8322 gg ‘I}e;urh ______________ ;| Koskun Falls . 6.00
] Tluilbluzerlﬂe ...... : : Egg‘l;:;ﬁfeﬁpnoﬁ 64g0
............ : : inoraur (ver. .50
B Underground River ... ; i M Labyinth Minoto
R b  HOMELANDS o (o e e
B U bols ¢ WIZARDS OF THE COAST- 1995 O leeches ... 400 ...6.00
i ©RullSet (140 cord) .......... $12000 16000 ; W Mommoth Homess ...........400 ...600
B Venemous Beath goos:m Eock (ﬁ)(mds) .......... 175...300 : M Moghon ............ 400 ...6.00
=¥: :r?;mumx ........ ooster Box (60 packs) ......... 110.00 160.00 : :ﬂzggz Eie Evgr. B A }g .50
. : : e (Ver. e %
B Vibroting Sphere .. i Low High : B MerchontSeoll ........ 15 gg
B Wolking Woll .. i 0 Abbey Gorgoyles ............... 250...350 : QO Mesa Folon (ver. 1) . 1550
: WOM SFlaer : g ﬁgm ﬂﬂgm EVEL B }g ....50 ¢ O MesaFalcon (ver. 2) .. 15 .50
ol of Pine Neadies. atron (ver. ...15 ....50 i B Mystic Decree... 500 .. 8!
Wl e W EherSiom ......... 40076000 | W Nawhol .ol 400 288
?,35“"*‘““‘" : :ﬁll!mg,:{owergver. B b %g .50 i m OshMine ... ...2.00 ...4.00
SR iban’s Tower (ver. 2) ..........15 ....50 i M Primal Order ... l i
& Wholebone G C M Ambush... 15 .50 0 Prophey ........ 7 ?g 928
B o o Ambush Pory it ) .15 .50 i Q Roshka the Sloyer ... 350 ..5.00
:‘#’i"””’ ...... | Al : :mzshhény (rxglr 2 : '315 .50 B Reef Pirates (ver. 1) .. B 5
i G : : wa Constoble .. .300..500 i B Reef Pinates (ver. 2) .. lich
B Wit . : lw}wmg ossbly beco T 300..500 i M Renewol .................. 1228
Wings o Aestir ¢ knows thatfor usto handfulof olodless | § B Artowo Tounship 400 ...600 i M Rembution............ 300...5.00
:me«'scmn ______ " mana ond o sacfice, he's gonna oust some of :ﬁnrrulbegn:nfg:; 5.00 .Z.oo i M Reyeko, Wizard Savant 200 L0
iheing Wisps .. WUTOPDO"@“"S*hOST(ﬂIdemmmﬂnﬂm&— i M Anobo Ancestor ... 4. ..600 i W RootSpider ........... 250 ...4.00
B oy s 'mree obo . Wt srssof ol 15050 W 5
] WOO"Y Spider ... ] 40 : ' ester hos. . . R .. .50 M kysomnBadge( ............... 400...4
B Vord of Blotig ... 200 300 i m Gium T e 5 40 i : ﬁgulﬁo Shgmun (ver.2) .. o .50 i Q Somite Alchemist (ver. 1) ... 15 (5)8
B Word of Undoing ... TSR 20 | M Gobin Arisons ... o oha Spidt Cofter .. 350...500 & Q Somite Achemist (ver. 2) ... 15 ... 50
® Wath o Martloge ........ 400...... 6,00 ; M GoblinDigging Teom ........15 ... 40 | g Rl R R 300 500
W Yoyimoya Grs ... 250,350 i M GoblinShine ........ 15 oo 40 £ O T J00°1000° ;W SeoTol ....... 200 ...350
B 2u's Weirding ... S0 700 : M Goblins of the Florg .. f & Avsen Abbey ......... .4.00 ...6.00 : M SengirAutocrat ...... .5.00...7.00
B Zuron Enchanter .............15 ... 40 M Hosron Ogress ... 3 Aysen Bureoucrs (ve.1) 15 ...50 & M SengirBafs (ver. 1) ............ 15 ... 50
B Zyon Obh.......... .350....500 : M Hel'sCoreloker ...... | o B i g | ) Soobis . 2) . 5 .50
W Zun Spellaster ..., e 0 W Hom of Deafering .. § 5 AYSen ﬁader ........ 4000600 : O SemAviary ........ 500...7.00
X T |ndem,:5|e N P | Olira iy igg 283 { Q0 Sem Bestay ... 15 ... 50
: O Ivory Guordians : 8 .. ....4.00 .. QO Serra Inguisitors ... 2, 3
CHRONICLES ;M JoumTome ... g mg‘f?ﬁ" 007°1000° : Q Sem Palodin ... ?g 328
WIZARDS OF THE COAST- 1995 § 00 Joweled Bird £ Elfbor Nokes. - 400 600 : B Semoted Arows ... 15 .50
FullSet (125 cards) ......... S Johon ... i M Block Corrioge. .. ..400 ..600 : M Shink (ver. 1) 15 .50
Booster Pack (12 cards) . W Juxfopose............ i - Bioken Visage... -9 .00 : M Shink (ver.2) ... 5 50
Booster Box (45 packs) i QO Keepersof the Faith ..........15 ... B Coopoce (ver. 1) ... .15 ....50 i QO Soroya the Falconey
T Kei Tokahashi ... 750 . { M Copoce (ver. 7) .. 215,50 i m Smt¥rul Bears P 13'00 i
Name © m LondsEdge ... { W (ostleSengir ............. 00...600 : M Tmmerion Fiends........... 4(518 i
Q Abudo'for. .o L I @ LivingAmor ... - Kamalry Galo (herc ) 15050 i Torue (ver. 1) . 15 e
B Active Volcano .. i Marhault Elsdrogon ... 00.. : :teme'y Gote (ver. 2) ..........15 .50 : M Tortue (ver. 2) e 5
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Q0 Angelic Voices Nebuchadnezzor . ! £ M Cockwosk Gromes 15,50 i@ T:f: LI 46(5) o
Arcades Sabboth i | Nicol Bolas ... ] : (:°‘kw°'k Steed .. 15 .50 i M Veldone of Sengit ........... 5.00 "o
B Nreng of the Ancients : @ Qbelisk of Undoing . . e E“ﬁ“’”‘; Swom... 50 G M WallofKelp ..o 0 -l
I Argothian Pixies : i PolodioMors....... | e Do"ll 'R\es Sousin s 15 .50 i m Willow Foerie (ver. 1) . '1[5) -8
B Adhnod's Allar ................ "75 & CaPetiaSphynx..... X e ferl) ... 15 .50 M Willow Foerie (ver. 2) 5 5
B Ashnod's Tansmogiant 75 &  Pimordiol Qoze ... 00... i m k Moze (ver. 2) .. 550 E i Willow Prestess . 500 o
Axelrod Gunnarson ............. 3. ‘00 | M Puppet Moster ... | I Dougiter of utonn .. 00600 | W WinerSky ........ .4‘00"'8-00
Ayesha Tonoka ... ‘00’ : M Robid Wombat ... | i 1 Death Speokers. ... 00 ...5.00 i m Wizards' School 400 pi
Aaure Dicke ... 00 | M Rokalie ...... i ;5 Didgeridoo.......... 00600 e e i
N Borfee . 75 ¢ HReall....... 3] ;M Dudge Spell ... 00 ...5.00
® Baifs Coge ... A S0 ¢ W Remove Soul ... , £ R Dry Spell (. 1) . 15 .50
Beasts of Bogardon ... 1.00...... 200 ; 2 Repentunt Bocksnith 5 o i M Dy Spel ver. 7) .. 15 .. 50 600 ...1000
2 Boodfthllony 012575 M Revelaion. _.............. 300 e 50500 : 00 .. 1000
B Blood Hoon ... .0 | RSk ........A00.....600 § m ovedmn .. 00700 i B MonoCypt ..oovoeeeee 700 ... 1000
- BogRats ..o T 40 i M Runeswod......... Wt 5. = warven Trader (ver. 1) .. .15 ....50 i m Nolathni Drogon ... 600 ...10.00
Book of Ross 150....250 M SofoHaven ... 50 sy | Dwovenlioder (e D) ........15 .50 M Seworsof sk .. 600 .. 1000
Boomerung .......... A 40 i M Scavenger Folk.... A 0 im ony Rhino_........... .15 .50 i m Windseeker Centour ... 600 ...10.00
W Bioize s 200 00§ Seatind ...... oy ;W Eomhe RS SO0 e _ 9
Cat Warriors i 40 : [ Sement Generotor . 510000 700 m F‘égf’ig'ml ............ 250350 3
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ity of Brass . 600 ...1000 : M Shimion Night Stalker ... 200550 300 m Feastof th U,“’m (el ot 15 ....50 : MTG Beta Factory Set (363 cards) 5
B Cocoon .ooveein 1.00...... 2.00 Sivifri Scarzom ............... 18 e 150 : ] FEGS OB e Unicom (ver. 2)....... 15 ....50 : 10,000 Printed $200.00 ...250.00
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TSR-1995

Full Sef (334 cords) .......... $275.00...

Starter Deck (50 cords) ......... 8.00 ...
Storter Box (10 duol decks) ... 75.00 ...
Booster Pack (15 cards) -......... 2:008 =2
Booster Box (36 packs) ... 70.00 ...
Assassination Plof ............... 5.00

Chaos Beast .................. 400 ... 6.
Lody of Pein ............ ... 2500 ... 35.00
Shield Maidens of Odin . 6.00
Tiomat . 8.00

cowAuou GAMES-1995

i Scinfllfing Diogoness

¢ Full Set (440)............... $165.00... 200.00
¢ Storter Deck (55 cards) ....800 ...9.00
Starter Box (10 decks) ......... 75.00...100.00
Booster Pack (12 cards) ......... 2.00 ... 2.50

¢ Booster Box (36 packs) ... 70.00 ... 85.00
: Dragon Hatchling ............... 400 ...6.00
¢ Dragon Laif........vvveevveenns 4.00 ...6.00
* Moon Drogoness ... ....500 ...800
i Monster Overstrike ) ... 5.00
..5.00

RG9S

Full Set (134 cards) ......... $40.00 ... 60.00
Booster Pack (15 cards) ......... 200 ...2.50
Booster Box (36 packs) ...... 70.00 ... 80.00
TSR-1995

Full Set (134 cards) .......... $40.00 ... 60.00
Booster Pack (15 cards) ......... 200 ...250
Booster Box (36 packs) ... 70.00 ... 85.00

C(OLUMBIA GAMES-1995

Full Set (200 cords) .........

Starter Deck (60 cards) ..

Storter Box (12 decks)
BuckiWoods<........e.onssiinen 751055 1550
Color-Guard . 75" s 150
RebellYell %ot v 14251 2000

10 POR Parrott .... £
12 POR Howitzer ............... 1125).5. 4 200

COLUMBIA GAMES-1995

Full Set (400 cords) ... $70.00... $90.00
Storter Deck (60 cards)........... $8.00 ... 1000 :
Starter Box (12 decks) ......... 95.00...110.00 :
HEARTBREAKER-1995

Full Set (337 cards) .......... $275.00... 350.00
Starter Deck (60 cards) ......... 7.00 ...9.00
Starter Box (10 decks).......... 70.00 ... 85.00
Booster Pack (15 cards) ......... 200 ...250
Booster Box (36 packs) ...... 70.00 ... 85.00
Alokhi The Cunning ............ 7.00 ...10.00
Cordinal Dominic ............... 7.00 ...10.00
Crenshaw The Morfificator ... 7.00 ...10.00
Nimrod Autocannon ............ 500 ...8.00
Personal Anti-Personnel Mines ... 7.00 ... 10.00

HEARTBREAKER-1995

Full Set (170 cards) ... $175.00... 225.00
Booster Pock (8 cords) ......... 200 ...250
Booster Box (60 packs) ... 95.00...130.00
W / ONS

Full Fire Set (69 (urds) ...... $30.00 ... 50.00
Full Fury Set (57 cards) ......... 30.00 ... 50.00
Fire Starter Deck (65 cards) ... 8.00 ... 10.00
Fire Starter Box (10 decks) ... 75.00... 100.00

Fire Booster Pack (15 cards)........ 250 ...3.00

Fire Booster Box (36 packs) ... 85.00... 110,00
Fury Starter Deck (65 cards)...... 8.00 ...12.00
Fury Starter Box (10 decks) ... 75.00... 100.00

Fury Booster Pack (15 cards) 250300
Fury Booster Box (36 packs) ... 85.00...

DESTINI PRODUCTIONS-1994

Full Set (108 cards) ......... $25.00 ... 50.00
Booster Pack (10 cords) ......... V780 80
Booster Box (36 packs) 60.00 ... 80.00

© PRICENOT AVAILABLE

: Library of Alexandrio, The .
 Liquor Companies ...........--- 150
: Local Police Deportments .

Hidden Influence ............... 1.50

: Hitler's Brain ... . .1
HHOM: = s b e i 75
S HOlyWOOd| oo wemmuinmnons 75
¢ Holy Grail, The . 1.50
tlled........ 15
RS i s 75
: Immortality Serum — .....oenni 1.50

: intemat’| Communist Conspiracy ... 1.50
 Intemat'| Weather Organization ... .75

fllselME A 5 i 1.50
31 e 3.25
¢ limmy Hoffo snn LAY
11 T | R a— 15
: Kill for Peace! <1150
FLASOCRY L.uneiiriinieeeeeees 75
* Low ond Order .. 15
: Let Them Eat Cake!....... ]
: Let's Get REALLY Orgonized ... . 75
 Let's You ond Him Fight ......... 1.50
: Libertarions. .....eeeeeeeneneeee 2.50

..... 75

T S E) j by ol ! ;[agfi(B%Tb ...........
& COMPANION : Book of Kells = : : Mafio, The ........
i sg‘?zg?X g]%ﬁ)ﬁ 199 77500, 12500 B oo A0 g, sl
¢ Booster Pack (12 cards) ... 200 ...2.25 i ZMEN oo 3;§ zgg mz;ﬁgii&mmﬁon
§ Bopster B! . osinsesunasies 70.00 ... 80. : g $ ‘
i ooster Box 80.00 b }gg '%50  Mass Murder ...
T 250 3. : Cottle Mutilators ... ; .50 : Medio Connections
: Figci:igr éﬁg‘e mer ‘ 25 ggg : Celebity Spokesman 75 150 Menin Black, The ..
§ o Leotks 950 3sg i (Censorship ... 05 150 :Messich ...
{ Sl M e 925 35g i CenterFor Discose Confral .......... .75 1.50 £ Meteor Strike
¢ Vool Cago ...+ 325 .40 ;{U B ool B
: 1.50 250 : Mistaken Identity
: [GRIDIRO) ]gg ;.50 dMossad......... T 2
£ PRECEDICE/UPPER DECK 1995 fLOR ps 4> .. 200 : Mulinaional O Corpofofons ...
| Flloby Se (306 o) .. SIG000 $30000 § omnedssers oo 150 250 ghyslaw oo B0
| Full Reloi Set (30 cor) ..18000 ...300.00 { (IO eeeeeeee l8 cald THEA s 150
¢ Storter Decks (60 cards) ... 800 ..1000 : rn e iy gy a0 ey Roogon v
: Booster Packs (15 boosters) ... 200......300 (omguter\hms ________ 7 ggg m% TR
: Booster Box (48 pucks) ... 95.00 ...145.00 ¢ Congressional Wives S T5 TS0 NN . aistsn 75
: e : Comuption ... 1.50 250 Network, The .......ocoooeeeeer 1.50
: 1961905 = ¢ Count Dol .......... 150 250 New Federal Budget -+ - ;5
Rl Set (287 cods) ........ $15000 ..25000 : ConerRerolton 10250 ook ey %
¢ Storter Deck (60 cards).......... 5800 .. 1000 ; Coumerpel ooooooo ke 130 e e, e Now! .o 5
¢ Storter Deck Box (10 decks) ... 75.00 ... 95.00 : L0 DR ]gg 250 Offshore Bonks .. e 7
: Booster Pack (14 cords) ... 250 ...300 : 150 ggg 58|1'e Norh Knocks )
: : . W o . L
t Booster Box (36 pads) ...... 20010000 cygaisial ..... s 95y Orptfl%ﬂw L 75
: i Cyborg Soldiers s 825 4.00  : Oregon Crud, The .....-oooo 1.50
¢ THUNDER CASTLE GAMES-1995 { el e M0 - 250 Peeto Hotn Hadite .- 815
 FullSet (165 cords) ... $15000 ...250.00 £ o e e 130 Phone Compony..eoooeee
b Storer Deck (52 cord) ....... 800 .1000 {p*rHetE L "1y 30 Plague of Demons ol
: Starter Box (12 decks) ... 00...110.00 epmgu’lfpmk 75 250 Pledge Dive ......ooooee e 75
¢ Booster Pack (15 cards) .. i n““&;unsm&““ s 1.50  : Poliical Comectness - e
: Booster Box (36 packs) ... ¢ Dollor o Docency . 30250 Rollters e i
: [E)O:[?hrS syherentv . il 1.50 : Power for Its Own Seke 130
: E?F A }gg 250 Power to the People ;g
¢ (ARDZ-1995 ‘18 1/2M|nule Gup 150 250 : Prince Charles ...+ 5
¢ Full Set (450 cards) ... $200.00 ...300.00 g of Zion ... 150 250 Pringess Di L....oooeee 7
¢ Starter Deck (110 cards)........... 800 ...1000 &g 6 7 250 Professional Spors - 195
* Starter Box (6 dual decks) 4500 ... 6000 Elvis g - "3'25 1.50 §Psv(hmmsrs......,........A.)..A.].SO
¢ Booster Pock (12.cords) ... 225 ...300 oo ipent 250 400 £ pyr fkr'g Schemes (Mog. Ins) - o
¢ Booster Bo (36 packs) 8000... 11000 g vee ...... 125 ;gg ¢ Rain of Frogs :
s b Caos LRS! qtsssesne 180 iasy g -
i : il Geniqses”,lomonow 1.50 250 Red Score i
£ STEVE JACKSON GAMES. 1994 F“‘"‘;%J'?Uhém{n'g”ll ''''' ‘;2 2 -Re"’"“d Churchof Sl ;2
¢ Cards names are printed in Gold : FengI Reserve ... e 150 Rebod! .........cooon ST
Rl Set (412 ........ $400.00.... 50000 e ... g5 130 Republons 250
i Factory Set (450 cards) ... 65.00 ... 75.00 gFﬁiel Cidkoh. T }20 ¢ Resistance s Useless! ]
¢ Storte Deck Dul Pack (110) .- 18.00 ... 2000 £ pobond oo 150 2‘50 i Rovolufon! .......oooee 150
: StoerBox (5 ducl decks) ... 90.00.. 10000 e il Al owyers. | 1'sp 750 Rewig Hitoy 150
: Booster Pock (15 cords) ......... 300 ... 400 poverPower ..o L5 %20 i Rillnites ...t 75
¢ Booster Box (36 packs) ......100.00... 140.00 gt ... 5 .'50 5R°b°fSeuM°"5'ﬂ'5 """ 150
¢ Unlited Singles ... ... T L ol D75 0 Ross et )
; : Ifr;gkmg Ihe Mundanes ax5 150 (SMOF. .. 128
¢ Adepts of Hermes ............... 150 ...250 Fred Birch Society ... 1.50 )50  Subotage ... s
i AirMagic ............ 1500 250 e Wor e 7S %50 : Soddom Hussein -+ ]
: An Offer You Can't Refuse 150 ... 250 % go Adtivists - L5 50 : Soturdoy Morning Cartoons — «----- 8
£ 150 1250 g 325 430 Swigsandloors oo 10
¢ Annual Convention 150 ... 250 GontKudzu .o udlS 1'00 : Sovings & Loan Seam . e
¢ Anfiwar Adtivists ... D150 250 E o omes of Zuiich . 150 S0 Scandl ..o 150
i Ak of the Covenant 21500 L2500 E oidfih Faners oo 1.50 250 Seqrp Service -0 s
T A ) ISPymmldﬂle (hog.nset). 15p 250 Secei hon. . Toknow g
 Bank Merger ... L1500 250 g;gglms .................... s 230 Sequlor Humanists oo 4-]-53
 Bonkof Englond 150 250 aGun((,,,,,m 5 250 Seizg theTimel oo 10
¢ Bovoron llumingti .. 150 .. 250§ et s 10 Senote '"V""'g""“9(°mm'nee 50
| Ba Ty o 150 250 Hond of MudnESS e 150 150 & Sewvants of Cthulhy ...ooevee ;
¢ Big Sellout, The ... 150 ...250 Puowinglar ... 215 250 i Shongrilo ......ooes g
 Bigger Business ... . /LI R 1 150 ;28 ¢ Shroud of Turin
Bidog ... . 335 o AOD § eti , 15 1% 221';;? Volley
\

.. 250




Soulburmer ..................... 325 ...400 : BoosterPack (10 cards) ......... 175 ...2.25 : Deadpool “SuperSpy”............ 75 ... 150 : Professor X “X-Men Founder” ...... 75 ... 150

South American Nazis. ...250 ...350 : Booster Box (60 packs) ...... 90.00...120.00 : Deadpool Hero Cord ............ 75 ... 150 : Professor X Hero Card ............ 3.00 ... 400
Spasm of Violence.......... LINIS0FN 950" i = Doctor Doom “Concussion Beams™ 1.50 ... 2.50 : Psylock “Psi Fighting” .. 28 TERe 1)
Stars are Right, The . 508 LEN2iS0° 3 P : Doctor Doom “Energy Damp. Field” ]50 ... 250 : Psylocke “Combat Prowess” ...... 1.50 ... 2.50
SUbliminalS. .. s ooves ceumennasens 325 ...4.00 : : Doctor Doom “Super Genius” ... 3.00 ... 400 : Psylocke “Mental Hold” ......... 3. . 4.00
Sucked Dry and Cost Aside! ... L75WIE 50, = ¢ Doctor Doom “Time Machine” ... 1.50 ... 2.50 : Psylocke “Psychic Knife” ......... 3. 400
Suicide Squad .................. I5H50, : Doctor Doom “Villainous Plot” ... 3.00 ... 400 : Psylocke “Thought Probe” 2.50
Supreme Court. ... 15080 5250 = ¢ Doctor Doom Hero Card ... 150 ... 250 : Psylocke Hero Card 400
Sweeping Reforms ooy oS0, 2 ¢ Dr. Octopus “Criminal Mastermind” .75 ... 1.50 : Punisher “Full Auto” Sy Gy N | )]
Tabloids ......... o LGN ¢ Dr. Octopus “Evasive Action” ....... 150 ... 250 : Punisher “Secret Weapon” ...... 3.00 -... 400
Tox Breaks ... 07508 NS00 i < Dr. Octopus “Grasping Tentacles” 3.00 ... 4.00 : Punisher “Smoke Screen” oo IS0 S EA5()
Tox Reform. . o= 15005 120501 2 ¢ Dr. Octopus “MulfrArmed Menace” .75 ... 1.50 : " Punisher “Sniper” ............... 15018882150
TeXos bt b ot 325 ...400 3 < Dr. Octopus “Villainous Shield” ... .20 ... .40 : Punisher “Vendetto” ...3.00 ... 400
Thousand Points of Light, A ....... 758 . H500 ¢ Dr. Octopus Hero Card ............. 75 ... 150 : Punisher Hero Cord 3.00 ... 400
TimeWorp ...oooveniinienienn.. : 315072 : Elektro “Anticipate” ... 250 : Rhino “Bowl Over” ... 150 ... 250
Triliberal Commission . sirH EARI50NE ¢ Elektra “Marfiol Arfist” ... 400 : Rhino “Pinball Blow” 750150
L - RV IL : Elektra “Ninjo Master” . ... ... 150 : Rhino “Rhino Charge” ... 157 slt50
Underground Newspapers ... 325 ...400 : ¢ Elekira “Resumrection” ... ... 250 : Rhino “Rhino Hide™ .... 1150105224250
Unlucky 13 ..o 250" ... 3500 2 : Elektro “Sai” ....... ... 250 : Rhino “Romp n’ Stomp” 935 ...150
Unmasked! ... <3201 o AI00R ¢ Elektro Hero Card ... ... 400 : RhinoHeroCord ......... SRS NED
Up Against the Wall . e 10N 21501 3 : Gambit “52 Cord Pickup” . ... 250 : Rogue “Infercept Attock” S50 TS0
Volcano s eeseas ol Sy e 50 5 ; ‘ : Gambit “Charge Object” ....J5 ... 150 : Rogue “Mutagenic Drain”.........3.00 ... 4.00
Voudonistas . BT L] : Gumgit‘(hmm' S 00 ... ;[S)g : gm'gﬁyw%m'. ;g }gg
Warehouse 23 NS gE50) 2 ¢ Gambit “Intercept Object” .50 ... 250 : Rogue” e e TR
Weck Link, The ... 150 ...250 : POWER-WOLVERINE Gombit “Stoff Attock” ... 50 ... 250 I Rogue “Super Strength 150 ... 250
Weather Satellte ... sodl50 L 150 ¢ Gombit Hero Card ............... 75 ... 150 i RogueHeroCord ... 75 ... 150
Withering Curse ... 150 ...250 : [MARVELIOVERPOWERIIN : Hobgoblin “Concussion Grenade”... .75 ... 1.50 : Sabretooth “Blood Hunt” . 300 ... 400
World Cup Victory .. ...150 ...250 : FLEER-1995 ¢ Hobgoblin “Goblin Glider” ...... 150 ... 250 : Scbretooth “Bloodust” .........1.50 ... 2.50
WorldWar3 .................. 1.50 ...2.50 : Full Set (388 cards) ......... ...400.00 : Hobgoblin “Pumpkin Bomb” ...... J5 ... 150 : Sabretooth “Danger Scent” ...... AT
¢ Starter Deck (62 cards) $8.0 ¢ Hobgoblin “Rozor Bats” ......... 150 ... 250 : Sabretooth “Heoling Foctor” ... <5152 1550
Starter Box (12 decks) . : Hobgoblin “Stun Gas”... ...300 ... 400 : Sobretooth “Wildcat Attock” ...... 75 ... 1.50
> TED E i Booster Pack (9 cards) ¢ Hobgoblin Hero Card . ...300 ... 400 : Sabretooth Hero Cord ...... 75 - #1550
STEVE JACKSON GAMES-1995 : Booster Box (36 Packs) ¢ Hulk “Enraged” ..300 ... 400 : Silver Surfer “Cosmic Healing” 1550 250

Card names are printed in various colors. : ¢ Hulk “Green Goliath” . ... 150 ... 250 : Silver Surfer “Energy Projection” ... .75 ... 1.50
Full Set (412 cards) ......... $250.00... 350.00 : Common Power Cards ............ 20.......40 : Hulk "Hulk Smash” ... ....J5 ... 150 : Silver Sudfer “Force Shield” ...... 150 .. 250
Starter Deck Dual (110 cards) ... 8.00 ... 10.00 : Uncommon Power Cards ......... ... 150 i Hulk “Intimidate” ...... ...3.00 ... 400 : Silver Surfer “Power Cosmic” ...3.00 ... 4.00
Starter Box (5 dual decks) . 30.00 ...50.00 : Rare Power Cards ..4.00 : Hulk Shrug Off" . 150 ... 250 : Silver Surfer “Reamange Moterr 150 ... 250

Booster Pack (15 cards) . 200 ...2.25 i Common Universe Cards ... 40 : HulkHeroCord............ 150 ... 250 & Silver Surfer Hero Cord  ......... 300 ... 400
Booster Box (36 packs) ... 70 00 ...80.00 : Uncommon Universe Cords .. ... 150 ¢ Human Torch “Fire Shield” ......1.50 ... 2.50 : SpiderMon “Arachnid Agiiiy” ... 1.50 ... 2.50
Single Cards are 0.5—1x Limited Price ¢ Rare Universe Cards ... ...4.00 : Human Torch “Fire Storm” J1.50 ... 250 : SpiderMan “Spider Sense” ...... 150 ... 250

¢ Common Venture Cards .. ......40 : Human Torch “Infemo” ... J150 ... 250 : SpiderMan “Wall Crowd” ......... 75 .- 150

: Uncommon Venture (urds P ... 150 ¢ Humon Torch “Nova Burst” ...... 300 ... 400 : SpiderMan “Web Shield” ...... ]50 00850
WIZARDS OF THE COAST-1994 Rare Venture Cards ............... 300 ...400 : HumonTorch “Searing Heat” ... 1.50 ... 2.50 : SpiderMon “Web” ...... ...3.00 ... 400
Full Set (438 cards) ... $275.00... : ¢ Human Torch Hero Card ......... 300 ... 400 : SpiderMan Hero Cord............ 300 ... 400
Starter Deck (76 cards) ......... 7.00 ...8.00 : Apocalypse “Enhonce Strength” ... 1.50 ... 2.50 : Invisible Woman “Bubble Shield” 1.50 ... 2.50 : SpiderWoman “Arachnophobia” ... 75 ... 1.50
Starter Box (10 decks) ......... 65.00 ... ¢ Apocalypse “Genefic Engineering” 150 ... 2.50 : Invisible Woman “Force Field” ... 1.50 ... 2.50 : SpiderWoman “Psi Web” ...... 3.00 ... 400
Booster Pack (19 cards) .........1.50 ...2.00 : Apocalypse “Mega Morph” 00 ... 400 : Invisible Woman “Invisibility” ... 1.50 ... 2.50 : SpiderWoman “Spider Attack” ... .75 ... 1.50
Booster Box (36 packs) ... 50.00 ...70.00 : Apocalypse “Shape Sh[g 75 ... 150 : Invisible Woman “Invisible Rom”  3.00 ... 4.00 : SpiderWoman “Spider Strength”... .75 ... 1.50

: Apocalypse “Sunvival of the Fittest” 1.50 ... 2.50 © Invis. Woman “Unseen Assailont” 150 ... 2.50 : SpiderWoman “Web Lines” 5. <o Al50
Anarch Troublemaker ... ...4.00 ...6.00 : Apocalypse HeroCard ............ 300 ... 400 : Invisible Woman Hero Card ...... 3.00 ... 4.00 : SpiderWoman Hero Cord . . 1.50
Arcane Librory ... ...400 ...6.00 : Beost“Analyze” ....... ...1.50 ... 250 : lron Man “Concealed Arsenal” ... 1.50 ... 2.50 : Storm “Chain Lightning” <1150
Ivory Bow ....... ..600 ...9.00 : Beast “Animal Dexterity” . ..1.50 ... 250 : lron Mo “Heat Seeking Missile” 3.00 ... 4.00 : Storm “Emotional Qutburst” ...... 300 ... 4.00

Milicent Smith ...... ...4.00 ...6.00 : Beost “Beastiol Brown” .. 150 ... 250 : lron Man “In the Line of Fire” ... 1.50 ... 2.50 i Stom “Flight” .................. 5 ... W50
Polifical Ally ........cooee. 400 ...600 : Beost“Biochemist” ............1.50 ... 250 : lron Man “Rodor Woming” ...... 150 ... 250 : Storm “Huricane Winds” ......... J50 1850
¢ Beast “Drop Kick” .. ...150 ... 250 : lon Mon “Tacfical Computer” ...3.00 ... 4.00 : Storm “Summon Elemental Power” 3.00 ... 4.00
JCAST/CRUSADE, THELW : Beost Hero Card ... 150 ... 250 : lonMonHero Cord ............ 300 ... 400 : StormHeroCord ............... 300 ... 400
CHAMELEON ECLECTIC ENTERTAINMENT-1995 : Bishop “Absorb Energy” ......... .75 ... 150 : lean Grey “Mental Deflection” ... .75 ... 1.50 : Thing “Bear Hug" wome 185 L IS0
Full Set (300 cards) ......... $120.00 ...200.00 : Bishop “Draw Enemy Fire” ... 1.50 i leon Grey “Mind Over Matter” ... 1.50 ... 2.50 : Thing “Clobberin’ Tme” oo 300 ... 400
Booster Packs (12 cards) ... 1.75......2.50 : Bishop “Plosma Gun” .... ... 250 ' lean Grey “Mind Scon” 75 ... 150 : Thing “Revoltin' Development” ... 3.00 ... 4.00
Boosfer Box (36 packs) ... 65.00 ... 80.00 : Bishop “Spectrum Blast” . ... 400 : Jean Grey “Telekinesis” 75 ... 150 i Thing TRock'SKin® -....ceevonmoes 5 ... 150
: Bishop “XSE Toctics” ... 75 ... 150 : Jean Grey “Telepathic Unity" ...... 3.00 ... 400 : Thing “Temper Tantrum” . 1.50 ... 250
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Booster Pack (15 cards) ......... 200 ...250 : Cable “Bodyslide” .... ... 150 ... 250 : Jubilee “Fireworks” ..... 75 ... 150 : Thor “Mysfic Uru Metal” J5 ... 150
Booster Box (36 packs) ... 70.00 ...85.00 : Coble “CoverFire"....... 150 ... 250 : lubilee “Plosmoid Flosh" ......... 00 ... 400 : Thor “Power of Asgard” 300 ... 400
: Coble “Custom Fireorms” . ... 150 ... 250 : lubilee “Spectum Tease” 50 ... 250 : Thor “Protect Teommate” ........ .75 ... 1.50
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Starter Deck (60 cards) ......... 700 ...9.00 : Coptoin America “Ricochet Shield” 1.50 ... 2.50 : Maogneto “Magnetic Shield” ...... 50 ... 250 : Venom “Panic Attack” 3.00 ... 4.00 =
Starter Box (10 decks) ......... ..90.00 : Copt. America “Stars ond Stripes” 1.50 ... 2.50 : Mogneto “Paralyze Opponent” ... 3.00 ... 400 : Venom “Rampoge” ...... .20 ... 40
Booster Pack (10 cards) ... .2.25 : Captain America “Super Soldier”... 1.50 ... 2.50 : Mogneto “Repel Object” ......... 1.50 ... 2.50 : Venom “Symbiofic Snare” ...300 ... 400
Booster Box (60 packs) 12000 ¢ Coptoin America Hero Card ... 300 ... 400 : Mogneto Hero Card ...300 ... 400 : VenomHeroCord ............... 300 ... 400  pae
: Camage “Blode Honds” ......... 150 ... 250 : Mr.Fanfostic “Ingenuity” ......... 75 ... 150 : War Machine “Battle Computer”... 3.00 ... 4.00
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ATLAS GAMES-1995  Colossus “Skin of Steel” - ... 250 : Mystique “Infiltration” ... ........ 75 ... 1.50 : Wolverine “Snikt!".... 15 ... 150
Full Set (117 cards) ... $70.00... 100.00  Colossus “Smash Object” ... 150 ... 2.50 : Mystique “Surprise Attock” 00 .. 400  Wolverine “Wounded Animal” ... 300 ... 400 @
Booster Pack (10 cards) ......... 175 ...225 : Colossus Hero Hord ... ... J5 ... 150 i Mystigue Hero Card ............ 300 ... 400 : Wolverine Hero Card ............ 300 ... 400
Booster Box (60 packs) ...... 90.00...120.00° : Cyclops “Fearless Leader ... 1.50 i Omega Red “Carbonadium Coils” 1.50 ... 2.50 :
Andalusio ............... ...350 ...5.00 : Cycops “Ground Blost” ... ... 400 : Omego Red “Drain Lifeforce”...... 1.50 ... 250 c
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Eyebolls Drilit .325 ... 400 : Cyclops “Wide Beam” . ... 150  Omega Red “Tendsl Toctics” ...... 3.00 ... 4.00 : Starfer Deck (Both Versions)...... 7.00° ... 9.00
Rain of Walrus ................. 250 ...350 : Cydops Hero Card ... 75 .. 150 : OmegoRedHeroCod ........300 ... 400 : StorterBox (12decks) ......... 7000 ... 90.00
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ATLAS GAMES-1995 ¢ Deadpool Klllmg Mochine” ... ... 150 ... 250 : Professor X “Psychic Scon” J5 ... 150 : ;
Full Set (117 cards) ......... $70.00... 100.00 ¢ Deadpoal “Regeneration” ... 5. M50 Professor X “Telepothic Coordin.” 300 ... 4.00 : (|
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¢ Polor Tofi-Allen Troder ............ 75 WOl R S L 00 ...3000 : Cater,Joe ......... R0} 300......400
o 4 SR TR R 2.25 ¢ Wormbole 2 i ol B0 J5 0150 ¢ Clok, Wil............ R 300 e 4.00
Poven], oo Ly SN 1.50 : Wormhole Negofiations .........4.00 ...6.00 : (lemens, Roger
i PotideFounfoin ................ 75 ¢ Tibolion Tromsport ................ ...1.50 : Edmonds, Jim
: Pegasus Search ..... .3.50 : ¢ Giffey, KenJr. ..
¢ Phosed Matfer ................... 75 = Gwynn, Tony
RS R e 0 Y ¢ Johnson, Rondy R
¢ Plunder Sife .. ERu1I50 : ¢ Jones, Chipper ......
: (ardsurewhne bordered : Justice, David ...

 Porto Guard 125

Nousicoans ........ AR5 50 : U.S.S. Phoenix

2 OR 10.00 . ¢ Full Set (363 cards) .. ¢ Moddux, Greg ...
LA - e gy A i B 3.50 : SmnelDe(k(éomxds) ... 10.00 : Mottin Iyngn b
Incoming Messoge—Federofion ... 3.25 ...4.00 : Rodiooctive Gorboge Scow ... 1.50 ¢ Starter Box (12 decks) .. 11000 : Mcan? fred .........
Incoming Messoge—Xlingon ... 225 ...300 : Roisethe Stokes ............... 1.25 : Booster Pack (15 cards) .. ...300 : McGwire, Mark ......R
Incoming Message—Romulon . 225 ...3.00 : Rebel Encounter .. : : Booster Box (36 packs) ..100.00 : Mondesi, Raul ... R
Interphase Genergtor ............. ... 1200 : Reginold Barday .. ! : Single Cards are 0.25-0.35x Limited Prces i Mussino, Mike ...... U
Investigate Alien Probe .......... 400 ...6.00 : Relief Mission .................. : : ¢ Nomo, Hideo ...... R 15
Investigote Disoppearonce ... 400 ...6.00 : REM Fatigue Hallucinations ...... 225 . | SUPER DECK! M : Piozzo, Mike ......... Rovatona 7.00 ...1000
Invesfigate Disturbance .......... S00MIEA0018 SRESQE: Lits it 5 : (ARD SHARKS-1994 ¢ Puckett, Kiby .....R......... 7.00 ...10.00
Investigate Massacre ... ..400 ...6.00 : Restore Emont Moon 225 : Full Set (160 cards) ... $30.00 ... 50.00 : Romirez, Manny ...... R 500...... 8.00
Investigate Roid ........ .350 ...5.00 : Richord Galen ......... . 5.00 ¢ Storfer Deck (60 cards) ......... 300 ...500 : Ripken,Cal ......... B s 12.00 ...20.00
Investigate Rogue Comet ........... 3125 MBR41000 2 Riva s oo 0l 150 ...2.50 : StarferBox (10 decks) ......... 30.00 ...50.00 : Sonders, Deion ...... R ot 400...... 6.00
Invesfigate “Shattered Spoce” ... 3.50 ...5.00 : Roluen ...... .-800 .. ¢ ‘Box (36packs).........uuee 80.00...110.00 : Smith, Ozzie .........
Investigate Sighting ............ 250 ...3.50 : RogoDanor .... ..10.00 ... : Thomas, Frank
Investigate Time Confinuum ...... 350 ...5.00 : Runabout N el I : Thome, Jim ...
ST, o e R 225 ...3000) = Sorek’... .04 ..10.00 ... : Vougn, Mo ...
Joglon Shrek—nformation Broker  5.00 ... 8.00 i Sorjenka ..................... 4.00 i ¢ Willioms, Mott
Jeoruc Picord ............... 40.00 ... 60.00 : Sarthong Plunder .. e R ot :
Jenna D'Sorg ... 1500 5 250;%: 1 Sofalk i v 70008 B : v IN TIME
Jo'Bil ... 25 ...200 : Scence Vessel .. S t' THUNDER CASTLE GAMES-1995
Juggler, The 5 S 1508 SecretSoIvage‘,. ... 1.50 |  Full Set (210 cards) 150.00
K'Ehleyr 100 1000 : Seek Lifeform .. ool 3D 0N Dl 2 ] ¢ Starter Deck (55 cords) .. 8.00
K'mpec .. LG T G R e O . 10.00 ... BN | : Starter Box (12 decks) .. 80.00
KTal ..... .75 ...150 i Shoka, When the Walls Fell ...... 1.50 : © Booster Pack (8 cords) 175
KVado ... 31575 IO RS kShplly NS SN0 E e 7.00 ] : Booster Box (60 packs) ... 75.00...100.00
Kahless ... ~6.00 ... 1000 : Sitlsoac Newton . ...8.00 . 2 : o
Koreel Odan .. .75 ...1.50 & Sima Kolomi . ... 1.50 a : [ ULTIMATE COMBA1
Kargan ... .500 ...800 i Soen ... ... 150 i ULTIMATE GAMES-1995
[T A, S0 SH0.50" 2 SPOCRAK. (i v memmsives a5 ¢ Full Set (150 cards) ......... $75.00...110.00
Kevin Usbridge. ... .1.50 ...2.50 : Static Warp Bubble .. ol : Starter Deck (60 cords) ......... 7.00 ...9.00
Koz ......... 800 ...12.00 : Shategic Diversion......... soe 1205 ¢ Starter Box (10 decks) ......... 70.00 ... 90.00
Khitomer Research ...5.00 : Study “Hole in Spoce” .3.25 : Booster Pack (15 cards) ... 200 ...3.00
Kivas Fojo—Collector ... 225 ...300 : Study Lonka Pulsor . .--:3.90 : Booster Box (36 packs) ...... 70.00 ...90.00
Kogh 2 STE0, 0, 5 .. 150 ¢ StudyNebulo .................. 3.50 Al
Kle'eg .......... 75 ...1.50 : StudyPlosma Streomer ......... 75 ¢ Beijing Blitz ... 150 ... 250
Kingon Death Yell............... 6.00 ...10.00 : Study Stellor Collision ............ 75 : Boken ... 350 ...5.00
Khngon Right of Vengeance ...... . 75 ...150 : Subspace Schism ............... 75 ¢ Infermo Round Kick ............ 400 ...6.00
Roenel o, e ES3 T 75 ...1.50 i Supemova.......... - : ( W ¢ Mask of Genghis Kahn ... 350 ...5.00
O g A SR I S 75 ...1.50  Survey Mission ¢ HEARTBREAKER HOBBI[SW‘JS i PoychicNOvOR ... iciss 250......3.50
Koroth e 50T L 20500 1 TiPogil s © Full Set(165 cards) ... $150.00 ...2000 : s
Rl 150 ...2.50 ¢ Taibok .... : Starter packs (18 cards) ............ ol
Krios Suppression ............... J5 ...150 : TomElbrun.. i Storter boxes(36 packs) ............ O err
LRI S KO J5 ...1.50 ¢ Torellion PIugueShlp :
Ktorion Gome .................. 400 ...600 : TashaYar........ : | TOP OF TH /
Kurok o S ST R 500" .:.8.00! § JTebokspimipmmats . : DONRUSS 1995 H
Kurlon Naikos .................. 8.00 ...12.00 : Telepathic Alien Kidnappers ...... ¢ Full Set (336 cards) .......... $200.00... 275.00 :
K,um ............... 7.00 ...10.00 : Tempowl(uusohw (00D e 400 ¢ Starter Deck (80 cards) ......... 9.00 ...10.00
VRS sttt v N 125 ...200 : Temporol Rift ©........... Lo 150 ¢ Starter Dual Set (160 cards) ... 18.00 ... 20.00
Lech Brohms .. ....500 ...800 : TestMision ... 25, * Starter Box (5 dual decks) ...... 90.00... 100.00 :
Lifefom Sean................... 508" o 21500 2 THei Mt ok 75 i Booster Pack (12 cards) ......... 2.25 ...275 : FuIISet(BIScurds) ......... 570000 ...275.00
Long-Range Scan ... .05 ...150 i ThomosRiker..... ..12.00 . © Booster Box (36 packs) 80.00 ...95.00 : StorterDack (60 cards) ......... 7.00...... 9.00
lore Retums  .................. 800 ... 1200 : Thought Maker .. 10.00 . ¢ Commons¥Afdren . .1 . ] 195 . 40 ¢ StarterBox (12 decks) ... L
Lore’s Fingemail ....7.00 ...10.00 : Time Travel Pod 5.00 i Minor Stars Wil 250 : Booster Pack (15 cords) ..
LOFSR:5 on.: ..10.00 ...15.00 : Toby Russell ..... L5 : o ¢ Booster Box (36 packs)
Lwaxanna Troi ... cons 8100 02 12100" £ Tokoth .cvovesisonaness TP s oo Uns te iiiad Ooptets :
Matriarchal Society ............... J5 ...150 : Tomolok . RER 1 DIRTS ey H Le] El .
NEKRIRRY . o0 150 ...250 i Toq....... Henceo106 Tkl S i MAG FORCE 7-1995
Medical Relief ... ..350 ...500 i Torok . s 1200 BIEAL . , ¢ Full Set (310 cards) ......... .00 ...250.00
Medical Tricorder ... ene W25 L 2000 2 Tomall s s V250 ¢ Booster Packs (15 cards) .........2.00...... 3.00
Mookt Sl ¥ 600 ... 1000 ¢ Toreth . .. 600 ... ¢ Booster Box (36 packs) ...110.00
zEﬂTdt:meﬂ .............. 15 ...050 & Toin ... 868 o i
entnor booby Trop ... oI5 ... 150 ¢ Tox Uthat ... 50 800" <0 | EMNXVER
Mercenary Ship ......... 225 ...3.00 : Tronswarp Conduit....... o1 i29 i US. GAMESYSTEMS-1994
| Metaphasic Shields . ... 75 ...1.50 i Traveler, The: Transcendence. ... 2.25 ;- Full Premiere Set (135 cards)  $300.00.... 400,00
| Microvirus ... 75 150 i Treaty: Federofion/Kingon ... 75 i Full Limited Se (239 cards) .. 350.00... 450.00
| Mirck ... 150 ...2.50 © Treaty: Federation/Romulon ...... 75 ¢ Storter Deck (60 cards) ... 7.00 ... 10.00
Morag ... ..J5 ...150 : Treaty: Romulan/Klingon ......... 75 : Starter Box (12 decks) ... 75.00.. 12500
Morgon Bateson ... 500 ...800 : Tsiolkovsky Infection ....... o] : Booster Pack (15 cards) ... 225 ... 325
monhe Borber 150 ... 250 ¢ TwoDimensional Creotures ... : ¢ Booster Box (36 packs) ... 80.00.... 125.00
OVOTE i 1500 22050 & (USS.BRHOIN . vees somnmsss o 1800 ... $
AL S 125 ...200 © USS. Enterprise. ... L T E 20{? (l]!_ld ..................... 75.(7)2... 15(]),28
Nagium 600 ...800 i USS Ewcelsor ... o : v b T ersetss 75 1%
Nanites ... 75 150 i USS. Galoxy ... i S lz'o'oo T
Nork ... 225 ...300 : USS.Hod ....... : | ahercad % e
: TOP OF THE ORDER- NG
; NY GWYNN

RS nport 2125200 USS. Sutherond ... Paacay

eelo Daren ..., ...800 ...1200 ¢ USS. Yomato....... o CYCTEMC. 100

T g S § o e : i US. GAME SYSTEMS-1995

Radtl s s ]gg ;gg 3g?orﬂﬂiswuption. © Name Rarity Full Set (90 cards) ............. $50.00 ...80.00
New Contoct ... """ 350 500 i Vosh ..o  Nomar, Roberto .....R......... 400.....600 Booster Pock (8 cords) ... 125 ... 175
Nikoloi Rozhenko .. ... 150 . 250 © Volcon Mindmeld ... ¢ Boergo, Corlos ... 400,600 : BoosterBox (60 packs) ... 85.00 ...95.00
Nitrium Metol Porasites ... 225 ...300 i Vulcon Stone of Gol .. ¢ Bogwell Jeff ......... :

NorahiSotle " e aivinnrars 150 ...250 : Worp CoreBreach....... Bglle,AJhen »»»»»»»»»

NUD0g.......o.... oo 150 ..250 i Wesley Gusher ........... . 00 . ¢ Bichette Donte ...

Null Space ... X .. 150 ...250 : WhereNoOne Has Gone Before ... .75 i Boggs, Wode ...

Numhonul Shields ............... 1.25 ... 2.00 : WiliomT.Riker ............... 20.00 ... ; Bonds, Bory ... ;

(i e B 0 225 ...300 ; WindDgncer ................ 4,00 : Conseco, Jose ...

© PRICENOT AVAILABLE




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 koala 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.

FEBRUARY

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

Price Changes
Are cards selling in your area for a lot more or a lot less than /nQuest is listing them at? List any
major discrepancies you feel exist in the /nQuest 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:
Nare: Dan Albaugh
InQuest Survey
Address: P.O. BOX 458
: Waterford, PA 16441
City: State: Zip: Age: e-mail'

E-mail address (if you got one): Wizrdprice @ aol.com

n




B THE
Full Set (186 cards)

B.M: Board Meeting

Abr: Artist

Sto: Sto

RSp: Ron Spencer
LSn: Lawrence Snelly
MMi: Matt Milberger
Bla: Brian LeBlanc
IMi: Jeff Miracolo
DCa: Denis Calero
BAr: Barbara Armata
SDi: Shaggy Dixon
WOC: Williom 0Conner
AAr: Ash Amett

AMi: Aileen Miles
LAW: LAW

TNa: Ted Naifeh

UR: Ulta Rare

Abr: Artist

JDa: Jim Daly

RTh: Richord Thomas
EDi: Erin Dixon

SFi: Scott Fischer
Ma: Mark Jackson
JPa: John Park

(Mc: Chris McDonough
SCAR: SCAR

JHo: Jeff Holt

RMc: Robert MacNeill
SPr: Shelly Prahler
KRy: Kathy Ryan
DGR: Daetrick Gross
MMi: Mike Mignola

RKF: Richard Kane Ferguson

MSC: Michael Scott Cohens

MRJ: Mark Chaney & John Park
M&M: Mike Chaney & Matt Milberger

Rty Artist

RTh :

1Sn
i :

RSp :

Sk :
ISn :
RKF :
RIh
Ble :
JPa

i

i

Do :
RKF :
Sk :
Do :

o :

¢ Inectious Touch

¢ Kiss of the Wurm

: Lord of the Realm

Psychotic Hallucinations

Roar of the Wyrm

: Savage Fury

Splinter of the
Weakened Mind

¢ Stench of Death
Subjugation of Gaia
Suffering Bastard
Taste of Paine

Card Nome Type
Cannibal Slug My € M&M :
Corporate Security Ally C Do :
Enticer Aly R MSC @
Experimantal Formori Ally ] :
Formori Dock Worker Ally C St ¢
Juck-O-Lantem Ally U
Mad Scientist Ally I
Man In Black AMly R MMa :
Meat Puppet Ally U
Pentex Executive &

Limousine Ally R
Psychotic Stalker Ally R
RedHeaded Stepchild Aly R
Bane Sword Equp R
Blood Dagger Equip  C
Cellulor Phone Equip U :
Chainsaw Equip R MMo :
Corporate Credit Card fuip R
Dr. Mordecai’s

Home Chemistry Set ~ Equip R
Gooshy Gooze Eup U RS
Londer's Nylon Stocking ~ Equip R DCo
Lion’s Pelt Eup U Mo :
Mage’s Talisman Equp R SCAR
Mockmaw’s Bottle Axe Equp R
0il of Corruption Equp U
Pipe Bomb Equip R
Red Hot Baby Powder *~  Equip U
Skin of the Hellbound Equip U (MD :
Submachine Gun Equip R
Tear Gas Connister Eqip U Mo
Toga of Dionysus Equip U M
Vompire Blood Fqup R BAr
War Knife of Benning Simon Equip R Ble
Whip of the Wicked Fuip R IMi
Battle Quest Quest U

Qscl_QoUEST

Ble :

Totem Form

= Bully's Quest Quest
¢ Fool's Quest Quest
¢ Grudge Match Quest
& Maortyr's Quest Quest
¢ Serpent’s Quest Quest
¢ Rite of the Pentarch Rite
: Rite of Summoning Rite
¢ Rite of the Black Spiral Rite
¢ Ass Whuppin Lynch Mob ~ Combat
¢ Beat Unmerciful Combat
¢ Bitch Slap Combat
: Curb Stomp Combat
: DisAmm Combat
: For Lober Combat
¢ Fefal Position Combot
¢ Gang Beating Combat
¢ Homstringed Combat
¢ Heart Breaker Combat
¢ Reckless Swing Combat
© Rent Assunder Combat
: Septum Crushed Combat
: There You Are!! Action
¢ Fooled You!! Action
¢ Reckless Stunt Action
¢ Caem of the Blood God ~ Caem
¢ Caern of Rytthiku Coem
i Caem of the Unwashed Child Caem
¢ Air of Authority Gift
: hirt Gateway Gift
i Airt Mastery Gift
¢ Allies Below Glft
¢ Balefire Gift
¢ Bane Moonbridge Gift
¢ Breath of the Defiled Gift
Consumption of Gaia Gift
: Corrupting Prescence Gift
: Every Doy is Halloween Gift
Homs of the Impaler Gift

Gift
Gift
Gift
Gift
Gift
Gift

Gift
Gift
Gift
Gift
GIFt
Gift

100
RKF
Ma
BAr
JHo
RKF
RKF
Ble
Ble
Ble
RKF
RSp
RSp
RSp
IMa
WoC
Ble
RKF
IHo
Ble
RSp
SFi
Ble
1Da
RTh
RKF
Mo
JMa
Do

L INFECTIOUS TOUCH B il
1 NEIGHBORHOOD WATCH GRoUP B

© Slm: Scriptoruim Images

Maovie Star

¢ Touch of Eel Gift
 Voice of Reason Gt
: Wym Hide Gift
¢ Beasts-of-War Event
¢ Congressional Hearing Event
(oporate Toke-over Event
Defiler Event
: Fater-of-Souls Event
¢ Eviommental Action Event
: FBI Investigation Event
¢ Friends in High Places Event
¢ G'lovogh,"Dance of
¢ Cormuption” Event
¢ Gates of Malfeas Event
¢ Kiijamo,“The Hidden Foe”  Event
¢ Mass Pollufion Event
© Red Nert Event
: Spiritual Revelation Event
¢ Telemarketing Compaign ~ Event
¢ The Bot Evetn
¢ Togo Party Fvent
¢ Urban Renewal Event
: Business Merger B.M.
¢ Corporate Aquisition B.M.
¢ Punitive Damages B.M.
: Reinvesting Profits B.M.
¢ Ritual of the Dork Spiral ~~ B.M.
: Survival of the Fittest B.M.
¢ “Angus, The Whie Howler”  Vicitm
: “Bob Goldstien, Ace Reporter” Vicitm
¢ Avenging Wraith Vicitm
¢ Beat Cop Vicitm
¢ Bus Full of People Vicitm
¢ (ult Leader Vicitm
i Cultist Vicitm
¢ Family of Five Vicitm
¢ Family Pet Vicitm
© FBI Agent Vicitm
i Garou Kinfolk Vicitm
¢ Glade Child Vicitm
¢ Greenpeace Assoult Teom  Vicitm
: Happy Tourist Vicitm
: High School Athlete Vicitm
¢ Honest Senotor Vicitm
¢ Incoma Avatar Vicitm
© Lost Cub Vicitm
© Mage of the Celestial Chorus Vicitm
¢ Mailman Victm
Vicitm

(e == (N, = M o T =t

AT O OCATI T CCCAMATTMATDOOAOADTACCAMAMOCOC A o

JMo
JHo
SFi
RSp
RTh
SFi
Ble

Ma
Mo
SFi

RSp
Ble
IMa
(Mc
MEJ
SPr
Mo
IMa
RKF

woc
Ble
RSp
Ble
M
IMi
SFi
SFi
Mo
Ble
SFi
100
KMe
Do
SFi
SFi
SFi
Ble
Mo
KMe
MEM
Ble
SPr
AMi
KRy
M
1Sn

D Netesmteoon Warew Grove 3

: Neighborhood Wafch Group
© Newspaper Vendor

¢ Ployground Full of Kids

: Priest

¢ Renegade Werewolf Hunter
: Ronin Gorou

Sidhe Knight

. Stregt Bum

Survival Nut
Swat Officer
Unlucky Lune

Vicitm
Vicitm
Vicitm
Vicitm
Vicitm
Vicitm
Vicitm
Vicitm
Viditm
Vidtm
Vicitm

(
(
¢
U
U
R
R
(
U
U
(

Mr
RKF
RSp
SFi
Ble
Ble
SFi
RMc
KMe
Do
Ble

: Viglante

¢ Wandering Gaffling
¢ Alonzo Montoya

: Amelia

¢ Blossum

: Chirox the Unfeeling
¢ Corinng

¢ Dr. Spencer

¢ Fangthane Bloodjow
: Hunts At Night

: Jone Thurber
 Johnathan Roark

¢ Kills The Weak

: Kitalid the Deciever
: Latonia the Temptress
: Little Petey
 Longtooth Soulkiller
¢ Lorenz Winkler

¢ lotus

: MacNeil

¢ Moxmillion

 Miles Kent

¢ Johnson P. Donovan
¢ Morgan

¢ Mr. Iguana

:0ld OneEye
 Ragnor the Teror

: Shoragg

¢ Snickers

: Sybil

 Technicion #7

: The General

¢ Tsonnik

¢ Typhoon the Unpure
¢ Uncle Freddy

: Voragg the Unbound
: Wailer

i Churjoc’s Tusk

¢ Mockmaw

¢ Malfeas

: Count Vladimir Rustovich
 Thyzhok

¢ Trinity Hive Coem

' QUEST FOR THE GRAIL
¢ Full Set (240 cords)

© Abr: Artist

 EDo: E. Doepler

: S6u: Steve Guluk

¢ GDo: Gustav Dore

¢ DNa: Dovid Nalle

© MRB: Main R. Boucher
: WRF: Williom R. Flint

£ MWi Milo Winter

¢ HIF: H.J. Ford

: MSp: Michelle Spalding
: FGe: Frank Gembeck, Jr.
¢ (Pe: Clora R. Peck

© IBa: lan D. Batten

¢ TBo: Timothy Borell

¢ TMc: Terron McCanna
© BMu: Barry Munden, Jr.

EAb: Elenore Abbott

j Cord Name
: Warhawk

Choinmoil

¢ Platemail
¢ Concentrotion
: Dosterly Blow

Desperate Lunge
Dodge

Fient

Fury

Vigtm U SFi
Viim  C  Ble
Choracter R~ JMi
Choracter R~ Ble
Choracter C - LAW
Chorocter U~ JMi
Choracter C  RSp
Character C ~ RSp
Character €~ RSp
Choracter U~ Mr
Charcter C AW
Choracter C ~ Ble
Choracter U DCa
Choracter €~ JDo
Character U DCa
Character €~ Ble
Chorocter R~ AAr
Character U~ Mo
Character €~ JMi
Character R~ RSp
Chorocter C  Ble
Character € LAW
Choracter C ~ IMa
Character R~ BAr
Character U~ RTh
Chorocter €~ SFi
Character € RSp
Chorocter C ~ IMi
Choracter U~ RKF
Character U~ RSp
Choracter C ~ IMi
Choracter R~ Ble
Charocter R~ IMi
Character C  SCAR
Character C ~ RSp
Character €~ JDo

Character C - WOC
Equip R
Past Life UR
Realm  UR
Character UR
Character UR
Coem  UR

RKF
DGr
Na
RSp
Ble

MMi

Abr: Artist

ARa: Arthur Rakham
NCW: N. C. Wyeth
TDM: Todd DeMelle
HPy: Howard Pyle
EDu: Edmund Dulac
Ale: April Lee

J6r: Jomes Green
FSc: Frank Schoonover
HBr: Heather Bruton
LRh: Louis Rhead

TVi: Tim Vining

KNi: Kay Nielsen
(Qu: Chris Qusley
DSt: Diana H. Stein
TVs: T. Vishniak
RWh: R. Wheelwright

Artist Rty
EDo
Sim
Slm
ARa
Slm
SGu
S6u
Sim
NCW C

Type

Animal Comp.
Armor Reward
Amor Reward
Combat Action
Combat Action
Combat Action
Combat Action
Combat Action
Combat Action

AN AN A A0



Porry Combat Action  NCW C : Man ot Ams Warrior NCW C ¢ Winged Horror Quest J6r U : CQueen Guinevere Lody Companion (Pe R
Righteousness Combat Action  SIm C :  Saxon Thane Warrior NCW C : Great Serpent of Gore  Quest Creature IDB U : Queen Morgana le Fay Lady Companion JGr R
Vital Blow Combat Adtion  SIm C & Squire Warrior NCW C ¢ Great Wym Quest Creature HBu U Ensorceled Wood Quest ARa R
Weakness CombotAction  SIm C :  Yeomon Wartior NOW C i Hippogiiff Quest Creature HBu U ¢ Mimor of Shalott Quest HPy R
Hemit of the Forest ~ Companion Do C i Knight Errant Warrior Knight  ARa C ¢ Red Ettin Quest Creature  LRh U ¢ Perlous Gorde Quest DB R
Page Companion ~ NCW C & Robber Knight Warrior Knight  SIm C & Sea Maid Quest Creoture ARa U :  Quest for the White Hart Quest Sim R
Shieldbearer Companion ~ TDM C : SirBlomore of Goul ~ Warrior Knight S&N C i Spectral Mount Quest Creature FGe U i Satyr Quest DM R
Swordbearer Componion ~ BMu C ¢ SirBlyantof Gales ~ Warrior Knight S&N C i Wraith Quest Creature Vi U ¢ Swordin the Stone  Quest FGo R
Biian Domain NCW C & Sir Gotegrim of Brition - Warrior Knight  MSp € Cloak Of Silence Reward HPy U : Toast of Honor Quest Go R
Britian Domain DNo C @ Axeof Cleoving Weapon Reward TBo C :  Sacred Veil Reward EAb U ¢ Unicom Quest Creature  Sim R
Britian Domain HPy C i Dagger Weapon Reward Sim C ¢ Counterspell Spell EDu U : Green Knight Quest Knight ~ HIF R
Brittany Domain Sim C ¢ lonce Weapon Reward TBo € ¢ Dark Alliance Spell NCW U :  Knight of the
Brittany Domain ARa C i Amor of Righteousness Armor Reward  TOM U :  Enchonted Sleep Spell ARa U i Black Londs Quest Knight  LRh R
Brittany Domain NOW C i Minshrel Companion ~ Ale U : Giftof the ¢ The Blessed Spear RelicReward  TBo R
Combria Domain Sim € & Welsh Archer Componion ~ NCW U & Three Mothers Spell ARo U i Blessed Scabbord Reward Sim R
Combria Domain DNo C : Witchof theWoods  Companion  GDo U : Healing Dorught Spell MRa U : HolyRelic Reward WRF R
Combria Domain EDo C : ForestBrocelionde  Domain 6Do U : Phontom Path Spell FGe U : Round Table Reward Sim R
Comwall Domain Sim C i Gomeret Domain Sim U ¢ Revenant Spell [Rh U : Siege Perilous Reward NCW R
Comwall Domain DNa C i Gomeret Domain Sm U Spirt Guardian Spell Fée U : War Chariot Reward BMu R
Conwall Domain GDo C i Listinoise Domain Sim U : Subdue Beast Spell EAb U i Wings of Bloeduth  Reward Ne R
Gaul Domain Sim C i Listinoise Domain MWi U : Vowof Attonement  Vow Sim U Shield of Valor Shield Reward  LRh R
Gaul Domain Sim C : Lyonesse Domain Sim U i Vowof Silence Vow Sim U : Blight Spell Sim R
Gaul Domain MRB C i Lyonesse Domain MWi U i Vowof Vengeance  Vow Sm U i Dolorous Blow Spell WRF R
North Humber Domain Sim C ¢ Waostelands Domain Ws U i Vowof Viglonce Vow Sim U ¢ Enthrall Spell EDu R
North Humber Domain DNa C Wastelands Domain s U : Moster ot Ams Warrior COu U i Madness Spell DB R
North Humber Domain GDo C : Beaumain'sBlessing ~ Event BMu U i Sergeant ot Arms Warrior (v U : Touch of Waylond Spell HPy R
North Wales Domain Dy (g i i King Aguysans ¢ Assossin Warrior NCW R
North Wales Domain DNa C of Combria WariorKing AR U : King Arthur
North Wales Domain Hpy C : King Berrant Warior ng NOW U § gf SouthWales ~ Warior king ~ NCW R
Rheged Domain Sm C ¢ ; o - King Leodegrance ¢ King Bun of Gomeret ~ WariorKing ~ HPy R
Rheged Domain MRB C : o ‘ of Britian WarorKing ~ HPy U : King Bors of Gaul Wardor King ~ NCW R
South Wales Domain EDu C : ~ King Pellinore ¢ King Brondegoris
South Wales Domain DN C i of Listinoise WariorKing ~ WRF U ¢ of Strangore WariorKing ~ ARo R
South Wales Domain Hpy C : Soxon King WoriorKing  EDu U~ : - King Howellof Biitiany Worior king ~ COu R
Strangore Domain NOW C & SirAccalon of Goul ~ Warrior Knight  Sim U & King Marc of Comwall - Warior King Hhy R
Stiangore Domain NOW C Sir Balan Warior Knight  S&N U :  King Melaidus
Cancellation Event M C ¢ Sit Balin le Souvage ~ Warrior Knight  S&N U ©  of Lyonesse Warior King ~ J6r R
Healing Prayer Event NCW C & Sir Colgrance of Gore ~ Warrior Knight  S&N U & King Mordount
Sacred Vigil Event FSc C Sir Cylhwych Warrior Knight  NCW U i ofNoth Umber ~ Wariorking  JGr R
Palfrey Horse Reword  MSp C SirDomas de Noir ~~ Warror Knight RWh U © King Rooz the Reaver  Waror King ~ JGr R
Demoiselle Sans Nom  Lady Companion ARa C : Sir Ector de Maris Warrior Knight  CPe U :  King Ryence
Floating Sword Quest Ao C Sir Engamore Warrior Knight  CPe U & of North Wales Warrior King ~ 16r R
Mardant Wyrm Quest HBy C : Sir Ewaine ¢ King Urien
Afanc Quest Creature  FGe C : de Blanchemains ~ Warrior Knight  (Pe U © of North Rheged ~ WariorKing ~ NCW R
Boreyne Quest Creature HBu C : Sir Griflet le Fise de Dieu Warrior Knight  GDo U King Uther Pendragon  Warrior King HPy R
Giant of Aoy Quest Creature AR C & ¢ Sir Lovaine of Corbin Warrior Knight  HPy U : Britomart of Norgalis ~ Warrior Knight (v R
Giant of Cabenet Quest Creature AR C ¢ Defomation Event MRo U SirLionel of Bifion ~ Warrior Knight  HPy U ©  Sir Behvidere
Giant of Wold Quest Creature FGe C :  Dispossession Event NCWU % Sirlucon the Butler ~ Warrior Knight  KNi U the Cup Bearer  Warrior Knight  SEN R
Goblin Quest Creature ARa C i Drought Event DHS U Sir Palomydes © SirBome Warior Knight Vi R
Giffon Quest Creature HIF € : Ede Event NCW U & the Soracen Warrior Knight  HPy U :  Sir Bors de Ganis of Goul Warrior Knight  HPy R
Kernion Quest Creature  FGe C :  Fomine Event ARa U ¢ Sir Pelios Warror Knight  HPy U Sir Dogonet the Fool ~ Warrior Knight Ne R
Lesser Wurm ¢ Hounds of Gwyn Event FGe U : SirUlfias Warior Knight RWh U :  Sir Golohad Warior Knight  HPy R

of the Mount Quest Creatre ARo C :  Imprisonment Event ARa U ¢ War Pig of Gales ind G, THe B | SiGovtiteof Oty W Kight Py R
Nightmare Fiend Quest Creature  LRh € Recognition of Worth ~ Event NCW U Merin Componion~ GDo R : Sir Geraint Woror Knight  HPy R
Ogee -~ Quest Creature LR C : Storm Season Event DHS U Astalot Domain 6o R Sirkay Warrior Knight  NCW R
Phoenix Quest Creature CPe C Toumey Event NCW U Camelot Domain 6Do R i Sirlomorack of Gales Warrior Knight HPy R
Questing Beost Quest Creature ARo C & Winds of Boreos Event ViU Challenge of Sovriegnty Event TOM R Sir Loncelot of the Lakes Warior Knight  HPy R
Red Dragon Quest Creatwre: Vi C i Combot Experience  Exp. Reword ~ NCW U Curse of Epona Event MSp R © SirMondordeloPorte Warior Knight HPy R
Sea Witch Quest Creature ARa C i Combot Experience  Exp.Reward  NCW U :  Fall of Lyonesse Event DHS R : Sir Mordred Warrior Knight - HPy R
Serpent of Moray Quest Creture 1DB C i Combat Experience  Exp. Reword ~ ARo U :  Flood Event NCW R i Sir Nosciens Warrior Knight ~ S&N R Q
Wild Boor of Listinoise Quest Creature Slm € i River Horse of Avon Horse Reward  HBu U & Grail Maidens Event EDu R : SirPercevant Warior Knight  COu R
Wolf Quest Creature HBy € i Warhorse Horse Reward  HBu U :  Maoster Ralph : SirPercival of Gales  Warrior Knight  HPy R D‘
Wy of Corbin Quest Creature SIm € ¢ Demoiselle Blonchefleur Lady Companion AR U the Merchant Event HPy R SirPincl Warrior Knight  BMu R
Black Knight Quest Knight ~ Slm C & Lody Croisefte Lady Companion EDu U Pas des Aimes Fvent ARa R SirSogramore
Brigand Knight Quest Knight ~ KNi € Lady Elose Lody Companion MRB U :  Plague Event WRh R 5 le Desitous Warrior Knight  NCW R o
Knight of the ¢ lody Elouise the Foir ~ Lady Componion ARa U © Power of the il Eyent WRF R Sir Tristom of Lyonesse Warrior Knight  HPy R
Sparrow Howk Quest Knight ~ SIm € Lady Enid Lody Companion EDu U ¢ Royal Lineage Event Me R i SirTurquine Worior Knight TOM R ()
Red Knight Quest Knight ~ SIm C § Lady Lyonesse Lady Companion COu U ¢ Submission Event NCW R & Sir Wigalios Warior Knight  HBu R
Chevron Shield Shield Reward  TBo C :  Lady Lesolie ¢ Time of Daurkness Fvent Do R : Blessed Sword Weapon Reward TBo R b 3
Eternal Brand Spell FGe C :  ofthe Fountoin  Lady Companion HBu U :  Time of Glory Event TOM R & Dolorous Blode Weopon Reward TBo R
Holy Grace Spell EDu C : Lody Moeya of Brittany Lady Companion ARa U < Usurpation Event Vi R Excalibur Neapon Reward NCW R
Love Philtre Spell FSc € Lady Yrgraine Lady Companion NCW U Vision of the Grail Event ARa R i Perilous Blode Weapon Reward TBo R s
Prophecy Spel 6Do C : Queen Helen | ¢ Lody Belle Isoult Lody Companion HPy R : Speorof longinus ~ Weapon Reward ARa R
Spirt Guide Spell Foe C : of Gomeref Lody Comporion ARa U & Lady Nyume Lady Companion FGe R : i
Vision of Death Spell NCW C ¢ Queenof the i Lody of the Loke Lady Companion MRB R
Wizard's Glamour Spell 6o C i  Wostelonds Lody Componion ARg U Lady Ragnell the Fou! Lady Companion MWi R 0n
Vow of Chasity Vow Sim € : Yelonde ¢ Lasy Vivian Lady Companion FS¢ R
Vow of Obedience  Vow Sim C i the Silent Maiden Lody Comporion EDu U ©  Lady Yyete Lady Comparion ARo R
Vow of Poverty Vow Sim C @ Chimera Quest Mo U ¢ Queen Eizabeth :
Gealt Warrior NCW € Faerie Ring Quest Ra U of Lyonesse Lady Companion ARz R : 0
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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 available for
Magic: The Gathering, along with one other
collectible card game in the Players Guide Spotlight.

SAMPLE LISTING

ey

e ————
each lmluﬂ

v o OF TUM. :
Book of Roe- Kl U e Sk 4 DK : Disrupting Scepter ART
2: Saaifica 2 Iite to drow 1 card. 3, T: Opponent must discard
Boftle of Suleiman IRT R eee My 4 MR during tum of controller.
1: Flip a coin. If opponant wins, do’5 damage to you and discard ¢ Draconian Cylix ART
Borla of Suleiman. Otherwise, immediately replace Bottle of : 2, T: Randomly discard a ¢
Suleiman with a Djinn token, which is a 5 /5 flying artifact ceatwrs.  : target aeature.
© Bronze Tablet T R o TWa 6  AQ4TH : Dragon Engine AC

4: Target an opponent’s card in play; remove target and Bronze

2:+1/40 untl end of v
A

Tablet from game (play as an interupt). You now own farget card,  © Ebony Horse
and your oppanent now owns Bronze Tablt. Exchang is pemanent. 2: Untap one of your att
Opponsnt may counter Bronze Tablot by sacrfidng 10 Hfe. Bronze  : attacked, except that del
Tablet enters play tapped. : another aeature.
o (ondelabraof Tawnos ART R eeeee [Sh | AQ : Hvenlyre Ak
X: Untap X separate lands. ] 1, T: Saaifice Elven Lyra 1
Celestidl Prism MRT U eeee AWe 3 ABURATH :  oftum.
2, T: Provides 1 mana of any color (play s an interrupt). i o Feldon’s (ane 1§
© (haos Orb ART osee  |ilg 2 ABU : 0: Rashuffle your grave:

1: Flip cord from height of ona foot. ff it otates 360 degress, any

74 | Sk Qanbleaf S T

from game when it is ne=

Botile of Suleiman is a rare _artifun, it hos a three power rating, and it
was painted by Jesper Myrfors. Its 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 five domage. How do we know all that? Because
our Lord Sauron told us. No, no, just kidding. We know all that cool
stuff because we've read all the cool reference charts below. Sauron
had next to nothing to do with it. Just so you know: restricted cards
are limited to one per deck in tournament settings. And banned cards,

well, are a no-no for tournaments.

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
expensive.

U Uncommon
These are a little difficult o 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 atfached to these babies
make Donald Trump say “Wow."

POWER
RATINGS

SHELKIN BROWNIE CARD DESCRIPTION

Kind. Summon Faerie means the Brownie is

a creature of “the genus Faerie.”

Description. The description of exaclly what the card

— Flavor Text. A funny or informative quote, usually

— (Casting Cost. Mr. Brownie costs one green ond one
other mana to summon into play.

— ExImnsion Symbol. This tells you what set the cards
ongs 10; in the Brownie's case, the column symbol
means he's from the Legends set. .

Power/Toughness. Only for creatures.

A — Card Name.
B —
c o
can do.
D
G historical in nature.
E — Anist.
F
(&
be
H
“ o

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

ecee Excellent. These are
cards that go into winning decks.
They're not always worth going out
of your way fo acommodate, but if
the color is right, these cards should
find a place in most decks.

eee Average. These crds
generally round out a well-tuned
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.

oo Poor. This cafegory indudes
many common creatures and spells
that are often passed over in favor of
more powerful cards with similar
casting costs. It also includes cards
that may seem powerful af first
glance, but are actually discarded
more often than played.

o The Worst. There are
three basic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, but af a higher casting cost or
other demand on the caster. The
second includes spells whose uses are
very obscure. There may be an
average card combination that
includes these cards, but they are
often too difficult to execute in order
o be worth your while. Finally, there
are cards that seem fo be “fillers.”
They often leave players wondering
if there is a good use for such cards.
Usually, there isn't.

— Inapplicable. These
cards are basic resources. You can't
win a game playing only these cards,
but you can't win without ‘em, either.



ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.

Alexander, Rob RAI
Asplund-Faith, Randy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforth, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, James JEr
Everingham, Sandra SEv
Foglio, Kaja KFo
Foglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinton QHo
Hudson, Heather HHu
Jones, Fay Flo
Kaman, Kerstin KKa
Kane-Ferguson, Richard RKF
Kimble, Mike MKi
Kirschner, Scott SKi
Leonard, Nicola NLe
Maddocks, Anson AMa
Masness, Phillip PMa
McNeill, Harold HMc
Menges, Jeff A. IMe
Meyer, Ken Jr. KMe
Morrissey, Pat PMo
Myrfors, Jesper My
Organ-Kean, Margaret MOK
Poole, Mark MPo
Raabe, Mike MRa
Rush, Christopher (Ru
Rusu, Andi ARy
Shuler, Douglas DSh
Snoddy, Brian BSn
Spencer, Ron RSp
Tedin, Mark MTe
Thomas, Né Né NTh
Thomas, Richard RTh
Thompson, Ruth RTp
Tucker, Drew DTu
Van Camp, Susan SVC
Venters, Pete PVe
Wackwitz, Bryon BWa
Wanerstrand, Tom Wi
Waters, Anthony AWa
Weber, Amy AWe
Whelan, Michael MWe
Williams, LA. LWi
Willich, Dameon DWi

CARD TYPES
AC

Artifact Creature

ART Artifact

w Cumulative Upkeep
EA Enchant Artifact

EC Enchant Creature
EE Enchant Enchantment
kL Enchant Land

EN Enchantment

Ew Enchant World

INS Instant

INT Interrupt

LAN Land

SC Summon Creature
SL Summon Legend
SOR Sorcery

SET

ABBREVIATIONS
A Alpha Limited
AQ Antiquities

AN Arabian Nights
B Beta Limited
DK The Dark

FE Fallen Empires m
4th Fourth Edition
1A Ice Age

LG Legends

R Revised

U Unlimited

HL Homelands

SPOTLIGHT: —

MIDDLE-EARTH:
THE WIZARDS
CARD DESCRIPTION:

A. Name: Hey, the name of the card.

B. Type: So you can see at a glance if it's on event,
an item, a creature, or whatever.

C. Marshaling Points: How many poinfs these
cards are:worth.towards victory: Thie bones of this
game.

D. Prowess /Body: Prowess, the number fo the
left of the slash, indicates how skilled a character is in
combat. Body, the number fo the right of the slash,
indicates how resilient the character or ceature is
against wounding and death.

E. Mind: Indicafes how well o character resists
influence. Sam’s 4 mind is average.

F. Direct Influence: This indicates how much
influence a character possesses himself, os opposed
fo your influence. Helps the character resist being
influenced by opponents and is used by the character
to control followers.

G. Site Path: These symhols represent the path
you take to get from one location fo another—
impartant when ploying hazards and when playing
with regions.

H. Region and Site Playability: These symbols
indicates what region and site fype  creature can be
played in.

1. Description: This tells you all the cool particulars
about that card in your hand.

3. Flavor Text: Excerpts from the Lord of the
Rings, to give the game, uh, flavor.

K. Artist: If you like the art on the card, you con
thank the person whose name sifs right here.

L. Corruption Modifier: Corruption checks are s
common as spiders in Mirkwood, and some
characters are more corupfible than others. Virtuous
Hobbits get pluses, greedy Dwarves often get
minuses.

l?\lb Hpmg Site: Because you don't expect to find
ibo in Minas Morgul, Home Sites indicate ot what
sife a character can be brought into play.

N. Card Draw: Indicates hoy many cards you and
Iyso;x(r) lj)[p([jmnenthdmw 0{] that site. The number in white
10V, te number in gray s your opponents’,

0. Random Number: |f you don’t hovepdice

hundg, You can pick a card gt random and use this
number fo represent q rol|.

I.C.E., designers of the roleplaying game based on the
world-famous fantasy epic Lord of the Rings, have taken the
next step info collecible card gomes. The result is Middle-earth:
The Wizards. In this game, you play a wizard, such as Saruman
or Gandalf, trying to sucure the cid of the many notable
characters from the classic trilogy. Your objectives are either to
kill or corrupt the opposing wizards, secure the One Ring and
chuck it into Mount Doom, or accumulate enough “marshaling
points” from killing creatures, collecting items, and rallying
factions to be declared victorious. Characters travel through
special regions representing all the places of import in Middle-
earth, collect resources, and-confront dread hozards like Shelob
or the Mouth of Sauron. So all you Tolkien fans and card game
qurus, join the Fellowship!

S 12 @ KA1 d
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ARTIFACTS

¢ Celestial Sword

: of fum.
i @ Chaos Orb

putliizaruyratpis gisiuasind. e
Nome kind (R Rofing Adist Cost Sets Found Nome Kind (R Roting Adist Cost Sets Found
MPo 2 AQ,4TH i

nfinel AC U eee MBe 5
1: +0/+1 until end of tum. 3/3.
Aegis of the Meek ART R eee (Wi 3 1A
1,T:Give o 1/1 creature +1/+2 until end of tum. :
Aeolipile ART R e HHy 1 FE

1, T: Soarifice Aealipile to deal 2 domage to any torget.
Al-abara’s Carpet ART
5, T: Prevent all domage done to you by aftucking non-lying creatures.
Aloddin's Lamp ART U eee  MIe 10
X, T: Instead of usual drow, draw X cards but take only one info
hand. Shuffle the leftovers and put them at bottom of llibrary.

Al

Aladdin’s Ring U eee DFr 8
8, T: Do 4 domage fo any target. :
Alchor’s Tomb ART R eee Hic 4 6 :
2, T: Change the color of torget permanent you control. :
Amulet of Kroog AT C e MOK 2 AQ4TH :
2, T: Prevent 1 domage fo any forget. :
Amulet of Quoz AT R oo DFf 6 I

1, T: Sacrifice Amulet of Quoz and flip  coin. If flip ends up in your
favor, torget opponent loses the gome. Otherwise, you lose the
game. You may only use this ability during upkeep. Opponent may
ante an addifional card fo counter this effect.

Ankh of Mishra ART R e AWe 2 ABURATH
Do 2 damage to any player who puts a new land info play.

i Ashnod's Battle Gear ~ ART U ee

Ashnod’s Transmogrant ~ ART  ( eee

R eee Kfo 5 16 Balm of Restoration

NRATH
¢ Barbed Sextant ART

MRATH
: Barl's Cage

© o Black Lotus ART

2: Make one of your creatures +2,/-2 for os long as Ashnod’s Battle
Geor is tapped. You may choose fo leave Ashnod’s Battle

Gear topped.
Me 1

Make torget non-artifoct creature an orfifact areature with +1/+1 (it
retains its original color as well). Discard Ashnod’s Transmogrant after
it has been used.

ART R e

1, T: Saarfice Balm of Restoration to take 2 life or prevent up to 2
domage to any target.

( eoe  AWe 1 1A
1, T: Sadifice Barbed Sextant to add one mana of any color fo your
mana pool. Draw a card af the beginning of the next tum.
R eeee TWi 4

3: Target creature does not untap as usual in its controller’s next
untap phose.

Basalt Monolith ART U eoe iy 3
T: Add 3 to your mana pool. Spend 3 to untap at any fime. §
Baton of Morale ART U eee  DSh 2 A :
2: Give farget creature banding until end of tum.
: Battering Ram (oo e 2 AQ4TH :

Bands when attacking. Battering Ram destroys any wall blocking it,
but walls deal their domage before dying. 1/1.

T.: Discard to odd 3 mana of any single color to your mana pool.

City in a Bottle

A, CH
10K 2 fe
Clockwork Beast AC

DK, CH :

ABUR

¢ Clockwork Swarm AC (o

R eeses (Ry 0 ABU

Name Kind (R Rofing Aist Cost Sets Found
Desaription
i Bronze Tablet T R e W6 A0, 4TH

4: Torget on opponent’s card in play; remove target and Bronze
Toblet from game (play as an interrupt). You now own target card,
and your opponent now owns Bronze Toblet. Exchange is permanent.
Opponent may counter Bronze Tablet by sacificing 10 life. Bronze
Tablet enters ploy topped.

¢ e (andelabra of Tawnos ART R eeeee DSh | AQ
: X: Untop X separate lands.
¢ Celestial Prism ART U eeeo AWe 3 ABURATH
: 2, T: Provides 1 mana of any color (play as on interrupt).

ART R e AWe 6 1A

3, T: Give o creature you control +3/+3. Bury that creature at end

ART R eeee e ? ABU
1: Flip cord from height of one foot. If it rotates 360 degrees, any
card Chaos Orb lands on or touches is removed from ploy.

ART R e Dly 2 AN
Remove all Arabian Nights cards from play; prevent new ones from
being putinto ploy.

¢ (Clay Statue AC C ooe My 4 AQ,4TH
: 2: Regenerates. 3/1.
: Clockwork Avian AC R eee RAF 5 AQ,4TH

Flying. Put four +1,/+0 counters on Clockwork Avian. Whenever
Avion attacks or blocks, discard o counter. During his or her upkeep,
controller may purchose lost counters for 1 per counter, which taps

Avian. 0/4.

R eee DIy 6  ABURATH
Put 7 +1/+0 counters on Beast when cast. Discard a counter after
Beast attacks or blocks. During upkeep controller may pay 1 ond tap
Beast to regain a lost counter. 0/4

Clockwork Gnomes AC ( eee  DSh 4 HL
: 3, T: Regenerate torget artifoct creature. 2/2.
Clockwork Steed AC C oo AWe 4 HL

Cannot be blocked by ortifact creatures. Put 4 +1/+0 counters on
Steed. Remove one counter ot the end of any combiat in which Steed
attacked or blocked. X, T: Add X counters to Steed: Maximum four

counters. 0/3.
AWe 4 HL

Cannot be blocked by walls. Put 4 +1/+0 counters on Swarm.
Remove one counter at the end of any combat in which Swarm
attacked or blocked. X, T: Add X counters to Swarm: Maximum four
counters. 0/3.

You must skip the discard phase of
your turn. If a card forces you to
discard, you may choosc to discard
your library rather :,h::
to sard. If discard is random,
yogm mv:? look at card before
deciding where to discard it.

Each player must draw

one extra card during

the draw phase of cach
of his or her turns.

m«ch card in yor
bove fc

your upk se, gain 1
sk e

al four.

Valuing scholarship above all dse, the

mx of the Ivory Tower reward
5

Fresdnisg acrifice power for

__|Library of Leng, Howling Mine,
and Ivory Tower: This is a nice comho
for a slow, card-denial decks. These three
artifacts have the potentiol fo generate
incredible amounts of life. First, throw down
Library of Leng, which removes the
maximum limit on cards in your hand. Next,
throw down Howling Mine (or maybe two)
to generate mucho extra cards, then top it
off with Ivory Tower—and each card will
give a point of precious life. Just remember,
you have fo nix any Black Vises that might
crop up, of you're serious toost.

Apocalypse Chime ART R e MPo 2 HL
2, T: All cards in play from Homelonds expansion are buried, indluding
Apocalypse Chime. §

Arcum’s Sleigh ART U eeo  TWi | A

2, T: Torget attacking creature does not tap. You may only use this
ability if defending player controls snow-covered lands.

Arcum’s Weathervane ~ ART U oo Wi 2 A
2, T: Tum o snow-coverecHand into o norrsnow-covered land of the
some type. 2,T: Tum @ non-snow-covered land info o snow-covered
land of the same type.

Arcum’s Whistle ART U eee QHo 3 1A
3, T: Target non-wall creature must ottack or be destroyed at end of
tum. The creature’s controller may counter this effect by paying X,
where X is the creature’s casfing cost. Play during opponent’s fum
before his or her attack.

Arena of the Ancients  ART R e
Top ol Legends when casting Arena. Legends do not untap normally
during untap phase.

Armageddon Clock ART U oo  AWe 6 AQRATH
Add counter duting upkeep. At the end of your upkeep, do 1 domage
for each counter on Clock. Anyone may spend 4 during any upkeep
fo remove o counter.

Ashnod's Altar ART C oo AMa 3
0: Sacrifice one of your creatures in play o 0dd 2 fo your mana pool

(ploy as an inferrupt).

Black Mana Battery ART

Black Vise

Blue Mana Battery ART

Wi 3 16, CH ¢

A,

HOWLING MINE

R ese Ao 4 LG, 4TH
2, T: Add o counter to Black Mana Battery. T: Add B to your mana
pool. Remove as many counters as you wish, odd B for each counter
removed (play as on interupt).

ART U eeee RIh 1|
Do 1 domage for each card over four opponent has in hond during
upkeep. :
AWe 4
2,T: Add o counter to Blue Mana Battery. T: Add U to your mona
pool. Remove as many counters as you wish, add U for each counter
removed (play as an interupt).

R ooe

 Bone Flute AT U e Ry 2 oK

: T: Give ll creatures -1/-0 unfil end of tum,

: Book of Rass ART R oo SEv 6 DK, CH

: 2: Saciifice 2 life to draw 1 cord, :
: Bottle of Suleiman ART R eeo [Ny 4 ANRATH :

1: Flip a coin, If opponent wins, do 5 damage to you ond discard
Bottle of Suleiman. Otherwise, immediately replace Bottle of
Suleiman with o jinn token, which is o 5,/5 flying ortifoct ceature.

* Brass Man AC U oo (Ry | ANRATH ¢
: Pay 1 during upkeep fo untap. 1/3. 3
: Bronze Horse AC R ee Py 7 16, CH -

Trample. Reduce to 0 oll damage fo Bronze Horse by spells torgefing
it whenever you control an odditional creature. 4 /4

Coal Golem A Ue

ABURATH
¢ Conch Hom

16ATH

© Coral Helm ART R ee

* Crown of the Ages ART

(Ru 5 DK
: 3: Sacrifice Golem to add RRR to your mana pool.3/3.
: Colossus of Sardia AC R esee My 9 AQ,4TH

Tromple. Colossus does not untap as normal in your untap phose; you
may spend 9 in your upkeep to untap Colossus. 9/9.

ART R eeo PRy 2 FE
1, T: Saaifice Conch Hom to drow 2 cards. Ploce any single card
from your hand back on fop of your library.

¢ Conservator ART U e AWe 4 ABURATH
: 3, T: Negate the loss of up fo 2 life.
¢ Copper Tablet AT U e AWe 2 ABU

Al ployers toke 1 domage during their upkeep as long as Copper

Tablet is in play. e e
3: Give torget creature +2/+2 until end of tum. Whenever you use
this abilty, randomly discard o card from your hond. Coral Helm
cannot be used unless you have cords in hond.

R eses [ 2 1A
4, T: Switch target enchantment from one creature to another. The
enchontment’s controller does not chonge.

Crystal Rod ART U o AWe' 1 . AB,UR4TH
1: Take 1 life for any blue spell cast. Can only give 1 life for each
time a blue spell is cost

Cursed Ru[lk ; ART U oo RTh 4 AQ,4TH
Opponent must discard to 4 cords during discard phase.

by thar anpectve camers

asions, moy be copyighted

ke
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Name Kind (R Rating Adist Cost Sets Found Name Kind (R Rating Adist Cost Sets Found Nome Kind (R Rofing Aist Cost Sets Found
Desaiption Description ipti
Cyclopean Tomb ART R eee  AMg 4 ABU Forethought Amulet ART R eee  MBe 5 16 Iron Star ART U e DFr 1  ABURATH

2: Tum a land into o basic swamp. If Cydopean Tomb leaves play,
each subsequent tum one land transformed by Cyclopean Tomb
retums to normal.

Dancing Scimitar AC R eee AMo 4 ANRATH :
Flying. 1/5.
Dark Sphere U osoe e DK :

RT 0
T: Sacifice Sphere to prevent half of the domage done to you by o
single source, rounded down.

i Gaunlet of Might ART

Pay 3 during upkeep or destroy Forethought Amulet. Prevent oll
damage over 2 done to you by a sorcery or instant.

! FountginofYouth AR C eess DGe 0 OK, CH
: 2, T: Gain 1 life. :
: Fyndhorn Bow ART U eee RAl 2 A i

3, T: Give target creature first strike until end of tum.
R eeees (Ry 4 ABU

All mountains produce an extra mana. Give all red creatures +1/+1

Terravad

comsten o i,

‘When Teazsvus cmnes o play, fuat Bee ¢ Lol

_ | Atog & Tetravus:
Mmmm... Atog say Tetravus
toste good. Atog say three
Tetravites fosfe even better. If
you can wait around a fum,
that's a +8,/+8 boost for
only 6 colorless mana. Not
too bad, eh? Poor litfle guy
always gefs a bad rap, but
give the Atog a shot and

Coumsers e o off of Terewon, rogardions of she
controls them, Coumeers than sse removed

you'll see he can be pretty
pofent.

Delif's Cone ART U e Me 0 B
T: Sacrifice Delif’s Cone. If farget creature you control attacks and :
isn’t blocked, you may take its power in life. If so, it deals no
domage to opponent this tum. :

Delif's Cube ART R eeee g | fE 3
2, T: If target creature you control attacks and isn’t blocked, it deals
no damage fo opponent this tum; instead put a cube counter on
Delif’s Cube. Pay 2 and remove o cube counter to regenerate o
torget creature.

Despotic Scepter ART R eee RTh 1 N i
T: Bury target permanent you own.

Diabolic Machine AC U e AMa7 DK,4TH
3: Regenerates.4 /4.

Didgeridoo ART R oo MBe 1 HL ¢

3: Take Minotaur from your hand and put it directly into play. Treat it
as if it were just summoned.
Dingus Egg ART R e DFr 4 ABURAMH
Whenever anyone loses a land, do 2 domage to that player for
each lost land. :
Disrupting Scepter ART R eee DFf 3  ABURATH :
3, T: Opponent must discard 1 card of his choice. Con only be used
during tum of confroller. :
Draconian Cylix ART R e  EBe 2 FE 3
2, T: Randomly discard o card from your hand to regenerate :
target creature.

Dragon Engine AL Cee Aol AN,RATH
2:+1/+0 until end of tum. 1/3.
Ebony Horse ART R e Wi 3 ANRATH

2-Untop one of your attacking creatures. Treat torget os if it never
attacked, except that defenders assigned to block it may not block
another creature.

Ebony Rhino AC C oo AWe 7 HL
Trample. 4/5.
Elven Lyre ART R e  Kfo 2

F
1, T: Sacrifice Elven Lyre to make a target creature +2,/+2 until end

~of tum, i
Elkin Botile MRT R e QHo 3 A :
3, T: Place the top card of your library face up in front of you. You ~:
may play that card os though it were in your hand. If you do not play
it by your next upkeep, remove it from the game.
© Feldon's Cane RT  ( eoee Mlp 1 AQ, CH
0: Reshuffle your graveyard into your library. Remove Feldon’s Cane
from game when it is used, retuming it to ifs owner's deck after the
game is over.

Fellwar Stone ART U eeee (QHo 2 DK,4TH
T: Produce 1 mana of any color that opponent’s lands may produce
(play os on interrupt).

Feroz's Ban ART R eee  HHu 6 HL
Summon Spells cost and addifional 2 to cast.

Flying Carpet T R eeee Ml 4 ANR4TH
2, T: Give one creature flying ability until end of tum. If target is

 Helm of Chatzuk

: Hive, The

¢ Horn of Deafening

Implements of Sacrifice  ART

Infinite Hourglass

ATOG TETRAVUS

Gauntlets of Chaos ART R eeee DFf 5 16, CH
Sacrifice Gauntlets of Chaos to take control of a land, creature, or
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. Destroy enchantments on fraded permanents.

¢ Glasses of Urza ART U eee DSh 1  ABURATH
: T: Look at opponent’s hand. No, his cards!
¢ Goblin Lyre ART R eee MK 3 L

0: Sacrifice Goblin Lyre and flip a coin. If you win, target opponent
tokes * domage, where * equals the number of creatures you
control. Otherwise, you toke * damage, where * is the number of

2, T: Add a counter to Green Mana Battery. T: Add G to your mana
pool. Remove as many counters as you wish, add G for each counter
removed (play as an interrupt).
ART R eee Mg |
1, T: Give one creature banding ability until end of tum.
Hematite Talisman AT U oo Wi 2 1A
3: Untap o permanent. Use this ability only when a red spellis
successfully cast ond only once for each red spell cast.
, ART R eee SEv 5  ABURATH
5, T: Create a Giant Wasp token, a 1/1 flying arifact creature.
ART R eeee DF 4 16, CH

the spell you wish to play. You may cast that spell card as though it

were in your hand. T: Remove the charge counter to add mana of the

type used to put the couner on Ice Cauldron fo your mana pool. This
mana can only be used o cast the spell on top of Ice Cauldron.

¢ ley Manipulator ART U eeeoe AWe 4 ABUJA :
: 1, T: Tap any land, creature, or artifuct. :
¢ lcy Manipulator ART U eeece DSh 4 ABU :
s 1, T: Tap one lond, reature, or artifact. No effects are generated

: from the tapped permanent.

lllusiunuryMusE ART R eee AWe 2 ABU

X: Summon o reature face down. You moy 0dd X mana to the
costing to hide the creature’s true cost. Once the creature does
domage, taps, of takes domage you must flip the creature over.

R eee  MOK 2

1, T: Sucifice Implements of Sacrifice to add 2 mana of any color to
your mana pool.

ART R oee

Ivory Cup

elvory Tower
Jade Monolith

¢ Jode Statue

i Jester's Mask

¢ Jewelod Amulet

o Jeweled Bird TR e

¢ Kormus Bell

Library of Leng ART
ABURATH :
: Life Chisel ART

 Life Matrix

 Mana Crypt
¢ Mana Matrix
© Mana Vault
Marble Priest A U e

¢ Meckstone

HMc 4 i

1: Take 1 life for any red spell cast. Can only give 1 life for each
time a red spell is cast.

ART U e  AMg 1 AB,UR4TH
1: Take 1 life for any white spell cast. Can only give 1 life for each
time a white spell s cast.

ART U eeeoo MOK 1 AQR 4TH
Take 1 life for each card over four you have in hand during upkeep.
ART R eo Mo 4  ABURATH
1: Take all domage done to any creature on yourseff instead.

ART U eeee DFf 4 ABU
2: m:(l}:z Jude Statue a 3/6 artifact creature that may only attack
o block.

¢ Jolum Tome ART R eee TWg 3 AQ, CH
: 2,T: Drow o cord from your bvary ond discord @ card of your choosing

: to your graveyard.

¢ Jandor's Ring ART R e D 6 ANR

2, T: Discard o card you just drew, and draw another to replace it.

¢ Jundor's Suddlebags ~ ART R eeee DWi 2 ANR 4TH
: 3, T: Untop o creature.

¢ Jayemdae Tome ART R eeee MTe 4  ABURATH
: 4, T: Drow 1 extro cord.

¢ Jester's Cap ART R eesee Dfr 4 1A

2, T: Saifice to look through torget player's library and remove any
three cards from the game. Reshuffle that librory afterword.

ART R eeee D 5 1A
Comes into play tapped. 1, T: Saifice to switch opponent’s hand
with the same number of cards of your chaice from his or her library.
Reshuffle the library and old hand afterwards.

ART U eeee Dfr 0 1A
1, T: Place a charge counter on Jeweled Amulet, noting what type of
mana waos used. You may not use this ability if there is o charge
counter on Jeweled Amulet. T: Remove the charge counter to add 1
mana of the type last used to your mana pool.

AWe 1 AN, CH
: T: Exchange Bird for your ante, then draw o new card.
¢ Joven's Tools ART R eeee Nig ¢ HL

4f T: Target creature cannot be blocked except by wals unfil end
of tum.

Juggernaut AC U eeee DFr 4 ABU,
i Mustattack eoch tumn i possible. Can't be blocked by wall. 5/3.
¢ Knowledge Vault ART R oo AWe 4 16

l2, L: Place o (Surd %romvyoTr library under Knowledge Vault without
looking at it. Sacrifice Voult to discard your entire hand ing i
with the cards under Knowledge Voult s

AT Roee Ry 4 AB,URATH
: creatures ruur opponent controls. : Treat all swamps in play as 1/1 creatures that can be topped forB
: Golgothian Sylex ART R e Kka 4 AQ i Kry Shield ART U oo RTh 2 6
: 1: Discard all Antiquities cards, including Golgothian Sylex, from play.  : 2, T: Give target creature you control +0/+X unfil end of tum, where
: Grapeshot Catapult ( oee D 4 AQATH : Xis the farget’s casting cost. Target deals no domage this tum,
i T:Do 1 damage fo a torget flying creature. 2/3 i lopislozoli Talisman ~ ART U ee  AWe 2 :
¢ Green Mana Battery R eee (Ry 4 IGATH : 3: Untap a permanent. Use this ability only when o blue spell is

successfully cast and only once for each blue spell cast.

) I U ese DGe 1  ABURATH
Skip your discard phase. If forced to discard, you can choose fo
discard to the top of your library rather than your graveyard. If
discord is random, look ot card before deciding where to discard it
] RT U eee  AWo 4 16
During your upkeep, sacifice a creature you control to foke ife equal
to creature’s toughness.

ART R eeee AWe 4 6
4, T: Put a couner on farget creature during upkeep. Remove counter
to regenerate creature.

: 2, T: Target creature deals no domage in combat this turn. : Living Armor ART C oee A 4 K. CH

: Howling Mine R eeee MPo 2 ABURATH : Sacrifice Living Amor to put a +0,/+X counter on q torget aeatute

Everyone must draw an extra card during his or her draw phase. : where X equals the creatures casting cost, i

¢ lce Cauldron R eeee DFf 4 A : Living Wall AC U oo ppg 4 ABUR

: X, T: Put a spell on Ice Couldron if there are no charge counters on it. Counts as a wall. 1: Regenerates. 0/6. s
Put charge counters on the Cauldron in the amount of mana speat on  : Malachite Talisman ART U oo (py 9 I

3: Untap a permanent. Use this ability only wh -

successtully cast and only once for each grlglen S;é\"o(ggen e

Rooee Mg BOOK

T: 2 colorless mana. Every upkeep flip a coin ;

calls it cotecty, you lose 3 Ife. , opponent calls it. If he

AT R oo e 4 16

Pay 2 colorless mana less than casting cost of instant, interrupt

or enchantment. g

ART R eeeo MTo | ABURAT

T: Add 3 to your mana pool (play as an interrupt) Poy 4 %o o p H

Does 1 domage fo you i it remains topped during upkesp. f

8 ks ol o kel P e s o
walls abie arbie Friest must do s A

no domoge in combat from walks. 3/3. 50. Morbe Priet tokes

R eeee Qo 1 ppug

i 4TH

Any creature with power greater than 2 RAS

nomal during the untap phase. may not be untapped s

destroyed before end of tum, so is Flying Carpet. z Put a time counter on Infinite Hourglass during your upkeep. Any : Mightstone RT U oo py 4
Forcefield ART R eeeeo Dff 3 ABU : player may poy 3 during upkeep to remove a time counter. All : Al attocking creatures gain +1/+0, AQ
1: An unblocked creature deals only 1 domage. This effect can be creatures gain +1/+0 for each fime counter on Infinite Hourglass.
used agoinst multiple creatures.
o/ Restricted/Banned ART Adifuct (U Cumulative Upkeep EC Enchant Creature EL Enchant Lond EW Enchent World INT: Interrupt SCStkamon Gl
AC Atifoct Creature (R Cusrnt Rority EA  Enchant Adifuct EE Enchont Enchantment N Enchaniment INS Instant AN Lond

SOR Sorcey
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5, T: Randomly discard a cord from you hand to draw two cards.

Rocket Launcher ART U eee  PVe 4 AQR

2: Do 1 domage to any torget. If it is used, Rocket Launcher is

players gu 1 d e destroyed at end of tum. Rocket Louncher may not be used unfil it
’ : begins a tum in play on your side.
Nome kind (R Rofing Adit (st Setsfond : Rod of Ruin ART eee (Ry 4  ABURATH
Description : 3, IT: Do 1 domage to any torget. :
Willstone W U e Ko 2 AORAH : | o L

2, T: Take the top 2 cords from torget ployer's library and ploce them

in torget ployer’s graveyord.
© Mirror Universe ART R eeee PR § L6
T: Sacrifice Mimor Universe during your upkeep to trade life points
with opponent. The exchange of life may not be countered. Mimor
Universe comes in tapped.
Mishra’s War Machine  AC R e AWe 7

Machine taps to do 3 domage to you. 5/5.

© Mox Emerald ART R eeeee Dfr (
T: Add G fo your mana pool. :
© Mox Jet ART R eeeee f ( ABU :
T: Add B to your mana pool. :
© Mox Pearl ART R eeeee Df; ( ABU :
T: Add W to your mana pool. :
© Mox Ruby ART R eeeee Df; ABU :
T: Add R to your mana pool. :
© Mox Sapphire ART R eeess DFf ABU :
T: Add U to your mana pool. :
Nacre Talisman ART U oo M 2

3: Untap o permanent. Use this ability only when a white spell is
successfully cast and only once for each white spell cast.

Naked Singularity ART R e
(U: 3. Instead of their normol mana, plains produce R, islands
produce G, swamps produce W, mountains produce U, and forests
produce B.

Necropolis AC U ee Nh 5 DK
Counts os a wall. 0: Choose o creature in your graveyard and remove
it from the gome. Put X +0/+1 counters on Necropolis, where X
equals the removed creature’s casting cost. 0/1.

Nevinyrral's Disk ART R eeee Mg 4
1: Destroy oll creatures, enchantments, and artifacts in play,
induding Nevinymal's Disk. Nevinyrral's Disk enters play tapped.

North Star ART R eee “Kfp 4 16
4, T: You may cast one spell this turn using mana of any color.

Nova Pentacle ART R eoe
3, T: Redirect oll domage done to you by one source to torget
aeature of opponent’s choice.

Obelisk ofUndoin? ART R e  TWi 1
6: Toke any of your permanents in play back to your hand, discarding
enchantments on such cards. i
Obsianus Golem AC U eee My 6  ABURATH
4/6. :
Onulet U oo AMo 3 AQRATH :

AC
If Onulet is placed in groveyard, its controller takes 2 life. 2,/2.

Onyx Talisman AT U ee SEv 2 I

3: Untop o permanent. Use this ability only when a black spell is
successfully cost and only once for each black spell cast.

Ornithopter AC U AWeO
Flying. 0/2. :
Pentagram of the Ages  ART R eeee DSh 4 I
4, T: Prevent oll domage done to you from one source. :
Pi”rup AT U eee Mg 2 A :
2, T: Saarifice to bury torget nonlying creature that is attacking you.
Planar Gate ART R eee  MBe 6 16
. Poy 2 colorless mana less when casting o summon spell. ;
Primal Clay AL U e Ko 6 AQRATH :

When cost, choose whether to make Primal Cloy a 1/6 wall, 3/3
ground creature, or 2/2 flying creature.
Pyromids IRT R oo
2: Prevent o lond from being destroyed. 2: Remove an enchantment
from o lond.

Rack, The ART U eeo RTh 1
Do 1 domage for each cord under three opponent has in hand
during upkeep.

Rakalite ART R e (Ru 6

2: Prevent 1 damage to any target. Rokalite retums to owner's hand
when used.

Red Mana Battery ART R oo MTe 4
2, T: Add o counter to Red Mana Battery. T: Add R to your mana
pool. Remove as many counters as you wish, add R for each counter
removed (ploy os on interrupt).

Reflecting Mirror ART U oo
X, T: Redirect spell torgefing you to player of your choice (ploy as on
interrupt). X is two times the casting cost of torget spell.

Relic Barrier ART U oo HMc 2 6 :
T: Top target orfifact.

Ring of Immortals ART R e MBe S 16
3, T: Counter interrupt or ench torgeting o p you

control (play os an interrupt).

1041@'01.1557

: Runed Arch

ABURATH
Bands. Discard 1 card from your hand during upkeep or Mishra’s War :

ABU

MTe 5 I

AB,UR4TH
: Runesword

Sandals of Abdallah

N

: Sentinel AC

AQRATH

¢ Serrated Arrows ART

Shapeshifter

© Shield of the Ages
Me 6 AN
¢ Skull Catapult

AQRATH
Snow Fortress
AQ, CH

6ATH

MPo 4 DK :

Flying. 2: +1/+0 unfil the end of tum. You cannot spend more than
4 this woy each tum. 0/2.

ART R eeee Pry 3 1A
Comes into play topped. X, T: Sacrifice to make X creatures with
power no greater than 2 unblockable this tum.

Cumulative Upkeep: 2 life

When Glacial Chasm comes

into play, sacrifice a land.

You cannot attack. All damage
B dcalt to you is reduced to 0.

MRT Cee (Ru 6 DK, CH
3, T: Give target attacking creature +2,/+0 until end of tum. Any
areature domaged by target reature must be removed from game if
it dies before the tum ends. Destroy Runesword if target creature
leaves ploy before end of fum.

ART R e DFf 4 AN
2: Give islondwalk to a creature unfil end of tum. If torget creature is
destroyed before end of tum, so is Sandals of Abdalloh.

Scarecrow AC U ooe
6, T: Negate all domage done fo you by flying creatures until end of

tum. 2/2.
R eee RAF 4
“=1 when cast. When blocking, you moy make * equal 1 + the
power of the creature Sentinel blocks. When attacking, you may
make * equal 1+ the power of creature blocking Sentinel. 1 =
Serpent Generator ART R eeee fTg ¢4 LG, CH
4,T: Put o Poison Snake token, which is o 1/1 artifact creature, in
ploy. If Poison Snake domages opponent, opponent gets 1 poison
counter. Opponent loses game if he or she ever has 10 or more
poison counters.
( oo
When Serated Arrows comes info play, put three amow counters on
it. Bury Serrated Arrows if there are no longer any couners on it.
T: Remove counter fo give -1 /-1 to target creature.
(U seee Dff 6 AQ,4TH
“=any number from 0 o 6. Choose * when Shapeshifter is cast ond
during your upkeep. * /(7-*).

2: Prevent 1 damage fo you.
ART U ooe
1, T: Saaifice o creature to do 2 domage to ony target.
Skull of Orm
5, T: Bring an enchontment card from your groveyard into your hand.
AC R eese Mg § 1A
Counts as wall. 1: +1/+0 until end of tum. 1: +0/+1 until end of
gjm 3: Do 1 domage to a nonflying creature that is attacking you.
4

Soldevi Golem AC R ooe
Does not untap during your untap phase. 0: Untap one of opponent’s
creatures to untop Soldevi Golem. Use this ability only of the end of
your upkeep. 5/3.

Soldevi Simulacrum AC
CU:1. 141 /40 until end of tum, 2/4.

© o Sol Ring ART U eso0e jTg | ABUR
T: Add 2 to your mana pool (play os an interrupt).
¢ Soul Net AT U o Wi 1 AB,URATH

1: Toke 1 life each time o creature is placed in the graveyord. Con

only give 1 lite for each fime o creature is placed in the groveyard
Spirit Shiegld RT R eee g 3

2, T: Make torget creature +0,/42 as long as Spirit Shield is topped

You may leave Spirit Shield topped during your unfop phase

¢ Sunstone

Return target non=snow-
. covered fand you control to
| owner's hand. |
L %O this site where Kjeld's blood was ||
| spilled, let none raise a fist ov deny a

| beggar.
! -ﬂalwr Arenson, Kjeldoran Priest

i U

GIACIAL CHASM OWED GROUND

£ o Sword of the Ages

¢ Tablet of Epityr

Mo 5 0 Tawnos's Coffin

16,CH
 Tavinos's Wand

¢ Tawnos's Weaponry ART

0Ch 4 HL Tetravus

ART U eese AMg 2 % Throne of Bone

BWo 4 T

: b ART
Uses TWE 3 o Time Bom

© = Time Vault

Mo 4 I Tormod's G pt ART

U eee Df 4 A

Nome lid (R Rofing Adist Cost Sets Found Name Kind (R Rofing Adist Cost Sets Found
Destription Descripfion
¢ Ring of Ma'ruf IRT R eeee Dff § AN ¢ Staff of Zegon AT Ce  MPo 4 AQ
: 5: Saarifice Ring of Ma'ruf to select o cord from outside the game 3: Make target creature -2/-0 until end of tum. Creatures with power
: instead of drawing. : less than 1 deal no damage.
: Ring of Renewal ART R eees [Sh 5 FE : Standing Stones ART U e Stv 3 DK

1, T: Sacrifice 1 life to add 1 mana of any color to your mana pool.
Ve 5 DK

¢ Stone Calendar ART R oo
Your spells cost 1 less to cast; casting cost connot go below 0.
Su-Chi A Ue (Ru 4 AQ
3 When Su(hi goes fo the groveyard, its confroler gefs 4 coloress mana. 4/4.
: Sunglasses of Urza ART R eee DFr 3 ABURAth
Your plains may generate either a white or red mana.
Staff of the Ages ART R ee  DGe 3 1A
(reatures with landwalk ability may be blocked as if they did not

have that ability.

ART U ee PR 3 1A
2: Sacrifice o snow-covered lond to moke all creatures deal no
damoge in combat this turn.

__| Glacial Chasm &
Hallowed Ground:
Sacrifice a land to take no
domage unfil your next turn:
sounds pretty good, right? The
combo’s not too hard to pull
off. During your fum, throw
down a Glacial Chasm, but
instead of letting it stick
around for that nasty upkeep,
send it back fo your hand with
Hallowed Ground. This
combo’s not guaranteed to
last forever, but it's sure to
keep you around for a while.

ART R eeee (Ry 6 16
Enters play topped. T: Sacrifice Sword of the Ages and any number of
creatures to do damage fo one target equal to combined omount of

creature’s power. Remove Sword of the Ages and sacrificed creatures

from the gome.

ART (o (Ru 1 AQ
1: Take 1 life each ime on artifact is placed in the groveyard. Can
only give 1 life for each fime on artifact is placed in the graveyord.
ART R eeee (Ru 4
3, T: Toke a creature out of play. Target is considered out of play for
as long os Coffin remains tapped. If Coffin is untapped or removed,
creature refumns to play fopped. You may choose not fo leave

Coffin topped.

ART U ee  DSh 4 AQ,4TH
2: Make o target creature with power no greater thon 2 unblockable
except by artifoct creatures until end of tu. Target's power may be

increosed ofter defense is chosen.
U eee D 2 AQ,4TH

21: Torget creature gets +1/+1 as long os Tawnos's Weaponry
remains fopped. You moy choose not to untap Tawnos's Weaponry

during untap phase.
R eee Mie 6 AQ4TH

Flying. Give Tetravus three +1/+1 counters when cast. In your
upkeep, you may move some of these counters on or off Tetrovus.
Counters that are off of Tetravus become independent 1/1 flying
artifact crentures that, when killed, are removed from play.
The counters moy not be mrger]ed by enchantments cast or share

enfs on Tetravus. 1/1.
L ART /U es Ao 1 ABURAMH
1- Take 1 life each time a black spell is cast. Can only give 1 life for

ime a block spellis cast.
each time o block sp 2 e WL

1A
Put o fime counter on Time Bomb during your upkeep. 1, T: Sacrifice
Time Bomb fo have it deal * domage to each reature and ployer,
where * equals the number of time counters on Time Bomb.
ART R eeee Mle 2 ABU
T: Toke an extra tur, Comes info play tapped, and may only be

: s
untapped |f(onnoller(orfensu(m”” & 0 DK, CH

T: Soaifice Tormod's Crypt to remove oll cards within target ployer's
groveyurd from the gome.

* Tower of Coireall ART U ee  DFr 2 DK
T: Make target creature unblockable by walls until end of fum.
Triassic Egg T R ees Dfr 4 L6, CH

3, T Put 0 counter on Triassic Eqg. When there are 2 counters on
Triassic Egg, socrifice it o put ony creu'rure in hand or (;_qmveymd
directly in ploy. Treat this creature os if just summoned.
Iriskeiion L AC R ®eee DSh 6 AQ,4TH
Give Triskelion three +1/+1 counters when cost. Discard 0 +1/+1
counter to do 1 domage to any forger. 1/1.



Name Kind (R Rofing Adtist Cost Sefs Found Nome Kind (R Rofing Adist Cost Sets Found Nome Kind (R Rafing Atfist Cost Sets Found
Description Description Description
Urza's Avenger AC R eeee AWe 6 AQ,4TH Zelyon Sword ART R eee SKi 3 FE Breeding Pit EN U eeee AMg B3 FE

0: Avenger loses -1/-1 ond you may give it either flying, banding,
first strike, or rample until end of tum. Attribute losses and ability
goins are not cumulative. 4/4.

T: Soarfice Urza's Bouble to look at a random card from opponent's
hand. Draw o cord at the beginning of the next tun.

Urza's Chalice ART C oo JMe 1 AQ
1: Toke 1 life for any artifuct cast. Can only give 1 life for each fime
an orfifact s cast.

Urza's Miter ART
3: Draw one card from your ibrary whenever one of your artifacts
qoes to the graveyard. You may only draw one card per artifoct
destruction. Urza’s Miter may not be used when you destroy on
artifact to gain benefits from another card.

Vexing Arcanix ART
3, T: Make torget player name a card and turn over the top card of
his or her library. If the ployer's quess matches the card, it s placed
in his or her hond. Othenwise, itis putin the groveyard and that
player tokes 2 domage.

Vibrating Sphere ART R e RTh 4
During your tum, oll your creatures gain +2,/+0. During oll other
tums, all your ceatures get-0/-2.

Voodoo Doll ART R e SEy §

Put a counter on Voodoo Dol during upkeep. If Voodoo Doll is
untapped o the end of your tum, it does X damage to you and is
destroyed. X is the number of counters on Dall. XX, T: Do X domoge
to one target.

Walking Wall AC U eees AWg 4 1A
Counts os wall. 3: Give Walking Wall +3/-1 and enable it to atfack.
This ability may only be used once per tum. 0/6. Wall cannot attack
the tums it comes under your control.

Wall of Shields AC U oo
Counts as wall. Banding. 0/4.
Wall OfSpEUI’S AC (oo SEv 3 AQ.4TH
First strike, counts os o wall. 2/3. i :
Wand of Ith IRT U seee Qlo 4 oK

3, T: Examine o randomly chosen card from target player's hnd,
Unless the cord is o land, the target player must either discard it or
saarfice Ife equaling it osting cost. If the card is a lond, the torget

ployer must either discord it or sacrifice 1 life. Wand of |th may only
be used during controller's turn.
War Barge ART U eeee

3: Give target creature islondwalk until end of tum. Bury target if
Wor Barge leaves play this tum. ML
ART

War Chariot U eeee Dy 3 n
3, T: Give torget creature trample until end of tum, :
Weakstone ART U ooty 4 AQ

+ All attacking creatures lose -1,/-0. Those creatures with power less
 than 1 deal no damoge.

Whalebone Glider MRT U eee  AWe 2 n
2, T: Give one of your creatures with power no greater than 3 flying
until end of tum.

White Mana Battery ART R eee AWq 4
2, T: Add o counter to White Mano Battery. T: Add W to your mano
pool. Remove as many counters as you wish, add W for eqch counter
removed (play os on interrupt).

¢ Zuran Orb
Urza's Bauble Rl U e (Ru 0 (13

Abomination SC

Roee RN 3 M
i Abyss, The

© Abyssal Specter SC
R seee RGg 4 T 7

3 of tum.
¢ All Hallow's Eve N

 Artifact Possession EA

RGa 3 A
i Ashen Ghoul SC

i Ashes to Ashes
Bad Moon

: Banshee

Wi 4 0K : :
¢ Baron Sengir

" Bosal Thrl SC Ce

 Black Carriage SC Re

3, T: Make target creature +2/+0 os long os Zelyon Sword is
tapped. You may leave Zelyon Sword tapped during your untap phase.
1A

U eeeee SEy 0

0: Sacifice a lond to gain 2 life.

U eee fiTe BB3 16,4TH

Green or white creatures blocking or blocked by Abomination are

destroyed ofter combat. 2/6.
]

R eee

during upkeep.

U eee RIp BB2
Flying. Opponent damaged by Abyssal Specter must discard a card of
his or her choice. 2/3.

R eee

Put 2 counters on All Hallow’s Eve when cast. Remove a counter

during your upkeep. After the lost counter is removed, everyonz

tokes all creatures in their graveyords and puts them directly into

play. Treat them o if just summoned.
E

¢ Animate Dead U eses Ao Bl ABURATH
: Bring o creature from any graveyard into play on your side with -1

i power.

: Armor Thrull S¢  C eees Mji B2 FE

T: Sacrifice Amor Thrull to add @ +1/+2 counter o target creature.
Artists: SKi, IMe, RSp, PVe. 1/3.

Do 2 damage to target artifact’s controller whenever target arfifact is
topped or ifs activation cost is paid. Hos no effect when cost on
confinuous arfifact.
|| eoe
Ashen Ghoul can attack the same tum it comes into play. B: Retum
Ashen Ghou! to play under your control if there ore at least three
creatures above it in your groveyard. 3/1.

SOR U eee DTy BB DK, 4TH
Remove two non-artifact creatures from the game and lose 5 life.

EN R eeee Jiy Bl ABURATH
All black creatures in play get +1/+1.
SC U ee My BB2
X, T: Bonshee does X domage, half to you (round up) and half to
any one torget (round dg{f/n). 0/1.

Flying. Gets +2,/+2 for each creature sent to graveyard on tum
where Boron damaged it. T: Regenerate farget vompire.

Musi BB FE
T- Sacrifice Basal Thrull to add BB to you mana pool. Aists: KFo,
PFo, RKF, CRu. 1/2.

Trample. Doesn’t untap as normal during untap phase. 0: Sacrifice o
creature to untap Black Carriage. Do this only during your upkeep.

S cone Spinc

g

LG4TH : Black Knight SC U eeee Mo BB ABURATH
: Protection from white, first strike. 2/2.
¢ Blight LU e PVe BB 16, 4TH
If torget land is tapped, destroy it ot end of tum.
__| Stone Spirit &
Flying Carpet: Here's one
of the easiest unblockable-

creature combos you can pull
off. The Stone Spirit can’t be
blocked by flying creatures.
So whot happens if he’s

¢ Brine Shaman

Broken Visage

: Burnt Offering
PVe B3 6 :
Each player must bury o target non-ortifuct creature he or she controls

A

Ry B2 6

(loak of Confusion £

Coo  (RuB2 [T

RSp B3 Wi

D,CH
R eeee PVe BBBS HL :
© Darkpact

DCh BB3 H

i Demonic Attoney ~ SOR R e DGe B

:Demonic Consultation

© Demonic Hordes SC

Puta 0/1 Thrull token in play at the end of each of your tums. Pay
BB during upkeep or bury Breeding Pit.

( ( eee (B BI 1A
T: Sacifice  creature to give a creature +2,/+2 until end of tum.
UU1: Sacrifice o creature to counter a summon spell. 1/1.
INS R e MK B4 HL
Bury target norvarfifact attacking creature and put shadow token into
play. Treat this token as a black creature with power and toughness
equal of the attacking creature. Bury token at the end of tum.
INT C ee DGe B 1A
Sacrifice o creature to add to your mana pool any combination of
black and red mana equal to that creature’s casting cost.

: Carrion Ants SC U eees RTh BB2 16,4TH
: 1: +1/+1 until end of tum. 0/1.
¢ (emetery Gate SC ( eee MBe B2 HL
H Protection from black. 0/5. (Two versions)

jins of Meph IN R e HHu B1 16

Except for the first card drown in draw phase, every player must
discard o card in hand before drawing. A player without cords in hand
must place top card in library in groveyard instead of drowing.

(e MOK B A
If target creature you control attacks ond is not blocked, you may
have it deal no domage this tum. f you do so, defending player
must discard a cord ot rondom from his or her hand.

i o (ontractfromBelow  SOR R eese DSh B ABUR
Discard your hand; draw a new ante card plus seven cards.

¢ Cosmic Horror R eee My BBB3 1G,4TH
First strike. Pay BBB3 during upkeep or Cosmic Horror does 7

! domage to you and is destroyed. 7/7.

: Cuomboijj Witches SC ( eee [Fo BB AN, (H

: T: Each ployer does 1 domage to any torget. 1/3.

: (urse Artifoct A Ue MTe BB2 DK
Controller of torget artifact must bury torget during upkeep or

: lose 2 life.

¢ Cursed Lond L U eee My BB2  ABUR4H

: Do 1 damage to controller of target land during upkeep.

¢ (yclopean Mummy SC . /Ce  [EBetdRl 1G,4TH

: Remove Mummy from game if it goes to graveyard. 2/1.

¢ Dance of the Dead U eees RGo B [

Bring a creature from ony graveyard into play on your side tapped
and with +1/+1. Creature does not untap during ifs controller's
untap phase. Its controller moy pay 18 to untap it.

: Dark Banishing NS ( eeee DTy B2 1A
Bury target creature. Connot target black creatures.
¢ Darkness ( eee HMc B L6

(Creatures attack ond block os normal but deal no domage.
R eees QHo BBB

ABUR
Swap your topmost undrawn card with either ante card.

: Dark Ritual ( oeeee JHg B ABUR4thIA
: Add BBB to your mana pool.

- Dark Ritual INT ( eeeee SEy B ABURATH
¢ Add BBB to your pool of mano.

: Deathgrip U eee AMo BB ABURATH
2 BB: Counter a green spell (play as on inferupt).

¢ Deathlace INT R eee SEv B ABURAIH

Change the color of ane card being played or in play fo black. i
ABU
Unless opponent concedes game, both players must draw on extra
ante cord.

INS U e RN B A
Name a card and remove the top six cards of your librory from the
game. If the next card is the one you named, odd it to your hond. If
not, remove it from the game ond continue doing this until the
named card appears.

R eeee iy BBB3  ABUR
T: Destroy one land. Pay BBB during upkeep or Hordes are tapped
and your opponent chooses a land of yours o be destroyed. 5/5.

. . % ' : Demonic Torment EC U eee Mg B2 16
flying? Simple: he an't be i Torget creature deals no domage during combat and may not attack.
blocked. (Except by Giant o Demonic Tutor SOR U eeeee DS B] ABUR

2, 2 Gives one creature Spider and the like —but i 3 ;’.hoose one card from ygl(u Iibn;zry, then reshuffle your library.

flying ability until end of , it : Derelor e Mo B3

()umg. If (h:u creature is who s_con)plmnmg?) . i Your black spells cost an odditional B. 4/4.

destroyed before end of Sneuklng in for fOU[ Pmms of * Drain Life SOR C eee DSh BIX ABUR4M
turn, so is Flying Carpet. dumuge 0 fum, the Stone : Dol d(ir}\u%e to um torget forﬂeu(h B spent above casting (o[sf!

it Toke 1 life for each domage inflicted. You cannot goin more fife
Spit can pO(k g powerful 3 from o creature than its current toughness.
punch. © Dread Wight R eeo DGe BB3 1A

7 : At the end of combat, put o paralyzation counter on any creature
STONE SPIRIT YING. CARPET : blocked by or blocking Dread Wight and tap it. If the creature has a
paralyzation counter, it does not untap during untap phase. The
: creature’s controller moy pay 4 to remove a paralyzation counter at
: : any time. 3/4.
winter Orb ART R eee Ml 2 ABURATH | Boglmp SC (e RSp B DK 4TH © DriftoftheDead ST U eee g5y p3 1
Fach player may only untap up to 1 land during untop phose. : Flying. 1/1. : Counts as woll. Diift of the Dead hos power and toughness each
Wooden Sphere MT U o Mo 1 ABURATH : BogRals SC (oo RSp B DK, CH equol to the number of snow-covered lands you control, */*.
1: Take 1 Ife for any green spell s cast, Con only give 1 Iife for " Connot be blocked by walls. 1/1. © Drudge Skeletons SC( eeee SEy Bl ABURATH
each fime o green spellis cqsy, © Bog Wraith SC U eee JMe B3 ABURATH B: Regenerates. 1/1
Yotian S_Dld’e’ ' AT (oo (Ry 3 AQATH Swampwalk. 3/3.
Yotion Solder does not tap y g attacking. 1/4. i
o/0 Resticted/Banned AR Arffoct U Comulative Upkeep EC Enchont Creature £l Enchont Lond EW Enchant World INT Interrupt SC Summon Creature
AC ffoct Creature QR Corrent Roriy FA Enchont Adifact EE Enchont Enchontment EN Enchanfment INS Instant AN Land SOR Sotcery

|
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Grave Robbers SC

Greater Werewolf SC

Name Kind (R Raing Afst Cost  SeisFound
Description ¢
Drudge Spell EN U ee NTh BB HL @

B: Remove 2 creatures from graveyord out of game. Bring token
Skeleton into ploy. Skeleton is o block 1/1 creature; B:
regenerates. All skeletons are discarded if Drudge Spell leaves play.

Dry Spell SOR C eee BSn Bl HL
Dry Spell deals 1 damage to each aeature and player. (Two
versions)

Eater of the Dead SC U eee
Choose a aeature in ony graveyord and remove it from the game.
Untap Eater of the Dead. 3/4.

Ebon Praetor SC R eee
Tromple, first strike. Put a-2/-2 counter on Ebon Praetor during
upkeep. Sacrifice one creature during upkeep to remove a -2/-2
counter, odding a +1,/+0 counter if o Thrull wos sacrificed. 5/5.

El-Hajjoj SC R eee DWi BBl  ANRATH
Gain 1 ife for every point of domage EFHajigj inflicts. 1/1.

Erg Raiders SC C ee DWi B ANR ATH
Lose 2 life ot end of tum if Erg Raiders don’t attack, except in the
tum when they're summoned. 2/3. :

Evil Eye Orms-By-Gore  SC U e JMy B4 6 :
Your creatures may not attack, except for Evil Eye. Evil Eye may only ¢
be blocked by walls. 3/6.

Evil Presence EL U eee SEv B ABURAIH
Target land is now a basic swamp.

Fallen, The SC U es JMy BBBI DK, CH :

During controller’s upkeep, does 1 damage to every opponent it has
previously domaged. 2/3.
Fallen Angel S
gu/céi?ice a creature to give Follen Angel +2,/+1 until end of turn.

Fear EC  ( eeee [iPo BB
Only black or artifuct creatures may block target creature. :

Fear EC  C eeee REm BB ABURAthIA
Only black or artifuct creatures may block torget creature.

Feast of the Unicorn EC  ( eee DDe B3 HL
Torget aeature gets +4/+0. (Two versions)

Flow of Maggots
CU: 1. May not be blocked by non-wall creatures. 2/2.

Foul Famiior SC( ose Allo B2 n i
¢ Hell Swarm INS C e (Ru B

Foul Familiar may not block. B: Sacrifice 1 life to retum Foul Familiar
to its owner’s hand, 3/1.
Frankenstein's Monster  SC R ee
Take X reatures from your groveyard and remove them from the
gome when casting Frankenstein’s Monsfer, or it is countered. For
each reature removed from the game in this way, give Franken-
stein’s Monster a permanent +2,/+0, +1/+1, or +0/+2. 0/1.
Frozen Shade SC C ees DSh B2
B: +1/+1 unfil end of fum. 0/1.
Funeral March EC  C ooe
When farget creature leaves play, that creature’s controller must
sacifice a creature he controls. Ignore this effect if he controls no
other creatures.
Gangrenous Zombies SC ( eee
T: Saarifice to deal 1 domage to each creature and player.

Gangrenous Zombies deals 2 domage if you control ony snow-covered

swamps. 2/2. :
Gate o Phyrexia EN U eee SEv BB .
Sacifice one of your creatures during your upkeep to destroy any one
arfifoct.
Gaze of Pain SOR C eee  AMa BI A i

For each reature you control that attacks and is not blocked, you
may choose to hove it deal no domage fo defending player this tum.

If you do so, it instead deals domage equal to its power to any farget

«reature.

Ghost Hounds SC U e IMe BI H:

Attacking does not cause Ghost Hounds to tap. Gains first strike if
blocking or blocked by white creature(s). 1/1.

Ghosts of the Damned ~ SC  C o EBe BB 16
T: Make torget creature -1,/-0 unfil end of tum 0/2. :
Giant Slug C  ( eee AMo BI L6, CH :
5: Give Slug landwalk ability of your choice on your next tum. 1/1.
Gloom EN U esee [Dfr B2 ABURATH :

White spells and white enchontment activation costs now
require 3 extra mana.

Glyph of Doom NS (e
Creatures blocked by target woll are destroyed after combat.

Grandmother Sengir ~ SC R ee  PVe B4 HL

B1, T: Target creature -1 /-1 until end of tum. 3/3.

Gravebind INS R e Dlu B
Torget creature may not regenerate this tum. Drow o card ot the
beginning of the next turn.

1061@‘ou B ¢ 7

Haunting Wind N U ee

IMy B4 oK

RAF B4 fE

U eese AMa BB3 16,CH :

ABURATH

R eeee RSp B2 TR

KMo BBX K

Hellfire
ABURATH :
1 ¢ Hoar Shade SC ( eee RTh B3 I

1 HL. &
ke o8 ¢ Horror of Horrors EN
Howl from Beyond INS
BSn BBI 1A

- Hypnotic Specter SC

¢ leequake

Infernal Dal

SVC B 6 :

A

Nome Kind (R Rating Afist Cost Sets Found Name Kind (R Rating Aist Cost Sets Found
Desaription Desaription
R eee (QHo BBI DK Inquisition SOR C o AMa B2

B, T: Choose n artifact in any graveyard ond remove it from the
gome. Take 2 life. 1/1.

( ooe
After combat, put a0/-1 counter oll creatures that blocked
werewolf. 2/4.

Greed EN R ees PR B3 LG, 4TH :
B: Draw an extra card ond soifice 2 Iife.
¢ Guardian Beast SC R eeee {ie B3 AN i

If untapped, prevents the stealing, destruction, or enchantment of
your nor-creature arfifacts. 2/4.

Hasran Ogress SCEM (e DFr BB AN, CH

Pay 2 when Hosran Ogress attacks or lose 2 life. 3/2.

Do 1 domage fo artifact’s controller each time an artifact in play is
topped or its activation cost is paid.

o Target spell is cotintered”

swamp you control to have Hecatomb deal 1 domage fo any target.
16

Make all creatures -1/-0 until end of tum.
Hell’s Caretaker C

T: Sacrifice o creature to put a creature in your graveyard directly in
ploy. 1/1.

Destroy oll noblack creatures. Hellfire does X+3 domage to you,
where X is the number of ceatures placed in the graveyard.

B: +1/+1 unfil end of tum. 1/2.
| eee

Sarifice a swamp to regenerate o black creature.

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

. Hyalopterous Lemure ~ SC U ese  RTh B4 I :
: 0: Gains flying and -1,/-0 unfil end of tum. 4/3. :
Hymn fo Tourach SOR ( eeee fufii BB EERSs

Target ployer randomly discards two cards in hand. Arists: LDa, QHo,
SKi,SVC.

U eeee [Sh BBI
Flying. Opponent domaged by Specter must randomly discard o
cord from hond. 2/2

Destroy a land. If it is a snow-covered land, Icequake does 1 domage
to the land’s controller. i
Imprison EC
1: Prevent target creature from attacking, blocking, or topping. Imprison
is desholed if mana is not paid.

ness EN R oo
CU: B ond 1 lfe. All manc-producing londs produce B instead of their
normal mona. H
¢ Infernal Denizen SC R eee DIy B7 I :

During your upkeep, you must saciifice two swamps of Infernal
Denizen becomes tapped, and target opponent may gain control of o
creature you control of his or her choice. T: Gain control of target
wreoture. 5/7.

¢ Infernal Medusa SC U eee AMa BB3 6
: Destroy all non-wall creatures blocking or blocked by Meduso. 2/4
¢ Initiates of the Ebon Hund SC ~ ( eee s B FE

1: Add B to your mana pool (play as an inferrupt). Bury Inifiates of
the Ebon Hond if more than 3 is spent this way in one furn. Artists:
1Da, KFo, HHu. 1/1

DDer B4 W

: Jovial Evil SOR R ee

¢ Junun Efreet

e B3 i

R eseos SE/ B3 LG,CH

SOR R eses PV BEB2 6 :

MTe BB3 6 :

C eeen fiP0 BX ABURAMM
¢ Legions of Lim-Dal

¢ Leshrac's Rite £C
Leshrac’s Sigil

ABURAH
Lesser Werewolf

SOR U eee  RKF BBI 1A

R esee (Ry B 5 i

PFo BB2 THE

Lord of the Pit

Exomine torget player’s hand. Do 1 damage to for each white card
in hand.

Irini Sengir SC Ue PVe BB2 HL
§ All white and green enchontments cost an extra 2 fo cast. 2/2.
¢ Ihsan’s Shade U eeeee (Ry BBB3 HL

Protection from white. 5/5.
(Ru B2 L6
Do 2 damage to opponent for each white creature opponent contrals.
U eee (Ry BBI AN,4TH
Flying. Pay BB during upkeep or Junun Efreet is destroyed. 3/3.

SC

Juzam Djinn R eeeoe [iTe BB2
Lose 1 life during upkeep. 5/5.
Khabal Ghoul SC R eeee [Sh B2 AN

Gets 0 +1,/+1 token ot end of tum for each creature that was
destroyed that tum. 1/1.

_ |Vodalian Mage &
Force Spike: Although not
overly poent, this one’s fun.
[f you've got a Vodalian
Mage out, your opponent will
usually be careful to keep an
extra mana around. However,
when he only saves one extra
mana for that huge Fireball,
that's when you‘ve got him.

Riiicst 10 s ter saends Use the Mage to soak up that
an additionali1; lost unspent mana, and then
finish off your makeshift
Counterspell with a victory
Spike.
SPIKE
¢ Headless Horseman SC C e QHo B2 16 i Kieldoran Dead SC ( esee MBe B 1A
2/2. : You must sacrifice o creature when Kjeldoran Dead comes into play.
Headsfone INS C eee DCh BI HL : B: Regenerate. 3/1.
Remove furget cord in any graveyard from gome. Draw o cord during  : Knights of Stromgal SC U eeee MPo BB 1A
next tum’s upkeep. g Protection from white. BB: +1/+0 until end of tum. B: First strike
Hecatomb EN R eesse Nih BB] I : until end of tum. 2/1.
Sacrifice four creatures when Hecatomb comes info play. 0: Topo~ : Koskun Falls EW R e RAl BB2 HL

During your upkeep, tap target reature you control or bury Koshkun
Falls. No creature can attack you unless its controller pays an
additional 2 whenever the creature attacks.

Krovikan Elementalist ~ SC U eee  DSh BB A
2R: Give a creature +1/+0 unfil end of turn. UU: Give o creature you
control flying until end of tumn. Bury that creature ot the end of the

: tum. 1/1.

¢ Krovikan Fefish EC C oo HHu B2 1A
: Target reature gets +1/+1. Drow o card ot the beginning of the

3 next turn.

¢ Krovikan Vampire SC U eee (QHo BB3 A

If o creature dies during a tur in which Krovikan Vompire domaged
it, itis put info play under your control. Bury the creature i fKrovikan

Vampire leaves play or your control. 3/3.
§ i y( ( e AMo BBI 1A

Snow-covered swampwalk. 2/3.
RTh B A

U eece

Give forget creature swompwalk.
U eeee DTy BB

BB: Whenever an opponent successfully casts o green spell, look at
that player’s hand and discard o card from that hand of your choice.
BB: Return Leshrac’s Sigil to owner’s hand.

( QHo B3 16

9 U eee
B: Give Werewolf -1/-0 until end of fum. Put a-0/~1 permanent
counter on creatures blocking or blocked by Werewal. Lesser
Werewall’s power may not be reduced below 0 using this abilty.

2/4.

Lich N R e  DGe BBBB ABU
Sacrfice all your Iife. For each point of damage you.subsequepﬂy
suffer, remove one permanent in play. For every point you gain,
diow o card, You lose when you run out of cards in ploy or when
Lich leaves play.

Lim-Dal’s Cohort SEHhCISe DSh BBI 1A
(reatures blocking or blocked by Lim-Dal's Cohort cannot regenerate

: this tum. 2/3.
¢ Lim-Dal's Hex ) eee (Do BI IA

EN
During your upkeep, Hex does 1 damage to all ployers. Eoch player

t the domage to himself or herself.
Toyon por 31 preveS( R "90 MTe 8BB4  ABURAM

Flying, trample. During upkeep, sacifice o creature other than Lord
ofythg Pit o:plord of the Pit does[ 7 damage to you. 7 ]/74
SC

¢ Lost Soul e RAF BB 1G,4TH
i Swompwolk. 2/1
Murshwg]asp 4 INS C o DSh B DK,4TH

Make oll creatures -2,/-0 until end of tum,




Name kind (R Roting Atist Cost SetsFound ~ Name Kind (R Rating Afist Cost  SetsFound Name Kind (R Rating Adist Cost  SetsFound
Description Desaription Description
Mind Ravel SR C o Mle B2 1A P Sorceress Queen SC R eeeee KFo BB  ANRA4TH

Target ployer must discord a cord from his or her hand. Draw a card
ot the beginning of the next tum.
Mindstab Thrull ( (o
If Mindstab Thrull attacks without being blocked, you moy sacifice it
to force the player under attack to discard three cords. If so,
Mindstab Thrull deals no damage. Arists: HHu, RKF, MTe. 2/2.

© Mind Twist SOR R eeees jgg BX
Opponent must randomly discard X cards from hand. All cards in
hond should be discarded if they number less than X.

Mind Warp SOR U eee |Do
Look ot a player’s hand ond discard X cards of your choice from
that hand.

Mind Whip EC
During target creature’s controller’s upkeep, Mind Whip does 2
domage to that player if he or she does not pay 3. That weature is
tapped if Mind Whip deals domage in this way.

Minion of Leshrac SC
Protection from black. During your upkeep, sacrfice o creature or
Minion of Leshrac does 5 domage to you and becomes tapped. T:
Destroy torget creature of land. 5,/5.

Minion of Tevesh Szat ~ SC
Pay BB during upkeep or toke 2 domage. T: Give forget creature
+3/-2 until end of tum. 4 /4.

Mold Demon C R e My BBS
Zu/(ériﬁ(e 2 swamps when casting Mold Demon or bury Mold Demon. :
Mole Worms SC U ewee DGe B2 Wi

T: Top a land. As long as Mole Worms remain apped, that land does
not untop normally during its controller’s untap phase. You may
choose not to untap Mole Womms. 1/1.

Moor Fiend ( eee  AMo B3 A
Swompwalk. 3/3. :
Murk Dwellers SC ( eee DIy B3 DKATH :

If Murk Dwellers attack ond are not blocked, they gain +2/+0. 2/2.
B3 DK :

Nameless Race R eee (QHo
Tromple. Sacrfice * lfe when casting Nameless Race, where * i ot
most the fotal number of white cards all your opponents have in play
and in their groveyards. */*,
Necrite e
IF Necrite attacks without being blocked, you may socrifice it o bury
a target creature controlled by the player under attack. If so, Necite
deals no domage. Artists: CRu, RSp, DTu. 2/2.
Necropotence IN R e
Skip your draw J)huse. 0: Sacrfice 1 lfe to set aside the top card of
your ibrary. Add that cord to your hand ot the beginning of your next
discard phase.
Nether Shadow SC R eee (Ry BB
If three creatures are above Nether Shadow in groveyard, it can
_retun to play during controller's upkeep. Shadow can atfack the
some fum os it enfers orE reenters play. 1/1.

Nether Void R eee " fiffc B3 6 :
Counter oll spels unless their costers pay an extro 3. :
Nettling Imp U eee  QHo B2 ABUR :

T: Opponent's target non-wall creature must attack or die at end of

urn. Play during opponent's tum before his or her attack. 1/1.

Nightmare SC R eees ige BS ABURATH
Flying. Power and toughness equal number of swamps controller
has in play. */*.

Norritt SC( eoee JRo B3 A
attack or be destroyed at end of tum, Play during opponent’s fum
before his or her attack. 1/1.

Oath of Lim-Dal BN R eee
For each point of domage you take or fife you lose, sacrfice one of
your permanents ot discard o card from your.hand. BB: Draw o card.

Order of the Ebon Hand ST (' eeee i BB
Protection from whie. BB: +1/:40 until gnd of tum. B: First stike
until end of fum. Arists: MBe, CRy, RSp. 2/1.

Oubliette EN

Ploce torget creafure out of plgy.

Paralyze B Coeee ppo B
Torget crecture doesn't untap as nommgl, Cregture's contrller may
spend 4 founiop duing upkeep. Tap target reature when Paralyze
is cast.

Pestilence BN ( osees jy B2

B: Do 1 domage fo eﬂ(hAUeamre and ol pluyezs. Discard Pestilence
if there are no creatures in play ot the end of any fum.

Pestilence Rafs
+ gquals the pumher of other Rats in ploy. */3,

Phyrexian Gremlins ~ SC
T Top an arifact. As long as Gremiins remain tapped, that artifact
does not untop nomaly during ifs controllr's untap phase. You may
choose ot fo unfap Gremlins, | /1.

Pit Scorpion (oo 5 B2 6, 4TH
|f Pit Scorpion domages OPponent, opponent gets 1 poison counter.

opponent loses gome i he o she ayer has 10 or more poison

Wi BB F
Priest of Yawgmoth S Cae

ABURATH
¢ Quagmire
B3X A

R ess DTy BB Wi
R eses LWi BEB4 I

R eesee 1gg BBB4 I

16 &

C oo i BB FE
MTe BBB [

ABURATH :

¢ Scathe Zombies SC
: 2/2.
¢ Scavenging Ghoul SC

Season ogf the Witch N
T: Untap a blue creature, T: Opponent's torget non-wall creature must

0sh B3 1%
3 Sengir Autocrat SC

C oses 5}y BB1 m i
: Sengir Bats
ABURATH :

¢ Sengir Vampire SC
ABURATH :

 Sewars of Estark INS
(oo Jhe B2 I

( oeeo 4o B2 LU
i Shimian Night Stalker ~ SC

¢ Simulacrum

Sinkhole

0x S0
Each player sacrifices 1/3 of their life; then they must discord 1/3
the cards in their hand; then they must sacrifice 1/3 of their
areatures; finally they must sacifice 1,/3 of their lands. Round each

loss up.
Me Bl A
T: Sacrifice an artifact and odd to your mana pool enough black
mana to equal its casting cost. 1/2.
N U e Dir B2 16
(reatures with swampwalk may be blocked.

Fovbidden Lore

4

-
o
=
=
=
e
=
—
(=
=
™

__|Forbidden Lore: Being able to boost o
creature’s power by two is nice, but the +1
toughness is even better. If you keep the
Forbidden Lore land unfapped, your opponent
will always have to consider the extra possible
toughness when trying to destroy it. This just
goes o show you thot some of the best Magic
cards are the ones you don’t even have fo use.
Rag Man SC R eee DG BB2

BBB, T: Examine opponent’s hand. Oppenent must randomly discord
o creature, if any ore in hond. 2/1.
SOR

¢ Raise Dead ( eee JMe B
: Bring o creature from your graveyard into your hand. :
¢ Royal Assassin (R eeeee TWi BBl ABURAM :
: T: Destroy any tapped creature. Hey, TW's the subject of an /Q #1 :
feature! 1/1.
Sacrifice INT U e DFr B

Saarifice creature to add to your mana pool black mana equal to
that creature’s costing cost.
(oo My B2 ABURATH
U eeo Mg B3
At the end of tum, add a counter for each other creature placed in
the groveyord that tum. Use a counter to regenerate Ghoul. 2,/2.
R ee
At the end of each player's tum, destroy oll untopped creatures that
could have attacked but did not. Sacrifice 2 life during your upkeep
or Season of the Witch is destroyed.
Seizures EC C ooo

pay 3 or Seizures does 3 damage to him or her.
R eee
When Sengir Autocrat comes into play, put three serf tokens into
ploy. Treat these tokens as 0/1 black creatures. If Sengir Autocrat
|eaves play, bury all serf tokens. 2/2.

SC

Flying. For each creature putinto the graveyard in the same fum that

it was domaged by the Bats. Sengir Bats Receive +1/+1.1/2. (Two

ABURATH :

versions)

I eeee AMa BB3
Flying. Gets +1/+1 counter if a creature dies in tum Vompire
domaged it. 4/4.

R eee MBe BB?

If forget creature is attacking, it may not be blocked until end of tum.
If torget creature is blocking, it neither deals domage to nor tokes
domage from blocking creatures.

U e My BB3
Redirect all domage done to you from o reoture to Shimian Night
Stalker instead. 4/4.

INS U esee HPo Bl ABURATH
Retroactively divert all domage done to you this tum to one of your
creatures.

R R eeee (B BBB W
of :

¢ Soul Exchange

i Soul Kiss
Spirit Shackle {6
 Spails of Evil INT

Spoils of War

¢ Stench of Evil

Syphon Soul

 Takklemaggot £

DKATH =

ABURATH

¢ Thrul Champion SC
ABUR :
Thrull Retainer £C

ABURATH
: Thrull Wizard

Ity BBB oK

JBa Bl L
When torget creature becomes tapped, that creature’s controller must
¢ Touch of Death
DCh B3 HL @

¢ Tourach's Chant EN

( eeo DFf BBI W
¢ Tourach’s Gate

BOOK :

¢ Undle Istvan
G, CH :

T: Make another creature 0,/2 until end of fum. Special
choracteristics and enchantments on creature are not affected. 1/1.

¢ Soul Burn SOR C eee RAl B2 1A

Do 1 damage to any target for each B or R spent above the casting
cost. Gain 1 life for each B spent in this woy. You cannot gain more
life from a creature than its curent toughness and you cannot gain
more life from a player than his or her total life.
SOR U eeee AWg BB FE
Remove o creature from the game to put a creature from your
graveyard in ploy os if just summoned. Add a +2/+2 counter to this
aeature if o Thrull was removed from the game.

EC  ( esee e B2 1A
B: Sacifice 1 life to give creature +2,/+2 until end of tum. You may
spend no more than BBB in this way each fum.
U e  [Be BB 1G,4TH
Put a-0/-2 counter on farget creature every time it taps. Counters
remain even if Spirit Shackle is removed.
R eee (Ho B2 A
Add one colorless mana to your mana pool and gain 1 life for each
artifact or creature in target opponent’s graveyard.
SOR R eeee PVe BX 1A
Put X +1/+1 counter on any number of creatures, distributed ony
way you choose. X is equal to the number of creatures and artifucts
in target opponent’s graveyard.

OR U eeee e BB2 1A

Destroy all plains. Each player tokes 1 damage for each plains he or
she loses this way. Each player may pay 2 for each 1 domage he or
she wishes to prevent.

¢ Stone-Throwing Devils  SC  ( eee  KMe B N
: First strike. 1/1.
¢ Stromgald Cabal SC R eeses Afg BBI A
: T: Sadifice 1 life to counter  white spell. 2/2.

( eeo  MBe B2 16

Do 2 domage to all players except caster. Caster takes life points
equal to damage done by the Syphon Soul.

U e  DGe BB2 16, (H
Put a 0/-1 counter on torget creature during controller's upkeep If
creature goes fo graveyard, its controller chooses a new torget for
Tokklemaggot. If no new targefs exist, Tokklemaggot permanently
becomes an enchantment and does 1 damage during upkeep fo the
controller of the last creature Tokklemoaggot enchanted.

IN

¢ Terror ( eeee RSP B  ABURATH
3 Bury target creature. Connot target black or arfifact creatures.
¢ Timmerian Fiends R e MK BBI HL

Remove Timmerian Fiends from your deck if not playing for ante
BBB: Sacrifice Timmerian Fiends to bury farget artifact owned by any
pp into your graveyard. Put Ti Fiends into that
opponent’s graveyard. This card change is permanent. The opponent
may onte an addifional card to counter this effect. 1/1
R eeee [Ge B4 FE
All Thrulls get +1/+1. T: Toke control of target Thrull. When Th’m!f
Champion leaves your control or leaves play, you lose confrol of
Thrull Champion. 2/2.

U eeeo RSp B fE

Give torget creature +1/+1. Sacifice Thrull Refainer o regenerate

the creature it enchants. )
S AMo B2 Ft

|| oo
Bor3

B1: Counter target black spel unless caster poys an cddifiono! B
(play os an intemupt). 1/1.
: Torture B (oo M B k
: B1: Place -1 /-1 token on creature Torture enchanfs. (fwo Versions
¢ Touch of Darkness INS U eee PVe BO

o ond of

Change the color of one or more farget creatures fo black unif end

turn. Choose which and how many creatures are targeted

SOR C e MBe B? 1A

Touch of Death does 1 damage to any ployer and gives you 1 life

Draw a card at the beginning of the next turn

U ee  RKF BBI FE

Do 3 damage fo any player who puts a forest into play without

putting a-1/-1 counter on o creature he controls.

EL R ee SEv BBI FE
You may only cast Tourach’s Gate on a land you control. Sacrifice 0
Thrull to put 3 time counters on target land. Remove o fime counter
during upkeep, burying Tourach’s Gate when there are no f
counters on it. 0: Tap the lond Tourach's Gate enchants fo g
your attacking creatures +2/-1 until end of fum

Transmutation NS ( eo0  SV(
Target creature’s power and foughness ore s

Effects alrering power alter toughness instead, ond vice versa
i e SC %l eoe G BBBI DK.4TH

(reatures cannot damage Undle fstvar

© o Underworld Dreams  EN U eeeee By BEB 16
: Do 1 damage to opponent for each cord drawn

¢ Unholy Strength ( eoo DSh B ABURATH
: Torget creature goins +2/+1

* Vampire Bats SC (e AMo B 16,4TH

counters. 1/ 1 5 t SOR C eee SEv BB ABU : Flying. B: Give Bats +1,/+0 until end of tum. Only BB may be spent
Plague Ra’s b C Coo g B2 ABURAMH Destroy a land. 3 this way per tum. 0/1
power and 10U 5 €9ual numbey of Plague Rats in play. */*. i Songs of the Damned ~ INT (e PVe B 1A ¢ Veldrane of Sengir SC R ees SVC BBS HL
s Add B to your mano pool for every creature in your graveyord. 3 BB1: Forestwalk ond -3/-0. 5/5
o psticed/BOme! —ARY i (U Comulative Upkeep  EC Enchont Greotuie EL Enchent Lond W Enchant World INT Interpt SC Summon (reehae
AC Avfoct Ceatve R Gurent Raiiy £A Enchont Atifoct EE Enchont Enchoniment EN Enchaontinent INS Tnstont (AN Lond SORSortery

FEBRUARY199I>_QIO7

DTbHew

yyeb ayjy :

Burtaa

8 3 ®» £ » 1T @

Pt




P

o

MyYA G I C

BLACK /  BLUE

Pl IEaliyi’eNniNs g uide

CGATHERTITING

Name knd (R Rofng Afst Cost  Sets Found creature with power and toughness equaling ifs casting cost; torget
Desaipton : retoins original abilifes. :

Walking Dead SC_C eeee Dir Bl 16 - Anti-Magic Aura EC  C oeee [Sh U2 6 :
B: Regenerates. 1/1. : Destroy all enchantments on target creature, which cannot be

Wall of Bone SC U es AMo B2 ABURATH : targeted by any other instants, sorceries, or enchantments.
B: Regenerates. 1/4. Apprentice Wizard SC ( eee DFr UUI DK, 4TH

Wall of Putrid Flesh SC U ee RIh B2 GHs U, T: Add 3 to your mana pool (ploy as on interrupt). 0/1
Protection from white. domage done to Wall of Putrid Flesh by ¢ Amilot's Ascent EN C eee DIy UUI A
enchonted reatures s reduced to 0. 2/4. : CU: U. 7: Torget creature gains flying until end of tum.

Wall of Shadows SC ( ese PVe BB 16, CH : Azure Drake SC U eee DR U3 LG, CH
damage done fo Wall of Shadows by creatures it blocks is reduced Flying. 2/4. :
10 0. Wall of Shodows may not be targeted by effects targefing only  : Baki's Curse SOR R ee Nl UU2 HL

walls. 0/1.
Wall of Tombstones SC
*=the number of creatures in your groveyard. 0/1+*,
Warp Artifact EA R eee AWe BB
Do 1 damage fo target artfact’s controller during upkeep.

deats ) damage 19 76t when

Moacycdanges
remmonat. peat thees Gt counten en
Aotcychungry @ dut tinke. Dwing your wpkerp,
P ewe e amgntes 0p Mencydunga |
0 Sacrifics Meneychengsy o guin | Iife for each * {
apdis commrer o 0. Use i abéliry enly duting

Weakness EC  ( eeee [DShH BO ABURATH
Target creature loses -2/-1. :
Withering Wisps EN U eeee Nth BBI A

B: Do 1 domoge to each creature and all players. You may not spend
more B than the number of snow-covered swamps you control.
Destroy Withering Wisps if there are no creatures in play a end
Will-0"-The-Wisp SC R esese JMy B ABURAH
Flying. B: Regenerates. 0/1.
SOR

Word of Binding ( eee RSp BBX DK,4TH
Top X creatures.
Word of Command INS R e My BB ABU

Examine opponent’s hand. Play a sorcery or instant of your
choosing from opponent’s own cards in hand if you may do so
legally using his or her available mana.

Worms of the Earth IN R e
No new land may be put into play. During any upkeep, any player
may destroy Worms by sacificing 2 lands or 5 life.

Wretched, The SC R eee (Ry BB3 LG, CH
After combat, toke control of all creatures blocking The Wretched.
You lose control of such creatures when The Wretched leaves play or
your control. 2/5.

Xenic Poltergeist SC R eee Dfr BBI
T: Turn target non-creature arfifact info on arfifact reature with both
power and toughness equal to ifs casting cost and with ifs original
abilities. This effect lasts until your next upkeep. 1/1.

Yawgmoth Demon SC R ee  SEv BB4
Flying, first strike. During your upkeep, socrifice one of your arifacts
Yawgmoth Demon taps to do 2 domage to you. 6/6.

Zombie Master R e IMe BB1 ABURATH

All zombies in play gain swempwalk and may regenerate for B as
long os Zombie Moster remains in ploy. 2/3.

Acid Roin TSR R eee
Destroy ol forests in play.
Fther Storm EN U eee  MTe 3U HL

No summon spell may be cast. Any player may poy 4 life to bury
fether Storm. Effects that prevent or redirect damage may not be
used 1o counter this loss of Iife.

IOSM'QUEST

Ue DF BI i :
¢ Backfire £C
ABURATH

concealment? Have you ever defeated |

an enemy you didn't know existed?™
L
Uns,

Bolduvian Conjurer SC

/2.
: Balduvian Sheman SC

: Binding Grasp £C

Blue Elemental Blast INT

Ao 8832 oK

10, 4TH

Chain Stasis
AQ,CH

¢ Control Magic £

e Copy Artifact

Does ot affect artifact creatures. Target ortifuct becomes artifuct

Baki's Curse deals 2 domage to each creature for each creature
enchantment on that creature.

U e BSH U

For each point of damage done you toke from target creature,
Backfire does a point of domage to creature’s controller.

LG,4TH

_| lcatian
Moneychanger &
Spectral Shield: The
Moneychanger would be @
prefty good card if he wasn’t
50 easy fo kill. fce Age's
Spectral Shield provides the
answer fo this little problem.
Will your opponent woste o
T disenchant on o a card that

s isn't even hurfing him?
Probably not. So when you're
ready for a nice life boost, just
sacrifice the Moneychanger
and cash in. Cha-ching!

U oo  Me Ul 1A
B: T;m a snow-covered land into 0 2/2 areature until end of tum.

( oo
T: Change the text of o white enchantment you control that doesn’t
have o cumulative upkeep by switching one color word with another.
That enchontment now has CU: 1. 1/1.

Pay 1U during upkeep or bury Binding Grasp. Gain control of target
areature, which gains +0/+1.
( ese RTh U  ABURATH

Counter o red spell being cast or destroys o red card in play.

© Boomerang ( eoeo §Sn U LG, CH

; Return torget permanent to owner’s hand. 3
© Braingeyser SOR R eeee e UUX ABUR :

: Torget player must draw X cards.

¢ Brainstorm INS

Draw three cards, then put any two cards from your hand on top of
your library in any order.

 Breath of Dreams BN U eee PRo UUZ I
: CU: U. Green creatures require an addifional CU: 1. :
Brine Hag SC Ue QHo L2 L6

If Brine Hag goes to the graveyard, oll creaturés thot dealt domage to
Hag that tum become 0,/2. 2/2.

INS R oo
Tap or untap target creature. Controller of torget creature may pay U2
o have Chain Stasis tap or untap another target creature.

¢ Uairvoyance INS  C eoo e U A
: Look at target player's hand. Diaw a card ot the beginning of the
next tum,
Clone SC U eeoe JBg U3 ABUR

Clone acquires all characteristics, including color, of torget creature

in play. Clone retains these charateristics even if target creature is
destroyed. */*.

U eeeee DWi UU2 ABURATH
Control target reature unfil enchontment s discarded or gome ends.

R eees AWe Ul ABUR
Duplicate any ortifact in play. Treat duplicate os both enchantment
and artifact.

¢ Dance of Many EN

Deep Spawn

Deep Water EIN (oo

 Deflection

Drafna’s Restoration

¢ Drain Power

Dreams of the Dead

OHo U 1A Enchantment Alteration

|| eeee RID U3 1A

( eoee (Ry U 1A

¢ Essence Flare

Pio U M

Flash Flood

Nome Knd (R Rofing Adist (ot Sets Found Name Kind (R Rofing Adtist Cost  Sets Found
Desaiption Description

: Air Elemental SC U eeve RTh UU3 ABURATH : Coral Reef EN (nee  AWe UU HL
: Flying. 4/4. : Put four polyp counters on Coral Reef. 0: saaifice an Island for 2
: Amnesia SOR U ees  fiPo UUU3 DK : polyps. U: tap and place +0/+1 counter on target blue creature you
: Examine torget player’s hand. Target discards oll norand cards : control. Remove 1 polyp counter.
2 in hand. ¢ Counferspell INT U eeeee MPo UU AB,URATH,IA
¢ o Ancestral Recall INS R eeeee MPo U ABU : Counter target spell as it is being cost.
: Torget player must draw 3 cards. ¢ (reature Bond EC C e AMa Ul ABURATH
: Animate Arfifact EA U eee DSh U3 ABURAIH : If target creature goes to the graveyord, do domage equaling

creature’s toughness to creature’s controller.

R eee SEv UU DK, CH
When casting Dance of Many, choose o creature card in ploy. Put
token creature in play ond treat it as if you have just summoned o
duplicate of the target creature. If either the token or Donce of Many
leaves play, both must be destroyed. Pay UU during upkeep or
destroy Dance of Many.

¢ Dandan SCVC . Dlu W AN, CH
Cannot attack if opponent has no islands. Destroyed if you have no

: islands. 4/1.

: Dark Moze SC Cee RA U4 HL

0: Dark Maze can attack this turn. At the end of tum, remove Dark
Maze from the gome. Dark Moze cannot attack the tum it comes
under your control. (Two versions)
SC U eee  MIe UUUS FE
Trample. Take top 2 cards from your librory and put them in your
graveyard during upkeep or destroy Deep Spawn. U: Deep Spawn
- may not be farget of spells or effects until end of tum. Tap Deep
Spavi if it wos untapped. Do not untap Deep Spawn as normal
during your next untap phose. 6/6.
Me UU DK

U All mana-producing londs under your control produce U until end of

tum instead of their usual mona.
INT R eeeee MRg U3 A

Torget spell with one target now targets o legal tulrjg;t of your choi{%

Devouring Deep SC C e Do

Islondwalk. 1/2.
SOR C e AWe U AQ

Toke os many artifacts os you like from forget player's graveyard ond

place them on top of his or her library in any order.
SOR R eeee DSh UU ABURATH

Opponent must draw ol mana from available lands. All mana in
opponent’s mana pool becomes yours.

Dream Coat EC U eee AW U 16
Chonge target reature’s color o another color (ploy as on inferrupt).
? U eee HHy U A

U1: Put o white or black creature from your graveyard into plqy_ as

though it were just summoned. That creature now has an additional

CU: 2. If the reature leaves play, remove it from the game.
[ g o Ul

 Drowned 0K
: B: Regenerates. 1/1.
erSpavgn i SC R My Uuud 16

Cannot be blocked by red creatures. Sacfice an island during upkeep
o bury Elder Spawn undS lose 6U|ife. 6/6.

Electric Eel ( e MU oK

RR: Give Eel +2,/+0 and Electric Eel does 1 damage to you. Lose 1

lif ing Electric Eel. 1/1.
fe when summoning &‘S( U ./... BSn U 6, CH

Switch forget enchantment from o creature to another of from o lond

to another. The enchantment’s controller does not chnge.

Enchantment Alteration has no effect if new torget is nof valid.
EN

: Energy Flux U eee KFo U2 AQ,R 4TH
i Fach arfifuct requires 2 during upkeep or it must be destroyed
¢ Energy Tap SOR C ee  DGe U LG,4TH

Tap torget untapped reature you control. Add colorless mana equal
to torget creature’s casting cost fo your mana pool

¢ Enervate NS Ce WU

: Tap torget creature, land, or artifact. Drow o card at the beginning of
the next turn.

: Erosion L ee  PVe UL DK, 4TH
Destroy torget land unless its controller pays 1 or sacrifices 1 lfe

: during upkeep.

: Errun!Migiog EC Ce HMe U2 A

During target reature’s controller’s upkeep, Errant Minion deals 2
domage fo him or her. He or she moy pay 1 for each domage he or
she wishes to prevent from Errant Minion.

( eee RKF U 1A
Torget creature gefs +2/+0. Put o -0/-1 counter on the creature
during each of ifs controller's upkeeps.

* Feedback U ee QHo U24 AB,UR,4TH
: Do 1 domage fo controller of target enchantment during upkeep.
. Field of Dreams !R f'“ Ko U 16
¢ The top card in every library plays face up.
* Fishliver 0il £C IkC eso Ao Ul AN, CH
: Give target creature islandwolk.
* Hash Counter INT Crs.;ﬁ Hie U1 16
o ]
Counter target lmelrupt&rsms ug f - 16, G

Destroy red permonent of refur mountain fo owner's hand. Destroy

: t land.
: F“gh?n(hummenrsonturgeE( C oo Mo U ABURATH
: has fiying.
HoodTarget creature now as[Nymg( o i B
UU; Top torget nonlying creature.
* Flying Men S esee (Ry U AN
Flying. 1/1




Name kind (R Rofing Atist Cost Sets Found Nome Kind (R Rafing Adist Cost Sefs Found Nome Knd (R Rofing Adist Cost Sets Found
Description Description Description
Force Spike INT C oo BWoU 16 : Invoke Prejudice EN R ee  HMc UUUU 16 Merchant Scroll SOR C eee: |Dgh Ul HL

Counter target spell unless its caster spends 1 extra colorless mana.
Force Void INT Ue MTe U2
Counter target spell unless its caster spends 1 extra colorless mana.
Draw a card at the beginning of the next tum.
Forget SOR R eee
Torget ployer chooses and discards 2 cards from his or her hond. If
that player doesn’t have enough cards, discard the whole hand.
Player then draws os many new cards os were discorded.

Island Fish Jusconivs ~ SC R oo My UUU4
M U W

(GATH

Counter an opponent’s spell summoning a creature of a color
different from one of the creatures you control unless caster pays an
extra X, where X is the cost of the spell being cast.

ANRATH
Pay UUU during upkeep to untap. Cannot attack unless opponent has
islands in play. Destroyed immediately if controller has no islonds
in play. 6/8.

Jinx INS C oo MK Ul HL

Gaseous Form EC C e PR U2 Target lond becomes basic land of your choice unfil end of tum. Draw
Target creature deals nor recieves domage in combat. - o card at the begining of the next tum’s upkeep.

Ghost Ship U eeee TWi UU2 DKATH : Jump Cee MPo U ABURATH
Flying. UUU: Regenerates. 2/4. : Target reature has flying until end of tum.

Giant Albatross SC C ee DCh U HL : Juxtapose SOR R eee JHo U3 LG, CH

Flying. U1: Bury all creatures that damaged Giant Albatross this tum.

The controller of any of those creatures may pay 2 life to prevent that

creature from being buried. Effects that prevent or redirect domage
cannot be used to counter this loss of life. Use this ability only when
Albatross is put into the graveyard from play. (Two versions)

Giant Oyster SC
You may choose not to untap Giont Oyster during your untop phose.
T: Torget topped creature does not untap during its untap phase os
long s Giant Oyster remains tapped. During your upkeep, place o

-1/-1 counter on torget creature. if Giont Oyster leaves play, all
counters are discarded.

Giant Shark SC Coee  TWi US DK
When Giant Shark blocks or is blocked by a creature that has been
domaged this tum, Giant Shark gets +2,/+0 and trample until end of
turn. Giant Shark cannot attack unless opponent controls on island.
Giont Shark is buried immediotely whenever its controller controls no
islonds. 4/4.

Giant Tortoise SC (e Ko UI AN, 4TH
+0/+3 while untopped. 1/1. ‘

Glacial Wall SC U eee DWi U2 i
0/7. :

Glyph of Delusion INS Ce SVCU 6 :

Put X counters on 1 target reature blocked by torget wall, where X
is the power of the blocked creature. Creature does not untap as
normal while it hos ony such counter on it. Remove o counter during
creature controller’s upkeep.

High Tide INS  C eoos fhii U FE
Alislands produce an additional U yntil end of turn.

Artists: AMa, DTu, AWe,

Homarid SC Ce M U2 FE
Put o tide counter on Homarid when bringing it into play and during
upkeep. Homorid gefs -1,/-1 if it has one tide counter and +1/+1
when it hos three fide counters. Remove ol counters when there are
four tide counters on Homarid. Artists: QHo, HHu, MTe, BWa. 2/2.

Homarid Shaman SC R ees AWe UU2 FE
U: Tap torget green creature. 2/1.

Homarid Spavning Bed  EN
U1 Soifice a blue creature to put X Camarids, which are 1/1 blu
reatures, in ploy, where X i the casting cost of the sacificed creature.

Homarid Wartior — SC( ee i U4
J: Homarid Warrior may not be the target of spells or effects unti
end of tum. If Homarid Warior is untopped, top it. Do not untap
Homarid Warrior as normal during your next untap phase.

Atists: RAF, DGe, DSh. 3/3.

HurkylI'sRecall  INS R eee NTh Ul AQRATH
Refur all rfifacts in play owned by torget ployer to owner's hand;
enchantments on those artifocts are discarded.

Hydroblast ) ( eee Ko U A
Counter o red spell being cast or destroy  red permanent. :
Iceb U eee

erg

Pyt X ice counters on Iceberg when it comes into play. 3: Put an ice
counter on lceberg. 0: Remove an ice counter to add one colorless
mana o your mana pool.

Prison R oo
Place target creature out of play. Duing your upkeep, destroy ley
prison. Any ployer may pay 3 to prevent this.

{llusionary Forces SC oo
Flying. CU: U.4/4.

jonary Presence SCo R

(U: U. During your upkeep, llusionary Presence gets the londwalk

abilty of your choice unfil next rum, 2 /2.

lysionary Terrain BN U eee gy 1A

CU: 2. Allbusic lands of one type are changed to basic lands of o
different wl)e of your choice,

sVl SC o
Flying, first stike. CU: U. 7 /4.

(ons Df GrgndBU[ EN R eee

U: 2. Goin 20 ife when lusions of Grandeur comes into play. I

fusions of Grandeut leaves play, you must sucifice 20 Ife.

[llus

MPo U4 1A

he Eye 01 41 :
Int Counter allinstonts ond intermupts ynless caster pays an extra X,
where Xis the cost of ";ﬁsspell being cast.
56 : Yol
Ik Unfop torge! creatue, lond, or artfoct, Draw o cord ot the beginving
of the next fum.

: Krovikan Sorcerer
U eoee Nle UU2 HL

: Labyrinth Minotaur S
Land Equilibrium
¢ Leviathan

¢ Lifetap ]

¢ Lord of Atlantis

U eeee Sh LU fE
e b

IMeUUX I

Magus of the Unseen  SC
Mo LU W

IHa U3 "
see  fFo U1 W

Mana Short INS

Mana Vortex
Qo U3 W
¢ Marjhan S
Re (R U2 6

Ceo R U2 i

Caster ond target player each choose their highest-<asting-cost
creature ond exchange control of them, then doing the same for
artifacts. Do not trade artifucts or creatures if one player has none

of them.
SC ( oee

T: Discard a cord from your hand end draw o card. If you discarded o
black card, drow two cards instead, keeping one and discarding the
other. 1/1.
(oo AMa U3 HL
(reatures blocked by Lobyrinth Minotaur do not untap s normal
during their controller’s next untap phase. 1/4 (Two versions)

? R eee My UU2 16
If opponent hos ot least as much land in play as you, he or she must
sacrifice o land for each new one opponent puts in play.

R eee Mg UUUUS  DKAH

Trample. Leviathan enters play tapped. Sacrfice two islands during
upkeep to untap Leviathan. Sacrifice two islands to attack with

Leviathan. 10/10.
U eeee AMg UU  ABURATH
Gain 1 life whenever opponent taps a forest.
SC R eee MBe UU ABURATH
While Lord of Atlantis is in play, all Merfolk in play gain islandwalk
ond +1/+1.2/2.

IhiddeiPach

THELONITE MONK HIDDEN PATH

Magical Hack INT R eeee Bo U  ABURATH
Change the fext of a card being played or in play by switching one
basic land type with another.

R eeeee Kfp U] A

U1, T: Untap one of opponent's artifacts and gain control of it until

end of tum. If itis an artifact creature, it may attock and you may

use any abilities that require tapping to activate. 1/1.

Mahamoti Djinn SC R eeeeo DFr U4  ABURATH
Flying. 5/6.
Mana Drain INT U eeeee fTe UU 16

Counter target spell. At the beginning of your next tum, toke colorless

mana equal fo costing cost of spell.
R eeee [Wi U2 ABURATH
All opponent’s lands are tapped; opponent’s mana paol is emptied.
Opponent is not domaged by unspent mano.
N R ee DSh U DK
Sacrifice o lond when casting Mana Vortex o it is countered. Al
players who control land must sacrifice a land during upkeep. Mona
Vorfex is destroyed whenever there are no londs in ploy.
(

Does not untap during your untap phase. Cannot attack if defending
player controls no islands. If you control no islands, bury Marjhan.
UU: Saarfice o reature to untop Marihon. Use this ability only during
your upkeep. UU: -1/-0 until the end of tum. Marjhan deals 1
damage to torget attocking creature without flying. 8/8.

Memory Lapse INT (e MEe U1 HL

PMo U2 n

01d Man of the Sea SC

R esee DG LS H:

Search library for blue instant or interrupt. Show cards to oll
: opponents and place in your hand. Reshuffle librory ofterwards.
: Merchant Shir Ree TWal AN
: Gain 2 life if Merchant Ship attacks ond is not blocked. Cannot attack
if opponent has no islands. Destroyed if you have no islands. 0/2.
¢ Merfolk Assassin SC U eee DDe UU DK
: T: Destroy forget creature that has islndwolk. 1/2.

Mn]l(/t:fﬂuel’wﬂridm SC Cee IMe U ABURATH
| Mersene B C oo Mui U2 fE

Put 3 nef counters on Merseine when it is cast. Torget creature does
not untap as nomal if any counters remain. Creature’s controller may
pay casting cost of turget creature fo remove counters.

Artists: HHu, MOK, DTu, PVe.

© Mesmeric Trance EN R eee DFr UUI 1A
i (U:1. U: Discord a card from your hand fo draw o cord.
: Mind Bomb SR U e Me U DK, 4TH

Do 3 domage to each player. Players may discord up to 3 cards. Fach
discarded card prevents 1 domage from Mind Bomb to that player.

¢ Mistfolk SC C eee Qo UU 1A
: U: Counter any spell thot targets Mistfolk. 1/2.
S R eee DIy U2 1A

: Musidian
: CU: 1.T: Put 0 music counter on torget creature. During that
creature’s controller's upkeep, he or she pays 1 for each music
counter, or the reature is destroyed. 1/1.

© Mystic Decree EW R eee (Do U2 HL
: All creatures loose flying and islondwalk.
¢ Mystic Might E ° Ne U 1A

R
CU: U1. 0: Tap land Mysfic Might enchants to give o creature +2/+2
until end of tum.

© Mystic Remora BN Coee KMel A
: CU: 1. You may draw a card whenever torget opponent successfully

casts a nonreature spell. That player may poy 4 to counter
this effect.

Narwhal R eee

hal S DCh U2 HL
Firststike, Protection from red. 2/2.

__| Thelonite Monk &
Hidden Path: f you pull
this combo off, it's almost an
assured game winner. Load
up on a bunch of creatures,
including the Monk. Casually
turn one of your opponent’s
lands into a forest. Then,
when your opponent least
suspeds if, throw down
Hidden Path and swarm
through the trail created by
your Monk. Just don’t play
the Path first, or there’s no

way your opponent will let
your Monk survive.

R eeee SV( LN AN
T: Control creature of power less than or equal to the Old Man's. May
choose not fo untap Old Man. You lose control of target creature if
01d Man becomes untapped or if its power becomes greater than the
0ld Man’s. 2/3.

* Part Water SOR U eee NTh UXX L6
: Give X target creatures islandwolk until end of turn,

: Phantasmal Forces SC U e  MPo U3 ABURAH
3 Flying. Pay U during upkeep of card is destroyed. 4/1

- Phantasmal Mount SC U eeee MBe Ul 1A

Flying. T: Target creature you control, which has foughness less thon
3, gains flying and gets +1/+1 until end of tum. I either creature
leaves play before end of tum, bury the other. 1/1.

- Phantasmal Terrain EL C eeee DWi UU ABURATH
Target lond switches to ony basic land type chosen by caster

- Phantom Monster SC U eeee My U3 ABURATH

: Flying. 3/3.

: Pirate Ship SC R eeee TW§ U4 ABUR4MH

T: Do 1 damoge to any target. Connot attack unless opponent has
islands in ploy. Destroyed immediately if controller has no islonds

: in play. 4/3.

: Polar Kraken SC R eee WTe UUUS 1A
Tromple. CU: Sacrifice a lond. Comes into play fapped. 11/11.

: Portent ( ooee [y | [}

You may look at the top three cards of one player's fibrary. Either
shuffle that fibrary or put the three cords back on top of the librory in

g EC : ; S
isibility ( eeeo Apa UU ABU Counter torget spell. Put that spefl on top of its owners library. (Two any order. Draw o card at the beginning of the next fum.
lnvmm,gel creature may only be blockeq by ol versions)
o pesticed/Bd — ART kg (U Comulofive Upkeep ~ EC Enchant Creature £ Enchant Lond EW Enchant World INT [nterrupt $C Summon (reohre
AC Adifod (reatvre R Cument Rorty EA- Enchont Atifoct £ Enchont Enchontment EN Enchontment < INS Instont AN Land SOR Sorcery
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Nome
Description :
Power Arfifact EA U ee  DSh UU AQ :

Reduce the acfivation cost of o target artifoct by 2. Activation cost
becomes 1 if Power Atifact would reduce activation cost below 1.
Has no effect on artifacts with an activation cost of 1 or less.
Power Leak EE C ee DIy Ul
Torget enchantments requires 2 during upkeep. Power Leak does 1
domage fo torget enchantment’s controller for each unpaid mana.
Power Sink INT
Counter target spell unless its caster spends X more mana. Target
spell’s caster must spend all availoble mana from lands and mana
pool until X is met.

Prodigal Sorcerer SC  ( eeee DSH U2
T: Do 1 damage to any torget. 1/1. :
Psionic Blast INS U eeee DSh U2 ABU :
Do 4 domage to any torget and 2 domage to you. :
Psionic Entity SC R ee  JHo U4

T: Do 2 domage to ony target and 3 domage to itself. 2,/2.
Psychic Allergy N R
(Choose a color when Psychic Allergy is cast. Do 1 damage for each
card of this color an opponent contrals during his or her upkeep.
Sacrifice two islands during your upkeep or destroy Psychic Allergy.
Psychic Purge SOR
Do 1 damage to any torget. If opponent causes you to discard
Psychic Purge, opponent must sacrifice 5 life.
Psychic Venom L C ee  BSH Ul
Do 2 damage to torget land’s controller whenever torget lond is
tapped.

Puppef Master EC U eee SEv UUU 16, CH : the destroyed lond is an island. 5/6. :
If torget creature goes to the graveyard, retum areature o owner's  :  Serendib Efreet SC R eeee AMg U2 ANR
hand and destroy all enchantments on it. You may pay UUU to refum : Flying. Does 1 domage to you during upkeep. 3/4. :
Puppet Master to its owner’s hand if this happens. ¢ Shyft SC R eee RIh U4 I :

Ray of Command INS
Untap forget creature controlled by opponent and take control of it
unfil end of tumn. You can use that creature fo attack or use abilities
that require fapping.

Ray of Erasure INS ( oo
Torget player must take the top card of his or her library and place it
in his or her graveyard. Draw a card o the beginning (R’

Reality Twist EN R e
CU: TUU. Instead of their normal mana, plains produce R, swamps
produce G, mountains produce W, and forests produce B.

@ Recall U eeeee BSy UXX
Saaifice X cords in hand to bring X cards from your groveyard info
your hand, then remove Recall from game.

Reconstruction SOR ( eee Mg U
Bring an ortifact from your graveyard into your hond :
Reef Pirates SC C e TWa UUI H :

If Reef Pirates domage an opponent, opponent fakes the top cord
from his librory and puts it in his graveyard. 2/2. (Two_versions)
blocked o blue creature or a blue creature blocked Sea Troll. 2/1.
Relic Bind EA R ee (Ru U2
When torget artifact is tapped, Relic Bind's controller may do 1
domage or give 1 life to any player.
INT

Remove Soul ( oo BSn Ul
Counter torget summon spell.
Reset INT U ee

Untap ll your lands. Reset may only be played during opponent’s
fum after his or her upkeep.
Reverberation INS
Redirect domage from a sorcery to ifs caser.
Reyeka, Wizard Savant  SL R eee
Reveka does 2 domage to creature or player and does not untap
during your next untap p:;gse. 0/1.
|

Riptide Coeo RAF U X
Top all blue creatures. ¢
River Merfolk R eeee DSh UU FE

U: Give River Merfolk mounfainwalk .unfil end of tum. 2/1.

Sage of Lat-Nom SC Ce  Pe Ul MG

T: Draw a cord from your library. Each time you do this, place one of
your artifacts in play in the graveyard.1/1

Sea King's Blessing INS U ee  RAF U
(I'mnge the color of any number of forget creatures fo blue until end
of fum.

Sea Serpent SC IMe U5 ABUR4TH
Cannot attack unless opponent has islonds in play. Bury it
immediately if controller has no islands in play. 5/5.

Seasinger SC U eee
T: Gain control of torget creature if its controller controls ot least one
island. You lose control of torget creature when Seasinger leaves
play, leaves your confrol, or becomes untapped. You may choose to
leave Seasinger tapped. Bury Seasinger whenever you have no
islonds. 0/1.

( oo

ABURATH

C esse R UK ABURATHIA
ABURATH :

64TH

esee il UU3 K :

Cose SV U l5i

ABURATH :
¢ Serendib Djinn SC

C oosee fillc U3 n i
 Sibilant Spirt e
MRo- U n i
¢ Silhouette

the next fum, :
Jer U 1AL =

16,CH

MR

© Sleight of Mind INT

64T
: Snow Devil

16,CH
¢ Snowfall
Nle U 6

R eeee JHg UL 6 :
¢ Soldevi Machinist SC
SV Uu? HL

: Soul Barrier

Spectral Cloak

¢ Steal Artifat FA

AWe UU1 FE 2

i Svyelunite Priest SC

U: Regenerate. Use this ability only during o turn in which Sea Troll

LG, 4TH

wos blocked or in which Sea Tro blocked o Creature. 2/1
¢ Segovian Leviathan SC U eee

MBe U4
Islandwalk. 3/3.

Elves of itcp Shindow

R ee

Flying. Destroy one of your lands during upkeep. Toke 3 domage if

During your upkeep, you may change the color of Shyft to any color
or combination of colors. 4,/2.

Flying. When Sibilant Spirit attacks, defending player may draw a
card. 5/6.

INS U e

Prevent all domage done until end of tum to target creature by spells
or effects targeting it.

i Silver Erne SC U eee
: Flying, trample. 2,/2.
Sinbad SC U e JBo U1 AN, 4TH
i T:Dow new card, you may only keep it if it's a lond.1 /1. :
: Siren's Call INS U eee AMg U  ABURATH :

All of opponent’s creatures thot can attack must do so or die at end
of tu. Siren’s Call can only be played on opponent's tum before his
or her attack. Just-summoned aeatures ore nof affected by

Siren’s Call.

(Change the fext of o card being played or in ploy by switching one
color word with another.

( ooe
Target creature gains flying. As long as you control any snow-covered
lands, that creature olso gains first strike when blocking.

N
CU: U. Islands may produce on addition U when topped for mana.
Snow-covered islands may produce either an additional UU or an
additional U when tapped for mana. This mana is usable only for
cmulative upkeep.
U ee

activation costs only. 1/1.
N U e
Target opponent takes 2 damage whenever he o she costs o
summon spell. That player may pay 2 to prevent this domage.
EC U eeeo RAl LU LG
Torget creature may not be fargeted by spells or fast effects unless it
is tapped.
1

¢ Spell Blos INT  ( eeee BSn UX ABURATH
: Counter torget spell; X is casfing cost of farget spell.
tasis R eee FJo Ul ABURATH

Cards do not untap os norml. Pay U during upkeep or Stasis is
desr!oyed; cords still don't untop unfil next untap phase.

U eeo  AWe UU2 ABURAH
i Take control of forget arifact.
¢ Sunken Gity BN Coese iy LU DKATH

Al Blue creatures gain +1 /+1. Pay UU during your upkeep of
destroy Sunken City.

|| eee
UU, T Target creature may not be targeted by spells or effects until
end of turn. Use this ability only during upkeep. 1/1

Ao UU2 W
¢ Tidal Flats

R eccee RS[! U5 A
Tidal Influence IN U ee
KFo U4 16

MBe U3 %
Time Elemental SC

o Timetwister
U seeee lig U ABURAIA :
KMe U1 I
(oo PR U2 I :

e U1 .
T: Add 2 colorless mana to your mana pool. Use this mano for arfifoct

file U2 W

RSp U1 fE

Nome Kind (R Rofing Adfist Cost ets Found Nome Kind (R Rating Adist Cost Sets Found
Desripfion Description
¢ Sea Spirit SC U eee RA U4 IA ¢ Tangle Kelp EC Uee PA U DK
: U: +1/+0 until end of tum. 2/3. : Target creature stays topped during untap phose if it attacked last
: Sea Sprite SC U eee SVC Ul HIE tum. Tap target creature when Tangle Kelp is cast.
: Flying. Protection from red. 1/1 ¢ Telekinesis INS R ee  DGe U 16
¢ SeaTroll SC Ue DGe U2 HL : Torget creature deals no domage in combot this tum. It is tapped and

moy not untap normally during its controller’s following two

z untap phases.

¢ Teleport INS DSh U LG, CH
i Torget creature may not be blocked this tum. Ploy ofter attack is
declored but before blocking is chosen.

R eee

__|Derelor & Elves of
Deep Shadow: Derelor's
penalty can be pretty fierce in
a heavy black deck, but what
if you're not using that much
black? Sure, it's no Juzam
Djinn, but it won't cost you
an arm and a leg either. A
heavy green deck with Birds
of Paradise and Elves of Deep
Shadow can pop out these
4,/4 beasties in no time. And
the best part about it? You
won't have fo deal with the

penalty.
DEEP SHADOW

Thoughtlace INT R eee MPo U  ABURATH
Change the color of a card being played or already in ploy fo blue.
1

¢ Thunder Wall SC U eee RIh UU

Flying. U: +1/+1 unfil end of tum. 0/2.

r EN Cee MU FE
UU: All of your creatures that are blocking nonlying creatures get
first strike until end of tum. Attacking player may pay 1 for each
attacking creatures to prevent Tidal Flats from imparting first strike to
that creature’s blocker. Arfists: RAI (two versions), SEv.

Wi U2 FE
Put 1 tide counter on Tidal Influence when casting it and during
upkeep. When there is 1 tide counter on Tidal Influences, all blue
areatures get -2/-0. When there are 3 tide counters, all blue
creatures get +2,/+0. Remove oll tide counters when there are 4 on

Tidal Influence.

AWe U2 16,4TH
Pay UU2, T: Return torget permanent to owner's hand. Cannot target
enchanted permanents. Destroy Time Elemental and do 5 domage fo

its controller i it blocks or attacks. 0/2.
SOR R eseee /e U2 ABU

Put Time Twister in a new graveyard. Shuffle your hand, library, ond
graveyord together and draw 7 cords.
S

R eee

¢ o Time Walk 0R R eeeee AWe Ul ABU
Take on extra tum immediately ofter the end of the one in which

: you cast Time Walk.

¢ Transmute Artifact SOR U eee AMa UU AQ

Choose an artifact from your library and immediately place it in play;
also, choose an artifuct in ploy that you control and put it in s
owner's graveyard. If the new ortifact’s casting cost exceeds the
discarded one’s, pay the difference or Transmute Adifuct doesn’t
succeed ond both artifacts are discarded. Shuffle your library after

: playing Transmute Artifact.

¢ Twiddle INS ( eeooo RAl U AB,U4TH
: Tap or untop any single land, creature, or arifact in play. This does
ot generate an effect from the target cord.

Undertow U oo RAF U2 16
(reatures with islandwalk may be blocked.
Unstable Mutation EC ( eee DSh U AN,R 4TH

Target creature gains +3/+3. Put -1/-1 counter on card during
upkeep. These counters remain until creature dies or gome ends,
even if Unstable Mutotion is removed.

Unsummon NG ( eee DSh U AB,UR 4TH
Refum forget creature fo the hand of its owner. Discard
enchontments on creature. )

Updraft NS U eee Wi Ul 1A

Give furget areature flying until end of tum. Drow o card o the
4 beginning of the next tum.
: Venuric?n Gol% ¢ C oo DGe UUX 16
3 Put X counters on target creature and fap it. Creature does nof untop
normally while a counter remains. Remove  counter during creature
: controller’s upkeep.
© Vesuvan Doppel [:mggr SC R eeeee QHo UU3 _ABl.U,R
g Duplicates aﬂ choracteristics except color of any one (regm[e in play.
: May duplicate o different crefure during upkeep phase. */*.
Vodalian Knights (R eeso SVC UUI FE
First stike, U: Give Vodolion Knights flying ability until end of tum.
Bury Vodalion Knights whenever you control no islands. Knights can
not attack if your opponent contiols no isleands 2/2.

I]O.CIQQUEST |
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Nome kind (R Roting Adfist Cost Sets Found Nome Kind (R Rafing Adist Cost Sets Found Name Kind (R Rofing Adist Cost Sets Found
Description Desaription Descripfion

Vodalian Mage SC  eee  Mi U2 FE : Arcades Sabboth SL R eeee [Be UUGGWW2 LG, CH : GiontTrap Door Spider SC U eee  HHu GRI 1A
U, T: Counter  target spell unless caster pays an odditional 1. QHo, ~ : Flying. All creatures on Sabboth’s side gain +2 defense when : GR1, T: Giant Trap Door Spider and target nonlying creature which is
SVC, MPo 1/1. : untapped. W: Give Sobboth +0/+1 until end of tum. Pay WGU S attacking you are removed from the gome. 2/3.

Vodalian Soldiers SC Ce Multi U1 FE : during upkeep or bury Arcades Sabboth. 7/7. : Gladers EN R eeee e UW2 1A
Adists: MBe, RKF, IMe, SVC. 1/2. ¢ Axelrod Gunnarson R eee SKi BBRR4 LG, (H : All mountains become plains.

Vodalion War Machine  SC R Trample. Each time o creature s placed in graveyard during o tum in R eee RTh UUWW3 16

Top Target Merfolk you control to allow War Machine to attack unfil
end of tum or give Wor Machine +2/+1 this tum. If War Machine
goes to the graveyard, oll Merfolk tapped in this manner this tumn ore
destroyed. 0/4.

Volcanic Eruption SOR R eee
Destroy X mountains of your choice and do 1 domage to each player
ond creature in play for each mountain destroyed.

Wall of Air SC U eee RTh UUI
Flying. 1/5. :
Wall of Kelp SC R eee ARG UU HL @

UU, T: Put a kelp token into play. Treat this os a 0/1 wall. 0/3.
Wall of Vapor ( eee RTh U3
Connot be domaged by creatures it blocks. 0/1.

Wall of Water SC U ee Rh U
U: +1/+0.0/5. :
Wall of Wonder SC U ee RTh UU2 16, (H :
UU2: Give Wall of Wonder +4/-4 and enable it to attack. 1/5. :
Water Elemental SC U e IMe UU3 ABURAM :
Water Wurm SC.Cies RSp U K :

Water Wurm gains +0/+1 if opponent controls an island. 1/1.

eee e LUI fE

Ayesha Tanaka St
DSh LUK ABURAM :

ABURAT
R

: Boris Devilboon SC
LG, CH
ABURAM

which Axelrod domaged it, take 1 life and do 1 domage to target
player. 5/5.

R eee  BWo UUWW

T: Counter artifact effect requiring activation cost unless artifoct
controller spends W. 2/2.

: Barktooth Warbeard  'SL U ee  ARu BRR4 16
6/5. $
Bartel Runeaxe SL

Cannot be torget of enchant creature spells. Does not fap to attack.
6/5

R ees My BR3 16
BR2, T: Put a minor demon token, which is a 1/1 red ond black
weature, into play. 2/2.

Centaur Archer SC U oee
T: Deal 1 domage fo target flying creature. 3/2. :
Chromatic Armor EC R eeee MPo UWI A

Put a sleight counter on Chromatic Armor when it comes into ploy ond

choose a color. All domage done to target creature by that color is
reduced to 0. X: Put a sleight counter on Chromatic Armor and
change the color that it protects against. X equals the number of
sleight counters on Chromatic Amar.

play:
A master of tactics, the Lord

| Aslantis makes kis people o
b::ir merely by arriving fo lead

[ Targeland g 10 any
sic land rype of caster’s
choice. Land type is set ¢
when cast and may notbe &
further altered by this card.

v

PHANTASMAL TERRAIN

Wind Spirit SC
Flying. Wind Spirit cannot be blocked by less than two creatures.
3

/2.

Winter's Chill
Destroy X attacking creatures of the end of combat. X cannot be
greater than the number of snow-covered londs you control. The
areatures’ controller may pay 1 or 2 for each creature to prevent it
from being destroyed. Vonly 1 is paid, the creature deols ond
receives no damage during combat.

Word of Undoing
Retum target creature fo the hand of its owner. Any white
enchantments you own on that reature go to your hand.

Wrath of Marit Lage  EN
Tap ol red creatures when Wrath of Marit Lage comes into play. Red
areatures do not untap during their controller’s untap phase.

Zephyr Falcon SCC oo HHy U] LGATH
Flying. Does not tap to attack. 1/1. ‘
Luran Enchanter ( eoe DS Ul A

used during your tum. 1/1.

Zuran Spellcaster SC C eeee [ 12 A
T: Do 1 damoge to any target. 1/1 :
Tur's Weirding R eeese Dy 3 A

All layers play with cards in hand foce up. Whenever a player diaws
a card, any other player may sacifice 2 life to force the drawing
player to discard that card.

Adun Oakenshield SL R eeee Mg BGR 16
GRB, T: Take a creature from your graveyard into your hand. 1/2.

Altar of Bone OR R eeee MBe GW
Sacrifice a creature fo choose ane creature card from your librory and
add it to your hand. Reshuffle your librory afterwards.

Angus Mackenzie R oeee
UGW, T: Attacking ond blocking creatures deal no domage during
combat. 2/2.

o/« Restricted/Banned
AC Aifoct Creature

ART Arifoct
(R Current Rarity

U wees Ko U4 Wi

NS R see BB UX W

NS C eeee QR U W
" Earthlink N R ee

R eeso HRo UU3 N
Elemental Augury N
: Essence Vortex INS
B2, T: Opponent must discard 1 card of his or her choice. Can only be

Fiery Justice

: Fire Covenant

Flooded Woodlands N

Fumarole
Gubriel Angelfire SL R ee

BWa UG 6 :
¢ Ghostly Flame

(U Cumolative Upkesp
FA Enchont Artifoct

Chromivm SL R eee
;iyi;g, rampage: 2. Pay BUW during upkeep or bury Chromium.

Dakkon Blackblade SL R eeee RKF BUUW2 LG, CH :
: * equals the number of londs you control. * /*. :
: Dourk Heartof theWood EN ' eee (Ry BG X :
: Saaifice a forest to gain 3 lfe.
Diabolic Vision SOR U eees AWa BU I

Look ot the top five cards of your library and put one in your hand.
Put the other four on top of your ibrary in any order.
F BGR3

Pay 2 during upkeep or bury Farthlink. Whenever o creature is put

in;n rge graveyard from play, thot creature’s controller must sacrifice
alond.

3: Look at the top three cards of any ployer's library and put them
back in any order.
| eee

by sacrificing life equal to the creature’s toughness.

SOR R eee
Do 5 damage divided any way you choose among any number of
targefs. Torget opponent goins 5 life.

Fire Covenant deals X domage, divided any woy you choose among
any number of target creatures, where X is equal to the omount of
life you sacrifice.

No green creature can attack unless its controller sacrifices o land
when tht creature attacks.

Sacifice 3 [ife to destroy a land and o creature.

] JSL DGe GEWW3
During upkeep, Angelfire gains either flying, first strike, rample, or
rampage: 3 until your next upkeep. 4,/4.

N

Block and red permanents grd spells are considered colorless sources
of domage.

EC Enchont Creature

EL Enchant Lond
EE Enchant Enchontment

EN Enchantment

: Gosta Dirk st

16,1 :

R eese ARy BGR3 6

© Hazezon Tamar SL

MBe GRI Wi

Jacques le Vert St

Be BRUOWW2 16,01

I

R eeee AWo BUR A
MOK BUI W
Bury target creature. Creature’s controller may counter Essence Vortex

MBe GRW I

INS U eee D BRI I :

R ees fo BU2 T

SOR U eeee DTy BR3 T
6,CH

R eescs RGy PR W

EW Enchant World
INS Instont

First strike. Creatures with islandwalk may be blocked as normal
while Gosta Dirk is in play. 4/4.

Gwendlyn Di Corei SL R eeeee 1By BBUR 16
T: Target player randomly discards a card in hand (play only during
your tum). 3/5.

Halfdane SL R eeee MBe BUWI 16
Make Halfdane 3/3 when cast. During upkeep, Halfdone may
acquire the current power and foughness of o torget creature besides
itself. When there are no legal torgets, Halfdane is 3/3. */*.

R eeee RKF GRW4 L6

On your first upkeep after Hazezon Tomar is put in play, put * Sand

Warrior tokens in play, where * s the number of lands you control.

Treat each token as a 1/1 red, white, and green creature. Remove

afl Sand Warriors if Hazezon Tomar leaves play. 2/4.

Hunding Gjonersen ~~ SL U e RTh UUW3 16
Rampoge: 1. 5/4.
Hymn of Rebirth SOR U eeee RKF GW3 1A

Toke 0 creature from any graveyard and put it directly into play under
your confrol s if it were just summoned.

R eee ARy GRWI 16
Make oll your green creatures +0/+2. 3/2.

__|Lord of Atlantis, Phantasmal
Terrain, and Svyelunite Priest: This is
a great cord combo—espedially if you have
four of each! Each lord increases the power
of every merfolk by one and also bestows
islandwalk ability to same. Guarantee an
island per opponent with Phantosmal
Terrain. To keep those lords swimming, start
out with Svyelunite Priests, @ merfolk whose
spellprotection ability can keep a lord or
another merfolk alive until the school is
ready to strike!

Jasmine Boreal SL U ee RKF GW3 16
- Joda Ojanen SL U eee HPo UWWA 16
Jm;dgiﬂnamlm SL U ese AR GGR3 16
: Johu{::/S' R eeee KTe GRW3 16, (H

If Johan s not tapped, any of your creatures besides Johon may
attack without topping. 5/4.

Kasimir the LoneWolf  SL U e RKF UW4 6
5/3.
Kei Takahashi Sl R eee SKi GW2 16, CH
: T: Prevent up to 2 damage to torget creature. 2/2.
¢ Kieldoran Frostbeast ~ SC U eeee APy GW3 A

Any creature blocking or blocked by Kieldoran Frostbeast is destroyed
ot end of combat. 2/4.

Lady Caleria SL R eees BWg GGWW3 6
T: Do 3 domage fo farget attacking or blocking creature. 3 /6.

Lody Evangela SL R eee jiPo BUW 16
BW, T: Target creature deals no domage this tum during combat.
1/2.
¢ lodyofthe Mountsin ~ SL U eo  RKF GR4 16
5/5.
ludy/Or(u SL U e St BRS 16
7/4.
Livonya Silone SL R eee RKF GGRR2 16
First strike, legendary landwalk. 4/4.
Lord Mognus L U eee M GWW3 16
First strike. Creatures with plainswolk or forestwalk may be blocked
4/3.
Marhault Elsdragon SL U e MPo GRR3 16, CH
Rompage: 1. 4/6.
Marsh Goblins St C e QHo BR oK
Swampwalk. 1/1.
: Merieke Ri Berit SL R eee HHy BUW 1A

Merieke does not untap during ifs controller’s untap phase. T: Gain
control of target creature. If Merieke Ri Berit leaves play, leaves your
control, or becomes untapped, that creature is buried. 1/1.

SC Summon Creature
SOR Sorcety

INT Intermupt
LAN Lond
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 Vaevictis Asmadi

players guide

Name Kind (R Rofing Afit Cost  SetsFond :
Description i

Monsoon EN R eeee Nth GR2 R

If on island is untapped ot the end of its confroller’s tum, Monsoon
deals 1 domage fo that ployer and the island becomes topped.
Mountain Titan SC

RR1: For the rest of the tum, put a +1/+1 counter on Mountain
Titan whenever you successfully cast a black spell. 2/2.
Nebuchadnezzar SL R eeees RKF BU3
Pay X, T: Nome o card. Opponent randomly reveals X cards in hand.
Opponent must discard any such cards that match the one you
nomed. (Play only during your tum.) 3/3.
Nicol Bolas SL R eee [Be BBUURR2
Flying. An opponent domaged by Nicol Bolos must her discard entire
hand. Pay BUR during upkeep or bury Nicol Bolas. 7/7.
Palladio-Mors SL
Flyin?, trample. Pay WGSRLduring upkeep or bury Palladio-Mors. 7/7.

Pavel Maliki Ue  ARu BRM4 16
BR: Give Pavel Maliki +1,/+0 until end of tum. 5/3. :
Princess Lucrezia SLUe St BUU3 6 :

T: Add U to your mana pool (play as an interupt). 5/4.

Ragnar SL R eee KBe BGW 6 :
UGW, T: Regenerate torget creature. 2/2. :
Ramirez DePiefro SL U eee PRo BBU3 6 :
First stike. 4/3.
Ramses Overdark SL R ese RKF BBUU2 6 :
T:_ Destroy a target creature with an enchantment on it. 4/3.
Drearmweaver SL R e ARy UW4

Put 7 counters on Rasputin when put in play. Remove a counter fo
prevent 1 damage to Rosputin or add 1 to your mana pool (ploy o
on intermupt). Add o counter to Rasputin Dreamweaver during your
upkeep if he began your tum untapped. There may be no more
than 7 such counters on Raspufin, in.

Reclomation EN R eee
No block creature may attock unless its controller sarfice a lond
when that creature attacks,

Riven Turnbull SL U e

T: Add B to your mana pool (play os on infermupt). 5
ofherkeep S| g

R eee [Be BRRR? 6 :

Al your Kobolds of Kher Keep gain +2/+2.Pa i
. Pay RRR during upkeep
gr/ Rsohguhh and oll Kobolds are tapped and enter opponent’s control.

Rubinia Sgu!singer SL
l;hGuu;( (g{l{rol of farget areature. You lose control of torget creature
n Rubinia Soulsinger leaves play, leaves your control, or becomes

untapped. You may thogze to leave Rubinia Soulsinger tapped. 2/3.
DK

s(ur\;oo2 Goblins (oo RSp GR
Siys}?;;uof&ayn SL U ee ARy GW4 6
Sivitri Scarzam SL U ee 6
i e NTh BUS 16, :
Skeleton Ship R eeeee jylii BU3 A

SL
Bury immediately if controller has no i i “Puta-1/1
counter on o creature, 0/3, rAmusernuA{:IlgngsTwluy Fajd
Sokanar SR eeses pKF pUR2

zwgmpwulk. Controllr gain 1 e each fime o block spellis cost.

Speciral Shield £

Torget creature goi i

i n% ! spells.m gains +0,/+2 and it connot be the torget of

Stangg SL R eese Py GR4
Pu; Srqngg Twin token in play when costing Stongg. Stangg Twin
token is 0 3/4 green and red legend. Remove Stangg Twin token
from game if Stangg leaves play. 3/4.

Stormbind EN R eoo
2: Discard a card af rondom from your h
any target. Artists: Nth & PMo e b g

Storm Spirit SL
Flying. T: Do 2 domage to farget

Sunastian Falconer SL gU (ﬂ“-u i
T: Add 2 to your mana pool, 4/4.

Tetsuo Umezawa SL
BUR, T: Destroy torget tapped

may not be targeted by o
Tobias Andrion YSLn en(llljonr.t.reuru:%;zell.ﬁv{g ST
IorWuul{i SL U eee :
¢ . RAF B 16, CH ¢
e e
ok U oo " Mpo GoW3 6
Tuknir Deathlock SL R esee 0y GGRR 16 :

Flying. GR, T: Give torget creature +2/+2 until end of tum. 2/2.

e I~QQUEST

R eses iBe BR2 A An-Havva Constable

6,CH

16,CH
 Argothian Pixies SC ( ooe
R eee [Be GGRRWW2 LG, CH :
Argothian Treefolk SC

¢ Aspect of Wolf £C

16,CH :

DWi 6W2 I

RKF BUS 6

R eesee Al UGW2 6 :

16,CH :
U ssee 10K UW] I

16,CH

M GR1 I

R esee Pg UGH3 M
Ry’ GR3 16 £

R eeese jg; pyp 6 :
or blocking creature. Tetsuo Umezowo -

First strike. Creatures with swompwalk may be blocked. 4,/4.
R eee ARy BBRRGG2
Flying. B: Gain +1/+0 until end of tum. R: Gain +1/+0 until end of
tumn. G: Gain +1/+0 until end of tum. Pay BGR during upkeep or
bury Vaevictis Asmadi. 7/7.

© Wings of Aestir B U eseos BB W W
: Give torget creature flying, first strike, and +1/+0. :
: Xira Arien R eee  }iBe BRG 16, CH :

Flying. GRB, T: Make target player drow a card. 1/2. :
Aisling Leprechaun SC (e (QHo G 16 :

Al reatures blocking or blocked by Leprechoun become green. 1/1.

SC U e DFr GGI HL
Constable’s toughness equals 1 plus the totol number of green
aeatures in play. 2/1+*

: An-Havva Inn SOR U e  BSn GGI
: Gain 1+X life where X is the number of green creatures in play.
: Arboria U eee DG (62 16

If a player doesn't cast o spell or put a card in play on s or her tum,
areatures may not attack that player until ofter his or her next tum.
AWe 61
Cannot be blocked by arfifact creatures. domage that Argothian
Pixies toke from urﬁlm creatures is reduced to 0. 2/1.

( ooe

Any domage Argothion Treefolk toke from an artifact source is

reduced to 0. 3/5.

R eeee Jie Gl
Increase target creature’s power and toughness by half the number
of forests caster has in play.

Aurochs SC ( eee

Tromple. Aurochs gain +1,/+0 for each other Aurochs thot attacks

this tum. 2,/3

Place your ottacking creatures foce down and rearrange them.
Reveal them only after defense is chosen. Ignore illegal blocks.

¢ (oropace [C C e Mo G

Target cregtyre ges +0/+2. Sacifice Comace to regenerate the
aeature it enchants. (Two versions)

i (arnivorous Plgpy SC ( eee  (QHo G3

o Lountsasqyg) 475 :
© Cat Warriors SC  C eese MBe GGI L6, CH =
; Forestwalk_ 7 /2 :
: (hub Toud ’ ( eee DGe (2 A

60ins +2 /2 yntl end of tum when blocked or blocking. 1/1.

SErpent G Runed Arch

encracor
1 -

i
4, ®: Puta Poison Snake token
1o play, Treat this token asa 1/1
i f.","acl creature, Whenever a
“ison Snake damages a player, he
| OF the gets a poison counter.
"en & player has ten or more
POSOD counters, he or she loses
| the game,

16,CH

: Cockatrice

© Concordant Crossroads ~ EW

¢ Cyclone

a0,
Me 663 M
ABURATH

Kihe G3 Wi

Elvish Hunter

DKATH
: Elvish Scout SC

Comes into pl.}r

X,@; Sacrifice Runed Arch, X

| target creatures with power no
greater than 2 cannot be blocked
this turn, Other effects may later
be used (o increase a creature'y
power beyond 2

Nome find (R Rofing Adist Cost Sets Found HName Kind (R Rofing Adist Cost Sets Found
Desaription escription
¢ Ur-Drago SL R ese (Ru BBUU3 (6 : e Channel SOR U ee RIh GG ABURATH

Add T colorless mana to your pool for each life point you sacrifice.

Citanu! Druid SC U ee JMe G

Add 0 +1/+1 counter whenever opponent casts on arfifact. 1/1.

(R eeeco DFf (G3  ABUR4M
Flying. Any non-wall creature blocking or blocked by Cackatrice is
destroyed. 2/4.

Cocoon EC U eee Mg G 16, CH
Put 3 counters on and tap target creature you control. Creature does
not untap normally while counters remain. Remove a counter during
upkeep. During the upkeep after the lost counter is removed, creature
gets +1/+1 ond flying and Cocoon is destroyed.

R eee  AWe G L6, CH

(reatures may attack or top during the tum they ore brought into play.

SC

: Craw Giant U eeee (Ry GG6GG3 L6, CH
: Trample. Rampoge: 2. 6/4.

¢ Craw Wurm SC C e DGe GG4 ABURAM
6/4.

: Crumble NS C eooe My G AQ,R,4TH

Bury target artifact. Arfifoct’s controller gains life points equaling
target arfifoct’s casting cost.
Mle G662 AN,CH

Add 1 token per upkeep. Pay G for each token to do 1 domage per
token to oll players and creatures. Destroy Cyclone if G is not paid for

R ee

: each token.
¢ Daughter of Autumn SC R e MOK GG2 HL
W: Redirect 1 domage from white creature to Daughter of
: Avtum. 2/4.
¢ Deadfall N U e N G2 16
Creatures with forestwalk may be blocked.
¢ Desert Twister SOR U eeee SVC GG4  ANRATH
: Destroy any one card in play.
Dire Wolves SC C eee RSp G2 1A
; Gains bonding if you control any plains. 2/2.
¢ Drop of Honey N R e AMa G AN
¢ Autumn Willow SL R eeeee MOK (G4 H 2 De;rroy]owest-powered(reuturedunngyt;lljuupkeep. Drop of Honey
Cannot be the target of spells or effects. G: Target player may torget is destroyed when there are no more creatures.
: AutumnWiﬂoww?thspe]lgeoreffedsﬁll the end of fun. ¢ Durkwood Boars SCC eee MK G4 LG,ATH
: Avoid Fate INT Ce PRo G 6 :  4/4.
Counter target interrupt or enchantment targeting a permanent : Earthlore £l 1[G reese DTy : A
: you control, : 0: Tap torget lond to give target blocking creature +1,/+2 until end
 Balduvian Bears SC C eee  (QHo G Wi oftum.
2/2. © Elder Druid SC R esese RKF (3 [}
i Barbary Apes SC C eee  BWa Gl 6 : 63, T: Tap or untap ane reature, lond, or arfifact. 2,/2.
: 2/2. ¢ Elven Fortress N (oo i 6 FE
.I}er[]serlgl NS U eeees DFr G ABU 61: Give farget blocker +0/+1 until end of tum. Artists: RAF, MPo,
ouble target creature’s power ond give it trampling ability until end PVe, TW.
: of tum., If attacking, dest?oy target creature utendgfmm. ¢ Elven Riders SC U ees  MBe GG3 1G,4TH
: Birds of Paradise SC R eesee MPo G ABURATH :  Connot be blocked except by walls and flying creatures. 3/3.
i Flying. T: Add one mana of any color fo your mana pool. 0/1. i Elves of Deep Shadow ~ SC U *°e My G
I!Iizzg{Jd2 N R ee  AMo GG AN T: Add B to your mana pool and lose 1 ffe (play os an interrupt).
2. You cannot cast Blizzord if you do not control any snow : 1/1.
: covered langs, Flyirfgsgreumresdo)r’mlumup, ! ¢ Elvish Archers SC R oeee Ao G1 ABURATH
: Brown Ouphe SC ( eeee DGg G I\ Firststike. Misprint: Alpha version listed power and toughness s
61, T: Counter on artifact ablity that requires an activation cost. 1/1. 1/2.2/1.
: Camouflage NS U ees BU ¢ Eish Farmer SC R osee RKF G e

Put a spore counter on Elvish Former during your upkeep. Remove 3
spore counters fo put o Soproling foken, whichiis a 1/1 green
aeature, info play. Sacifice o Soproling fo gain 2 lfe. 0/2.

SC ( ooee M (] FE
61, T: Target creature does not untap normally during controller's
untap phose. Arists: Atg, MPo, SVC. 1/1.
6, T: Untap o trget attocking creature under your control. Creature
r]\;it]her deals nor receives damage in combat. Artists: MPo, CRu, PVe.

| Serpent Generator
& Runed Arch: So your
opponent's at 287 life thanks
to a Library of Leng and an
Ivory Tower. Does that mean
you can't win unless you run
him out of cards? Of course
not! A nice dose of poison
will do the frick. Load up.on
Serpents, then send ‘em all
in with a Runed Arch to crush
your life-happy opponent.

tapped



Name Kind (R Rating Atist Cost Sets Found Nome Kind (R Rating Adist Cost Sefs Found Name kird QR Rofing Adist Cost Sets Found
Desaription Description Description
Emerald Dragonfly SC Ce QHo G1 1G,CH : Giant Growth INS C eeee Sy G ABURATHIA : Lhurgoyf SC R eeee PVe (G2 A
Flying. GG: First strike until end of tum. 1/1. : Torget creature gets +3/+3 until end of tum. * equals the total number of creatures in all groveyards. */*+1.
Erhnam Djinn U eee  KMe G3 AN, CH & Giant Spider ( ( eeee Sfy (3  ABUR4H : Lifeforce U eeee DWi GG ABURATH
Give forestwalk o an opponent’s creature until next upkeep. 4/5. ¢ Doesn't fly, but can block flying creatures. 2/4. : G6: Counter a black spell as it is being cost (play os on intemupt).
Essence Filter ( eeee REm GGI IA % Giont Turtle SC (e Me GG1 16 : Lifelace INT R e AWe G ABURATH
Destroy all enchantments or destroy all enchantments that are : Giont Turtle may not attack if it did so during your last tum. 2,/4. : Changes the color of one card in play to green.
not white. ¢ Glyph of Reincarnation  INS C e SVC G G : Living Artifact EA R eee AMg 6 ABURATH

Eureka
Both players may put a permanent from their hand directly in play.
Players take tums playing cards unfil neither wanfs to play any more
permanents. No other spells or effects may be used while Eureka is
in effect. If a spell has an X in ifs costing cost, X is 0.

Faerie Noble SC R eee  SVC G2 H @
Flying. All fagires gain +0/+1. T: All foeries gain +1/+0 till the end £
of tum. 2/2.

Fanatical Fever INS U eee JBo (G2 1A
Give o areature +3/+0 and trample until end of tum.

Fastbond EN R ee HP G ABUR

Put as many lands in play as you like. Does 1 domage to you for
each land beyond the first you play in one tum.

Feral Thallid SC U e
Put a spore counter on Feral Thallid during your upkeep. Remove 3
counters to regenerate Feral Thallid. 6/3.

Fire Sprites SC
Flying. G, T: Add R to your mana pool (play as on infemupt). 1/1.

Floral Spuzzem SC Uee RA G3
If Florol Spuzzem attacks and is not blocked, you may destroy o
target artifact under opponent's control without dealing domage. 2,/2.

16

oy INS C eee My G ABURATH :
(reatures do not domage one another in combat.
Folk of An-Hawva SC Cee  JBo 6 HL

If assigned os a blocker, Folk of AnHawva get +2/+0 until end of
tum. 1/1. (Two versions)
Folk of the Pines SC
61: +1/+0 until end of tum. 2/5. Artists: Nth & CBu
Forbidden Lore
0: Tap lond enchanted by Forbidden Lore to give torget creature
+2/+1 until end of tum.
Force of Nature SC R eeee DSh GGG2  ABURAH
Trample. Pay GGGG during upkeep or Force of Nature does
8 damage to you. 8/8.
Forgotten Lore SOR U eeee
Have an opponent choose a card from your groveyard. You may pay
G to have the opponent choose another card that he or she hos not
already chosen. Put the last card chosen into your hand.
Foxfire INS (oo
Untap target attacking creature. Creature neither deals nor receives
domage during combat this tum. Draw a card ot the beginning of the
next tum.
Freyalise’s Charm EN MOK GG A
66: Draw a card when any opponent successfully casts a black spell.
(6: Retum Freyalise”s Charm to your hand.
Freyalise Supplicant SC U ee
T: Sacrifice a red or white creature to deol domage equal to half the
creature’s power, rounded down, to any target. 1/1.
Atists: LDa & DSh
Freyalise’s Winds EN
Put a wind counter on any permanent whenever it becomes topped.
Permanents with wind counters do not untap. Instead, remove oll
wind counters on those permanents.

| eee

R eee

Fungal Bloom
GG: Put a spore counter on farget Fungus. :
Fungusaur SC R eee DGe 63 ABURAMH :

Gets o +1/+1 counter after any tum when Fungusaur hos been
domaged but not destroyed. 2/2.

Fyndhorn Brownie SC ( eoe
62, T: Untap a creature. 1/1.
Fyndhorn Elder SC U eese (Ry (2 I
T: Add GG to your mana pool. 1/1. '
Fyndhorn Elves ( eee0 J{g § o
T Add G to your mana poal. 1/1. :
Fyndhorn Pollen R ees PRy (2 I
CU: 1. All creatures get -1/-0. 61: All creatures get-1/-1 until end
of tum. . :
Gaea's Avenger SC R ees pyp GG I

*—number of artifacts opponent has in play, *41 JE

Goea's Liege R eesee Wi 663 AgURAM
T- Tum any lond into a basic forest. All torget lands returm 1o normal
when Gaea’s Liege leaves play. Power and toughness equal # of
forest controller hos in play; when attacking, power ond toughness
equol number of forests defending opponent has in ploy, * /¥

Gaea's Touch ) .
You may put one extra lnqd into play in each of your tums,.if that
Jond is o basic forest. Sacrifice Goea’s Touch to add GG to your mana

SOR R eeee KFo GG2 16 :

Gorilla Pack SC

RA 6663 fE

Co I Gl 6 :

© 1fhbiff Efreet
( eeee I G4 W

R eeee (Ru G2 o % Instill Energy

HMc G n

MOK 62 n i

ol 61 0
W 662 W

R esee DG G e

Rh 62 .

¢ Killer Bees

Coee  HiPy GG o

Bury all surviving ceatures blocked by torget wall this tum. For each

such areature, choose o creature from atfacker’s graveyord ond refum

it o play under attacker’s control. Play fter combat.

( oo

Connot attack unless opponent hos forests in play. Bury Gorilla Pack

immediately if you control no forests. 3/3.
(

: Grin%y/ Bears Cooee e GI ABURATH :
3 2

¢ Hidden Path EN R eeee RAl (GGG DK :
i Algreen creatures gain forestwalk.

¢ Hornet Cobra (e Sk GGl 6 :
: First stike. 2/1.

¢ Hot Springs EL R eee Ne G n:

0: Tap land Hot Springs enchants to prevent 1 domage to
any target.

: Hungry Mist SC C eeee HHy GG2 L 2
6,/2. During your upkeep, pay GG or bury Hungry Mist. (Two :
versions)

¢ Hurricane SOR U eeee DWi GX ABURATHIA :

: Do X damage to all players and flying creatures. :

¢ lee Storm SOR U eee DFr G2 ABU
Destroy any one lond. :

¢ Ichneumon Druid SC Ue  MBe GGI 6 :

Do 4 domage o any opponent casting an instant, except for the first
one cast by that opponent that tum. 1/1.
R eee
Flying. G: Do 1 domage to all players and flying creatures; this abilty
may be used by any player. 3/3.

U eeee D 6
Untap target creature ane extro time per tum; torget may attack

AW 62 T

IMy 662 N

ABURATH

Put 1 counter on torget artifact per life you lose. During upkeep, you
may trade one and only one counter for 1 life.

" Living Lunds I Res My G3 ABURAM
Treat ol forests in ploy o5 1/1 creatures that can be topped for 6.
* Living Plane EW R eee BWg GG 16

Consider ll londs in play both lands and 1/1 creatures that may not
be topped when first put in play.
(

¢ Llanowar Elves ( eeee AMa G ABURA4TH
T: Add G to your mana pool. Played s an intemupt. 1/1.

¢ Lure EC U eeeee Mg GG ABURATHW
All creatures that con block target creature must do so.

¢ Lurker R eee AMa G2 DK

: Lurker cannot be the target of spells unless it attacked or blocked this

: tum. 2/3.

¢ Maddening Wind EC U eee DWi G2 1A

CU: G. During torget creature’s controller's upkeep, Maddening Wind
: does 2 domage to that player.

: Mammoth Harness EC Re MBe G3 HL
Target creature looses flying. Cregtures assigned to block or who are

: blocked by Mommoth Hamess get first strike until the end of tum.

¢ Marsh Viper SC ( eee RS G3 DK, 4TH
: Opponent takes 2 poison counters when damaged by Viper.
Opponent loses whenever he or she has 10 or more poison counters.
1/2

el

¢ Master of the Hunt SC R eeees Jie (G2 16
662: Put a Wolves of the Hunt token, o 1/1 green creature that
may band with other Wolves of the Hunt, in play. 2/2.

© Metamorphosis SR C e Ru 6 AN, (H
Sacrifice reature for casting cost + 1 mana of any color, which con
only be usedor summonings.

T: Untap o lond of your choice ot the speed of an intermupt. 1/1.
SC U eeeee PFo GGl 16,4TH
Flying. G: Give Bees +1/+1 untl end of tum. 0/1.
Kudzu (L Re MPo GG1 ABUR
When target lond is tapped, it is destroyed. Unless that was the last
land in play, the ployer who ust lost a lond to Kudzu must place it on
any other lond in play. Kudzu is discarded when all lands in play

¢ whenit comes into ploy. © Moss Monster C oo My 662 16
: Ironroot Treefolk SC Coeee iy G4 ABURATH : /6.
P30 © MNaf's Asp SC Cee (R AN 4TH
¢ Johtull Worm SC U ees e G5 IA i IfNaf's Asp hits opponent, it does 1 point of domage during
Johtull Wurm gets -2/ for each creature assigned to block it beyond opponent’s next upkeep unless 1 is paid. 1/1.
the first. 6,/6 Y : pp pKeep p
ISI0/0: ¢ Natural Selection INS R e MPo G ABU
Look at the top 3 cards of any library. You may then shuffle
that library.
RSN __|Pyrodasm & Blood
Lust: At only two mana,
Pyroclasm is a bargain. In one
cheap blow, it can wipe out all
those annoying 1/1 creatures
like Prodigal Sorcerers and
Assassins. Add o Blood Lust to
the mix and you can fake out
just about any cregture. Jus{
hit your opponent’s beast with
Blood Lust and it too will foll
prey to Pyroclosm.
“PYROCLASM BLOOD LUST
Joven’s Ferrets SC ( eee AWe 6 HL ¢ Nature's Lore SOR U eee REm I A
If Joven's Ferrets attack, they get +0/+2 until the end of tum. At the ~ : Search your library for one forest and put it in play. This does
end of combat, tap all creatures which blocked Joven's Ferets. These not count against your normal londs-played limit. Reshuffle your
creotures do not untap as normal during their controller's next untop library afterwards. .
i phose. 1/1 Niall Silvain SC R eee (R GGG 0K
: Juniper Order Druid SC ( eee IMe G2 A 6GGG, T: Regenerate farget creature. 2/2 . y
: © Night Soil N ( eoe  Nubi GG fe

1: Take two creatures in ony graveyard and remove them from the
gome fo put a Saproling token, whichis a /1 green creature,
play. Arists: SEv, HHu, DTu.

 Pale Bears SC R eee AWo G2 A
: Islondwalk. 2,/2.
: Peopleof theWoods ~ SC U eee DTy GG 0K

pool (ploy os on inferrupt). : are discorded. *=number of forests controlled by controller of Peaple of the Woods.
Ghazhan Ogre Ceo My G AN, CH - Land Leeches SC Cee Qo 661 DK4TH : 1/~

During (omrqllensupkeep’, Ghazban Ogre switches to the control of ; First strike. 2/2. * Pixie Queen SC R eee (QHo GG2 16

the ployer with the mostIfe. 2/2. - Leaping Lizard SC € oo AWe GGI HL ¢ GGG, T: Give forget creature flying until end of tum. 1/1.

N : 1G: Flying and -0/-1 until the end of tum :

Giant Badger S0 R oeee Dy GG) BOOK : Ley Druid SC U eee SEy G2 ABURATH

adger gets +2/+2 unflend of tun i ossigned as o blocker. 2/2. T: Untap o lond of your chaice (play os on interrupt). 1/1.
o/e Restied/Boned ART Artfoct QU Cumulative Upkesp EC Enchont Creoture EL Enchoat Lond EW Enchant World INT laterrupt SC Summon (reature
AC Arifuct Creafufe R Current Rarity EA Enchant Artifact EE Enchont Enchantment  EN Enchontient INS Instant LAN Lond
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Name find (R Rofing Adfist Cost  Sets Found
Description
Powerleech EN U eee  (Ru GG AQ

Toke 1 life each time an opponent’s arfifact becomes topped, or each

time the ocfivation cost of an opponent’s artifucts is paid. Powerleech
is ot friggered by confinuous arfifacts.

Pradesh Gypsies SC C e (QHo G2 LG, 4TH
61, T: Give forget creature -2/-0 unfil end of tum. 1/1.
Primal Order R eeee PA (62 HL

During player's upkeep, Primal Order deals 1 domage to that ployer
for each non-basic land he or she controls.
Pygmy Allosaurus SC R ese Ao G2 1A

Swampwalk. 2/2. -
Pyknite SC Ce EBe G2 AmE
Drow o cord ot the beginning of the next fum. 1/1. :
Rabid Wombat U eee Kfo 662 16, CH :

Gains +2,/+2 for each enchantment cost on it. Rabid Wombat does
not tap when ottacking. 0/1,

| 7: Tap three target white creatures. |

you control to destroy any targes creatures,

| creature. Ry ' Icatia’s once peacefid 1owns faced

| “The Hand of Justice will come to 1o | increasing au':ckx Jfrom Orcs and

| Gablins as the climate cooled. By the
time the empire fell wwere liitle

| more than armed !

HAND OF J ICATIAN TOWN

64TH

| dleaise the wo
~~Ofiver Farrel

if we are true.”.

Radjan Spirit SC U eeee (Ry 63
T: Target creature loses flying ability until tum ends. 3/2. !
* Rebirth SOR R e  Mle GGG3 (GA4TH :

Each player may be healed to 20 life. Any player so choosing antes
an additional card from the top of his or her library. Remove if not
playing for onte.
Regeneration C
G: Torget creature regenerates.
© Regrowtl SOR U eeese DWi GI
Bring o card from your graveyard info your hand.
Reincarnation
If torget creature goes to the graveyard this fum, put o creature from
that graveyard directly into play under the control of the torget
«regture’s owner.
Renewal SR C e
Sacrifice a land to search your libarary and put a basic land into play.
This does not count towards your one lond per fum limit. Reshuffle

( eooe

ABUR

your library ofterwards. Draw a cord ot the beginning of the next

tum'’s upkeep. :
Revelation W R e Kfo 6 GCH :

Play with oll cards in hand face up. i
Rime Dryad SC C eee HHy G A

Snow-covered forestwalk. 1/2. :
Ritual of Subdual EN R eee JHo GG4 A

CU: 2. All mana-producing lands produce colorless mana instead of
their normal mana.

Root Spider SC
If assigned as a blocker, Root Spider gains first stiike ond +1/+0
until the end of tum. 2,/2.

Roots £
Top torget creature without flying. Thot creature does not untap
during ifs controller's untap phase.

Rust INT C oo
Counter target arfifuct effect that requires an octivation cost.

If Rysorian Badger attacks and is not blocked, you may choose to

hove it deal no domage this fum. INStead, remove from the game no ;
¢ Sylvan Paradise

more than Two- creatures from opponent’s graveyard. Gain 1 fife for
each creature removed. 2/2.

14 cll@o U E

S T

J Put 4 Citizen tokens into play.
“Treat these tokens as 1/1 white

¢ Spediral Bears
QHo G1 ABURATHIA :

NS U eee EBe GGl 6

© Spore Cloud
KFo 62 HL

Ue M G3 H
U e 63 W

o 6 6 :

Rysorian Badger SC R ee HHy 62 HL : Sylvan Library t

Forestwalk. 62, T: Control target ortifact. Opponent may counter this
by paying 2. You lose control of target arfifact whenever Scorwood
Bondits leave play. 2/2.
Scarwood Hag SC
GGGG, T: Give torget creature forestwalk unfil end of tum. T: Remove
forestwalk from torget creature unfil end of tum. 1/1.

__| Hand of Justice &
Icatian Town: If your only
white creature in play is the
Hand of Justice, your apponent
probably won't worry about it
too much. However, the lcation
Town can give you an instant
arew of loyal followers. Since
the tapping of these creatures
is just a side effect of the
Hand's special ability, they can
be used right away (as long as
the Hand is ready). Try saving
your creatures for defense by
using the ability ot the end of
your opponent’s turn. Either
way, it’s a nice helping Hand.

Snowblind EC R e DSh 63 1A
Target creature gefs -* /-*. * equals the number of snow-covered
lands the defender controls when the creature attacks, Otherwise, *
equals the number of snow-covered londs the creature’s confroller
owns. Creature’s toughness cannot be reduced below 1 this way.

If Spectrol Bears is dedlared as an attacker ond defending player
controls no black cards, Spectral Bears do not untop during
controller’s next untap phose. 3/3.

Spitting Slug SC U e MM GGI DK
61: Give Slug first strike until end of tum. If this ability is not used,
every creature blocking or blocked by Spitting Slug gains first strike
until end of tum. 2/4. i

Tap all blocking reatures. No creatures in combat deal damage this

Target creature deals no domage. It gains X toughness, where X
equals ifs casting cost

R eees Hiic Gl
You may draw 2 extra cords during your draw phase, then either put
two of the cards buck or sacifice 4 lives per cord no! replaced

INS U e RAF G 16
(honge the color of one or more torget creatures to green until end
of fum.

U eee Ao GI o
: Thelonite Druid SC

Titania’s Song EN L

i Tracker

¢ Typhoon
U sese PMo G HL :
: Untamed Wilds 0

¢ Venom

© Venemous Breath
NG C eeee M GGI EE

16,4TH :
¢ Whirling Dervish

Name Kind (R Rofing Afist Cost  Sets Found Name Kind (R Rafing Adtist Cost Sets Found
Desaiption Description

¢ Sandstorm INS C e BSh G ANATH ¢ Tarpan SC C eee  MOK G 1A
2 Do 1 domage to all attacking creatures. : You gain 1 life if Tarpan goes fo the graveyard from play. 1/1.
¢ Savaen Elves SC Cee RS G DK ¢ Thallid SC ( eee Mui G
3y GG, T: Destroy target enchant lond. 1/1. : Put 0 spore counter on Thallid during upkeep. Remove three counters
¢ Scaled Wurm SC ( eee  DGe 67 A i from Thallid to put a Saproling token, whichis a 1/1 green reature,
i /6. : in play. Atists: EBe, DGe, IMy, RSp. 1/1.
i Scarwood Bandits SC R eeee [Py (G2 DK : Thallid Devourer SC U ee RSp GG FE

Put a spore counter on Thallid Devourer during upkeep. Remove three
counters to put a Saproling foken, whichis a 1/1 green creature,
into play. Sacifice o Saproling fo make Thallid Devourer +1,/+2 untl

end of tum. 2/2.
U eeee HOK G2 FE
61, T: Soarifice a green creature fo tum your forests into 2/3

Scavenger Folk SC ( eee DDe G DK, CH : areatures unfil end of um. 1/1.
G1: Sacrifice Scavenger Folk to destroy torget artifoct. 1/1. : Thelonite Monk SC R eeee BWa GG2 FE
Stryb Sprites ( ( eeee AWe G ABURATH T: Saaifice o green reature to fronsform o torget lond info @ basic
Flying. 1/1. : forest. 1/2.
Shambling Strider SC ( eee DSh GG4 IA": Thelon's Chant EN U ees  MBe GGI FE
GR: +1/-1 unfil end of tum. 5/5. : Do 3 damage fo any player who puts a swamp into play without
Shanodin Dryads SC C eeee Mg G ABURATH : putting a -1 /-1 counter on a creature he controls.
: Forestwalk. 1/1. ¢ Thelon’s Curse EN R ees PVe GG FE
¢ Shelkin Brownie SENIe DSh 61 lE Blue creatures do not untap as normal. [_)uringupkeep,ublue
T: Remove the banding ability from torget creature until end of tum. & creature’s confroller may pay U, in addition to other untap costs, to
/1. : untap one ond only one creature.
Shrink INS C e 1D G HL i Thermokarst SOR U eee KhMe GG A
Target creature gets -5,/-0 unfil the end of tum. (Two versions) : Destroy farget land. You gain 1 life if that land is snow-covered.
Singing Tree SC R eees RA (3 N Thicket Basilisk U eeee Dfr GG3  ABURAM
T: Reduce attacking creature’s power to O until end of fum. 0/3. Any nor-wall creature blocking or blocked by Basilisk i destroyed.
: 2/4.
: Thorn4hu|lid SC C eee M GG FE

During your upkeep, put a spore counter on Thom Thalld. Remove 3
counters to hove it deal 1 domage fo any torget. Artists: DGe, HHu,
My, MTe. 2/2.

¢ Thoughtleech B U sese Mg 66 i
: Gain 1 Iife whenever target opponent taps an island.

: Timber Wolves SC R eee MBe G ABURATH
: Bonds. 1/1.

¢ Tinder Wall S ( eeee REm 6 A

Sqarfice Tinder Wall to add RR to your mana pool. R: Sacifice Tinder
Wall o do 2 damage fo target creature it blocks. 0/3.

U Kka 63 AQRATH
Every non-creature arifact in play loses its usual abilifies and
becomes on artifoct creature with power and rouqhness equal to its
casfing cost. Should Titania’s Song leave play, artifucts revert to
normal just before the next tum’s untap phase.

Touch of Vitae INS U eee Wi G2 A

Target creature may untop an odditional fime this tum. Thot creature
may attack or use abilfies requiring the T symbol this tum. Draw o

inning of the next tum.
card urmebegmnmgoscen)I(z M et i

- 66, T: Tracker does domage equal fo its power fo forget creature.
Torget creature does domage equal o fs power fo Tracker. 2/2.
INS

¢ Trailblazer Rieese JBa 662 A
Trunlﬂgﬂg’ g nmSlz)eRbID(CkEdjlls'ml%Sh 62 ABURATH
TsumlJJri[slgurd all en(honhnenré(i)r;( plun. B iy
: Destroy all islands in pluyoR LA o i

ot for each island he or she controls.
Do 1 damage to opponeS Lot e b

Search your library for one basic lond and put it in play. This does not

t mal land-played. Reshuffle your library afterward.
count s your nol Efé-p e R WG 6o okt

Al nonwall creatures blocking or blocked by forget creature are

destroyed after combat.
| NS U eee Wi G3 A

Al creatures blocking or being blocked by torget creature are
destroyed ofter combat.

turn. No creatures now in combat untop as normol during their © Verduron Enchantress  SC R ee Kb 661 ABURAM
: controller’s next untap phose. Artists: JMy, SVC, AWe. : Draw o card each fime you cast an enchantment. 0/2.
¢ Spore Flower SC U eee  MOK GG FE ¢ Wall of Brambles SC U eee AMo G2 ABURATH
: Put a spore counter on Spore Flower during upkeep. Remove three 6: Regenerates. 2/3.
counters from Spore Flower to prevent creatures from dealing * Wall of lee U eee RTh G2 ABURATH
damage in combat. 0/1. | 0/7.
Stampede INS R eeeeo Jife GGl IA : Wallof Pine Needles ~ SC U eee BSn G3 1A
All attacking creatures get trample and +1,/+0 unfil end of turn. : G: Regenerate. 3/3.
Storm Secker INS U eeee "MPo G3 16,CH ¢ Wall of Wood SC Cee  Mle 6 ABURAMH
Do 1 point of damage to opponent for every card he or she has : 3.
- in hond. : Waonderlust [C U eee (Br G2 ABURATH
: Stream of Life SOR ( eeee MPo GX ABURAH : Do 1 damage o controller of target Geature during upkeep.
: Torgerplnr‘er gains X life. * War Mommoth ( ( eeee JMe 63 ABURATH
© Stunted Grow SOR R esee Nih GG3 I : Tromple. 3/3.
Target player must choose three cards from his or her hond and put ¢ Web ¢ R eeos RA G ABURATH
3 them on top of his librory in any order. : Target creature goins +0/+2 and moy block flying creatures.
© Subdue INS C ee B G 16 Whippoorvill §C U oo DSh

GG, T: Target creature may not regenerate or be the torget of
domage-preventing of domage-tedirecting ?pells gr effects. ]If/t?rgel

veyard, remove it from the game. 1/1.
aeature goes fo the ng(Y e ron iy b
Profection from block. Gains +1/+1 after each tum in which it
domages opponent. 1/1.



Name Sets Found

Description

find @ Roing At Cost

Name Sets Found

Desciption

knd (R Reing Afst Cost

Name Kind
Description

(R Rafing  Arist Cost Sets Found

NisnRitlare

__| Shivan Dragon, Mana Flare, and
Spirit Link: lust throw down a pumpable
creature (we picked Mr. Shivan becouse he
kicks butt, and he matches the colors in the
combo), follow with Mana Flare (which
doubles the mana of tapped lands) to
increase your pumpable damage. Then, for
the big life kick, throw on Spirit Link. Feel
free to tap out your mana, even if it's only
to kill an orc. You'll be cashing in big on life.

SHIVAN DRAGON

Whiteout INS U eeee Nth Gl
Al flying creatures lose flying unfil end of turn. If Whiteout is in your
graveyard, you may sacrifice a snow-covered land to retum it to
your hand.

Wiitigo SC R eee
Put six +1/+1 counters on Wiitigo when it comes into play. During
your upkeep, put a +1/+1 counter on Wiitigo if it has been blocked
or has blocked since your lost upkeep. Otherwise, remove 0 +1/+1
counter from Wiitigo. 0/0.

Wild Growth FL C eee MRO G ABUR4HIA :
Whenever arget land is apped for mana, Wild Growth provides an
extra .

Willow Faerie SC ( ee SVC G HL
Flying. 1/2.

Willow Priestess SC R eeee SV GG? HL

T: Take Faerie from your hand and put it directly into play os if it

were just summoned. G2: Target green creature gains protection from

block until the end of tum. 2/2.

Willow Satyr SC R e IMe GG2 16
T: Gain confrol of target legend. Lose control of this legend if Willow
Satyr untaps, leaves play, or leaves your control. You may leave
Willow Satyr topped. 1/1.

SOR

Winter Blast U eeee [KFo GX IGATH
Top X ﬂ:rger creatures. Do 2 domage to each target creature
ith flying. §

Wolverine Pac SC C es IMe G662 6 :
Rampage: 2. 2/4.

Wood Elemental SC Re BSn G3 6 :

*=the number of untapped forests you sacrficed when casting Wood
Flemental. */*,
Woolly Mammoths SC
Gains trample if you control any snow-covered lands. 3/2.
Woolly Spider SC
Doesn't ly, but can block flying creatures. Woally Spider gets
+0/+2 until end of tum if it blocks a flying creature. 2/3.
Wormwood Treefolk ~ SC R eee My GG3
BB: Give Wormwood Treefolk forestwalk unfil end of tum and
lose 2 life GG: Give Wormwood Treefolk swompwalk until end of tum
and lose 2 life.. 4/4.

Wyluli Wolf ¢ seee SVC Gl W
T: Give o creature +1,/+1 until end of tum. 1/1. :

Yavimaya Gnats SC U eeee Dir (2 A
Flying. G: Regenerate. 0/1

Active Volcano NS C o BSn R LG, CH
Destroy blue permanent or retum island to owaer's hand. Destroy
enchantments on forget lond.

Kerathi Berserker SC U es  MBe RRR? %
Rompage: 3. 2/4. :
Aggression B U eees REm p2 0

Target non-wall creatures gains firs strike and ample, Destroy that
creature at the end of any turm in which it did not attock.

Aladdin R eeeo By RR2 :
udtliikl:Steulmﬁfucr. I/IS, 3 ANCH
Ali B(Ibﬂ ooo 1Bo R :
R:Topowall. 1/1. AN 4TH §
Alibon’s Tower INS C e e 1p i |
Torget defending creoture gains +3/+1 fill end of tum, (Tyo
versions)
o Ali from Cairo SC R esee Py pR -

Y 2
You cannot be reduced below T Ife due fo domage while Al is in

W

MBe GGG3 o

¢ Anaba Bodyguard SCy C o
¢ Anaba Shaman SC

C eoe  Dff GGl W
( esee DGe GGl W

K :

Battle Frenzy

= Blood Lust INS
¢ Blood Moon N
: Bone S|

P38
* Brand of Ill Omen £C

MANA FLARE SPIRIT LINK

Ambush Party SC PoR 4 HL

( oo

First Strike. May attack the tum it comes into play on your side. 3/1. &

(Two versions)

: An-Zerrin Ruins EN R eee DDe RR2 H
Choose a creature type. That creature type does not untap during
untap phase.

¢ Anaba Ancestor SC e Mo RI HL

R
T: Target Minotaur gets +1/+1 till end of tum.

First strike. 2,/3. (Two versions)
( eee  AMa R3 HL
R, T: Anaba Shaman deals 1 domage fo target creature or

player. 2/2. (Two versions)

Put X +1/+0 counters on Balduvion Hydra when it comes into play.
0: Remove a +1/+0 counter to prevent 1 damage to Bolduvian

R2, T: Give torget creature o snow-covered landwalk ability of your
choice until end of tum. Retum that creature to its owner's hand gt
end of tum. 1/2.

INS C eee g5y R2 1A
Al your green creatures gain +1/+1 until end of tum. All your other
creatures gain +1/+0 until end of tum.

Beasts of Bogardan SC U eee DG R4 LG, CH
Protection from red. Gains +1/+1 if opponent controls white cords,

3

I /53

- Bird Maiden SC Cee Ko R2 AN, 4TH
Hyin?. 1/2.

: Blazing Effigy SC Cee SR

When placed in the gravgyard from play, Blazing Effigy does 3
domage to forget creature. 0/3.
( eooo Mo R]

Make torget creatures +4 /-4 unil end of tum. This makes toughness
no lower than 1.
R sees TWa R2 K
Tum oll non-basic lands into basic mountains while Blood Moon is
in play.
ﬁumun SEIE
B: Creatures domaged by Bone Shaman this tum cannot regenergte,

CU: R. Torge creature’s controller may not cast summon spells.
Muti R2

Brothers of Fire SC

Ao R3 B

Caverns of Despair EN

: 2/2.
© Crookshank Kobolds ~ SC

64TH © Dish

- Disintegrate
AMa RR2 A
¢ Dwarven Song
R eee RA g3 o
: Dragon Whelp SC

C e Me RRI DK, 4TH
RR1: Do 1 domage to any torget as well as 1 domage to you. 2/2
: Brute, The EC C e MPORI 16,4TH
: Torget creature gains +1/+0. RRR: Regenerates.
¢ Burrowing ( eee MPo R ABURAMH
; Target creature gains mountoinwalk.
¢ (Cave People SC U eee DIy RRI DK, 4TH

Cave People get +1/-2 until end of tum when they are declared on
attacker. RR1, T: Give farget creature mountoinwalk until end of tum.
1/4.

R e  HMc RR2 L6
No player may attack with more than 2 creatures, nor block with

more than 2 cregtures, per tum.

Anaba Spirit Crafter SC R eee  AMg RR2 HL ¢ Chain Lighting SOR C e St/ R 16
All minotours are +0/+1.1/3. : Do 3 domage to o torget. Whenever Chain Lightning does domoge,
¢ Anarchy ( SOR U eeees iy RR2 A the target or target controller may pay RR for Chain Lightning fo do 3
: Destroy all white permanents ; damage to a target of his or her choosing.
¢ Artifact Blast ) INEAC MPo R AQ : Chandler SL ( eee DSh R4 HL
: Counter any artifact os it s being cast. : RRR, T: Destroy torget artifact creature. 3/3.
tog ) SEERC e Wy RI AR : Chooslace INT R eee DWi R ABURATH

i 0:42/+2; sacifice one of your artifocts in play. 1/2. ¢ Changes the color of a card being played or in play to red.

Avalanche SOR U eee  BSn RR2X IA ¢ Chaos Lord SC R eee BSp RRR4 1A
3 Destroy X snow-covered lands. 2 First strike. Chaos Lord can attack the first fime it comes into play on
i Backdraft INS U eee BSy R G : aside, but not the first fime it comes into play. Count the number of
: Do hulf'rhe domage (round down) done by one sorcery to the i permanents during your upkeep. f it is even, forget opponent gains
;o sorcery’s coster. ¢ control of Chaos Lord. 7/7.
: Buldlé%n Barbarions  SC  C ee  MPo RRI 1A~ Chaos Moon EN R eee DIy R3
: 2. : Count the number of permanents during each upkeep. If it is odd, ofl
: Balduvion Hydra SC R eee  MBe RRX I\ red creatures gain +1/+1 and oll mountains prgduce an additional R

when tapped for mana. If it is even, oll red creatures get -1/-1 and
all mountains produce colorless mana.

Hydro. RRR: Put 0 +1/+0 counter on Baldwvion Hydra duing your ¢ Crevasse Uee RA R 6
: upkeep. 0/1. : (reatures with mountainwalk may be blocked.
 Bolllighing ~~ SC R eses QHo RRR  DKATH : Conguer U eeeee R RR3 -
Trample. Boll Lightning may attack in the tum in which it is : Take control of forget land.
summoned. Bury Ball Lightning ot the end of the tum in which it was Crimson Kobolds SC Ce M0 16
i h‘”f“m‘é"e% 6/1. : (rimson Kobolds are red creatures. 0/1
¢ Borborian Guides SC ( eee RTh R2 IA % Crimson Monticore SC R eee DGe RR? 16,4TH

Flying. R, T: Do 1 damage to forget attacking or blocking creature
2

Ce RO 16
¢ Crookshank Kobolds are red creatures. /1.
¢ Curse of Marit Lage EN R eeee AWe RR3 1A

Tap ollislands when Curse of Marit Lage comes into play. Islands do
not untap during their controller’s untap phase.

¢ Desert Nomads SC Cee (R R2 AN
: Desertwalk. Immune to domage from Deserts. 2/2.
: Detonate SOR U ee  RAF RX AQ 4TH

Target an artifact; X is the casting cost of the torget ortifoct

Detonate destroys torget artifact, doing X points of domage o

artifact’s controller. Artifoct creatures destroyed by Detonate may

not be regenerated.

isharmony INS R eee BWo
Target attacking creature is untopped and placed
until end of tum. Itis no longer considered an attocker
blocking is chosen.

R2 (6

Y
Mo

SOR C eeee AMg RX ABURATH
Do X damage to a target. If target dies this tum, it is removed

from game. Creatures affected connot be regenerated

INS U e Di R L6
(;mnge the color of any number of target creatures to red until end

of tum.

U eece AWe RR2  ABUR4H

play. 0/2: © Brassclaw Ores e Ehine B 41 /40 i : ;
b NS ( eoo pp : anad to block creatures of ying. R: +1/+0; if more than RRR is spent this way in one fur,
e el R S b L R TN e 7
o/0 Rostited/Banned AR Avify w (umuhﬁvelj FC Enchont Creature EL Enchant Lond W ;
; ; pkeep Enchant World fermup Summon
AC Aifoct Creafire ® Corrent Rarity FA Enchant Artifact EF Enchont Enchantment  EN' Enchanrent NS Instont m‘nl" t B¢ Creature

SOR Sotcery

rEBRUAR\(Igg‘.I_QHS

3
Q

16

Burtaxeyjeb ayj :o
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pLNa e IR pANS g uide

Nome Kid (R Rofing Afist Cost  SetsFound (round down). Pay 1 for each torget beyond the first. :
Description : Firebreathing EC Cee Dff R ABURAIH :
: R:+1/40. :
T P R e FE fire Drake SC Uee R RIDKCH
R, T: Discord o cordfrom your hond to put 0 +0/+1 010 +1/40 £ ging p- 41 720 uniil end of tum. Only 1 R con be used in this
counter on torget creature. 0/2. : monner 1/2 :
Dwarven Armory BN R eses RN RR2 hig iE i
2: Secrifice o lond to put 0 +2/+2 counter on o creature. You may  : e S MBe RR3 ABURATH :
only use this ability during your upkeep. Firestorm Phoeix s

Dwarven Catapult INS U eee
Does X damage, divided evenly among all of your opponent’s
wreatures (rpund down) .

enDemoifonTeoam  SC U eee  KBr R2 ABU :
T: Destroy o wall. 1/1
Dwarven Lieutenant SEe U e IMe RR FE :
R1: Give torget Dwarf +1/+0 until end of tum. 1/2. :
Dwarven Pony SCiw Ryl® MOK R HL i

R, T: Target Dwarf gets mountainwalk until the end of tum. 1/1.
Dwarven Sea Clan SC U oo

attacking or blocking creatures. Only use this ability if creature’s

controller controls any islands.
Dwarven Soldier SC

If Dwarven Soldier blocks or gets blocked by Orcs, it gains +0/+2

until end of tum. Artists: RAI, RAF. 2/1.

( oo

Dwarven Trader SE e MOK R "
1/1. (Two versions) :
Dwarven Warriors SC ( eeeee DSh R2  ABURAH :

T: A reature of power no greater than 2 becomes unblockable nfil
end of tum. 1/1.

| When Danor of Mamy i3 beought into play, choose
# anper sumemon card in play. Then pot o foken
| cosature i phay end trvat i 83 if you have just

| devtroy Dance of Many. 1 you do st poy & &
H, durng yout upheep, Dance of Mamy is destroyed.

Dwarven Weaponsmith  SC U eee  MPo RI AQR
T: During upkeep, add 0 +1/+1 counter to any creature. Sacrifice on
artifoct each time you use this obility. 1/1.

Earthbind EC  C eee QHo R
Do 2 domage to and removes flying ability from farget creature.
Does not affect nonlying creatures.

Earth Elemental SC U eee DFr RR3  ABURATH :
/5.
Earthquake SOR R eee DFr RX ABURATH :
Do X domage to oll players and non-lying creatures in play. :
Eron the Relenl?ess SL U eeee (Ry RR3 HL :

RRR: regenerates. Can attack the tum it comes into play on your side. :
5 :

Errantry EC
Target creature gets +3/+0. No other creatures con attack this fum if
torget creature attacks i
Evaporate SOR U e  ARg R2 HL %
Deol 1 damoge to each blue and white creature. {
Eternal Flume SOR R e

domage your opponent by the number of mountains you control.
Lose half that amount of life, rounding up.

Eternal Warrior EC ( eeeo AMg R 16,4TH :
Target creature does not tap to attack.
o Falling Star SOR R eee  DSh R2 6 :

From o height of ot least o foot, flip Falling Stor onto playing area.
Any creature Falling Stor touches tokes 3 domage and taps if it
survives. Falling Star has no effect if it doesn’t tum ot

least 360 degrees.

necl_QOUEST

IMe RX fE

AWe R2 HL :
T: At the end of combat, Dwarven Sea Clon Deals 2 domage to torget

0sh Rl e

5, #: Bring one enchantment card
from your

Slow of magic.

ABUR :

( eoo Wi RI n i

9P RRI DK :

Nome Kind (R Roing Adst Cost  Sets Found Nome Kind (R Rating Adtist Cost Sets Found
Desaipfion Desaiption
¢ False Orders INS ( eese AMg R U : Goblin King R e My RR1  ABURAM

AB,
Choose if and how one defending reature blocks. The block, if any,
must be legal. Play after defense is chosen but before domage
: is dealt.
: Feint INS C oo
3 Tap oll reatures blocking torget attocking creature. Target and its
: blockers deal no domage in combat.
: Fireball SOR C eees fiTe RX
: Do X domage, divided evenly among any number of torgets

Flying. Retum Firestorm Phoenix to owner’s hand if it goes to the
graveyard from play. If so, it may not be cast that fum. 3/2.

¢ Fissure INS  C eeee DSh RR3

H Bury target lond or creature.

¢ Flome Spirit SC U e JHo R4 1A
R: +1/+0 until end of tum. 2/3. :

¢ Flare INS C oo DIy R2 A i
Flare does 1 domage to any forget. Draw o cord ot the beginning of &

: the next tum.

¢ Floshfires SOR U eeee DWi R3 ABURATH :

: Destroy all plains in play.

: eFork INT R eeeee AWe RR

Duplicate a sorcery o insfont just cast. Fork’s color remains red and
Fork’s caster may choose ifs forget.

¢ Frost Giant SC U eee  DGe RRR3 6 :
Rompoge: 2. 4/4. :
: Game of Chaos SOR R eee DTy RRR A

Choose target ployer and flip o cain. If you win, you gain 1 life and
that opponent takes 1 damage. Otherwise, you lose 1 life ond that
opponent gains 1 life. The winner decides whether to continue. The
stakes double each round.

_ | Dance of Many &
Skull of Orm: If you've
always wondered why you
might use Dance of Many
instead of a Clong, here's the
answer. With the Skull and o
bit of mana, you can recycle

you wish. If a better creature
comes out, ignore the Dance’s

fom your reveyurd tayous hand. upkeep ond bring it back with
possessed a strange povser over the the Skull. If your creature dies,
Orm's noggin con get the :
Dance back.
SKULL OF ORM
© Giant Strength B eseo I R LGATH
: Make torget creature +2,/+2.
: Glacial Crevasses N R oo MRo R2 A

0: Saaifice o snow-covered mountain to have no reatures deal
domage in combot this tum.

¢ Glyph of Destruction NS C oo  SVCR 16
Make target wall you control +10,/+0 when blocking. Target wall
tokes no domage in combot but is destioyed ot end of tum.

. Goblin Artisans SC Uee JBo R AQ, CH
If desired, top Goblin Artisans as you cost an artifact, and flip o coin.
If opponent wins flip, your arfifact is countered. Otherwise, drow
another card from your library. You may use this ability only once for
each time you cast on ortfact. 1/1.

¢ Goblin Balloon Brigade  SC U eee ARy R ABURATH

: R: Gains flying until end of tum. 1/1. :
¢ Goblin Caves [l C eee DTy RRI 0K

¢ If torget land is @ bosic mountain, oll Goblins gain +0/+2

¢ Goblin Chirurgeon ( eoo Jfi R fe

30(5&(0 a Goblin to regenerate o creature. Arfists: PFo, DFr, DGe

i Goblin DiggingTeam ~ SC  ( oo RSy R DK
H T: Sacrifice Digging Team fo destroy torget wall. 1/1

i Goblin Flotilla SC R eee Wi R? FE
Islandwalk. At the stort of the attack, pay R or creatures blocking or

: blocked by Goblin Flofilla et first stike until end of turn. 2/2.

i Goblin Grenade SOR ( eee Mfii R FE
t Sacrifice o Goblin to deal 5 damage to o target, Atists: OFr, (Ru, RSp
: Goblin Hero SC (e Ml R2 DK

2/2

Goblin Kites EN
BSn R 6 :

ABURATH
: Goblin Mutant S

Goblin Rock Sled SC
3/1.

¢ Goblin Sappers SC

R esse ie RR4 0 :

DKATH
¢ Goblin Shrine

ABUR

i Goblin War Drums EN
Goblin Warrens

Goblin Wizard SC

the Dance of Many as oftenas : .
¢ Grizzled Wolverine SC
Heart Wolf

Hill Giant

¢ Imposing Visoge
© Inferno I

¢ Irondlow Curse

¢ Incinerate N

Karplusan Yeti

S

While Goblin King is in play, all Goblins acquire mountainwalk and
+1/+1.2/2.
U e AMa RI FE
R: Give a torget creature you control of toughness no greater than 2
flying until end of tum. Other effects may later inrease torget’s
toughness. At end of tum, flip a coin. Bury torget creature i? opponent
wins flip.
U e DGe RR2 1A
Trample. Goblin Mutant cannot attack if oppanent controls an
untapped areature with power greater than 2. Goblin Mutant cannot
block o creature of power greater than 2. 5/3.

( e DDe RI DK,4TH
Trample. Rock Sled may not attack unless opponent controls at least
one mountain. Rock Sled does not untap if it attacked your lost tum.

( eoe JMe RI IA
RR, T: Target creature you control cannot be blocked this tum. Thot
areature and Goblin Sappers are destroyed ofter combat. RRRR, T:
Target creature you control cannot be blocked this tum. That creature
is destroyed after combat. 1/1.

EL C eee RSp RRI DK, CH

If torget lond is o basic mountain, all Goblins gain +1,/0. Does 1
domage to all Goblins if it leaves play.

Goblin Ski Patrol SC (e MPo R1 1A
R1: Gains flying and +2/+0. You may only use this ability once and
only if you control snow-covered mountains. Bury Goblin Ski Patrol ot
end of tum in which this ability is used. 1/1.

¢ Goblins of the Flarg SC C eee  TWi R DK, CH
Mountainwalk. Bury Goblins of the Flarg if its controller controls any

: Dwarves. 1/1.

¢ Goblin Snowman SC U eee DGe R3 1A

Goblin Snowman neither receives nor deals domage in combat when
blocking. T: Goblin Snowman deals 1 damage to the creature it

blocks. 1/1. !
( eoeoe Myli R? FE
Fach attacking creature you control may no be blocked vith fewer

than two creatures. Artists: DFr, HHu, RKF, Je.
N R eeee Dfr R2 FE

1
R2: Sacrfice two Goblins to put 3 Goblin tokens, which are 1/1 red

aeatures, in ploy.

U eee DGe RR2 DK
T: Put o Goblin from your hond directly into play. Treat farget Goblin
as if it were just summoned. R: Give target Goblin protection from
white until end of tum. 1/1.

Granite Gargoyle SC Roees (RuR2 ABUR
Gruvmlgghﬁg 0/+]-?/2EW_ R eeeee BSn R2 6
GWYA(')'JS“'“'“ losa fing g‘g""Y'( o DRt R2 ABURATH

2/ Cee (B RRI IA

R: +2/4+0 until end of tur. You may only use this abilty when o

Grizzled Wolverine and only once each tum. 2/2.
areature blocks Grizz/ e i

First srike. T: Target dwarf goins first stiike and +2/+0 until the end

of turn. If that ngf Jeaves play this tum, bury Heart Wolf. Use this

ability only when attack or defe(nse is announced. 2/2.
SC

ee DFr R3 ABURAH
: 3/3;
¢ Hurloon Minotaur SC ( ee  AMa RR1  ABURAMH
i 2/3.
: Hurrlﬁ(kul R eee DIy R AN,4TH
T: Prevent areature from regenerating this urn. /1.
¢ Hyperion Blacksmith U eee DFr RRI 16
: T: Top or untap torget arfifact opponent (omrollsA 2/2.
¢ Immolation EC  ( eoee SKi R LG,4TH

2/2.
Moke forget aeature +2/ ( seo P R A

3
re cannot be blocked by less than 2 creatures.

Torget cregtu ; .y" on Lo
Do 6 domage fo all players and oll creatures.

[C R eee DDe R HL
Torget reature gefs -0/ -1. That creature cannot be assigned fo block
any creoture with o power greater or equal to the aeature’s
toughness lronclaw Curse enchonfs.

DK,4TH

¢ Tronclaw Ores Ce MoRl  ABUATH
: May only block creatures of power equaling 1 or less. 2/2.
NS C eeee MPo RI 1A

Do 3 damage fo any farget. Creatures damaged by Incinerote may
not regenerate.

: Jokulhaups GR R esses RTh RRE i
: Bury ofl arifucts, creatures, ond lands.

Do O T ewe  OSh RR H
: RRR, T: Destroy torget non-creature arifact. 3/3.

. Korplusan Giant (U eeece DGE R6 ] I
: 0: Tap o snow-covered land you control fo give Karpluson Giont

+ i tum. 3/3
1/+1 until end of urS( Bies dho: B3 I

T: Korplusan Yeti does domage equal to ifs power to target creature,
Torget creature does damage equal to its power fo Korplusan Yefi

3/3




Nome Kind (R Rofing Adist Cost Sets Found " Name Kind (R Roting Adist Cost Sets Found Name Kind (R Rofing Adist Cost Sets Found
Desaiption Desaription Description
Keldon Warlord SC U eee KB RR2  ABURAM Nalathni Dragon SC R eee  MWe RR2 CON Primordial Ooze SC Ue Sk R 16, CH

Power and toughness equal number of nonwall creatures in play on
your side, indluding Warlord. */*.
S

Flying, bands. R: +1/+0 until end of tum. Bury Nalathni Dragon if
more than RRR is spent in this manner in one tum. 1/1

Kird Ape ( oooe {fHle R R OrcGeneral SCaa Ute

Kird Ape gains +1/+2 while controller has forests in ploy. 1/1. : T: Saarifice an Orc or Goblin to give all Orcs +1/+1 until end of tum.
Kobold Drill Sergeant ~ SC U e JBa Rl W 12/2)

Give oll rour Kobolds +0/+1 and trample. 1/2. ¢ Orcish Artillery SC U eee AMa RR1  ABURAH
Kobold Overlord SC R e B R 6 : T: Does 2 domage to any target and 3 domage to you. Misprint:

First strike. Give all your Kobolds first strike. 1,/2.

Kohold/sotherKeep SC Ce  JBa 0 5§

0/1. :

Kobold Taskmaster SC U ee RAF ORI 6 :
Give oll your Kobolds +1/+0.1/2

Land's Edge EW R e  BSp RRI

Any player may discord a cord from hand at any time and do 2
domage to a player of his or her choice if the card discarded is
o lond.
Lava Burst
Do X damage fo any target. If the target is o creature, effects that
prevent o redirect domage cannot be used to protect that creature.

Lightning Bolt NS C owses (Ry R ABURATH
Do 3 damoge to one target. LUR,
Magnetic Mountain BN R eee  SVC R

To untap o blue creature, controller must spend 4 ¢
addition to other requirements. Big blue-deck killer!
Manabarbs R e

uring upkeep in

(Ru R3
Do 1 domage to controller whenever he or she draws mang from
any lond.
o Qi SR Re M

R

Choose a target player. You and he or she shoyld flip a coin. Any

player whose coin comes up talls loses a lfe. Repeat yni hoth
ployers” coins come up heads simultaneously.

Mana Flore R esee (Ry Ry
Each lond produces an extra mana of ifs normgl type wh
tapped for mana.

o Marton Stromgald SL
If Marton Stromgald attacks, all other attack

AB,UR 4TH
enever it is

R2
g Creatures gain

++/+* until end of turn, where * equals the numl,
attacking creatures. If Marton blocks, ofl okl
++/+* until end of tum. 1/1.

¢ Orcish Cannoneers SC

6,
Orcish Conscripts SC

SR C sese THig R 0
¢ Orcish Farmer

Ortisﬁ Healer SC
NRATH

AB,UR4TH Orcish Librarian

DRATH
i Orcis Lumberjack SC

Orcish Mechanics
R eeses pipy p A Orcish Mine

ther blocking creqtures guin

Alpha version lsts casting cost as R1. 1/3.
U eee Dfr RRI A
T: Does 2 domage to any target and 3 domage to you. 1/3.

¢ Orcish Captain SC Ue MeR FE :

1: Choose target Orc, then flip o cain. If opponent wins fip, torget

Orc gets +2/+0 until end of tum. Otherwise, the Orc gets -0/-2 until &

end of um . 1/1.

(e
Cannot attack unless at least two other creatures attack. Cannot
block unless o least two other creatures block. 2,/2.

T: Tum target lond into @ swamp unilits controller’s next untop
hase. 2/2.

U eee

RR, T: Target creature may not regenerate this tum. RBB, T:

Regenerate torget black or green creature. RGG, T: Regenerate torget

black or green creature. 1/1.

R, T: Take the top eight cards of your library and randomly remove
four from the game. Put the remaining four in any order on top of
{lour fibrary. 1/1.

T: Sacifice o forest o add three mana to your mana pool. This mana
can be any combination of green and red mona. 1/1.
( eee
T: Do 2 points of damage to any target. Each time you use this
abilty, place one of your artifacts in play in the graveyard. 1/1.

! L U eee KFo RRI HL
When Orcish Mine comes into play, place three ore counters onit. *
During upkeep remove one counter when ever torget lond is tapped.
Destroy land Orcish Mine enchants when last counter is removed.
Orish Mine Deals 2 damage to land’s confroller.

il

INS U eo0e i pg

2 :

Mele(ust on your tu during combat, but before defengg is chosen h
Choose how your atfacking creatures are blocked. After deduriﬁg
blockers, untap any unblocked attacking creature, Tregt fhose
creatures os f they had not attocked.

Use 6 3 .

Melting 1
Al snovi-covered londs turn into nomsnow&overed lands of the
some fype.

Shower
Meteﬁ\femm Shower does X+1 domage divided ¢

R
n
any number of targes. 4 Y way you choose fo

R eee

2, #: Thke the top two cards from
player's library and put

target
them in ta layer's graveyard,
More khan'gs i s driven

fmgane by the mq:j of the Milistone

iy grinding amay,

AER LMY LR ]

~ LHURGOYF MILLSTONE

Orcish Spy

: Orcish Squatters SC
SOR C wese REm oy o

: Ordish Veteran

__| Lhurgoyf &
Millstone: One of the best
things about Lhurgoyf is his
cheap casting cost.
Unfortunately, getting him out
early in the game usually isn‘t
a very good idea. With o
Millstone, you can start
grinding away at your
opponent's library, hopefully
supplying more food for your
behemoth. If you're playing
with cards like Dance of the
Dead, it may also be helpful

to grind out your own
creatures os well.
£ Orcish Oriflamme EN U ees DFr R3 ABURATH

All of your attacking creatures gain +1/+0 during your attack.
Misprint: Alpha version lists casting cost as R1.

( eooe fufi R FE
T: Look ot the fop 3 cards in target player's fibrary. Retum them in
order. Artists: DGe, SVC, PVe. 1/1.

If Orcish Squatters attocks and is not blocked, you may gain contral

of aland controlled by the defending player. If you do so, Orcish

Squatters deol no dymage this tum. 2/3.
S

( oo

Mui R2 FE

My R2 X

DSh R A
C e Dt RRI o
¢ Raiding Party
QHo RR 1A
© Red Elemental Blost  INT
R eeee PFo RI A
 Retribution SOR
( eeee D R 1A

Rock Hydra SC
PVe R2 A :

Stonehands EC
 Stone Rain SOR (oo

Stone Spirit SC

: »Tempest Efreet SC
R eeeo RKF R4 I

Must attack whenever possible. Add o +1/+1 counter as your
upkeep ends. Then pay 1 per counter or Primordial Ooze deals 1
domage to you per counter and tops. 1/1.

INT

¢ Pyroblost ( eeoee [Fg R 1A

3 Counter torget blue spell or destroy target blue permanent.

¢ Pyrodasm | esee PMo RI 1A

g Do 2 domage to each creature.

Pyrotechnics SOR U eeee AMg R4 1G,4TH

Do 4 domage divided any way among any number of targets.

¢ Quarum Trench Gnomes SC R eee  Dfr R3 16
T: Tur?et plains produce 1 instead of W until end of game. 1/1.

¢ Raging Bull ( (oo R2
2/2. .

¢ Raging River EN R eee SEv R ABU

When ottacking, divide opponent’s ground creatures on either side of
Raging River. Attacker can then choose on which side of River o
place each attacking creature, ond attocking creatures can only be
blocked by fiying creatures o those on the same side of River.

U eee  QHo R2 E
Raiding Porty may not be targeted by white spells or effects. Sacifice
an Orc to destroy all plains. Any player may top o white creature to
save 1 or 2 plains from destruction. Any number of white creatures
may be topped for this purpose.
( eeeee RTh R ABURATH
Counter o blue spell being cast or destroy a blue card in play.
Misprint: Alpha version listed type s Instont.
U eee Mie RR2 HL
Choose Two creatures controlled by opponent. Bury one of these
creatures ond put a -1 /1 counter on the other. That opponent
chooses which creature is buried.
R eee JMe R ABUR
Put X +1/+1 head counters on Hydra. Fach point of domage fo
Hydra destroys one counter unless controller spends R per head.
During upkeep, new heads may be grown for RRR opiece. 0/0.

i RocofKherRidges ~ SC R eeee ARu R3 ABUR
: Flying. 3/3.
¢ Rukh Egg ~ SC C eeee (Ry R3 AN

If destroyed, a 4/4 flying red token reature is put info play ot end
of um. 0/3.

¢ Sabretooth Tiger SC ( eee  MBe R2 1A
: First strike. 2/1.
¢ Sedge Troll SC R eee D R2 ABUR

B: Regenerates. When confroller has swamps in play, Sedge Troll
gains +1/+1.2/2.

Shatter INS C eeee AWe RT ABURATHIA
: Destroy target artifact.
¢ Shatterstorm SOR R eee  MPo RR2 AQR
: Bury all arfifucts in play. Arfifoct creatures may not be regenerated.
: Shivan Dragon SC R eeeee [iBe RR4  ABURATH
: Flying. R: +1/+0.5/5.
* Sisters of the Flame SC ( eee My RRI DK 4TH
: T: Add R to your mana pool (ploy os an interrupt). 2/2.
: Smoke EN R e My RR ABURAH
: Fach player may only untap one creature during untop phase.
< Spinal Villain SC R eee AMg R2
: T: Destroy torget blue creature. 1/2.
: Stone Giant SC U eee DWi RR2

ABUR4MH
S

T: Give one of your creatures with toughtness less than Stone G
power flying until end of tum. Target creature, which @ incret
foughnesss after it gains flying ability, is killed at end of tom
3/4

( e D R2 A
Target creature goins +0/+2. R: Gains +1/+0 until end of tum.

DGe R2 ABURATHIA
Destroy any one land.

U oo Me R4 A
Stone Spirit cannot be blocked by flying creatures. 4/3.

" Storm World B Re (RuR 16

Do 1 domage to any player for each cord below 4 in hand
during upkeep.

F R e NTh RRRI 16 4TH
T: Pick a card rondomly from opponent’s hand and place it in yours,
burying Tempest Efreet in opponent’s graveyard. Opponent may
prevent this permanent change in ownership by socrificing 10 life or
conceding game before the switch is made. If o, bury Tempest
Efreet in coster’s graveyard. 3/3.

jjae Djinn e SVC RRR MR Cannot be assigned 1o block white creatures of power greater than 1. © Tor Giant SC C e DSh R3 1A
: If Mijae Diinn “";’;ﬁi’p: ‘;I"' 1Fopponent wins flp, At Dinn ¢ R:Give Orcish \gleremnﬁlstsnike until end of tu?n. Amgrs: MBe,OF, :  3/3.
fops bt s 10 L8/ by Qto, DSh. 2/2. ¢ Total War BN R oeee DIy R3 W
Mons's Goblin Raiders Me R ABURATH | Orgg SC R eee DGe RR3 FE ©  Whenever any ployer declares on ttack, destroy oll untopped non
A SC( eee : Trample. Orgg con not attack if opponent controls on untapped wall creatures that don’t attack. Creotures that the player did not
ountain Goa K1/ B R A areature with power greater than 2. Orgg cannot block creature of ; control at the beginning of the tum cre not affected by Totol War.
Mountaimwalk. 1/1. % e : power greater than 2. 6/6. * Tunnel SOR U ee DFf R ABURAH
Mountain Yeli o fom wl 330Fr RR2 16, CH & Panic INS C oo MK R A Buyonewall.
Mountoinwalk, P omgv 29. / b : Target creature may not block this tum. Drow o card ot the beginning : Two-Heoded Giant of Foriys SC R eeee  AMo R4 ABU
Mudslide s do not untop unl B5n R W of the next tum. ¢ Tromple. May block two creatures in combat. 4/4.
Non-{lymg(te(?]emshewml]mnpunessthel!(onhollelpnngfor © Power Surge EN R eeo [DSh R ABURATH : UthdenTroll U eeee [Sh R2 ABURATH
each reotv® £s fo unfap. Before untap phase, player must count untopped lands. During : R: Regenerates. 2/2.
upkeep phase, player tokes 1 damage for each untapped land.
o/® Resnkted/ﬂunmi ﬁsl Arifact ! U Cumolative Upkeep EC Enchont Geature EL Enchont Lond EW Enchant World INT Interupt SC Summon (reature
AC Aifae (reatur® Curtent Rarity FA Enchant Arifact EE Enchont Enchontment EN' Enchontmie! INS Instant AN Lond SOR Sorcery
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¢ Artifoct Waord EC

: eBalance

LR

Name Kind (R Roting Afist Cost Sets Found

Vertigo INS U eee Dly R A i
Do 2 domage to target flying creature, which loses flying until end
of tum.

Wall of Dust SC U ee RTh R2 1G,4TH :
(reatures blocked by Wall may not aftack during opponent’s next
tum. 1/4.

Wall of Earth SC  ( eses RIh RI 6 :
0/6.

Wall of Fire SC U eee Rh RR1  ABURAM :
R:+1/+0.0/5.

Wall of Heat SC ( eee RIh R2 LGCH :
2/6. :

Wall of Lava SC U eee PVe RRI 1A
R: +1/+1 until end of tum. 1/3. :

Wall of Opposition U eee  HMc RR3 16, CH :
1: +1/+0 unfil end of tumn. 0/6. :

Wall of Stone SC U eee DFr RRT  ABURAM :
0/8. :

 Wheel of Fortune SOR R eeees Ge R2 ABUR :

Al players must discard their hands and draw seven new cards.

Windseeker Centaur SC R eee  AMa RRI BOOK
Does not tap to attack. 2/2. :
Winds of Change SOR R eee JHo R LGATH :

Al players must shuffle their hands into their libraries, then draw as
many cards as they originally had.

Winter Sky SOR R
Flip o coin. Opponent calls heads or tails. If call is in your fovar,
Winter Sky does one domage fo each creature and player. Otherwise
each player draws o cord.

Word of Blasting INS U eee
Bury target wall. Word of Blosting does X damage to the wall's
controller, where X equals the casting cost of the wall.

Ydwen Efreet
Flip a coin when defending. If opponent wins flip, opponent may
decide whether or not Ydwen Efreet blocks. 3/6.

AVVHITE |

Abbey Gargoyles SC U eees (Ru WWW2 HL
Flying. Protection from red. 3/4.

Abbey Matron SC( eee MK 2WW HL
W, T: +0/+3 till end of tum. 1/3 (Two versions)

Abu Jo'far U eeos KMe W AN, CH

If Abu Jo'far is destroyed in combat, oll creatures blocked or blocking
Abu are destroyed and connot regenerate. 0/1.
Adarkar Unicorn SC ( ooe

T: Add either U or U and 1 to your mona pool. This mana can only be

used for cumulative upkeep. 2/2.
R

Akron Legionnaire . MPo WW6 LG, CH
0f your non-artifact creatures, only Akron Legionnaire moy attack.
8/4.

Alabaster Potion INS  C eeoe Hic WWX 1G,4TH
G’wel torget ployer X life or prevent X domage to farget creature
or player.

Amrou Kithkin SC C ee  QHo WW 1GATH :

Creatures with power greater than 2 may not block Amrou Kithkin.
Blocker's power may later be increased. 1/1.
EN

Angelic Voices R eeee [Bg WW2 LG, CH
Give all your reatures +1/+1 if you control only white or artifact
creatures.

Angry Mob SC U eeoe DIy WW2  DKATH
Tromple. During Angry Mob’s confroller’s turn, *=fotol number of
swamps all opponents control. Otherwise, *=0. 2+ /2+*. :

Animate Wall EC R e D W ABURATH :
Target wall may now attack. :

Arctic Foxes SC Cee  MPo WI I

If defender controls any snow-covered lands, Arctic Foxes may not be
blocked by any creature with power greater than 1.1/1.

Arenson's Aura N C ee Ne W2 i

W: Sacrifice an enchantment to destroy another enchantment. 3UU:
Counter an enchantment s it is being cast.

Argivian Archaeologist ~ SC
2, T: Bring an ortifact from your graveyard to your hand. 1/1.

Argivian Blacksmith SC ( ee  Kka WWI AQ
T: Negate 2 domage to torget artifact creature. 2,/2. H

Armageddon SOR R eeess JMy W3  ABURAM :
Destroy ol londs in play.

Armor of Faith EC C eoo AMa W I
Target creature gains +1/+1. W: +0/+1.

Army of Allah NS € eeee BSn WWI MG

+2/+0 to oll attacking creatures until end of fum.

118 1@"0 U E 5T

e MK R HL

Kite 1 n

R ee Dy RRR w

QHo WW1 i

¢ Blood of the Martyr INS U e
: Blue Scorab £

Blue Ward

: Caribou Range £l
R eeees AWe WWI M

¢ Costle EN

¢ (ircle of Protection: Arfifocts EN

Name Kind (R Roting Adist Cost Sets Found Nome Kind (R Rofing Adist Cost Sets Found
Descripfion Destription
C e DSh W AQ ( oo SEv W1 ABURATHIA

Target creature may not be blocked by artifact creatures. domage
taken from an ortifact source s reduced to 0. Target creature is not
affected by ortifact effects thot torget it.

¢ Aysen Bureaucrats ( eoe  ARa Wi HL
Top target creature with power no greater than 2. 1/1. :
Aysen Crusader SC R e NIh WW2 HL :
X equals number of heroes in plaoy. 2+X/2+X
¢ Aysen Highway EN R eee NTh WWW3 HL :

All white creatures gain plainswalk.

SOR R eeses 4ipg W1 ABURATH
All players must discard enough lands, cards in hand, and creatures
so that everyone has the some number os the player with the lowest
number of lands, cords in hand, and creatures, respectively.

: Battle Cry INS U eee DSh W2 1A
Untap all your white creatures. All creatures that block this tum get
+0/+1 until end of tum.

Beast Walkers SC R ee  HHu WWI HL

: G: Banding until the end of tum. 1/1. :

: Benalish Hero SC C eee DSh W ABURATH :

: Bands. 1/1. :

¢ Black Scarab EC U ees (o W A :

Target creature gets +2/+2 as long os any other ployer hos any
black cards. Torget creature cannot be blocked by block creatures.
£C

: Black Ward U eees DF W ABURATH
: Target creature gains protection from black.
: Bluzeo?GIory INS e RIh W

AB,
Torget creature must block ofl creature that it is legally eligible to
block. Blocker's controller chooses how to distribute domage.
Play before defense is chosen.

Seampede

Thelonite Druid

|
|
f

i

| EN\

Summon Cleric
(2N~

¢ Blessed Wine INS C e Ko W1 1A
Goin 1 life. Drow o card at the beginning of the next tum.

: Blessing EC R eses JBa WW ABURATH

: W +1/+1. :

¢ Blinking Spirit SC R eesee Vi W3 AT 3

0: Blinking Spirit retums to its owner's hand. 2/2.
(Ru WWW DK CH
Until end of tum, you may redirect damage done to your creatures to
yourself instead.

| ooe
Target creature gefs +2/+2 as long as any other ployer hos any blue
cards. Torget creature connot be blocked by blue creatures.

3

U eee  DFr W  ABURAIH
Target reature gains profection from blue.
Brainwash EC Cee PV W DK,4TH

Target areature may not attack unless its controller spends 3. Other
requirements for the creature to attack must also be met.

Call to Arms
Choose a color. As long os target opponent cantrols more cards of

to Ams if at any time thot opponent does not control more cards of
that color than any other color.

© Camel SC Ce S W N

Bands. Comel gives immunity to Desert domage to oll those banded
withit. 0/1.

R eses RIp ww? A
WW: Tap lond Coribou Range enchants to put a Caribou foken into
play. Treat this token as 0 0/1 white wreature. 0: Sacrifice o Caribou
token to gain 1 life.

U eoo  DWi W3
Your untopped creatures gain +0/+2. Attacking creatures don't get
this bonus.

U eeoo pVg W]

: 2: Prevent oll domage against you from an arifuct source.
i Circle of Profection: Black EN T eeee juy Wi By R 4TH IA
:1: Prevent all domage to you from one black source N
¢ (Girde of Protection: Blue EN ~ ( eee
1: Prevent all damage to you from one blue source

AQ,4TH

¢ (Cirdle of Protection: Green EN

Circle of Protection: Red  EN

Clergy of the Holy Nimbus SC
Cold Snap N
Combat Medic SC

: (onsecrate Lan EL

: Conversion

Cooperation EC

Crusade

D'Avenant Archer SC

‘ Death Ward N
AWe W 1A Disenchant

o Divine Intervention  EN
Divine Offering INS
R eeee RGa WI A 3
that color than of any other, all white creatures get +1,/+1. Bury Call
Dust to Dust SOR
Elder Land Wurm

© Elvish Healer SC

ABURAT

Enduring Renewal

DWi WIABURATHIA

1: Prevent all domage to you from one green source.
( ocoo [MTe W1 ABURA4THIA
1: Prevent all damage to you from one red source.

¢ Grdeof Protection: White~ EN ~ C eee  DSh W1 ABURATHA
: 1: Prevent all domage to you from one white source.
Cleanse SOR R eeee Pfy WW2 16
Destroy all black creatures in play.
(leansing SOR R eee PVe WWW DK

All lond is destroyed. Anyone who wishes to preserve specific londs
may do so by saificing 1 life per land to be soved.
C e DGe W L6
If killed or destroyed, Clergy of the Holy Nimbus regenerate unless
opponent pays 1. 1/1.
U e RGo W2 1A
CU: 2. During each player’s upkeep, Cold Snap does 1 domage to
that ployer for each snow-covered land he or she controls.
C eoeo My W2 FE
W1: Prevent 1 damage to o player or creature. Artists: EBe, LDa,
AMa,SVC. 0/2.
U eoee |Me W ABU

Target lond is immune from all effects that would destroy it.
U eeee My VW2  ABURAM
All mountains are considered basic plains. Pay WW during upkeep or
discard Conversion.
( eee  Pfo W2 IA
Target creature gains banding.

EN R eeee MPo WW  ABURAM
All white creatures goin +1/+1.

__| Thelonite Druid &
Stampede: The ground
rumbles with the frampling
footsteps of an immense
herd. Little does your
opponent realize that the
stampeding creatures are
trees! Need fo finish off your
opponent in a hurry? How
about a swarm of 3/3
trampling creatures? No,
they’re not War
Mammoths—they're living
forests, courtesy of the
Thelonite Druid. Mass
desfruction—the way nature
intended it to be.

( eee DSh W2 G, CH
T: Do 1 damage to attacking or blocking creature. 1/2.
¢ Damping Field IN U JHa W2 AQ
: No one may untap more than one arfifact in each of his or her own
: untap phases.
: Death Speakers SC U eee DSH W HL

W: Protection from black. 1/1.

C oo HMc W AB,URAt,IA
Regenerates target creature.

INS  ( eeeee BSp W1 AB,UR 4th,IA
Destroy target enchantment or artifoct.

R oo AWe WW6 16
Put 2 counters on card. Remove 1 counter during you upkeep. When
both are removed, game ends in a draw.

( eooe Me WI L6

Destroy target artifact, gaining life equaling casting cost of artifact.

Divine Transformation ~ EC U eeee NTh WW2 (G 4TH
: Give torget ceature +3/+3.
: Drought EN U eeeee Nth WW2 A

During your upkeep, pay WW or destroy Drought. In order to cost o
spell that has B as part of ifs costing cost or use on ability thot
requires B, the player must socifice o swamp for eoch B in the spel

or effect.
Dlu Wwi DK

Re two target artifacts from the game.
i R eee (QHo WWW4  LGATH

Trample. Elder Land Worm connot attack until it has been ossigned to

( oo00

block. 5/5.

( eoo REm W2 1A
T- Prevent 1 damage to ony forget or up fo 2 domage to a green
: weoture. 1/2.
¢ Enchanted Bein/g SE L C e DSh wwi 16
: Reduce domage dealt to Being during combat by creatures vith
them to 0. 2/2.
enchontments on them I "

Play with your hand face up If you o drow o creature from your
lbrary, discard it Whenever 0 réofure goes to your graveyord from
play, retum it to your han




Nome kind (R Roting Adist Cost Sets Found Nome Kind (R Rofing Adist Cost Sefs Found Name Kind (R Rofing Atist Cost Sets Found
Desaiption Desciption Description
Energy Storm EN R eeee Sfv Wi IA : Holy Day INS C eee JHo W 6 :
CU: 1. Domage done by instants, interrupts, and sorceries is reduced Creatures attack and block os normal but deal no damage. : Kjeldoran Guard SC C ee  AWg WI A
to 0. Flying creatures do not untap during their controller’s ¢ Holy Light INS C e DIy W2 K : T: Give torget creature +1/+1 until end of tum. If that creature
untap phase. : Give all non-white creatures -1 /-1 until end of tum. leaves play, bury Kieldoran Guard. Use only when attack or defense is
Equinox R (oo SNC W G : Holy Strength ( oo Mo W ABURAM announced, and only if defending player controls no snow-covered
Top target land to counter a spell that destroys your lond (ploy s an~ * Torget creature gains +1/+2. : lands. 1/1.
interrupt). ¢ leatian Infantry Cooo  Mai W FE : Kieldoran Knight SC R ewee RSy WW 1A
Exorcist SC R eee DIy WW DK : 1: Gains banding until end of tum. 1: Gains first strike until end of Banding. W1: +1/+0 until end of tum. WW: +0/+2 unfil end of
W1, T: Destoy torget black creature. 1/1. : tum. Atists: EBe, CRu, DSh, DTu. 1/1. tum. 1/1.
Eye for an Eye INS R eeee [P WW  ANRATH : lcatian Javelineers SCCoee M W fE : Kjeldoran Phalanx SC R eee RKF W5 1A
Do as much damage to controller of o creature, spell, or effect os said When cast, put o javelin counter on Javelineers. T: Remove the First strike, bundirrli; 2/5.
counter to deal 1 domage fo any target. Adtists: EBe, MBe, SKi. 1/1. © Kieldoran Royal Guard  SC R eeee Wi WW3 1A

creature, spel, or effect does to you.

Farmstead EL, Rue MPo WWW  ABUR
Target land's controller gains 1 life but no more if WW is spent
during controller’s upkeep.

Farrel's Mantle EC U eee
If target creature attacks and is not blocked it may deal X + 2
domage to any other farget creature where X is the power of the
aeature Forrel's Montle enchants.

Farrel's Zealot SCC oo Mdfi WWI FE
If Zealot attacks without being blocked, you may deal 3 damoge to a
target creature. If so, Farrel’s Zealot deals no domage. Artists: EBe,
MBe, RKF. 2/2.

Farrelite Priest SC Ue PFo WW1 FE
1: Add W to your mana poal (play os an interrupt). Bury Farrelite
Prigst if more than 3 is spent in this way in one tum. 1/3

Fasting N Ue DSh W K
Take 2 life if you skip your draw phase. Destroy Fasting if you draw
a card for any reason or when it hos been in play for 5 of your

upkeeps.

Festival INS C e MPo W DK :
Opponent may not declare an attack this tumn. Play during
opponent’s upkeep.

Fire and Brimstone INS U oo JMe WW3 DK

Do 4 domage fo forget player and do 4 domage to you. Fire and
Brimstone may not be used unless opponent has declored an attack
that tum.

Formation INS R oo
Give forget creature banding unfil end of tum. Draw a card of the
beginning of the next tum. :

Fortified Area EN C e RAF WWI 16
Give all your walls +1,/+0 and banding.

Fylgja EC

Put four healing counters on Fylgja when it comes into play. 0:

Remove o healing counter to prevent 1 domage to the creature Fylgjo

enchants. 2W: Put o healing counter on Fylgja.

* General Jarkeld R eeo RTh W3 1A
T: Exchange two blocking creatures without creating an illegol block.
1

/2.
Glyph of Life

NS C e N W 1Gi 33

Add to your life points damage done to target wall by
attacking creatures. :
Great Defender INS U ee  MPo W 6 :

Give torget creature +0/+X uniil end of tum, where X is the
«eature’s casting cost.

Great Wall Use Stv W2 6 :
Creatures with plainswalk may be blocked. :
Greater Reafm of PreservationEN U eeee  NTh W1 16

W1: Prevent all domage to you from a red or black source.
Green Scarab EC
Target creature ets +2/+2 os long as any other player hos any
green cards. Target creature connot be blocked by green creatures.
£C

Green Ward U eee DFr W ABUR4TH
Torget creature gains protection from green.

Guardian Angel S eee  AMg WX ABUR
Negate X domage dealt to o target. Psst: put this card next :
to Paralyze. ;

Hallowed Ground EN U e DSh Wi A

WW: Retum a non-snow-covered land you control to its owner's hand.

Hand of Justice R eesee MBe W5 fE
T: Top 3 target white creatures you control to destroy any torget
treature. 2/6.

Hazduhr the Abbot SC R eee . DE WW3 HL

A I)(, T: Redirect to andu!}k )S( domage dealt to white you contral. 2/5.

ea

Coo Mo W Wi

Prevent 1 damage to any farget. Draw a cord ot the beginning of the
next furn.

Healing Salve INS C eeo DR W
Gain 3 lfe, or negate up to 3 damage dealt fo a farget.
Heaven's Gate e

Change the color of one or more target creatures to white until end
of tun.

AWa W2 FE :

lcatian Scout
: leatian Skirmishers SC

: lcation Town
¢ Indestructble Aura

Infinite Authority £C

Kie W1 I % Island Sanctuary N

Ivory Guardians SC
( eoes fBe W W

¢ Justice

¢ Karma

Keepers of the Faith SC
S

U oo Nl W A

ABURAM

: NIGHT SOIL HALLOW’S EVE

OSh W 6 i

Ication Lieutenant SC.e ke Pve WW FE
: W1: Give torget Soldier +1/+0 until end of tum. 1/2.
¢ leation Moneychanger ~ SC C eee  Muti W FE

Lose 3 lite when casting and put 3 counters on Icatian
Moneychanger. During your upkeep, put a counter on Moneychanger.
Sacrifice Moneychanger during your upkeep to gain 1 life for each
counter on it. Atists: EBe, MBe, DTu. 0/2.

¢ lcatian Phalanx SC U eee KFo W4 FE
i Bonds. 2/4.
¢ lcatian Priest SC U eee Dly W FE:
3 WW1: Make torget creature +1/+1 until end of tum. 1/1.
( eeoo M W FE

1, T: Give target creature first strike until end of tum. Artists: RAI,
PFo, RKF, DSh. 1/1.
R eee
Bands, first strike. All creatures that band with Skirmishers gain first
strike until end of tum. 1/1.
R eeee TWi W5 FE
Put 4 Citizen tokens, which are 1/1 white creatures, in play.
INS C e MPo W L6
Reduce to 0 oll domage dealt to torget creature until end of tum.
R e DSh WwwW LG (H
After combat, destroy all creatures with toughness 3 or less blocking
or blocked by torget creature. Put a +1,/+1 counter on target
areature for each creature so destroyed.
R e MPo W1  ABUR4M
If you don’t draw a card, only flying or islandwalking creatures may
attock you until your next tum.
U oee  ABe WW4 L6, CH
Protection from red. Make oll guardians +1,/+1 if opponent controls
red cords. 3/3
Jihad EN R eeee BSp WWW AN
+2/+1 to white creatures while chosen color of opponent's is in
play. Discard Jihod if no cards of that color are in play.
EN U eeeee Rp WW2 A
Pay WW during your upkeep or destroy Justice. Whenever o red spell
or creature deals damage, Justice deals an equal amount of demage
to the controller of that creature or spell.
3 U eeeee RTh WW2  ABURAM
Do 1 point of damage to a player for each swamp he or she has in
play during his or her upkeep.
DGe WW1

( oo

16, CH

Night Sofl

Pt (wo coumrers o his cand. Remove a cosater

dutima yowr

whwnter frem Al Mallow's Eve, alf players Gabe 2

HHu W3 FE 52

T: Redirect oll damoge done to you by unblocked creatures this tum
to Kjeldoran Royol Guard insteod. 2/5.

¢ Kieldoran Skycaptain =~ SC U eeee APy W4 1A
: Flying, banding, first strike. 2/2.

Kieldoran Skyknight ST ( eeee MPo W2 A

Flying, banding, first strike. 1/1.

Kieldoran Warrior SC ( eee MPO W A
: Banding. 1/1.
: Knights of Thorn SC R eeee (Ru W3 DK
s Protection from red, banding. 2/2.
: Lance B Ues RN W ABUR
: Torget creature gains first strike.
: LundTu?( i EN R eeee BSn W L6,4TH

If opponent controls more land than you during upkeep, you may
remove up to 3 basic lands from your library and put them in your

hand. Reshuffle your librory ofterword.
¢ Leeches SOR R e  ARa WWI HL

Target player removes oll poison counters. Player takes 1 domage for
: each poison counter removed.
: Lifeblood N R ooee MTg ww2 L6
: Take 1 life whenever opponent tops @ mounfain.
¢ Lightning Blow INS R eoe fibc WI rhclA
: Give torget creature first strike until end of tum. Draw o cord at the
: beginning of the next tum. B
¢ lostOrderof Jarkeld ~ SC R e°° ARy W\?Iz ! )
: * equals the_ number of creatures controlled by turget opponent.
: 1+%/1+%.
i Martyr's Cry SOR R eee IMe WW DK

Remove all white creatures from thehgume.n E?]g:i player must draw a
: card for each white creature her o she confrotied.
¢ Martyrs of Korlis SC U eee HMOK WW3 : d'AO
© " Domage done to you by ortfatsis instead done fo Martyrs of Kol
unless Martyrs of Korlis i tapped. Only one Bodyguard of your choice
may take damage for you in this manner per fum. 1/6. #
¢ Mercenaries SC Re Br W3 = r
If Mercenaries damoges a player, that player may poy fo preven
: that damoge. 3/3.
e i % .“1/1 M(;Elovilmions) ¥,
Flying. W1: +0/+1 until end of tum. 1/1.
| Most T/ AL e W1 ABURAT
2 Flying, bands. 1/1. A
¢ Mirace Worker SC I ‘o
T: Destroy forget enchantment on one O

RSp W
f your creatures. 1/1.

t Soil & All
#ﬂ:iv?" s Eve: Hove on Al
Hallow’s Eve party. After two
rounds oll creatures 0re
invited from the graveyord, :
staight info ply. However, i
you want fo keep your
opponent out of the fun. Zap
their creatures with Night Sol.
Once furned info Saprolings,
they won'tbe avodbe for
the Holloween golo

Whers you remove the byt

R eeee e WW?2 L

Heraism EN U e MPo W2 FE : Kelsinko Ranger SC Ce  MPoW 1A Moat L
Sacrifice o white creature to prevent attocking red creatures from : W1: One green creature gains first stike until end of tum. 1/1 : Non-lying creatures cannof attock DWi WW2 AN
dealing domage in combat this tun. The attacker may pay R2 so an ¢ King Suleiman SC R ee  MPo W] "N G Moorish (uvu%ry ST
attacking creature may eal damage normally. i T:Deshoy on Efreet or Djinn. 1/1. © Tromple. 3/3. i wPo WW1 DK 4H
Hipparion SC U eee  DWi W) I < Kismet EN U oess Kkro W3 |G4TH : Morale NS C ol endof
Hipparion cannot block creatures with power 3 or greater unlessyou All opponent’s creatures, lands, and arfifacts enter play topped. ' Give all unudcing(reﬁhﬂf'_i*V‘l Uﬂ'.e”nsh WW2  ABLRH
poy on additional 1. 1/3  Kjeldoran Elite Guard U eee Ko W3 © Northern Poladin SC_R *
Holy Armor EC (oo fMBe W  ABURAM T: Give torge creature +2/+2 unil end of tum. Bury Kjeldoran Elite WW, T: Deshoy a black cord in ploy. &/
Target creature goins +0/+2. W: +0/+1 Guard f that creature leaves play this tum, 2,/7 '
: : 10 Summon (raaiure
o/ Resticted/Banned ART Arfoct (U Cumulative Upkeep EC Enchont Creature EL Enchant Lond EW' Enchant World INT Intemupt ggg Sortery
AC Artifoct Creature R Current Rarity EA Enchant Artifact £E Enchont Enchontment N Enchanfisent INS Instant (AN Lond e
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players guide.

¢ Seeker

Nome kind (R Raofing Adist Cost Sefs Found
Description
Order of Leifbur ST C eeee Nt WW fE i

Protection from black. WW: +1/+0 until end of tum. W: First strike
unfil end of tum. Atists: RAF, BWa (two versions). 2/1.

Order of the Sacred Torch SC
T: Sacifice 1 life to counter a black spell. 2/2.

Order of the White Shield SC U eeee RIp WW 1A
Protection from black. WW: +1/+0 until end of tum. W: First Strike
until end of tum. 2/1.

Osai Vultures SC Ue DFr W1
Flying. After o tum in which o creature went fo the graveyard, oldo
counter to Osai Vultures. Remove 2 counters to make Osai Vultures
+1/+1 until end of tum. 1/1.

Pearled Unicorn SC (e (B W2
2/2

Personal Incarnation SC R eee B
If desired, redirect any or all domage suffered by Personal Incomation
to confroller instead. If Personal Incamation is sent to graveyard, its
owne loses half of his or her remaining life (round up the loss). 6,/6.

Petra Sphinx SC R ee  SEv WWW2
T: Make farget player nome a card and then tum over the top card in
his or her library. If the opponent’s guess matches the card, it is put
imo his or her hand; otherwise, it goes to the graveyard. 3/4.

INS C e MPo W2
+0 /+3 to all defending reatures until end of turn. 3
Pikemen SC ( eee DD WI DKATH :
Banding, first strike. l/l :
Preacher R eee (QHo WWI DK i

T: Gain confrol of an o pnnem s creature. Opponent chooses which
aeature you control. IrPreachet untaps o leaves play, you lose
control of creature. You may choose to leave Preacher tapped.

Presence of the Master  EN
Counter oll new enchontments cast whenever Presence of the Master
is in ploy.

Prismafic Ward £C
Choose a color when Prismatic Ward comes into play. All domage
dealt fo torget creature by sources of that color is redu(ed t0 0.

Prophecy SOR C ee (Ru W HL
Reveol the top card of apponent’s library to all players. If it is a land,
gain one life. That opponent then shuffles s ibrary. Drow o cord ot
the beginning of the next tum’s upkeep.

Purelace INT R oo

Change the color of one card being played or in play to white.

Stv W

Rally INS C oo HHu WW A

AII blocking creatures gain +1 /+1 until end of tum.

Rapid Fire NS R e JHo W3 16

Give forget creature first strike und Rompage: 2 until end of tum.
Play before defense is chosen.

Rashka the Slayer SC
Con block creatures with flying. if Rashka the Slayer blocks a block
aeature, it gains +1 /+2 unitl the end of fum. 3/3.

Red Scarab
Torget creature gets +2/+2 as long as any other player has any red
cards. Target creature cannot be blocked by red creatures.

Red Ward U eeeo DFf W
Target creature gains protection from red.
Remove Enchantments  INS  C ee  BSn W 6 :

Return all enchantments you control to your hand and destroy all
enchantments played on permanents you control. If cast during
opponent’s attack, destroy all opponent’s enchontments played on
attacking creatures. All enchantments you own ore refumed to your
hand; oll other enchantments are destroyed.

Repemam Blacksmith ~ SC  C eee DIy W1 AN, CH
Protection from red. 1/2 :
Resurrection U esee DWi WW2 ABUR
Take o creature from your graveyord ond put it directly info ploy as if
just summoned. 2
Reverse Damage INS R eeeee DWi WW1  ABURAM :

All domage you have taken from any one source is added to, not
subtracted from, your lfe total.

Reverse Polarity
All domage you have taken from oll arfifacts this tum is retroactively
added to, not subtracted from, your life total. Treat subsequent
damage this turn normally.

Righteous Avengers SC U ees  HHu W4 6 :
Plainswalk. 3/1. :
Righteousness INS R eee DSh W  ABURAM :
Torget defending ceature gets +7/+7 unfil end of tu. i
Sacred Boon INS U eeee MRg WI n

Negate up to 3 damage dealt to forget creature. At end of tum put o
+0/+1 counter on that aeature for each domage negated.

lzom'OUEST

R eeses RTp WWI A Serra Angel SC

16ATH i

ABURAT
B ABURAH

16,CH i

AT

U see PR0 W3 6 :

( oee (Wi Wi 1A

ABURAT

i o Shahrazad SR R e
U eee SEv W h

ABURATH

Soraya the Falconer St

NS Cooee JHo W AOR

: Thunder Spirit SC

WW,T: Prevent up to 4 domage fo o creature you control. Tap
aeature. That creature does not untop during your next untap
phase. 0/2. (Two versions)

C ooo—

¢ Samite Healer e Wa W1 ABURAM i

: T: Prevent 1 damage to any torget. 1/1.

Suvun%h Lions SC Reee DGg W  ABURAM :

: 2/1. :
( eeo [P0 WW2 LG,4TH

EC
Target creature may only be blocked by white or arfifact creatures.

¢ Seraph SC R eeees (Ry W6 A

Flying. If o creature dies during o tum in which Seraph domoged i, it
is put into play under your control. Bury the creature if Seraph leaves
play or your control. 4/4.

U eseee NSh WW3
: Flying. Does not tap to attack. 4/4.
: Serra Aviary EW R eese N W3 HL
All aeatures with flying Get +1/+1
¢ Serra Bestiary EC C oo  AMo WW HL

Pay WW during your upkeep or bury Serra Beastiary. Target creature
cannot block, attock or use any abilities that have T: in their
activation cost.

D
o
o0
=
—
=
>
=
=
=
=
=
(Val

_ﬁoblm War Drums: This cheap (and
: | common!) enchantment makes all of your
attacking creatures twice as tough fo deal
with. Get enough creatures out and your
Drums will be sure to give your opponent a
pounding migraine. If there are so many
good cards in the Fallen Empires expansion,
why does everyone think it sucks so much?

Serra Inquisitors SC U oo
If blocking or blocked by black (reumres Inquisitors get +2,/0. 3/3.
SC Ve WW2 HL

Serra Paladin
U ee Ry WW3 W

T: Prevent 1 domage to ony (reurure or ployer. W1, T: Attacking
does not cause farget creature to top this tum. 2/2.

Players must suspend game in progress and play o game of Magic
with their current libraries. Loser of that game loses half of life points
in the original gome.

Shield Bearer (oo DR WI 1A
i Bonding. 0/3. 3
¢ Shield Wall INS U e  DSh WI 6, CH

Give all your creatures +0/+2 until end of fum.

: Snow Hound U eee PMo W2 1Y
: i Caslle Sengir AN Re PV

1, T: Return Snow Hound and target blue o green creature you
control fo their owner's hand. 1/1
DDe WWI HL

R eeo
Al folcons +1/4+1. W1: Torget folcon gains bonding until the end of
tum. 2/2.

: Spirt Link B U seses (o W
: Take 1 life for every point of damage forget creature does. §
¢ Spiritual Sancuary EN R eee  AWe WW? 6 :

Any player controlling plums takes 1 life during h|s m her upkeep. a

¢ Squire Ce DDe W

1/2.

Swords fo Plowshares U
Remove target creature from gome. Creature’s controller gains life
points equal to the creature’s power.

R eeee PAF WWI 6 :
: Flying, first strike. 2/2. :
: Tivadar's Crusade SR U e DDe WWI 0K :
: All Goblins are destroyed.
¢ Trade Caravan SC Ce

During your upkeep, put  currency counter on Trade Coravan. 0:
Remove Two cuniency counters from Trade Coravan to untap torget
basic land. Use this ability only during any opponent’s upkeep. 1/1.
(Two versions

¢ Tundra Wolves

AR

White Scarab

White Ward £

Wrath of God

Adarkar Wastes

" Badlonds

DDe W4 Mo

¢ Bazaor of Baghdad
KFo W w o

¢ Bottomless Voult

¢ Brushland

64TH
¢ ity of Shadows AN

INS U eeeoe Kfo W ABURAIA :

¢ Diomond Valley

¢ Dwarven Ruins

Name Kind (R Rafing Aist Cost Sets Found Name find (R Roting Adist Cost Sets Found
Desaiption Desaiption
 Somite Alchemist SC Coee  TWo W3 HL S Trce NS R ee  MBe W2

Each player may diaw up to two_cards. For each cord less than Two
the player draws, ployer ges 2 life.

(oo QHo W 1G,4TH
First strike. 1/1.
¢ Veteran Bodyguard SC R eeee DSh WW3 ABUR

Damage done to you by unblocked creatures is instead done to
Bodyguard unless Bodygumd is mpped 2/5.

¢ Visions NTh W L6,4TH
: Look at the top 5 cards of any Ilhrury, then reshuffle it if you

50 choose.

¢ Wall of Caltrops SC C ee  BSn WI 16

If Wall of Caltrops blocks a creature with other creatures that ore ll
wialls, Wall of Caltrops gains banding until end of tum. 2/1.

Wall of Light SC U eee RTh W2 16
: Protection from black.1/5.
¢ Wall of Swords SC U eeso MIe W3 ABURAM
: Flying. 3/5.
¢ War Elephant SC  ( eees KBi W3 AN, CH
$ Bands, frample. 2/2.
: Warning INS C e PMo W 1A
; Target attacking creature does no domage in combat this fum.
: White Knight U eeee DG WW ABURAH
1 Protection from black, first strike. 2/2.

EC U eee PFo W A

Target creature gets +2/+2 os long os any other player has any
white cards. Torget creature cannot be blocked by white creatures.

U eee D W ABURAM
: Torget creature gains protection from white.
¢ Witch Hunter SC U eeee My WW2 DK (H

T: Witch Hunter does 1 domage to target player. WW1, T: Retum
target reature opponent controls to owner’s hand. Destroy
enchantments on target ceature. 1/1

IN

R eeee QHo WW2  ABURAM
Bury oll creatures in play.
 Adventurers Guidhose LN U » 16

Al your green legends moy band with other Iegends
IAN R eee MR 1A
T: Add 1 to your mana pool. T: Add U to your mana pool and take 1
domage. T: Add W to your mano pool and take 1 domage.

An-Havva Township land R o 1Da

T:To add 1 Colorless mana to your pool. 1, T: Add 6 to your pool. 2,
T: Add W to your pool. 2, T: Add R to your pool.

ena LAN R eeee RAl BOOK
3, T: Pick one of your creatures and have your opponent pick a
creature. Both creatures are tapped and deol dumuge to one another
as if one had attacked and the other blocked in combat.

Aysen Abbey lond U » Do

IE Add] colorless mana to pool. 1, T: Add W to your pool. 2, T: Add
U to your poal. 2, T: AddGIo your pool
R eeece RAl ABUR

T: Add either R or B fo yuur mana poal. Treat as both o Mountain
nnd a Swamp.

AN R esoee iy ABUR
l Add either B or G o your mana pool. Treat as both a Swamp and
o Forest.
N R oo JMe
T: Draw 2 cards from your librory; immediately discard 3 cards from
your hond.

AN R ese Pho FE
Comes info play tapped. You may leave Bottomless Vault fupped to
put a storage counter on it. T: Remove any number of storage
counters, adding B for each storage counter removed.
AN R eee BWg 1A
T: Add 1 to your mana pool. T: Add G to your mana pool and take 1
domage. T: Add W to your mana pool and toke 1 domage.

T: Add 1 colorless mana to your pool. 1, T: Add B fo your pool. 2, T
Add U to your pool. 2, T: Add R to your poul

 Cathedral of Serra U Ue Mo 6

Al your white legends may band with other legends.
City of Brass R eeee e
T: Add 1 mana of ony color, Take 1 domoge when City of Brass
is tapped.
R oee  TWi DK
T: Remove one of your reatures from the game ond put 1 counter o
(ity of Shadows. T: Add X colorless mana fo your mana poal, with X
equuhng the number of counters on Gity of Shadows.
AN C oo My AN
I Add 1. 7: Do 1 damage to any attacking creature ofter it
deals damage.
AN R eeeee BSp AN
T: Suifice o creature to gain life equal fo its toughness.

© Dwarven Hold AN R eee PHo
Kfo W HL

Comes info play topped. You moy leave Dwarven Hold tapped fo put
a storage counter on it. T: Remove any number of storage counters,
adding R for each storage counter removed.

N Ue MR fE
Comes into play topped. T: Add R to your mana pool. T: Sacifice
Dwarven Ruins to add RR 10 YoUr mano pool.



Name Kind (R Roting Adist Cost Sets Found Name Kind (R Rating Aist Cost Sets Found Nome Kind (R Rofing Adist Cost efs Found
Descripfion Description Desaiption
Ebon Stronghald UN U MR FE © Mishra's Fadlory UN U esss {FoPfo AQATH : Strip Mine AN U eeeee DG AQ4TH

Comes into play tapped. T: Add B to your mana poal. T: Saarifice
Ebon Stronghold to add BB to your mana pool.

Elephant Graveyard AN R eee RAl AN
T: Add 1. T: Regenerate an Elephant or Mammoth.

Forest IN C— (R AB,URATHA
T: Add G to your mana pool. Two Alpha versions, three versions in
other sefs.

Glacial Chasm
(U: 2 life. Sacrifice o lond when Glacial Chasm comes into play. You
may not attack. All damage done to you is reduced to 0.

LAN

Halls of Mist R eeee /iPo 1A
CU: 1. No creature moy attack if it attacked during its controller’s
lost tum.

© Hammerheim AN U eeee B\Wg L6

Legendary. T: Add R to your mana pool. T: Remove landwalking from
torget creature until end of tum.

N U e MPo
Comes into play topped. T: Add G to your mana pool. T: Sacifice
Havenwood Battleground to add GG to your mana pool.

Hollow Trees AN R eee Plo FE
Comes into play tapped. You may leave Hollow Trees tapped to put o
storage counter on it. T: Remove any number of storage counters,
adding G for each storage counter removed.

lcatian Store R eee Pig FE
Comes into ploy tapped. You may leave lcation Store tapped to put o
storage counter on it. T: Remove any number of storage counters,
adding W for each storage counter removed.

Ice Floe
You may choose not fo untap Ice Floe. T: Tap target nonlying

aeature that attacks you. That creature does not untap os long os lce

Floe is tapped.

Gravity Sphere

GRAVITY SPH HYALOPTERQ

ABURATHA

Island AN R —  MPo
T: Add U to your mana pool.

Island of Wak-Wak AN R eeeee DSh N
T: Reduce the power of one flying creature to 0 unfil end of turn.

© Karakas AN U eoee Nle L6
Legendary. T: Add W to your mana pool. T: Return target legend to
owner's hand, destroying enchantments on target lond.

Karplusan Forest AN R eeo N A

< T: Add 1 to your mana pool. T: Add R to your mana pool and toke 1
domage. T: Add G to your mana pool and take 1 domage.

Koskun Keep UN U e PMo
T:to add 1 colorless mana to your pool. 1, T: Add R to your pool. 2,

T: add B to your pool. 2, T: add G fo your pool.

Lan ap AN R eeeo Wi 1A
IF there are any deplefion counters on Land Cap, it does not untap.
Remove a depletion counter from Land Cap of the end of your
upkeep. T: Add U fo your mana pool and put a depletion counter on
Land Cap. T: Add W to your mana pool and put a depletion counter
on Land Cap.

Lava Tubes [AN R eeee BWg IA
If there are any depletion counters on Lova Tubes, it does not untap.
Remove a depletion counter from Lova Tubes ot the end of your
upkeep. T: Add B to your mana pool and put o depletion counter on
Lova Tubes. T: Add R to your mana pool ond put o depletion counter
on Lova Tubes.

© Library of Alexondria AN R eeeee MPo AN

T: Add 1 to your mana pool. T: Draw one card from your library if you

have exactly 7 cards in hand.

© Maze of Ith AN U evees AMo DK
T: Unfap torget attacking creature. Creature neither deals nor receives
damage os a result of combat.

/e Restricted/Bonned
AC Adifoct Creature

ART Artifact
R Current Rarfy

LN U e Do n

River Delta LAN

U ees it Wi

Ry

Summon §Lemure
0: Flying and ~1/-0 until end of
turn

“The Lemures looked harmless, wntil
they descended ou my troops. Within
moments, only bores remarned.”

~—Lucilde Fiksdotser, Le
Order of the White Shicki

¢ Safe Haven

¢ Sand Silos LAN

¢ Savanngh

Scrublond

(U Cumulative Upkesp
FA  Enchont Artifoct

T: Add 1 to your mana pool or give any Assembly Worker +1/+1
until end of tum. 1: Mishra’s Factory becomes Assembly Worker, o
2/2 arfifoct creature, unfil end of tum. Still considered o land as
well. Spring, fall, and winter pictures.

i ®Mishra's Workshop ~ LAN R eee  KFo AQ
: T: Add 3 to your mana pool. This mana may only be used to
cost artifucts.
Mountain C — DSh  ABURATHANIA

T: Add R to your mana pool. Two Alpha versions, three versions in
othersefs.

i Mountain Stronghold AN U Wi 16
: All your rerﬁegends may band with other legends.

is AN U eee BSn AN, 4TH
: T: Negate 1 domage to any creature.
: o Pendelhaven AN U eeee BWg

L6
Legendary. T: Add G to your mana pool. T: Make target 1/1 creature
+1/+2 unfil end of tum.

: Plains C— Iy ABURATHA
¢ T: Add W to your mana pool. Two Alpha versions, three versions in

: other sets.

¢ Plateau AN R eeeee DTy ABUR
: T: Add either R or W to your mana pool. Treat os both a Mountain

: ond a Plains.

: Rainbow Vale AN R eee KFo FE

T: Add 1 mana of any color to your pool; Rainbow Vale passes to
opponent at end of tum.

R eeee Sy 1A
If there are any depletion counters on River Delta, it does not untap.
Remove a depletion counter from River Delta at the end of your
upkeep. T: Add B to your mana pool and put a depletion counter on
River Delta. T: Add U o your mana pool and put a deplefion counter
on River Delto.

__|Gravity Sphere &
Hyalopterous Lemure:
It's cheesy, but it's effective.

- The Gravity Sphere knocks
é ‘3 out all natural flying ability,
e AW but it doesn’t prevent

creatures from gaining flight
through other means.

¢ Creatures that have built-in
flight-allowing abilties like the
Hyalopterous Lemure and the
Goblin Balloon Brigade are
especially effective with a
Gravity Sphere out. Just
activate their ability and
watch ‘em float in unscathed.

Leader of the

Ruins of Trokair N U e MPo FE
Comes into play tapped. T: Add W to your mana pool. T: Sacrifice
Ruins of Trokair to add WW to your mana pool.

AN R eeee (Ru DK

2, T: Remove torget creature you control from gome (play as an

interrupt). During upkeep, sacrifice Safe Haven fo refurn all creatures

it has removed from game to play. Treat these creatures s if they
were just summoned.

R eee PMo FE

Comes into play tapped. You may leave Sand Silos tapped to put o

storage counter on it. T: Remave any number of storage counters,

adding U for each storage counter remaved.

R eeceo R ABUR

}: Add either W or 6 to your mana pool. Treat as both o Plains and o

orest.
UN R eeeeo Jily ABU,

T: Add either W or B to your mana pool. Treat as both a Plains and o

Swamp.

: Seafarer's Quay W U e Vi 16
: All your blue legends may band with other legends.
: Snow-Covered Forest AN U —  Pho 1A
; T: Add 6 to your mana pool.
¢ Snow-Covered Islond AN U —  AMo A
: T: Add U to your mana pool.
: Snow-Covered Mountsin N U — T )
i T: Add R to your mana pool.
¢ Snow-Covered P‘uins W U — (R A
T: Add W to your mana pool.
Snow-Covered Swamp AN U —  psh 1A
T: Add B to your mana pool
Sorrow's Path UN R e A oK

I” Exthhunge h:ao of opponent’s blocking creatures without (regting an
legal block. Whenever Sorow's Path is tapped, it does 2 domage to
you and 2 to ench creature you control i

EC Enchant Geatury

€L Enchiont Lond
EE Enchant Enchoniment .

EN' Enchanfrient

B E

Sulfurous Springs AN
Svyelunite Temple
Swamp N C — DR
: Taiga
| olabemodeof el Ve LA

: Timberline Ridge

° Tolaria AN
Tropical Island
Tundra LAN

Underground River LAN

¢ Urza's Mine AN ( oo

¢ Urza’s Power Plant LAN

 Volcanic Islond IAN R

¢ Wizards' School

B R U

T: Add 1 to your mana pool or place Strip-Mine in your graveyord and
destroy one land of your choice.

R eee PFy 1A
T: Add 1 to your mana pool. T: Add B to your mana pool and take 1
domage. T: Add R to your mana pool and toke 1 domage.

N U e MPo FE
Comes into play tapped. T: Add U to your mana pool. T: Sacifice
Svyelunite Temple to add UU to your mana pool.

ABURATHIA
T: Add B to your mana pool. Twa Alpha versions, three versions in
other sefs.

AN R eeeee RAl ABUR
T: Add either G or R to your mana pool. Treat as both a Forest and o
Mountoin.

R eee Nie 16
Legendary. All creatures require an upkeep cost of 1 in addifion o
other upkeep costs. Destroy a creature if its upkeep is not paid.

AN R eeee e A
If there are any depletion counters on Timberline Ridge, it does not
untap. Remove a depletion counter from Timberline Ridge o the end
of your upkeep. T: Add 6 to your mana pool and put a depletion
counter on Timberline Ridge. T: Add R to your mana pool and put o
deplefion counter on Timbedine Ridge.

U oo N 6
Legendary. T: Add U to your mana pool. T: During upkeep, remove
banding ebility from target creature until end of tum.

AN R eeoee Jjiy ABUR
T: Add either G or U to your mana pool. Treat as both a Forest and
an Island.

R eeeoo iy ABUR
T: Add either U or W to your mana pool. Treat as both an Island and
a Plains.

R eee Nt A
T:Add 1 to your mana pool. T: Add B to your mana pool and take 1
damage. T: Add U to your mana pool and toke 1 domage.

¢ Underground Sea AN R eeeeo RY ABUR
: T: Add eéther Bdx U to your mana pool. Treat as both o Swarmp and an islond.

- Unholy Gitadel N U e MPo 16
: All your black legends may band with other legends.

: © Urhorg U eee  BWg 16

Legendary. T: Add B to your mana pool. T: Remove first strike or
swampwalk ability from torget creature until end of tum.

T: Add 1 to your mana pool If you have Urza's Mine, Urza’s Tower
and Urza's Power Plant in play ot the some time, tap to add 2 to
your mana pool.

(oo M AQ
T: Add 1 to your mana pool If you have Urza's Mine, Urza’s Tower
and Urza's Power Plont in play o the some time, fop fo odd 2 to
your mana pool.

Urza's Tower AN C e MPo AQ
T: Add 1 to your mana pool If you have Urza's Mine, Urza's Tower
and Urza’s Power Plant in play at the same time, fap to od
your mana pool.

Veldt AN
If there are ony depletion counters on Vi
Remove a depletion counter from Veldt ot
Add G to your mana pool and put o d
W to your mana pool and put o d

R eeee BW

T: Add either U or R to your mana po
and a Mountain.

lond U *
T: Add 1 colorless mana o your pool. 1
Add W to your pool. 2, T: Add B to

Ever get confused by a M
Don't sweat it, we (@
just drop ¢

Stumpers
¢/o InQuest
151 Wells Avenve
Congers, NY 10920

INT Interrupt

EW Enchant World S OB Sorcery
INS Instont

{AN Lond

AR W

I N

toTbHheu
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Name Character Type M DIMP P/B Home Site Rarity
Description

D0 War Dwarf 10 2/7 BueMmHold C
- Unique. +1 prowess against Orcs. -1 to all of his comuption checks. -1 to
: influence checks against factions.
: Orophin War/Ranger EIf 2.0 2/ lorien U
: Unique. -1 to all of his comuption ck. -1 to influence checks ogainst factions.
¢ Pallando War/Ranger/>oge/Dipl 10 6/9 Grey Havens
: Unique. His controlling player may keep one more card than normal in his
: hand. Opponent must discard his cards face-up.
: Peath Ranger/DiplomatMan 4 11 4/7 Dunnishhold R
: Unique. +4 direct influence against the Dunlending faction. Against Nazgdl,

3 45 to her prowess, his body is halved (round up).
g u 1 d e - Fipin Scout Hobbit 4171/9 Bogknd U
e e Unique. Unless he is one of the starting characters, he may onz be bmughi
into play at his home site. All of his corruption checks are modified by +2.

S

P1lay e i

T

: % Rodogost War/Scout/Ranger/Dipl 10~ +1 6/9 Rhosgobel R
Nome ~ Choracter Type M DIMP P/B Home Site Rarity : ngnique, If his compa movesgménngw site durin? the movment /hozard
Description > phase, he may draw T odditional card for each Wildemess region in his
= : company’s site path. +1 to oll of his corruption checks.
: Eowyn War/Scout Man 2.0 2/7 Edoros U : Robin Smulﬁ)urmw Scout Hobbit 301 1/9 Bogknd R
: nique. vs Nnvzlqﬁ , +6 10 her prowess, and his body is halved (round up).  : Unique. Unless he is one of the starting characters, he may only be brought
: Faramir or/Ranger Dinodan ~ 5 1 2 {B Henneth Anndn R = into play at his home site. All of his (ormgliun checks are moditied by +2.
: Unique. +2 direct influence ogainst the Rangers of Ithilien fuction. : Sam Gomgee ~ Scout/Ranger Hobbit 01 1/9 BogEnd u
Fili War/Scout Dwarf 2 2/8 BlueMmHold U : Unique. Unless he ts one of the starting choracters, fie may only be brought
: _Urfl]iqu& +1h pfg;vess oguifns' Orcs. -1 1o all of his corruption checks. -1 to z . into play ot hiSs hon}eRsile. A} 5(11[ hi}[(]omlu())lion d\edgs/cére Irnod‘ ieg by +3. :
: influence checks against factions. ¢ Saruman cout/Ranger/Sage/Dip sengar
CHARACTERS i Forlong  WorDinodon 10 3/7 MinosTith € ¢ Unique. May top to use a Palanfir. At the beginning of each of his end-of
} o PP Unique. -1 to all of his corruption ck. -1 to influence checks ogainst factions, tum phases, he mcy top to take one “spell” card from his discard pile and
Nome  Chorocter Type M DIMP P/B HomeSite Raity : Frodo Scout/Diplomat Hobbit 5 1 2 1/9 Bog End R : retum it o his hand.
Description : Unique. Unless he s one of the starfing choracters, he may onlJ be brought  : Théoden War/Diplomat Man 632 5/6 Edoras R
) : it play ot his home site. All of his comuption checks are moditied by +4. = Unique. +2 direct influence u?ninsv the Riders of Rohan faction.
Adrazar Scout/Diplomat Dinadon 3~ 1 3/6 DolAmoth ~ F = 2 marsholling points if eliminated. : Thorinﬂ War/Scout/Diplomat Dwarf 235/8  Blue MinHold R
Unique. +1 direct influence against oll factions. : Goladriel (om/SoFe/Uirlomm B9 43 3/10L6ren R Unique. +2 direct influence ogainst Blue Min Dwarves. +3 prowess
Alatar War/Scout/Ranger, 10 6/9 Edhellond R ¢ Unique. When Galadriel is ot Lérien, her controlling player may keep one :  agoinst Orcs. +2 direct influence m};}oinst Dwarves and Dwarf factions.
Unique. During the movement,/hazard phase, the number of cards that : more card than normal in her hand. -3 marshalling points if eliminated : Thranduil War/Ranger/Sage Ef 9 3 3 7/8 Thronduil's Halls R
o’pponem draws based on Alatar’s company’s movement is reduced by one. % Galva Scout/Sage/Diplomat Mand 1 1 0/9 ShreHKain R : Unique. +2 direct influence against the Wood-elves foction.
If in o Haven when a hozard creature is played on another company, he may  : Unique. +2 direct influence ogainst the Men of Dorwinion faction. Against = Vel Ranger/Sage Man 311 3/6 lossodan Camp C

join that company and foce one of the hazard creature’s strikes; he must top 2 Nozgtl, +6 to her prowess, and his bodyzis l;nlved (round l#)). Unique. +2 direct influence against the Lossoth faction. Against Nozgdl, +5
oros

m ond make a comyption check immediulei; followingzthe attack. : Gomling the Old Wor Man 3/1 U ¢ toherprowess, and his body is halved (round U{)).
Anborn Scout/Ranger Donadan 0 2/8 Pelargir U : Unigue. : Vygavril Scout/Diplomat Mon 3 1 1 2/7 Southron Oasis R
< Unique. +2 direct influence against the Men of Lebennin faction. : Gundul? WGI/S(OUT/SD%E/DiDl 1041 6/9 Any Haven RS Unique. +2 direct influence against the Southron faction. Against Nazgdl,
Annalena Scout/Sage Eff 301 3/8 Edhellond R i Unique. All of his comuption checks ore modified by +1. Contapto “fest”  +6 to her prowess, and his body is halved (round U{J).
Unique. > agold ring. : Wacho Scout/Sage Man 20 1/8 Woodmentown U
[1] Aragorn Il War/Scout/Ranger 933 6/9 Bree R : Gh&nguri-Ghﬁn Scout/RongerMan 5 2 2 2/9 Driodan Forest U} Unique. +2 direct influence ogainst the Woodmen faction.
nique. +2 direct influence against the Rangers of the North faction. -3 : Unique. +2 direct influence uamnst Wose foctions. :
i marshalling points if eliminated. * Gildor Inglorio  War/Ranger Elf 401 5/7 Rivendel (Sl ALLIES
Arinmir Sage,/Diplomat Elf 4 21 2/1 tdhellond U : Unique. +2 prowess u?umst Ores. : Name Type MP M P/B Rarity
Unique. +2 direct influence against rheVuria(?s faction. ¢ Gimli War/Diplomat Dwarf 6 2 2 5/8 lonHillHld R :  Description
en Scout/Sage Elf 301 2/8 Rivendel R 2 Unique. +2 direct influence against Iron Hill Dwarves, +2 prowess against
Unique. +7 direct influence only usable oguinsl Amgom II. i Ors. +] direct influence ogainst Elves ond EIf factions. ¢ Bill the Pony Aly 1543) ~2[{6 U
Balin Var/Sage Dvart 2 2 4/7 BlueMmHold U : Glorfindel Il Waor/Sage i 823 8/9 Riendell R i Unique. Ployoble of Bree or Bag End; playable even f the site is topped.If ot
Unique. +2 prowess against Orcs, +1 direct influence against Dwarvesond 2 Unique. +1 direct influence against Elves. : a norrHaven site and if his company’s size is three ot less, you may discard
Dwarf factions. : Gloin Wor/Diplomat Owarf 5 2 2 5/7 BlueMmHold U : Bill the Pony at the end of his company’s tum and replace its site with the
Bord Bowman Waor/Scout Man 20 3/6 loketown R : Unique. +2 direct influence against Blue Min Dwarves, +1 prowess : nearest Haven .
Unique. +2 direct influence ogainst the Men of Northem Rhovanion faction.  : ogainst Orcs. +1 direct influence against Dwarves and Dwaorf factions. * Goldberry Ally ) 1]
Barliman * Halbarad Sage/Diplomat Donadan 1 1 0/5 CamethBin U : Unique. Playable at Old Forest. May not be attacked. Tap Goldberry to
Butterbur War Man 10  2/6 Bree Uigs Unique. +2 direct influence against the Hillmen faction. 2 cancel any effect that would cause her company fo return to its site of origin
Unique. -1 to all of his corruption ck. -1 to inflence checks against factions. Holdalom War/Diplomat Ddnadon 5 1 2 4/9  ShrekKain R after declaring its movement to a new site.” Altermafively, top Goldbery fo
Beorn War/Ranger Man 422 1/9 Beom'sHouse R Unique. +4 direct influence ogainst the Eusterlin‘gs faction. i concel one attack ogainst her company keyed o Wildemess .
Unique. +2 direct influence ogainst the Beornings faction. aldir War Elf ) 301 4/8 Lérien U : Gollum Scout Al 20y 2/9 U
Beregon War Donodan 20 4/8 MinosTith R Unique. -1 to all of his comuption ch. -1 to influence checks against factions. ¢ Unique. Playable ot Goblingate or Morig, If his company’s size is less than
nique. -1 to oll of his corruption cks. -1 to influence checks ogainst factions. 6ma WorMan 8 Edoros C i thee, mg Gollum fo concel one attack ogainst his company keyed o Wide
Beretar War/Ranger Dinodon ~ 5 1 2 5/8 Breg Unique. -1 to oll of his corruption ch. -1 to influence checks against factions. = ness or Shadow-and . Tap Gollumif he is of the same nor-Haven site as
Unique. +2 direct influence against the Rangers of the North faction. ¢ Imrohil War/Diplomot Donada 6 2~ 5/8 DofAmroth U = The One Ring; then both Gollum and The One Ring ore discarded
Ber%il ) War/Scout Donadan 2 1/9 MinosTiith U : Unique. +2 direct influence against the Knights of Dol Amroth faction. : 9 i
nique. : ¢

i .

Bifur Wor Dwarf 20 4/7 BueMmHold (B :
Unique. +1 prowess against Orcs. -1 fo oll of his corruption checks. -1 to §
influence checks ogainst factions.

Bilbo Scout/Sage Hobbit 512 1/9 Bagknd R
Unique. Unless he is one of the storting characters, hie moy nn!;r_ be brought ~ :
into play at his home site. All of his cormuption checks are moditied by +4. :
2 marshalling points if eliminated. :

Bofur ar Dwarf 20 4/7 BueMmnHod (B :
Unique. +1 prowess ogainst Orcs. -1 to all of his cormuption checks. -1 to :

il PRifS o aRE __|Witch-King of Angmar
: and The Pale Sword: This is

bod, really bad! The Witch-King is

{ust a ridiculous opponent, a

17 /12 horror. But it doesn't stop

influence checks against factions.

Bomlljaur : Wor Dworf i 1" ?h 3/6 Bluﬁ Mkr;\ H]ol]d U there! Put the Pale Sword into
nique. +1 prow inst Orcs. -1 is coruption checks. -1 10 7 i
mﬂpm(hgm g%;m’&m;? o all of his comupt : play and it's all over. Not only
soranu I WorDinodon 4 11 6/7 Minas Tiith i R does the Witch-King gef o +1 fo

hgugl;'em;gogxﬁg (u@uenw against the Men of Andrien faction. -1 fo afl o his prowess for the sword andfor
(elego(n dem/_sﬁge " 6 bl] 2 6/9G Il(élievf R : every Nozg0lin play, butif he

nique. +5 direct influence that s only usable against Galadriel. : . o

Girdan War/Soge/Diplomat 8 4 f 6/8 Grey Havens R % hits, the charocter fakes six

Unique. When Cirdon is ot tﬁe Grey Havens, his controlling rk]yer moy keep  : corruption points in addition fo

one more card than normol in his Kund. May tap to cancel one atfad :

anything else. This combo is
pure evil.

keyed to a Coastal Sea region. +2 direct influence against the Elves of
Lindon faction, -3 marshalling points if eliminated. ; :
Déin I Wor/Diplomat Dwort 4 3 2 5/8 lonHilliold R :
Unique. +2 direct inffuen(a ogainst lron Hill Dwarves, +2 prowess ogainst =
5 Orsd, +1 direcst( inﬂueé\(e ugoénst z\en ung Mgn fuct%o/n;, ey ; 4 ]
amrof out/Ranger Ddnodon ale of Ered! :
Unique. +2 direct ir{ﬂuer?ce against the Men of Lamedon foction. 3 WITCH-KING OF ANGMAR ALE S !
Denethor [| War/Sage Donadon 4 2 1 3/6 MinosTiith R : ;
Unique. +2 direct influence agoinst the To H >

pr MBI RI, o w0 | Wor/Seout Dt 3 01 3/8 BooMimHod R © Gwoihi

4 I ) All 2 A 4/8 R
Unique. +1 prowess ogainst Orcs. -1 fo all of his coruption checks.-1to ¢ Unique. +1 prowess ogoinst Orcs. -1 to oll of his coruption checks. -1t & Uniqua. Playable 0¥Eugles' Eyrie. If his company’s si/ze is two of less, you
influence checks against factions. i influence checks ogainst foctions. ) = may discard Gwaiir during the movement pgﬂse 1o allow his company to
Dwalin Wor Dwarf 10 2/7 BueMmHold C : Legolas War/Diplomat £ 62 2 5/8 Thondul'sHolls U = move to any site that is not in o Shodow-land or Dark-domain ; only hazard
Unique. +1 prowess ogainst Orcs. -1 to all of his conuption checks. -1 fo &~ Unique. +2 direct influence ogainst the Wood-elves faction. © centures keyed to the sife may be played on o company that moves in this
influence checks against factions. : Mablung War/Scout Danodan 10 1/6 londGalen U : foshion.
Elladan War/Ranger El 5/8 Rivendell R i Unique. +2 direct influence against the Men of Anfafos foction. : Leaflock Ally 2 3 5’{8 U
Unique. +1 prowess ogoinst Orcs. : MerrJ'. Scout Hobbit 411 1/9 Bogknd (I Unique. Playable af Wellinghall. Tap o concel the effects of one hazord thot
Elrohir War/Ranger Elf 401 5/8 Rivendell R 3 Unique. Unless he is one of the sturting characters, he may oni}l be brought trgets his company. May not be attacked by outomaticattacks of hazords
Unique. +1 prowess against Orcs. 5 into play at his home site. All of his (onuglion checks are moditied by +7. keyed to his site. Discard Leaflock if his company moves to a e that is not
Elrond Wm/Snga/D‘i{)!omm £ 10 4 3 7/9 Rivendell R i Nori War Dwarf 0 4/7 BlueMmHold ¢ in: Fangorn, Rohan, Gap of Isen, Wold & Foothi“s, Enedhwaith, 0ld Pokel
Unique. When Elrond is at Rivendell, his controlling player may keep one : Unique. +] prowess against Orcs. -1 1o all of his corruption checks, -1 to land, Brown Lands, Anduin Vales, of Redhom Gap. {
more card than nomal in his hond. -3 marshalling points if eliminated. : . influence checks against foctions, Quickbeam Ay V) 6/9 ]
Erkelrjlb_mnd s dwu; ,Mﬁn il 8R4d ‘750} Rush{rg qu(?;?,',?‘ R OmU 3 p:';(\lllessﬂﬂnﬁ%e"l‘%m | 3" ?h] 3/8 Blue MmHold U Unigue. Plazuhle of Wellinghall. May not be attacked by automaticttacks
nique. +2 direct influence against theRide : nique. +1 prov inst Orcs. -1 o all of his cormuption checks. : ? is oite.
Eomer Wor/Ranger Man 301 3/8 Edoras Uiz plon checks. i orhozords keyed to s site

Unique. +2 direct influence against the Riders of Rohon faction.

1221@‘_0 O E s T



T P M P Rari Name Type MP Rarity Nome Type P/B+ MP Rarity
Nnm[fescriplion vr p 7 il Description Description
Rodc the Raven  DiplomatAly 1 1 . Men of Lamedon Ma . Dwarven Ring of Barin's Tribe Special lfem 46) 3G)R

-3/8
Unique. Playable at any site in Northem Rhovanion. I/up aond discard to
attempt to bring any foction into ploy—no modifications to the influence
Shadowfax 12 2/8 R
Unique. Playable ot Edoras or Dunharrow. If his company has only one

character of one character and o Hobbit ot the end of the movement/hazard & I
* Men of Northern Rhovanion

phase, tap Shadowfax to allow his company to immediately move ogain; an
nddiﬁonursite card may be ployed ond o odditional movement /hazard
gf;ﬂsa follows for that company.
Skinbark Ally 2443 10, R
ble at Wellinghall. May not be attacked by cutomatic-attacks

Unique. Pluzu :
or hazards keyed to his site. Discord Skinbark if his company moves to a site

that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Anduin Vales,
or Redhor Gap.

Tom Bombodil  SogeAly 3 4 12/1 R
Unique. Playable at ld Forest. Tap to cancel the effects of one hazard that
targets any compony movinw a site in: Arthedain, Cardolan, Rhudaur, or
The Shire. Discard Tom Bombodil f his company moves to o site that is not
in: Arthedain, Cardolan, Rhudaur, or The Shire.

Treebeard SogeAly 2 3 8/9 U
Unigue. Pk!zuble of Wellinghall. MI%y not be attacked by automatic-attacks
or hazards keyed to his site. Discard Treebeard if his mmgun‘yhmoves toa

site that is not in: Fangom, Rohan, Gap of lsen, Wold & Foothills

Enedhwaith, Old PokeHand, Brown Lands, Anduin Vales, or Redhom Gap.

DOORS 01 NIGH)

ome ype arity
Description
Armn of the Dead Special Faction 6 R
nique. Plﬂrznhle at Vale of Erech. May only be ployed by Aragom Il on the
same turn that he plays Paths of the Dead.
Beornings Man Faction ) R
Unique. Playable ot Beomis House, if the influence check is greater than 7.

Stondard Modifications: Men (+1).
Blue Min Dwarves Dwarf focion 3 U
Unigue. Playable ot Blue Min Hold, if the influence check is

Freoter than 9. Standard Modifications: Elves (-2), Dwarves (+2).
Dunlendings Man Faction 2
Unique. Playable ot Dunnish Clanhold, if the influence check is greater than

9. Standard Modfications: Men (-1), Donedain (-1), Dwarves (1),

Easterlings n Faction 4
Unique. Playable at Fostering Camp, if the influence check is greater than
9. Smndor? Modifications: Danedain (-2).

Elves of Lindon Elf Faction 2 R
Unique. Playable at Grey Havens, , i the influence check is greater than 9.
Standard Modifications: Danedoin (+1), Elves (+2).

Ents of Fangorn Ent Faction 3
Unique. Playable ot Wellinghall, i the influence check is greater than 9.
Standard Modifications: Hobbits (+4).

Great Eagles, The Eugle Faction U
Unique. Playoble ot Fogles Eyie,if the influence check is greater than 9.

. dtondard Modifications: none.

Hillmen - Man Faction 1 U

Unique. Playable at Cameth Brin, if the influence check is greater than 9.

Stundord Modficafions: Men (+1).

obbits Hobbit Faction 1

Unique. Playable at Bag End, if the influence check is groater than 8.
Stundorg m)diﬁmﬁons?Hobbits (+4). .
Iron Hill Dwares  Dwarf Faction 4 R
Unique. Playable gt Iron Hill Hold, if the influence check is greater
than 8. Standard Modfications: , EVes (-2), Dwarves (+2).
Knights of Dof Amroth anadan Foction 3 U
nique. Playable of Dol Amroth, if the influence check is greater than 8.
Standard Modiications: Danedain (+1).
ossoth Man Faction 2 u
Unique. Playable at Lossadan Camp, if the influence check is greater than
8. Standard Modfications: Men (+1).
Men of Anfalgs Man Foction 2 I
Unique. Playable of Lond Galen, f the influence check is greater than 8.
ndogd Modifications: Danedain (+1).
Men of AnUrien Man Faction 2 R
Unique. Playable of Minas Tiith, if the influence check is greater than 7.
Standard Modifications: Danedain (+1).
Men of Dorwinion Man Foction 3
Unique. Playable ot Shrekain, if the influence check is greater than 6.
Stondord Modifcations: Men (+1).

ol Booderkond ® ComptonPons Ol

(0 Coosts DL Dirsct Influence fR Freshold

\ e

Men of Lebennin

¢ Rangers of Ithilien

Dark Londs

n Faction 2 U
Unique. Playable ot Vale of Erech, if the influence check is greater than 7.
Stondard Modifications: Danedain (+1).
Man Faction 2 1]
Unique. Playable at Pelargir, if the influence check is greater than 7. Sta
durg Modifications: Danedain (+1).
Man Faction 2 ]
Unique. Playable af Loke-town, if the influence check is greater than 6.
Standard Modfications: Men (+1).
Danodan Faction 3 R
nique. Ployable of Henneth Ann"n, if the influence check is greater than 7.
Standard Modifications: Danedain (+1). {
: Rangers of the North Danadan Foction 3 R
nique. Playable ot Bree, if the influence check is greater than 9. Stondard
: Mngiﬁmﬁnns: Donedain (+1). .
: Riders of Rohan Man Faction 3 R
Unique. Playable af Edoras, if the influence check is greater than 9. Sta
durﬂ Modifications:Hobbits (+1), Danedain (+1).

¢ Southrons Man Faction 5 R
: Unique. Playable at Southron Oasis , , if the influence check is ?muter than
8. Standard Modifications: Danedain (:2), Elves (-2), Dwarves (-2).

Tower Guard of Minas Tirith Donodon Foction 2
Unique. Playable ot Minas Tirith, if the influence check is greater than 7.
Standard Modifications: Danedain (+1).

__|Door of Night and
Gates of Morning: If there
were ever two pivotal cards in @
cord gome, it's these. Both of
these cards modify more than half
of the cards in the gome. Gates of
Morning adds boons to various
resource cards, as well as
canceling any hazard environment
in play; Doors of Night modifies
hozards, always for the worse,
and cancels any resource
environment in play. These cards
are o must for any hand.

GATES OF MORNING

Variags of Khand Man Foction 4 R
¢ Unique. Ployable ot Variag Comp, if the influence check is greater than 9.
Standard Modifications: none.

¢ Wood-elves Eif Foction 3 R
¢ Unigue. Playable at Thranduilis Halls, if the influence check is %remer thon
8. Stondard Modifications: , , Men (-1), Elves (+1), Dwarves (-2).

: Woodmen n Faction 2 ]
i Unigue. Playable ot Woodmen-town, f the influence check is greater thon

i 7. Stondard Modfications: Men (+1). )

¢ Wases of 0ld Pukel-land Wose Faction 3 R
3 Unique. Playoble ot Wose Passoge-hold i the influence check is greater than
8. Stondord Modifications: none. )

* Woses of the Draadan Forest Wose Faction 3 u
i Unigue. Playoble of Droodan Forest if the influence check is greater than 9.

Stondard Modifications: none.

Description

: Anduril, the Flame of the West Pemanentevent  1(4) 1 R
: Unique. Sage only during the site phase at on untopped site where “Info
mation” is gub . Tap the sage and the sife. Sage makes a cormuption
check mod'r?i by -3. Keep sage topped until Andiri is stored of o Haven .
Once stored, you may discard a stored Reforging and place Andail with Na
sil. In addition to Narsi's effects, Andril grvas its bearer 4 marshalling
points, +4 prowess (to o maximum of 11, +1 direct influence, and one
more corruption point. Andrl may be tapped to untap o Dinadan character
z in the same company, but its bearer must make o corruption ck with a -1.
¢ The Arkenstone Greater lfem 2(5) 2(4) R
S Unique, +3 to begrer's direct infloence against Dwarves ond Dwarf foctions.
IF eld by o Dworf, The Akenstone gives 5 marshaling points ond 4 comu
fion points. The Arkenstone may be fapped o un'ap o orf character in
the some company, but torget Dwarf must make a corruption ck with a2,
thelas Migor IIremh T || gl
0 and use this item to heal o character in his company
%(Esggugl}?ogr\‘f}:\?nded to well, choracter remains fopped). Arogom Il can

olso fap and use this tem to remove a cormuption cord from a charocte in his

company. Discord ofter use.

i i Gold Ring Item 1 1 G
: Bmlj)'il;f(l:ng %l:qﬁ;i?a Gold Ring when tested. If tested, make o roll (or drow o

ine which ring card may be immediately ployed: e The One
o etamine W e kg (10,11,12+); » Hagc Rng
(12.3,45%,7); @0 lesser Ring (o result).
: Book of Mazarbul pecial llem 15 2 U
£ Unique, Only playoble of Morio. Hay be stored of a Hold for 5 marshalling
points. I its bearer is 0 sge, top the bearer during your orgonization phase

fo increasa your hond size by 1 until your next unap phase. Miruvor LN :
{ Do Weslvemeﬁe ) Mlmf)r Iem A Discard o give +2 body (to o maximem of 10) for ol charocters i
: a{eg n. +] to prowess {0 0 maximum 0 8. : . compony until the end of the fum. ‘ i
! Hajor lem 2) 23U Wihrilcoot The 4 R
© " Unique. Weapon. +2 prowess (+4 if held by o Dwarf) to o moxmum of 9. Unique. Amor, +3 to body (fo 0 1 i
(f held by o Dwarf, 4 marshaling points and 3 comuption poits Narsil O e 3
Unique. Weapon, +1 fo prowess and & j Ql
WWind P/B meess/Body RL Ruins and Loirs P Site Path Wl Wikdemess
NP Mosholing Points /B4 P/Blonus S Shadowlonds Wor Waror o

Dwarven Ring of Bavor’s Tribe
Dwarven Ringy o?lin’nin’s Tribe
Dwarven Ring of Durin’s Tribe
Dwarven Ring of
Dwarven Ring of Thélor’s Tribe
Dwarven Ring of
Eorth of Galadriel

: Eni-droughts

Fair G

¢ Glamdring

Hauberk of Bright Mail

Healing Herbs

lume ype !!!* H! !arity

¢ Horn of Anor Minor Item i
+2 o direct influence used against o faction. May not be duplicated 0n 0
given choracter.

Lesser Rin 1

¢ Magic
Magic Ring of Lore

Magic
¢ Magic RingRof Stealth

i Magic

Unique. Dwarven Ring. Playable only with o Gold Rin%und after g test
indicates o Dwarven Ring. Volues in parentheses and brackets apply fo o
Dwarf bearer. Top a Dwarf bearer to search your play deck for a mjor item
playable ot the bearer’s site. Play this item immediately or discard; reshuffle
he play deck. Bearer makes a comuption check modified by +2.

Special ltem 4(6) 3BG)R
Unigue. Dwarven Ring. Playable only with a Gold Ring and fter o test
indicates a Dwarven Ring. Values in porentheses and brockets apply to o
Dwarf bearer. Top o Dwarf bearer to search your play deck for o greater item
playable at the bearer's site. Play this item immediately or discord; reshuffle
the _rﬁlf;ydde(k.zreshuﬁle the play deck. Bearer makes a cormuption check

m
Speciol ltem 4(6) 35)R
Unique. Dwarven Rina. Playable only with a Gold Ring ond after o fest
indicates o Dwarven Ring. Volues in parentheses and brockets apply to o
Dwart beater. Tap o Dwarf bearer to search your play deck for o greater item
playable at the bearer’s site. Play this item immediotely or discard; reshuffle
rhm;r%ueyd dhevck. 7rshufﬂe the play deck. Bearer makes a comuption check

Special ltem 4(6) 3R
Unique. Dwarven Ring. Playable only with  Gold Ring and after a fest
indicates o Dwarven Ring. Values in porentheses ond brackets r#uply toa
Dwarf bearer. Tap o Dwarf bearer to untap the site he is currently at. Bearer
makes a comuption check modified by +2.
alin’s Tribe Special Item 46) 3(5)R
Unique. Dwarven Ring Playable only with o 6old Ring ond after o fest
indicates o Dwarven Ring. Volues in parentheses and brackets apply to o
Dworf beorer. Top o Dwarf beorer to search your play deck for a mojor item
playable ot the bearer’s site. Play this item immediately or discord; reshuffle
the play deck. Bearer makes o comuption check modified by +2.
Spedial ltem 4(6) 3G)U
Unique. Dwarven Ring. Playable only with o Gold Ring and ofter ¢ fest
indicates a Dwarven Ring. Values in parentheses and brackets apply to o
Dwarf bearer. Top o Dwarf bearer fo search your ploy deck and /or discard
pile for any one or two minot items; ploce these iems in your hond ond
teshuffle your ﬁ‘uy deck. Bearer mokes a cormuption check modified by +2.
e rar’s Tribe Spedial ftem 4(6) 35U
Unique. Dwarven Ring, Playable only with o Gold Ring ond after o test
indicates a Dwarven Ring. Values in porentheses ond brackets apply fo o
Dwar bearer. Top o Dwarf bearer to search your play deck ond/or discord
pile for any one or two minor items; place these items in your hond ond
reshuffle your [910'6 deck. Bearer makes a corruption check modified by +2.
s

) rchard Special ltem @2 1 b
Unique. Only playable ot Lérien. 2 marshalling points if stored ot Sc? End.
f-stone = Minor ltem C

+2 to direct influence used ogainst an Elf charocter or an EF foction. May
not be duplicated on a given character.

ven Cloak Minot Item 1
Tap Eiven Clook to concel one strike u?umst bearer; the strike must be
keyed to Wildemess . May not be dup!

L
icoted on a given choracter.
Special ltem

Only ployoble ot Wellinghall as o minor ifem (even if Wellinghall is already
topped). +1 to Prowess. This item may not be stolen, transferred, or stored \
MGY not be duplicated on o given character.

oldRing GoldRinglem 1 1 €
Discard Farr Gold Ring when fested. If fested, make a roll (or drow 0 #) fo
© The One Ring

determine which n’n&(md may be immediatel‘g played: Frlkeat.
+); ® 0 Magic Ring

(11,124); e q Dwarven Ring (9,10,11,1
(1,2,3,4,5,6); o lesser Ringg(uny result).

! Major item 7) gl 1]
gg;?rlll:f OWE(;pon. +3 fo prowess to o maximum of 8 (o maximum of 9
: Ics).
 Great-shield of Rohan Major ltem g, AL

Unigue. Shield. +2 to body o @ maximum of 9. War only: tap Great

Shield of Rohan to remain untopped ogainst one strike (unless the beorer is
wounded by the strike).

Maior Item 2 |
Amor. War only: +2 to body to o maximum of 9. iy
Minor lfem (

The bearer can tup and discard this item fo heal o char mpony

changing the charocter’s status from wounded fo wel and un
Altematively, the bearer can tup and discard this item o unto
that is not wounded.

%_ Speciol Item 2 |
Lesser Ring. Playable only with o Gold ﬁ%ng and ofter o test indicates Lesser
Rmﬁ_. +2 o direct influence.
l_ngkpf Courage Spedol Item 3 2.1
Magic Ring. Playable only with o Gold mq ond after  test indicates o\
thg!( Rlng. Gives the beorer warrior skill. 1f the bearer is akeady o warrior,
2 gels +Z to prowess. May not be duplicated on o given charocter.
e g ¢ ] Special Item 2
MOgg( ing. Playable only with o Gold Ring ond after o test indicates o
lagic Ring. Gives the beqrer soge skill. If the bearer is already a'sage, he
mn'{ fap to use a Polantir. May not be duplicated on a gven character
ing of Nature Special ftem 2 U
Magic Ring. Ployoble only with o Gok] Ring and after  fest i
Magic Ring. Gives the bearer tonger skill ﬁ the bearer is o
e may tap to concelan otfuck against is compony. May not be ce
0 a given charocter.

w

)
(Y
e
o
1)
5
0

ing Special Item
Magic Ring. Playoble only with o Gold f
Mogic Ru;gé Gives tha bearer scout
may tap Magr Ring of Stealth to canc
Mua( not be dupbcated on o given characte
it :}n%Z_of Wﬁ{dsk S
10gic Ring. Playoble only with o Gold
Ring. Gives rh:lwel d-é'c ot skil. f the
he gets +3 to direct inflence. May not be cop
Aine
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GRSV A ST 2.

Name Type P/B+ MP Raority :
Description :
One Ring, The dial Item SNTIGER

S
Unique. The One Ring. Plaguble only mprg 0 Gold Ring and after o test
indicates The One Ring. +5 prowess (to o maximum of double the bearer’s
storfing prowess). +5 1o body (to o maximum of 10). +5 to direct influence.
Bearer may moke o corruption check modified by -2 to concel o strike; this
does not work ogainst Undeod and Nazgdl strikes. +1 corruption point fo
every chorocter in the bearer’s company.

Orcrist Gregter Item pRE Al
Unique. Weapon. +3 to prowess fo o maximum of 9 (+4 prowess to o
maximum of 10 ogainst Orcs).

Palantir of Amon Sal Greater Item 35 3 R
Unique. Polantir. If the bearer’s company is ever below 2 charocters and the
company moves, discard the Polantir. 5 murshallinﬁ ?oims if storedin 0
Haven. With its bearer cble to use o Palantir, top Palantir of Amon Sal to
look at your opponent’s hand or tap it fo use the abilities of either the
Polantir of Anngminas or the Palantir of Elostirion if either one is in play.
Bearer makes o conruption check.

INIY INO-IHL

dsﬂnwmﬁyw’vemdwkien's
you know this is what the fuss is all about.
Looks unassuming, but don't be fooled, not only
will oveming this ring bestow fremendous prowess,
body, and influence bonuses, but by destroying it
you can win the game. Take core though—the
comuption checks you moke with this litile

powerhouse can put even the scrupulous hobbit
info the deod pile.

Palantir of Anndminas Greater Item BIRE 20 R
Unique. Palantir. With its bearer able to use o Palanti, tap Polantir of
AnnGminas fo search through your play deck and discard pile for o “sage
only” cord. Put this card in your hand. Reshuffle your play deck. Bearer
makes a corrupfion check.

Polantir of Elostirion Special ltem 2 2. U
Unique. Polontir. Playable only of The White Towers. Discard if the bearer
moves. If the beorer is a sage he may tap Polantir of Elostirion fo remove
one cormsption card from an Eff or o VYizurd under your confrol. Bearer
makes 0 cormuption check.

Palantir of Minas :ﬁ!i'h Special Item Vi 24y sl
Unique. Polanir. Playoble only ot Minas Tirth. Withifs bearer able to use a
Palantir, top Polanti of Minas Tiith to look ot the top five cards of your play
deck; shuffle thesa 5 cords and retur them to the top of your ploy deck. Do
the same to your opponent’s play deck. Bearer makes a coruption check.

Palantir of Orthanc Special Item
Unique. Palontr. Plu;'nb!e only at Isengard, With its bearer able to use
Polantir and with at feast 5 cards in Jour play deck, tap Palantir of Orthanc
to choose one card from your discard pile to place in your play deck (reshu
fle the play deck). Bearer makes o comuption check.

Polantir of Osqilimh Greater Ifem 35 3 R
Unique. Palontir. If the bearer's company is ever below 4 characters and the
company moves, discord. 5 marshalling pts. if stored in o Haven . With its\
bearer able to use o Polantir, top Palanfir of Osgiliath to force the discard of
any hazard permanent-event or to duEl'Kme the effect of any Polantir in
play. Bearer makes o coruption check.

Pofion of Prowess Minor Item ] G
Discord to give +1 prowess to all characters in bearer’s company until the
end of the tum.

Precious Gold Ring Gold Ring Item 1 G
Discord Precious Gold Ring when tested. If tested, make a roll (or draw o #)
to determine which ring card may be immediately played: e The One
Ring (10,11,12+); o Dwarvenring (8,9,10,11,12+);  © o Magic
Ring (1,2,3,4,5); ® a Lesser Ring (any result).

Red Arrow Major Item A 2 el
Unique. Bearer may automatically influence the Riders of Rohan. +5 to the
bearer's direct influence against any character with Edoras os o home site.

Red Book of Westmarch Special ltem m 1
Unique. Only playable at Bag End. +2 to direct influence ogainst o Hobbit
chorocter or foction. 1 marshalling point if stored ot o Hoven .

Nome Type P/B+ MP Rarity Nome Type Rarity
Descripfion Description
5 Return of the King Permanent-event Mor Permanent-event R

3 R

Unique. Aragom (I only. Only ployabe in Minas Tirith and only if Denethor Il

is not in ploy. Aragom II's direﬂoz".ﬂuen(e is modified by +3. Keep this cord

: ith Arogom II; discard if he leaves play.

: Saaifice of Form Permanent-event R
: Spell. Wizard only. All of the strikes from one attock ogainst your Wizard's
company foil; -3 to any body checks made to determine if the attock is

defemez(. Discard the Wizard (i.e., he becomes unrevealed) and any non
item cards he controks. Place any items he coatrols under this cord and keep
these off to the side (these items are considered to still be in play). If the
Wizord is put back into play, retum s ifems to him ond place Sacrfice of
Form with him. Wizord recewves +1 to his prowess, body, ond direct
influence. Mwuz not be duplicated on o %fen Wizord.

Sapling of the White Tree Major Item 12 1 U
Not playable in a Shadow-hold or Dark-hold . May be stored ot Minas Tirith.
2 marshalling points if stored of Minas Tirith.

Seroll of ksildur Greater Item 48r3gal
Unique. When o Gold Rirég is tested in 0 company with the Scroll of Isildur,
the result of the roll ﬁll row) is modified h'{ +2.

Shield of Iron-bound As Minor tem [k
Shield. +1 to body to  maximum of 8. Tap Shield of lron-hound Ash to
gain +1 prowess against one strike.

Sluriglass Minor ltem U

(ap bearer of Storglass to cancel an attack by Undeod or fo modify the

prowess of o spiders, animals, or wolves attock by -2. Bearer makes o

corruption check.
Iin%I Minor Ifem 1
nique. Weapon. +1 to prowess to o maximum of 8, +2 to o Hobbit's
prowess to @ maximum of 8.
Sword of Gondolin Major Item 28R G
Weapon. War only: +2 to prowess to a maximum of 8.
Torque of Hues Major Item 2
nique. Tug Torque of Hues and its bearer to cancel an attack ogainst his
company. Bearer mokes o corruption check.
Wizard's Ring Special Item 2 .04

Wizard only. Playable only at o Haven . Ignore any effect that would
discard this item. May not be duplicated on a given Wizard. Beorer makes o
corruption check when this item s played.

Playable o the end of the organization phase on @ company containing 0
ranger. If the (am[puny uses regjon cards for its site path, top the ranger fo
move as if the foll

Andrien and Dagorlad, Anérien and Ithilien, Lebennin and Ithilien, Lebennin
and Harondor. Othenwise, if the site moved to is in one of the regions
listed above, the hozard limit is reduced by two (to @ minimum of two).
Connot be duplicated on a given (ompung.

Ash Mountains hortevent (
Playable ot the end of the organization phase on @ company containing a
ranger. If the com[nuny uses region cards for its site path, tap the ranger fo
move os if the following pairs of regions were odjacent: f)ugodad and Go
gomth, Horse Plains and Gorgoroth. The company faces an attack at the

eginning of ifs movemem/guzmd phase: Orcs — 4 strikes with 8
prowess, Otherwise, if the site moved to is in one of the regions listed
above, the hazard limit is reduced by two (to @ minimum of two). Cannot

. be duplicated on o given company.

Bndﬂe Shortevent

layable at the end of the movement/hazard phase on a company that\
moved to a Haven . That compa mur move to an odditional site on the\

immediately follows for that company.
’ euE e t. Playable only if Gates of Mlongevenl Th f
nvironment. le only if Gates of Moming is in play. The prowess o
each character imudiﬁedvby +2. ko Tep

Eagle-mounts Short-event R
P!u-(uble only af the end of the organization phase on o company with a
diplomt that begins the tum at Eagles” Eyrie. Company may move to any
site thot is not a Shodow-hold or a Dork-hold . Opponent may only play
hozard creatures that ore keyed to the company’s site.

Evenstar, The Shortevent I}
Environment. The prowess of one Elf is modified by +1 unfil the end of the
tum. Addifionally, if Gates of Moming is in play, unfil the end of the tum,
the prowess of each Elf is modified by +1 and treat one Wildemess os o
Borderdand , or one Borderdand as o Free-domain . Cannot be duplicated.

Ford Short-event (
Playable only at the end of the organization phose. Tap a ranger fo prevent
opponent from playing hazard creatures keyed to Wilderness ogainst the
fanger’s company.

Long-event
Environment. Ployable only i Gates of Moming is in play. Treat oll Free
domains s BurJeHﬂnds ond oll Borderdands as Wildemesses and ol
Shadow-ands os Wildemesses and all Dark-domains os Shadowlonds .
Connot be duplicated.

Environment. All environment hazard cards in play ore immediately
discarced, and oll similar effects ore canceled.” Cannot be duplicated.
Great Ship Short-event

the turn any choracter in the company may tap to cancel the effects of one
hazard that targets the company.

Horses Short-event
Hozard limt for o company is decreased by two (to o minimum of 2). The

Mist; Mountains Short-event L
layable af the end of the organization phase on o company confaining a
ronger. If the company uses region cards for is site path, tap the ranger to

move 0s if the foll owinq airs of regions were ndtxem: Rhudour and Anduin

Vales, Rhudaur and Wold & Foothifls, Hollin and Wold & Foothills, Hollin

and Fangorn, Dunland and Fangom. Otherwiss, if the site moved fo is in

one of the regions listed above, the hazord limit is reduced by two (to 0

minimum of two). Cannot be duplicated on o given company.

Moon Long-event

Environment. If Gates of Moming s in play, treot oll Wildermesses as
Borderdands ond oll Borderlands as Free-domains for the purposes of
Ekmng hozards. 1f Doors of Nl?h' is in ploy, treat all Dark-domins as
hadowands ond oll Shodowlands as Wildemessas for the purposes of
playing hozards. Cannot be duplicated

EVENTS :

Name Type Rarity
Description :
Anduin River Short-event (

lowing pairs of reqions were odjocent: Rohan and Dagolad,

same tum. Another site card may be played and o movement,/hazard phase

A Chance Meeting

£ lign Palaniy

Cracks of Doom

Gates of Morning PE R

1f company's current site path contains o coastal sea region, until the end of

prowess of any creaturas played cgainst this company is modfied by +2. "

: Fair Travels in Border-lands

* Fair Travels in Shadow-lands

annon

Ployable at the end of the organization phase on o company that hos a size

of less than three, contains a scout, and begins the tun at a site in Dagolod.

This card is used as o Dark-hold site card that is moved to using the site

%Ih: (the moving player draws 2 cards and his opponent draws 5 cards).

2 company con later leave this site using region cards or by using the
following site path to move to Lérien: Discard Morannon when the company
SUCces ullgp a new site card.

Mountains of Shadow Short-event (

Playable ot the end of the organization phase on o company containing o

ranger. If the company uses region cards for its site path, tap the ranger to

move as if the following pais of regions were odjocent: Ithilien and

goroth, Itilien and Num, Harondor and Nurn. The company faces an attack

a the beginning of its movement/hazard phase: Orcs — 4 stikes with 9

prowess. Otherwise, if the site moved to is in one of the regions listed

above, the hazord limit is reduced by two (to o minimum of two). Cannot
be duplicated on a given company.

Road Shortevent
Allows o character of o Haven to attempt to bring o faction into play. The
length of the site path from this Hoven to the site ot which the faction can
be gk]yﬁ:immt be two o less (this must be verfied by on ovailable sife
cord). The influence check for this uner?l is modified by -1 and is not
modified by the influencing character’s direct influence.

Paths of the Dead Shortevent R
Playable only at the end of the organization phase. For its movement, o
company that starts af the Dunharrow site and contains Arogorn Il may
move to the Vole of Erech site. The only hazard creatures that may be
played on this company re Undeod, but any Undead may be played on
the company.

Quiet Lands Short-event u
Environment. Unfil the end of the tum, the number of stiikes for one
automaticattack at a Shadow-hold or a Ruins & is reduced to half of ifs
original number (round up). Altematively, if Gates of Moming is in ploy,
tieat one Shadowland os a Wildemess o one Shadow-hold s a Ruins &
unfil the end of the tum. Cannot be duplicated.

Secret Entrance  Shortevent
Playoble only at the end of the organization phase; may not be played on
company moving to a site in a Dark-domain . Tap a sage i the company,
ond no hazard creatures keyed to the site may be played on the company.

Secret Passage Short-event (

Playable only ot the end of the organization phase. If the company that it is

played on moves to o Ruins & site, opponent may only play hazard

creatures that are keyed to the company’s site.

Stars Shortevent U
Environment. Modify the prowess of one Undead attack by -1. Altematively,
if Gates of Morning is in play, until the end of the tum, treat one
Darkdomain os a Shodowland or one Shadovland os o Wildemess .
Cannot be duplicated.

old

Sun Long-event U
Environment. The prowess of each Ddnadan is modified by +1. Additionally,
if Gates of Moming is in play, the prowess of each automaticattack ond
hazard creature is modified by -1 and the prowess of each Man and
Danodon is modified by +1. Cannot be duplicated.

i White Mountains Short-event C

Ployable at the end of the organization phase on a company confaining a
ranger. If the company uses region cards for its site path, tap the ranger to
move as if the following pairs of regions were adjacent: Old PkeHand and
Anfalas, Rohan and Lamedon, Rohan and Anfalas, Anérien and Lamedon.
Othenwise, if the site moved fo is in one of the regions listed above, the
hazard limit is reduced by two (to o minimum of two). Cannot be duplicated
on o given company.

l RESOURCES

Nome Type Rarity
Description

Shortevent
A character (even o Hobbit) may be brought into é)luy with direct
inflence at any Free-hold, Borderold, or Ruins & Lairs.

¢ AFriend or Three Shortevent

For every character in the influencingcharacter’s company, A Friend or
Threg gives a +1 modification to an influence check or to  comuption\
check made by o charocter in the same company.
Permanent-event U
Sage only if o Palantir is in his company. Keep with the Palantir: bearer
now has the ability to use the Polantir. Discard Align Polanfir if the
company corrying the Palantir moves.
Shortevent R
Only playable if The One Ring is af Mount Doom. Its bearer must make a
corruption check modified by -4. If successful, The One Ring s destroyed
and s bearer's player wins. Otherwise, discard The One Ring and its bearer.
Dark Quarrels Shortevent (
Cancel one ottock by Orcs, Trolls, or Men. Ahemnﬁvefg, if Gates of Moming
is in play, the number of strikes from any attack is reduced to half of its
original number, rounded up.
Dreams of Lore ) Permanent-event 1
Sage only during the site phase at an untapped site where “Information” is
layable. Tap the soge and the site. Sage may not untap until Dreams of
rore is stored at 0 Haven during his orgonization phose. May not be traded.
Shortevent

Fur-sigth ) ) (
age only during the site phase at an untapped site where “Information” is

playable. Top the soge and the site to search through your play deck and
choose an item that you must reveal to your opponent. This tem is place
in your hond and the play deck is reshuffled. Iﬂe sage mokes o check.
Escape Shortevent "anlc
Cancels an atfock against a company. One character of your choice in the
 company is wounded (no body check is required).
Fair Travels in Wilderness Short-eyent
Playable af the end of the organization phase if target company plays a
new site card, The hazard imit for the target company decreases by one
for every Wildemess in i site path (to o minimum of hwa). Cannof be
duplicated on the same company.
~ Shorteyent
Playable at the end of the organization phase if torget company plays a
new site cord, The hazard limit for the torget (ompun¥ decreases by one
for every Borderand in ts site path (to o' minimum of two). Cannot be
duplicated on the same company.
. S'I:orm[\f/enr s u(
Playable ot the end of the organization phase if target company
ne\z site card. If the site path has ot least one Shadow-land, the gﬂzmd
limit for the target company decteases by one (or by two if Gates 0
Morning is in pﬂry) to.a minimum of two, Cannot be duplicated.



Name Type Roity  Nome Type Roty  Nome MP P/B Type
Description Description Description

Fair Travels in Dark-domains Short-event C : Stealth Short-event C ¢ Bert(Burat) 1 ‘1’}& (regture
Playable at the end of the nrgmizmion phase if torget company ploys a Scout only. Top a scout to play ot the end of the organizmiogrsshose onlyif i Unique. Troll. One strike. If played after Williom or Tom and if keyed
new site cord. If the site path hos ot least one Dark-, the hazard limit for the scout’s company size is less thon three. No creature hazards may be to the same site path against the some (nmmny, each character wounded
the target company decreases by one (or br two if Gates of Morming is in played on his company this tum. by Bert must discard all non-special items he bears.
play) to o minimum of two. Cannot be dupli empering Friendship Short-event ( i 1

cated on the some company.

Fellowship Permanent-event R
Only playable at @ Haven during the organization phase on o company that
hos four or more choracters and ollies. +1 to prowess and +1 to comuption
checks for all characters and allies in the company. Discard this card if o
character or ally joins of leaves the tomguny or any reason.

Gollum's Fate hort-event R
Unique. Only playable if The One Ring and Gollum are both at Mount Doom
during the site phase. The One Ring is destroyed and ifs player wins.

Halfling Strength Shortevent
Hobbit oni The Hobbit may untap or he may move from wounded status
to well and untapped during his m«fnizuﬁun phase or he may receive a +4
modification to one cormuption check.

Lordly Presence Shortevent R

iplomat only. +5 to an influence check ogainst a fuction. If the influence
check is successful, draw three cards.

Lutkg Search Shortevent I}

cout only. During the site phase, fap a scout ot a Shadow-hold or Dark

hold. Tun over cards from your p]u¥ deck one at a time unfil you reveal o

non-special item or reach the end. If you reveal o nonspecial item, the

scout tokes control of it. In any cose, the scout must face a single strike
attack with o prowess equal to 3 plus the number of cards revealed; this
attock/stike cannot be cancelled. Discord oll revealed cards except item.

Luc wolStrike Short-event u
ar only. Make two rolls (or draw two #'s) ogainst a stike and choose
one of the fwa results to use.

Mirror of Galadriel Shortevent R
Only playable ot Lérien. You may look ot Yom opEonem’s hand and choose
to look at either the top five cards of his play deck or your play deck.
Shuffle those 5 cards and retum them fo the top of their play deck.

] Unigue. May t5p 10 use a Palamic,

Al the heginning of cach of ki end-of-
tum phases, be may G to take one “ypell™
card from his discand pile sesd retum i o
his hand.

White Tree, The

: Wizard's Fire

+4 to on influence atfempt ogainst a foction.

est of Form Shortevent (
Sage only, and only if a character in his company has a Gold Ring. Play to
test o Gold Ring.

Use Palantir Shortevent u
Sage only. Top sage to use a Palantir that he controks.

Vanishment event

well Wizard only. Cancels an attack against the Wizard's company.

izard makes o cormuption check modified by 2.

Vilya Short-event R
Elrond only. +4 prowess, +2 body, +6 direct influence until the end of the
tum. If your play deck has at least 5 cards in it,SKnu may toke 5 resource
cards of your choice from your discard pile and shuffle them into your play
deck. Elrond makes a corruption check modified by -3.

Unique. S Minas Tirith, Playni?emmenft‘e?mr f the Wh ;

nique. Sage only at Minas Tirith. only if a Sapling of the White

Tree is af Minos %Ymth. Mings Tirth becomes QZMn fo? rgg purposes of

healing and playing hazards.

Short-event R

Spell. Wizard only. +5 prowess for the Wizard against one attack. Wizard

3 makes a coruption check modified by 4.

: Wizard's Laughter Shortevent U

: Spell. Wizard only. Automatically cancels an influence check ogainst one of
the Wizard's player's characters, followers, foctions, allies, or items.

: Wizard mokes a comuption check modified by -2.

: Wizard's River-horses Shortevent U
Spell. Wizard only. All Nazgdl events ore discarded or cancels an attock
oguinst o Wizard if he is the onlz character in the company. Wizard makes
o coruption check modified by -2.

THis fare wa bong, with a bepht forebond he had
drep deribiag

__|Palantir of Osgiliath
and Saruman: Saruman wosn't
the nicest wizard in Middle-
earth—but maybe he knew more
than the rest of us. Since he can
tap fo use o palantir, and since
palantirs gront such neat
abilifies—Tike the Palantir of
Osgiliath, which allows you to use
| ;_, : the ability of any Palantir i play
|2 eig o et s ot or fup to discard any hazard
nu-can—-»«::«d- mm"——lm‘v"mmphy
T T e the bad guy occasionally.

i SARUMAN PALANTIR OF OSGILIATH

Narya Short-event R
Gandalf onlxl. +4 prowess, +1 body, +2 direct influence for the rest of the
tum. Immediately untap all unwounded characters in Gandalf’s company.
Gondaff makes a corruption check modified by -5.

Nenya ortevent
Goladriel only. +2 prowess, +2 body, +2 direct influence for the rest of the
tum. Galadriel makes a coruption check modified by -3, by -1t ina
Haven. Any one corruption check made by a character not in o Shodow
hold or Dark-hold is automatically successful.

New Friendship Shortevent : U
Diplomat only. +3 to any one influence check or +2 to a comuption check
made by a character in the some company.

01d Friendship Shortevent
Diplomat only. +5 to an influence check against o character or +4 to o
(om.lghon check made by o choracter in the some company.

01d Thrush, The Shortevent

310 the prowess and body of a non-Nazq0l attock with  normal prowess

of 13 or more.

Persuasive Words

! Short-event
Dlﬁ!omut only. Make two rolls (or draw two #s) when making an
intluence check and choose one result to use.
Reforging ) . Permanent-event ol
Sage onlr, dunn%ﬂm site phase at an untapped site where “Information
is ployable. Tap the sage ond the sie. Sage may not untap unil Reforging

T
is stored ot o l-?uven. During your organization phase, you may top a sage
at a Haven and discard o sfored Reforging to [epmeve,uy:y minor of major
weapon, armor, o shield from your discard pile. The item must be ploced
under the control of o character in the 50ge’s company.

Rescue Prisoners Permanent-event C
Playable ot an uheud¥ tapped Dark-hold or Shadow-hold during the site
phase. The company foces o spider attack (2 strikes with 7 prowess). If no
characters are untopped after the attock, discard Rescue Prisoners.
Otherwise, you moy tap 1 character in the company and put Rescue
Prisoners under his control. That character may not untap unfil Rescue
Prisoners s stored at o Haven, Border-hold, or Free-hold during his

~ orgonization phose. Cannot be duplicated ot o given site.

Ringlore Shortevent C

Sngepnly only playable ot o site where “Information” s playable, and

onlyif (Eumder. in his company has a Gold Ring. Play to test a Gold Ring.

No roll (or draw) is used. The layer may reploce the Gold Ring with any
ting from his hand (except for%ho One Ring

Risky Blow } Shortevent
War only ogoinst one sfrike. +3 1 prowess and -1 to body.

gL Boorerlond @ CongfonPoins 0L

0 Cousts 0L Direct [nfiuence FR Freehold

: Bcrrowemﬁghy

ok L

Vﬁzugd’s“hvs; ok ooy och Short-event 1]
. Wizord onty, ond only if o character in his company has g Gold Ring.

1o test o Gold Ring; make two rolls (or draw Ml?ﬂ#% grs\cf chgoseme

result to use for the test. Wizard makes o cormuption check modified by -1.

Name

i Description L 4 e
:bdudor 1 10/- Ceature

: mlw ?Ul:eiSSglislng&h nonWizord defending harocer wounded by the
¢ Adunaphel 5 15/10 Creature or PE

Unique. Nozgul (7th). May be as a hozard cregture (with one
strike) or as a permanent-event, Xshuy?r{eurum, m% aso be p : ed keyed to
Brown Lands, Dogorlad, Gorgoroth, and Westem Mirkwood; n may also
be played at sies in these regions. If ployed 05 a permanent-event, it wil
remdin in play until tapped during the opponent’s movement /hazard phase
{tapping counts ogainst the hazard fimit). When topped, Adunaphe!
: becomes o shortevent and couses any one character o tap.
¢ Agburanar 4 15/9 (reature
g!“g;m; May be ployed‘gr %gvemltmd.th?Gmn. }aw“ ;mkes If Doors of
ight is in play, may okso eyed 10 brey Min Namows, lron
H_:ﬁs, _Norrhermhovunion, ond Wiherd Heath; and may also be played ot
sites in these regions.
harahil 5 16/9
Unique. Nazgul (Sth). May be Xslayed as 0 hozord creature (with ane
stiike) or os 0 permanent-event. As a cregture nm also be played keyed o
Harondor, Horse Plains, Gorgoroth, and Khand; ond may also be ployed of
sites in these regions. If played os o permanentevent, it will remain in play
unfil tapped during the opponent’s mavement/hazard phose (topping
counts against the hazard imit). When tapped, Akharahil becomes a short
: eventand gives a-1 penally to any one character’s body checks this tum.
i Ambusher 1 g (reature
Men. Two stikes. Attacker chooses defending characters.
assin 1 11/- (reature
Men. Three attacks (of one stiike each) oll ogainst the same character.
fm;l;s& gl;o’gses. defendir;% churu((!er. ?f?e gé,twng of these attacks may be
by tapping one character (not the defending char in the
defender’s company for each attack (uncele]dz. NS
’ S (reature
Undead. One stike. After the attock, each character
wight makes a comuption check modified by-2. VOB tarow

N Mind

P/B Prowess/Body
WP, Marshalling Poinis

P/B+ P/Bbons St

G

Corsairs of Umbar

: Doelomin 4

Dwar of Waw 5 15(10

Hoarmurath of D't

Indur Dawnd

(reatre or PE :

Mumak (Oliphant)

 0ld Mon Willow

R Ruins ond Loirs
Shodawlands

rigands g Creqture
Men. Two strikes. If any strike of Brigands wounds a choracter, the
Pid(mm ny must immediately dis]curd one iter?l(uf defender’s ch[oice).
-nocke! 3

1 regtul
n. One strike. Attacker chooses defending c/humcter& For each
successful strike, an item the defending choracter bears must be discarded
(ddefelr(xder‘s choice); he is not harmed. o
ture

roke 1 ]n?{/
Drogon. Two strikes. Attacker chooses defending characters. Two
Wildeesses in site path ore required.

orpse-candle 2
Undeod. One strike. Before  defending character is selected, every
character in the company mukpis a coruption check.

e

: (reature

to Androst, Anfalas, Belfalos,
bennin, and Old PukeHond; and
moy olso be ployed af Ruins &]Lnits ond SFSndo in thmiom

Crebain - e
Animals. Fach character in the company faces one strike. After the attack,
the defender must reveal one random card from his hand for each choracter
in the defending company.

Men. Five strikes. May also be ke
Cardolan, Enedhwum}iumndor?mn,

13/8 (reature
Unigue. May be phg;d of Dancing Spire. Drogon. Three strikes. Attacker
chooses deF!nd'mg racters. If Doors of Night is in play, may akso be
af keyed to TEJ Mtn Normows, [ron Hills, Northem nion, and
ithered Heath; and may also be played of sifes in these regions.
Creature or PE
Unique. Nazgul (3rd). May be os 0 hazord crecture (with one
strike) or s 0 permanentevent. As a areature, may olso be m keyed to
Harondor, Imlod Morgul, Gorgorath, and Ithilien; and may ol o
sites in these regions. If played s a permanent-event, it will remain in play
until topped during the opponent’s movemenperf{buzurd phase (topping
counts against the hazard limit). When , Dwar of Waw becomes a
shortevent and gives +1 prowess to all Wolf, Spider, and Animal attacks
until the end of the tum.

¢ FellTurt ] 15
i urtle /- fo

G " (reahure
Animals. One strike. If any strike is successful, the def m company must
& tetun o ifs site of origin (defending (ham(gr;:s Qre o r?rmunﬁye)
0sts 3 req
Undead. Three strikes. After attack, each character wounded by the Ghosts
makes @ cormuption check modr]ﬁed by-1. 1

Ghouls (reature

Undead. Five strikes.

: Giant 1 13/- (reature

i Onesstrike.Two Wildemesses in site path ore required.

: Great Goblin, The 2 ]5%1 (reature

i Unique. Orc. May also be played on componY moving from Rivendell to
Lorien or from Lorien to Rivendell. May also be played keyed to High Pass

: and gt sites in High Poss.

< Half-trolls of Far Harad 1 10/- (reature

: Trolls. Two strikes.

Creature or PE

5 15/9
Unique. Nazgul (6th). May be played os a hazard creature (with one
strike) or os 0 permanent-event. As a creature, may ofso be played keyed to
Dogorlad, thilien, Gorgoroth, and Khand; and may also be played at sites in
these regions. If played as o permanent-event, it will remain in play until
tapped during the opponent’s movement,/hazard phase (tapping counts
against the hazard fimit). When topped, Hoarmurath of D't becomes o
short-event and gives +1 strike fo any one attack.

Hoom 10/- Cregture
One strike. May also be ployed at Dreadan Forest, Old Forest, and
Wellinghall. May also be played keyed to Heart of Mirkwood, Southem
Mirkwood, Western Mirkwood, and Woodland Realm; and may also be
played ot Ruins & Lairs ond Shadow-holds  in these regions.
eath 5 15/10 Creature or PE
Unique. Nozgul (4th). May be 05 0 hozord creature (with one
strike) or os a permanent-event. As a creature, may also be ployed keyed ©o
Harondor, Imlad Morgul, Gorgoroth, and Khand; and may aiso be ployed ot
sites in these regions. If played as o permonentevent, it wil remam in ploy
until topped during the opponent’s movement/hazord (topping
counts ogainst the hazard limit). When , Indur Oawndeath becomes
a shortevent and makes any wounded choracter discord an ifem
(but not a fing)..
Khamul the EusterlmPZ b 18/8 Creture or PE
Unique. Nozgul (2nd). May be played s o hazord reature (with one
strike) or 05 @ permanent-event. As o creature, may also be played keyed to
Brown Londs, Heart of Mitkwood, Gorgoroth, and Southem B\n%wood ond
may also be played ot sites in these regions. If played as o permanent-event,
it will remain in play until tapped during the oppanent’s movement,/hazard
hase (tapping counts against the hazard limit). When topped, Khomul the
Ensreding comes o shortevent and forces opponent to discard one card of
his choice for every Nazgul pe‘r‘rmnemﬂver‘néin é)loy (in(bding(mis one).
regiure

Unique. May be at Irerock. Drogon. Two strikes. If Doors of Night
is in play, may of plal'{ed keyed to Grey Min Narows, lron Hills,
Northem Rhovanion, and Withered Heath; and moy olso be played ot sites in
t these regions.
: Mouth of Sauron 3 13/8  (reature of Shortevent
Unique. May be played as o hazord creature (with one strike) or es @
shortevent. If 0s a shortevent, bring any hazerd cord from your

discard pile back into your hand.
be ] ed ki ecll rNDogorbd Go'go(fm‘ehm{ieorse
Animals. Two strikes. May be pk eyed to , Gorgoroth,
Plains, Ithilien, Khand, Num ém ond may ako be ployed o sites in these
regions. May also be played (on the some tum and on the some comy
as Corsairs of Umbor ) keyed fo Andrust, Anfolas, Belfolas, Lebennin; and ot
Ruins & Lairs and Shadow-holds in these regions.
ke, 15 s i Ny e poed kg
QOne strike. 15 prowess ogainst Hobbits. May atso eyed to
Fangom, Heart of Mirkwood, Southem Mirkwood, an Weestzem Mirkwood;
ond may ofso be Rged at Ruins & Lairs, Shadowsholds , and Dark-holds
in these regions. Also playable at Old Forest and Dreeodan Forest.Two
Wildemesses in site path are required.
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N Type Rarity

lame
Description

Name Type Rarity
Desription

Arouse Denizens

: Arouse Minions

id e )
Name MP P/B Type
Descripfion
Olog[-hoi (Trolls) 2 10/5 (reature
0 mﬂsa e 1 8/ C
rc - eature
. Fiesties. ;
Orc-lieutenant 1 7/-

Creature
Orcs. One strike. If played on a company that has clready foced an Orc
aftack this tum, Orwemenuml re(ei;’gsnydbguwess.m

Or(-s\lﬂml (reature

cs. Three strikes.

Orc-raiders 1 6/- (reature
Orcs. Four strikes.

Orc- 1 % Creature
Orcs. Five strikes. If played on a company that has clready foced an Orc
this tum, Orcwarbond receives + Wwess

Orc-warriors 1 Cregture
Orcs. Three strikes.
Orc-watch 1 9/- (reature
Orcs. Three strikes. :
évatha the Horseman 5 1543 Creature or PE &
Unigue. Nazgul (9th). May be played as a hazord creature (with one :
€) or as a permanent-event. As a cregture, m also be played keyed to
Horondor, Horse Plains, Gorgoroth, and Khand; and may also be played o
s“ﬁ in these d:,egwrsmelf played c’l,s (i perrnunenreven;:,I m?min in ploy
until tapped ent’s movement /hozot toppil
counts against %"’éhummm. When tapped, 6vatha the HOISgPTI"l;?l
becomes a and you may bring one hazord creature from your
discard pile fo your hand.
Pukel-men 1 (reature

11/
Two strikes. May also be played at Ruins & Lnﬁs sites in the following
regions: Andrast, Anfolas, Anorien, Dunland, Enedhwaith, Gap of Isen,
Lamedon, Old Pukel Gap, Old PukeHand, and Rohan.
Ren the Unclean 5 15/10

Unique. Nazgul (8th). May be played s o hazard creature (with one

€) of 05 0 permanent-event. As  creature, m:g akso be played keyed fo
Dogorled, Ithilien, Gor?omrh, and Horse Plains; and may also be played ot
sites i these regions. If ployed as o permanent-event, it will remain in play
unfi topped duning the opponent’s movement/hazard phase (fapping
counts ogainst the hazord fimit). When tapped, Ren the Undean becomes
o shortevent: each charocter inzpiw must n])%jk/esu corruption check.

T Ot e
nique. Troll. One strike.
Shelob

6
5 played as o hozord (/Ie(ll'U!B (with one strike) or
05 0 permanent-event. As a areature, may be played at any site in Imlod
Morgul or Gorgorath. If Doors of Night is in play, Shelob may be played as
0 permanent-event that gives +1 prowess and +1 stikes to all Spider and
Animol attocks. She may opt to attuck from o permanent-event state ond
receive these _bonuses, but her attack counts as one against the
hazord limit. Discard when Shelob attacks or if Doors of Night leaves play.
Silent Watcher 0 8/- Creature
Each choracter in the company foces one strike.
1/ Cregture

yer
Two attacks (of one strike each) against the same charocter. Attacker
chooses defending charocter. The defender may top one charocter in the
same company o cancel one of these attacks. . -
reature

ulli'g' May be played ThEonM [1)7/ Two strik
nique. at The Lonely Mtn. Dragon. Two strikes.
Attacker dgosespm
be mrlw'ed keyed to Grey Mn Narrows, Iron Hills, Northern Rhovanion,
and Withered Heath; ond may also be played af sites in these regions.
Ginmésiders 1 10/- Creature
Spiders. Two strikes. If the body check for o non-Wizard character wounded
Giant Spiders equals the character’s body, the character is discarded.
be played keyed to Heart of Mirkwood, Southem Mirkwood, Westen

Mirkyeood, ond Woodland Realm; and may olso be ployed at Ruins & Lairs

ond Darkcholds in these regions. Two Wildemesses in site

Tbie?m ore otherwise required
1 (regture

15/-
Men. One strike. For each successful stike, nn/nem heldﬂ the defending
r(‘gr'nmﬁ be discorded (defender’s choice); the defending choracter is

Tom (Tuma) ) 1 13/ Cregture
Unique. Troll. One strke. If played after Bert or Williom and i keyed to
the same site path ogainst the some company, each character wounded by
Tom must discard ofl non-specialitems he bears. Two Wildemesses in site
path ore required. ] o

Wura?

olves. Two strikes.

Watcher in the Water 1 8 ( g (reature
Each character in the company faces one stike. May afso be played ot
Moria. Two Wildemesses in site path are required.

Williom (Wuluoﬁ) 1 /- (reature
Unique. Troll. One strike. If played after Bert or Tom ond if keyed fo
the same site path against the same company, each character wounded by
Williom must discard ol non-special items h%eurs.

Witch-king of Angmar 6 17/12
Unique. Nozgul (1st). May be played os o hazord creature (with one
strike) of 05 o permanent-event. As  reature, may also be played keyed to

ngmar, Gundabad, Gorgoroth, and Imlad Morgul; and may also be played
of sites in these t%ion& If played as o permanent-event, it will remain in
play until tupped during the opponent’s movemen\%humrd phase (topping
counts ogainst the hazard fimif). When topped, Witchrking of Angmar
becomes a long-event and (uusles all Sho gf/holds to become Dark-holds.

Wolves Creature
Animals. Three strikes.

Creature

IZGmQUEST

Balance of Ihg?ﬁs

Balrog of Moria

Bane of the Ithil-stone

¢ Burden of Time, The
(reature or PE

¢ (Call of the Sea

18/9 Creature o PE

Despair of the Heart
ending character. If Doors of Night is in play, may aiso
¢ Doors of Night

May : Drowning Seas

¢ Dragon’s Desolation

i Eye of Sauron

¢ Fell Beast
Fell Winter

Creature o1 PE

¢ Glo

 HAZARDS :

Name Type Rarity
Description .

Shortevent (

The prowess of one automaticattack at o Ruins & Loirs site is increased by

3 until the end of the tum. Connot be duplicated at a given site.
Shortevent (

The prowess of one automaticattack ot a Shadow-hold or Dark-hold site is

increased by 3 until the end of the tun. Cannot be duplicated oto given site.

¢ Awaken Denizens Long-event

The number of strikes for each automafic-attack of o Ruins & Lairs sife is
doubled. Cannot be duplicated.

Awaken Minions Lo

ng-event (
The number of strikes for each automaticattock ot a Shadow-hold site or ot
a Dark-hold site is doubled. Connot be duplicated.

Awaken the Earth’s Fire Shortevent

u
Environment. Modify the prowess of one utomaticattack af o Shodow-hold
or Dark-hold site bg +2. Alteratively, if Doors of Night is in rfhy freat one
Shadowland as o Dark-domain o one Shadow-hold os o Dark-hold unfilthe
end of the tum. Cannot be duplicated.
, The Longevent R
character has the corruption points doubled for one of his
soutces of corruption (the player controlling the character chooses).
Permanent-event R
Unique. The Bakrog appears in Moria. The Maria site gains o second out
maticattack of 1 sfrike with 18 prowess and no body. If this 2nd outomatic
attack is defeated, this permanent-event is removed from play (i.e., the
Balrog is defeated). If your opponent defeats this 2nd outomafic-attack, he
receives the marshalling points. In addition, unless Galadriel is ot Lérien or
she is not in play, Lotien s considered a Free-hold (for the purposes of
healing and playing hazards). +2 prowess to ol automaticattacks ot sites
in Hollin, Redhorn Gate, and Wold & Foothills.
e Permanent-event R
Corruption points for Palantiii are doubled. Automatically cancels any effect
that causes u_rluyer to search through or look at any portion of a play deck
or a discard El le outside of the normal sequence of play. Discard Bane of the
Ithikstone whenever a play deck is exhousted. Cannot be duplicated.
Permanent-event
Corruption. Playable on an Eif not in a Haven . Target Eff receives 2
conuption points and must make a cormuption che(?(e
I:huses if he is not in o Hoven. Cannot be duplicated on a given EIf. During
is or?(unizmion phase, an EIf with this card may tap to attempt to remove
it. Make a roll (or draw a #): if this result is < than 7, discard this card.
Call of Home Short-event (
Playable on a non-Wizard character that is not the bearer of The One Ring.
The character’s player must make a roll (or draw a #); retum the character
to the Slaye( s hand if the result plus his unused general influence is less
than 10. Any one item held by a character removed in this fashion may
automatically be transferred to another character in his company.
Short-event
Ployable on o EIf character. The character’s player must make a roll (or
draw a #). Retun the character to the BhYer's hand if this result plus his
unused general influence is less than 10. This result is modified by -3 if the
choracter’s company moved this tum using a site path contoining a Coastol
Sea . Any one item held by a character removed in this fashion may
automatically be transferred to another charocter in his company.
Choking Shadows Shortevent
Environment. Modify the prowess of one automaticattack at o Ruins &
Lairs site by +2. Alternatively, if Doors of Nié.;ht is in play, freat one
Wildemess as a Shadow-land or one Ruins & Lairs as a Shadow-hold unfil
the end of the tum. Cannot be duplicated.
Clouds Lorr?])evem
Environment. If Doars of Night is in play, the prowess of each hazard
aeature is modified by +2. Canrivf be duplicated.
i . Permanent-event (
Coruption. A nonWizard, norrHobbit character receives 2 comuption points.
Torget character makes a corruption check each fime a character in his
compony becomes wounded. Cannot be duplcated on q given character.
During his organizafion phase, u choracter with this cord may top fo attompt
to remove it. Moke o roll (or draw o #): if this result is greater than 4,
discord this card. 1

Unique.

Permanent-event

fr All resource envirt cards in play ore immediately

discarded, ond allresource environments are conceled. Connot be duplicated.
Short-event

Environment. Playable on o company that moved this tum o g site with a

Coastal Sea in its site path. Target company loses one item of its choice and

ifs player must randomly discard two cards from his hand. Alternatively, if

Doors of Night is in play, target company must immediately retum to ifs site

of origin.Cannot be duplicated.

Short-event u
e prowess of one Dragon attack is modified b\r? or one Dragon hazard
areature may be played at a Ruins & Loirs that has two Wildemesses in its
site path (only one Wildemess is requi{ed if Doorts of Night is in play). -
ong-even
The prowess of each automaticattack is increased by one. If Doors of Night
is in play, the prowess of each automatic-ottack is increased by three.
Shortevent
The number of strikes of one Nazgdl hazard creature is increased by one
and its prowess is decreased by 2. Attacker chooses defending characters.
Additionally, torget Nazg0l may be played keyed to o Shadow-land or
Shadow-hold. ?:nnot be duplicated on a given Nozgol.
Long-event C
Environment. Each Borderhold receives an automaticattock: Wolves — 3
strikes with 7 prowess. Allemutivel‘ if Doors of Night is in play, freat oll
Free-domains as Borderdonds and ol Borderdands as Wildemesses . Ca
not be duplicoted.
Foul Fumes Long-event
Environment. Each moving company that has o Shadow-land or o Dork
domain in its site f)ath must refurn to ifs site of origin unless it contains
ranger. Additionally, if Doors of Night is in play, each non-Haven site in play
with a Shadow-land or a Dark-domain in ifs site path is topped. Cannot be

duplicated.
Short-event

om
Environment. Playable only on a company that is moving this turn. One
character (attocker's choice) in that (nmpun( suffers -1 to his prowess unfil
the end of the tum. Altematively, if Doors of Night is in play, freat one
Borderdand 05 o Wikdemess or one Borderhold” as o Ruins & Lairs until the
end of the furn. Cannat be duplicated.

¢ Lost in Shadow-lands
Lost in the Wilderness

Lure of Creation

Lure of Expedience

during each of his untap

¢ Lure of Nature

Lure of Power

Lure of 1

Muster Dispe

* Nazgal are Abroad, The

: New Moon

Pale Sword, The

Greed Short-event (
Playable on a site. Until the end of the tum, each non-Hobbit, non-Wizard
charocter at the site must make a comuption check each time on item is
played ot the site. The character playing on item need not make o cormuption
check. When a character makes one of these comuption checks, it is modified

subtracting the corruption points that the item would normally give the
charocter if he controlled the item. Cannot be duplicated on a given site.
Winter ong-event [
nvironment. Each moving company that has o least two Wildemesses in
ifs site path must retum to its site of origin unless it contains o ranger.
Additionally, if Doors of Night is in play, each non-Haven site in play with at
least two Wildernesses in its site path is tapped. Cannot be duplicated.

Lost anglfgk : Shhomzverllftrh . R
on g company that is moving this tum. If the company has o
Coostal Sea Ruins & Lairsin ifs site path, it may do nothing mnrvhe site during
: its sife phase.
¢ Lostin Bobr!der-lnnds o tShhcu'tuJeverv . C
: e on 0 Com| t is moving this fum. You may play one
Sﬂuﬁoml hazard l?l? ?nge: (Ompﬂﬂqu each Borderdond in ifs site path,
Lost in Dark-domains Short-event R

ble on o company that is moving this tum. If the company has o Dark
min in ts site path, its hazard limit is doubled unil the end of the tum.
Lost in Free-domains _ Shortevent (
Playable on o company that is mOVIH%‘IhIS turn. If the company has o Free
domain in s site path, it may do no |thg at the ine during ifs site phuse(.
jort-event
Playable on o company that is moving this turn. You may play one odd
ﬁounyt;ll hazord on meggmmpunv for each Shadowand in Fts site path.
0 %horhzver;l I C
ble on a com, at is moving this tum. You may ploy one
additional hazard x?: %rger (ompany("iur each Wildemess in ifs site path.
Permanent-event U
Comuption. A revealed Wizard receives 2 corruption points and makes o
comuption check at the end of any movement/hazard fhm in 0 turn during
whidl: his company moved to a Haven . Cannot be duplicated on a given
Wizard. During his organization phase, a Wizard with this cord may tap to
Permanent-event (
Cormuption. Does not offect Hobbits and Wizards. A character receives 2
cormuption points. Target character makes o cormuption check each time o
character in his company gains on item. Cannot be duplicated on a given
character. During his organization Fhuse, a character with this cord may tap
o attempt to remove it, Make a roll (or draw a #): if this result is greater
than 5, discard this card.
Permanent-event '
Cormuption. Does not offect Hobbits and Dwarves. A choracter receives 2
coruption points. Target character makes one comuption check ot the end of
each movement/hazard phase for each Wildemess in the site path that his
company moved through that fum.Connot be duplicated on  given
character. During his organization Fhuse, a character with this card may top
to attempt to remove it. Make o roll (or draw a #): if this result s greater
than 4, discard this card.
Permanent-event R
The next non-Hobbit character fo make o successful influence attempt (e.q.,
against a faction, an opponent’s character, efc.) must immediately make o
conuption check mod‘rl}i)ed by -4. Discard this cord after this corruption check.
ﬁe Senses Permanent-event C
Cormuption. A character receives 2 corruption points, Torget choracter mokes
o corruption check af the end of his untap phase if he s ot o Haven . Cannot
be dupﬂmted on o given character. During his organization phase, o
character with this card may tap to attempt to remove it. Make a roll (or
draw o #): if this resultis greater than 6, discard this cord.

¢ Minions Stir

ong-event
The number of strikes and prowess of each Orc and Troll attack is increased
by one (by two for Orcs if BOOIS of Nightis in play). Connot be duplicated.

Marﬁul Night

i Do of g - oy, et Widemes
i t. Playable only if Doors of Night is in play, treat all Wildernesses
ugvgf?;égmundg‘glnd al SlmndovHands as Dark-domains. Cannot

be duplicated.

ul-horse Shortevent
Mw?hils card ollows you to place a tapped Nozg0l permanent-event back into
your hand instead of discarding it. Alternatively, allows a Nuzgdl o be
played keyed to a Shadow-land.
Morgul-knife Permanent-event R
% Nazgl's prowess is modified by +2. Discard f attack doesn’t wound o
character. Eonu fion. One character (attacker’s choice) wounded by on
attock modified Ey this card receives 4 corruption points (place this card
under the character). [f at  Haven during his untap phase, a character with
this cord may attempt to remove it (but he may not untap or heal). Make o
roll (or drow  #)- if this result is greater than 4, discord this cord. Cannot
be duplicated on o given Nozgol.
Sorior o T o e s ol
Mfects a faction already in play. The faction’s player makes a roll (or drows
o #), the faction hmrdedqrrthe result plus Ris unused general influence is
less than 11.
k the company (omuiﬁier:??;: [l‘amg? Iﬂ The One i F
lnzg0l moy oftac ing
any%ile mag' is not o Free-hold or Haven . Nazgdl may attock un¥ co?npany
possessing 0Ny Ring in o Shadow-land or Shadow-hold.” If Doors of Night is
in play, of the end of each fum, each pluK.er may return one Nazgl
permanent-event from his discard pile to his hand. Cannot be duplicated.
Shortevent d
Environment. Top one EIf character. Alteratively, if Doors of Night is in
lay, treat one Freedomain gs  Borderland or one Free-hold os
Eorderhold unfil the end of the fum. Cannot be duplicated.

i Night Long-event

vent C

Environment. The prowess of each nontanger Dinadan is modified by -1.
Additionally, if Doors of Night is in rlay, the prowesses of all attacks are
modified by +1 and the prowess 0 each Man and Danadan is modified by
1. Cannot be duplicated.

Permanent-event ulR
Unique. A Nozgals prowess is modiied hr +1. IFused with the Witching
of Angmar, his prowess is increased by +1 plus the number of Nozgl
permanenfevents in play. Discard f aftack doesn’t wound o character.
Cormup fion. One character (attacker's chaice) wounded h%_nn attack
modified by this card receives 6 coruption points (ploce this cord under the
character). If ot o Haven_ during his untap phase, a character with this card
may attempt fo remove it instead of unm[ﬁxing ot healing. Make o oll (or
dimw 0 #): i this resul is greater thon 5, discord this cord. Cannot bo

duplicated on a given Nozg0l.

PIug;Je of Wights

P Y—
f all Undead attocks is increased by one, Additionalty, 1t
nﬁ%ﬁ'ﬁ?’ﬁf&h‘? ig in play, the nember of stikes for each Undead atiack is
doubled. Cannot be duplcoted




Name Type Rarity Name SiteType  Region SP Rarity Name SiteType  Region SP Rarity
Desription Descripfion Descripfion
Precious, The Shortevent R & Dol Amroth R Beffolas W C : Lérien HA Wold & Foothills C
Nearest Hoven: Edhellond. 3 ?&Pu& er?lm Rivendell: Wix2, SL, W1 Site Path From Edhellond: W1, SL,

A character in the some company as The One Ring (not the bearer himself)
must make a cormuption check modified by -2. If fie faiks, discord The One
Rina clong with the target choracter.
Ringr"s1 etrayal, The Short-event ]
e bearer of a Ring must make a corruption check modified by -2. If the
bearer fails this corruption check, his Ring is discarded, but he remains.
River Short-event
Playable on a site. A company without a ranger that has moved to this site
this tun must do nothing during its site phase. Discard at the end of tum.
iege ‘ermanent-event R
Playable on o Borderhold or Free-hold site. A tom'?]ong ot this site must
face an Orc attack of three strikes ot 7 gmwes ot the beginning of its site
phase. At the end of its orgunizuﬁon phase, o company at a sife with Siege
on it must make a roll (or draw o #) and subtract one from the result for
every non-scout character it contains. If this result is less than 5, the
company moy not move this fum. Discord when the site card is discarded or
when the site cord is retumed to the location deck. Cannot be duplicated.
Snowstorm Long-event R
Environment. Playable only if Doors of Niﬂ, tis in play. Eoch movim};
compung with a Wildemess in its site path must retum to ifs site of origin.

Cannot be duplicated.

Storms of Ossé lonﬁfvem R
Environment. Playable only if Doors of Night is in play. Each non-Haven site
gl p}py \;«ém 0 Coastal Sea Ruins & Lairsin ifs site path is tapped. Cannot be

uplicated.

Tookisﬂ Blood Shortevent

(

Playable on a Hobbit cheracter. The Hobbit's player must make a roll (or
drow a #); retum the Hobbit to the p!uxer's hand if the result plus his
unused general influence is less than 11. If the Hobbit is removed from play,
one of his items may be transferred to another character in his company;
any other cards under his control are discarded. Alternatively, this card con
be played s a resource card. For the rest of the tum, the target Hobbit
cannot be discarded of retumed to ifs owner's hand for any reason.

Twilight Shortevent
?nvimnmem. One environment card in play is immediately discarded. This
card may also be played as a resource.

Wake of War Long-event ]
The number of strikes and prowess of each Woff, Srider ond Animal attock
are increased by one (by two for Wolves if Doors o Night s in play).
Cannot be duplicated.

Weariness of the Heart Shortevent C
The prowess of a character is modified by -1 unfil the end of the tum. Alte
natively, the target character is forced o make a comuption check. Cannot
be duplicated.

Will of Sauron, The Permanent-event R
Playable only if Doors of Night is in play. All hazard long-events remain in

play until this cord is discorded. Discard this card when Doors of Night leaves

Elcry, or when any play deck is exhousted. When this card is discorded, ol
azard long-events are discarded. Cannot be duplicated.
Will of the Ring, The Shortevent
The bearer of The One Ring makes a corruption check modified by -4.
Words of Power and Terror Shortevent
Modify the ﬂmwesses of oll characters in a company attocked by o Nazg0l
by -1 until the end of the turn. Cannot be duplicated on a given company.
Traitor Permanent-event
When the next character fails a comuption check, he becomes a “traitor”
and an gttock is immediately made ogainst a character in the traitor’s co
" pany. The character fo be attacked is chosen by the player who does not
* control the traitor’s company. The prowess of the attack is equal to the
gmwess of the traitor plus 10. Any resulﬁn&body check is modified by +1.
fter the attack, this card is discarded and the (urmFrion of the traitor is

resolved normu[iy (i.e., he is discarded or removed from play).
SITES

Name Site Type ~ Region SP Rarity
Description

Bag End f Shire Wi R
Nearest Haven: Rivendell.

Bandit Lair R Brown Lands wi R

Nearest Haven: LérienPlayable: Items (minor, gold ring). Automaticattocks:
Men — 3 strikes with 6 prowess.

Barad-dor DA Gorgoroth wi R
Nearest Haven: Lérien Playable: Ifems (minor, mulm, greater). Automatic

ottacks (2): Orcs — 4 strikes with 7 prowessTrolls — 3 strikes with 9
prodw?ssd Special: Any company moving fo Barad-dor hos its hazard limit
modi fied by +2.

ﬂunow-down‘iv ¥ Cardolon wi

s ) R
Nearest Haven: Rivendell Playable: Items (minor, major). Automatic-attocks:
Undead — 1 strike with 8 prowess; each character wounded must moke o
cormuption check.

eorn's House Anduin Vales Wi R
Nearest Hoven: Lérien. i
BlueNMtn Hold R Nomeriador ft C
earest Haven: Grey Hovens.
Bree L] Arthedain wi R
Nearest Hoven: Rivendell.
eth Brin B Rhudaur Wi (
Nearest Haven: Rivendel.
Corn Dgm R

Angmar Wi
Nearest Hoven: Rivendell. Ployable: Ifems (minor, major, greater).
Automgic gttacks: Orcs — & tikes vith 7 prowess.
Caves of lynd AL Withered Heath U
‘earest Hoven: Lorien. Plgyuble: nem]s gﬂneomuiosr greater, gold
Il it 2 n— 10
Gfiﬂ:nﬂ;'g ﬁiﬂomumﬂnﬂ(ks, 612\90 inlod Horgu p WES&W I :
Nearest Haven: L6rien, Playable: [fems (minor, major, greater). Automafic
attacks: Qres — 4 strikes with 7 prowess.
Dancing Spire L Withered Heath )
Nearest Haven: L6rien. Playable: ltems (minor, major, greater, gold
ting). Automaticattacks: Diogon — 2 stikes with 11 prowess
Dead Paurshes S
Nearest Haven: Lorien. Pl

Dagorlad u
able: Items (minof, major, greater). Automatic

aftacks: Undegd — 2 strikes with 8 prowess; each character wounded sy -

mal i ;
Dimill I;}u?e(o‘mpmn o RL Redhom Gate W

: A U
Nearest Haven: Lérien Playable: Information Automaticattacks: Ores — )
strike with 6 prowess.

B e @ ComptionPoints 0l
0 Cousts DL Direct Influence R Froshold

{ Glodden Felds R

Undead — 1 strike with 8 prowess; each character wounded must make o
i comuption check.
¢ Glittering Caves RL Gap of lsen Wi

¢ Lossadan Camp

Dotk londe.

¢ Dol Guldur DA Southem Mirkwood W1 R

: Nearest Haven: LorienPlayable: Items (minor, mu]or, greater). Automatic
ottacks (2): Ores — 3 strikes with 7 prowessTrolls — 2 strikes with

: 8 prowess.

: Driadan Forest BL Anérien wi C

: Nearest Haven: Lorien.

¢ Dynharrow Rohan Wi R

: Nearest Haven: Lorien.

¢ pynnish Can-hold BL Dunlond Wi R

s Nearest Haven: Rivendell.

' i R Anduin Voles wi i

les’ Eyrie
o Nearest Haven: Lérien.

~
=
=
=]
v
=
—
m
=
=
=]
=l
v
m
v

__| Wizard’s River Horses: If you've had
just about enough of those nine Nazgul. or if you

just want to headge your bets. Put Wizard's River
Horses info play—and watch your opponent’s
face drop when you negate all that great evil he
was throwing around.
Easterling Camp BL Horse Plains Wi R
: Nearest Haven: L6rien.
Edhellond HA Anfalas C
Site Path From Grey Havens:FR,COx5, W1 Site Path From Lérien: W1, SL\
EdoanRsXZ % R Rohan Wl R

Nearest Haven: Lérien.

i Etfenmoors

Rhudaur wi C

Nearest Haven: Rivendell. Playable: Items (minor). Automaticattacks: Troll
— 1 shike with 9 prowess.

ks i prow Anduin Vales wi (

Nearest Haven: Lérien. Playable: Items (?‘old fing). Automatic-attacks:

Nearest Hoven: Lérien. Playable: Items (minor, major). Automaticattacks:
Pokekman — 1 strike with 9 prowess.

Neorest Haven: Rivendell

P/B Prowess/Body R Ruins

/B P/B bonus

M Mind
MP | Marshalling Points

7 i
¢ Minas Morgul

Minas Tirith
¢ Moria SH

0ld Forest
Pelargir

¢ Rivendell

i St

Thranduil’s Halls R

Vale of Erech

: [
: Wind

SL .Shndowkmds

Imlod Morgul Wi R
Nearest Haven: Lorien. Playable: Items (minor, major, greater). Automatic
attacks: Undead — 3 strikes with 8 prowess; eac character wounded must

Anbrien Wi R
Redhom Gate wi R

Nearest Haven: Lérien. Playable: Items (minor, major, greater, gold
fing). Aummuﬁcﬂmmm—d strikes with 7 ;)mvgei s

make  comuption check.

Nearest Haven: Lérien.

Mount Doom SH Gorgoroth Wi U

Nearest Haven: LérienSpecial: Any company moving to Mount Doom has its
hazard limit modified pefzu nﬁl?lyhuzmix)‘ltl cnryeuhIr"esmg may always be played
keyed to the site regas lesg r?f any other cards played.

i Mount Gram

An%mur wi R
Nearest Haven: Rivendell. Playable: 1tems (minor, mejor). Automatic
attacks: Ores — 3 strikes with 6 prowess.

Mount Gundabad SH Gundabod Wi u

Nearest Haven: Lérien. Playable: Items (minor, major, greater). Automatic
attacks: Ores — 2 strikes with 8 prowess.

BL Cordolan Wi C
Nearest Haven: Rivendell, Special: Healing Cards affect all characters a site.

0st-in-Edhi

Nearest Hoven: Rivendell. Playable: Items (minor, gold ring). Automatic
attocks: Wolves — 3 strikes with 5 prowess.
Lebennin wi C

F
Nearest Haven: Edhellond.
Rhosgobel R Southem Mirkwood ~ WI R
earest Haven: Lorien Playable: Items (minor) Special: Healing Cords offect
ol characters ot the site.

HA Rhudaur (
Site Path From Lérien:W1, SL, Wix2 Site Path From Grey Havens:FR, SL, WI.
L Enedhwaith Wi R

Ruined Signal Tower

Nearest Haven: Rivendell. Playable: Items (minor, major). Automatic
attocks: Spiders — 2 sm*lsoﬁ with 8 prowess.

Sarn Goriwing Heart of Mikwood ~ W1 C
Nearest Haven: LérienPlayable: Items (minor, major) Automaticattacks: Ores

: — 3 strikes with 5 prowess.
¢ Shelob's Lair SH Imlod Morgul Wi R
i Nearest Hoven: Lérien. Playable: Items (minor, major). Automaticattacks:
: Orcs — 2 strikes with 8 prowess.
: Shrel-Kain BL Dorwinion Wi C
: Nearest Haven: Lorien.
* Southron Oasis BL Harondor Wi R

Nearest Hoven: Edhellond.
Stone-circe R 0id Pokel Gap Wi R
Nearest Haven: Edhellond. Playable: Information, Items (minor). Automatic
attacks: Pokekman — 1 th{ike with 9 prowess. . :

nes, Andrast

Nearest Haven: Edhellond. Playable: Items (minor, mojor, greater).

Automaticattacks: Pokekmen — 2 stikes with 9 prowess.
Woodland Realm W1 R

Nearest Haven: Lorien.

Tolfalas RL Mouths of the Anduin W1 R

Nearest Haven: EdhellondPlayable: Items (minor, major, greater). Automatic
attacks: Undead — 3 strikes with 7 prowess; each character wounded must
make a corruption check.

BL Lamedon wi R
Nearest Haven: Edhellond.
Variag (nmg{ Khand wi R
Nearest Haven: Edheflond.
eathertop RL Arthedain Wi R
Nearest Haven: Rivendell. Playable: InformationAutomaticattacks: Wolves
t - — 2stikes with 6 prowess.
¢ Wellinghall Fangom Wi R
: Nearest Hoven: Lérien.
* White Towers, The RL Arthedain Wi

Nearest Haven: Rivendel. Automaticattacks: Wolves — 2 strikes with

rowess
rone, The RL Grey M Namows W1 R

¢ Goblin-gat sh High Pass Wi ) 5 ows |
HEs rllzugeusfﬂuven: Rivendell Playable: Item;g(minor, gold ring). Automatic Nearest Haven: LérienPlayable: Information, Items (minor, major).
i attocks: Ores — 3 strikes wih 6 prOWeSs. i Automaticattacks: Orcs — 3 strikes with 7 poves o W c
¢ Grey Havens HA Lindon (i Woodmen-town ] BL Westem Mirk
S Sife Poth From Rivendell: WIx2, FR Site Poth From Edhellond:W, COx4, FR. &~ Nearest Haven: Lrien. y
: Henneth Annin BL Ithilien wi R i Wose Passage-hold BL 0id PokeHand W C
: i Nearest Haven: Lorien. o S - U 4 Nearest Haven: Edhellond. ,
g oo e ik » REGIONS
: : Grey HavensPlayable: Ifems (minor, mojor). Automatic : 2 3 f )
Eﬁgiﬁ' “%mdcﬂlg\tﬁke vgiyhapruwess; each choracter wounded must  : Name Site Rarity  Name Site  Rarity
i moke o comuption check. ) P . o R
* Irerock Withered Heath wi U i Androst Wi eart of Mirkwo (
: : L6ri ble: Items (minor, major, greater, gold : Androst Coast (] (  Horse Plains SL C
! Esumlzu':n%en%cfx&sfll%vrggon—l stiike with 14 prowess. ¢ Mouths of the Anduin (O € Imlad Morgul SL (
¢ Iron Hﬁf Hold FR Iron Hills ¢ Anduin Voles BL € Iron Hil Wi C
© " Neorest Hoven: Loren : Anfolos Wi C o lhilien wooC
: lsongord R R Gop of Isen Wi R i Angmor St C  Khond S N
: earest Hoven: Lérien .Playoble: tems (minor, major, gold ring). Automatic  : Anorien R ( ng:eedqn % E
© attacks: Wolves — 3 strikes with 7 prowess. : Arthedain wi C L d&mn & {
* Isles of the Dead that Live RL Eriodoran Coast R R i Bayof Belfalas 0 C L L :
© " Nearest Hoven: Grey Hovens. Ployable: lfems (minor, major, gold ding). : Belfalas R C  Northern Rhovanion DA !
Automaticatiocks: lyndend—' anikef with 8 prowess; each choracter E(rlcrmul;:mds Vslll E OILLImPﬁkelGon o !
g ounded st oo 0 OO b W ¢ Dogorad SUC Odpokelond W C
s © Dorwinion Bl C Redhom Gate W
Lot o B s W Dunland W € Rhdor WooC
"o e ko W oo limEs D oLWR. B T
: y RL Northern Rhovanion ¢ Enedhwai e Shire
: L“"ﬂ&'f;ﬁ';}gfm 6rien. Ployable: Items (minor, mu‘on, greater, gold : Eriadoran Coust o Somlﬂem Pth;kwood 3j\| (
© o). Automaticattacks: Drogon — 1 stike with 14 prowess, § Eﬂng(ﬁ Wi E St:th ern Rhovanion i) C
; Lossadan o L L PR B € Weembidod W ¢
: : Ri :ltems (minor, major, greater*), :
ﬁfﬁfé&’é‘iﬁﬂuﬁﬁ‘?ﬂhﬁ’{i{? U?]de%rgs—lhmkeslwnﬂ&prowess; eoch  : Gorgoroth DA C WitheredHeath W1
haract nded must make a corruption check. ¢ Grey Min Narrows SL C Wold & Foothills Wl C
SIRCHA BL Forochel Wi ¢ : Gundabad DA C Woodland Realm BL C

and Lairs P Site Path Wi Wildemess

Wor  Warrior
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B By Rick Swan

My father’s not the kind of person who'll sit still
for a game called Blood Wars, but | thought he might
get a kick out of SimCity. (That's the one where you
build a city out of cards.) He agreed to play, on two
conditions: (1) | had to leave the deck with him the
night before, and (2) he’d be allowed to shuffle before
every turn. That didn’t make sense to me, but what the
heck. | decided to humor the old guy.

Well, not only did he beat me, he crushed me, sort
of like a tank rolling over an earthworm. Whenever he

needed a City Council card, there it was. Whenever -

he needed a Power Plant, he had that too. And when
the opportunity arose to wipe me out, he just hap-
pened to have a Terrorist Attack.

Did | mention my dad'’s a professional magician?

He beat me with an old trick called card clipping,
so simple that anyone can do it—not that you would,
of course, because that’d be cheating, and cheating
is unethical. Anyway, all you need is a razor blade and
a straightedge. Lay the straightedge on a card-you
want to prepare, parallel to one of the card’s short
sides. Razor off about 1/16th of an inch off the end.
Replace the clipped card in the deck and shuffle. Stand
the deck upright, and square it off. You’ll see the
clipped card as plain as day, slightly shorter than the
rest of the deck.

Hold the deck in one hand,
then riffle the end of the deck with
the thumb of your other hand;
when you get to the clipped card,
you'll be able to feel it. Stop
there and cut the
cards. The clipped
card will now be
at the bot-

of Hand

tom of the deck. You can deal the clipped card from
the bottom of the deck (a technique magicians call glid-
ing), or let the card drop in your lap where you can get
it later (called a kick-out). Of course, these techniques
are immoral and should never be used in a game.

Alternately, you can appropriate the top card by
placing your hand over the deck, cupping the top
card in your palm, then dropping it in your lap. If you
have trouble holding the card in your palm, you
might invest in a bottle of Palm Grip, which costs
about $3; a few drops in your hand and the card
will cling like it’s hanging on for dear life. But this
would hardly be fair to the other players, so forget
| mentioned it:

In fact, the dexterity-challenged might want to
forego all this sleight-of-hand stuff and go straight for
the gizmos. Start with some Fanning Powder ($2), a
dry lubricant that makes cards easier to retrieve from
sleeves and waistbands. The Sure Card Grip ($4) resem-
bles an oversized paper clip that attaches to your belt,
holding one or more cards away from prying eyes, Or
you might consider a Card Changing Servante ($20),
a device consisting of a clip and small basket that secures
to the back of your chair. When your opponent isn’t
looking, you discard your old deck in the basket and
remove a new deck from the clip. All of these items,
including Palm Grim, can be purchased from mail-order
houses such as Abbott’s Magic Manufacturing Com-
pany, but | can’t in good conscience recommend you
buy them, so do me a favor and ignore this paragraph.

The niftiest gimmick of all is a substance called
Roughing Fluid, which costs about $5 per bottle and
is pretty easy to find. (I picked some up at a novelty
store in a shopping mall.) If you put a little on a play-
ing card and let it dry, it becomes practically
invisible. But you can still feel the drjed

fluid with your finger. It occurred to me
that it'd be a snap to mark the backs of
Magic cards; for instance, you could put
a drop in the center of a Time Elemental,
or a drop in each corner of a Nightmare. It'd

sure be easy to tell what cards you were going
to get before you drew them.

Not that | would ever, ever do such a thing.

9

Rick Swan is a former Boy Scout with many merit badges to his credit. OK, one.




—~ Bullets Benechelli
while fulfilling his
contractual obligations.

* % 170 full*color, cards
« S Fudllyillustrated rule book
* One'gangster-sized die
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Congratulations. You just called your first play as an
NFL™ head coach, And you did it while playing Red Zone,
the red-hot new interactive card game from Donruss.

To win, you need smarts.

You need guts. You

need divine interven-

tion. Because you call

the shots, just like an

NFL coach. Red Zone.

For more info, contact us at: http://www.nxtgames.co
©1995 Donruss. Inc. © & TM NXT Games. Officially licensed product of the NFL Players

Play it and you can draft an NFL team from an 80-card
starter deck of authentic game photos. You can build a
dream tea with booster packs and
challenge your friends.
You can get pumped
just thinking about it.
Red Zone. Get off your
butt. Get to the store.
Get it today.

m or E-mail us at: nxtgames @ cts.com

©Players, Inc ©Joe Patronite/NFL Photos
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