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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.

7 INKILLED THEE Delye.,

Play it and you can draft an NFL team from an 80-card
starter deck of authentic game photos. You can build a
dream team with booster packs and

challenge your friends.

P DT ; You can get pumped

just thinking about it.
Red Zone. Get off your
butt. Get to the store.

Get it today-

For more info, contact us at: http://www.nxtgames.com or E-mail us at: nxtgames @

D1995 Donruss Inc © & T NXT Games Officatly icer
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. war is brewing, a war pf attritionthat threatens all of Gaia: the War of the Amazon. Garou battle
{R-Wﬁm and their own kimralike for the prize of Gaia's last pure treasure, the Amazon and all the
ecretsiit holds. But the Garou'and the forces of the Wyrm are not alone in the struggle. Other '
hifters have a stakeiin the/Amazon; their home and their last refuge from mankind and Garou
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EDITOR'S LETTER

I Want More
C.C.G.s

To be more specific, | want more good C.C.G.s. Yeah, | know the
market is flooded with games, but the majority of them are just...blah.
Some gaming companies seem to be under the assumption that all you
have to do is slap together a C.C.G. and it'll sell. Or that all you need is
to rip off a popular game’s game system. Or that a shoddy game will be
masked by a really exciting license.

That sort of thinking kills me. This is such an exciting new industry,
it drives me out of my mind when | see a neat idea for a game (or a
C.C.G. license of a really cool property) strive to be nothing more than
a mediocre game and a quick way to slap some dough in the company’s
pocket. C.C.G.s like Magic: The Gathering catered to tried-and-true gamers
but brought new people into roleplaying as well. Fans riding high on
Magic were later turned off from giving newer games a chance, finding
that the majority of these releases were quickly slapped together by com-
panies looking to cash in. Fans, rightfully so, felt cheated.

For a C.C.G. to be a continually successful product, it has to be sev-
eral things. First, it’s gotta be fun. Who wants to play a crappy game? Sec-
ond, the game play has to be something different. The same old same
old just don’t cut it. Third, it has to be a balanced game. How many
C.C.G.s have you seen that would've been cool if not for the fact they were
more unbalanced than a one-legged midget hopped up on speed? Lastly,
you have to capture the player's imagination. While C.C.G.s aren’t as in-
depth as some R.P.G.s, you still want the players to lose themselves in the
roles they're acting out when playing.

Combining an original, balanced and entertaining system of play with
a really cool property is something that still eludes manufacturers. Why?
Could it be because these licenses cost an arm and a leg to get, leaving
less in the budget for designing and play-testing? But those are the games
that would drive roleplayers out of their minds. It would also bring new
fans into this hobby, drawn in by their favorite properties and then kept
in by an engrossing, challenging and, most importantly, fun game.

Licensed C.C.G.s have a head start on games with original concepts.
What's more immediately recognizable and appealing: playing a magical
being conjuring weird creatures and summoning warriors or playing Darth
Vader, commanding a fleet of T.LE. Fighters while blowing up anything
that might be a rebel? Me, I'd rather blow up rebels. Or better yet, Ewoks.

The list of licenses that would bring in herds of new fans is endless.
The X-Files. Terminator. Jurassic Park. Universal Monsters. Godzilla. Doom.
Street Fighter. Conan. RoboTech. The Vampire Lestat. Mortal Kombat. Mad
Max. Disney (y’know, for the young uns). The Prisoner. Dune. Battlestar
Galactica. Combine any of these with a strong, well-thought-out game
system and they’d be the hottest thing on the planet. !

And that's really what | want to see: Collectible card games viewed
as a natural extension of a strong license, just like a video game, toy line
or cartoon, bringing new people into this hobby, and games that are the
best they can be, so we keep ‘em here.

Ve 25

Pat McCallum
Editor-in-Chief

e e e oy

]
How cool would it be fo
battle Cyherdyne and its
Terminator squads in a
new C.C.G.?
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XPANSION SET

% '“teﬂSiﬁes game with new actions
* Adds suspense to Wyvemn
* "Dragon-Slaying will never be the same. **%% "
—Inquest Magazine

* Bold new artwork
* New game dimensions
* Our scarcest release to date

Kingdom chiﬁon*

o Exciting'new card Redemption Program

¢ Watch for details
WIYVIRN
THE .

INSIDER'S GUIDE WYVERN GOLD COINS

» The extras that make the award winning game complete
» 2nd only to Magic for playability —Scrye Readers Pojy
¢ 1995 Games 100 selection




IRON CROWN ENTERPRISES, INC.

P.O. Box 1605

CHARLOTTESVILLE, VA 22902 USA
1(800) 325-0479 or (804) 295-4280
EMAIL: METWICE@AOL.COM

HTTPL/ /\WWW.IRONCROWN.COM

{
-, $ ™
miooLe € carth
Fue Wizakns ‘
Middle-earth: The Wizards

is published by Iron Crown Enterprises, Inc. (ICE).

Copyright © 1995,1996 ToLgiEN ENTERIRISES, & division of Tue Saun Zapsiz
Comrany, BerKeley, CA. Middle-carth: The Wizards, The Iobbit, The Lord of the Rings,
and Middle-earth—and all character and places therein, are trademark properties of
Torkis ENTERPRISES. All rights reserved.




yelling
nature
fantasy

much fun—let’s jump right in!

you KNOV‘(('
I CAN KICE,
YOUR EUTT'

Letter from Julie Bell

I read with interest the article in the
February issue of InQuest about my hus- i
band, Boris Vallejo [“Boris,” InQuest :
#10]..1 enjoyed most of it, but | would
like to correct some misunderstandings i
in the section about myself. | understand
that the writer tried to make the article !
colorful, interesting and, | guess, a bit
controversial. Some of my statements
were taken out of context, therefore giv-
ing @ somewhat distorted view of my i

beliefs and motivations.

I was quoted as saying, “There are
some people who come to me for an i
autograph who actually don’t know who

Boris is.” | meant this as a surprising fact
and, certainly, a freak occurrence. (It
happened twice.)

Boris does indeed have his place in :

history—his work is the foundation of

GAMER’S GRIPE

Extra Spe«:ial fun: Aside from the tried-and-true fans who enjoy

at us for typos and the ever-compelling exploration of the
of cheese in gaming, we seem to have a slightly annoyed
sy artist, Julie Bell, on hand this month. It all sounds like so

i course, it does feel good when people :
i recognize me on my own. Will I ever ;
i have a place in the history of fantasy
i art? Only time will tell.
i While | definitely aim to have my :
i own approach to my portrayal of i
¢ women (or anything else, for that mat-
i ter), and | like to show them as strong i
and self-sufficient, | would never even i
i hint that Boris does not do the same. |
i have and still do model for Boris’ paint-
i ings and | would not do so if he didn’t
i share my strong beliefs in that respect. :
: When | mentioned turning negative
¢ things into positive actions, the feelings
i of jealousy, competitiveness and inse- |

i curity were only mentioned as abstract |

i examples, not as secret conflicts lurking
i within myself. | regret to see that the
writer saw my “friendly manner” as a !
concealment of “darker forces.” Boris !
and | are both competitive by nature,
which only spurs us to work harder. We §
enjoy the process of pushing each other :
to the limit and beyond! Most impor-
tantly, we love, respect and admire each

other and our work.
Julie Bell
Fantasy Painter

We're sorry if your section read like that, Julie—
our intentions were quite the opposite. We saw the
fact that fans sought your autograph over Boris’ :
i as something that was funny and ironic. As far as
i the mentions about jealousy, competifiveness and
i s0 on: these are all a part of human nature, with
i our fake being that you've turned some of these
i negative experiences info positive ones. i
all of my work and that of a great fan-
tasy art we see around. | am relatively §
new to the field of fantasy art and, of :

Star Wars Sellout

Okay, | buy my first pack of Star

Wars. I'm all excited. | buy my second
pack and start collecting obsessively. |
buy my 22nd pack—before | realize
there’s no R2-D2? No Chewbacca? No
Death Star? What! How can you play
the game without the Death Star sys-
tem card? These cards could have been
easily put into the starter set—in fact,
should have been—but Decipher just
wanted to hold some of the bigger cards
so we'd be forced to buy their next set.
This kind of “marketing strategy” pisses
me off. It's not only unfair, it's down-
right tyrannical!

Terrence Marz

Gary, IN

Yeah, we were pretty miffed when we learned that
there was no Chewie for our Han nor a Death Star
to kill millions of Princess Leia’s relatives. Why are
some of the cooler things missing from this release?
Two words: expansion set.

Cheese Omelet

You often talk of cheese. Now we
know what kind of cheese it is: Swiss.
You have a couple of holes in your Jan-
uary issue....

In “Homewreckers” [InQuest #9],
you mention a Hypnotic Specter that
pumps up +1/+1 for a block Mana. |
have a Frozen Shade that does that, but
no Specters.

Also, [in the Magic Players Guide] on
page 109, the tip about the Willow Priest-
ess has a mistake. It says that her ability
to give a green creature protection from
black would stop your opponent from
Soul-Exchanging a Thrull token. No sale.
Thrulls are black unless laced.

By the way, Homelands isn‘t the first

APRIIL 19 9% i




More Grade-A Letters

Ice Age make one picture.
Ray Alcorn
Allentown, PA

Whoaps. You're right—it's a Frozen Shade that
can be pumped +1/+1 with a swamp, not a Hyp-
notic Specter. And it should be a Thallid, not a Thrull,
that receives the Willow Priestess’ protection from
black bonus. Take comfort in the fact that we
drowned all of our copy editors” house pels o teach

them a lesson.

In the Red Zone

I was recently introduced to the new i
Red Zone C.C.G. football game from Don-
russ and was pleasantly surprised by how
solid the game is. | particularly love the :
way the game includes actual N.F.L. play- :
ers, the strategy element in terms of play- |
calling and just the simple fact that it
seems as if it were carefully designed by i

a guy who really knows his stuff.

As a sports card collector, | never
really got into Magic and have become |
quite sour on the sports card market. }
Red Zone re-vitalized my interest in cards
and | now can’t wait to try out the next i
C.C.GC. sports game on the market. Can
you tell me what sport C.C.G.s are com-

ing down the pike?
Timothy Grumblink
Tolland, CT

So far there are games fike Ployoff's One on One :
Hockey, Upper Deck and Precedence’s Upper Deck
Gridiron Fantasy Football CC.6. and Donruss Top of
the Order baseball gome and Red Zone foothall game.
Down the road we're also looking at a WildStorm
baskethall C.C.G., Fust Break (see “InQuest News” :
and “On the Shelves” for details on this and ofher
new games). In the earliest fop-secret stages of design

are overseas versions of croquef and curling.

H-less Bastards

Okay, I'm much better at collecting i
Magic cards than | am at playing the }
game and maybe this is very old news,
but where is the capital H on all Magic:
The Gathering cards? | noticed the other i
day while going through some new i
Homelands boosters that the cards that
begin with H were all lowercase. Then
| realized that all the cards | have (start- §
ing with the Revised Edition) are like :

Get in touch with your fellow game fans! Send
your name, address, e-mail uﬂdress (if
rnu've got one), age, gender and three
avorite games fo InQuestMag@aol.com
or mail it fo us at: 1.0. Pen Pcﬂs, /o
InQuest, 151 Wells Ave., Cangers, NY
10920. Moke o friend!

8 MDY U E S T

expansion to fit pictures i
together. All three plainsin
i something against capital H?

this. Is there some curse on the font
used at W.o0.t.C. or do they just have i
i more sociable than and just as well-
adjusted as nonplayers. The study is in

Timothy Mori
State College, PA

The story goes that W.o.1.. headquarters was built
on an ancient Indion burial grounds. ..no? How
about that's just the way thot quirky font is?

Message in a Bottle
What's the deal?? How long will you
continue to ignore the Elkin Bottle?

Sure, the Island Sanctuary/Mystic

Decree combo is great, but why would

you use a Howling Mine to get your one
i friend Troy play )
don’t need to give your opponent extra artifacts. My undefeated friend Larry
cards. You also don’t need an Icy Manip-
i ulator, Relic Barrier or Elder Druid to turn
i the Bottle off. Plus the Elkin Bottle never
hurts you when facing a Black Vise and :
it allows you to completely shut down
your opponent with a Zur's Weirding. : ;
The Island Sanctuary/Elkin Bottle also i committed the ultimate sin: Ehees.

allows you to face an Underworld
! creatures. | dubbed it the Super 60-Sec-

Are you starting to get the idea?? ond Deck. | play them for ante, usually

beat them in less
games than any other card, and it's high :

i some reason | lose, ;
i cent card; | just reach into my plethora

card per turn? With an Elkin Bottle, you

Dreams without even drawing a card.
The Elkin Bottle has won me more
time that it gets the attention it deserves.
Long live the Bottle!!
J.T. Lone Wolf
North Wales, PA
The Elkin Bottle sucks. Live with ii.

Debunked Biases

As you have debunked biases about

game-playing and those who participate,

I thought you might find some research § isn’f winning in our book. To atane, you must play

£ the next 25 games with our specially crafted Keep- 5
i ers of the Faith/Piety/Aysen Abbey deck. Good Er

We compared roleplaying gamers :
to nongamers and found—contrary to

a colleague and | did of interest.

Corey Garnett
Age: 15 Sex: Male
120 HW, Tegkwood

i cousin

of direct-
grab another man

: Cheese, Whithe

Lee's Summit, MO 64064
E-mail: Squeaky@sky.net
Likes: Magic, Highlander, Rage

common belief but consistent with other
scientific research—that gamers were

press at this time.

Clearly, the objective evidence,
though sparse, is consistent and dges
not support the notion of players being

i neurotic adolescents or worse.

Barlow Soper, Ph.D.
Ruston, LA

Thanks. | think.

WEDGE 0’ CHEESE
Cheeseheads Anonymous

Forgive me for | hath sinned. My
s a red deck with lots of
plays a black deck containing the best
demons and monstrosities available. Hls
Willy plays a user-friendly, I.|fe-
Circle of Protection
deck. I never win!
d the other day. |

giving, annoying
deck. | play a blue
| finally snappe

Thirty-two mana, 32 cheesy cards, no

than a minute and

take their cards away from them. If by
they only get a 50-

damage cards to replace it or
a out of my hoard.

Please forgive me, or crown me King o
r Cheeseheads Anonymous?

Erik Becker
Westfield, W1

tered trademark Wirords of the Cous! Inc.

You have sinned, Erik. Winning without honor just

ring is  fegist

athe

luck, hatpants.

Carlos De Jesus

Age: 17 Sex: Male

20710 Ely Ave,

Lokewood, CA 90715-1663
E-mail: acel 3x@aol com
Likes: Magic




Pep Talk

I just got finished reading through

InQuest #9 when | had a rather dis-
turbing thought. | got to thinking about
how gamers are generally frowned upon
by others.

I love to play roleplaying and card

games (both C.C.G.s and stuff like
Poker) during lunch at my high school.

We have the opportunity to leave cam-
pus, but I'd just as soon save money
on food and gas and have fun offing
my friends with a Berserked Scryb

Sprite or something.

But sooner or later someone will i
come up to us and start asking sarcas-
tically, “Who's winning?” or “Is that i

actually fun?” Of course it’s fun, silly! If
it weren’t we wouldn’t be playing it,
now would we?

I am only 17 but | have been play-

ing games for about as long as | can :
remember, and there was always i
some guy who bullied me and the i

people | played with. | think even my
parents saw it as some kind of weird

phase that I’d grow out of. (They
refuse to believe that adults play

games too. Gosh, the very idea!) But
guess what? I'm still playing!

| have a bit of advice for anyone who |
might be going through the same kind |

of thing:
1. If gaming is something you enjoy,

then only you can make the decision i

to keep playing or to stop. Don't let

others pressure you into giving up this :

great pastime.

2. Try out other things. Who
knows...you might find something else
You can enjoy.

Despite all of the intolerance I've
experienced, playing games is still my

favorite hobby, and | have a feeling that ;

it will remain so for quite some time.
Matt Hoffmann
Plano, TX

That's good advice, Matt. And for all you serial |
killers out there, pay particular attention fo point }

number two.

You know that floating head in /.Q. #8
about the 30 most asked Magic questions?
Is he related to that guy on the i

P

 H N

Briggs Parker Cody Wortham | JoeReil Louis C. Tan

Age: 24 Sex: Male Age: 13 Sex: Mole Age: 21 Sex: Male | Age: 21 Sex: Male

6146 Roger Rood P.0. Box 464844 \ 2140 Dorset St. | 229 Newbury Woy
Shawnee, K5 66203 ! Lawrencevillo, GA 30246 | Shelburne, VT 05482 Americon Conyon, (A 94589
E-meil: SINIST3R@vol com E-mail: Hoytmaster@ool com Email; rishork] @ool.com E-mail: Stynbeck@uol com
Likes: Mogic, Stor Trek, | Likes: Mogic, Wyvern, (row likes: Mogic, Shodowfist, | Likes: Mogic, Stor Trek,

OverPower

potato chips/snack commercial?
Joshua Goldberger
North Canton, OH

The Name
of the Game

True stories behind the names
of game cards

Actually it’s Wizard: The Guide to Comics Con-
tributing Editer Marc Wilkofsky. He lends us a
hand every now and then in the editing depart-
ment and, when the need arises, gives us his head.
So fo speak.

) Magic: The Gathering
Serra Angel: In biology, a serra is a sawlike
appendage; it's derived

AWWW, from the same Lafin word I'm STILL
My LIL las “serrated.” Magic CEADLY EVEN
BOAT SUNK. . designer Richord Garfield LS

i. + thought such an oppendage
: t would be appropriate for a
bodyguord creature. Not
“ {knowing this ine of think-
I - ing, artist Douglos Shuler
% * omitted sawblades from his
v beaufiful Angel.

8 Mox: The five sought-
E: ofter jewels take their name from “moxie,” slang for

¥ courage, pluck or {in Garfield's thinking) energy.
i Hurloon Minotaur: There's no secref meaning

behind the word “Hurloon”; it just sounded cool.
i’ Shahrazad: Arabian Nights was inspired by The
Thousand and One Nights, also known as The Ara-
NN hicn Nights’ Enterfoinment. A huge collection of folk-
l N tales, it's framed by the story of King Shahryar, who,
h believing women to be faithless, would marry one
each night and execute her the next morning. When
MR Shohrazad wed him, she starfed a story that tantolized
[} RPR e king, but didn't finish it until the following night,
Mosic & Myrhos: ‘ . when she began another.unfinished tale. After more

| have played Magic for almost a year : :
3 than three years, the king fell'in love and made
now.and my:Magleplasingiconort ancis Shahrazad his losting wife. The Shohrozad card

h | R g
Laee s agreed on.the il th.mg 4 requires parficipants to delay finishing their game
the musical accompaniment. Music is kel
an important aspect of my life, and i Bl e one:

h W S Wyluli Wolf: Wyluli is an anagrom for “Lily
whenever we play, it’s always the same: | |§ Wu," Garfield’s favorite Magic opponent. He used o

metal iy alternative. ) 0 special card to propose marriage fo her.

This may seem musically prejudiced, Kird Apes: Kird is Arabic for forest.
but does anyone out there like it any Fishliver Oil: Several characters in the Arabion
other way? What | mean is, | don’t know, Sl Bl 0 R RO R T s TR
any Magic players who listen to things S A E T AT LM LG e
such as country or rap. That has always: ST TR TS
been an area of curiosity for me.

One last thing. | read about a C.C.G.
coming out in March based on H.P.
Lovecraft’s Cthulhu stories. Could | see
more on that?

Nathan Hunter

Nashville TN

—Allen Varney

Ever look at aicard, scrafch your head (or whatever)
and ask yourself, “Hey, | wonder where they got that
name fram?“ Then write down the name of the card,
the game it comes from, your full name and your
mailing address and send it fo:

The Name of the Game
¢/o InQuest

151 Wells Ave.

Congers, NY 10920

e-mail: InQuestmag@aol.com |

P ‘ s

y

(thulhu coverage, you ask? Check ouf our feature «
in issue #11 and an upcoming gome review and
players guide. As for music, we fisten to Wagner's
“Ride of the Valkyries” around deadline fime and

BottleTech




MAGIC:

The Creations
The fon who invented the best Magic cord this month wins
three different foreign edifion Magic pucks and The Abyss
cord signed hy Pete Venters! {The other guy just gets

some packs of whatever was sent free fo us this month.) §

LRAND PRIZE YNINNER!

SHADOW LORD
Stott Bazzett, Odenton, MD

Shadow Trard

L8
-

0 2 1 S —"—
B ravcyurd and remave it from the game. Place
that crvatur in the Shadaw Plain. When the
B Stadew Lord b placed in the graveyard from

Lotd's sumsmensr's contral.

Tlus: S{ott Bazzet!”,

URZA’S OUTHOUSE
Chaiyatath Gallahun, Minol, ND

During your upkeep, Piace an oder-corter
on Urznt Outhouse

(@ Romane (@ covetecs o place
D <yl tokens on tamet
creatare(s)

“Uhen yiou gotia g, T IV 30 =

“thea

To enter, send an original Magic card no bigger than
8-by-11-and-a-quarter inches {use an existing Magic &

card and just glue on new art and stuff if you want) fo: §

Magic: The Creations ‘
/o InQuest
151 Wells Ave.

Congers, NY 10920

CONTEST WINNERS

o Congratulations go out fo Jessica Chou of Los Ange- ,
les who won a day at the Wizards of the Coast offices
learning all about all sorfs of funky Deckmaster games
thanks o InQuest #6's “Back fo School” contest.
o William G Ruppell IV of Danbury, Conn., won a com-
plete set of Heartbreaker Hobbies' Crow cards plus some §
uncut sheets in InQuest#7's “Know the Crow” confes!.

A

. since you can now cheat a heck of a Jof easier if
¢ Depends. Put it on its side and it's a pointy E. Roll
¢ jtupside down and it's a W. Someone’s [ittle brother
i once sucked a green M&M up one nostril and almost
i killed himself. Call it whatever you want.

|
i d

a little Pink Floyd when we're feeling meflow, so |
quess that shoofs your theory fo hell...

Rage Realism

Don’t get me wrong, | love the game
Rage. You know what | can’t understand,
though? Parents, fundamentalist groups
and fanatics are always up in arms about
Satan-mentioning or erotic art or cursing
but they never talk about how gory Rage
is! I mean, Entrail Rend is pretty grue-
some. Why aren’t they raving about the
violence in Rage? Shhh...maybe we
shouldn’t tell them.

Carl Smith

Beaumont, TX

Maybe the fundomentalists are all werewolves and
£ Yeah! Yeah! We're with you man, we're with you!
i The Musicion’s great! We'll run a cover with him on
¢ it, insert free Musician cards in the book, have an
¢ enlire Stumpers section devoed to...wait, he's like
i Goblin Artisans?

i Forgetit

it's a particularly clever plan to divert attention away
from themselves.

The Flimsy Fact

What's going on with the new Over-
Power cards? | bought a box and it
weighs about half as much as my origi-
nal box. The cards feel different...the
PowerSurge expansion cards feel much
cheaper. Are they trying to save money?

My friends didn’t believe me till |

* showed them. The true test: Take a card

from the original OverPower set and one

" from PowerSurge. Tell me PowerSurge
- doesn’t feel flimsier.

Matthew Higgins
Paramus, NJ

" stock on the OverPower expansion. The cards

look and feel different, which isn't a good thing

all the really good cards in your deck look and
feel different. That's a really bad decision on
Fleer’s part.

Enough Cheese!

There are over 300 types of cheese
made in the world today. What does this
mean? Burn decks are not alone! Yes, per-
mission decks are pure cheese. And their
cheesy leader, the evil Counterspell, is
plotting world domination.

What can you do to stop it? Easy:
Devote yourself to annoying those wiz-
ards on that coast until they restrict coun-
terspells. This will result in more creativity
in decks as permission players will have
to use more-exciting spells than Power
Sink and Remove Soul.

Jason Van Glass

Orinda, CA

Pure permission decks, like straightforward direct

damage decks, are cheesy decks for the unimagi-
nafive and uninspired.

i Goblin Artisan Crisis

| am writing to point out a great

travesty. One of the greatest cards in
i Magic has been neglected for so long.
i The Musician from Ice Age is a crucial
key to all decks that have trouble with
i large creatures.

A 1/3 creature with a cumulative

i upkeep of one colorless mana that can
put music counters on opponent’s cards
i that give them a one-mana upkeep is a
i great card, yet it has received no press
i coverage. It's a conspiracy, almost as
i bad as the Goblin Artisans crisis of what-
ever year it was.

Luke Copping
Youngstown, NY

. Half an M&M
:1+ As hard as it is to believe, they changed the paper

Is one M&M called an M?
Jeff Grossman
New City, NY

£ That's it for this month, kiddies, Write us some more let-
i ters. In the meantime, we're all goin’ to sleep. (@)

Send yer letters fo
InQuestMag@aol.com or:

INQUISITION
151 Wells Ave.
Congers, NY 10920

Include your full name, mailing
address and phone number in all
letters. Some letters may be edited
for space.
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that mixes humor with baskethall
strategy. Coaches recruit

G A M E players from 8 teams and
use Action, Cards to Drihble,

Pass, Shoot, Block, Grah,

Starter Decks contain 60 cards. and, Steal. Fast Break's
an easy-to-understand rules hooklet, /eas’..,w']e(m rules and

and a haskethall counter. Each starter”
deck comes with one entire feam aﬂ?'ﬁ:"ri E:“I:E tglb:lyl
(12 players) and 48 Action Cards. I 11 DaSKE :
Players from-four teams (N.Y.. ] fans everywhere!
San Diego. L,A.. and Texas 3
ars-dvailable exclusively  C0Ster packs contain

P 12 cards. Players
J in the starter decks. - —

7 are available exclusively in the booster packs.
Z Also look for ultra-rare chase cards,
only available in the booster packs.
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The Critics Speak

Because of the topic, the excellence of the
art and the quality of play, Quest for the
Grail may be the first new game to chal-
lenge the dominance of Magic the
Gathering. This game is enjoyable and
attractive, embodying the mood of
Arthurian Legend.
Renaissance Magazine #1

The artwork is superb...the game brims
with atmosphere. It has a simple yet
satisfying system and lends itself well to
storytelling and roleplaying the charac-
ters.

Arcane #1

Quest for the Grail plays smoothly, is
fun, and is full of authentic details.
From the Lady of the Lake to the Siege
Perilous, this game has all you need to
quest in King Arthur'’s world.
InQuest #10

The Players Speak

If you pick your CCGs based on what's
n to play, you aren't going to find one
better than Quest for the Grail.
Tom Pugh,. America Online

The card art looks good, and the rules
are fresh. Quest for the Grail will be a
winner.

Ben Strother, Internet

I played Quest for the Grail at Gencon,

and. it.was the best release there.
Bill McGuiness, America Online

Look for more great cards in

Knights of the Isles

Coming this Spring

Join the Quest Wherever Card Games are Sold

The March of Arthur

Tramp, tramp, tramp, tramp to battle din!
Tramp son, tramp sire, tramp kith and kin!
Tramp one, tramp all, bold hearts within.

The chieftain’s son his sire addrest,
As morn awoke the world from rest:
‘Lo! foemen are upon yon crest.

‘Grim knights and warriors I behold,
On tﬁrey war-horses riding bold,
With nostrils snorting wide for cold!

‘Rank closing upon rank I see,
Six by six, and three by three,
Spear points by thousands glinting free,

‘Rank on rank, to war they go
Behind a flag which to and fro
Sways, as the winds of death do blow!

‘Nine sling-casts’ length from van to rear,
L know ‘tis Arthur's hosts appear;
There Arthur strides — the foremost peer!’

‘If it be Arthuir lef us go!
Up r?lgem out arrow! Bend the bow!
Forth, after Arthur, on the foe!’

The chieftain’s words were hardly spoke,
When forth the cry of battle broke.
From end to end the hills awoke:

“Take head for hand, and heart for eye,
Death-wound for scratch; and scream for sigh,
Matron for maid, and man for boy!

‘Stone-horse for mare, for heifers steers,
War-chief for warrior, youth for years,
And fire for sweat, and blood for tears.

‘And three for one, by strath and scaur,
By day, by night, till near and far
Tﬁe streams run red with waves of war!

‘If we should fall, then it is best!
Bathed in our blood we shall be blest
With joyous hearts to take our rest.

Traditional Breton Folksong

SRONE RING. GRIESE

"POB 17936, Austin, TX 78760

http://www.ccsi.com/~graba_11/quest
512/472-7505
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WIARIS

IF IT'S NEWS,
IT'S HERE!

B W R izards of the Coast
4 has hired Richard

" Fukutaki as its new
vice president and general manager for
Magic: The Gathering. Fukutaki will over-
see all aspects of the Magic line, includ-
ing marketing, licensing and new
product development.

“My goal for the near future is to
not mess up something that has done
phenomenally well,” Fukutaki said.
“Magic: The Gathering has succeeded
on its game mechanics and the qual-
ity of its art.”

Still, Fukutaki hopes to bring a little
more focus to marketing—producing
products targeted toward advanced
players, while also trying to introduce
more people to the game. This includes
creating introductory products that are
less daunting and easier to understand.
(For more on W.0.t.C."s 1996 plans, see
“Upcoming W.o.t.C. Products,” below.)

Fukutaki first became aware of
W.0.t.C. two and a half years ago. At the
time, he was the vice president of boys
marketing, entertainment and licensing
at Tyco. Though Tyco is the third largest
toy company, Fukutaki often could not
outbid the bigger corporations. Instead,
he tried to find new opportunities, like
the potential Magic: The Gathering action
figure line he had Tyco's research and
development staff evaluate after first
learning of the game. Though they even-
tually decided against Magic action fig-
ures, Fukutaki kept tabs on W.o.t.C.

A

wwr -

L N

Summon Wizard =~

Photo countesy of Wizards of the Coast

Said Fukutaki, “Most of my experience will trans- : the company. His goals include getting products to

late over. The product is different and the core audi- i market more efficiently and on time, and sticking to
ence is different. But the marketing skills are the same. announced print runs. “It will probably be a little more
Action figures share many life cycle issues and tactics § professional,” he commented.
with the card games.” Before joining the W.o.t.C. staff, Fukutaki worked
So far his biggest challenge has been immersing : for both Tyco and Mattel Toys. While with Tyco, he
himself in W.o.t.C.’s culture. “The company has grown i oversaw the Incredible Crash Dummies, BattleTech
extremely quickly, going from several people in a base- and Casper lines. At Mattel, he worked on action
ment to more than 250 employees. This has produced § brands like Hook, The Simpsons and He-Man and the
a lot of growing pains.” i Masters of the Universe.
Fukutaki hopes to help organize several aspects of —Rich Warren
A PR IR 1
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Alliances Follow

: for coaches, game plans and other factors. All the players will

Magic’s Ice Age

designed Red Zone. In August, the National Football
League-licensed Red Zone ‘96 will feature revised rules and cards

feature updated statistics from the 1995 season. In December, a
second expansion set of about 90 cards will reflect trades, free-

i agent signings and break-out rookies.

The great Ice Age on Dominaria is ending. Alliances are coming.
So are more expansions for Magic and Vampire: The Eternal Struggle :
and a new collectible card game :
by Richard Garfield.

Due in late May or early June,
Alliances is the first supplement
to Ice Age, the 1995 set that's
playable by itself or with other
Magic: The Gathering cards.

So what’s Dominaria like in
the aftermath of Ice Age? “There's
a lot of major weather shifts
going on, a lot of storms, and
there's a lot of chaos happening
on the continent itself too,” said
Jim Lin, one of Alliance's four
designers. “There will be things
going on with the Kjeldorans and
the Balduvians. Plus, some of the
elves are trying to kick some of the humans out.”

The ninth Magic expansion will include art by 30 artists, including
Anson Maddocks, Peter Venters, Richard Kane-Ferguson, Phil and Kaja
Foglio, Mark Poole and other fan favorites. Comic book star Bill
Sienkiewicz is also represented in the 200 paintings that were created
for the set’s 140 cards. Twelve-card packs will cost $2.45. Alliances was
designed by Ice Age creatars Lin, Skaff Elias, Chris Page and David Pettey.

W.0.t.C. also plans another stand-alone Magic line for October, cur- :
rently code-named Sosumi. W.0.t.C. has spent three years developing it.

For beginners, W.o.t.C. will release quick-start Magic gift boxes.
These are designed to introduce players to the game with a minimum
of fuss and trouble. Each set contains two preconstructed decks chosen
from a pool of 40 designs. It also includes a larger, less-daunting rule book.

Netrunner will be W.0.t.C."s next Deckmaster game. Designed :
by Magic creator Richard Garfield, it is based on R. Talsorian’s Cyber-
punk 2020 roleplaying game. Here, netrunners and corporations face
off for control of valuable information. The basic set will contain §
more than 350 cards, with the first expansion scheduled for later
this year. Appropriately enough, W.o.t.C."s promotions include an §
online contest. Netrunner will premier in April.

Ancient Hearts will be the second expansion set for Vampire: The
Eternal Struggle. This-set focuses on the Middle East and Mediter-
ranean and includes 150 new cards, two new clans—Assamites and }
the Followers of Set—and appropriate new powers. Ancient Hearts
should appear in May or June,

Players can also expect a Sabhat expansion for V.:T.ES., although
W.0.t.C. has not announced any further information.

—Matt Forbeck and Rich Warren

Piir
1

A new Jce Age expansion called Alliances
will be out by June.

ot ]

fault,” Wieck said. “We grew so fast, as a lot of pe

Donruss Work in Progress

Football, baseball, hockey, “The X-Files.” :
All ’these hlgh-fly.ing objects are part of Donruss and NXT
Games’ 1996 game line—ang there’s even more in the works.
Donruss has already released an expansion for the NXT- *

WaQ U E 5 %

i rules, updated player statis-

i sible for his company’s layoffs (“White Wolf Redyces

In June, Major League Baseball-licensed Top of the Order ‘96
will also feature revised

tics and new card types. An
expansion set reflecting
player activity will be
released in autumn.
Donruss and NXT will step
out of the sports arena in July,
when they’'ll release a col-
lectible card game based on
the popular “X-Files” TV series.
And this autumn, National
Hockey League fans should
look for the licensed Fire on
Ice C.C.G.
In addition, the compa-
nies have submitted a design
for a game called 24 Seconds
to the National Basketball
Association, which will con-
sider competing proposals.
NXT Games President
Duncan Macdonell said
they’re negotiating for the
publishing rights to “a Leg-
ends of the Game rare set
that will allow you to draft
someone like a ‘27 Babe
Ruth behind a '96 Ken
Griffey Jr.... We are also ‘ i
in negotiations with the |
Major League Baseball Hall of Fame to include
cards of memorabilia like Shoeless Joe Jackson’s shoes “
have dramatic game effects.”
“In addition,” Macdonell said, “we have a
Fourth Moment that we think will be huge.” game called The

—Richard Anderson

that will

White Wolf Layoffs

In a refreshingly candid interview, Steve Wieck, president of

White Wolf Game Studio, admitted that the person mast respon-

S "
“InQuest News,” InQuest #11) is Steve Wieck. Rt

“| don't like to talk about it because it’s primarily my own

; ople in the
industry have, since we began—but especially in 1995p.

“The past two years, ‘94 and '95, were huge years for us:

i we were growing, adding on staff, adding on equipment
i adding on everything. It came to the point at the end of '9sl

that we’d simply added on too many people too fast, Id let the
momentum get ahead of us a little bit. Fven though business
is fine for us, sales are fine, we were getting too much ahead

Trogem ™ & © Wizerds o e Coma. Red Zone © Doones toe. ™ & @ WA Gomes, loc. © Ployen Inc



of ourselves in terms of hiring and infrastructure building. There
were some months there when we were not profitable and we
had to correct that. Unfortunately, that required laying some
people off.”

Wieck called the previously reported number of 15 peo-
ple laid off “a little high,” adding, “We prefer not to release
an accurate number.” He also confirmed that Trace O’Con-
nor, formerly editing and development coordinator, as well
as Internet representative for the company, was among those
let go, as were Vampire developer |ennifer Hartshorn and Rage
Internet representative Tim Byrd. Layoffs were made across the
board, affecting the R.P.G., cards, fiction, warehouse, account-
ing and marketing departments.

Wieck was quick to note, however, that the cost cutting

did not end with the layoffs. “The officers and owners of the :

company—including me—are not drawing compensation,” he
said. “The people who are still here have taken some salary :

cuts as well.”

Wieck said that the layoffs wouldn't affect the release of any i

of White Woli's 1996 products, “which tells you how far ahead

I let things get,” he noted.

. Wieck said he expected the downsizing to be temporary. :

“Qur goal is be able to bring some of these people back even
tually,” he said. “As we continue to grow and then need additional
people, we want to be able to re-hire the same folks we let go.”

—~Patrick Daniel O'Neill

1

A.D.& D. Triviathlon

What's a Flumph anyway?
Longtime players of Advanced Dungeons & Dragons may

tren

Sebsasenresssennisnriasnt

recall that ridiculous-looking beast from Fiend Folio, long i
since out of print. Now that TSR has launched its largest }
contest ever, those players can put their knowledge to the
test in the Advanced Dungeons & Dragons Triviathlon: The

Arcane Challenge.

Entrants will be required to answer all 100 A.D.&D. trivia }
questions, which will be printed on the official entry form and
posters. Questions will be from three categories: A.D.&D. game £
rules, stories and settings, and art. All the answers can be found
in A.D.&D. products past and present. The contest begins March
1 and ends May 31. A clue line has been established at (900)
420-CLUE (2583). The cost is 90 cents per minute and the aver- i
age call is two minutes. People under 18 must have parental per-

mission to call,

D Y bt Y

TS Dok A ™ &

kee, to be held Aug. 8-11.

Players can win a trip for two to a game convention in Europe,
a trip for two to the Gen Con Game Fair in Milwaukee or a lim-
ited edition pewter dragon. The winners will be chosen at random
from a pool of correct entries at this year’s Gen Con in Milwau-

Contest entry forms will be available at hobby, book and
comic stores nationwide. A total of 400,000 entry posters will

1 be made available.

—Jeff Franzmann §

XXX Marks the Spot

With collectible card games based on football, TV shows
and movies already on the market, it was probably only a mat-
ter of time before a C.C.G. based on adult-oriented material
was released.

Dark Angels, designed by Rusty Gilligan and produced by
Hero for Hire, is unique in many ways. With 10 cards by 10 artists,
including Mike Bradley and the legendary Bill Ward, Dark Angels
is by far the smallest C.C.G. on the market.

The set, how-
ever, can be used
with almost any
other collectible
card game, from
Magic: The Gather-
ing to OverPower.

“While they play
as regular cards with
each other, they
all have ‘universal
rules,””  Gilligan
explained. “Points on
the cards can be
applied to a wide
range of games.”

Hero for Hire has
more adult cards in
the pipe. “We're
planning on doing a
set molded in the same cast, with a new twist. We've already got
designs and people slotted for at least 100 cards.”

While Dark Angels is the first adult-oriented game card
set on the market, Palliard Press is planning to release its own
adult C.C.G. in July: XXXenophile, based on Phil Foglio's
comic of the same name. Is Palliard Press worried about
the competition? “The product will stand or fall on its own
quality,” said E. Jordan Boyar, acting publisher for the
XXXenophile game. “Anything which promotes this line will
benefit the consumer.”

Gilligan echoes these sentiments, saying, “You can't get into
a specialty market and expect to be the only one. If they're doing
it based on the comic, that’s great. It's another avenue for the adult
market. I'd buy it.”

—1Jeff Franzmann

TSR Retail Ghanges

TSR has announced sweeping changes in its distribution and
retail support departments, including the closure of the Mail-
QOrder Hobby Shop.

TSR President Lorraine Williams explained that the re-organi-
zation would allow the company to concentrate on what it does
best. “We are turning the sales of TSR games over to retailers.
Our company’s best efforts are focused on producing games and
books, not selling to consumers.”

In that vein, a new quarterly newsletter, Tactical Sales Report,
is being made available to retailers. Also, a nationwide toll-free
phone number has been set up for consumers who are looking
for nearby retail outlets that sell TSR products.

) — eff Franzmann
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MIGROPROSE STRIKES AGAIN

MicroProse has announced new
names and release dates for sequels to
two of the most maniacally played games
ever made. Civilization Il (né Civilization
2000) looks to be a massively revised
version of the classic. In addition to the
expected new technologies, like super-
highways and S.A.M.s, there’re also new
wonders of the world to be built by the
new civilizations, including Celts and
Sioux. The combat system is touted as
more realistic and there are more unit
types, such as elephants and Stealth
fighters. Alas, players hoping for head-to-
head play will have to stick with CivNet.
MicroProse hopes to have Civ /I, with an
M.S.R.P. of $49, in stores by late March.

MicroProse is also developing the
sequel to Master of Orion, formerly
titled Master of Antares and now called
Master of Orion II: Battle at Antares

(does MicroProse think its customers can't tell

.y

a game is a sequel unless it has a
name?). With the same tentative release date
and M.S.R.P. as Civ I, M.O.0O. Il is, MicroProse
claims, more than just a more detailed re-hash
of the original. In that game, the Orions were
a dead race whose planet contained amazing
technology. The sequel’s villains, the Antarans,
are quite alive and seek to annihilate all intel-

ligent life in the galaxy—and they have the ./
hyperadvanced technology to do it. Beyond /

more alien races, more technology and more |

graphics, players can design their own races. |

Interplay should release Descent Il (§48) by
late March. Yes, there are more weapons and /!
more robotic enemies, but now you get a

Guidebot to tag along with you—finally, a way

to check for ambushes! Other bells and whis- |

tles: fully operational headlights (and, of course, '}

missions in otherwise complete darkness), a

“missile cam” to make guiding your missiles 7

easier—and more fun!—a very useful energy-
to-shield converter and a Thiefbot. (How orig-
inal is that? Will there be Wizardbots in Descent
I117) This game is fully network-capable.
Fantasy General (March, $43) is based on the
platform from 5.5.1."s breakthrough hit, Panzer
General (and its “no No. II” sequel, Allied Gen-

eral), and is designed to reach the fantasy gamer #
market. Forces of good battle those of evil. May °

the best long-range planner win. Demos are avail-

game publishers forum (GO GAMAPUB).

—Rick Moscatello |

}:‘Bauing.t.-mail‘ ! -’.

. and rec.games.frading-cards.misc. To get on the Rage mailing list, drop an e-mgif 1o rag
able on C.D.-R.O.M. or, if you don’t have room ||
for 23 megs of graphics, from CompuServe’s :i

White WolF's ragecom@uol.com has been inundated with Rage questions. Since many ;:

' Stumpers questions are asked repeatedly, White Wolf recommends that the curiqys check out

newsgroups like alt.games.whitewolf.rage, alt.games.whitewolf, re_r_.gumes.frp.stulm"fﬁgj. g
requests@mobius.slip.umd.edu. If you want info on fournaments, conventions o ilyer Pack |
stuff, write Todd af ragetourny@aal.com. If you want info on the Garou Natiop fyp club, write: 1

Justin at achilli@aol.com.
—Butdy Sclera (WizardTGTC@uol com)
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Above: Givilization I1. Right: Martal Kombat kards.
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X 1
~ Its a Gonspiracy! ™
Archive 23 (winw.io.com)/~sirilyan/archive23/) laims to be “the collected creativity of llumi- : O

nati: New World Order players across the Net.” It provides an incredible £.N.W.0. card list for read-
ing or downloading. For some creative fun, check out Archive 23's Create-a-Plot newsgroup af P
rec.games.trading-cards. misc. | 1
BII“'lﬂ_I d l!lllﬂ ot =
Don't be deceived by the Legend of the Five Rings's web page (vwwsomedio.com/homes/aeg/-

* I5rhtmi). It looks simple, but the L.5.R. page has u staggering database vith a complete card list. L <
The best part i that you can see all of the cards as you go. For added interacivity, the page features |
the L.5.R. Fallen Champion Survey that lets you vote on which of the Champions will turn against their

' own Clan, betraying them to the dark forces of the Shadowlands. ] o

: Illllllng-.ﬁal PPEIII’E You _ S

- Take an online peek at the Morfal Kombat kards recently released by BrodyGAMES (www.- )
accessone.com/~rmthayer/mkkards.html). The site include an official M.K. kards F.A.Q. (that's fre -
* quently asked quesfions) and a complete kard lst. k. s
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The S7ar Wars
Twn-l’mfn Cusromizaste CARD GAME::
This 1wo deck sel is ready-to-play, so now absolute
control of the galaxy is just a card turn away. Enter the
universe with dual, 60 card decks for the ultimate Star Wars
‘ experience. And with 15 card expansion set already included,
| Dwm,mnmneamm butmay move |t you can take the l;anie to a wholg new level, So I:huasg the
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 ON THE SHELVES

> THE GUIDE TO UPCOMING GAME RELEASES

HE LS

! .. By Matt Forbeck
Al

| - i i
= nane:  Expeditions of Miskatonic University * uane:  Highlander Movie Edition
O PUBLISHER: Quusmm e PUBLISHER: Thunder Coslle Games

se7 size: 60 new cords, plus around 72 busu cards

SET SIZE: 300 cards
~ RELEASE: Murth]?%

RELEASE: Murch 1996

packacing:  13-card booster packs

PACKAGING: 55 curd stuner detks ISmrd baoster pucks

™ & © Thunder Castle Games.

™ Chaosium
5

ﬁ’ SUGGESTED RETAIL: SZ‘JSperhooslerpn{k

Here's the Deal: This first expansion for Myrhos Cal of Crhulhu Teatures o mix of cards from
the starter decks, plus 60 exdusive new cards. Together with the starfing set ond the other

SUGGESTED RETAIL: 59 95  per starter de(k 52.95 per booster pack

LVES

Here’s the Deal: This stand-alone supplemem (Ihls isto the orlgmul Hrgh!ander(.(.ﬁ.

']

E

as lce Age s to Magic) Features pictures from all three Highlander films. These include

H

two expansion fo come later, there will be 400 cards. As of now, Chaosium has no plansto §  photos from the director's cuts of these movies, plus some from never-hefore-seen

A
s

| reprint any of the sets, so this willlikely be a truly “limited” edition. Each booster contains +  footage. Starter decks include up to five promotional cards featuring various offers from

1 twa rare cards—double most games—so collecting the set shouldn’t be foo hard. Thunder Castle. Highlight of the set: The Kurgan card i finally here!

i

o B R MARE: Firewalkers nane:  Insurgents of the Inner Planes
2 o™ UBLISHER TSR
| 2 20 dice ser s1ze: 125 cards
| Recease:  March 1996

- RELEASE: Mur(hl‘)%

PACKAGING: Elgh! di(ek:ckerpucks pacxacing:  12-card booster pocks

SUGGESTED RETAIL: $6.95 per kicker pack SUGGESTED meTarL:  $2.50 per booster pack

“ Here's the Deal: The lotest expansion for this hot-selling game introduces a whole new | Here’s the Deal: The fourth expansion for Bload Wars, this set details the ;réugums

race: the Firewalkers, worlike creatures from the surfoce of the sun. Designed by Lester 1 from the Inner Planes of TSR's popular Planescape setting for Advanced Dungeons &

| n )
! 2 it the bosic gome’s creator, this set feotures o new rule book (14 finy pages: half | Dragans, With art by Planescape mainstay Tony DiTerlizzi, Insurgents features two new
j ‘ g1 rules, half icon charts) and all-new dice to add to your Dragon Dice game. subsefs of fate cards fhot change the way that bottlefield cards are used in the game,
| T
| -
I c
& nave:  Flashpoint Magician’s Tome
t O} Daedalus Entertainment ' -
el ususmz aedalus Enterfainmen ;
1 £ JBLIsH = y PUBLISHER: Gume_smnhs ]
0 _SET su_g.- _ OverIZUcur 5 £ size: 9% pages
| - g _ RELEASE: Morch 1996 g RECeAse: Morch1996
>0 packacinG:  Fight-card bnoster putks plusune :nfo crd ;(‘; PACKAGING:  Softcover ook .
e suceesTeD RETAIL:  §1.80 perbnuslerpntk § SUGGESTED ReTarL:  $9.95
£l

Here's the Deal: Desngned by Jose Guruu and Rob Heinsoo, this sefund expansion fo Shad- 1 Here’s the Deal: With cover and some inferior ol hy Ed Beurd Jr thls suurcebmk intro-

r owfist places players in the middle of o war that crosses into two time periods af once. | duces over 100 new spells ond magical ifems fo include in your Throting Stones dyels
€2 The cards from the info set feature rules errata and explanations, FA.Q.s, killer deck lists +  or roleplaying games. Additionally, it's got  complete roleplaying adventure, source
material on the University of Magic and rules for converting the spells for Use in popu-

lar fantasy roleploying gomes,

and stories about Flashpaint from the characters' point of view. Brian Snoddy and Melissa

Benson contribute some of the art Heinsoo describes as “shockingly good!”

\

— 18 NG U E § T




WOW! MORE NEW STUFF!

name:  Mythos: Call of Cthulhu g8 uanc:  Vampire: Dark Ages

‘PusLisuer:  Chaosium i ¥ puBLIsHER:  White Wolf

size: 272 puges
ReLease:  March 1996

packaGING:  Hardeover book

seT s1ze: 220 cards

ReLease:  March 1996
’ [ & pPACKAGING:  60-card starter decks
gr SUGGESTED RETAIL:  $8.95 per storter deck
Here’s the Deal: Be the first on your block to get your Cthulhu card! With art by Susan §  Here’s the Deal: Thzlsr;ilﬁd:nliune roleplaying game lets you play vampires ot the

™ & © White Wolf

™ Chaosium

SUGGESTED RETAIL: S$28

Van Camp and Roger Rapp (amongst others), the starter packs come out af the some time §  height of their power in the 11th century. This first in a series of “retro-horror” games
as the first expansion. You play an investigator of the unknown, and the game ends ! takes the rules from the popular Vampire: The Masquerade and puts them into o medieval

when the first person goes insane! Invesfigator cards are only availoble in storters. sefting. Find out why they called these ages dark!

_name:  Piracy I uane:  War of the Amazon

usLister:  Companion Games puLIsHER:  White Wolf

-SET size:  Over 100 cards

RELEASE: Mur_ch 1996

packAGING:  Six-card booster packs

ST s1ze:  Over 140 cards

RELEASE: Murth_lg?ﬁi

packacinG:  10-card booster packs

™ & © White Wolt

SUGGESTED RETAIL: 99 cents per booster pack SUGGESTED RETAIL:  $1.75 per booster pack

Here's the Deal: The latest expansion for Galactic Empires makes full use of the advanced | Here’s the Deal: This third supplement for Rage exposes players to the war between

mavement rules in the Universe Edition of the main game. It introduces four new minor ! the werewolves and the Wyrm over the fate of the Amazon’s rainforest. Featuring art from
empires plus a whole new major empire known us the Leopan Conquistadors. Besides, & Ran Spencer, Brian LeBlanc and Richard Kane-Ferguson, this expansion introduces two
s Companion Games' Andrew Smith says, “Pirates are cool!” new shapeshifting races: the Mokolé and the Bastet. Each pack includes a rules card that

details how fo integrate the new cards into your Rage games.

NAHE : Shadowlunds

FPusLisuer:  Alderac Enterfoinment Group

SET SIZE: ArounﬁdilSU cards
RELEASE:  March 1996

packaGInG:  60-card starler decks; 15-card booster ;urks

name:  WildStorms Player’s Guide

E pusLisher:  WildStorms

 SIZE: 24 puges .
~ RELEASE: March 199%

™ & ® Alderoc Entertainment Group

SUGGESTED RETATL:  $7.95 per starter deck; $2.45 per booster pack

Here's the Deal; Desig_neci by Dave Wiliiu;m and with art by Matt Wilson, RuAndy Galle-
gos and Randy Elliott (among others), this first supplement for Legend of the Five Rings

™ & @ WildStorm Productions

packacING:  Comic book
SUGGESTED RETAIL: S1.95

is sold in both starters and baosters. Starters contain rare and uncommon Shadowlands §  Here"s the Deal: This is the essential reference guide to WildStorms. It contains updated

cards, 25 common cards from both the basic gome and the expansion and one 25-card & rules, including an index, and a checklist of every WildStorms card published to date. It

family set featuring the original clans or the new Scorpion clan or Naga clan. Boosters | also features a set of rules to enhance the character cards, making them even dloser to

contain only Shadowlands cards. the comic book versions that inspired them.
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KILLER DECKS

THE BEST IN TOURNAMENT-LEVEL MAG/IC DECKS

(e of a Kind

By Jeff Hannes

putting four of any card that matters into your deck. Of
course, having said that, | just had to break my own rules.
Not everybody plays by the Duelists’ Convocation’s rules.

In fact, some people run tournaments in which you can
only have one of any card except basic lands. This is a pretty
cool format to play in, as the decks tend to be a lot more

I n my feature “Killer Instinct” (/nQuest #11) | emphasized

varied. You don’t have to deal with annoying theme decks

like discard or permission and you get to use cards you’d
probably never use otherwise. (Can you say Koskun Keep?)

There’s no real formula for building a killer deck where
everything is restricted, but here’s some-
thing that'll stand up to most regular Type
Il tourney decks. | decided to focus on @
doing lots of darage with creatures and
spells and blowing things up with a[l-
purpose destruction cards. '

In order to get the most variety,
I made the deck three colors—a
tough feat to pull off, but since most
of the spells in this deck require only
one colored mana, it works. (Only
Autumn Willow, Eron the Relent-
less, Jokulhaups and Shivan
Dragon need more.) The
colors are green, red and
black, Magic's most destruc- J
tive colors.

This deck delivers damage
by spells and by creatures. Since |
couldn’t use the standard four Fire-

Restricted Rampage

Creatures Spells

BLACK BLACK

1 Derelor 1 Dark Banishing
1 Will-O'-The-Wisp 1 Soul Burn
GREEN 1 Terror

1 Autumn Willow GREET

1 Birds of Paradise 1 Crumble

1 Erhnam Djinn 1 Hurricane

1 Fyndhorn Elves 1 Tranquility

1 Johtull Wurm RED

1 Llanowar Elves

1 Tinder Wall

RED

1 Eron the Relentless
1 Orcish Lumberjack
1 Shivan Dragon

1 Disintegrate
1 Earthquake

1 Fireball

1 Incinerate

1 Jokulhaups

1 Lava Burst

1 Lightning Bolt
1 Shatter

TO BE HALVED, AND

balls and four Lightning Bolts, | packed the deck with an
assortment of solid damage dealers: Hurricane, Soul Burn, Dis-
integrate, Earthquake, Fireball, Incinerate, Lava Burst and
Lightning Bolt. The diverse abilities these spells give me eas-
ily makes up for their slightly less-powerful punch.
As far as creatures go, these generally fall into two types.
First, there are the weenie critters. These guys are mostly
there to boost your mana production; after all, Tinder
Wall and Birds of Paradise aren’t good for much else.
However, the Fyndhorn Elves, Llanowar Elves and
Orcish Lumberjack can also get a few pokes at
your opponent early in the game. Although it
doesn’t give you any mana or attack value, the
Will-O'-The-Wisp is a great defense if you're
having trouble dealing with one of your
opponent’s creatures.
Once you've got four mana, this deck
really starts to take off. The Derelor and
Erhnam Djinn are powerful beasts for
only four mana, and the Soldevi Sim-
ulacrum’s toughness of four
:j/"’) makes it harder to kill than a
Juggernaut.
When you've got a little
bit more mana, you can really
put the hurt on your oppo-
nent with nasties like Clock-
work Beast, Johtull Wurm and
Shivan Dragon. Autumn Wil-
low is a tough card for just
about any deck to deal with, and
the surprise value of Eron the Relent-

']

AYE! PREPARE

HALVED AGAIN!

Artifacts 1 Sulfurous Springs

1 Barbed Sextant 4 Swamps

1 Clockwork Beast

1 Feldon’'s Cane Sideboard
1 Fellwar Stone 1 Anarchy

1 ley Manipulator
1 Ivory Tower

1 Beasts of Bogarden
1 Concordant Crossroads

1 Jester's Cap 1 Dry Spell
1 Mana Vault 1 Essence Filter
1 Nevinyrral's Disk 1 Flashfires
1 Soldevi Simulacrum 1 Glasses of Urza
1 Zuran Orb 1 Gloom
1 Orgg
Lands 1 Primal Order
1 City of Brass 1 Pyroblast
7 Forests 1 Pyroclasm

1 Karplusan Forest
1 Koskun Keep

7 Mountains

1 Strip Mine

1 Red Elemental Blast
1 Tsunami
1 Whirling Dervish

20 I NG BE ST
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less is well worth its double-red casting cost.

Of course, dealing damage isn’t enough for a killer
deck. You need to be able to deal with your oppo-
nent’s stuff as well. Fortunately, this deck has plenty
of neutralizers. All of the direct damage dealers can be
used to knock off creatures, but if that isn’t enough
there’s also Dark Banishing, Terror and Icy Manipula-
tor. The Icy can also be used to turn off artifacts, but
if tapping them isn’t helpful (as with that pesky Zuran
Orb), Crumble and Shatter will do the trick. Tran-
quility allows you to deal with enchantments as well.

Just in case your opponent has too many of a cer-
tain card for you to deal with, there’s an almighty
Jester’s Cap lurking in this deck somewhere. Use it as
soon as you can and get rid of the three cards you
think you'll have the most trouble with. Don’t worry
about cards like Zuran Orb—they don’t hurt you. Go
for those irritating spells that can ruin your plans, like
Armageddon and Balance.

Finally, there are two panic buttons, just in case
things get out of hand. If you’ve got a lot of land
and want to keep it that way, Nevinyrral’s Disk is a
great reset switch. On the other hand, the surprise
value of Jokulhaups is well worth its six-mana cast-
ing cost. If you’ve got enough mana available, tap
your extra lands and throw down a big creature after
Jokulhaups resolves.

Of course, no deck is complete without its full
complement of restricted cards. As always, Ivory
Tower and Zuran Orb will be very helpful. If you're
lucky enough to get an Ivory Tower on the first turn,
try sitting on seven cards for a while; you may need
the life later. Feldon’s Cane is essential in this deck.
Once a card goes to the graveyard, this is your only
way to get it back, so make sure you don‘t use the
Cane too early.

As one would expect in a deck of this sort, the
sideboard is a mish-mosh of various color-hosing cards.
Just pick and choose the spells that will help you pound
your opponent in the next duel.

Although it can be tough to work with only one
of each card, this deck has all the tools it needs to
be.a winner. And the best thing about this deck is
that your opponent will never quite know what to
expect next! W9

Jeff Hannes pleads the Fifth this time. -

THE NON-KILLER DECK

tlectric Bugaloo

Cue that cheesy music!

It’s electric! No, this ain’t the Electric Slide. It's a light-
ning theme deck that’s as slow as, uh, ungreased light-
ning. But that shouldn’t matter! Just power this puppy up
and let the sparks fly. There’s enough sizzle here to give
your opponent a deep-fried tan.

And even if you don’t beat your opponent, he’s sure to
get a charge out of this deck. Oh, but just make sure you
don’t play the same opponent with this deck twice, because,

well, you know the rest...

Lightning Strike

Creatures

4 Ball Lightnings
4 Electric Eels

1 Tempest Efreet
1 Thunder Spirit
2 Thunder Walls

Spells

BLUE

2 Ather Storms
2 Brainstorms
1 Energy Flux

1 Energy Tap

2 Enervates
RED Lands

4 Chain Lightnings 2 Adarkar Wastes

4 Lightning Bolts 6 Islands

1 Power Surge 10 Mountains :
1 Shatterstorm 4 Plains ;
1 Storm World I
WHITE Jeff Hannes I

2 Disenchants
1 Energy Storm
1 Lightning Blow
3 Spirit Links

Human Lightning Rod



Up Your Sleeve

Surprise strategies for
unappreciated Magic cards

ofRRATED ARROWS

88 By Jeff Hannes

?’( T rnlul _"’ Fows

J.I:umnmnh-dmlu.nsnum
Arrowy to put @ -1/~1 counter on targst cresiorg,

B And you thought

22

the Stone Ages
were primifive?
Check out one of
the best weapons
around—

Serrated Arrows.

SaNs Q U

Homelands has gotten a bad rap for its lack of
powerful cards, but if you take a closer look, you'll
see that there are actually some really useful spells.

Autumn Willow and lhsan’s Shade are pretty
neat, but not all that versatile,. Now Serrated
Arrows...it's not Magic’s coolest or strongest card,
but there are quite a few ways to make this puppy
work for you.

Let’s start with the obvious: annoying 1/1 crit-
ters. Royal Assassins, Ali from Cairo, Prodigal Poo-
Poo-Heads...the list goes on and on. For only four
colorless mana, Serrated Arrows can knock off any
one of these offensive crea-
tures by tapping and sur-
rendering an arrowhead
counter, which bestows a
permanent -1/-1 to its tar-
get. Even better, you get two
more uses out of the artifact!

Speaking of worthy tar-
gets, the various Orders and
Knights can be very pesky
creatures, especially against
monocolor decks. Swords to
Plowshares will take care of
anything—-except a creature
with protection from white.
This is where Serrated Arrows
is perfect in an all-white
deck. Just fire an arrow at
that Order of the Ebon
Hand, thereby saving your
Wrath of God for more worthy targets. ,

Same goes for an all-black deck. I?Dn t want
to get brought to your knees by a White Knight?
Two arrowhead counters are all it takes. _ ‘

Serrated Arrows works well in conjunction W!th
toughness reducers like Grandmother Sengir. W!th
grandma, you can easily pop off any creature with
a toughness of two. Since the counters from Sef-
rated Arrows are permanent, you can also use it
with Sorceress Queen. Just Zap the creature you
want to eliminate with two counters and then
make it 0/2 with a Sorceress Queen. See ya!

The -1/-1 counters can also complement c‘iam-
age-dealing spells like Lightning Bolt and Inciner-
ate. Trying to finish off that Serra Angel? Top off

E ST

your Bolt with a single arrowhead and Serra will
come crashing down.

Believe it or not, you might want to shoot one
of your own creatures. If you're having trouble
untapping your Phantom Monster because of
Meekstone, knock your Monster down a bit and
then send it in for the Kkill.

Regardless of precisely how you use Serrated
Arrows, three shots for four mana is a bargain in
just about any deck.

Of course, Serrated Arrows should remain use-
ful when you run out of counters. Your best bet is
to get the artifact back into your hand using some-
thing like Boomerang, Obelisk of Undoing or Time
Elemental, then re-casting it. That should at least
double the effectiveness of the Arrows.

If you can’t get it back in your hand before
your next upkeep, turn Serrated Arrows into a 4/4
creature with Titania’s Song. Just make sure you've
used all of the artifact’s arrows before you make it
a creature. Since Titania’s Song takes away all arti-
fact abilities, your new creature won’t be destroyed
during upkeep.

If you’ve got an Animate Artifact or Xenic
Poltergeist, it may be worthwhile to use just two
counters before animating Serrated Arrows. If your
creature is killed, you can tap it to shoot the final
arrow before it goes to the graveyard.

Or how about giving an unloaded Serrated
Arrows to your opponent via Juxtapose or Gauntlets
of Chaos? Odds are pretty good you'll be getting
the better end of the deal!

And although it’s a bit cliché, it's worth men-
tioning that you can recycle the Arrows with cards
like Argivian Archaeologist, Recall and Regrowth.

Of course, for lack of anything else, you can
always sacrifice a dried-up Serrated Arrows to an
artifact eater like Atog or Yawgmoth Demon. Even
if you can’t come up with any good, creative postar-
row uses, try to get the most out of the artifact.

So if weenie creatures have been getting to
you lately, or if you're just in the mood to execute
some funky combos, sharpen a few Serrated Arrows
and load ‘em into your deck. @

Jeff Hannes likes the old Transformers, especially the Dinobots
Grimlock, Slag, Swoop, Snarl and Sludge. They rack.
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M Can you summon more
than one creature with

a Triassic Egg?

M Regrowth: Do you gef

to see what your oppo-
nent s pulling out of his

graveyard?

24 I'N. Q U E

= SEIN JENES SUMPF

KOBOLDS IN EUER TASCHE,
ODER SEIN DE GERECHT

GLUCKLICH SEHEN MICH?

Stumper of
the Vionth

Q: Someone plays a Takklemaggot. There
is only one creature in play (mine), so when
the maggot kills it, it would stick around,
doing me a point of damage. Instead, | turn
my Mishra’s Factory info an Assembly
Worker so it fakes the maggot. My infer-
pretation is that when the Mishra ceases to
be o beastie, the maggot falls off and is dis-
carded, since the creature it was on af the
time never went fo the graveyard. How-
ever, the -1/-1 counter would still remain.
Am | right in this assumption?
—1Zach Dolan, Niagara Falls, Ontario,
Canado

A: You're right, and your explonation
is dead on. Excellent play! A -1/-1 counter
on a land hos no effect unless and until it
turns back into a creature. By the way, Zach
writes that he really is named Zach Dolan,
and he's not frying to capitalize on the fome
of 1994 Magic World Champion Zak Dolan.
“Itis great for intimidation when | play other
people, but 1 usually don't let it go too long,”
Zach writes. “Some people on the Internet
don't believe it, either. | am considering
scanning my driver’s ficense for proof, but

the picture is just horrid!”

This month’s winner walks
off with three different for-

eign edition Magicpacks and
a pack of Legends!

Q@Q: (an you band a flying creature with
a ground creature fo make them flying?
—Brian Garber, Tipp City, OH

A: No. Banding doesn’t add or
remove any abilities. A Benalish Hero can’t
ride a Mesa Pegasus (even though it would
make sense story-wise).

@: When someone uses a Regrowh, do
they have to show their opponent what it
is they're regrowing?
—igull, Cyberspace

A: Yes. In fadt, they have fo show you

S

what they're regrowing even before you
decide whether to Counterspell or not.

Q: If my opponent is af ane life and |
zap him with a 10-point Fireball, can he
use his Zuran Orb 1o save his life? And if so,
how many lands must he lose?
——Paul Gonzales, Hillshoro, TN

A: After the zap, he's at -9 life. (Yes,
you can have negative life! You don't “die”
until the end of a phase or the begin-
ning/end of an attack.) If he sacrifices five
lands, he'll be back up to one life again.

Q: f two Prodigal Sorcerers tap to kill
my Goblin King, could | cast Righteousness
in defense?
—Jeremy Pearson, Wichita, KA

A: No. Righteousness can only be cast
during an attack on a blocking creature.

Q: If I sacrifice o Saproling token fo an
Elvish Farmer, can | gain a life with a Soul
Net?
—Rob Teehan, Oshawa, Ontario

A: Yes. Token creatures do go fo the
graveyard—they just get removed from
the game immediately ofterward, before
you can do anything to them.

Q: I Sleight of Mind Justice to say “white
source,” does Justice’s controller take dam-
age when Justice deals damage?
—lan Arlen, Merrick, NY

A: No. Check the text: Justice triggers
“whenever a red creature or spell deals
damage” (or, in your case, o white creg-
ture or spell). An enchantment isn't a cre-
ture or spell.

@: (an a Speciral Shield save o creature
from Wrath of God or Fissure?
—Pat Lucey, Burlingfon, VT

A: Speciral Shield keeps the creature
from being targeted by spells, so Fissure
can’tfouch it. Wrath of God isn't targeted,
though, so it will sfill bury the creature.

@: When | ploy a Recall, can I sacrifice one

By Beth Moursund

card from my hand to bring back more
than one from my graveyard, or do | have
to sacrifice four to bring back four?
—Tim Houser, Bromall, PA

A: When a card has more than one X
onit, all the X's equal the same nymber.
If you want to bring back four cards, you
have to pay four mana plus four mana
plus a blye mana (for nine fotal mang) gnd
discard four cords.

Q: | have Triassic Egg out with four hatch-
ling counters onit. Can [ summon wg creg-
fures when | sacrifice Triassic Egq?
—Jackson Lee, Baltimore, MD

A: Nope. You only get one treature,
no matter how many counters are qp it.
Triassic Eggs don't come with double yglks,

@: The cards Flashfires and Armageddon
respectively state “Destroy all plaing” gnd
“Destroy all lands.” How literlly may |
take these cards? At the momept |7y
destroying either all plains or gl| |qnds
throughout the players’ decks s ye| o
the ones in play.
—Noah Vaught, Martinez, GA

A: That would really make thagy rds
powerfull No, any card that referg ¢ ol
of something means all the ones oloy
unless otherwise stated. '

Q: I've got an Ashnod's T’““Smogrum ”
play. One of my aeatures dies, Cgp | goc.
rifice the Ashnod's Transmogrant 1o rote
the creature in my graveyard gy gooe-
and then Reconstruct it?
—Bert Whiman, Norwalk, (7

A: Nope. Ashnocl"s Tmnsmﬂgrum -
only farget a creafure in ploy.

Q: The Fourth Edition Bronze Topgy . o
to “farget card.” Must this be Permanent
or can it be a spell being cast? g .
have fo be in play?
—Kenny Moore, Newton, IA
A It con only affed a cardj, play, not
one that is being cast or is in ygy - oo
[ibrary, or graveyard. Notice o trend il;

€S it even
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hese three answers? Metarule: No card can affect
anything that's not in play unless the card specifically
says so.

Q: White Ward—what is it good for? Absolutely
nothing! I's a white enchantment. When White Ward
is cast, the creature gets protection from white, so the
r}Vurd is dispelled! Am | right—does the card really
ite?

—Morgan Bessey, Eden Mills, Ontario

A: You're absolutely right, except for one catch:
the old printings of the Wards have errata saying that
they won't remove themselves. The Fourth Edition
versions have that printed on the card.

Q: If I have a Lich in play and Boomerang it back
into my hand for whatever reason, what life would |
be at?
—Frank Monteleane, Cyberspace

A: You would lose immediately, so it doesn't
matter what life you'd be at. Once you've cast Lich,
you lose if that Lich leaves play for any reason. This
Lich errata dates back to when Legends was newish.

Q: | play Spectral Bears. You have no black. I attack

with the Bears, but they're Maze of Ithed. Do they

untap as normal next turn?

—Matthew E. Milliken, InQuest Associate Editor
A: No (although Maze of Ith does untap them as

usual). All the Bears care about is whether they were

Call to Arms: “Any/other color” counts each
color separately. For example; if you didase green and
your opponent has two green, one red; one blue and
one black creature, it works.

Cocoon: Destroying Cocoon and giving a +1/+1
counter is a fost effect, and works only if the Cocoon
stll has no counters onit. If you use Crown of the Ages
to move the Cocoon to a different creature before it
resolves, the Cocoon gefs new counters and the origi-
nal creature gets no henefit.

Ice Cauldron: The charge counter remembers
all details of the mana used to create it. IF you use Sol-
devi Machinist fo power the Cauldron, then when you
tap the Cauldron for mana, you'll have mana that can't
be spent on anything. Can you say “mana burn?

Justice: If one red spell or creature damages
multiple creatures or players af the same fime, Jusfice
adds up all the domage and does that much damage
to the spell or creature’s controller in a single pucket.
For example, if you cast Earthquake while Justice is in
play, you would only need 1o poy one mana fo your
C.0.P.: White to prevent the Justice damage.

Kieldoran Elite Guard and Kjeldoran
Guard: The Guards’ abilities are used during the
“declare attackers” or “declare blockers” steps of the
attack. This overrides the normal rule that says you
can't use any fost effects during those steps. You may
activate o Guard while either player is declaring attack-
ors o blockers, not just while you are. Saying “I don't
block” sfill counts us dedlaring blockers, and you can adli-

declared os an attacker, not whether they actually
did any domage.

Q: My opponent has Thunder Spirit and Blinking
Spirit out. | cast Retribution on them. He returns the
Blinking Spirit to his hand. Does this mean the -1/-1
goes to the Thunder and the Blinker can escape burial,
or will the Thunder be buried and the Blinker get but
then lose a -1/-1 counter, or what?
—Matthew E. Milliken, InQuest Associate Editor
A: As soon as you announce Retribution, your
opponent must say which creature will be buried and
which will get the -1/-1 counter. Whichever effect he
picked for the Thunder Spirit will happen to it, regard-
less of what is supposed to (but doesn't) happen to
Blinky.

@: If you cast Control Magic on a Chaos Lord, can
you keep him no matter how many permanents are
in play?
—Jason Helgerson, Cyberspace

A: No. Control Magic on a Chaos Lord or Ghazban
Ogre is mostly useless, since the creature can gener-
ate a new change-control effect every turn. The most
recent control effect on a creature determines who
controls it.

Q: | have a Shyft in play. Then | play a Vesuvan
Doppelganger. If | copy the Shyft with the Vesuvan,
can the Vesuvan then change colors?

vate o Guard at that time—but if you do, yaur oppo-
nent can change his mind,and block-something:

Kudzu: The move-to-a-new-land effect triggers
af the moment the land the Kudzu is en goes fo the
graveyard. If Kudzu s on a Strip Mine and you sacri-
fice the Strip Mine, you must place the Kudzu on a new
land immediately. You can put it on the Strip Mine's tar-
get if you want.

Land Tax: Retrieving cards with Land Tax is o
fast effect. If you have more than one Land Tax in
play, you can use each of them once per furn. You must
have less land than your opponent to acfivate a Land
Tax, but once it's been activated the number of lands
doesn’t matter. Destroying land in response fo the Tax
won't make it fizzle.

Raging River: If the defending player uses a
fast effect to bring o creature into play in the middle
of an attack, the new creature can block attackers on
either side of the river.

Roterothopter: Even if something changes the
Roterathopter's acfivation cost, it doesn’t change the
limit on the mana per turn you can spend on that abil-
ity, which is always four colorless. For example, a
Roterothopter with Power Arfifact can be pumped to
+4/+0.

Shimian Night Stalker: The Stolker's re-direc-
tion ability only applies fo combat domage, not fo dam-
age from fast effects of attacking creatures
(like Farrel’'s Mantle).

Snowfall: The extra mana is blue even if the

—Ben Baron, College Station, TX
A: Yes. But if it ever copies a different creature,
it reverts back to blue.

Q: When I attack, can my opponent use Flood to
tap my creature and keep it from attacking after |
already tapped my creature fo attack?
—TRyan DeLoRosa, Dickinson, TX

A: Well... sort of. Most players tap their crea-
tures and say “I'm attacking.” But really, what the
rules say you're supposed to do is say “I'm going fo
atiack,” let your opponent use fast effects, and then
tap the attacking creatures. If you don't do it this way,
your opponent can make you back up and untap the
creatures, and then use fost effects like Flood. If o
creature gets tapped by one of these fast effects, then
you won't be able to attack with it.

Q: An opponent fries to bury Ather Storm. Can |
respond to that action with Boomerang, and can she
respond fo that by paying again?
—James Quinn, San Francisco, CA

A: Burying Ather Storm is o non-interrupt fast
effect. You can respond to the payment of life that acti-
vates that effect with another fast effect, and they'll
resolve in last-to-first order. If you respond with |
Boomerang, the Boomerang will send the &ther Storm
back to your hand, and then the bury will fizzle. But
yes, she can respond fo your Boomerang by paying
again, and in that case the Kther Storm will be buried

Islond itselffisn't prodiicing blue mana (due fo Infernal
Darknessior'some such).

Tawnos’s Coffin: If someone responds to
the Coffin's activation with a fast effect that destroys
the Coffin, then when the Coffin's effect resolves, the tar-
get creature leaves play e s
ond then pops back into
play immediately. It's &
still the same creature, ||
and any spells or effects ||
aimed af it before the =
Coffin was activated will =
sill affect it.

Zur's Weirding:
The pay-to-force-dis- ||
card opportunity is a
triggered effect, so you
can't cast a spell (even

an instant or interrupt) | ;
thot you drew before £ ™ You'll have to wait for full
Zur makes you discard © metamorphosis with a cocoon

it. If o spell or effect =
causes you fo draw
cards, the Zur effect

resolved, not in the middle of the resolufion. For exam-
ple, if you use o Sylvan Library fo draw and replace
cards, the Zur effect triggers after you finish replac-
ing. If you replaced the same two cards that you drew,
Zur can’t make you discard anything.

eth Moursund
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and both the Boomerang and the original bury effect wil fizzle.

Q: | cost Time Walk. Can my opponent Deflect it to himself even
though it doesn't say “farget player”? He claims the “target player” is
implied.
—FHessidil, Cyberspace

A: Absolutely not. There's no way to cast Time Walk “on” a
player—it only affects the caster. On many of the older cards, the
word “target” is indeed implied, but only when there’s a choice involved.

Q: Ployer A has a red creature and Freyalise Supplicant. Player
A activates the Supplicant to sacrifice the red creature to do its
effect. Player B interrupts Player A by Thoughtlacing the red crea-
ture to blue. Did the Supplicant sacrifice the creature, and did the
effect deal domage?
—David Barry, Wyoming, MI

A: A sacrifice is a cost. Costs are paid when a spell or effect is
announced. By the time interrupts are legal, the creature is already in
the graveyard, so there’s nothing for Player B to Thoughtlace.

Q: My friend attacked with o double Unholy Strengthed Black Knight
plus some other creatures, and | blocked the Knight with o Scavenger
Folk. He then cost Trailblazer on the Knight. Did the Knight go through?
—Sigin Ye, Chicago, IL

A: No, the Knight is blocked. After a creature has been blocked,
it's too late for Trailblazer, Jump or any other evasion effedts to have
any effect on the battle. The Knight kills the Scavengers, but doesn't get
o hit you.

Q: A Rock Hydra with five head counters gets a sacrificed Living Armor
put on it. What power/toughness does it end up having?\
—Eric Barnett, Clarkston, WA

A: When a card that's already in play has an X in ifs casting cost,
the X always counts as zero. (Only when the spell is being‘mﬂ is X
something other than zero.) So the casting cost of the Hydra is two, no
matter how many heads it has, and Living Armor gives it 0 +0/+2
counter, making it 5/7.

Q: A question in Stumpers #6 involved a Sentinel blocking a Carrion
Ant. Since the Sentinel's abiltyis played as o fast effect, can't it be used
any time, including after the ants pump up?
—NKenny Moore, Newton, 1A

A: It depends on which version of the Sentinel card you have.
Issue #6 was written before Chronicles came out, and the Legends ver-
sion can only use ts ability once per tun. The Chronidles version can be
used as many fimes per furn as you want, so it could be used both
before and after the pumping. ]

Have o gaming 3uestion that's driving you up the wall? Just
drop us a line and we'll calm your nerves. E-mail us at InQuest:
Mag@aol.com or write to:

STUMPERS <o InQuest
151 Wells Ave.
Congers, NY 10920

Include your full name, mailing address and phone number.
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Dragon Dice
Stumpsrs

S P O T LI GG H T :

Q: If the face of a die has more than one icon of a single type—for instance, two
swords—does each icon count, so that fwo swords would equal two hifs when rolled?

A: Yes, die faces have multiple icons fo show multiple hils or saves from a single die
roll. When o die is rolled and comes up vith o face showing four swords, that counts os
four melee hits.

Q: Does the icon of a one-health die
have the same effect as the icon of o
three-health die?

A TSR recently decided that icons have the
same effect as the health of the die. For exam-
ple, if you're making a melee roll with a three-
health die and roll the icon, it counts as three

melee hifs. The TSR logo on the Draganmaster
die counts for four,

q: qus udragon attack every army in the ter-
rain it occupies, even the army that
summoned if?

A: Ifthere is one dragon in a ferrain, it aftacks
every army in ifs ferrain, even if that army orig-
inally summoned the dragon.

Q:f there are two dragons of the same calarin
afterrain, wil they both aftack at the same fime?
A: Yes, both dragons make one simultaneous <l
".’"' The defending army makes one roll in defense. The army may count i3
hits against one dragon and missle hifs against anather, possibly killing o dragons =
in a single turn. (But don't count on winning the game that way.)
Q: Two dragons aftack gng my Dragonlord rolls successfully for dragon confrol.
What happens?

A: The player who controls the Dragonlord die defermines which dragoniis controlled.
Come on, could a single Dragonlord really control fwo dragons? No way!

%4

Q: If the temple comes up on the ferrain die, does that stop black dragons from
attacking?

A: You wish! Blok dragons can still attack an army that controls a femple.

<. ot happens ot spls ot by  plyer i he plyer s knacked ot of he
game-—that is, ol his dice are efiminated?
A: Nl spells mmediately dissipate and have no further affect.

Qi seems like o player yh uts lofs of magic-using froops in hs reserve con win
just by casting wave oftey wave of spells. Is this legal?

A: TSR recently ryfeq thy magic cast from the reserve area can only affe the
casfng playes armie; it can'tgffe he armies of opposing ployers. Additonally

the cost of all spells hos hean rgieg by one point regardless of where the casfing
army is located!

Q: How many dice are allowed for standard tournament play?

A: The new standard for tournament play is 24 health points’ worth of dice, vith
magic users having no more than 12 total health points. A Dragonlord or Dragonmaster
each counts s 0 two-health die against the magic-using limit, even though each is @
four-health die and counts as such against the 24-point limif.

For answers fo addifiong Dragon Dice Stumpers e-mail fsriim@aol com.
Thanks fo Dory at TSR for helping with this month’s Stumpers!

—Marty Stever
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-A gallery of

fan-made expansion

cards for Magic: The Gathering

By the InQuest readers

nQuest#8 ran a contest asking you to design

the new Magic expansion set you'd make if

you could. You had fo whip up a title and
concept and give us a sample card—y'know, the
whole nine yards.

Did the amount of work daunt our readers? Nah.
Seeing as how the Grand Prize Winner got a pack from
every Magic: The Gathering release—that's Alpha fo
Homelands and everything in between—we were buried

with entries. So many that it would be a crime not to show
how cool some of them were—so we're gonna.

Should W.o.1.C. ever need more ideas for Magic
expansions, it need look no further than the people who
made its C.C.G6. the No. 1 gume on the planet!

In addition fo our Grand Prize Winner, all the Runners-
Up shown here will receive an InQuest T-shirt and a pair
of fairly keen 1.Q. dice.

And we're off!

ARCHOSAURIA

Brian Choo

Perth, Australia 3
“Long ago, even hefore the fime of

Alpha, Dominaria was re-shaped in a
great cataclysm, and all its ancient rep-
filian beasts destroyed—save for those

X few at the epicenter, which were blown
into a parallel dimension. Within this
other-dimensional pocket world, Terra

Archosauria, or the land of the ruling

reptile, the great saurians continue fo

flourish and evolve, nurtured by the
same mystical forces that blasted their
empire so long ago..."

Wizzrds of the (omt and Magic: The Gothering re regisiered trademarks of Wizards of the (oo, lac. Top and mena symbols re trodemarks of Wizards of the Coost Inc.

The winners were thosen by Wizord Press. The enfries were not shown 1o Wizards of the Coas!,




THE BROTHERS GRIMM

Jason Kraft & Laura Tuttle

Rockford, IL

“Enter o world filled with a child’s wildest dreams and most terrible nightmares. . .where Rumpelstilt-
skin can spin gold from straw—for a price. . .where fairy godmothers can transform o pumpkin into
a carriage fit for a princess. . .where one bite of a poison apple brings a century of sleep. . .where the
kiss of @ maiden transforms frogs into princes. Explore the Gingerbread House, rescue Rapunzel from
her lofty prison and find the glass slipper that can alter destiny. An ancient world is awaiting you—if
you dare to enter.”

(4)

Artifact

1, 7 : Toproduce one mana of any

| color. Activation cost can only be paid

| with colorless mana. When

| Rumpelstiltskin is in play, pay one life
and tap Wheel to produce three mana

| of any one color.

| *What will you give me if I spin it for you?*

—Rumpelstiltskin

Chaos Beast

AWAKENINGS
Thomas Anders
Mishawaka, IN

“After centuries of the Ice Age, the land begins to warm. As the snow recedes, life awakens. How-
ever, high in the mountains, a solitary servant of chaos, driven mad by his confinement through the

long years of ice and isolation, vows 1o strip Dominaria of its renewed life. Thus begins war—and ll
the leaders of this new age must prepare for battle.”

lllus, Thomas Anders

THE ANCIENTS

Jeff Roulston

St. Thomas, Ontario

Whew, this guy gets the go-for-the-gusto, outta-his-mind award. Adventure cards? Kinda cool.
To quote Jeff: “Adventure cards may be played instead of land, one per turn. To attempt an
adventure, fap one creature you control that meets the requirement and follow the adventure
card's instructions. If the adventure is successful you may use the ability listed on the card
whenever you choose. Bury adventure card once ability is used.” Combine that with the Egyp-
tian feel of this set and it sounds like fun.

: l‘REQUIRF_':: 6/6 or higher, Trample, and Flying,

Roll two six-sided dice. If roll is higher than

! creature’s pawer, creatures is removed from

! the game. }

! PASS: 2 : Sacfrifice to remave the tap symbal

| from any one permanent. Replace the tap symbol
with' @ 1. Target no longer taps and may be used

' more than once per tum,

Eternal Darkness

SUBTERRANEA
Brian & Robin Kantor
West Orange, NJ atur
“Deep below, in the depths of the land, covered in earthen night, lies another kingdom: Subter- Target creature becomes unblockable.
ranea. Living lives of darkness, brave warriors battle evil magicians and bloodthirsty denizens in During target creature’s controller’s

the hopes of bringing peace to a war-torn realm.” b upkeep, put a -1/-1 counter on the
creature that Eternal Darkness

enchants. “The darkness consumed us §
and we were able to pass our enemy
unnoticed." — Brian the Destroyer

f ARRLRSY L/ SIS 29
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DAYS OF CHAOS

Eric Clements

Long Beach, CA

“(lans of once-friendly races have turned against each other in fear and prejudice. True magic is
rare; the secrefs of order, lost forever. The colors are in chaos. Only a few of the wise ones remem-
ber the glorious past. . .but will they be able to turn back time before it's too late?”

Genocide

THE PROPHECIES

Mark S. Hartenberger
Topeka, KS

“In the remote regions of a dying planet not unlike Earth, on which the world order has devolved
into anarchy, bloody wars tear apart society. The secrets of ancient manuscripts have thrown the

known universe info question. Struggling through the chaos, powerful new entities, alien sorceries | All tapped creatures are destroyed

and unusual ferrain have evolved fo rally the fragile hopes of a million souls.” and cannot regenerate,
"The light was so beautiful that it
took my sight!"
—Gen. Nicodemus Rosenfeather
at the Battle of Phasak

Interrupt

Ilus. Mark Flartenberger

VISIONS
Josh Salmonson
Nevada, 1A

“Following the fall of Lim-Dal and the thawing of the Ice Age, ane apprentice, his name lost in
time, survived fo carry on his master's evil ways. Sworn to revenge, the apprentice summons the
Dreamworld upon Dominaria, plunging the world into o new era of dangerous imagination in which
reality can seldom be distinguished from fantasy.”

Counter target spell. Put X counters on
that spell. During opponent's upkeep
he or she must remove one counter.
After all counters are removed the
spell is then resolved
Do not look upon this world with fear
and loathing, Bravely face whatever

8| the elements offer.”
—Arcum, Dream Lord

TS Tosh Salmionsen |

freason

'

CIRCLES OF POWER
David R. Meddish
Bend, OR

o “Something is not right in Dominario. Those seated upon the thrane are not your leaders.
Behind them lurk circles of power, sacieties with their own sinister agendas. These are the
zealots of the Amaranthine Order, true controllers of the kingdom of Weisshart; Chthon's

Acolytes, who prepare to unleash evil upon the world again; and the outcast mages of Zeit- ,

stadt, whose experiments manipulating time endanger us all. Remember: Should the cirtles.bs I
exposed, your life will surely be forfeit.

IHus. David R Meddish




THE UNDERWORLD

Earl Laamanen

Summerland, British Columbia

“Deep chasms tear the earth apart, and from these chasms come forgotten creatures, long lost to
Dominaria’s history. Shadowy warriors spread corruption, crystalline animals torment the country-
side. Will you brave these beasts to uncover the mysteries of their underground lair?”

e
Summon Larker
i Fisst Strike &1L
 During your attack, if Shadow Lurker

attacks, you may choose 10 untap Shadow Lurker,
Shadow Lurker nelther deals nor receives damage
23 3 result of combat this turn.
They come at you out of the shadows, but If you're
tucky and you overpower them, they disappear back
into the darkness as if they were never there!®
—Rangovf Swordbreaker, Dark Dwarf

I'he Ancient Book of Knowledge

TARGIRJJ CITY

Mavuro Gasparutti

Udine, Italy

Wow, here's a new approach—a mix-and-match Magic cord. Mauro bases his set around an andient,
magical city promising absolute power and hiding a wealth of new items, induding the ever-changing
Ancient Book of Knowledge.

Artifact
' Make your sorcery choosing any
 word in any order.
p 3 Destroy 2 Your
2 Tap 3 Target
3 All 3 Opponent/’s
4 Creatures 4 Land

Kappa

THE ORIENT OF DOMINIA
Yutaka & Minori Keogh
Wuddinqion, NY

a

Full of mythical creatures like the Kappa, a Japanese implike character known to be a pest, this set is
set in the Golden Land, a place of fairy-tale wonder and breathtaking beauty. Note the feudal coin

used as the card’s expansion symbol.

Summon Kappa

mpwalk
) s:‘iﬂo:‘lhrgm island becomes a swamp
4 @: Target forest becomes a swamp

Target player may pay 2 to counter
change of land the tim the ability is used.
These pests of the Orient are known not
for rlwlplfnda;taﬁm to nature, but for
making natire adapt to them.

\mon-ra

s, Minori Keogh

FORGOTTEN LORDS
Timothy M. Martin & Matt Holman
Grovepor" OH Summon Lord
“Cyclopean Mummy. Giant Slug. Ghost of the Damned. Today we consider them the ile Amon-ra is in play, no
weakest of creatures, but long ago they were among the most-feared in the land. Pow- el Ef‘g’;ﬂg‘;ﬁ, g a?_'““""“ s
erful lords ruled the Dominaria of old, their servants alive with powers that the Shivans ®: Bring a mummy that has been
and Serras feared. Wizards of Dominia prepare—the Lords have returned.” (g removed from the game into play
under your control.
The|InQuest sfaff now knows snow like nobody’s business. e 4
; (0]
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Sure, we could’ve read The Lord of the Rings
a fifth time, but cards and dice are such the
perfect combination. Why not play Middle-
earthtill we drop?

So we did. And let us tell you, evaluating the
playability and desirability of all the cards in

Iron Crown Enterprises’ new Middle-earth:

e Bl SR e

_The 1O

/ 7~ most desirable
Mlddle earth:

The Wizards collectible card game was no sim-
ple task. The cards are too darn balanced. Still,
after battling Witch Kings and spiders, mus-
tering Dunlendings and uncovering secret trea-
sures—oh, and kicking smelly Orc butt with
furry little Hobbit feet—we finally came up

with these, the best of the best.

The Wizards cards

By Jeff Hannes and Mike Searle

1. The One Ring
Sauron'’s magic...Gollum’s
prize...Frodo’s curse...the
hardest dang card to get in
the set! With a lineup like
+5 to prowess, +5 to body,
+5 to direct influence and
- the ability to cancel strikes,
this is the most powerful
item in the game, bar
none! If that ain’t enough,
how about you can win
the game in one turn by
chucking it into Mount
Doom?

2. Favor of the Valar
Let’s see... A short-event
that allows you to shuffle
your hand and discard pile
back into your play deck
and draw a fresh hand of
eight cards. Anyone smell
Timetwister? Cost? Nothing,
though you will have to re-
start your discard pile, which
may slow down cycling
through your deck. Not a
bad tradeoff for a new hand,
though.

MOoUTI OF SAURON

3. Mouth of Sauron

The best hazard creature in

the game, Sauron’s flapper is
more than just a 13/8 crea-
ture (although don't get us
wrong—that’s nothin’ to
sneeze at). It also happens to
have an incredible special
ability. Just play the Mouth
as a short-event to get any
hazard card back from your
discard pile. Not to belabor
the comparisons, but Magic
veterans should remember
how awesome Regrowth is...

Tard Wint o5 SAURON

fﬁ:‘ L4 ¥,

8

4. The Will of Sauron
Easily the best permanent-
event in the game, The Will
of Sauron can annihilate
your opponent by indefi-
nitely extending the life of
hazard long-events (so long
as Doors of Night stays in
play). Using an Orc/Troll
deck? Then how about a per-
manent Minions Stir? Or
keep a Clouds around to
make all hazard creatures
truly hazardous to your
opponent’s health. So what
if this card could end up
hurting you too? Mass car-
nage rocks!
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5. Shadowfax

Gandalf’s steed is probably
the best ally in the game.
Throw a character on his
back (you can squeeze a
Hobbit on too) and you'll
fly like the wind. We're
talking going to two sites a
turn! As in sending out a
small party to collect a site
treasure and rejoining the
larger party, or gallivanting
around the countryside ral-
lying factions. That’s speed.

Al :
|| Playble: ticem (miser, major. gobd risg)
! i o

Unsdendd — 2 strikes with § prowess,

9. Isles of the Dead
That Live

So what's the big deal? It's
just another site, isn't it?
Wrong! First off, it's only a
hop, skip and a jump away
from two havens. Second,
the region types in its site
path are untouchable by
most hazard creatures.
Third, the automatic attack
is a cake-walk. Fourth, you
can play just about any-
thing that matters there.
Need we continpe?

Stilon

6. Shelob

The grandmama of all spi-
ders is pretty darn tough.
“How tough is pretty darn?”
you ask. Try an 18/9 crea-
ture that, in conjunction
with Doors of Night, can be
played as a permanent-
event and give +1 prowess
and +1 strikes to all spider
and animal attacks. Wow!
But that’s not all: it stays in
effect for as many turns as
Doors of Night sticks
around. Yowch!

10. Siege

So your opponent likes to
lump all his characters
together in one big group,
eh? Unless he’s traveling
with a bunch of scouts,
Siege can put the clamp on
a big company. And while
your opponent’s busy
rolling dice, you can jump
all over the place and col-
lect the loot you need to
win the game.

“Vemeratle_ar
£ 3| errn e a1 o ried wearrioe i fhe futacss of My
r— —Latkl

7. Elrond

There are some big charac-
ters in Middle-earth and
then there are some big
characters. Elrond’s mind
attribute of 10 may seem
rough, but with four points
of direct influence, he can
gather up some pretty good
followers. That 7/9
prowess/body and three
marshalling points ain’t
bad either. Oh, and if that
isn’t enough, how about
the fact that he’s a warrior,
a sage and a diplomat?
Yowza, this guy’s stacked!

Honorable Mention:
Gandalf

He's not exactly rare,
he's not exactly com-
mon...what is he? Well,
he’'s essential to any
ring-themed deck. And
with general abilities like
corruption shielding and
playability at any haven,
Gandalf’s the best wiz-
ard in town. (Plus we've
always had a fondness
for the old guy.)

InQuest Editor Mike Searle, who's fike o Man among Hobbits, writes mast of these author bies that InQuest Assistant Price Guide Edi

tor Joff Hannes, who's like o Hobbit among Men, hates o read,

8. Dwarven Ring of
Durin’s Tribe

There are lots of Dwarven
rings—seven to be pre-
cise—and this is the best
of them. Durin'’s Tribe lets
you untap the site you're
at and take another site
phase. So you'll be able to
get out twice as much from:
your hand. You'll have to
watch that those corrup-
tion points don’t get to
your character or he'll be
running away with the
ring after a single use.

e RIS

[ Sy S

Worst: Anduin River |
Hands down this is the
most worthless card in th
set. Let’s see...play this
short-event and you can
move between regions like'
Rohan and Dagorlad as if:
they were next to each
other. Um...all of the pairs
of regions listed on this ¢ard
are already next to each other!
What, are they purpesely
driving us crazy? The map’s
tough enough to read with-
out Anduin Rivers runnin’ |
all over the place! o ‘

?
|
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game will soon get even bigger with

the release of the much-awaited

Ancient Hearts " expansion set. And|

| just because thoss

so nice, they’re
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Its so simple even the living can play. Just tell us who your
all-time favorite vampire is and you could be well on your .
way fo sleeping in a coffin. Maybe your fave-rave is a V- =

T.ES. (that's pronounced “vee-tess,” kids) mainstay like : ﬁ
Gilbert Duane or Zebulon. Maybe it's an old standby like s

Dracula or Lestat. Let us know which bloodsucker pumps P :

your blood and randomly selected participants will receive
some great prizes.

‘...M "

Grand Prize (o vimer): ; b”. "V
One lucky reader will receive two Vampire: The Fternal Strug- g

gle Erds autographed by their respective artists and a whole Fill this sucker out before sunrise, put it an envelope and send it fo:

honKin’ display box of Vampire: The Eternal Struggle Ancient v -
ampire InQuest

Heatts booster packs. All guaranteed not fo furn into a pile
of ashes f exposed fo sunlight! /o Wizard Press, PO. Box 118, Congers, NY 10920-0118

Coi:iesi Enlry Form

Deadline is April 30, 1996

VAMPIRE INODEST

S pcond Prize (10 vinners): Ten other
reﬁdierg will be able fo et their feet (and teeth) wet with two
brtntiZpankin’ new Vampire: The Eternal Struggle Ancient

L
_H(laaits1 ooster packs!
The I.'egulese

No purchase necessary. Conlest is open fo anyone except employees of Wizord Press, Wizards of the Coast ond their

I n Q v e s ¢

immediate families o Francis Ford Coppola. That Draculo movie, well,sucked. Print your nome, date of birth, oddress,
«ity, state, 2IP code ond telephone number with area code and your favorite vompire oa the official entry form or a
3-by-S-inch index card. Enter os many times as you like. Mail each entry seporately to: Vompire InQuest Contesl, /o
Wizard Press, P.0. Box 118, Congers, NY 10920-0118. No mechanicol reproductions of completed forms will be
octepled but you can pholn(op;' the entry form before flling i out if you don't wan fo mess up your mogazine. Nl
entries become praperty of Wizard Press and none will e retumed. Allfoxes (federal, stote and local, if any) vill bo
the responsibility of the prize winners. No cash equivalent or substitute prizes will be offered. Prizes will be oworded

in the name of contest winners and are nol transferoble, Olfer void where prohibited, reguloted of resricted by law

V. a m pir e

in @ manner inconsistent with the purposes and rules hereof. Do vompires pee? Any porticipants lurning themselves
into 0 bot will immediately be disqualified. All entries must be received at contest headquarters by April 30, 199.
_ Wizard Press s nol responsible for los,late, misdirected or mutlated entries, even i s just two tiny punciure marks

B inthe envelope. 0dds of winning il be determined by the number of valid entries received priar fo the closing date
of the contest. Prize winners wil be selected by Wizard Press by random droviing from omong all properly completed
%1 entries. Drowing will take place on May 15, 1996. All decisions ore final.
Wizards of the Coost®, Deckmaster® and Ancient Hearts™ are trademarks of Wizords of the Coast Ins. Vampire:
The Elernal Struggle™ is o trademork of Wizards of the Coast Inc. and W/hite Wolf Inc. llustrotions by Pete Venlers
\ ond John Bolton ©1996 Wizards of the Coast Inc. Al rights reserved.

For it o winners, avelable after May 15, 1996, send o sef-addressed, stomped envelope fo: Vompire fauest Win-
ners, ¢/o Wizard Prass, P.0, Box 118, Congers, NV 10920-0118.

O f §ficial
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Reewing the latest releases in collectible card games
- -

e —— I{mﬂﬂﬂlﬂ Come

Designers: Christian Moore, Owen Seyler and

Matthew Sturm n Heresy: Kingdom Come you and your opponent represent powerful spir-
Genre: Cyberpunk,/Fantasy itual beings, a.k.a gods, that have fallen from their celestial home onto a
Set Size: 374 cards desolate futuristic Earth. The object—not unlike an overplayed Joan

Release: December 1995 Osborne song—is to get back to heaven. However, you can't take a bus.
Instead, you need to build up a gateway from within Earth's computer networks.

Pu:kugmg: 60-card starter de{ks; 15-card Sounds complicated, but most card players will catch on to the game mechan-

booster packs ics pretty quickly.
Suggested Retail: $9.95 per starter deck; Let's look at a sample play from Heresy. First, you “open” one of your loca-
$2.95 per booster pack tions to access its “aura,” (You turn the card on its side to show that it has
Ruting' * ok * been opened.) Then you use that aura to call a “character” into play. Of course,
* the character’s conviction must match the “influence” of the location. Hmm...

Once in play, you can open a character to attack another player's loca-
tion, but the defending player can “intervene” with one or more of his characters. Dam-
age is dealt, and any character that receives more damage than its defense value is
“obliterated.” Sound familiar?

If not, then it's a wonder you're even reading this magazine, because few games draw
as directly from the mechanics of Magic: The Gathering s Heresy. Opening instead of tap-

ping, readying instead of untapping—you get the picture. It's like

someone used a find-and-replace algorithm on the Magic rule book.

Yet despite being a Magic copycat, Heresy still has enough original
aspects to make it worth playing. The designers knew they weren't going
to fool anybody with their catchy e
~ Newterms, so they put in some
game mechanics that don‘t exist in Magic.

For example, the object of the game is not to
kill your opponent. Instead, you're attempting to |
store enough tau €nergy to activate your gate- |

RA TINGS way. Although Hyborian Gates may have been the [§

wrong game to take ideas from, this part of Heresy

¢ ok sk ok THE BEST is well-done,

You accumulate tau by destroying your oppo- |

nent’s locations and then storing it :
sk sk ok K i ; INg it in your own
VERY GOOD locations. This means that simply annihilgting your

opponent’s stuff isn’t enough— ‘
x*x+ AVERAGE a location or you lose your?poiir.c:;.l Igfeo{: :?r:tpegf;
comes from deciding what to tap and what to keep
| #+ WEAK untapped. Oops—that should be “open” and |
‘ “ready.” In any case, it works,

+ POOR ‘Many of the types of cards that make Magic |
an interesting game are also present in Heresy. Mir- |
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A. Name: You know, like Harry, Jack, Ithuriel.

B. Conviction: There are eight convictions in all, and
they define what a character believes in. As in Magit, the
conviction on a card must match the aura you use to
call it info play.

C. Call Value: This is how much aura you need to spend
in order to call the cord into play. The ltfle conviction sym-
bols show what and how many symbols you need to have
on your locations in order fo play the card.

D. Attack/Defense Value: This one's ricky. Attack
value is how much damage the character does. lis defense
value is how much damage it takes to kill it.

E. Virtual Support Value: In order to keep your
mafrix up and running, you need a cerfain number of vir-
tual points depending on how many characters and loca-
tions are currently in your matrix. Only domains give

F. Tau Storage Value: This is how much tau the loca-
tion can hold. You need fo store tau energy in order to
win the game, so this number's kind of important.

G. Free Will Value: Ranging from one to four, this is
the relative power of the character. Charadters with higher
free will kind of have Magic's banding ability.

H. Aereopagus Value: Ranging from one fo three,
this is the number of votes o character gels during
the Aereopogus.

1. Card Type: Miracle, host, enhancement—aonce you
ge! these Magic synonyms down you'll have no prob-
lem figuring out what type of card it is.

J. Conditional Text: Cards with special abilities or
instructions have them listed here. And yup, pretty much
all the cards have something here.

K. Narrative Text: Flavor text, narrative text, blah, blah...

you virtual points.

acles are one-shot cards that can be played during anyone’s turn,
while celestial powers are more-powerful one-shots that can only
be played during your turn. Enhancements improve your charac-
ters and locations, while alephs are powerful artifacts that remain
in play unless sacrificed for a special ability. The concepts may not
be original, but Magic proved that they work. The variety of card
types makes Heresy a good strategic game.

And not all of Heresy is Magic blasphemy. One of the interesting,
original aspects of the game is the two distinct areas of play. The
two realms are the Wilds (the real world) and the Matrix (cyberspace—
the Net). Some characters come into play in the Wilds, while others
are simply programs that can only exist in the Matrix. Characters in
the Wilds can “jack in” to the Matrix, which essentially has them
walking around in a world of virtual reality while their bodies stay
behind in the Wilds. Characters who are killed while jacked in don’t
die, they just have to leave the Matrix and go back to their bodies.

Fans of the cyberpunk genre will appreciate the faithful depiction
of the interaction between the virtual and our reality; those unfamil-
iar with William Gibson's stories will like what they discover. The notion
of moving characters between two distinct areas of play is an intrigu-
ing one, and Heresy does a good job with the idea of jacking in.

Unfortunately, the differences between the two areas are too
small. Thematically it makes sense that the Matrix would be a vir-
tual battleground, mimicking the “real world,” but the game play
would have been strengthened if the goals in the Matrix had been
different from those in the Wilds.

Another original aspect of Heresy is the Aereopagus, a political
gathering of characters. Like in Vampire: The Eternal Struggle, certain
characters have the ability to cast votes. However, the goals of the
Aereopagus are quite different. Characters can issue challenges
against other characters in attempt either to obliterate the target or
to assume its title. After all the voting is done, the two characters
have their attack and defense values modified by the number of
votes they each received. Then they try to beat the heck out of each
other in one-to-one combat.

The idea of having characters vote is nothing new to collectible
card games, but the built-in face-off aspect of challenges makes
for an interesting addition.

Overall, Heresy is a tough game to review. On one hand, it has
many interesting play possibilities, but on the other hand, the amount

L. Artist: We're not felling you what it means this fime.

of material it draws from Magic is impossible to ignore. If you're look-
ing for something fresh and different, there are plenty of other games
that have an original system. But if you don‘t mind getting into a Magic
clone, Heresy is worth taking a look at. Of all the Magic clones, and
there are many out there, Heresy is probably the best.

—Jeff Hannes

The Good, The Bad
and The Ugly

The Good

Hands down the best aspect of Heresy is the stunning artwork. Many of the
images and icons are computer-generated, and they are sharp. The cards are laid
out nicely and are very appealing to look at. If you're the kind of collector who
likes cards as much for their aesthetic value as their ploy value, you'll like the
ones in Heresy. The art alone almost makes it worth getfing info—almost.

The rule book is cleanly printed and has a table of contents, a glossary and
an index. Hallelujah!

The Bad

| can't stress enough how lame it is that Heresyrips off most of its mechanics from
Magic. This might not be so bad if it weren't for the sheer volume of cards that mir-
ror those found in Magic. For example: the Cup of Oblivion is an artifact (er, aleph)
that makes all players skip their ready phase. Can you say Stasis? Or how about
Boomerang? This snazzy miracle lets you return a character fo its controller’s hand.
You'd think they'd at least have the good sense to change the name of the card...

The Ugly
Although it's an inferesting gimmick, the longer-than-average cards detract
from the game more than they add to it. Shuffling isn't a problem if you're 6
feet 5 inches and have really big hands, but otherwise it can be something of
a pain. And even if you have no prablems handling the cards, storing them won't
be so easy. The starter deck boxes are about the only efficient means of cart-
ing around a hunch of Heresy cards. And if you want to play with sleeves? Not
worth it unless you don’t mind half the cord sticking out. The elongated card
size was neat in theory, but in practice it's just too much of a hassle.
—Jeff Hannes
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~gn ek James Bond
Gollectable
« . bard Game

I Sinamdaton 5| ) ith the release of the latest James Bond film, “Goldeneye,”
JAMES BOND COLLECTABLE Heartbreaker Hobbies seized a golden opportunity to
CARD GAME - deliver to us one hell of a card game! This game is cool.

; James Bond Collectable Card Game takes its cues from the movies.
Publisher: Heartbreaker Hobbies & Games If you like complex politics or endless twists courtesy of novel cards,

Designers: Bryan Winter this game isn’t for you. It does deliver in the high-energy bang-pow

Genre: Espionage department, just like you'd expect a good Bond film to do.

Set Size: 207 cards Here’s the deal: You and your opponent try to amass a predeter-

Rel = 1996 mined number of plot points. The first to reach this amount wins.
elease: January Plots are worth varying amounts depending on how important they

Packaging: 60-card starter decks; 15-card are—locations such as the Space Station from “Moonraker” are only
booster pucks worth two, while the villain Auric Goldfinger (we think you know

Suggested Retail: $8.95 per starter deck, ~ \hich movie he’s from) is worth a mighty four. Plot cards can be
02105 nar linastar nadk linked to other plot cards in various ways, forming subplots that are
5P P worth even more points. Although plots you put out are worth a cer-
Rating: * * * 1/2 tain amount, you can get twice as many points by overcoming an
opponent’s plot (see below).

Okay, at this point the game sounds kind of dull. If it's only putting down plot
cards, what's the kick?

Enter James Bond. After putting down your plots (and it's not that easy; there
are tons of rules about what you can put down and when) you can then put out
your Bond cards. That's right: Bond cards, plural.

Most are from “Goldeneye,” but there are also various Connerys,
Moores and Daltons. (Lazenby images weren't available for use.) Each
of the Bond cards represents a different aspect of 007 and has a dif-
ferent combination of skills to handle your opponent’s plots. You can
have as many different Bonds on your side as you like.

- However, only one Bond card can
: attempt to overcome a plot. That's done
L Tk by having physical and charisma values
equal to or greater than the highest
equivalent value in the target plot. Bond
must also match all of the ability icons (which rep-
resent skills) in the entire plot group.

If Bond succeeds, the plot is removed from the
game, the plot owner loses those points and the
Bond card owner gains double. If he loses, that
Bond is demoted. Two demotions and it's “Good-
bye, Mr. Bond.”

Often Bond doesn’t have all the icons needed to
take on the bigger plots. Fortunately James is not
alone: several support cards can help him beat the
living daylights out of his opponents.

First and foremost are Q’s ever-so-handy equip-
ment cards. These cards modify the bejeezus out of
already-versatile Bond cards. But as Rosa Klemp's
razor boot fits better on Klemp than on 007, so some
Q cards work better on henchmen, and can be
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mm;«w"‘aimm and Unsled Articts (orp

A. Name: Always something catchy, like the movies.  plain English what the card is.

B. Physical Value: Represents a character’s fight-  E. Notes: Important info on what the card can do, or

‘ ing skill or marksmanship. This is usually how one char-  some cute cliché fo spice up the gome.

D %?an?m i T— acter kills off another. F. Ability Icons: The meat of this game. Match Bond
il e legend! _—— ] . C. Charisma Value: Bond is a smooth bon vivant icons with plot icons 1o kick the living duylights out of
Galns one et | " too! This number indicates just how smooth and seduc-  your opponent.

AT Ability icon (stale — 3 . i

E -3 hichone) while | g o tive he and other choracters can be. G. Movie Logo: Adually relevant. Plots can join to

> g f&"’ﬁ'& . | M | D. Card Types: The nitty-gritty header. Tells youin  form subplots if they're from the same movie.
the Assignment is R T e Tl e e B e A T e e e e P s
: | Bond girl? This only hurts the credibility of the game, which

is sad, because the game is pretty good.

So for those of you who like the works of lan Fleming, end-
less pictures of Pierce Brosnan or a new card game that isn’t
steeped in magical spells and pustulating orcs, give this a try.
After all, you only live...how many times was that again?

—Keith J. Olexa

played on them,
Personalities are cards that join Bond on his assignments

and aid him with new skills or stats or by modifying a rule
in some interesting way. Some personalities are allies, mean-
ing they’ll blindly follow Bond from Russia with love (they’re
mostly women). But some characters must be influenced
into helping you. This involves totaling up all the various
ability icons and physical and charisma values, meeting or
exceeding all requirements. (Fortunately, you don’t have to The Good The Ba’d
do it with just one Bond card.) )

Of course, you can make a personality a subplot. If you d Th U l
do, it becomesya henchmen and can do all the nasty things all e g y
that henchmen can do. Hey, this is the world of 007, where

people change sides all the time.
And just what can henchman do? Good question. Just The Good

like in the movies, the biggest thorns in Bond’s side are Cool photos capture the essence of James Bond.

henchmen, sent by Blofeld or some other ruthless.villain to Plays the way you'd expect o James Bond game to play: Short on com-
snuff out 007. If a henchman exceeds Bond's physical value plexﬂy, very long on Fist '’ fUtious adion.

i . a2 ) ( _ .
(c(::eo; ;Zi;e;ct;?;(;s g;:(? IE ;:?‘:thgjsl;cdi;ﬁ " doa;;?;:, Q: Lets you switch normally immovable Q equipment cards from one Bond
his license to kill is revoked—permanently. Some hench- to another at any fime. FIulth "P'l“}’-

men, like Xenia Onatopp, kick serious butt. Plot cards make for inferesting strategy. Do you play that five-point mis-

And if things are still too solid and steady, there are sion plot in your hand if your opponent is eight or nine points from victory?
always intrigue cards. These cards can be played instantly,

are resolved quickly and can turn a sure win into a surprise “IO Bad
defeat. They usually add icons to Bond cards, but they can  * Not enough variety in the Bonds—too much Pierce Brosnan. In fact, too
also add icons to plot cards or do even more sinister things.  Fmych “Galdeneye.” I'm still o die-hard Sean Connery fan.
Victory is never assured! _ I.. i e.mleanodiobhduﬂﬁsd Whmtlre Bond glrls-unywy?
1 have only two complaints. One: Why so many Goldeneye | alk i

cards? It's a pretty solid Bond film and | actually like Pierce
Brosnan. But come on, Sean Connery and Roger Moore
need equal time!

Another bone | have to pick is that I'm a little irked that
there are so many restrictions on how many and what kinds
of cards you can have in your deck. This “No more than
this amount of plots” or “fewer than this amount of Bond
cards” stuff is annoying. I'm not sure how I'd fix it, but I keep
getting the urge to play an all-henchmen deck to see how
it would turn out.

The rule book could also have been more carefully
: thought out. There are blatant omissions in several places—

can villains attack, and if so, how? And what the heck is a
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ED BEARD JR.

d Beard Jr. is a rebel with a cause: creating and pro-
E moting the art of fantasy illustration. He got kicked

out of the art program in school; he “never had a
regular 9 to 5 job in my whole life.” But he also launched
Destini Productions, a successful and respected illustra-
tion and graphic design studio specializing in original art-
work, lithographic reproductions and art instruction.

Strangely enough, Beard’s long, strange trip began in
the conservative realms of politics and religion.

When most of us were trying to figure out which col-
ors made purple when you mixed ‘em, Beard was being
paid to paint portraits of political figures, including for-
mer Vice President Hubert Humphrey. This led to Beard’s
traveling to Rome to paint under commission from Cardinal
Madeiros of the Vatican—at the ripe old age of 13!

Like his Renaissance idols,
Beard studied human
anatomy, even taking courses
in dissection. This led to work
doing medical illustrations
and later proved invaluable.

In 1985, Beard decided
to pursue a fantasy art
career. "Even though |
wasn’t into Dungeons &
Dragons, fantasy was always
my dream,” says Beard. “|
was always into the knights
and dragons, especially the
work of Larry ElImore, Keith
Parkinson and |eff Easley.”

Through Destini, Beard
produced Flights of Fantasy,
a 90-card fantasy, science
fiction and horror set accom-
panied by a graphic novel
written by his wife, Kelly.
While promoting the pack-
age at Gen Con in 1993,
Beard was approached by
Jesper Myrfors regarding a
little game called Magic: The
Gathering. The rest, as they say, is history. Or maybe
destiny is a better word.

Beard has since illustrated Shadowfist from Daedalus
and the Powers of the Mind expansion for Companion
Games’ Galactic Empires. His recent projects include Dragon
Storm from Gatekeeper Press, which is owned by Magic
artist Susan Van Camp and her husband Mark Harman.
As a “quite vocal” member of the Graphic Artists’ Guild,
Beard wants to insure that both new and established illus-
trators are treated fairly and legally. Toward that end,

Name: EdBeord Ir.
Birth: December 11, 1964
Occupation: Ardfis
Base of Operations:
Coventry, R.I.

Career Highlights:
Painting for the Vafican af age 13;
working on Dragon Storm, an upcom-
ing C.C.G. from Gatekeeper Press
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Beard is available through Destini to evaluate artists” work
or contracts they have been offered. He can be contacted
at Destini Productions lllustration and Graphic Design Stu-
dio, P.O. Box 622, Coventry, Rl 02816.

Fans are also welcome to write—Beard says there’s no
greater reward than a sincere thank you letter from an
admirer. “The fans are what keep me alive and make those
years of work worth it!”

The person you’d most like to meet...
Lou Ferrigno, the Incredible Hulk!

Things you collect...
Batman toys, definitely. | also collect antique furniture
and anything medieval.

Last good book you read...
Art History of the Vatican. I'm into learning—knowl-
edge-type books, not much fiction.

Last good movie you saw...
“Braveheart.”

Favorite fantasy character...
I do enjoy the classical cyclops.

Fantasy character or creature most like you...
Hmmm...a mutated orc. | am a mutated orc.

Person who would play you in a movie about
yourself...

I'd say Charles Bronson, since | tend to make people pay
for their sins.

Favorite cartoons...
The Road Runner and Wile E. Coyotel!

Favorite musical performers...
I'm into Enya and Enigma.

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

Well, Id cast a spell on the art teachers in the public
school system to convince them that the fantasy genre is
a viable art form and a way to make money...not just a
waste of time. 1)



Congratulations. You called your first play as a major
league manager. And you did it while playing Top of the
Order, the awesome new interactive card game from
Donruss. To win, you

need brains. You need

guts. You need some

luck. Because you call

the shots, just like a

big league skipper.

7 ll"

IL\

Play Top of the Order and you can draft an MLB® team
from an 80-card starter deck of authentic game photos.
You can build a dream team

with booster packs, up to

*IefsEogaRors ‘ 360 cards in all. You can

challenge your friends.

Top of the Order. Get off

your butt. Get to the

store. Get it today.
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Lntasy beasts

merica seems to have decided that a swords-

and-sorcery epic is just not complete with-

out the hero fighting a really big monster at

some point along the way. It's not enough to
have Conan wrestle with high interest rates or male pattern
baldness; he’s gotta face something big and scaly—preferably

i

with sexual overtones.

Artwork by Brom courtesy of TSR. ™ & © TSR Inc

Fortunately, we have the ever-popular dragon, conveniently 1)
invented thousands of years ago by people who never heard of A
copyright laws. \

But what if the dragon had never been invented? What if the ancients \‘
had just screwed around all day practicing guitar riffs instead of coming |

&

Without dragons, we fantasy mongers would be perpetually stuck try- h

up with monsters?

ing to come up with the largest, most ferocious animal we could think of.
TSR’s most popular game would be Dungeons & Very, Very Angry Elephants; Peter,
Paul and Mary would sing “Puff the Magic Psychotic Hippo”; and moviegoers would
enjoy the timeless Disney classic “Pete’s Enraged Squid.”

Face it. Without dragons, the entire fantasy genre would suck. It's time then we
all paid a little respect to the king of fantasy beasts.

LOANEGEN 4R B S T






The Mether of All Drogens

Let's go back to ancient Mesopotamia
for a moment to see how the first dragon
was created. Please keep all hands and arms
inside the tram while the ride is in motion.

Mesopotamia, for those of you who slept
through sixth grade social studies, is a river
valley in what is now Irag. Around 5000 B.C.
two tribes—the Sumerians and the Akkadi-
ans—settled there and invented all kind of
useful things like cities, government, writing
and of course...dragons. The cheery little
creation myth favored by the locals told how
before there were gods or earth or people,
there were Apsu and Tiamat, the father and
mother of the universe. Apsu was an enor-
mous void and Tiamat was a dragon.

Without ever making clear how a void
could possess sex organs, the myth says that
Apsu and Tiamat gave birth to the gods. The
gods, being children, were noisy and quarrel-
some—so much so that Apsu decided the only
way to get some peace and quiet was to kill
them. Fortunately, the gods got wind of Apsu’s
plan and managed to knock him off first.

Tiamat was so upset she had another
batch of monster children (without help from
that ol’ void Apsu this time) and together they
attacked the gods. Marduk, the leader of the
gods, faced Tiamat single-handedly and slew
her after an epic battle. The monsters promptly
fled, the gods assumed custody rights over
the universe and Marduk became the gods’
king. In an act of overwhelming generosity,
Marduk then created mankind to serve as his
own personal slave force.

If this all seems morbid, it might help you
to know the Sumerians and the Akkadians
spent about 3,000 years
beating the crap out of
each other—when they
weren’t busy fighting off
invaders, that is. When
you're used to that much
fighting, the Tiamat-Mar-
duk story probably seems
like a light-hearted romp.

At any rate, Tiamat
has the distinction of
being the first dragon in Western mythology.
She’s not much of one though; she looks more
like a hormonally challenged chicken. Heck,
she doesn’t even breathe fire, guard treasure
or distress damsels. But what do you want?
They were Mesopotamians; they had a lot on
their minds.

The vext Generatien

The Mesopotamians weren’t the only
ancient folks worried about hyperinflated,
mythological serpents. The Egyptians, the
Hittites and the Canaanites believed in them
too. But it took the Greeks to bring these
beasties into full dragonhood.

“Anybody else
thinking this
wasn’t such a
good place to

camp?”
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The word “dragon” is derived from the
Greek drdkon, which in turn comes from the
Indo-European root word derk-. Derk- denotes
eyesight. It was the Greeks who first told sto-
ries about dragons guarding treasure and they
created a name for these creatures based on
their eternal watchfulness.

According to the myth of Jason and the
Argonauts, for instance, the dragon that
guarded the Golden Fleece never slept.
(Apparently he lived next door to Neil Young.)
He just sat there guarding the fleece. Guard,
guard, guard. Fleece, fleece, fleece. Finally
Jason came along, knocked the poor thing
out and took off, fleece in hand.

The Greeks also decided that dragons liked
virgin offerings. According to myth, on the
day of the sun god Apollo’s birth, Hera sent
the she-dragon Delphyne to kill Apollo and
his mother Leto, but Apollo successfully chased
Delphyne off. Four days later, he was walk-
ing around ancient Greece looking for a place
to put a temple when Delphyne popped out
of the bushes and attacked him. Apollo killed
Delphyne and commanded her body to rot.

The Greeks believed that a family of snakes
in a nearby grove were descendants of Del-
phyne and every year the locals sent virgin
priestesses into the grove to make offerings
of food. If the snakes ate the food, the upcom-

At by Jof Ensley cowrimy of TR ™4 O T3l i
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ing year would be fruitful; if not, the year
would be disastrous and the priestesses’,
umm, “eligibility” would be called into ques-
tion. A promiscuous priestess would have
been well advised to hide some dazed mice
among the offerings.

By the way, the Greek word for “rotting" is
pytho, from which we get “python.” The place
where the dragon supposedly fell was first
named Pytho, but was later changed to Delphi.

And as if they hadn’t already made
enough of a contribution to dragon lore, the
Greeks also came up with the whole fire-
breathing thing.

So there you have it. The Greeks invented
and named everything. The only real inno-
vations we've seen in our lifetime are softer
granola bars and ranch-flavored potato chips.

These troxy middle Agest

Medieval Europe was the big heyday for
dragons. Four out of five knights agreed that
dragons were the monsters of choice. But these
days if you're a dragon, just try getting some-
one to return your call. It's all “Terminator this”
and “Lord Zedd that.” Sigh.

Europeans inherited the dragon lore of
the Greeks via the Romans. Even the drag-
ons of Norse myth are believed to have Greek
origins (although for some reason gyros never
caught on in Norway). What's bizarre is that
even though the Greeks may not have taken
dragon stories very seriously, medieval Euro-
peans did.

A monastic chronicle from 1170 reports,
“There was seen at St. Osythes a dragon of
marvellous bigness which, by moving, burned
houses.” A 14th-century account claims that
a nobleman, upon hearing about a dragon
falling from the sky, believed it was an omen
of his death; he soon fell ill and died. In
1660—well into the Renaissance—a dragon
was supposedly wounded by a hunter near
Rome. Both the dragon and the hunter died
during the incident.

Let’s assume for a moment that the fun-
damental nature of reality in 1660 was largely
the same as it is now. Let's also assume that
medieval and Renaissance Europeans were
not smoking large quantities of crack on a
daily basis. Why then did they believe drag-
ons were real?

Travelers’ accounts were part of it. Since
Roman times, travelers to Asia and Africa had
written about the strange and ferocious beasts
they had seen abroad, often exaggerating ani-
mals’ features or passing off bits of folklore as
the truth. Pretty much anything bigger than
a garter snake got turned into a dragon.

Fossils and petrified bones were part of
it too. Having never heard of dinosaurs or
ice age mammals, medieval Europeans who
found large bones in the earth believed they
were dragon bones. A “dragon skull” was

found near Klangenfurt, Austria, in the
1500s. It has since been identified as that of
a woolly rhinoceros.

Cetting mentioned in the Bible never hurt
one’s credibility either. Besides the serpent in
the Garden of Eden, dragons are mentioned
in both the Book of Job (in some translations)
and Revelation. The latter describes the dragon
as being red and having seven heads and 10
horns. It does not specify which heads get
the extra horns and whether three heads have
two horns or one head has four horns. St.
John apparently was not concerned that some
people lose sleep over this sort of thing.

And finally, people were willing to believe
in dragons because clever taxidermists were
turning out fake baby dragons. Sewing bats’
wings onto lizards’ bodies was something of
a cottage industry in parts of Europe. One
monastery attached the heads of seven
weasels to the body of a snake and displayed
it as the seven-headed dragon of the Apoca-
lypse, hoping to attract pilgrims. When this
failed, they sold it off as the corpse of a hydra.

Enter the knight

Of course, you can't just have dragons
lollygagging around the medieval country-
side. They’ll lose their initiative. One day,
they’re flying around, incinerating sheep,
happy as clams. Then suddenly, boom! They
move back in with their parents and sit around
all day watching “Saved by the Bell” reruns.

The best way to get a lazy dragon’s
butt in gear is to send a knight after it. And
the dragon-slaying knight par excellence is
St. George.

You probably know that St. George is
famous for his victory over a dragon. But did
you also know he’s credited with converting
over 40,000 people to Christianity? And that
he was martyred several times by being
drowned, pounded, whipped, burnt, poi-
soned and crushed? Not bad for someone
who may never have existed.

The legends of St. George claim he was
a soldier living in Constantinople around the
year 300. Or maybe he lived in Coventry,
England. No one’s quite sure. Anyway,
George's mother died in birth (his birth, not
hers) and he was raised by a sorceress named
Kalyb. When George reached whatever age
passed for adulthood back then, Kalyb gave
him an enchanted suit of armor and he set off
for Egypt, Egypt being the Vegas of the

ancient world. . The great Boris
When he arrived, anleio iokes

George found out a
dragon was terrorizing the tatoo to the
next level.

the country. Every day,

the foca_ls lTad to offer Ya know,
up a virgin for the -
dragon’s supper. As you those things
can imagine, supplies hort.

were getting low. In fact, that very day—in
an eerie coincidence—the king’s own daugh-
ter was to be sacrificed. Being a saint and all,
George couldn’t help but leap into battle with
his trusty sword and lance. George and the
dragon fought and guess what: George won.
He married the princess and they lived happily
ever after. That is, until she was thrown off a
horse and killed and he was drowned,
pounded, whipped, burnt, etc.

George, however, was not the only saint
known for slaying dragons. St. Margaret was
attacked by a dragon in a dungeon (now
there’s an idea); the beast swallowed her whole,
but while she was in its stomach she made the
sign of the cross and the dragon’s belly burst,
freeing her. Also St. Hilarion (great name) saved
a city by commanding an attacking dragon to
throw itself into a bonfire; the dragon obeyed
and was killed by the flames. Best of all, after
a dragon assaulted his donkey, St. Donatus
killed the dragon by spitting in its mouth.

Important safety tip: Don’t mess with St.
Donatus’ donkey.

tmeanwhile, In Bej jing

You might be wondering how Chinese
dragons fit into all of this. The answer is,
they don't.

Although there may be a connection
somewhere in the distant past, the dragons
of Chinese mythology—called /ung—are
totally different from Western dragons. Except
of course for the fact that they're all giant,
flying lizards.

There are four kinds of lung: t'ien lung,
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who hang out in the gods’
palace; shen lung, who hang
out in rain clouds; ti lung, who
hang out in rivers; and fu-
ts’ang lung, who hang out
underground and guard
buried treasure. Unless
taunted, lung are generally
pretty nice.

One legend, for example,
tells that a woman once
found a nest of Jung eggs
beside a river. She decided to
care for them while they incu-
bated. When the eggs finally
hatched, the woman guided
the baby lung down to the
water and set them free. To
repay her kindness, the lung
arranged it so that whenever
the woman went to the river
to do laundry, the fish would
put on a show for her. | don't
know about you, but I'll take
dancing fish over “VR Troop-
ers” any day of the week.

Lung were thought to be
especially helpful in conjuring
rain, but they had to be con-
vinced one way or another to
cooperate. One method
involved enticing the /ung by
placing a naked woman on a
hilltop and then casting spells
at the lusty creature to prevent
it from acting on its desires.
Frustrated, the /ung would
express its displeasure by gath-
ering up some clouds and mak-
ing rain. This may have been
the world's first cold shower.

By the way, it was
ridiculously easy to get rid
o of lung. They were deathly
afraid of wax, iron and
multi-colored thread.

or. Smertyponts
Pesses Up

Unfortunately, for all we
know about the history of
dragons, no one has really
answered the most interesting
question of all: Where did the
basic idea for the dragon come
from?

The standard line of think-
ing says people took an ordi-
nary, scary creature, the snake,
and told a story about it.
Through the years, they exag-
gerated over and over until

eventually that snake became
a dragon.

This is totally plausible,
but let’s face it: It's not exactly
“The X-Files.”

A more interesting theory
starts with a study that was
done by anthropologist Sher-
wood Washburn. The study
showed that baboons are born
with three innate fears: fear of
falling, fear of the dark and
fear of...snakes! These three
fears, the study showed, are
shared with other primate
infants. It might be possible,
then, that humans are born
afraid of snakes. If that's the
case, what could be more
frightening—and more likely
to engage the imagination—
than a humongous, fire-
breathing, winged snake? In
a sense, dragons may be
coded into our DNA.

Stranger still is the possibil-
ity that the Mesopotamians
were inspired not by snakes but
by living dinosaurs. An apoc-
ryphal book of the Bible, enti-
tled the Book of Bel and the
Dragon, claims that King Cyrus
of Babylon kept a dragon that
the Babylonians worshipped as
a god. Daniel hoped to prove
the dragon to be a fake but
failed, so instead he killed it.
Some modern researchers have
looked at Bel and the Dragon
along with alleged sightings of
creatures like the Loch Ness
Monster and have wondered
if maybe there are more beast-
ies out there than science
knows about.

Okay, maybe it's a little far-
fetched. But just how is it that
the Mesopotamians and the
Chinese both came up with
similar mythological monsters
independently? Not to men-
tion the snakelike nagas of
India or the winged serpent-
god Quetzalcoatl of the Aztecs.

While you ponder that, I'm
going to head out to the
movies. “Pete’s Enraged
Squid” is playing and | don't
want to miss a minute. o

Fric Black is o freelance writer living in Los
Angeles. Some day he hopes to open a
restaurant specializing in Tex-
Mesopolamian cuisine,
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Dracanology, the science of dragons, is a dying specialty—literally. Ifs one
practitioner, Dr. Volodimir Kapusianyk, 98, currently resides in'a‘nursingthomeiin
Moose Jaw, Saskatchewan. ‘

For several years, he has been trying to wrife the definitive draconology text-
book, but ill health has kept him from completing more than the foreword. In the
hope that someone will take up the torch of draconology fromhisfailing hand, Dr.
Kapusianyk has asked us to print this foreword, reasoning that our readers must include
many who are already interesfed in dragons:

InQuestis hoppy 1o/oblige: —Fdward Willen

Dragons: Our Fiery Eriends

By Volodimir Kapusianyk, Ph.D:

Foreword

Relegated to myth by many.cultures, dragons did) in fac, exist—but now, alus,
are exlind), the last having died in captivity in 1911"in‘a smoll traveling zo0 in
Nebraska, where, as a teenager, | sowit. I was a pitiful creature, scrawny, barely 8
feet long, not a wisp of smoke coming from if, ond; greatest indignity.of oll; mistokenly
labeled a “Rare Winged Garter Snake.” But I knew hefter, and'on that fateful day
chose to devote my life fo the study,of these magnificent creatures.

Many critics deride draconology, claiming a/creature like'a'dragon; appar-
ently reptilian yet able fo fly and'breathe fire, is scientifically impossible.

The key, however, is that phrase “apparently repfilian.* Yes, dragons looked rep-
tilian—but they were not. They were, in fact, o phylum unfo themselves, like no
other creatures that ever walked the Earth.

This textbook contains all I1have leamed or theorized obout drogons. Chapter 2,
for example, deals with flight. To fly, alcreature mustigenerafeenoughlliftto counfer-
act the force gravity exerts on its mass, To fiy: really. well, you must maximize lift and
minimize mass. Dragons” hiuge wings generated plenty of lff, and they minimized their
mass in fwo ways.

First, their bones, like birds’, were almast hallow. Second, they were made, not
of the usual mixture of calcium and other minerals, but from long chains of hydro-
carbons:  natural form of very strong, very light plasic which also formed their
incredibly tough scales (Chapter 9),

In fact, their whole hodies were awash in hydrocarbons. They had large infer-
nal blodders filled with methane, a natural byproduct of digestion in humans, and
more so in dragons. Methane i lighter than air, so this bladder, like a giant inter-
nal balloon, reduced mass (and enhanced flight) even more:

Methane is also flammable, and dragons evolved o way fo spew flaming methane
for defensive purposes (Chapter 14). Study of dragon fossils (Chapter 5) reveals that
dragons hod a specialized organ in the roof of their mouth in which @ jagged nugget
of iron, coalesced from irom in the dragon's bloodstream, hung suspended with pieces
of flint, which the drogon ingested as needed. When the dragon exhaled methane, the
iron and flint tumbled around, generating sparks, which ignited the/gos:

Dragons’ peculiar body chemistry also made their blood highly corrosive (Chap-
ter 10). Essentially, they were walking chemical factories, their bloodstreams filled
with toxic wasfe,

Finally, in Chapter 21, we will examine in detail how dragons' growing depen-
dence for food on virgins provided by local villagers made them fat, lazy and easy
prey for glory-hungry knights, who drove them info the long, slow dedine that
ended ot last with the death of that poor, bedraggled specimen in Nebraska.

Draconology is a difficult but rewarding field of study. | hope you enjoy your
journey through it.
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Steve Jackson still plays games
. these days. But he has a lot more
' fun designing them.
Jackson, the 42-year-old pres-
. ident of Steve Jackson Games, is
& probably best known for having
created such unique games as Car
Wars, G.U.R.P.S. and Hluminati.

It’s not all fun and games for
the master—running a business
never is. The seriousness of his
position is not lost on Jackson,
whose demeanor reveals he has
precious little time for anything

Game designer
Steve Jackson
spills the beans
on his early
gaming career,
the state of the
industry today and
how the govern- except keeping his company
ment almost ShUt RIS o g e st gome
company down. But if, by some bizarre notion, you ever

doubt that Jackson’s enjoying himself,

By Andrew Kardon you need look no further than any of his
games. Take the recent lHluminati: New

World Order collectible card game, for
example. If you think it’s fun using
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George Bush, Science Fiction Fans,
Bigfoot and even a Barney look-
alike to gain world domination,
just imagine how much Jackson
enjoyed creating such a game.
A key part of Jackson’s evolu-
tion as a gamer and game
designer took place in college at
Rice University in Houston, where
he played plenty of wargames like
Borodino, Strategy I and Risk on a
regular basis. But his love of
games has always been there. In
fact, he began designing
games—or at least re-designing
them—at a tender age.

InQuest: You must have done a lot of
gaming growing up. What games did
you play as a kid?

Steve Jackson: Random “family games.” Some-
times my family would buy something where the
rules made no sense, and then we'd have to write
a lot of house rules, so the idea of changing game
rules wasn't new to me. | can't recall any specifics,
it was nearly 40 years ago. | just remember we used
to fool with the rules when a game wasn’t fun.

Do you see yourself more as a game
designer or as a successful businessman?

Well, obviously, both. If the business imploded
tomorrow, | could still design games, and I'd still
want to. Or if the feds outlawed games, | could find
other ways to keep busy.

publisher of professional journals for
experimental psychologists.

There are a lot of humor and
sclence fiction elements in
your work. Who are some of
your biggest influences?

Lots of science fiction writers, espe-
cially Robert Heinlein for his philosophy
as well as the idea that the best writing
is the simplest and clearest.

great way to start! | published the mag-
azine for about a year before doing any
games. Then we published the first set
of Cardboard Heroes, which were 25-
millimeter figures printed in color on card-
board. You cut them out and stood them
up. Basically, they were a cheap alterna-
tive to miniatures. We also put out three
minigames all at once: One-Page Bulge,
Raid on Iran and Kung Fu 2100.
One-Page Bulge was a wargame

Cat Juggling art from Illuminati: Assassins

Vital Stats

Birth: December 14,1953, in Tulso, Okla.

Occupation: President and editor-in-chief of Steve Jackson Games
Base of Operations: /luminati Central, Austin, Texas

Favorite Muppet: Beaker
Favorite Mexican Dish: Margarita

Career Highlights: Helped create Car Wars, G.U.R.P.S., Ogre, Toons and lluminagi
Named to the Origins Hall of Fame. Beating the Secret Service in court. Seeing luminati: New World
Order win best card game award af the Origins gaming convention.

¥ou must have had some real interest-
ing jobs in your life.

My first job was as a clerk in a tropical fish store.
The job | spent the longest at, and one that taught
me a lot of useful things, was working as a type-
setter for the Psychonomic Society. It sounds Illu-
minated, but it is actually a perfectly innocent

So how did Steve Jackson
Games get started?

In 1980, | bought The Space Gamer
Magazine from Howard Thompson,
owner of Metagaming. | bought it
because | wanted to be in the game busi-
ness on my own and this seemed like a

about the Battle of the Bulge. The gim-
mick was that the rules were so simple
they fit on one page. This was based on
a challenge that someone—I think it was
Redmond Simonsen, one of the founders
of S.P.I. and thus one of the fathers of
modern wargaming—had published,
wondering if this was possible. Yep, it
was. | did it.

Raid on Iran was a game about the
[1980] hostage rescue mission—what if
it had not been aborted, but had gone
in? One player was the U.S. troops and
the other played the Iranians.

Kung Fu 2100 was a great, silly sci-
ence fantasy game in which a team of
heroic martial artists are trashing the
castle of the evil Clonemaster. K.F. 2100
was designed by Dennis Sustare, while
the other two designs were mine.

Eventually, producing the magazine
seemed like too much work, and | sold
it. I'm sorry | did that. It passed through
several hands and never really settled
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down, and I think it's dead now.
We eventually started another
magazine, Pyramid, and | like to
think it is what Space Gamer would
have been if we had keptit. Space
Gamer was a magazine for science
fiction and fantasy game fans. It
was very intelligently written and
| really miss it.

Building a gaming com-
pany like yours must have
been quite difficult. Were
there a lot of major diffi-
culties along the way?

Lots. Lots of obstacles. | was
lucky. Small-press publishing, next
to starting a restaurant, is the best
way there is to lose money with-
out actually going to Vegas.

You’ve certainly seemed
to heat the odds. But do you
personally consider your-
self a success?

Sure I'm a success. I'm doing
what | want to do, and making a
living at it. But there’s a lot of room
for improvement. I'd like to spend
more time writing and less time managing,
especially the “nit-picking” part of manag-
ing. I'm a perfectionist—and a good nit-
picker—and | think that’s one reason that
I'm successful. But that does not make it my
favorite thing in life.

Oh? So what is your favorite thing
in life?

| don’t have one favorite thing. | think
that’s important. A balance of interests is, in
my humble opinion, very important to being
a happy and well-rounded person. And there

Spontaneous Combustion art from Hluminati: Assassins

must’ve had a ball while working
on them. Do you think the final
products succeeded in getting your
original ideas across?

Hmm. The whole idea behind Car Wars
is “Hey, it would sure be cool to have guns
on your car so you could blow the other
idiots away.” That comes across very well.
[Laughs)

C.U.R.P.S. is a game philosophy rather
than a background—the idea that a role-
playing game system should be configurable
to fit whatever background and level of com-

“The Secret Service shut me down for a little
while [in 1990] because they can’t tell games from
reality. They raided us because they thought one
of my staff was a monster eriminal hacker con-
spirator. It nearly put us out of business... Every-
thing they believed was so wrong that it was
ludierous. With the help of the Electronic Fron-
tier Foundation we sued them for damages. It
took years, but we won...”

are too many neat things in life for anybody
to want to specialize in just one—or just 10,
for that matter.

You’re best known for your inno-
vative games like Car Wars,
G.U.R.P.S. and Illuminati. You
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plexity the game master needs. With 90-
something world books out, | think we've
demonstrated that it can do any background.
But | don't think we have gotten across as
much as I'd like the idea that G.U.R.P.S. is a
tool kit for game masters and can work any-
where along the spectrum from fully realistic

to wildly cinematic.

But as for Muminati,
that's my favorite of all my
designs, because it's the
most original. The back-
ground idea is old. People
have been blithering about
the llluminati for centuries,
and Robert Shea and R.A.
Wilson wrote some great,
silly books about them [the
llluminatus! trilogy] in the
'70s. But the way the game
works is, if | say it myself,
pretty cool.

The original board
game was kind of slow; the
trading-card version speeds
itup some. I'dlovetodoa
computer version and get
all the calculations auto-
mated so you could just
spend all your time figur-
ing out crazy card combi-
nations and backstabbing
the other players. | don’t
have any plans to release it
as a computer game, but
there is some serious inter-
est. | get amateur inquiries every week, but I'd
be open to an approach from a “real” com-
puter game company.

But really, fluminati does its job every time
somebody looks at the cards and says, “Hey,
the Pentagon controls the Cattle Mutilators!
Woooooo!” [For more information on ffiumi-
nati, see “If Today is Tuesday, This Must Be
Area 51" in InQuest #2, especially the “History
of liluminati” sidebar.]

What are some of your favorite
cards in the game?

It varies. At the moment I'm very fond of
RegiStered Trademark for its effect on play—
it drives people crazy. Other new cards |
really like are The Big Prawn and Nevermore.
[All three cards are from the new Assassins
expansion set.]

There must be neat stories hehind
some of the cards.

Aww, there are good stories behind most
of them. There’s a whole document on the
Net assembled after the Limited Edition came
out that tries to figure out and explain all
the references and in-jokes. Our Web site
[at http://www.io.com/S]Games] links ta it.

Some of them are personal, of course.
The Irish Flu is a reference to a convention |
went to a few years ago where almost every-
body came down with the flu. | was sick for
two weeks afterward. | went back there just
as | was finishing Assassins—nobady got sick
this year—and they were joking about the



plague. Somebody said | should put in a
card for it, so | did!

What are some of your fondest
memories while building Steve
Jackson Games?

Oh, maybe some of the weird mail we've
gotten over the years. A lot of it is about /liu-
minati. Some is just crazy. One obviously mad
fellow wrote me several letters, very long ones.
In the best one, within the space of a single
paragraph he told me | was his idol, threat-
ened my life and advised me to worship a
paint-by-number picture of Robin Hood.

‘What do you think of the current
state of the gaming industry?

It's sick right now! Trading card games
brought a lot of life to the hobby but they also
spread a whole lot of money around quickly
and unevenly. Some people reacted well,
some reacted foolishly and some didn't react
at all. Now we're seeing a round of layoffs,
company closings and so on.

Not all of this is due to trading cards, of
course, The current economy is a scary place
for anybody in the creative business. Mar-
vel Comics just let a lot of people go, for
instance. And | don't think you can blame,
say, the closing of Game Designers Work-
shop on trading cards except by saying,
“Well, they should have put out a trading
card game and made some bucks.” Maybe
and maybe not. A lot of money was lost
by would-be trading card publishers too.
But some distributors and retailers specu-
lated unwisely in trading cards, and as a
result they’re now paying their debts more
slowly or ordering less new product, and
that hurts everybody.

You must keep a close eye on
other games, companies and people
in the gaming industry. What are
your opinions on the competition?

Aw, come on. You want me to write a
whole book? And all of the most interesting
opinions are probably actionable anyway.
Okay, some comments: | really regret that
G.D.W. is going out of business. Not only
did they do good games, but the people
there were really nice guys. I'm glad that
Marc Miller—who designed Traveller and
now owns the rights again—will be contin-
uing the game. In fact, he and I are talking
about the possibility of a G.U.R.P.S. Traveller
book or two. Cross your fingers.

What other projects can we look
forward to from you guys?

Well, | would like to do another LN.W.O.
supplement, but | have not made up my mind
for sure. | don’t think the purpose of a card
game is to produce supplements forever just

to make money. When the game is really fin-
ished, you should quit.

After the original llluminati came out, we
did three supplements and there were
requests for more, but I stopped. Then when
the trading card idea came along, | realized
that this gave me something really good and
new to do with the llluminatiidea, so LN.W.O.
was born. But we will not just keep on crank-
ing out supplements forever. We'll do new
things instead.

But we will continue to support /.N.W.O.
We just set up an I.N.W.0. Omni League,
which is basically a set of rules for tourna-
ment and nontournament play where every-
one is working with a limited number of cards.
[Official rules are located at the S.].G. Web
site listed above.] We're making buttons for
people to wear [so they can recognize other
players]. We'll probably do a special card occa-
sionally, that kind of thing.

And we are continuing to translate
I.N.W.0. into other languages. The German
version is out, the Portuguese version will be
out in a few months and I'm about to sign a
deal for Poland.

Blinded by Science art from "uminan‘: Assassins

| expect to get In Nomine [the long-
delayed roleplaying game in a modern-day
setting in which angels and demons try to
save or damn souls] out in 1996, Work on it
is finally coming along again. | don't have a
specific month yet, though.

I am working on a card game—not a
deck-building game, but a trading card
game—that | think will be very big. It has
beautiful art, a good theme, is very collectible
and has potential for a new issue each year.
But until Toy Fair, | can’t breathe its name.

| want to do good new miniatures for
Ogre and Car Wars this year, but we are still
talking to different manufacturers. Again, cross
your fingers.

And of course we will continue to sup-
port G.U.R.P.S.

What’s your favorite non-S.J.G.
game?
I don't have a single favorite. | enjoy

Diplomacy for backstabbing. | love Paranoia
or Warhammer 40,000 to read for well-
worked-out backgrounds. Not to play, no
way, but | love the writing. Strategy I—an
out-of-print wargame by S.P.l.—or Axis &
Allies are great for a good old all-night
wargame. And more recently, Great Dalmuti
[a Richard Garfield game published by Wiz-
ards of the Coast] is a real hoot just for beer-
and-pretzels fun.

How about your favorite game of
your own?

Mluminati, as | said, because it's the most
original thing I've done. But | still enjoy
playing Ogre a lot, especially with minia-
tures. It was originally a wargame, but later
we published a version for use with minia-
tures, and we licensed a line of miniatures—
now unavailable, but they will be back. The
basic Ogre game is about a single giant
robot tank on one side and a whole bunch
of more or less ordinary tanks and infantry
on the other side. The Ogre is the giant
tank trying to smash the human command
post, while the humans try to defend their
command post. They have to try to
destroy the Ogre by shooting off its guns
and treads, one by one, while the Ogre
eats them like popcorn. It's fun because
it's simple and very bloody.

P’m sure you’re sick of this story,
but can you tell me about the
time the government actually
shut you down?

The Secret Service shut me down for
a little while [in 1990] because they can’t
tell games from reality. They raided us
because they thought one of my staff
was a monster criminal hacker conspira-
tor. It nearly put us out of business. The
Secret Service was careless with their facts,
careless with the raid and broke several laws.

When they saw our G.U.R.P.S. Cyberpunk
manuscript, they thought they had found
a guide to real-life high-tech hacking! Every-
thing they believed was so wrong that it was
ludicrous. With the help of the Electronic
Frontier Foundation we sued them for dam-
ages. It took years, but we won [in 1993].
The Secret Service had to pay us—not nearly
as much as we should have gotten, but win-
ning was the important thing.

And finally, what do yvou like todo
in your spare time?

What's that? [Laughs] Seriously, | read,
work in my garden and...well, maybe | even

play a game or two. o

Andrew Kardon, copy editor of InQuest's sister publication, Wizard:
The Guide to Comics, was almest shut down by the Secret Service

once for selling bootleg tapes of “Whot's Happening!!”
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You've come to Al Amarja, the obscure Mediterranean island
of weirdness and confusion, destination of the eccentric, the
secretive and the power-hungry from all over the world.

What's going on here?

Al Amarja is a little-known island nation located off the
coast of Italy. The most powerful public figure in the coun-
try is Monigue D’Aubainne, who holds many of the strings
behind the island’s puppet democracy. But D’Aubainne and
her family seldom act unless they feel their wealth or security
is threatened. With so much up for grabs, various groups
struggle against each other, scrabbling for the remaining
crumbs of power. Who really controls Al Amarja, then?

That, of course, remains for players of On the Edge to
decide. Over the course of a game, you'll field your conspir-
acy and tear down your opponents’ using the powers and
devices of fringe science and the paranormal at your disposal.
After careful planning and manipulation, you'll score the influ-
ence needed to win the game.

Playing Strategies . s

1. Cover the Bases

The three major things your deck will need to do are
attack, defend and score influence. You'll have a hard time win-
ning if you can’t cover these bases. For attacking, you'll want
high-attack power (AP) characters with special abilities like Sur-
prise and Bypass, such as Fabrissa Melors and Guglielmo
Vigneto. When defending, however, you'll want characters
who can stand up to the big guns. These “blockers” should
be immune to Surprise or Bypass and have high defense
power (DP). A common big blocker is Barber Hammock. While
attackers need to be poised for action and thus belong in the
first rank or their own file, blockers generally sit in the front
and middle ranks and live to prevent attacks on the “pullers”
behind them. Pullers are the essential characters who gener-
ate influence and win you the game.
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2. Have a Files Strategy

Three ranks, front to back, allow two options for protect-
ing your pullers. You can put one big blocker in the first rank,
- N with one or two cheap pullers

A T T3 S
Kergillian, Cloak

Surprise. Immune:
Surprise

Her penchant for rust in
her soup may give lier
away to the informed

B0 Fabrissa Melors

Guglielmo Vigneto

Human, Quisling, Cloak

May Bypass one active
Character

He thinks ke's working for
an international fascist
conspiracy.

Characters with Surprise
and Bypass are your bhest
attackers.

behind. The blocker’s DP
should be boosted by gear
and conditions so he can sur-
vive tum after turn while your
pullers keep generating influ-
ence. You can also put two
cheap blockers in the first two
ranks, with only one puller
behind them. These blockers
may be short-lived, but are
easy to replace. Boosting
these “speed bumps” With
whammies helps keep them
around an extra turn or two.
This strategy allows you to
focus on more expensive
pullers, such as those able to
generate two or more influ-
ence per turn. Whichever
option you choose, ma?ke
sure your deck composition
reflects your strategy-

3. Provide
Complementary Support
Once you have your
character mix straight, you'll
need to flesh out the rest of
your deck. Compare your
resources with the characters
you've chosen and try to get
as much bonus pull as pos-
sible, by matching OPPen-
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helrner Contacts Wlthr Fringe Traits, for exam-
ple. Include extra resouUrces appropriate to your
costly characters. Then match your gear and
conditionsita. the-Honus pull you've already
chosen. Pick whammies and environmentals
that help your traits, and so on.

4. Take Bare with Namﬁi'ﬁérds
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card traits or types. Good examples are the
whammies Exorcism, which pops any Nekros
card, and Status Quo, which pops any envi-
ronmental. These “hoser” cards are useful only
if your opponent plays with the right cards.

~ Popped. You should have a good reason to
use such modifying cards, like gaining extra
pull, a special ability or a big power boost. You
should always have an exceptional combina-
tion in mind before you stack two or more
cards on any one target.

8. Play Gear and Conditions on Your
Opponent’s Characters

One point that beginners often miss is that
gear and conditions can be played on any legal
target, including targets in their opponents’
conspiracies. Don’t limit yourself to Terrors; if
playing a Duro-Trench on your opponent’s

Similarly, bullet-cost cards become trouble-
some when you’re missing a character or

character allows you to control it, why not?
Conversely, you should always consider the

resource with a matching trait. Even though
these cards can have powerful effects, you
should limit the number of them in your deck.
Try focusing on cards that are always useful,
like Blackmail and Fury.

5. Have an Opening Strategy

Get an idea for how you’ll play the first
turns of the game. Will you make a move early
or hold back until an opponent commits? If
someone else starts their conspiracy first, how
will you respond? Will you build whole files all
at once or a piece at a time? By envisioning
your opening strategy, you can judge how \
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implication of playing “bad” cards on your
own targets. For example, using Rampage to
make multiple attacks can be very beneficial.

9. Have an Endgame Strategy

The game ends when you start your turn
with enough influence to win. The one or two
turns before that are bound to prove rather
sticky. Any special tricks or combos you can
use to nudge yourself over the top should be
gt saved for this part of the game. Maybe you've
kept Robert Richardson in your hand to play
him on your last turn, attack him yourself and
~/ score the one extra influence you'll need. There

your deck holds up. Ask yourself, Am | getting
what it’ll take to put my plans in motion? If
50, you're in good shape.

6. Pace Yourself

For your opening and middle-game strategy, be sure to
conserve enough cards to keep yourself alive. Many games are
lost because players make a bold stab at victory, only to be
knocked back at the last minute. By keeping some cards in your
hand, you give yourself the second wind needed to outlast your
opponent. Most games aren’t won by powerful combos of
sheer force, but by patient, conservative play.

7. Stack Cards for Good Effect

When you call a gear or condition on to a character or
resource, you do more than just modify the card’s rules or
statistics. You use up a card which could have been another
character or resource on its own. In addition, you've increased
the total number of cards at risk if the underlying card is

Your opponent too close
to the finish line?
Whammy him!

are plenty of maneuvers like this that provide
a few points of “risk-free” influence for at least
a turn, which is all you need to make the dif-
ference in the final crunch.

10. Have a Spoiling Strategy

Maybe your opponent will make it to the finish line before
you. What do you do? He'll probably still have pullers out, so
cards that will help you get through his lines and throw him
under the winning score are needed. You'll want to conserve
cards that allow multiple attacks and special “behind the
scenes” attacks, like Fury and Cloak Hit. Also, talk it over with
your other opponents and try to figure out how you can
cooperate to keep from losing the game. In other words,
conspire! If it'll help to give card support to your would-be
friends, support away—the only way you can win is to keep
the game going. All the while, you should be scheming how
to make your own stab for victory after the current threat is
done. Preserve enough material to take the game yourself.
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The first task in deck building is to separate your cards by type:
resource, character, whammy,
gear, condition, environmen-
tal. and secret. Keep in mind
that the only two card types
you really need are resources
and characters. Take stock of
what you have available, pay-
ing special attention to the
traits on the cards. Although
it's not necessary for all the
cards in a deck to share one or
two different traits, it's a good
idea to concentrate on a few
traits. Once you‘ve picked
some traits you like, you're \_
ready to begin.

Choose characters. Again,
you'll want to divide them
into three broad categories:
hitters, blockers and pullers.
About 20 percent of the total
deck should come from each
of these three categories.
Although the labels aren’t
absolutely defined, you can
think of any character with
an AP of four or more as a hit-
ter. Characters with DPs of
four or more can become
blockers, ready to protect
your other characters. Any
character with positive pull
has to be treated as a puller.

You'll want to search out
characters with special abili-
ties to cover more bases with
less cards. The majority of
characters you choose should
have one of the main traits
you've already designated for
the deck. It’s no problem if
you include a few “outsiders”
you think will be useful or will
cover a weakness of your
other characters. Try to keep
the cost of any other charac-
ters down, however,

Once you’ve picked at
least 24 characters to work
with, you have 60 percent of
your 40-card deck. The next
20 percent will be resources.
Since you‘ve already chosen
two or three traits, you need

-
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Friends in Flowers B

Human, Aries

e intends to die
n battle against a
worthy opponent
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Human, Control, Aries

Crank any time Lo turn the
top card of any deck face-up.
He wishex Hama Kmidson
wwpuld use mavs rigorows astro
loghcal methods when making
wmperiant decsions

VISR my Aryas Gapen

From street performers fo
astrologers to Aries cham-
pions, the Aries, Artists,
Entrepreneuvrs and Glori-
ous Lords deck is straight-
foward, quick and nasty. | & B
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only look for resources matching those traits. The Artist trait
has Contacts in the Art Scene, the Glorious Lord trait has
Friends in Great Men Barrio, and so on. The only caution
you'll need to take is against resources that lack generic pull,
such as the Human resource Friends in Broken Wings Barrio.
Too many of these restrictive resources can stymie your abil-
ity to call cards that don’t match up.

Now you can fill the remaining 20 percent of your deck. If
you've included a large number of characters with costs higher
than three or four, you'll want to include a few more resources
specific to those characters traits. You might also include a secret
that matches a well-represented trait in your deck. Otherwise, it's
time to fill things out with the whammies, gear and conditions.

Keeping an eye on your central themes, choose cards that
will work well with your characters. If you see a bullet next to
the cost of any card, make sure a minimum of 10 to 20 per-
cent of characters and resources in your deck have a trait that
matches the bulleted card. If not, set the bullet-cost card
aside. Exercise the same caution with environmentals, since
they tend to be useful only in very restricted situations.

Remember that these guidelines will help you make your first
few balanced, beginning decks. After you've used them a few
times, experiment to see what other kinds of decks you can makel

The Aries, Artists,

Entrepreneurs and Glorious
Lords Deck

The Resources

2 Contacts in the Art Scene
2 Friends in Flowers Barrio 1 Rigor Kwasek

2 Friends in Golden Barrio 1 Saxolf Hermann
2 Friends in Great Men Barrio 1 Slag

The Hitters The Pullers

1 Bellow 1 Aurora Bolt

1 Bjorn Nkwera 1 Bitter & Herb

1 Break-Bones 1 Frank Germaine
1 Leif Hardarson 1 Giovanni Mancini
1 Lope 1 Hans Knudson

1 Olimpia Urgeghe
1 Raw Steamer

1 Nickles 1 James R. Cartwright
1 Peer Solgerkvist 1 Malak Suzier

] Sﬁike 1 Mihaly Cieznick

1 Thor Runestone 1 Vibe Valiant

The Blockers

1 Abbas Nadjafi

1 Burford J. Slystick
1 Frogbreath

1 Kalev Maran

1 Lou Farazzi

Supporting Cards
) i et
1 Bloodlust

2 Inspirafions

1 Seklut Poison

2 Underworld Contacis

The main cards for this deck are all common or uncom-
mon. If you can't find any Underworld Contacts from the
Shadows expansion, either add Aries Ambushes or Bloodlusts
or just reduce the deck size to 47 cards.

The strategy for the deck s fairly straightforward: Wait
until you've played enough resources to call both blockers
and pullers at once. The cards were chosen by traits to match
the resources, so be sure to use the bonus pull many of the
characters provide to call as many cards as you can simulta-



neously. Build whole files at once, placing one or two pullers
behind your blockers:

Once your characters arein play, the “speed bump” strat-
egy is in order—put cheap blockers out and replace them
every turn after they’re popped. Put your hitters in separate
files—they'll be able to attack without exposing a puller, and
can be turned into blockers on future turns.

If you get Inspiration or Underworld Contacts, either boost
a puller to two pull and protect him with multiple blockers or
take an Artist or Entrepreneur with no pull, like Burford |. Sly-
stick, and turn him into a puller. Try to pop your opponent’s
hitters first because you'll probably have limited chances to wipe
big guns off the board. If you're facing a break-away victory,
however, spend everything to stop it.

This deck demands that you take charge of your own des-
tiny. Keeping track and comparingthe relative influence scores
will be the key to determining your current strategy.

The Unholy Alhance Deck

sjral Eggs
I'Flooding Nile
' Harem Conspiracy
3 Kamikazes
2 Negative Energi
=I' Pocket Panic

2 Smear Campg
1 Spaulding Mg
1 Sub-Random
2 Total Taxis |

1 Anuslusm Crowley
2 Basts
1 Gnaoul

"The Arcana expansion introduces entirely new possibili-
ties for Astral, Psychic and other mystical conspiracies. This
deck is based on the traits Astral, Nekros and Mutant.

When playing Unholy Alliance, you'll want your oppo-
nents to make the first moves for several reasons. First of all,
many of your cards are expensive. Lying dormant for a while
allows you to accumulate enough resources to bring your
characters out in groups. Secondly, your main offensive strat-
eqy involves Tanja Djilas and Kamikaze, which will most likely
pop every character in play. You don‘t want to eliminate
your own characters, and leaving them in your hand solves
this problem. Thirdly, you want your opponents to have as
many of their cards in play as possible when you drop Tanja
and Kamikaze. You will not only wipe out whatever con-
spiracies they have managed to construct but will also leave
them with a small number of cards to stop the second phase
of your plan.

As soon as possible after your Kamikaze attack——prefer-
ably that very turn—begin bringing out your other char-

acters. You should employ a two-file strategy. More than
two files will stretch you too thin and fewer than two will
be too slow. Use the cards in your hand to protect your
two files and to fill in any

holes that your opponents

create. Since you accu-

mulated cards at the

beginning of the game,

you should have plenty in

your hand to do this.

You must focus your
card-playing on keeping
your pullers alive. You must
sprint for the finish line,
because at this point your
opponents will probably
gang up on you due to the
holocaust you have just vis-
ited on them. You
shouldn’t waste your
actions attacking other con-
spiracies. If you need to
neutralize specific oppos-
ing characters, use your
Smear Campaign, Spauld-
ing Manuscript, Harem
Conspiracy, Flooding Nile,
Michiko Ishii or Harmattan.

There are a few Astral
hosers that can hurt your
deck. Watch out for Evan
MacDonald, Yuzhou Chen,
Bad Vibes, Media Skepti-
cism, The Cabal’s Story
and The Theory Behind
Astral Powers. You will
want to target these for
immediate destruction.

In summary, commit to
the game late by wiping
out as much as possible in
one fell swoop. After that,
sprint toward the goal
while playing a defensive
game. Good luck! o

Psychic Mutant

Barber Hammock

Human, DBI, Control,
Government, Cloak

When Macheka o JZ:J chewme a

._-skuu-l'b:\k Human
Michabor nir\it\‘ﬂ <ranked

Cut-Up, Sub-Random
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As customer service and Infernet Lo ernest
representative for Atlas Games,
Paul “Slystick” Nurnberger has
devoted his life fo enlightening the
world about On the Edge and to

playing Marathon, not necessarify

Resource

in that order. Jeff Tidball is the
public and media relations guy at
Atlas. He denies that his mind is
dominated by his Omni League
deck because he knows that his
deck would not have it.
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¥ Astral Wisdom
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Try out Astral and
Psychic conspiracies
with the Unholy
Alliance deck.
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A+LAS GAIMMES PRESEN+S:

ARCANA

The world of On the Edge is a strange one indeed, what with
Vengeful Yaxis and the ocecasional Stairway to Nowhere. But to }
0n the Edge’s dedicated followers, strange is good, and this
award-winning game is easily the hest around.
On the £dge may he a challenge to figure out, but with
each expansion, new pieces of the puzzle are revealed.
And if you're savvy enough to follow your way through
the newest expansion, Rrcana, you just might walk away
with some incredibly arcane Rrcana drizes.
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No purchase necessary. Coatest is open
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0 a s you like. Mal each entry seporately to: Arcana InQuest Contest, ¢/o Wizard Press, P.0.
Box 118, Congers, NY 10920-0118. No mechanical reproductions of completed Forms will

o v be wccepted but you con photocopy the entry form before filling it out if you don't want
Just answer a few simple On the Edge questions. If you don't know I T it 2

; returned. All taxes (federal, state and locol, if eny) will be the responsibility of the prize
the answers right away, check out Arcana. All the answers to these ques- SR

~the nome of contest winners end are not transferable. Offer void where prohibited, regu-
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e , i 4 I weﬂmwﬂm is that the Republicans are in power there. Eerie. All entries
1. What political figure is caricatured on the card Gherwalbus (card A59)? o Voo st et

3 g e A ble for Jost) loiu mkduemd of mutilated entries. Odds of winning will be determined by
2. What trait of Dr. Jamaranathy Panil (card A111) can be ordered with fries? R B O N, o oo e, i e
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1|81 Gdout, put itan envelope and send it to
Al'(: ane rc na, Contest,
Prizes

Grﬂnd Prize (One winner): One reader
will receive an uncut sheet of Arcana common cards, a complete
set of qll Arcana cards (including chase cards), a booster box
of Arcana autographed by designer. John Nephew, an Arcana
Tshirt and a Surviving On the Edge book autographed by edi-

tor Peter Hentges.
. L
Second Prize (Three winners): Three read- Dl

ers will each receive a booster box of Arcana autographed by
designer John Nephew and an Arcana T-shirt.

Third Prize (five vinners): Five readers will each
receive a Surviving On the Edge book autographed by editor

Peter Hentges.

Got ‘em? Good. Randomly selected correct entries could win these. . .
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For the first issue of InQuest, we put
eight collectible card games to the ulti-
mate test to find out which one was the
best. After a heated battle, Magic came
out on top.

With the sudden flood of
new card games, we realized it
was time to see if Magic still had
what it takes to be the champ. It
was time for Ultimate Chaos II!
For the second clash of the col-
lectible titans, the “rules” were pretty
much the same. A player could only
win by the rules of the card game he
was playing. Since each player was
playing a different game, the rules
for Ultimate Chaos would change
each turn. If it were Magic's turn,
all rulings would be according to
the Magic rule book, and he would
win if his opponents were all
brought to zero life, or somehow
incapacitated. But there was one big
rules twist: Players could now use cards
from any game, as long as most of the
cards they were using were from their
main game.

For this battle, we chose Highlander,
OverPower, Rage, Redemption, Shadow-
fist, SimGity and Wyvern to compete
against the title holder, Magic.

As the defending champion, Magic

&one agreed he was getting three
skulls/from his Dark Ritual.

Black Gu%dsman from Kult. Magic pointed
_out that it was a being with a combat
value of five—essentially a 5/5 creature.

“You can't do that!” three people
nouted at once.

“Says who?” Magic shot back. After
all, two little skulls were required to bring
the Guardsman into play, and there were
three skulllsymbols on the Dark Ritual. It
‘ looked like Magic was going to be off to
i W the races again, despite taking a point of

O, damage from the leftover skull.
SimCityjust played a Farmhouse and
ended his turn.

The next player was Rage. With all
T five of his werewolves already in play,
: per the rules of the game, Rage opted to
attack Magic immediately, sending Old
Storm-Chaser to do a number on the

Guardsman.
Rage used an Entrail Rend to inflict

eight points of damage on the beast, but
Magic countered by arguing that demons
don’t have entrails. After a lot of debat-
ing, arguing, insulting and threats of
physical violence, Magic finally relented.
Wounded but not killed, Old Storm-
Chaser retreated to his pack and the Black

" Guardsman bit the dust.

Things were starting to even out, but
that wasn’t good enough for Redemp-
tion. After laying down a bunch of Lost
Soul cards, Redemption looked at Rage
and said, “Your puppies are mine!”

Redemption then played a Demonic
Tutor to search through his library. Every-
one wondered if a biblical card game
could do that, but he told us the game
had good and evil cards. No one else
knew how to play Redemption, so we took
his word for it.

Once he found the card he was look-
ing for, Redemption got a diabolical
expression on his face. After reciting some
verse from 1 John 2:69 or something, he
played a Wrath of God.

It didn’t seem like that big a deal this
early in the game, but Redemption tried
to explain that he had “rescued” five
souls by killing off all of Rage's were-
wolves. And therefore, since he had ful-
filled the victory conditions of his game,
he was the winner.

Had Ultimate Chaos come down to
this? Not if Rage could help it.

“You know, technically, none of my
werewolves are in play until someone
starts an attack.” Redemption disagreed,
but no one came to his defense. He had
to give in.

“But it still kills off your Llanowar
Elves!” he said to Magic with twisted,
vengeful, demonic sneer.

“And doesn’t that kill off all of your
Lost Souls too?” Magic snapped back.
Redemption was at a loss—literally. With
no characters or Lost Souls or whatever
it is Redemption needs to win the game,
there wasn’t much he could do. By an
almost unanimous vote, Redemption was
booted from the game. So much for
organized religion.

With one player already eliminated,
Wyvern was quick to launch another
offensive. Intent on proving that drag-
ons were cooler than comic book char-
acters, Wyvern paid Tiamat three gold to
go after OverPower’s Spider-Man. Spidey
tried to dodge the attack with a Weh
Shield, but Wyvern countered with a
Magnetic Field, which prevents an action
card from being played. Wyvern then
followed up with a Fire Bolt, putting a




hit on Spidey.

The turn passed to Shadowfist, who man-
aged to get a not-too-powerful Eunuch
Underling into play. Despite an impassioned
plea on his part, we decided not to let the
Eunuch attack Magic’s Forest. Instead, Shad-
owfist settled for doing two points of damage
to SimCity’s Dairy Farm.

Highlander spent his turn beefing up
Connor MclLeod with enchantments and
equipment from everyone else’s games. By
the time he was done, Highlander had piled
on an Unholy Strength, a Fang Dagger and
an Ablative Coat from Wizards of the Coast’s
RoboRally. Rage protested.

“Hey, wait a second, that’s not a crea-
ture enchantment!”

“You wanna make something of it?”
Highlander responded, moving his char-
acter threateningly toward Rage’s pack of
werewaolves.

“Bring ‘em on!” cried Rage. Everyone
else just shook their heads. Moments later,
Highlander had gutted three of Rage's were-
wolves, including Old Storm-Chaser. All
the damage the werewolves inflicted was
sucked up by the Ablative Coat and McLeod
came out of the fight clean as a whistle.

Not quite ready to deal with Wyvern's
dragons or Highlander's fighting machine,
OverPower sent Hulk and Thing to pound on
Shadowfist's defenseless Eunuch. But Shad-
owfist countered by playing a Beer Bribes
card from Guardians in hopes of preventing
the attack. OverPower argued that the card
didn't affect his heroes because they didn’t
have little beer mug symbols on them, but
Shadowfist was convinced that this small detail
didn’t matter.

Everybody at the table started arguing
whether Thing and Hulk could be bought off
by beer. In the end, pretty much everyone
agreed that Thing might take some time out
for a frosty one but it wasn’t Miller time for
Hulk until he finished pounding something,
The final result was a well-mangled Eunuch
and two happy superheroes.

During the next few turns, the gamers
concentrated more on building up their
own forces. In fact, Highlander amassed a
small arsenal.

Although he still only had one charac-
ter, he had piled on Firebreathing, Cloak of
Invisibility and an R.P.G. Launcher. It looked
like Shadowfist was going to be Highlander's
next victim—but the master of cheesy mar-
tial arts was ready. As Connor Mcleod
stormed after Sung Chen, Shadowfist
slammed down a Flying Guillotine. High-
Jander was stunned!

mphat does that do?” he said in a panic.

“No head, no character,” OverPower
sniggered. “You're gone, kilt boy!”

“Wha...what's that supposed to mean?”
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Highlander protested.

Magic jumped to OverPower's defense. “It
means there can be only one—and it ain’t
you! So long, scotty!”

Now two players were gone and things
were heating up. While everyone else had
been busy trying to take care of Highlander,
Shadowfist had slowly accumulated five feng
shuisites. By the rules of Shadowfist, he only
needed one more to win the game!

Magic wasn't ready to give in so fast,
however. When his turn rolled around, he
showed us that he had been prepared all
along. With a sinister look, Magic played an
lllusionary Terrain to change all swamps to
feng shui sites.

Shadowfist laughed. “You’ve only got
five feng shui sites, and you need six to knock
me out.” Magic was crest-fallen. Despite his
best efforts, it looked like Shadowfist was
going to win.

But wait—Magic wasn’t done yet. He
tapped the rest of his lands and played a
Conquer—on one of Shadowfist's feng shui
sites! Now Magic had six—enough to win
the game. Magic rules were in effect, so he
couldn’t win, but when it came to Shadow-
fist’s turn... ;

By Shadowfist rules, Magic had enough
sites to knock him out, so like every bad guy
in a James Bond flick, Shadowfist was toast.
Play passed back to SimCity.

For the first time in the game, SimCity
actually had something to get excited
about. He eagerly played a Mayor next to
his Council Member, telling us that now
he could play a Nuclear Power Plant.

“I don’t think so!” barked Rage. He
played an Assassination Plot from Blood Wars,
sending both of SimCity’s politicians to the
discard pile. It was back to square one for the

The Combatants: [Back]: OverPower, Magic: The Gathering, Highlander, SimCity, Wyvern.

[Front]: Rage, Shadowfist, Redemption.

lowly SimCity.

Meanwhile, despite the fact that he
couldn’t pronounce their names, Wyvern
used Mokelembembe and Cynoprosopi to
continue his assault on the Marvel super-
heroes. But this time Hulk’s Thrown City Bus
and Thing's Clobberin’ Time proved to be
more than the dragons could handle.

Grumbling, Wyvern played a Hero card
to let his dragon attack again and turned
his attention to SimCity. He tried to torch
Central Park, but the Fire Department came
to the rescue.

The next bid for victory came from Over-
Power. As his turn came around, he looked
at his hand and a grin spread across his face.

“I'm sending Wolverine after your Roar-
of-Storms character,” he told Rage. “And
I'm wagering all of my missions!”

Everyone looked at Rage. By the venture
rules of OverPower, if Rage took the chal-
lenge and lost, OverPower would win the
game. If he didn’t take the bet, he'd be down
to one werewolf. Was OverPower bluffing,
or did he really have enough to win? There
was one way to find out...

Before Rage could respond, Magic played
an Aura Sight from Vampire: The Eternal Strug-
gle, which lets everyone look at one player's
hand. Rage grabbed OverPower's hand and
spread it on the table. A Revoltin’ Develop-
ment, a Spider Sense and a Manhole
Cover—good cards, but not good enough.
He was bluffing!

“l accept the challenge,” Rage growled
with a feral grin. A few seconds later, Wolver-
ine had been mauled by werewolves, Over-
Power had lost his hefty wager and the House
of Ideas quietly retired from the game.

Through all this, SimCity had just sat
quietly at his end of the table, slowly build-
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ing up a nice little metropolis. As he care-
fully placed the Kennedy Space Center
along the Rhine River, he looked up from
his cards maniacally.

“Now you're in for some big trouble,”
he said to Wyvern.

“Oh, what are you going to do? Water
my dragons with your firehose?”

SimCity simply pointed to his new space
center, then gleefully launched the starship
Enterprise. Before Wyvern could do anything,
SimCity set the Enterprise’s phasers on full
and blasted the dragons out of the sky.
With a cheerful smile, he turned Wyvern
and said, “Your turn.”

Still sulking about his toasted dragons,
Wyvern drew two cards and peeked at his
two remaining face-down cards. He kept
looking from one card to the other to his
gold stash, which was down to one. It
looked like he was out of cash!

Having no other option, Wyvern sent
his weakling scout Grendel after one of
Magic's mountains. By the rules of Wyvern,
the scout dragon would destroy the land
and get one gold—but Magic was pre-
pared. As Grendel came over, Magic
whipped out a Vertigo, doing two points
of damage to the inferior dragon and
bringing it to the ground. Grendel was
toast and Wyvern didn‘t have the means to
bring out any other dragons. Thanks to a
seldom-used Ice Age uncommon, the col-
lectible card game of dragons had gone
the way of the dinosaurs.

The last three players, Magic, Rage and
SimCity, spent the next few turns re-stock-
ing their forces.

Then SimCity tipped
the balance: he built
a Nuclear Power

e QUIT SAYING
THAT. YOU'RE BEGINNING
TO FREAK ME OUT... AND
| THINK | SWALLOWED

MY NAME IS INIGO
MONTOYA. YOU TAPPED
MY MANA. PREPARE

Plant. That drove Rage’s nature-loving were-
wolves crazy. Rage unleashed an all-out
attack on the Power Plant. SimCity slyly
prepared to fend off the initial onslaught
with his Police Department and his Jesuit
Missionary. Then, with a bang, he slapped
down a card.

“You don’t know how long I've been
wanting to play this,” he grinned.

It was a Neutron Bomb from Shadow-
fist—and Rage’s pups, 5 2
still in the middle of an
attack, were in play! Sim-
City's face shone with an
eerie light as Rage swept
his werewolves’ corpses |
from the intact streets of
SimCity’s quiet, glow-in-
the-dark metropolis.

And so it was down
to two games, both at
the peak of their respec-
tive fields. Unfortunately
for SimCity, this maga-
zine is about collectible
card games, not com-
puter games.

“Okay, let's see,” Magic said, crack-
ing his knuckles.

He started off by playing an Atog.
He then used Sticky Paws from Rage to
steal SimCity’s Enterprise. Things were
looking pretty bad for the nearly defense-
less SimCity—and they were about to
get worse.

After playing a Time Walk to get
another turn and reset his mana, Magic

sacrificed his Zuran Orb, Sol Ring

and the Enterprise to a
very hungry Atog.
Magic then sent his
pumped-up beast
to wreak havoc on
SimCity's Chil-
dren’s Museum.
Magic’s next
move was to play
one of SimCity's
own cards, the
Discount Game
Warehouse, which
lets the caster
name a card

and look for it in any player’s library. Magic
chose the OverPower card Web-Headed
Wizard and started flipping through Over-
Power’s library.

Sure enough, the exclusive OverPower
card was there, and Magic used it to
retrieve the Time Walk from his grave-
yard. Next, he used five mana to play a
Ring of Ma'ruf, and then cast Time Walk
to take yet another turn.

M NeutronBomb

SimCity sat back as Magic used his Ring
of Ma’ruf to draw a card from outside the
game. Magic darted out of the room and
went to the /nQuest archives to find the
one card that could give him victory. The
fallen competitors and spectators tapped
their temples and wondered. All SimCity
had was roads and buildings. What card
could destroy them?

Seconds later, Magic raced back into
the room with a single Magic card in hand.
He tapped his last four mana and played
Armageddon.

“Wait—all of my cards are lands!” Sim-
City cried. But there was nothing he could
do, and when the smoke cleared, SimCity
had nothing on the table. Shaking his head
in disbelief, the computer-converted card
game resigned.

Victory was Magic's once again!
Singing Queen’s “We are the Champions,”
Magic jumped out of his chair and thrust
his fists in the air. After sweeping SimCity’s
cards off the table, he dropped to the floor
and did some crazy break-dance version of
“Achey-Breaky Heart.”

Magic had retained its title as the cham-
pion of collectible card games. But 1996 is
bringing another new crop of games. Will
one of them knock Magic off of its pedestal?

Only Ultimate Chaos Il will tell for sure!

¥

Jeff Hannes, when not mercilessly hunting down and kifling
unfortunate sailors who wash up onhis secre! island head-
quarters, is o regular confributor fo InQuest.
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In the middle of the Magic: The Gathering rule book lurks a section called “Creature Special Abilities.”

Among those are three abilities that, together, have generated more aggravation and misun-
derstandings than any single card, even the notorious Ice Cauldron, could ever do. They're called
banding, trample and rampage.

Due to the sheer number of questions about them, InQuest has nicknamed these abilities “the
three bastard sisters.” Even the cream-of-the-crop players who qualified for the Magic World
Championships didn’t always understand how these abilities worked in some cases! But read
through these few pages and you'll learn not only how the abilities really work but also how you
can use them to trash your opponents or keep other players from trashing you.

We'll begin with banding, the subtlest of the three sisters. We could almost have titled
this “four sisters,” since the banding sister has a Jekyll-and-Hyde split personal-

ity. She’s quite different depending on whether she’s
defending or attacking.
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Banding on Defense

Repeat after me: “There is no such thing
as banding to block.”

“Huh? But the rule book says...”

Again: there is no such thing as banding
to block. Almost all of the questions about
defensive banding can be answered by
applying that simple phrase. Can | band my
Mesa Pegasus with my White Knight to block
that incoming Nightmare? No, because
there’s no such thing as banding to block.
Can | band my Benalish Hero with a wall to
block the Elven Riders? No, because there’s
no such thing as banding to block.

When it's time to assign blockers, you
can ignore the banding ability completely.
Creatures always block as individuals. Any
number of creatures can gang-block a sin-
gle attacking creature, but each one has
to do so on its own. A nonflying creature
can’t block a flyer, a wall can’t block a Jug-
gernaut and so on. It makes no difference
whether some, all or none of the defend-
ers have banding.

Then why are we even talking about
defensive banding? Because banding is very
useful for blockers, even though it’s not used
during blocking per se.

After you've finished blocking and'both
players have used all the fast effects they
want comes the step in the attack called
“assign damage.” If two or more creatures
have ganged up to block one attacker, then
normally the attacking player assigns the
attacking creature’s damage. He can put it
all on one creature or a little on each—what-

ever causes you the most grief.

But if one of the blockers has banding
when you get to this step, everything
changes. Any combat damage done by a
creature with a bander blocking it gets
assigned by the defending player! (If the
creature has some other way of dealing
damage, such as Farrel’s Mantle’s special
ability, banding won’t help—it only affects
regular combat damage.) All of the damage
still has to be split among the blocking crea-
tures, but since you're the one doing the
splitting, you can arrange it to your bene-
fit. If you've got tough-enough creatures,
you can give each one a little damage so
they all survive. Or, if they’re not that tough,

the Wall, which is tough enough to survive
it, and still kill off the Angel.

Banding doesn’t let creatures “share”
their abilities, but a blocking gang can often
benefit if just one member has an ability
that affects damage. For example, replace
the Wall of Air in the group above with a
0/1 regenerating Yavimaya Gnats. The Gnats
won'’t do any damage, but you can assign
all the Angel’s damage to them and then
regenerate them.

This combination of banding and
regeneration is incredibly powerful: it lets
a bunch of small blockers easily kill off
attacking creatures without taking any
losses. Similarly, if you have one blocker

"Bahdihg and I‘egeneraﬂah iS (ncr‘ed(b\g PoysePful:

(1 le1S a bunch of Small blocksns 23

i‘a kill off

atfacking cheatunes without faking any losses.”

you can pile all the damage onto the wimp-
iest creature.

To see how useful this can be, pretend
you're being attacked by a 4/4 Serra Angel
and you have nothing but a flock of 1/1 Scryb
Sprites to block with. If you want to kill the
Angel, you need to block with four Sprites,
and your opponent will undoubtedly have
the Angel do a point of damage to each of
them, killing all four.

Now change one of Sprite blockers into
a 1/1 Mesa Pegasus. Since the Pegasus has
banding, you get to split up the Angel’s
damage. Put all four points on one Sprite
and the three other creatures will survive
to dive-bomb your opponent next turn.
Even better, add a 1/5 Wall of Air to the
mix. Now you can give all the damage to

with a “reduce damage to zero” effect like
Wall of Vapor, you can put all the damage
there and watch it vanish.

Be sure to read the card carefully though.
Some cards say that a creature “neither deals
nor receives damage during combat.” That's
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not the same as “reduce damage to zero”!
Rather, it means that you can’t assign any
damage to the creature. If such a creature
helps out in a gang-block, all damage must
be split among the other blockers. (Any

its own. The defender can pick and choose
which to block. Attackers usually can’t work
together to take out a larger creature the
way blockers can.

A creature with banding, however, can

creature that regenerates
during combat, say from
being Lightning Bolted
before you get to the
assign damage step, also
has a “can’t deal or
receive damage” effect.)
| Notice that only one
blocker in the whole
gang needs the banding
ability, and that you don't
check for it until you get
to the assign damage
step. This can work for or
against you. Say you're
being attacked by a Serra
and you block with a flock
of Sprites, Wall of Air and
one Pegasus. Then your
opponent whips out a
Lightning Bolt and blasts
the poor Pegasus out of
the sky! You can't shunt
the Lightning damage to
another creature, since
banding only affects com-
bat damage. And now, since your ban-
der is gone, your opponent gets to
distribute the Angel’s damage and kill off
the Sprites.

(However, if you could regenerate the
Pegasus, you'd get to assign the dam-
age yourself among the other members
of the blocking gang. A renegerated
blocker is still blocking; it just can’t deal
or receive damage.)

Things are looking grim...but all is not
yet lost. Some spells and effects give the
banding ability to a creature. You can hold
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RAMPAGE. join with
another crea-
ture during the attack declaration, form-
ing a band. If you have more than one
creature with banding, several of them can
join with the same creature, forming a large
band. The joined-with creature doesn’t
need to have banding itself, but all of the
joiners do, so an attacking band can’t have
more than one non-banding creature in it.

All members of a band must attack. An
attacking creature can’t band with a wall
(unless, of course, the wall has Animate
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these in reserve and use them when
needed. To your opponent’s dismay, you
pull out your hole card, casting Formation
on the wall to give it banding for the rest
of the turn.

Banding on OffenSe
Any number of creatures can attack at
the same time, but normally each one is on
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Wall or some other way of attacking). All
of this joining must be done at the same
time you tap the attackers. You can use a
fast effect to give an attacking creature
banding later on but the creature won't
be able to join anyone,

If a defending creature is assigned to
block any member of a band, the whole
band becomes blocked—even those that

couldn’t legally be blocked. For example, a
Shanodin Dryad and a Mesa Pegasus attack
as a band. Any creatures assigned to block
the Dryad automatically block the Pegasus
as well, even if the blockers don’t fly.

Don’t be misled,
though, into thinking this
means the Pegasus loses its
flying ability when it joins
the nonflyer. Banded crea-
tures don‘t gain or lose any
abilities unless the card
specifically says so. If the
defender has any Forests,
then the Dryad's Forestwalk
makes her unblockable.
Now nonflyers can’t block
the band at all.

A flying creature can
still block the Pegasus,
though, and if it does, the
“unblockable” Dryad is
blocked too. This is legal
because the Dryad isn't
being blocked directly—
it's being blocked indi-
rectly by a valid block to
another member of its
band. Similarly, if the
attacking band included
a nonflying creature
without forestwalk, like Durkwood Boars,
an opponent’s nonflying creature could
block the Boars and hence the entire group.

When you get to the assign damage
step, offensive banding works just like
defensive banding: you get to decide how
to split up the combat damage among the
members of your band. If both the attacker
and defender are using banding, each
assigns damage to his own creatures.

Deciding whether and how to band your
attacking creatures requires thought and
strategy. Don’t use the ability just because
it’s there. Instead, consider what your objec-
tives are and what choices you'll be'giving
your opponent. In general, offensive band-
ing is most useful' when your opponent has
a blocker big enough to kill one or more of
your creatures but not big enough to sur-
vive the experience if they're banded. |f
your opponent’s creatures aren‘t big enough
to kill yours or if you just want to deal dam-
age and don't care about the creatures,
banding may be counterproductive, since
it just lets him block more of your attackers.

Suppose you have a Serra Angel and
several Benalish Heroes and your oppo-
nent has only a 1/5 flying Wall of Air. If
you attack separately, your opponent has
the choice of either blocking the Angel
(taking less damage but not killing any-
thing) or blocking and killing a Hera, If
you attack as a band, on the other hand,
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then if he blocks he'll lose the Wall and
you'll assign the damage to the Angel,
losing nothing but not hurting your oppo-
nent. To decide which to do, you'll need
to consider what other cards you have in
your hand or are likely to draw, what your
opponent might have up his sleeve and
how much life each of you has left.

Tramble

Now we come to the second sister,
trample. Normally, when an attacking crea-
ture is blocked, it can only damage the
blocking creature. A 0/1 regenerating crea-
ture like Will-o'-the-Wisp or Yavimaya Gnats
can hold off the biggest attacker forever—
unless that attacker has trample. Unlike nor-
mal damage, any trample damage above
and beyond the toughness of the blocker
at the end of the damage-prevention step
“spills over” onto the defending player—
even if the blocker regenerates! Faced with
a big trampler, that invincible regenerat-
ing defensive line becomes as effective as
Swiss cheese.

When a trampling creature is blocked,
its damage must be assigned to the block-
ing creature or creatures and go through
damage prevention just like any other
damage. If all of the damage is prevented,
then it won't spill over. Wall of Shadows,
Wall of Vapor and Uncle Istvan all make
great trample blockers since their special

"The obyvious defense

completely. Even effects like Tracker’s or
Arena’s won't activate trample.

Also, if trample damage is redirected,
it loses its “trampleness.” For example, you
attack me with a 3/3 trampling War Mam-
moth and | block with a 4/4 Shimian Night
Stalker. You then slap a Giant Growth onto
the Mammoth, making it 6/6, so two points
of damage spill over to me. | tap the Stalker
to redirect that damage back to the Stalker,
which soaks up all the damage; the excess
two points don’t trample back to me again.

If your opponent blocks your trampler
with a bunch of nonbanding creatures, you
assign the damage. You can spread it around
to kill as many creatures as possible or you
can put most or all of it onto one creature
so it spills over to the defending player. You
don’t have to “use up” the toughness of all
the blockers before it can spill over, only the
damaged creature’s toughness.

Trample is the best way to get past the
“banding weenies” defense. Remember
when the 4/4 Serra was blocked by four
banded 1/1 critters and the defender
assigned all the damage to one of them?
Change the Serra to a 4/4 trampling Bronze
Horse and try again. Now if the defender
puts all the damage on one blocker; three
points of damage will spill over.

Trample also works wonders against
blocking creatures with “neither deals nor
receives damage during combat” effects

againsT ramPage is 10

210id blocking with mone than one cheature.
The best wa? around This {5 1o force the
defender 1o block, uSing Lupe”

abilities reduce all damage to zero, leaving
nothing to spill over to the defending
player. Regenerating a creature doesn’t
reduce damage to it to zero, it just pre-
vents a creature that's on its way to the
graveyard from dying.

If a blocking creature takes both tram-
ple and normal damage at the same time,
you must count the normal damage first,
leaving as much as possible of the tram-
ple damage free to spill over. For example,
if you attack with a band of a Benalish
Hero and a 5/5 trampling Elder Land
Wurm and | block with a 2/2 Raging Bull,
the bull takes a point of normal damage
and five points of trample damage, so four
points of damage spills aver.

Trample only works when the trampling
creature is attacking and dealing damage
normally. If the creature is blocking or if its
power is used for a special effect like Far-
rel’s Mantle, you can ignore the trample
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such as Goblin Snowman or the Fourth Edi-
tion Gaseous Form. Since no damage can
be assigned to the blocker, all of the tram-
ple damage spills straight over to the
defending player.

Since trample spillover doesn’t hap-
pen until the end of damage prevention,
and it looks at the creature’s toughness at
that time, you can get weird results with
blockers that change toughness during
damage prevention. Suppose you attack
with a 3/3 trampling War Mammoth and
I block with a 1/1 Scryb Sprite enchanted
with Carapace, making it 1/3. The Sprite
takes three points of trample damage,
enough to killit. | sacrifice the Carapace to
regenerate the Sprite, At the end of dam-
age prevention the Sprite is a 1/1 creature
with three points of trample damage, so
two points spills over to me—even though
it took all three points to squash the Sprite
in the first place!

RamPage

Finally we come to the youngest sister,
rampage. Unlike the other two, which have
been around since Magic’s first edition, ram-
page was introduced by the Legends expan-
sion. That's why you won't find it in rule
books until Fourth Edition and why we get
so many players asking “What the heck is
rampage?” when they open Chronicles
packs. But actually rampage is the simplest
of the three sisters.

When a creature with Rampage attacks
and two or more creatures are assigned
to block it, the Rampage creature gets a
+X/+X bonus (X is listed on the card) for
each blocker after the first. For example,
the Elder Dragon Chromium has “Ram-
page: 2.” If two creatures block him, he
gets +2/+2. If three creatures block him, he
gets +4/+4; four creatures, +6/+6; and so
on. The bonus lasts for the rest of the turn,
even if a fast effect removes some of the
blockers or yanks the rampaging creature
out of the attack.

Like trample, Rampage has no effect
unless the creature is attacking. You don‘t
get any bonus when your rampaging crea-
ture blocks a large band.

Rampaging creatures are the bane of
weenie decks. It's impossible to kill an attack-
ing Chromium with any number of one- or
two-power blockers—the more blockers you
pile on, the bigger he gets. You can kill him
by piling up three-power or stronger block-
ers, but you'll lose a lot of them (unless, of
course, you have banding).

Even worse are creatures with both ram-
page and trample, like Craw Giant. If you
pile on enough three-power blockers to kill
it, the attacker can assign all the damage to
one blocker and hit you with a big lump
of trample spillover.

The obvious defense against rampage
is to avoid blocking with more than one
creature. The best way around this is to
force the defender to block, using Lure.
Conveniently, Lure and Craw Giant are
both green spells—talk about a ready-
made combination!

Th-th-th-That's All, folks!

We're done talking; now it's your turn.
Grab some cards and try making a deck to
take advantage of these abilities! Banding,
trample and rampage: bastards they may
be, but by the end of the game, if you use
them effectively, your opponents may be
calling them something even stronger. i(@

Beth “BethMo” Moursund spends so much time explaining Mogic
rules that she’s been heard to mumble “There's no such thing as
banding to block,” “Destroying the source of an effect doesn't

counter that effect” ond “A sacrifice is o cost that cannot be pre-
vented” in her sleep.
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Perhaps Dionne Warwick and her “physic
friends” knew it would occur, but few retail-
ers predicted that Decipher’s Star Wars, from
its initial release through January of 96,
would surpass Magic in sales. Oh sure, it
was assumed that Star Wars would have a
legion of fans and that sales for the new
C.C.G. would be good. But actually outsell
Magic? C’'mon, get serious!

Dennis Riley of Bob’s Hobbies in Spring-
field, Mass., reports, “On a daily basis, Star
Wars is outselling Magic. It's been that way
since Star Wars first hit the shelves.” On the
West Coast, George Thrush of Comic City
in San Diego, Calif., states, “I would esti-
mate that sales of Star Wars have been about
10 percent higher than sales of Magic. But
I want to point out that Magic sales have
not suffered as a result of the Star Wars pop-
ularity. The individuals buying these two
C.C.G.s are not one and the same.” Both
retailers indicate that most of the Star Wars
buyers fall into the 20- to 30-year-old group,
whereas the bulk of their customers for
Magic are a younger crowd.

How are the Star Wars cards selling, you
ask? Initial reports indicated that Vader, Solo
and Skywalker were selling for as much as
$50 to $75 each. However, prices seem to
have settled across the country to the $20
to $35 range. Vader falls in the high end of
that range with C-3PO and Kenobi at the
low end. Expect to find Leia, Skywalker and
Solo somewhere in the middle.

While retailers throughout the United
States and Canada are enjoying the success
of Star Wars, there are some concerns. “| play
the game,” offers Kevin Smith of Key's Games
& Hobbies in Moline, Ill. “It's fun and as easy
to learn as Magic. However, many of my cus-
tomers are just collecting the cards and not

bothering to leamn to play the game. | encour-
age them to collect and play.”

And What of Star Trek?
Most retailers report that Star Trek: Alter-
nate Universe is a distant third behind Star

Wars and Magic in recent sales. Comic City’s
Thrush proposes a reason for that phe-
nomenon: “Decipher allowed too much time
to pass between the release of the Unlim-
ited version of Star Trek and Alternate Uni-
verse. Much of the momentum they had
going was lost and has not been recaptured.”

Mike Bickford of Comic & Cards, in
Twinsburg, Ohio, offers an additional
thought: “Star Wars is a fairly easy game
to learn and, beyond that, it's fun. Star Trek
plays slow, and that’s prevented many
gamers from getting involved in Alternate
Universe.” Bickford points out that most
individuals buying Star Trek in his shop are
collectors and not gamers. 1]

Top 5> Selling Games

1. Star Wars

Can you believe it? Magic has been bumped
from the No. 1 slot. Refuilers across the country are
reporting that Vader, Soloand the gang are out-
selling Magic.
2. Magic: The Gathering

Despite falling|toiNo. 2, Magic's still going
strang. Whereas many of the buyers of Star Wars
boosters and startersiare collectors only, Magicis
thelhiome toitrueigamers.

3. Star Trek: Alternate Universe
This €/C.G: expansion/may be/aldistant fhird,
but loyal Trekkies are generatinglample sales for
haoppyiretailers.
4. Middle-earth: The Wizards
Wanf to be a wizard of Middle-earth, lead
your. people o hatile against the evil Sauron and
do all kinds of heroic things? Well, pick up a starter
deck already.

5. Highlander: The Movie Edition

Anew entry.to our Top/5!list, the recent expan-
sion: Highlander: The Movie hos spurred greater
interest in this C.C.G.




WonderCon Special Guest

Gareb Shamus—The Big Cheese!
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GUIDELINES

WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE ‘ ;."
CEYIDINOy) 5UJUE About the Price Guide '
E

7 ) _ : The following collectible card game price guide contains the most
kwﬁfmﬁgﬁm :;“mﬁ:mwi“;‘g “;;’m" accurate and up-to-the minute card prices available. To make sure the values
cords? Glod you osked. .. listed are as timely as possible, we're in constant contact with hundreds of
One person's Mint s another one’s Ex-Mint. That said, since groding retailers and fans throughout the country. The price ranges listed reflect the
he feeks W% Fum.hm are the grodes: current selling prices for Near Mint cards. The higher price represents the full
: retail price for an individual card or a single item. The lower price is what one
Toi Mahal and Cindy Crowford. The bordar i perfectly even ol oround on might expect to pay if purchasing from a fellow collector, or if buying more
both sides. Both foces ore perfectly smooth, dean o5 0 ulmbmd;;oi than one card. There are many other factors that can cause a retailer to price

: ] Y a card for less than the “high price,” which includes local competition,
pock Mmmw m?am mﬁh current saturation of the market, and just plain old supply and demand.-
dlowed i o ""‘""";ztf m‘*-m“g more '*‘“’| (Ultimately, though, a card is worth whatever you are willing to pay for it, or
of the cord. s el & what someone is willing to pay you for it.) A value listed for a card in a pric
guide does not definitively state what a card is “worth.” fr—

;::l’ Hlufn(:{-ﬂimkjuﬂnmdmmbdu:epu‘!mjmy

printer’s 'ﬁmqn&b‘ahmcmmm  very s °

e e v e “wﬂgmmh;mm How to use the InQuest Magic Price Guide

counterpart. All rices in this guide are fuw";’ Mint cords. It's easy. When a card has changed value since last month's listing, or when a car.d isr
experiencing heavy sales without a price change, it has a shaded bar. If the card has risen i

Excellent-Mint (EX-MT): This cord i il 0 great-looking cord in value, it has a pink bar. If it has fallen in value, it has a blue bar. If the card is selling i

i

;‘d:"t::m (m m' : %m m“::’bcu%! o mm::;ge briskly but has not risen or fallen in value since the last listing, it's marked with a yellow bar. i
than one comer may heiizl? worn, ond the centering is no worse than in this example, the Dark Heart of the Wood has risen since last month, the Diabolic
70/30. EX-MT cords sell for 75 o 90 percent of price guide lstngs. Machine has dropped in value since last month, and the Electric Eel has been selling like
- wildfire without experiencing any fluctuation in price. i
Excellent (EX): Excellent cords :
cn:r:er:_ 75/'25( (uﬂrung ond %T@Wﬂ E,'T:um Color boxes to the left of the card name mark the card’s color or group-
" poor focus, discolorafion, of o

3 may have o prinfer's mork, -
mcﬁ ,:-Luszdm.-rhurmmmmmtm SRR s

crease s allowed on o card in Extellent condition and cords i T DarkHeart of the Weod ... 35 75
%«n of focus. Excellent cords sell for 50 1o 70 percent of price i B DakSphero .............. 350 ... :
e kg i Demnm% ............. zgg ..... 373 : : }
% Diabolic Ma¢ Ao }
Very Good (VG): A card tht grodes Very Good may have ot leost o Drowned......... ek et 75 i @ 8§
one very worn corner, two fo thres worn comers and 85/15 centering, A i 0 DwsttoDust...... Ll 75 i@
few small surfoce reases are ollowed on o VG cord, s well os o loss of ¢l Eoterof theDead ............ 400 ...600 : M@
color or even a picture that is out of focus. A V6 card sells for 20 fo 40 ‘ i W FlackicBel oeeiiiiie ey 150 ...250 ; W
percent of price guide listings. = EhvegdnenpShudm zgg ...a.gg =
Good (6D), Fair (F), Poor (P): A curd tht’ groded Good - - V| mEwdressa s | O
isn't really good. Think of it s an ok card—that is not 5o hot o begin ; : Bl DT o 600 "']0'00 ‘m
with—that got info o fight on the way home, The cord may have three o of Protecton: Arfadt ... 7.00 ... 10, F)t(l|0|«;n'fh """"""""" 395 400 i m
;:,SM well-worn mrnfﬂ_’;; be way off-center and it might even ool Dvoid ............... 350 ...5.00 : ;Fusrin'q B oo Tt e .
& 0 crease of two, Cords in this condifion are not fournament legal, S b R R R S Aty wil
because they are considered “marked” cords. Foir mm‘scneeven'egﬂ| ;o FellwarStone ............... 220 ...350 : ‘

worse becouse they look like they went through the wash in your jeans.
Poor cards are about os much fun 1o look of as that cow of Rutgers
Unéversity with the window in his belly. Good cords sell for 1010 15
gettzm of price guide listings, Fair cords sell for five to 15 percent and
'o0r cords sell for one o five percent

ey e e
O Firo nd Biimstone .......... 2.

How to use the InQuest CCG Price Guide

In this example, Blood Wars is the name of the game, TSR is the name of the
manufacturer, and Factols and Factions 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 yellow bar indicates that a set has been heavily traded with no
price change. 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. i

[ T e ¥

gerral .............. 25 400 Ang

AT i ST 75 ...150 : Annual Convention...... ¢
12 POR Howitzer ............... 125 ...200 : Anfiwar Activists ...,
L il | i Mk of the Covenant .|
DOOMTROOPER B BATE. ..............
HEARTBREAKER-1995 ¢ Bank Merger ........

Full Set (337 cards) ... $275.00...350.00 : BankofEngland ...
Starter Deck (60 cards) ......... 800 ... 900 : Bavarion llluminafi. ...
Starter Box (10 decks)............ 7500 ...9000 : Bermuda Triangle ...

Booster Pack (15 cards) ......... 225 ...250 : Big Sellout, The
Booster Box (36 padks)..... ... 80.00 ...90.00 : BiggerBusiness ..:

Blitzkrieg .......
Hlokhi The Cunning ............ 7.00 Bodyguard . ...
1 Naminie g




: I llond -
1Y £ % oond :
t T i@ bhylw...... :
A T @ o Suve.
roi i i @ luggemaut ... : i
price guide -;ﬂ 4
- © o W :
. Wi H
ALPHA LIMITED : W Eohbind ... 200......300 : * KomusBel ... :
WIZARDS OF THE COAST- 1993 i fothquoke ... 00 ...1200 : * fdn .. :
Cards have black borders. Alpha cards hove o i Ehish Archess.. .600 ...1000 : O lonce..... :
rounder comer when compared fo Beta cords. { @ BilPesence . 200 ;@ leyDuid.....
fullSet (295 cords) ... 2,800.00..3,400.00 ; M Folse Orters . 700 ... 1000 i ® Lboory of leng i
Starter Deck (60 cards) ... 20000 ...25000 @ ¥ Formsteed ...... S TR Y T ol
Storter Box (10 decks)...... 1,900.00..2,500.00 : X Fostbond .. .. 1200 ...1500 i © Ufefoice i
Booster Pock (15 cords) ... 50.00... 11000 ; MiFeOC_ e S00IN25 o Lifelce
Booster Box (36 pocks) .. 3,200.00..3700.00 ; @ Feedbock........ 50 250 i @ Liskp .. :
: @ Firoementdl 50,350 : M lightningBol
Nome Low Figh M Fireboll........ 125 i o Living Atifoct.. ]
® AirElemental ............... 250..... 400 i M Fiebreathing . RS0 125 i * livinglonds ..
# Ancestral Recall ............. oo @ Foshires . J125......200 : © LvingWal .. :
® Animote Artifuct . i OETight ... 125 i B Uonowor Elves ... i
@ Animote Deod : Wifg....... 125 : * lord of Aants . :
vr Animate Woll . i % Force of Noture ... 1800 ...2500 : % lordof the Pit .
& Ankhof Mishio .. ¢ o Forsfield... ..ol 100.00 ...150.00 : @ lwe ........... :
v Armageddon ........ i Pk Mogical Hack
J hspect of Wolf ... : i :
% Bod Moon ... :
+ Bodlonds ...
“ b+ Bnlu?ce i
@ Bosolt Monoli 3
Q % Boyou ......... Dok
O Benalish Hero . ‘@
H ® Berserk ......... Mesa Pegasus ! Twi
# Birds of Parodise | . ! % TwoHeoded Gi 8D,
&) @ Block kight ... W Mons’s Goblin Roiders...... 50...... 125 : % UndergrowndSea ........ 2000 ... 30.00
# Block Lotus ... S i | rengh ..
4 @® Block Vise ... il

© BlockWard ...
vz Bloze of Glory ...
2 ¢ Blessing

i Blue E!a‘;ndenm Blost .
O BlieWord ........ : e 4000 :
@ fogWiaith .. P Nether Shodow ............7.00 ...1000 : R
# Braingeyser . i @ Nettingmp .. 10.00 : @ WollofBone.......
@ Burmowing. . t 15.00 : @ Wol of Brombles
) (nmruﬁnge : ; T ! : gggg o :ﬂdﬁm .......
O Caslle .. '“i'smnmwm ool i I 00 ...2000 : @ Wollofke ...
@ Celestial : 4 , muy i @ Obsionus Golem ............ 125......200 : @ Wollof Stone.......
® E,mnd __ 5 ;Huﬂnu#wmm-dmvs | | ®OishAlley ... 250......350 i O Wallof Swords ....
4 Choos Ob . 0 lemporor : cvoeenss 1000 : @ Woll of Water ...
* (Chaosloce. ... LAl | Wall of Wood ...
3 Cirdle of Protectio Blie ... 50 @ Wondedust ...
0 Cirde of Protection: Green ... .50....... ¢ | the big red k | Wor Mommoth....
[ Gircle of Protection: Red ... SO 1S BF e : : % Worp Aifoct ...
0 Gircle of Protection: White ... 50...... 15 i “‘i" Al fy 5 . .« 200' : ® Water Elemental ...
& Clockwork Beast ............ 700 ... 1000 : *;0' .......... . 3500 ... 4500 : ! 25 M Weokness ... I
P gizomey | MIRAAGGRE : 000 | A Wab oo ;
* Cockatiice ....... ..1200 ... 1800 : (.:‘9"'3“[:"' © 3 Wheelof Fortine .____...
O Consecotelond ... 1800 ... 2500 : ted Gﬂznﬁiee?e i )Whlmxnghr ............... 350
& Consenvolor ... izowimig | X G { O WhitsWord . s
% (ornract from Below .. .7.00 ...1000 B Wild Growth
* Wil0"The-Wisp

@ Control Mogic

O Conversion ... . 00 : - i VRoORRE2S: i o« WinterOd ...
@ Copper Toblet ... 1200 ...1800 Gloom 200 : o2z - .00 : @ Wooden Sphere .
 Copy Aifoct ... . i © % Word of Command v
® Counterspell ...... sued) 00 : : v : : suni £ v Wrothof God............... 8.00
o Crow Wurm S e e R kil cEW . 25 : % Tombie Master |
@ Creature Bond . . § K|
¢r (usade ...... 00i 512 i , o g : 3 - o 10 g |
© Cystal Rod 1. L = el o U 50.....125 - BETA LIMITED o
pos : ES0GEA WIZARDS OF THE COAST- 1993 vl
+ (Cydopeon Tomb 00 : Beto cords have rounded corners ond ore
m Dork Rituel . . block-bordered. Q
* Dorkpodt . ¢ Full Set (302 cords) ... $2,100.00. 250000 !
(5] Deanmd : Storter Deck (60 cards) . 15000 ... !

@ Deathgi .. e " Storer Box (10 decks)..... 1,400.00.. I?SODO (1)
*geumlmeA.ﬁ,...v ' i 8 Rfﬂm@- . goumrmkns(m oo 65.00 ... B5.00

amonic Attome: o800 : e . I . Booster Box (36 .,‘2 .00..
* Dernumﬂmdes ......... 2000 ... 3000 : ; Hnwhngm : * Rocktydo ... 2500 ...3500 : e L
@ Demonic Tutor .. .. 1000 ... 1500 : .]H'u'“ e T P ORedofhan LS 200 :  Nome Low High
w Dingus gy ... B0 . 150 & @5......200 i % RoyolAssossin ... 2500 . 3500 : @ ABementol ........200.....300 @
@ Disenchont ...... BACURMIRTES | o |w2|MSpem . 400......600 ; @ Soafice .........300....400 i # AncestrolRecol............ 50.00 ...80.00
m Disitegiofe ... BRSNS | .I‘HMW&W .2500 ¢ OSomiteHecler ............. 50......125 | @ AnmoteAtioctl............ 100...... 175

+ Distuping Septer 600 ... 1000 i 9 QR .00 § * S 2000 ...3000 : @ AnmateDead ............ 100......175
2 Dopn o ... 400600 | B Ee ey 8000 : o Soomoh ons 700 1000 ;| v Anmote Wol 350......5.00
o i I . T T R o Y G200 WSl ......... S0 125 | hathof o . 500...... 8.00
% Diin Power ... g . 1200 | S 1500 | ® Sovegoglod . 125...200 |+ Amogeddon s00 w00 ™
o Duudge Skeleors ............ GORAUITES | R L2000 ¢k Sovbiond ... 2000 ...3000 | % Aspectof Wolf ..700 ...1000
@ Dworven DemoltionTeom 1500 .. 2000 © & 10 Tl 200 ¢ M SaybSpins ... 500 135 i % BodNoon 700 1000 @b
a8 Dvarven Wariors ._.......... SRS | St 0 w25 WiSaaSement L S0L. 125 | o Bodionds 1500 .. 2500
® EunhEIemenTul v 35050 5,00 il 100 : e Secga Trod 1500 ... 2000 : <r Bolowe 500...... 8.00

@ Bosoh Monolith . 250......350 (@




e

: . 3.50 1
Dok TwoHeaded G-unto”om{s 4500 60,00
_____________ i UndengluundSeu 1500 ... 25
00 : M UnholyStiength .
¢ Unsummen.....
;@ Uthden Troll — ;
o Verduron Enchonmess ... 600 ...10.00
+ # Vesuvon Doppelgonger ... 25.00 ... 35.00
i ¢ Veteron Bodyguerd.......... 12.00 ... 20.00
00 : ¢+ Volconic Eupfion.............. 6.00 ...10.00
0 : % Valeonic Island .. ....15.00 ...30.00
00 :  Helmof 1 Wl oA 1:0050% 1.75
00 | o HAlGont ... : @ WollofBong ............... 1.00...... 1.75
00 : Hive, The ... : @ Wall of Brambles. ........... 100350 1.75
00 Holy Amar ... : @ Wallof Fire ... SR 1 | IS 1
.50 ;O Holy Strength : @ Wollofle ... 1.00...... 1.75
a5 : Howl from : @ Woll of Stone.... 00 DY
00 : i § O Wollof Swords ............ 300000 4.00
00 © ¢ @ Vol of Water 100/ TeN] 75
J Wl of Wood .. s et 1)
s : : @ Wonderust ... L1005
00......300 : ¢ @ Wor Mommoth. . e 50000100
* .00 ...2000 : o % Warp Arifoct ... ..5.00......8.00
[ ] SRS i @ Water Elemental . .. 200......3.00
] 00 ...18  H Weokness S sl 91
O (ostle........ il ke Web ..l oD Sl 8.00
e AN s : ¢ Wheel of Fortune 10.00 ...18.00
(] s J + O White Knight . ... |
* (hoos Orb . ... 80.00 ... 100. : O WhiteWord ...
e (hOORCR .. ais sinizinas 00, wussudl oW Wild Growth ..
O Gircle of Pratection: Block........ . j © % Wilk0"-The-Wisp
g&:wm&; ...... }% Do WinterOb ...
Protection: LR ST ! @ Wooden Sphere ...
O Grde of Protection: Red ... SO 1.00 TOP ItN HOTTEST RDS % Word of Commaon:
O Cade of Protection: .5 9) Primal Order ¢ 2 Vool God.
* Clodkw ) L ,Wﬁwwmdbvdwmwhnmuffnrrl ¢ % Tombie Master .
@ (one df:\ymrdiﬂkldﬂdh«lis?ﬂnnyw’dhﬂm :
\dotwo things: 1) Become o betler player. | :
2o o i s Pl UNLIMITED EDITION
mmﬂmmu oo or © WIZARDS OF THE COAST- 1994
e | Ifmd. ~© Cords are while-bordered but otherwise idenical
P e 78 3 - ta Beta cords.
i Regmnh .................. 600 ...TDDU * Full Set (302 cords) ... $1,400.00...,800.00
O Resumection ........ oo 400 Storter Dack (60 cords) .. 125.00 ... 150.00
i v Reverse Domoge........... 1200 Storter Box (10 decks). ... 1,200.00..1,500.00
i 7r Righteousness ............ _B00 ...1200 © Booster Puck (15 curds) ... 45.00 ... 60.00
i % Rocof KherRidges ... 10.00 ... 1500 : Booster Box (36 pucks) ... 1,600.00..2,000.00
i % RockHydra............... 2000 ...3000
o : @ RodofRuin ............... 100...... 175 ¢ Nome Low High
L4 ¢ % Royal Assossin .. . 3000 : @ AirElementol ............... 15000 25D
[ ] | @ Sacifice ... .. 250......350 : « Ancestral Recall . . 35.00 ...55.00
* ¢ [ Somite Heoler ... ST e 1.00 : @ Animate Arifoct ... S B et 175
= * Sovonnoh ... 2500 : @ Animate Dead 100, 175
* #r Sovonnah Lions 800 © ¢ AnimoteWall.... 3.00......4.00
a W Scothe Zombies 50......1.00 © » AnkhofMishio . 4.00...... 600
o @ Scavenging Ghoul 175 © ¢ Amogeddon .... 5.00......800
* * Stublond ... 2500 © * Aspectof Wolf 500...... 8.00
* W Scryb Sprifes L1000 © % BodMoon ... 5.00...... 800
* I Seq Serpent 50 100 : » Bodlands .. 12.00 ...20.00
g ¢ SedgeTroll ... .1200 ...1500 : + Bolonce .... .. 400......6.00
* ;@ SengirVompire ............500......800 : @ Bosolt Monolith . oo 2005000 300
a HERAT © O SemoAngel ... 8O0 ...1200 : *x Boyou ... 200 ...2000
L 50......1.00 ¢ I Shonodin Dryods .. 50......1.00 : O Benolish Hero 50......100
» 00......800 W Shatter .............oevnnnen I e 100 : @ Berserk ........ 8.00 ...30.00
L] 00 400 * Shivon Dragon . 2500 ...3500 : + Birdsof Poradise. ..8.00 ...12.00
o o : .50...... 1.00 RS WA S | SR I @ Simulorum . 00......175 : @ Black Knight ... L 250......350
* Droin Power 600 ... 10.00 s Mind Twst .. ......8.00 1200 : M Sinkhole ....... 1000 ...1500 : « Blacklohs ... 160.00 ... 180.00
M Drudgo Skeletons .............50......1.00 - M Mons's Goblin Roiders......... . | 100 : ® Sien'sColl ... 200......300 : @ BlockVise ... ..200......300
® Dworven Demolition Teom  12.00 1800 :© m Mountoin 3 20 .....40 # Sleight of Mind . 500......800 : O BlackWord ... I | P 1.75
M Dworven Warmiors .. .. 50......1.00 # Mox Emerold ... .. 12000 ... 160.00 * Smoke .., 400...... 600 . # Bloze of Gloy .. 2500 ...4000
@ Eorth Elemental 300......400 * Moxle ... 12000 ... 160.00 ® Sol Ring 800 ...10.00 : o Blessing ...o.oovviiinnnn 400...... 6.00
W Eorthbind 1.50 250 * Mo Pear ... v...... 12000 ... 160.00 @ SoulNet ..., LO0SERA 175 : @ Ble Elememal Blnsi s S0 100
* Eorthquoke 600......800 © » MoxRuby v 12000 ... 16000 ;W Spel Blast ., 50......100 | O BleWad ....... 100,175
# Fhvish Archers 400 6.00 # Max Sapphire ..., 12000 ... 16000 & * Stosis..,.... 500......800 : @ BogWaith ... il 2.50
@ FvlPresence ............... 1.00...... 175 + Naturol Selection 3000 ...4000 & & Steal Arifoct . 00......175 : * Broingeyser.. 12.00 ...18.00
W Foke Orders 5.00 8.00 s Nether Shodow 6.00 1000 . @ Stone Giant VD0 e 175 © @ BUTOWING......cevrvvmnsees TH00T 1.75
¢r Formsteod .. 800 ... 1200 . @ NettingImp 500 800 : W StoneRoin ..... SOE 100 : @ Comouflage.. 1000 ... 15.00
+ Fostbond 1000 ... 15.00 * Nevinyrol's Disk 700 ...1200 ° M Sweomoflfe ........ AT 100 : O Costle......... s bl 3.50
WO .. oiveieiriinienes S0 100 - & Nightmore ... 1800 ...2500 © # SunglassesoflUrzo .........5.00...... 800 . © Celestiol Prism LR ER 175
® Foedock ... 100...... 175 | ¢ Northem Polodin 1200 ...1800 - M Swomp...... 20 ... 40 | @ Chonnel........coocovveennes sBQsinss 1.00
® F|reElemenlui ; .,200......300 © @ ObsionusGolem ............ 1.00...... 1.75 > Sworts to Plowshares . L 200......300 : +# ChoosOrib . 5000 ...75.00
Pl s o i PSS SIS0 < ST 00 @ Oncish Arfillery ................50......1.00 * Toigo .............1500 ...2500 : + Chooslotg............cooees 200 iin 3.50
W Firsbisathing . . 50.....100 @ Orcish Orflomme 300..... 400 | WNTecrmE 50,100 © O Cirde of Protection: Block ... .50 ......1.00
® Flashfires 00 175 © m Poolyze ..... 50 100 -~ @ Thicket Basikisk i 300......400 © O Cicloof Protection: Blue ... 11— 1.00
= Flight 1.00 : € Peorled Uniom 50 100~ » Thoughtloce ~....300......400 : O Circle of Protection: Green ... 50 ... 1.00
iR e s 100 | Personol lncomation 800 . 1200 = @ ThwoneofBone ............1.00.....175 O Cicleo Protection: Red ...... .50 ......1.00
- % Forca of Natute ... 2000 | W PosONE L..orroeirin. 50,100  # TimberWohes ... 500 ..800 : O3 Cicoof Protecton: White ... 50......1.00
- # Forcefield s 80.00 . . 12500 @ @ Phontasmol Forces ........1.00...... 175 @ #* Time Voult : 5500 .. 6500 i (lockwork Beast ... 4 6.00
1 W Forest SRR 40 m Phonfosmol Temoin ... §0......100 = * TmeWok.. ©100.00 ... 16000 ¢ ® Clong ......... 15.00
| % Fork ... 3000 ... 4000 ° @ Phontom Monster .........100...... 175 = & Timetwister o 7500 ...10000 © # Cockanice 12,00
| M Frozen Shads woivens 50000000 © e Pirote Ship 5.00 8.00 .I'm?f cveriiiinesn 50L.0 1000 5 O Consecate Land 15.00
| * Fungusowr ... 500.....800 : M PogeoRats.................50......1.00 IDWnIIslund 15.00 2500 : @ Conservofor ...... ) o I
* Goea’sliege ............12.00 . 1800 2 @ Tsooomi ............... 100...... 175 % Controctfrom Below......... 500......8.00
[OARTIFACT  MEBIACK i BLUE GOLD W GREEN MERED  QWHITE  mLAND
ii 74 s W E ST — r ol COMMON @ UNCOMMON # RARE




® Control Magic  ............ 250...... 350 ¢ « KomosBell ............... FA0 500 @ @ SolRing ....ovveevrnnn. 7.00 ... 10,
D (onversion ... aon @l 350 3 ok Kedmoo i ...600 ...10.00 i @ SoulNet ...... TI00T 175
@ Copper Tablet. ... 700 ...1000 : O lonce.... S100MN 175 ¢ m Spell Blost 1
# Copy Atifact ... .8.00 ...1200 : @ leyDnid......... o0y 175 § + Stsis......... .. 6
@ Counterspell .... B0 250 : @ libaryofleng ... R00 I 175 : @ Steal Affad ... A
| (row Wum ... 250, 000 el lich 4000 ...5500 { @ StoneGiont ... £
i Creature Bond... L] | . 100 : @ Lfeforce . 10050 175 : M StoneRain ...... 2!
w (sode ... S e 800 i x Lifeloce . .250......3.50 ¢ m Stream of Life !
@ Crystol Rod . 00 175 : @ Llifetop (I s 175 ¢ # Sunglusses of Urza !
@ Cursed Lond ... 1000 175 : M Lightning Bolt. 150 s 100 : B Swomp..............
* (Cyclopeon Tomb 4000 ...7000 :  Living Afifoct. 500...... 8.00 i O Swords to Plowshores J
B Dok Ritual.......... S| . 100 : s Living Londs . 500 e 500 : *Toign ............. .20,
* Darkpact ... 400...... 600 : @ LvingWall ... 2000 300 : M Temor............ il
O Death Word . .50......1.00 : m@ Uanowar Elves S A0 D 100 : @ Thicket Bosilisk . }
@ Deathgiip ... V005 175 : » Lo of Atlonfis ... .800 ...1200 :  Thoughtlace ...... 250 3.50
* Deothloce....... 205005 350 i * lodofthefir .. 1000 ...15.00 : ® ThioneofBone ............ HO0 R 1.75
* Demonic Attomey . 500800 800 : @ lwe ... ST o 175 i % TimberWolves ............ 400...... 6.00
% Demonic Hordes .. 1500 ... 2000 : » Mogicol Hock... 700 ...1000 i # TimeVoulr .... ..40.00 ...55.00
@ Demonic Tutor ... .800 ...1200 : % Mohometi Djinn 8.00 ...1200 : + TimeWolk .. 80.00 ... 100.00
* Dingusbgg ... ...600 ...1000 : * MonoFlore ... 00 8.00 : x Timetwister .. ..45.00 ...70.00
Q Disenchont ... e I 100 : + MonaShort . el Bl 500 : M Toonguilly...... e e 1.00
M Disintegiote ... R 1 [ 100 & +« MonaVoult . ...350......5.00 : % Tropicalsland . .. 12.00 ... 2000
# Distupting Scepter 4.00...... 600 : * Maoncborbs . P 500 : @ Tsunami ...... AU 1.75
@ Diogon Whelp 250:0vas 507 5 deiMeekedang oo 400......600 : * Tund .. 18.00 ...30.00
B Drain life ... A0 100 : @ Merfolk of the Pearl Trident ... .50 ...... 100 : @ Tunnel.... ) 1] T 2.00
# Droin Power . see 500 800 : O MesoPegosus ............ S0oices 100 : ®Twiddle .................. 2.00......3.00
B Drudge Skeletons ........... TR 100 & % Mind Twist ............... 600 ...10.00 : % TwoHeaded Giont of Foriys 30,00 ... 45.00
@ Dworven Demolition Team  10.00 ... 15.00 ¢ M@ Mons's Goblin Raiders 50......1.00 { # UndergroundSea ......... 12. 1
B Dwarven Wortiors S 100 : M Mounoin ..... .0 . : H Unholy Strength : i
@ Eorth Elemental . 2000 300 i o MoxEmerald 00 .. i @ Unsummon ...... I 1.
m Eorthbind ....... LTS 175 & % Moxet........ 00 .. : @ UhdenTroll ........ i I
* Eorthquake ... .400......600 : + MoxPeodl .. 00 .. % Verduron Enchantress ...... 5.00...... 8.00
% Elvish Auchers....... .350......500 : w MoxRuby ..... 00 .. ¢ 3 Vesuvan Doppelganger 20.00 ...30.00
® il Presence ... 2100 175 : + Mox Sopphiie ..... .00 .. % Veteron Bodyguord......... 10.00 ... 18.00
B Folse Orders ... L450...... 500 : w Noturol Selection .. 00 . ¢ Valconic Erupfion.... L 1 S 8.00
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;% lusionary Presence ......... 4. © o Minion of Tevesh Szat .. 600,800 @ Stone Spirit . s
® llusionory Temoin. ... Dom Misol............ 05 40 Stonthiidse
: m flusionory Woll  ............. ;@ Mole Worms .. 2003000 1 Som Spit . e Tl
i [lusions of Grondeut :+ Monsoon .... 400,600 ¢ Spombind N
: M Imposing Visoge aa : W MoorFiend.... el Bive s 4 40 & Stromgald Cobol A
: M Incnerte ................ : W Mountoin o)y ety 100 ¢ % Stunted Growth ............ i
: < Infemal Dorkness M Mountoin Goat b caiia 40 ¢ % Sulfurous Sg[ing;
¢ % Infeml Denizen . Mountain Titon ............5.00......7.00 : g Sunstane ..
P [Mgeﬂwg’m; i Muddide ..................500...... 700 m Swomp ..
: M Infuse ... ik Musidon ... 500...... 800 5 Swoids fo Plowshaes ... 1.50...... 2.
: M lsond ... P MysficMight ... 400, = ———
#* Jester's (op. o m Mystic Remota ... 15 ... 40 © @ Themokarst .. 2000025, 3.00
o JestersMosk ............ ® Noce Tofismon ... 150...... 250 : @ Thoughtleech............... 200...... 300
@ Jeweled Amulet . i % Naked Singularity 5000700 g ThonderWall ..............250...... 350
© @ Johtull Worm . ® Notwe'sloe...............150...... 250 © 5 Timberline R0 s 400550 6.00
+ Jokulhoups * Necropotence 500.....7.00 ¢ & TimgBomb ......... 500...... 7.00
B Juniper Order Drid W ot R E IR a
W ARTIFACT  mEBLACK  m BLUE GOLD M GREEN  ®RED CQWHITE M LAND
I ® COMMON @ UNCOMMON + RARE




B Tinder Woll
B Tor Gint
* TotalWor.....
B Touch of Death
@ Touh of Vitee ..
* loiblozer .......coeeeene
% Underground River
® Upduft
@ Unzo's Boub
e Veldt o
@ Venemous Breath  .........
® Vertigo
# Vexing Arconix ...
+ Vibrofing Sphere ..
@ Walking Wall
@ Woll of Lovo .oeeeeeeeeee
@ Wall of Pine Needles
Wall of Shields ...~
@ Wor Chariot
2 Wamin
© Whalehone Glider ........-
O White Seorab.....oooivneees
@ Whiteout ...
* Witigo ... soaie O
m Vild Growth
@ Wind Spifit .- evvmmsereeees |
Wings of esthit
* Winter's Chill ......cvvveeee
@ Vithering Wisps ...-o-ooooe
| Voolly Mommof
| Woolly Spider -
@ Vord of Blosting .-
B Word of Undoing -
s Weoth of Morit LuQB
@ Yavimoyo Gnats .-
W Zur's Weirding
@ Zuron Enchante!
Tuon Ot ceoeeeee
% Turan Spellcaster «.oocxeeeeer

CHRONICLES

Fizatos OF HECOSF 1995
Full Set (125 cards) oo oy
]?(ulds ............... 0

Booster Pock (
Bagster Box (45 packs 5.00...125.00

Name Low i
O Abu Jo'far L . 280
| Acive Yolcono
% Akron Legionnalr®
* MUddi p
1r Angelic Voice

Jocodes Sobboth -+
+ Jyeng of the Anden’s
| Agothion Fixies
@ Ashnod’s Alfo"
) Ashnad’s Tronsmo

Avelrod Gunnarson

Ayesho Tanekd
® Agure Dioke -+
° Bunshece
+ Barl's Coge -
@ Beosts of Bugurdun

Y Blood of the 410
% Bldod Moo -
| Bog Rats

+ Book of Russ -+
. Boomerang- -+
% Bronze Horse -
| (ot Woriors

Chromium
# City of Bross -

""""" 4006,
: Concordunr(wssmuds - »
@ (row Gion!
m Cvombai Wuche -
* (yclone 1{..{..3..
* [)'Avenal

Dakkan B!uckblude
# Dance of Mon

® Feldon’s (07°
@ Firg Dioke
=1 ﬁshmrerU‘
M Flash Fll)(J

Baron Scngir . *

m« a creature bs put into the

wﬁ the same turn Baron

La +2/42

Sengir
'lhaldngoisﬁng.lllusnllmafmlllnm— '
le.rofn‘imet ladies ond gentlemen, the
mMngithuwughidnmpuﬂohha
= world, Baroooon Sengir! A 5/5 flyer, gainse
zpermnnenl+2/+2nhanhnoﬂmumn )
Lnmlrag;uman'mes\mrruﬂtos?'ll'e'dInluahlm
warllmmnoylnghsm‘s(upmdw

M Giont Slug ...
@ Goblin Atisans ...
W Goblin Digging Team
M Goblin Shrine ........
W Goblins of the Florg .
W Hosron Ogress ...
* Hell's Coretoker ...
* Hom of Dedfening ...
2 Indestructible Aura ... ..
O Ivory Guardions ..
+ Jolum Tome ......
s Jeweled Bird ...
Johaon ...
* Juxtopose............
Keepers of the Faith ..
Kei Tokohoshi .......
* Lond's Edge ...
B living Armor
Morhoult Eisdragon
B Metomorphosis
B Mountain Yefi .....
Nebuchadnezzor
Nicol Bolos
* Obelisk of Undoing
Polladia-Mors . ..
v Petia Sphynx ...
@ Pimordial Ooze
® Puppet Moster ...
@ Rabid Wombot .
* Rakolite ...
@ Recal .......
B Remove Soul
O Repentant Blacksmith . .
* Revelotion ..........
Rubinia Soulkinger
B Runesword.........

B Scovenger folk...

 Senfinel ..........

% Serpent Generotor .

2 Shield Wall.. ...

@ Shimion Night Stalker .
vt Scarzom. .. ......coenne
Sul kanar the Swump I(mg

......... ol

@ Slurm SR Al {

® Tokklemoggor

* Teleport
Tobias Andrion ................
OO s o

® lmmod's{n,-pl WL

W Tronsmutation . .

* Triossicbgg .........

® Uiza's Mine (4 versons)

® lizo's Power Plant (4 ver) ... .

® Uiza's Tower (4 versions)
Voevictis Asmodi .
Voodoo Doll ...

B Wall of Heat .

® Wall of Opposition

B Wal of Shodows

B Woll of Vopor

@ Wall of Wonder

B Ghozbon Ogre ... 35 enioll

O Wor Blephant ............... i W Joven'sFemels.................. A5,
i O Witch Hunter .. o Joven'sTook ..................350 ..
% Wetded The . £ % Koskun Fols . ceennnd 00 A
Xiro Arien........... =3 : @ KoskunKeep ... o L LR
i % YowgmothDemon .........350......500 : m Lm,mmmN[,ﬁ ]) e
: :lfbrm:hmm (ver. 2) 2a15
- HOMELANDS < e i
: WIZARDS OF THE COAST- 1995 b % i K 300
i Full Set (140 cords) ............5120.00 16000 : = y‘m' -ﬁOOI
; Booster Pock (B cords) ............175..300 : m Memory Lopse (ver. 1) 15
t Booster Box (60 pocks) .........110.00 16000 : m Memory Lopsa (ver. 2) 15
: ) B Merchant Scrol 15
Nome low Hgh : O MesqFokon fver. 1 15
¢ O Abbey Gorgoyles........oce.n. 1.50...3.00 : 3 Mesa Fokon (ver. 2) 15
i [ Abbey Motron (ver. 2) L * Norwhol 400 .
i w Kther Storm . veeeeo. 800 ...6.00 ;@ Oxcish Mine 200 ..
AhbunsTuwe«(va |) vevensnnnsld e S0 1 3 Priomal Olar 7.00
: W Aibon's Tower (ver. 2) 15 ....50 & Q Prophery i
Do Ambuh. e 15 .50 O Roshka the Soyer 200
i M Ambush Porty (ver. 1) 15 ....50 : B Ree Protes (ver. | 15
M Ambush Porty (ver. 2) A5 .50 M Resf Firmes (ver. 2 15
: @ AnHowa Constable ... 2300 ...500 i W Renewol 15
: @ Aeflovalon ... ..200..400 : @ Remibysion.... 2.00
i % AnHowa Township ............ 3.00...500 :  Reysky, Wizoed Sovont 400
i % AnleminRuins .............. 400...600 : @ Root Spider 2.00
: % AnchoAncestor ...............200 ...400 : @ Rooxs 200
: M Anobo Bodyguard (ver. ) e g i I Roterothopter 15
© i Anobo Bodyguard (ver2) ... 15 . .0 | * Bysoron Badger 400
: M AnchoShamon (ver. 1) ..........15 ....50 : O Somite Aichemist (ver. | 15
M Ancho Shomon (ver. 2) ..........15 ... 50 © O Somite Alchemsst (ver 7 15

. Anaba Spirit Crofter 350...500 : @ SeaSprte 200

# Apocalypse Chime 500..700 : @ SeaTedl ... 1.00
: @ Autumn Willow 8.00 1000 : * Seng Autocrot 500
: @ AysenAbbey ............ 350 ...5.00 IR Sengn Bats (ver. 1 3 50
;O Aysen Bureguarots (ver.l) ... A5 .50 ¢ W Sengw Bots (ver. 2 5 ...50
O Aysen Bureoucrots (ver2) .......15 ... .50 i & Semaiviry 500 ..700
vy AysenCusoder ............... 3.50...500 : QO Semn Bestiory 15 59
¢ ¢ Aysen Highwoy ...350...500 : O Semm inquisitors .. 100 ...250
i Boki's Curse . ..200 ...4.00 Q Semu Polodin 5 50
: % Baron Sengir . 700 1000 : B Semoted Avows 5....50
: vr Beast Walkers ..350...500 : B Shink (ver. ] 15 .50
% Block Corioge .400...600 : W Shnk (ver. 2 5.9
¢ 9 Broken Visoge .350...500 : ¥ Soroynthe Folones 350 ...5.00
: M Coropoce (ver. 1) ... 15 ....50 : @& Specwol Bears 200 ...400
i Coropoce (ver. 2) 15 ...50 : % Timmeron Fiends 350 500
: @ Costle Sengir ...... 350...500 : I Tortue (ver 15 50
i M Cemetery Gate (ver. 1) ..........]5 ....50 : N Tormwe (vet ] 50
i M Cemetery Gate (ver.2) .......... .50 : Q Trode Corovon (ver. | 1 50
P ChainStosts ....oooniiennenande 500 : O Trode Corovon (ver. 2) 1 50
¢ W Chondler ki 50 | & Tnxe 400 600
im (Iatkumkﬁnmﬂe& 50 © v Valdvone of Sengit 150 ..500
i @ Clockwork Steed . 50 * Woll of Kelp 400 00
‘m Elo:ltwmkSwnnn 50 : & Willow Foerie (ver. | L 50
: B CoroReef .. e . . W Willow Fosre (ver 2 15 0
im Dork Maze (V8. 1) vovevronns 15 .. 50 © % Willow Priestess 00 .. 600
: @ Dork Moze (ver. 2) v 15 .50 0 % Winter Sky 400 . 600
% Doughter of Autumn ............3.50 ..500 | @ Wizmds' School 350 ...500
i O Death Speakers ...... 2.00 ...400
i Didgeridoo.....................400 .. 600
: @ DrdgeSpell ............ 200 ...4.00
* M Dry Spell (ver. 1) 15 50 00
Oy Spell (ver. 2) ..o 15 .. 50 000
i ok DworvenPony ... 200 ...4.00 00
% DworvenSeoCon ...........400 400 00
' m Dworven Troder (ver. 1) 15 50 000
: W Dworven Troder (ver. 2) 15 ool 00
: @ Ebony Rhino ... 15 .50
: @ Fron the Relentless 600 ..800
| @ Evopornte ... 150 300  FACTORY SETS

+ Foerie Noble 400 . 400 MTG Beto Foctory Ser (363 conds
i M Feost of the Unicom (ver, 1} 15 S0 000 75000
: I Feost of the Unicom (ver. 2} 15 S0 This st is known o5 the "Domestic Edition * Cards
! @ Ferz's Bon 400 600  have squere borders with gold trim. Backs abe

| Folk of AnHowva (ver 1) 15 50 © heve the words “Collecter s Editen" in gold
M Fok of AnHowo (ver. 2 15 50 letters. These cords ore mef tournoment legal

* Forge! 200 . 400 10,000 printed

B Funeral Morch 15 50
;@ GhostHounds ........ 250400 MTG Betw Intemotional Factory Set (343 conds
: M Giont Albofross (ver 1) 15 50 L2750 Q00
i Giont Albatross (ver. 2) 15 . 50 | Known s the “Internafional Ediien * this sel
i @ Giont Oyster 200 400 1 the some o above extep! the cord have
i ¥ Grondmother Sengir 500 . 700  “International Collectors Editon mm l.un‘!‘
¢ M Greater Werewolf 15 S0 are olso aof lournement legal. 5 000

vr Hazduhe the Abbet 350 500

M Heodstone 15 50 M 16 Rovisad Bowad et 500
: % Heort Woll 350 . 500 Mqlcmmwmdlr\rm\mm

W Hungry Mt (ver, | 15 50 decks. 30 counters ond o Revised checklist

W Hungry Mest (ver 7) 1% 50

# [hson’s Shade 200 4D MG 2t Fdton Boxad Set g 00

@ i Sengi Lo 200 400 “\nul(mmm?wb() ok Fdihon starter

: :m*:w(m-f 200 400 decks 30 coumters ond o Fourth Edition checklist

nx 15 50
W Joven g 0
A

o
N
b
Q
®

n B




325 ... 400 éSmrte;Eax(lDdecks) ......... 70.00 ...90.00

k.
....R...325 ... 400 : Booster Pock (15 cards) .. .. 250
....R...325 ... 400 i Booster Box (36 packs)......... 00 ...85.00
25 ... 400 i
:11.‘5121%5? 4.§§ f\;wﬂ OVERPOWER
R 325 . 400 FFLERR-1995
R...325 ... 400 :FulSet (386 cards) .........5300.00 . 400,00
R...325 ... 400 :  (Indudes 42 Mission cords)
R...325 ... 400 : SiorterDeck (62 cords) ... $8.00 ...10.00
R..325 .. 400 StorerBox (12 decks) ..........90.00 ...110.00
R...325 ... 400 : Booster Pock (9 cords)............2.00...... 250
: : Polsters R...325 ... 400 : Booster Box (36 Packs) .........70.00 ...90.00
T5R-1995 : DESTINI PRODUCTIONS-1994 ) R oo 400§ A2-Cord Missions set {1 per pack) 133 ujg
ARG o) ........ S50, 3000 | WSe 100l ... SED . 5000 ; .. 400 Unlisted Common cords .............20 ...
Starter Deck (0ot ......... 800 ... 10.00  BoasterPuck (10 conk) ‘1)&5} ,eg.ag ;; e -
Storer Box (10 dual decks) 7500._102.00 Booster Box (36 pads) ......... 60.00 ... 8000 : ggg E?IO'“E"“"‘“”’” rewmkarity
5 : : ... 400 : Home
b s 0050 T SIS YP. .
3 . : (OMPANION GAMES-1995 £ Apoc Enhonce Strength ......U... 1.50 ... 2.50
Assassingfion Plot . ........... :gg 25'\2 i 2&.&:04‘5(’1& Sléé%?ﬂ(q)gg ] W Eﬁgﬁ;&r;ﬂﬁ;l‘gr:pg;]neerlng kl é[s}g gag
Choos Bt .........ocoeor- 400 .. 600 Stres Deck (S5 o) ... 800 ... 900 : | : B foctiptianh ... R 0 L5
om0 M0 St B (10 dod) .......... 75.00.... 100,00 ey yutweO GAMES-1995 S, it .. 130 250
Shield Moidens of Odin ......... 4.00 6.00 : Booster Pock (12 cords) ... 200 ...250 - Cord nomes are printed in various colars. EBGGSIHBID(UF i 19 i
oo ) {300 e S kO (11501 0001000 f%ﬁiiﬂiﬁ'ﬁ’ne,.g.af, ULV50 L 2k
: ¢ Storter Deck Ducl ...800 ...1000 i I sorailln, 1500 L 2
LA NN S o dnl) ... 3000 000 el ... 10 250
T5R-1995 ; WONEANION bAME-) 772 750012500 : Booster Pock (15 cords) -.200 ... 225 : Beost Bioc ;!'nl:(s. s 3 o a
FRSRIS 0 v SHLID - (RN, § ST o om0 T0UE S e el k) ... 1000 ., 080 L St L
Booster Pock (15 cords) . 2.00 2.50 : Booster Pock (12 cords) ......... 200 ... 60 Sl Cords ore 0.5-1x Limited Prce : Bishop Flosma Uélisi e g8l i
Booster Box (36 podis) ... 70.00 ...80.00 : BoosterBox (35 podks)......... 70.00 ... BO. i i ?usslngSe;:gccn;? ost . R ol o
i : L SSINS EXPANSION B : (ol IEL B .4
g criomon I e e £ Cobl Bote Tocts ..U 150 . 250
ol 5t (1 SH000 ... 6000 Foll oty S 306 cmd .. 180.00... 30000 ém&'émﬁ;ﬁsﬁ) i ES?!?E?EJE&? U e
Fll Set (134 corts) ... S40.00 . 60.00 : Full Hobby Sef (30 ; £ S Rk [ k) 0180 i U g
et v i e e el bl o YRS TN o0 GeGomifie 10 250
{ : Storter Deck e ... 10, H ! Cd U TR 7 )
Boaster Box (36 packs) ........ 1000 ... Storter %1:19}%&&%}_ 2 7;% ‘935% ;:(,,p,gmmmim Hero Cord 5 ?Eg ggg
_ : e i BIES) aeva sane "3ac. $ 2 {111 PO | M I [T~
HEARTBREAKER HOBBIES-1995 3 ?Da‘smlsrﬁfx?‘w;(:(m eveenes 75.00... 14500 icgﬁmh':‘igh[t]\,'S!;h:hild~ H ;Eg gsg
Set (105) ............ 5 : * Cop Am Ricochet Shield ......U.. 150 ... 2§
Bt ok 15 T — A B e e 0 = )
Booster Pock (15 cards) .........275.. i 06 66109 ; | Cakn oo Sk e U150 T 5D
Booster Box (36 podks) ...........90.00 . .110. © FullSet (787 cords) ... ...$150.00 ...25000 é{u%ugeﬂem[ﬂid LR T3w T e
: Storter Deck (60 cords) . 5800 ... 1000 é(umuga Blade Hands WU 150 L 250
Full Set (200 cords) ... $50.00 .. oaste Pock (14 cords| 250300 o U Ty
e i oyl e R R joteiten, el 40 - 10
e —— A 4% i
el 5 : Colossus Hoymoker .........U... 150 ... 2.5p
(OLUMBIA GAMES--1995 : Full Set (374 cors) ; .DU 1'1.00 i §(010§su$h'.qlul8mrinr : H 1.50 ... 2.50
e SiE o | SRS ol T
i oty e g e Bl TN oo i T S
Storter Box (12 decks) .........95.00... 110.00 : gg:i:ggc’ ;3;;;;;; 00 Tiooo | égvhgpitr:::lHSweepw ' e oot
| DOOMTROOPER ] = : ED‘gEdpdekSSDSSin R..300 4:00
HEAR KER-1995 : “ §DendpooIHighThleSf‘119|d/ E ?gg a0
(oS e U B : i Deodpoal Kiling Moching ...U... 150 .. 250
SRY IO e T o 0] FECH LRI . o GHU i L0} bmiend 1S5
Starter Box (10 dedks) ... ?ggg 8;[‘9 ézg; Bu:r’TZf'ﬂrlrs“ %000 11000 | Egh gn-: Eg;c;‘:smnﬁﬂms g [ s ggg
Booster Pack (15 cords) ... 5 (12 deds) e BEIES-1995 1. D (ol sl le o, L
fer Box (36 pocks) ... 70.00 ... 85.00 : Booste Pock {15 corde) : {Full et (231 cords) ........ $125.00 ...20000 : Dr.Om SuperGerivs...._.... R...3.00 .. 49
Booster Box (36 po Booster Box (36 packs) .........80.00 ...95.00 ; (E"'Wl(}rmre(m(u;ds) gnr,ﬂmTime_Mﬂﬁl::'rle ; g;gg = 40
ki [ Gy sl s IR : Stuter Deck (60 o) ........ B0 1000 D OnVloms P k300 1 4gp
Cardinal Dormiric ... 10 e ULOD ;_ ; Storter Box (10 decks) _.........75.00 ...95.00 : Dr.Octopus Evosive Acion ..U 1.50 .. 250
Uershaw the Mortficoto......... 700 ... 1000 | NEESEEE——— | st Pk (1S k) ....... 275 .. 300 b O Cogig leacks ...k, 300 .. 400
RO oo 20 00 (¢ SNCETERTAROSIS o o Boostor Box (36 podks) ... 90.00 ...100.00 ; Hekno Hero Cord. .......... 300 .. 400
Personal Anti-Personnel Mines ... 7.00 ... 10.00 : Elfww sy rrISu;mﬁJ T 275 E::mm;{?mm T ggg
: Booster Box (36 pocks) .........70.00 ...90.00 : WITARDS OF THE COAST-1994 —] ;[Ie‘;"nﬂg?u[lelﬂﬂﬂ ; ST N | R 111
HEARTEREAKER-1995 | EIEEENEES (5 (13 o) $27500. 37500 Hekao Su S ﬁ :gg . 250
Full Set (170 cords) ... ‘.Slig.gg nggg - f;“"g'gﬂk(%édmﬁ éggg aggg ggmg::?i?;{n: ickup i i Egg
(1) [ ... 250 i CARDI-1995 : Storter Box (10 decks) ......... 65.00 ... 80, ; Gombi JETT. 1 o A
E?.‘;:i:iiﬂ;“(i%‘;’;cig ........ 95.00... 130,00 ; Full Set (450 crd) 20000 30000 Booste Pock (19 ) 150 " 200 Goni e Ot . U150 750
-E’””ﬁg‘*‘k‘mfm; 1500 4000 : BoosterBox (36 pocks) ... 50,00 .. 7000 5ﬁ”m"‘{]§‘“ﬁ“ﬂ"ﬁﬁ,,d"" = 303 338
¢ Storter Box (6 du ; . : n Her iR o ]
COLUMBIA GAMES—1995 : Eoﬂf&ri’odti?(ﬁdsl e iDL 00 _ §Mggggbﬁ;n Goblin Glider .....U...1.50 . 759
F‘U"Sé:( (3001(0;65) .560.00 ngg Booster Box (36 packs) . 6000... 110.00 E;:;J{;Ii?f:??is,'g.[:{;;]ﬂﬂi{{ 1%55]50 . :"ggﬂg::zgﬁfﬁ'a?s“ g ;gg fég
...... 700 ...1000 @ i et cordk) ......... 100... 225. : Hol e R zis 4
2?522{53“ d"g"d‘e‘iﬂ‘,’ 7500 . 110,00 Ancient Gote Redemption.......50.00 . gggg ¢ Storter Deck (60 cords) ......... 800 ... 10.00  Hulk Hero Cord g ; gn .. 150
hogel Stom .................2000 300 . Storer Box (10 decks) ... 7500 .. 95,00  Hulk Enoged - b 300 40
[ EcHELONS OF FinE/FURY [T IS . 2000 ..  Booste Pck (15 o) . 275 .. 300 :"Itf'ﬁfn"mﬁ?gm A-18 330
MEDALLIOH SIMULATIONS—1995 0 ¢ Booster Box (3 packs) ... 90.00... 100.00 bk Shog OF U 10 2%
ol et 69 ... S3000 .. 5000 _  — 18
Full Fury Set (57 cards) ... Eg% 1000 : STEVE JACKSON GAMES-1994 © CHAMELEDN ECLECTIC ENTERTAIHAMENT—1995 EHT Fire Shield..............U.. 150 7 9'g
o 8 2200 1000 | Cords names are printed in Gold ¢ FollSet (300 cords) $120.00 ..20000  HT Fire Stom...... BT K T
Fir Sturter Box (10 decks) ......75.00.. 300 | FullSer (412 cords) ... 540000... 50000 o n e Tho0 1000 G W nfemo. . T I
Fire Booster Pack (15 cords) ... 2.50 .. 0.00 © Foctory Set (450 cards) ... 65.00 .. 75.00 | Chotet Boe (10 decks) §0.00 10000 : T Hovo Burst B T
;r'reﬂsnustelgaxk(?:smdés)) 8383 = ]}2'[]0 Storter Deck Dual Pack (110) Iﬂgg ';ggg ‘ Booster Pocks (12 cords) 175250 T S.i}qllm:% Heat He(dlﬁl ;33 750
tarter Ded cords) ... 800 ... 1200 = 7 ; _ E e Worman oo Cord - 0. “ 4
Fuy S Box (1D k) 7500.. 10000 :ggf;rﬂﬁﬁmfsgﬂ_- T3 0p | BoosterBox (36 pods) .. ... 6500 .. 80.00 e - 40
o o o ) g0, 11000 Btador Gy 10000 000 e 1 ViU 10 " 1
P o St .- 85001 O st ot ... 20" 4D+ QAN :in Women ndshiy ..U 15 " 530
| > UUnlisted Uncommon cards 75 150 Full Set (320 cords) ....$180.00 ...300.00 :In Womsnﬁwswhleiﬁm {(j ?EU ... 4.00
Uniisted Roze cords e 250 350" ¢ chorter Deck (60 cords) .. .00......9.00 o WomanUnseenhss......U... 150 . 95p

o PRICENOT AVAILABLE




{ron Maon Hero Cord ... .R...3.00 ... 500 § sl 2008,
IM Conceoled Arsenl ... 0. 50 2500 f R..300 .
M Heat Seeking Missile.......R... 3.00 ... 4.00 : RS0
[M In the Line of Fire. . Q... 150 ... 250 ¢ e
M Rodor Woming .. U150 L. 250 sveillies 150
IM Tocticol Computer......... R...3.00 ... 500 : cumils R e
Jeon Grey Mind... . Matter ...U... 150 ... 250 : e e T
Jeon Grey Tele. Unity  ......R...3.00 ... 4.00 worlle ] S
Jubilee Plasmoid Flash ... R...300 ... 400 : ] WS L
Jubilee Spectrum Teose ......U... 1.50 ... 2.50 .ooall. 150 .
Maogneto Hero Cord .. R 400 L. 600 ¢ ) R =
Magneto Evil Genius . 150 L 250 U... 200 ..
Mogneto GA......... A.0150 L0250 ¢ waRaa 200
Magneto Mog. Shield ......U...1.50 ... 2.50 G150
Magneto Poralyze Opp. ......R... 400 ... 600 : .R...300
Mogneto Repel Qbject ..U, 150 ... 250 R..300 ..
M. Fontosfic Hero Cord ......R... 3.00 ... 4.00 : R 300 ..
Me. Fon Protect Mate L 506 RS0 B LR.300 ..
M. Fon Python Hold ....... £...300 ... 400 : R 300 .
Mr. Fan Stretch Attock ......U0... 1.50 ... 2.50 : U...200
M. Fan Team Leoder e V50 o 250 3 LU, 200 ..
Mystique Heto Cord .......... R...300 ...500 : R...700
Mystique Commando Reid ...U... 1.50 ... 250 : B35 .
Mystique Cool Under Fire ...U... 150 ... 250 : 150
Mystique llusion of Ally ......U... 1.50 ... 230 : R...250 .
Mystique Surprise Attock ...R... 300 .. 500 i ” LR..150
Omega Red Hero Card ... R...3.00 ... 400 : ::nm;'m Dumpster Run(!y 100 : ....R...300 .
OR Corbonodium Cols ... U~ 1.50 ... 250 i ot pon BRA L0 il T 500 RN
OR Drain Lifeforce .. . .. 250 : Tron Man Multi Power 2 ( i ' g'm : R...150
OR KGB Trining ... U. e 250 G et e300 - 500 . 1
O Soaufidl Lo 11| UL, 150 . 250 | oleld PR Sy g0 S L0
OR Tendsil Tactics..... R ... 400 § Sabretoath Chain ) e N 200 i vsallias 1S o
Pofessor X Hero Cod ..~ R~ 300 1. 400 gy el R sy T g 5
Pof X ioricod ... R 300 110 400 | BRI g o LIR30
ﬁﬂfXTE'E.(ODId. o .R. .. 400 : S:uﬂerSpider U ' = 400 vvouR.,. 300
Psylocke Hero Cord .........R... 300 ... 400 : Spiderhan Stienghh 2 -.....C . Cso L 1 1S
Psylacke Combat Prowess ...U... 150 ... 250 } Spiderhan Tount v " g0 § Foir Trovels in Freedomains .. R... 3.00
Psylcke Mentcl Hold _.....R A b UL 300 . 500 ; FooroiteVola ... R...300 .
Psylocke Psychic Knife ......R.. .. 400 : Venom Fighting 5 i "E” i 100 : ....R... 300
Pocke Thought Fobe .11 1.50 .. 250§ yeron BMAD -orvvosp oo e LA
Ponisher o Cad .......R... 300 .. 400 ¢ b Fghting 5.........C 75 110 150 ell gl
Punisher Secret Weapon......R.. 400 £ \pohorina Rage ... R I o | O e
Punisher Smoke Sereen .......U.. 250 : - i o R...300 .
Punisher Sriper ............U.. 250 : R..L300 .
Pmisher\fendenn R. 400 ¢ raihsot 200
Rhino Bowl Over ... all: e LT - vl 150
Rein Rhing Hide ... L. T F‘":,"’S'ef':?mggm'm 1995 U5
Rogue Mutogenic Dain ....R. = A0 Sy Deck (76 cords) U...150 .
Roguz Super Stength ...l o 4005 g B (10 decks) ... o e L 15
Sabretoath Blood Hunt R .5.00 ¢ Booster Pock (]5:urd5)““ il
Sabretoath Bloodlust.........U. - 230 Boaster Box (36 packs) " R 200
Sitver Surfer Heto Card R.. ... 400 Unlisfad[ommonturds““ atll v
Eégosmigl?'ﬂi" 7 H :gg £ Unlisted Commen Sites ... gg% .

oree Shield ... . oL, | B ccilivas
gé:ﬂ\\f&l o R i :gg Unlisted Common Characters ... . U ]g

eanange MatteR U. ... 400 : § ... 350 .
Spidettn Hero Cord .. R B0 gtﬂ%d AT, R8s |
S Aeachnid Agily .........U. 400 ¢ o e U 10
SM Spider Sense U.. 400 : R 10,00 ....R... 200 .
S Wall Crowl C. 200 : = U 300 : LU 150
SMWeb .. . BOD | i i o R...250
S Web g 40 - i U150
SpiderWoman Psj Wel 400 g v LR svalbes
Storm Hero Cord ... o 400 : R Coppg | Hidig .R...300
Storm Emofionol Qutburst ... ... 3. 400 | N R Csop | Himen ... vosallxea iy
Storm Surimon. , Power ...R... 3. 400 ¢ pne R Cppp | Himing ... U...150
Thing Clobberin’ Time ... 400 e TR 500 ¢ Hoommurath of O R...700
Ting Revoltin’ Dev. ... : 400 © Mhelas .l 300 i Hobbits ... R... 150
H’llngi'u‘npg[]'anmm 4.00 Awoken the Eorth's Fire ... 1 3 3‘“] 2 HOOMR i sowillnes 150
Ther Miclir Speaks ... 400 Balance of Things, The ......R . 600 | fmrohl........ U150
That P o Asgad 00§ Bl oo 150 - 30 | Indw Downdecth. k.70
Venom Hero (ord .. ... 600 Balvog cf Morio ... 1 b 6'00 HE U..15
Venom Allen Webbing e AD0 5 pono o the Ihkstone . R " g00 © Islesof tho Deod that L . R 2.50
Verom Creepy Crowler 400 % pooddy ... " 400 | Fhomu the Eostering R..7.00
Veeom Pani Aock ... 800 omon Bt ...l 75 5100 | knghtsof DolAmoh U 75
Venom Symibiofc Snare ... 800 Bonowsight ............... U150 . 300 ; lopseof Wil . U.. 200
Wt Maching Baltly Com. o 400 oy T 1 300 : leoflok .. RS
VIt tidden Weapon .. w400 f g T © 300 ; legolos U.1%
W Unleash Arsengl T " 300 ; lesser Ring U. 150
Wolvering Herg Cord .. - 800 F gy, s il sop | Leeconh s B
Wiolie Berserk Attock e 200 5 g oy v " oo | losoh T
Wolie Fighting Intinct 200 % Biug Wountain Dwarves ..U . 100 | lostorSen R..300
m's‘ﬁ%l.; ...... ggg DBombur ...l " 300 © lostinDokdomoins ... R 300

i Sniki!, o 2002 gk 2 Lucky Seareh . k300
Wiokie Wounded pniml...... R . 20 .. 800 : !indemumrbul H 5 g% l“"!:’f["“m U..200
‘POWERSURGE ¢ Burden of Time, The ... Ul.. 400 ; Lure of Power R..300
FLEER- 1995 E"ﬂ"’m"‘esm U 500 i 3 ;;g
FollSe (276 o) ....... S20000... 30000 § g tisgeesscnseseoR s LR =~ et T

(Includes 14 Mission cards) ¢ Cirdon 3 " 500 | MegcRigofNahwe ... 0. 200
Booster Pack (9 cands) ... 15 200§ Gyt e " 200 : MogicRigol Sk ... 1. 200
m;‘:;ﬂh:;s_(%pu(is)... i --~7°~$g i CeorSkies ... R 500 ¢ MewkRegofWords. .y 200

\ ion ot ...... R A e i i " e’ © Men of Ar 15
Hmm;mmw&“ ?33433 : (mmm,:.... ﬁ 2:% Mm;& £ o3

g mon cords............ 2 ; Corsairs of Umbor il 300 : Men of Lomedon T
Unlisted Rore ords ... 400 ... 600 : i Men of Lebennin u. 7%

"-/—'_-__ —
/__Virmp WENT DOWN HEAVILY TRADED |
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.. 500 §
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5

¢ Men of Northem Rhovanion .. .U ... .75
& ) N
i Mings Morgl ... .. il
: Minions St ... 0.2
: Misor of Golodriel 5
T Mishrikcoot, The R..3
Moon ......... U..1
Moronnon . . R...3
Morgul Night .. il
i Morgubhorse .. | W
: MorguHnde . . |
¢ Mount Doom b..1
Mount Gendabed .. 8.1
: Mouthof Sowen ............. B4
Momok (Olighast) ......... o=
Norsd ....... b..150 .
Naryo .. R...300
© Mgl ove Abrood, The ....R.... 300
: Nemo..... R...300
© New Moon .U...200
. U...150
© O Mo Wilow ........... U..200 .
© Od Theush, The .. 200
{ Ologhal (Troks 0..15
© (ne Ring, The B 1500
Orc-eutencnt .15
Orerist U.. 200
Ostnbdhd U..15
© fatha the Horsamen R.. 700
Polontr of Amon Sul R...200
Polonte of Annumincs R...200
Polonii of Elostinon ... §.15
Polonty of Mings Teth U.. 15
Polantir of Orthonc u...150
Polont of Ospiloth R...200
Pole Sword, The p.. 300
Poths of the Dead .35
Pick-pocket U...150
Pppn ... U ’g'g
of 4 v...2
o bl -
Precaus, The £.. 100
Poketmen R..200
Quckbeom ] 5
: Quiet Londs 0. 150
Red Amow U...150
Red Book of Westmarch U "'0
Ren the Undeon R.700
Retum of the King 1 aﬁ
s Betoyal, The B... 28
. = U...200
Rodx the Roven R..200
Rogrog £ 200
Saaice of Form .20
Som Gomges U..150
Sopiing of the White Tree .U . 1.50
Scroll of Ik U.. 1%
Secret Entronce R. 31X
.20
Sheloh R .I00
Shelob’s Low .25
Siege R..3I0
Sent Watcher .10
Skmbork .. 200
R..3&%
e R 30
Sauthvon o ..150
Southrons p... 18
SJ;#U“ -
1] N
mdh«h R 300
Srome-circle ] 1‘“_:
Siones, The R 2
Stormn of Ossd p 300
Sen p.. 150
Th! r.20
Thonn k.1
Tokoks o
Yom (Toma) §.. 8
Torm Bombodi (.
T of Hoes T
Troiter [} 51_‘.‘
Trewhecrd N8
True Fons k.2
se: Polonti v.. Lo
Ve of Ewch ]
€ by
mallm S \‘:
:i;-h;ﬁ £..2%0
Warho ll {,
Woke of Wer . l‘\('
Wober o Wotw
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© The URB and URS rarities denote Ulira Rare cards ¢ Horana Gloom ................. 300

: found only in booster packs, ond Ulra Rare cards & /HITE WOLF-1595 ¢ HeodWound ... .2.50
¢ found only in starfer dtsrespenmly ¢ Full Set (321 cards) ......... $200.00...250.00 : Heartof Fury ... . 1.00
: i Storter Deck (60 cards) ... 700 ...9.00 : Howord Koor . 100
i #  HName i Storter Box (10 decks) ......... 70. : Hunting Party ... - 1.00
: 2 PoulKoriyo ...... oo 200 % Booster Pock (12 cords) . > ey Chill of Despair ... 100
P34 Sergei Fedorov ...C .o 150 & Booster Bax (24 packs) ... i Impergium ........ w250
150  Wayne Gretzky ... .o 250 % Unlisted Singles ... ! 40 : Inbred Disorder . 1.00
. . i 55 ParickRoy ...... ( civiliol) 2 : Incomo Sigl ... 250
p. liere g9 1 76 FiicLindros C oo 250 % Mloskan Wolf Hunt oo 250 ...350 : Wonkodo ...... 2100
i 78 JoromitJogr.......C .. 150} Mexandru ThundetRoge ... 2500 ...3500 : Jock Deh\l!ongu . .25.00 .
White Tree, The ............ : 79 Mario Lemieux ...C e 200 S s 250 ...350 : lockyGecko 250
Will of Souron, The .........R... 3l : 100 PovelBure ... C oo 200 % Mlomande .. ... 250 ...350 : lomTechnology .. . 1.00
Will of the Ring, The ... 105 Jim Carey ... ( o150 E Mlison Kaching oo 300 ...500 & JoumeyOnword ... ... 1.00
Wiliom (Wulvog) ......... ! i 114 PoulKoriyo ... U 00 ... 500 | AmoiHowlsfomSoul .........1.00 ...2.00 : lubofi ... 1.00
Witchding of Angmar  ......R... 7. i 135 Jeremy Roenick...U ...... 150 ... 250 : AnnaKlimingki .......oevveenn. 300 ...5.00 & Julishaof the Thousond Masks ... 3.00
Wizord'sRing................ 137 Peter Forsherg ..U 200 ... 400 } AnnaEyes of the SunPelfrey ... 250 ...3.50 : Justice Under Gaio .. ot
Wizord's Fire ... R t 144 Sergei Federov ..U ... 200 ... 400 : Antonine Teardrop ............... 250 ...350 : Kelly Still Woters... ..25.00 ..
Wizerd's Flome o ey : 159 Wayne Gretzky ..U ... 400 B000 6 i | BRES S 300 ...5.00 : Kinfolk- Enwmmmnmnl.&rlmsr ... 250
Wizard's Loughter ......... i 166 PatrickRoy ...... (1) et 200 ... 400 ® Bolor'sGoze ... .. 250 ...350 : Kinfolk- Small Town Cop ......... 250
Wizard's Riverhorses ... : 182 EricLindros ...... I [e S 4.00 ... 6.00 : Bongna Split . 0100 ...200 : Kinfolk - Soldier of Forfune ......3.00
Wizard's Voice . ) : 185 Jaoromir Jogr...... U.... 200 ... 400 : Begstmind ........ 100 ...2.00 ¢ Kinfolk-TV Reporter ............ 250
Woodmen.................. 186 Mario Lemieux ..U ...... 3.00 ... 500 : Block Spiral Doncer .. ...100 ...200 : Kinfolk-Veterinarion ... ...3.00
Words of Power and Teror ...R... 3. ©195 Bretthull ...... U 150 .. 250 ¢ Blodetooth .ovvvensivninssennnns 1.00 ...2.00 & Klitol Storgozer .. .. 2500 .
Woses of Old PokeHand ... i 204 Felix Povin ...... g 150 ... 250 } Block ond Stike .. . 100 ...200 : Kave ... .. 250
Waoses of the Driadan Forest : 207 PovelBue ...... 1| v 3.00 ... 500 : BloodontheWind .. ..250 ...350 : KnifeWind . ... 300
N3 JmCoey ... [ 200 ... 400 : BodyWiack ................. 250 ...350 @ lomumwn ... ...3.00
: 223 PoulKoriyo ...... URB ... 20.00 ... 30.00 : Bones of ShakirHind ............ 250 ... 350 : Leadership Chollenge ... ... 1.00
224 Todd Krygier......URS ...3.00 ... 600 : Rotlecop of ShokeyMac .........300 ...5.00 : Legendary Leadership ... -1.00
1 226 RoyBourgue ...URB ...7.00... 1200 : Bokenlimb ............ U950 350 ¢ LesserBonishment ... L1000
228 Com Neely ...... URS ...7.00... 12.00 Bron Mac Fionn .. ....300 ...5.00 Leukippes ........ . 2500 ...
i 229 Adom Ootes....... URB ...7.00... 1200 : Byggeteod.................... 250 ...3.50 : Lone Wolf lupo .. 2500 .

{232 BobSweeney ...URS ...300 ... 600  BumRush .

H ; : 0100 ...200 : lord Albrecht ...
i 236 Jeremy Roenick...URB ... 10.00 ... 18.00 : Caling 0.Champion

J1.00 ...200 : LlostColling ...

: 239 Peter Forherg ...URB ... 18.00 ... 25.00 : CoefulStrke ................ 250 ...350 : LuckyBlow... 250

: 241 OwenMNolon......URB ...500 ... 8.00 i ColoGrimsson ... 250 ...350 : lno'sAmor ... .1.00

: 242 JosSokic ......URS ...8.00...1200 : CodesonRuch .................. 100 ...200 : LunosLinks . 250

: 248 KevinHotcher ...URS ...3.00 ... 6.00 : Cemonous .....ooovovevvnnn... 250 ...350 : Lunor Edlipse . 3.00

- i 250 Mike Modono ...URB ...5.00 ... 800 : ChorgingBull .. ...300 ...500 : Momu ... .3.00
COOKING WITH KANO | [JEREET RN Lo O DO 17 R s oo 250 ...350 : Mongle ... .250
Friendship i 253 Sergei Fedorov ...URS ... 20.00 ... 30.00 : C(lose the Bawn .. 250 ...350 : MoiCobah ..o .250
¢ 259 DougWeight ...URB ...3.00 ... 500 : Commond Spiit .. ..1.00 ...2.00 : Mossive Wound ... 1.00

: 263 RobNedermayer URS ...3.00 ... 600 : 300 ...5.00 : Mosterof the Pack...... ... 3.00

i 266 Geoff Sonderson  URS ... 3.00 ... 6. i 100 ...2.00  Matiarch Mouning ... 3.00

© 269 Woyne Gretzky ...URB ... 30.00 ... 50. it ..100 ...200 : Merciful Blow ...... .1.00

: 274 PotnckRoy ...... URB ... 18.00 950 _..3.50 : Mindspegk ...... ... 100

275 Marfin Brodeur .. .URB ... 15.00 ¢ DhormoBum . 100 ...200 : MokelaHide ...... c2zgiol)

: 281 Scotlochonce .. URS ... 300 ... 4.00 ¢ Diem 100 ...200 : Moon Bridge Escape

: 283 BrionLeetch..... .URB ...300 ... 5.00 : Disembowelment .. L..250 .. 350 : MoonSign ............ 250
: 284 Mork Messier ...URB ...8.00 ... 12.00 : Drunken Revely .. o250 ...3.50 © Morgan the Unworthy ... ..1.00
[ : 286 LucRobiroille ...URS ...6.00 ... 800 : pyGulch ........ ..100 ...200 : .'.‘loriheilligfr!.‘luumnm .3.00
BRADYGAM| © 288 JmPoek ... URS ...3.00 ... 600 : Eqterof-Bears .. 100 ...2.00  Mother larissa ......... 3.00
Full Set (300 cords)................ B viins ® 291 RodBind'Amour URS ...300 ... 600 : fdgewalker..................... 100 ...200 : Mother's Touch .. .1.00
Starter Deck (60 cards) 5 : 294 Fic lindros ...... URB ... 30.00 ... 50.00 : iderStone..... g0 7 asp ; Notosha Moon Choser -1.00
Starter Box (10 decks) ......... i 297 Joromi Jogr......URS ... 20.00 ... 30.00 : Fider Vampite .. ..300 ...500 : MNotwoeBoon ......... ... 1.00
Booster Pock (15 cords) ... : 298 Mario Lemieux ...URB ... 2500 ... 35.00 : EntrgilRend..................... 250 .. 350 : Nephthys Mu'at s 450
: 302 Aursbe ...... URB ...5.00 ... 800 : Entropment........ ; . 100 ...200 i MeweChster ... 100
305 Geoff Courtnoll .. .URS ...3.00 ... 600 : fyodeondStike ...............100 ...200 : NoEscope ...... .00
: 307 BrettHul ...... URB ... 1500 ... 25.00 : fvon HedlsthePast .. 100 ...200 : Noi'n NiDhonail ... .00 L2
231 Penkimo ... URS ...3.00 ... 600 : Evgsion.........ooccvvnrnee. 1.00 ...2.00 : Oisin Moc Goeluch L2500 .
FuilSeI(?é?cufds) ......... $125.00... 20000 : 313 Poul Yseboert ...URS ...300 ... 500 : EyeoftheCobrn .. 0250 ... 350 : OldRedEogle........ .. 2500 ...
Storfer Deck (60 cards) .........7.00 ...9.00 : 315 DougGdmour ...URB ...800... 1200 : EyesGouged .................. 100 ... 200 : OldStom{haser ... ..300 ..
Storter Box (10 decks) ......... 70.00 ... 9000 : 316 PovelBue ...... URB ... 2000 ... 3000 : Eyesabfrost .. ...100 ...200 : OldWolf of the Woods . L2500 ..
Booster Pock (10 cords) ......... 175 ...2.25 : 318 Alaxonder Moginy URS ...8.00 ... 1200 : FpereKin .........oovvveen. 250 ...350 © OgonPuncure......... ..1.00
Booster Box (60 packs) ......... 90.00...120.00 | 323 KeithJones .....URS ...3.00 ... 600 : FongDogger ... CUEO0 700 G 0wl ... 100
) i i 329 Teemu Selonne....URB ... 10.00 ... 18.00 : FongJumper ..................100 ... 200 : PockDefense ... .1.00
i 330 Mexei Thomnov...URS ... 8.00 ... 1200 : Fong Heckloce of Fenis. I T e .1.00
: ! : © FostSHike oo 250 ...350 : Pesceoflore ... .. 300
ATLAS. GAN i : Feather of the Phoenix .........2.50 ...3.50 : PeoflRiver ........... ... 300
; Full Set (117 cards) ... $70.00... 100.00 : DOFRS viriaereieeiinnensn 100 ...2.00 : Pentex Foresty Teom ..1.00
Boaster Pock (10 cords) LIS it o FMlSenesl(l&Owrds) ...... 5400{} ... 6000 : Fenis’ Bife .. ..250 ...350 : PentexRefinery...... 400
{ Booster Box (60 packs) . - Storter Deck (A& 850 cords) ... 7.00 ...9.00 : gk Jacket........... o100 e 200, & Ppen The covemismmivisis 250
| . Storter Box (12 dedks) . e 7000 .. 9000 : Fhwg”)fwhrgdne i ...250 ... 350 : Portable Computer..... ... 3.00
| XPAN ¢ Booster Pock (15 cords) ........ 200 .25 : FocchlWind ... 00 . 200 : Pisethe Makiomed ... .1.00
ATLAS GAMES - Booster Box (36 padks) .......... 70.00 ... 90.00 : Frenzy ........... : ...350 : Progenitor Moge ... 300
f Full Set (117 cads) ... o 200 ¢ Pumplinan ...... -0
| Booster Pack (10 cords) 3 : Goio’s Vengeance . 600 : Questor Treetolker ... .1.00
Booster Box (60 packs) (A ¢ Gongeel Ally......... 500 ¢ Quoting the Litony ... 2.50
l - Full Set (190 cords) 56000 ...80.00 : Gorbage Food Poisoning ......... 100 ...2.00 : Rognook ... .1.00
Storter Deck (50 cords) ... 900 ...1000 | Gegs........oorrooirninn 250 ... 350 ¢ Rainpuddle ......... .1.00
ES © Starter Box (12 decks) ... 100.00 ...115.00 : Gere-Huntsthe-Hunters 9250 ...350 ¢ Redoiming the Stalen ... .1.00
......5100.00 ...150.00 : Booster Pock (15 cords) .........2.75......300 ! Gesor .................100 ..200 : Removebaia'sBlessing .........2.50......3.
BnoﬂelPuck(lUmrds) sosmissesd I D monreidedd 3 Booster Box (38 'pocks) ..., 90.00 ...100.00 : Get Medieval ........... ..500 ...7.00 : RendondTear ......... ....1.00
Booster Box (60 pocks) ......... 90,00 ..120.00 © Power Pimer (S.0. + 3 Boosters) 1500 ...18.00 : Ghb Tongue.....................250 ...350 : Riteof Invesfiture ...3.00
: L ¢ Golgol FangsFirst ...............3.00 ...5.00 : RoarofStoms........... 250
RNSION - ol o bouma ... 250 ...350 © RogerDaly ... .. 3.00
CALIBER GAMES SYSTEMS—1995 R [ A 2300 ...500 : Roshen OneAm 1.00
PLAYOFF-1995 Full Set (300 cards)  .........590.00 ...125.00 © Grondfather Thunder ............ 1.00 200 © RunlikeHell ... .1.00
Full Set (330 cords) ........... $200.00... 300.00 © Storter Deck (50 cords) .........7.00......9.00 : Greoter Bonishment ... 300 ...500 : Running Creek -1.00
| Starter Deck (50 cards) ... 11.00 : Storter Box (12 decks) J0.00 ...90.00 : Grek TwiceTongue...... ........ 250 350 : Somuel Haight . ... 250
! Starter Box (8 decks) ... 8500 : Booster Pack (15 cords) 225,250 G Greylist e 250 ... 350 Sondsof Sleep . 0050
Booster Pock (12 cards) ... 275 ¢ Booster Box (36 pocks) . .......75.00 ...90.00 © Giffin DU 00 200 oo Thoat ekl ..., 1.00
Booster Box (36 pocks) 00 ...95.00 Gamfang  ........... 300 ...500 : Scouging the Wym ...
Unlisted Commons (#d 1-110) ... .10 ...... .50 GrowkatMoon ..., 250 ...350 : Scouting Mission
Unlisted Uncommon (£'d 111-220) .75 200 ¢ GuidestoTuth 250 ...350 : Soatchesotfleos .
Unfisted Rare (#d 221-330) ... 2.00 ... 4.00 . Gunnor Droughrbane .. 7500 .. 3500 : SweomofGaia ..................
© PRICENOT AVAILABLE
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Shakor ..ovveiiiieeeeinnn, 100 ...200 : RunswithoutPock ............... | 71— 250 : Nome Rarity : Vincent, Troy .. 200 ... 300
Shapeshift 00 ...200 : SeesthioughStors .. 00 £ Akman, Trop ..t ssones Rees 7,000, 1000 £ Wollce, Steve .. .. 200 ... 300
Shieldmate ............. 2100 ... 200 : StepSideways . : Alen, Marcus ... o..200 (. 3.00 : Women, Chis..... .. 400 ... 600
Shogeka Hunter Moon ... 2500 ...3500 : ShokeyMoc . : Bollrd, Howord ............R...200 ... 300 i Webb, Richmond ..200 ... 300
ShatBun......vveiens 00 ...6.00 : Shuck Sideways ¢ Bennett, Comelius ..R...300 ... 500 : White, Reggie 400 ... 600
Shu Horus... ... 2500 ... 3500 : Summer Country . i Beanet, Edgar ... ..-R...300 ... 400 : Whitield, Bob .. 200 ... 300
Sithouatte ... 50 ...3.50 & UmbrolWove ... : Bennet, Tony... ..R...200 ... 3.00 : Widel, Doug L 200 ... 300
Silver Ammo .250 ... 350 ¢ WehyoOhni 212 .50 ¢ Bemstine, Rob ..R...200 ... 300 : Wiliams, Aeneos ..200 ... 3.00
Siver Claws ...... L1000 ... 200 : Wyldstom .. 80 e ¢ Bledsoe, Drew. . L0700, 1000 ¢ Willioms, Dovid ..200 ... 300
Simon Genfle ..... L1000 .. 200 Bono, Steve ... L5 L0 150 Wilkiams, ceral w100
SingsfortheBeast ............ 100 ...200 : AR \ | ¢ Brown, Chad R 200 ... 300 : Wolford Wi ... 200 ... 300
Sister Judith Pows-oflight ......2.50 ...350 : WHITEWOLF-1995 ¢ Brown, Dove . o0 ... 50 ... 1.00 : Wooden, Temy ..200 ... 300
Skindancer ............... 00 ...600 : FullSet(186) ........... $150.00... 175.00 : Brown, Gory . U150 .. 250 Woodson, Rod .. 400 ... 600
Sneok Attack .. 50 ...3.50 (et Price Inchudes six Ultro-Rare chase cords) Broan, Lomas . ...R...200 ... 3.00 : Woolford, Donnell ..200 ... 300
Safya Softkiller.... 00 ...200 : Booster Pock (15 cards) ......... 225 Brown, Tm . ...R...300 ... 500 : Young Steve........ 8.00... 1200 |
Son of Moonlight .. ) i Booster Box (24 packs) .. ’ i Bruce, Isooc col e dS 150§ Zondich Michodl .....c.... R 200 ... 3.00
Song Chiong ........ + Unlisted Common cords .. i : Buchanan, Ray seRees 2007 2800 3
Song of the Greot Beost .300 ...5.00 : Unlisted Uncommon cards J5 ...150 i Bumett, Rob ...R...200 ... 300 :
Spear of Dece........... e 250 ...350 : Unlisted Rore cards  ............ 200 ...3.00 : Coates,Ben . R 300 .. 500
Spina Crushed .. ool L 3500 5 ¢ Conwoy, Curfis ... A TS
Spirit Droin . ......... ... 250 ...350 @ Home Rarity ¢ Cunninghom, Rondoll alles2000 e di00 3
Spirit of the Froy . . i Alonzo Montoyg ............ R...4.00 ... 600 : DelRio, Jock R 200 e300 5
Spofiight ....... ¢ Amell R 200 ... 400 : Differ, Trent U200 L 300 G
Stonds-Like-Mountain . L) ) A...0125 ... 200 : Dishmon, Gris wr Rl QOIS RAI00) 2
Stolen Wolf, The ... 00 ...200 : Breath of the Defiled.........R... 300 ... 5.00 : Ellord, Henry sk 2007400
Supise Aly ... 2500350 § Coernof Rytthiku............ R...3.00 ... 500 : Ehwoy,John ... «R.6000 L BOO0
Surprise Attock .. ¢ Coam of the Blood God ... R...3.00 ... 500 : Esiason, Boomer sl 00350) 00, 4
Sunivar........ ¢ Coem of the Unwoshed Child R... 300 ... 500 | Everett, im ... ol N 500200
Susan Anthony i Chainsow .................. R...300 ... 500 : Faulk, Morshall <R 1200... 1800 :
Syntox ........ i Chururoc’s Tusk .............. UR 12.00 ... 20,00 : Fing, John......... souheac 000 20300 3
1ukelheTmeFam1 & : Count Viodimir Rustovich ... UR 18.00 .. 2500 ¢ Floyd, Wiliom ~...........0... 150 ... 250
Toking the Death Blow .. - & COBOORY oo R...200 ... 400 : Fryar,lving ...... R 200 . 400
Tonzut ......ccoeeenns 1000 0200 : Defiler........ ol 125 L. 200 ¢ Fuller, Williom .. ke, 200 ... 300 3
TeethoTitonium .. i Eaterof-Souls .. w125 1L, 200 G George, Jeff ... weiBeva 800 2o 800 3
Thomas Kochino .. 250 .. 350 : Enficer........... ....R...300 ... 500 : Green, Domell... wiRei200) 300 3
Thunder Tiger ... ik .30 FBl Investigation ............R... 200 ... 400 : Greene, Kevin... R 400 L 600
Tim Rowontres .. J100 . : Friends in High Ploces ......U...1.25 ... 200 } Haley, Chodes ...........R...300 ... 5.00 :
Tribal Alliance . : General, The R 400 ... 600 i Hompton, Rodney R ey L 1 ANAWEIC
Tibol War ... L300 ...500 : GlodeChid ..... U125 700 ¢ Hanks, Meton ... 300 . 500 BYLAMOIENE
Toe Fear ........ ... 100 ...2.00 : Heart Breaker. ... caeiRises 300 et 500 3 I'Imbaugh,]im U150 L 250
Tr;e Silhl'.erheefls H 'HunrsmNEght 2 WU 125 L0200 ¢ Horvey, Ken ... ...5...2.00 ggg : _
Uktena Wymfoe .. 400 ... 600 & Incoma Avotar ~..R...200 ... 400 : Hearst, Garison B TH 1 R L B R L ; -
Umbrel Escope ... 250 ... 350 Kils the Weok U125 ... 200 : Hoord,Leroy ..o.ooe.ooonn R 300 o 400 frﬂSeNﬂiﬁm‘ﬂ -
Victory Party .. T 2 Kiss of the Wym ... R0 500§ Mgk Bl oo e 00 300§ S GO oMl s WD
ViustoWym .. i Latonia the Temptiess ......U...1.25 ... 200 : Hostetler, Jeff... o e e 11, Storter Box (12 dedks) ... 250 300
Vitl Do ... ¢ Longteoth R 4000 55 600 : Hust, Mowice .20 .. 500 § MeINEORORS S50 300 i)
Volcheko tharuii . R 200 ... 400  Inin, Mihoel...... R...600 .. 80 i BoosterBox (38 pods)....... 85.00... 110
WolkswithMight ... ~.R.0500 ... 700 : Ismoil, Rocket ..-R...200 ... 400 m
wgllPuimdufWuhquhm.. ...UR12.00... 2000 : Jackson, Greg... 52]200 3(518 3 DAEDALUS GAMES-.19
epBody ........... ....UR12.00 ... 20.00 : Johnson, Charles cosllicn S0 oo 250 3 . 2
VindAcrossherklls . R 200 ... 400 i lohnson, D). ~R.300 ... 400 Fol et (MO o) . 5'593 “gg
Winter Wolf ... : U..125 ... 200  Jones, Sean R...200 ... 300 : Boos!erPuctJ(lScurds\] ?.50‘ Lores
Wisdom of the Seer 00 .. + Pentex Executive & Limousine R... 2.00 ... 4.00 : Kelly, lim ... L RLI50007800 : Boaster Box {36 podks -80.00 . :
Wym Skin .........ooen. S0 ... 350 : Priest .......oiiiiiiiiis U...1.25 ... 200 : Ky, Temy . ...R...300 ... 400 : [ e s
Wyrm Slayer, Ronin Gorou .00 ... 5 ::Ewsvmontﬂullranumn ...... R...200 ... 400 } Lews,Mo.... ;ggg --g\gg ! MAYFAIR GAMES. 199 ;
Wym Taint ........... 500 250 3 oic Stalker ............ R...200 ... 4.00 : Uoyd,Greg . SR 500 ey 8000 2 €1 \
‘funivurmch . ¢ Red Mlent oo 105 ...0200 £ Mﬁm’ D(gm : ...k 1200... 2000 : gﬂgﬂéﬁgﬁm "530?'33 ‘“g'%

3 RedHeudedStepch\ld ...... R...300 ... 5 Mortin, Tony . ~all.. 1801 L., 250§ Storter Bax (10 decks) 65.00 ... 80.00

¢ Renegods Werewolf Hunter ...U... 1.25 ... 2.00 ¢ Mortin, Woyne . SR 200 L300 E e Pk (15 conds) 200 . 295
UM i Renthssonder ............ R...300 ...500 : Mathis, Terance . R3O0 L AO0 e R (36 packs) £0.00 ... B0.00
WH : RowroltheWym ... U...1.25 ... 200 : McDaniel, Teny . R 200 300 ¢ J 25 ]
FutlSet(?Dcmds) ............ .00 ...60.00 : Skin of the Hellbound ... U...200 ... 4 Weuffe, 0, oo U 150 250
Boaster Pack (12 cords) .........2. 0 2SR i, U... )25 2 McGlockton, Chester . R...200 ... 300 : o 1o04
Booster Box (36 packs) ... ¢ Spirual Revelotion .........R... 200 ... 400  Meons, Natrone .... AR 400 ... 600 : Ful 15t B4 Set (445 carde) . $150.00... 225.00
Unlisted Common cords ... i Subjugation of Gola .. U...125 ... 200 iller, Anthony . R..0300 ... 400 : (Set price inchxdes 25 boostes exchusive cords)
Unlisted Uncomman cards : Suvival Nt ... U...1.25 ... 200 : Mims, Chis ... R 200 . 300 o pd Chrter Dul (110 o) 800 .. 10.00

: S e U... 125 ... 200 : Mirer, Rick ... U050 s 250 & o B Sharier B
Amanda WithersinSun............ L 250 TF. Maceil ...R...300 ... 500 i Mikchel, Scott O LSRR L Ry 45000 . 60.00 u
Barishment by the Coundil. : LR [ - R...3.00 ... 500 i Moon Woren ... SHAD0TCTE00 ;o Ed Booster Pock (15 cords) . 125 ... 150
Battlegiound, The ........... i Telemarketing Compaign  ...U... 1.50 ... 2.50 i Moore, Hemon ...........R...500 ... 8O0 | jopd poce Bov (36pocks) 4000 . 5000
Biom-Blooddrom-Stare........ i Toga of Dionysivs ......... Uoo)ad50 oo 2000 = [Morfon, Ken! ..ooommeseniiss R...400 6.00 : £No Ed Set (400-Cons Onky) . @ o =
(oem of Bygone Visians .. i Totem Form ... R...200 ... 400 i Novocek Joy....... R 300 L 500§ N et CruterDeck (S5 conk) @ o
Coem of Ichiyo Modoribashi ... 1 00 : Trinity Hive Coam (UR 1200 ... 2000 : O'Donell, Neil ...........C ....75 ... 150 ¢ poed S Box (10 decks ° .
Coem of the Pointed Sonds ... 12000 2.00 : Vampire Blood R...300 ... 500 i O'Neol, leshie............... R...200 ... 300 : £ ond Edvion Sef (420 cords) 140.00 .. 20000 M=
Coamssondro Shodow-Wotcher ...1.50...... 250 : Zhymak ... .UR 1200 ... 2000 : Pormoles, Bemie............C ....75 1.50 | 95 6d. Storter Deck (110 cod)  8.00 . 10.00
(uerncfrhaWeepmg[}uughler ool 00 s s 200 : § Pemimonn, Brett ...........U.. 150 ... 250 i n4ed Guoctr Box (4 dols) . 4500 . £0.00
Chiding. ... ... 150,250 | ST © ke Col U250 350 o peeped (S 150 175 G
Deepluumay ........ o .00 : CACTUS GAME DESIGN-1995 i Randle, John ... R...200 ... 300 : 2454 Booster Box (36 packs) 5000 ... 60.00
Dreamspeaker Mage ............ 3000 5.00 : Full Set (300 cords) ... $200.00 ...250.00 : Reed, Andre ....... ceeenRe 300 L. 500 o
Dr. Stephen "Mindbender” Garison 1.50......2.50 = Starter Deck (50 cards) 00 ...900 i RheEmic .......C. 150 .. 250 g 150 . 250
Foeri Amor ... 150 ..., 2.50 : Storter Box (6 duol decks) ......80.00 ...100.00 : Rice, Jamy.....oooouininiis R...8.00 ... 1200 Widnight Goddess of Mogic 1.50 250
[ 10.00 ...1500 : Booster Pack (B cords)............1.25......1.75 i Roof Wilie ..............R...200 3.00 Potion of Firebaathing 150 250
Heart of Midnight ... .250......3.50 : Booster Box (60 packs) ... .00 ...90.00 : Sondess,Bomy ......... .R...7.00 ... 10.00 Siage! 150 250
Jennifer Moon-Wizened L 100 200 : : Scott, Domoy ..............R. 400 .. 600 © gy 150 ...250 Q
K St ..o el S0z 250 IR oo lon oo R200 200
Loughs-ot-Deoth .. wnnlidllonsons 2.50 i DONRUSS- 1995 : Seou, Jumior ........ RoA00 . 600 pENTEACTS EPANSION
Legendary ....... 1000 ...15.00 : Full Set (336 cards) ......... $200.00... 300.00 : Shuler, Heath. . U...250 ... 350 ; .
Memory Ribbon .. G 1| e 250 ¢ Starter Deck (80 cords) .........9.00 ... 1000 : Slode, Chiis . R 200 ... 300 : pjcar (100 conk 0 ... 80.00
Noomi ........ it e 250 & Starter Dual Set (160 cords) ... 18.00 ... 20.00 : Smith, Bruce R...300 500 | poocter Pock (15 cords 250
Nexus Crawler ... ) ey 3.50° ¢ Starter Box (5 dual decks) 10000 : Smith, Neil .. R...200 400 Roaster Bax (34 pocks 9000 e
Nightmaster ... i o s 250 : Booster Pack (12 cords) . .. 275  Stubblafield, Dono R...200 ... 300
Pock Reprimond .. 00......600 : Booster Box (36 packs) .. 9500 £ Toplor, lohn . R...3.00 “  RAVENLOFY EXPANSION
Pongen ...1500 : Unlisted Very Common Cords ... veeee 30 ¢ Thomas, Willom R..200 ... 300 Q
Petrov Tzt o250 % Unlisted Common Cards............ .20 .......75 : Tuinei, Mok R.. 200 300 gl Set (100 cor $8000 110,00
Phonfosmi ... 00......2.00 i Unkisted Uncommon Cords ... 1.00......200  Tumbol, Renold R...200 300 pocches Pock ( 1.50 175
Rite of Realm Binding ... .. oo l80ie:: 250 : Turnes, Eric R..200 3.00 ]
WENT UP WENT DOWN HEAVILY TRADED |
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700 i NearWorp Tromspast ............ 125 ...200 i Storter Deck (60 cords) ... 7.00 ... 10.00

p ... 250 : NechDoren ......... 800 ... 1200 + Starter Box (12 decks) 80.00... 110,00
- ... 250 : Neurol Servo Device 150 .20 i Booster Pack (15 cords) ......... 250 ...3.00
B l%gg : N?dgmﬂ%( ..... ?gg %E‘g : Eooierﬁu;}?ﬁgucﬁs) 7 80.00... 100.00
il .. 250 : Ni ozhenko . 50 ... 250 @ Cords are white-bordere
! o y i o ggg :m;l‘nsuM;mleusim %’gg ggg : Single Cords are 0.25-0.35 Limifed Prices
» : wos Ne e : NOMOn Mane......... & ne 3
> A% TR0 | Ko % 7%
s : : PR . : B ... . war e
; 712571200 ¢ Ntsonl S T
sl 350 : Ocett ... 225 ...3.00
Booster Box (36 pocks) .......... 50.00 ... 80.00 : 3 500 : Pordek .. 225 ... 3.00
¢ i i iy 400 © Poem .. 150 ...250
I LAN( (PA ) : 1. L 250 & Pegosus 350 ...5.00
15 : [ 800 P A ... 500 ...8.00
Full Set (125 cords) ... $75.00...100.00 : e & 200 : PlunderSite . 150 ...2.50
(Set price includes 75 boosterexdusive cords) sl .2.50 : Portol Guord . o )25 w200
Booster Pock (15 cords) . e e o . 2S00 ... . 1000 ... 15.00
Booster Box (36 pods)............ 50.00 ... 60.00 : il S0 00y e .. 350 ...500
: I 3.00 : Rodiooctive Garbage Scow 150 ...250
il 2.00 : Roise the Stokes ...... 125 ...200
. i 22% : l;ebdfnrmmer Agg .. 250 ¢
00 ...2500 : .00 ...12.00 :
FullSe (125 o) ....... $9000... 13000 500 7500 | RN D
(Setnmemd.desﬁm-errhmetﬂ'ds) 00 ...18.00 : IZEMFWHuﬂxmum w225 ...300
Booster Pack (15 cords) ......... 2.00 150 S0 ...250 : Restore bront Moon ...... ety w300
Booster Box (36 podks) ......... 70.00 ... 90.00 ..8.00 ...1200 : Eldlnrdﬁden % 500 ...8.00 :
. .200 : Rvo........ 150 ...250
ok 200 : Roloen .. .8.00 .
MAG FORCE 7-1995 awils 2.50 : RogaDanar . 10.00 .
Full Set (325 cords) ... ) ; 8.00 : Serk ....... 10.00 .
Storfer Deck (60 cords) .......... 7. i 1800 : Sofenka ..... . 4.00
Starter Box (12 decks) y 18.00 : Sorthong Plunder 325 )
x = 00 Secrt Sahvoge 150 ...250 : FuEISex(lZl) ............. $7000 ...100.00
wlof sl ¢ Jmliho a0 300 L BooshrPock (15 o) ..., 215...... 325
- C700 1000 ¢ Shako When e Wk Fal T s 250 Booster Box (36 packs) .........50.00 ...110.00
@ 7 .. 700 ...1000 : Sheby ........ 7.00 ...1000 :
Hkg‘is@;ﬁm .......... Sam o b ]Sag H gz-rzm;l“m 00 ...1200 : DUHFR*]W‘J -
Sioer Deck (3 ) ... <100 . i Sima Kokomi A0 20 S (324 cord) ......2350.00 45000
sk [104c. B =100 A 130 150 Storte Deck (60 o) ..., 9.00 ... 100
B s o o b L 200 St DeckBox (10 dcks) 9000 ... 10000
C998 3p0 Smlonk m‘e 350 oqq © BoosterPock (15 o) ... 300......350
T agp Smdyﬂebtgu X 0 i Boaster Box (36 packs) ... SUUWI?D.OO
i E 00 1200 SN e 700 00 Unlisted Common cards ............. . | [ 50
ECIPHER—199  Investiote Mben Probe ... 4.00 ... 600  Survey Misson 400 600 "
Full Set (363 cord) ... 00 ...1,00000 | Investigote Disoppeoronce ... 400 ... 6,00 i S f - P
Storter Deck (60 cards) ... 18.00..... 00 © Investiate Distubance .......... 400 ... 600 | Tobok ..... 125 a0} i AR e ey 5 Gigy
Storte Box (12 decks) ... 30000 : investioate Messoce ... 400 .. 600 : TomBban ... .. R e T R T
Booster Pock (15 cords) ... 800 ..... 00 : wesigoteRod ..........350 ...500 } Torebion Plogue Ship WE TR R e R
Booster Box (36 pocks)....... 250.00 ... 400.00 : Investigote Rogue Comet ... ... 325 .. 400 © Tosha¥ar.......... 1000 71500 perean SR e
Unlisted Common cos .......30 .......60 i Investigote “Shottered Space”™ .. 350 ...5.00 : Tebok ... 125 ol 00 | oy U0 2
Unlisted Commen Personnel cords .. 75 ... 1.50 § Invesfigate Sighting ........... 250 ...350 : Telepatic Aien Kooppers _.....2.25 ..3.00 i e U 20
¢ Investigate Time Continwum ... 3.50 ...5.00 : Temporol Cousality Loop ......... 400 600 oW U150 D asp
Cards are black-bordzred. § YO s 225 .3.00 : Temponl Rt TR e TR0 e
Abert Enstein _...............500 ...B.00 Joglonsruek-infommmﬂmkel 500 .. 800 : Test Mission LT00 A e
Mexonder Rozhenko ............ 125 ...2.00 : JeoucPicord ...............40.00 ...60.00 : Thomas Riker ... 1800 i i i 10 .
Mlidor Jorck ... 500 . 8.00 i JemoDSow ...............150 _.250 : ThooghtMaker ... L1500 § gl o
AR ovme’ -ccnsainanns 350 <500 2 BB ..o 125 ...200 : Time Trovel Pod 800 : pon Spew 100 200
lien Porosfes . v 150 250 F KEbleyr....o.o 700 1000 F Tokoth oo 250 i gt 200 00
I e S 150 ...250 i KVodo ......................125 ...200 i Tomolok 1000 | ot Dokl B2l oo Al
Hyonna Nechoyey .. o 800 ... 600 i Kobless cerereeneenes 600 ..13.% : }mo{ i, el ...5.00 CBlok3 U5 280
Ogowa ....... visialli2d wva 00 3 KOO0, Jussuispiiiaaives 500 ...8.00 : Towk ..... S0 ...250 ¢ T Ty
mm TN D | Wl 08D T 2% 7 g:gg;gf’;;t{“"""f‘ s ol e G
W0, s 125 ..200 i Y50 250 G Toreth ol ; s 1000 3 g EKE - collns U e £
Ancient Computer ... 8.00 ...12.00 oo 800 1200 ToxUthat ... LLLSoL0 - 1200 ¢ BoosTed]lEpBInsTerCunnnn U150 250
AnfiTime Anomaly ... .. 600 ...10.00 : dereeereneeens 3500 L0500 Trosworp Condo ............. 125 200 Borin (nnue:snnnnhnyway 7400 L 600
Amus—Skin of Evil 8.00 ...12.00 : Kivas Fojo—Collector ........... 225 ...3.00 : Traveles, The: Tronscendence ..... 225 300§ gty U150 250
Auto-Destruct Sequence . 1500 .. 250 3 Kllngonﬂemh\‘el! ........... 600 ...1000 : Tsiolkovsky Infection ............ 400 ...6.00 : EPOE R 1500 7500
Avert Disaster ... 400 ...600  Konoh ... e 150 .. 250 TwoDimensionol Creatures ... 225300 f g U100 7
BEor .....oonni 100000500 3 KB cosoesiosimiomsmavis 150 ...2.50 : USS Biftoin .................. 800 ... 1200 : Confina Brawl. R4 6.00
Boel 225 ...300 | KoionGome ...........400 .. 600 ; USSEnteprsa.......... 3000 ... 5000 Ghaming o thoLost ...k~ 200 .. 4,00
Bmduysﬁomplusmmﬂ:sense 600 ...1000 i Kook .....oocooooeonr....500 .. B00 P USS Exeelior ...........150 . 250 : (hiean%l UM s 750
Betozoid Gift Box ............... 8.00 ...1200 i KudonNokos ................800 ...1200 :  Cirdeis Now Complete ... k... 400 .. 6.00
Beverly (rusher 100 5 Kum... 700 . wgg i ¢ Colonel Wullf Yoloren ......U... 1.50 ... 2.50
g;hm ............. g% i T{eﬁl}miﬁk rrrrrrrrrr ;63 e 5‘00 : Commonder Proji...........U.. .. 200
Bon S 2000 § UiefomSan IS0 280 0 ¢ s e U 250
Bynars Weopon Enhoncement ... 7.00 ... 10.00 | loreRetums ..............B800 ..1200 : Vegh ... . 1303 ponndine T 250
(looked Mission ............... 150 ...250 i lore'sFingemoil ...............7.00 ...10.00 : VaronT Disnuption . <200 5 ponveoine T )
EosrnltSrnngFmgmem y L1250 200 G lurse .e..eeeoieieeene...... 1000 ..015.00 5 Vosh., e ....800 ...1000 : Dark Collobaration .. R 600
Gk, .oisziinies ...800 ...12.00 : lwoxonnoTroi ..................8.00 ...12.00 : Yulcon Windmeld ... e ML 200 ok o U 200
Crystolline Enfity .. 600 ... 800 : Mcnigh ... 150 ...2.50 : Vukon StoneofGol ............ 1200 ... 1800 : Dotk Jei Lightsaber . i 750
Cultural Obsenvafion 350 1500 ¢ MedialRelief [ 380 500 ; WopCoreBreodh ..............350 .. 500 | pouppdCR e &0
Ey'lhermns _________ L. 400 : Medicol Tricorder RO, | - 2.00 : Wesley Crusher ............... 1800 ... 2500 : Dmhvmsew R m,m
________ .30.00 . E Mendok..... i 600 1000 i Willom T Rher ..............2000 ...3000 § pop KAl 250
Deﬂnmiml & . 2000 . ¢ MercenaryShp ... 225 ...300 i WindDoncer ..............400 .. 800 : Death St Pl g TR0
Devil, The ... ... 1.00 ¥ RO s e 1.50 250 : Wod . ceeeenn. 2000 ... 3000 Death Star Sentry i Rl b 2.50
Devinoi Ra 150 | Mogon Beteson ... 500 800 : Wombol Negofcions ... 400 .. 600 | pece 3l cee“n",;’,["' sl i e gl
Devoras .......... ...800 . ¢ Mot the Borber — 1.50 250 : * Death Stor: DE{RE o U“ 1.00 o 2'00
Distortion Field .................. 1.50 DoMovor ... cariarana 150 250 '4 i Deafh § R Y
Distortion of...Continwum ... 2.25 i OHVek i 125 200 : : D:zrh tor: i 4 Wil Com. U1, 1.50 ... 2.50
DWOK vovvoereen e 1.50 D Noghm.......................00 ...800 : DECIFHER-1995 | Do oo el
Drloforge ... ..5.00 ¢ Narik 2 275 ..300 i FullSet (363 cords) ......... 5225.00... 300.00 : o Wor Room -1 1.00 ... 2
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Demation ........oovvuunnnd R...2.00 ... 400 : Ob-Won's Lightsober LR 400 L. 800 i
Devostator ........couee R...800.. ]?00 Observation Holocom ... U..100 ... 200 ¢
Dice lbegon ... R 200 . EﬂnlheEdge ...... i R...200 ... 400 :
DBOMES v omrnmoenanes R...400 ... 600 i Orgono’s Cer. Neckloce ......R... 400 ... 600 :
Disormed .....oeevvveennnn. R...4.00 ... 600 : OurMostDesperateHowr ...R...4.00 ... 600 :
[ R...200 ... 400 | OutofNawhere ..........U...1.00 ... 200 i
Don't Get Cocky ............ R...4.00 ... 600 : Owenlors.. s 1500 2250 3
D, Evozon JR.200 .. 400§ Panic ... U150 280 i
05612 .. Ui 150 L., 250 & Physicol Choke R...400 ... 600 :
05414 . LRLL400 L 600 §Pfustnids‘umnr U...190 ... 200 i
Dutch . .R... 400 ... 600 : Ponduﬂubﬂ Ui 1id0) 20280 4
66 . sl l00; e 200 3 POOS cvaiaises [ LT Ty 1
s Heliot ... LWULL 100 L 200 Presen(e of the Force R...400 ... 600 :
Emergency Deployment ... U... 1.50 ... 250 § Prophetess ...... 21507 280 §
Empire’s Back, The LU 150 ... 250 : Quod Loser Connon ...150 ... 250 :
Escope Pod .. U100 L. 2.00 ¢ Reoctor Terminal - 2100 .. 200 ¢
Evocwnte? ... LU 100 .0 200 Rebel Plonners .. 200 ... 400 :
Expand the Empire LR 400 L. 600 i Redl ........ 1500350250 3
Eyes in the Dark .. WUl 150 ... 250 ¢ Redd . L200 ... 400 :
EeandIKeepihemlnhne R...200 ... 400 Red Leader ... L400 ... 600 @
Feltipern Trevegg ... U...1.50 ... 250 : Rasm:ledDepluymem o Ji00! . 250 3
Figin D'on .. LU 100 L. 200 6 Retmofaledi . 100 ... 200
PR L R...4.00 ... 600 : Revolfion...... 400 ... 600 ¢
Force is Strong With this One R... 2.00 ... 4.00  RycorRyferd ... s liianc 250
Fu“%ﬂl:ﬂklen .......... g%gg oo 200 ¢ Sondaawler ... ;gg o 4.%
Ful Throtte . R 200 .. 800 ¢ Sondaowler .. 200 400 ynksted Common Carts ... 25
Gorindan ...... ~R...200 ... 400 : Send o Detochment Dow 400 ... 800 ¢ Unkisted Uncommon Cords 1,00
Generol Dodonno .. TS0 L 250§ Sense ... 150 ... 250 § pome Rarify
Generol Tagge ~R.L.200 ... 400 : Semse......... 130 e 230§ Moo Roberto .oooee . R... 400
GIfIlJI the Mentor LR400 L. 600 ;i Skywolkers 400 ... 600 ¢ Momor Sondyh. ........R...200
Gold 1 R 200 ... 400 : SoloHen ......... 200 ... 400 ¢ mou poises R
R...200 ... 400 } Spoceport Speeders 100 ... 200 ¢ pooier Kevin ... R
R...800... 1500 : Special Modifications. .. 150 ... 250 ¢ Ayolo, Bobby R
0100 L0200 Sunsdown......... 150 ... 250 Boggo, Corkos R
.R...2.00 ... 400 : Tocticol ReCall 200 ... 400 3 Bogwell,Jefi u
RT2000°°73500 : Togge Seeker...... 200 ... 400  Bell Derek R
' ....l...1.00 ... 2.00 : Torgeting Computer 150 ... 250 ¢ Belle, Albert . sieRess
Hon's Heovy Bloster Pistol ...R... 400" ... 6.00 : Torkin Seeker......... 200 ... 400 § Bichette Donte R.
Help MeObrWnn Kenobi ...R...4.00 ... .00 : Tatooine: Contino 200 4.00 © Boggs, Viode ...
How Did We. .. this Mess? ...U... 1.00 ... 2.00 : Totooine: Contina. 2.00 400 : Bonds, Bomy ......... 00 .
Hydroponics Stafion ......... U...1.00 ... 200 : Tatooine: Lors’ Moistwre Form U... 1.00 200 : Bonilo, Bobby ............U...150
I Find Your ... Disturbing ...R...4.00 ... 6.00 & Tatooine: Mos Eisley ......... U...1.00 2.00 : Boone, Bret ..R... 200
I Have You Now ............ R...2.00 ... 400 : Tatooine: ObiWon'sHut......R... 4.00 ... 6.00 : Brontley, Jeff cuiaBosies
I've Lost Artoo! ........... U150 ... 250 & Thak the Moker............ R...200 ... 400 : Conseco, Jose U...150
ImperioHCloss Stor Destoyer  U... 1.50 ... 2.50 : Thisis All Yout Foult .........U... 1.50 ... 250 : Cater,Joe ... ....R...300
Inlnﬁurbﬁge[hure, Flyboy ...R... 2.00 ... 4.00 : TIE Advonced x1 ...... LU...100 L, 200 ;6 Clok, Wil R 300
lon Cannon ..o U 150 ... 250 : TIEFighter ...... cotl e S0 L 75 3 Clemens, Roger voovvniinnil o,
JowaPack ... L1500 L. 250 Tonmiko Sisters ............R...400 ... 600 i Colemon, Vince ............R...2.00
Jowin Siesta ... i 150 L 250 G Tioffic Contal....... U100 L 200 § Cone, Dovd ... 150
Jedi Lightsaber ...........U... 150 ... 250 ¢ Tiinto Duobo ...... U150 ... 250 i Conine, Jeff ... sisRas
ledi Presente ...... ...R..400 ... 600 : TiooperChorge ...... U000 L. 200 Dovis Chili ... R... 200
lek Porkins .. vl 150 L. 250 Turboloser Bottery ..R...200 ... 400 i Disurcing, Gory ............R...200 .
Jui le ... R 200 ... 400 i Tusken BreothMosk ........U... 150 ... 2.50  Dunston, Showen R...200
K'lor'sug - oo R 400 600 DEBPR L. LA 150 L 250§ Eckenley, Demnis........ e
Kebe ........ U150 250 ¢ Ukt ~R..400 ... 600 ; Edmonds Jim.........R..300
Kool Cinios ovvnor R 800 1 600 Uenil .. R...400 ... 600 } Felder, Cecl peteelc bl
Kessel Run R...200 ... 400 : Voder's Custom TIE 400 ... 600 : Finley, Steve ... U%Eg ‘
Kessel ........ L0100 200 ; Voder'sBye ......... LR 400 ... 600 ¢ Erylmun,TTn'a; R
Kessel ouqumses el 1000 L 2.00 5 Vader's Lightsaber ... iR 80001200 (3”1"?0' i Nt i
Kitik Keed'kak ... R 400 .. 600 § Worior's Couroge ......... R...200 400 ¢ GRE g:m ------ .- R'“'?&“J
KmﬁInganHow! coeeeno R 400 L 600 1 We're All Gonna . Thinner! R...4.00 ... 6.00 : Efm?l Tom ik E‘SD
Lobrin ., = s ..R...200 ... 4.00 i WED9-MI Bantha Draid......R...2.00 ... 400 samﬁéz"]uuﬁ' e
loser Piechr~...-----U... 100 . 200 § WEDIST862 Trecdwell 0. R... 200 ... 400 P SRS MR g o
{oterd! Damage -..vrero--Ror 200 . 400 i 1,0 150 oun 250, § OIS osomsneonnels i R
i o T T Al T8 o 250§ QHOVRIH s oiBent oo
Lelo Organa ~R15.00...°30.00 t L0100 200 GliffE)’l Kenlr .......R 1200
(gi0’s Botk -..ooereeeeee U100 .. 200§ Yovin d: Jungle ..o U100 ... 200 § g oo s S
lemsSpomngB'BS’e’ ...... U...150 ... 2 ovin 4: MUSSUSIWUIRI'IT LGUL 100 .. 200 ¢ Gwm’ Tony ... R, 500
Lewtenant Tonbils ... U...1.00 ... 2 LR 400 L 600 5 ponond Chis R..200
Light Repeali Bfusferklﬁﬂ R...400 ... 6 U 100 200 5 pendercon, Rickey LU 150
d% Sl L U180 250 Hznke,i'cw'u o R...200
limited Resources  -vooovve U...1.00 ... 200 : Your Eyes Con Deceive You...U... 1.50 . 250 @ Henneman, Mike .. R 200
Local Trouble ... R...4.00 ... 600 i YourPowers...OkdMon ...R...4.00 ... 600 : Iohnson, Rondy .. R.. 300
Lone Pilot ... R...200 ... 400 : ¢ Jones, Chipper . 0. 600
Lone Worrior ... R...200 ... 400 ¢ i Jones, Todd ..... R...200
Look Sir, Draids .. R..400 .. 600 i CARD SHARKS-1994 ! Yordan, Beion R 200
Luke Seeker ... R 200 .. 400 | FollSer(160cords) .......53000 ...5000 i Joyner Waly R 200
ik Skwealker - -wco o RT200005785100 : Storter Deck (60 cords) ... 300 ... 500 i Justice, Donid R...300
LuK[IlUUUKE' i el 1500 .. 250 3 Storter Box (10 decks) ......... 30.00 ... 50.00 ¢ Koo, Eiic R 200
Luke's Back oeoeoenoeeiens ool 00 s 2 e NONE : Klasko, Ryon U...150
wk.,xauundsnaedw Sl 1502 ¢ Knoblouch, Chuck R..200
Wiiyoom Onith ...ovooveens W 100 ez 200 ¢ : Lorkin, Borry R 200
Mantellion Sovip....... ...R...200 ... 400 : HEARTBREAKER HOBBIES-1995 lohﬂn) Kenny R ..500
Wil Folcon' ...~ RU12.000 207 _EFquSel(léScmds] : o ® 5 Moddu, Greg R 800
Mholafr o.ovveeeer R 400 .. 600 | Booster Pack (18 F TR R £ Mortinez, Edgor b3
Mom uwNﬂdDﬂ = g%gg ... 200 : Booster Box (36 packs) ... 90.00...110.00 } :ﬂqnin,):‘[‘[smg R...200
Moment of Triump! ool 00 L Q00 i Mattingly, Don R..7.00
.................. R...4.00 ... 6. : : MGt Fred ... R...300
Mg[ﬁ'i.l':uguie I]rutd U150 0 250§ DONRUSS- 1995 i MicGwire, Mork R...300
¥ ....E‘..E,OD ... 400 : Full Set (336 cards) ......... 5200.00... 300.00 : Mclemore, Mork R..200
Hubrun[éldi L. 100 ... 2.00 ¢ Storter Deck (B0 cords) .........9.00 ...1000 : McRoe, Brion R...200
Heyar Yolnal R...200 ... 400 : Starter Duol Set (160 cords) ... 18.00 .. 20.00 : Halitor, Foul € ...75
fightfall ... U 150 ... 250 ¢ Starter Box (5 dual decks) . §0.00... 10000 : Mondesi, E‘cu P' .ﬂ:_:g
Noble Socrifice 200 ... 4.00 : Booster Pack (12 cords) 2.25 275 :l‘u:‘cr:‘f;:m R 2.00
ObiWon Kendbi .- 150073000 | Booster Box (36 packs) 80.00 ... 95 02 { g 1
ObiWan's COpe -~ 4.00 ... 600 : Unlisted Very Common Cords 10 ...... .30 ; Noelving, fir L
T WENT U WENT DOWN HEAVILY TRADED |

i Nomo, Hideo ........ ...k 1000... 15.00
i Polmesro, Rofoel ............R... 200 ... 4.00
: Poimer, Dean el 2l e 400
i Pescival, Teoy .R...200 ... 300
: Pozro, Mike ........... R...700... 1000
: Plsoc, Don ®.0200 ... 300
=i B 20D L 300
t Pockett, Kby, ... R...7.00 10.00
i Romiez, Monay .. -R..500 8.00
i Reed, Steve ... ..R... 200 3.00
: Ripken, (ol <.k 1200 ... 2000
i Risley, Bll... R...200 ... 300
i Roberts, Bp R...200 ... 300
i Rodriguez, Nex RIS, ko 1150
i Rodiguez, han ........ R...200 ... 400
i Scberhogen, Brat B il
: Sclmon, fim R 400 ... 600
{ Sondars, Deion R AD0 .. 400
| Sonders, Reqgie R.200 . 400
i Schiling, (urt i 200 L. 300
3 Scoft, Tim.. R...200 3.00
i Sheffield, Gary R...200 ... 400
: Smith, Lee R...200 4.00
ith, 0z U...250 350
moltz, R..200 400

) ) S R..200 .. 400
75 © Sittemye, Todd R...200 ... 300
200 : Thomas, Fronk R 1200... 2000
¢ Thome, Jim R..300 5.00
i Voleatin, John R...200 3.00
¢ Voughn, Mo R... 400 8.00
i Wolker, Loy R..200 400
tielond, R...200 4.00
hitokes, R...200 300
Willioms, Mart R... 400 6.00
Wohlers, Mork R..200 400
Worrell, Todd R...200 300

: Saosw; Pm (8 conds)

: Booster Box (60 packs)
: W AMES-1995
 ull Set 150 cods 5.00... 11000
) § Storter Deck {60 cords 7 .. 900
i Storter Box (10 decks) 000 ... %000
i Booster Pock (15 cords 200 300
i Booster Box (36 packs) 7000 ...5000
WIZARDS OF THE (QASI-]
i Hﬁlﬂiﬂ} ....... mm -300.00
i Starter Deck (76 conds 800 ...10.00
0 & Storter Deck Box (10 decks 80.00 ...100.00
: Booster Pock (19 cords 250 300
i Booster Box (34 pods 7500 ...90.00

i WILDSTORM PR

i Full Set (315 coeds

t Storter Dock (60 conds
Startes Bo x (12 decks)
Booster Pock (15 conds
Booster Bax (34 pecks)




Full Set (120 cords)

Nome
Angel of Death ........
Arcone Infusion ........... . Spel

. Extemdl
....Irem{reature
Extemal 2
.Shield /Terroin
Shield /Temoin
Shield /Terroin
.. Shield/Terroin
Shiekd Stondord Beorer R
...... Shield-Stondord Bearer R
... Shield /Termain U
....[Extemal . C
oMot Ll

ccc:-a‘m.«—\r—n\.—.n;r:g

CobinBoy ...............Mortol (
Coctus McFingers ....... .Extemol bl
Coptoin Honnibol Howks .. .Mortal . |
Cupruinsﬁid Noseoid il
oning Guy ......... (
Costellon Keir ............ |
Chomps the Wonder Dog ... tem-Hond R
Chonneling Flux............ pel o
Chephros . : (
(7 R ol
Curse of the Betrayed ... al
Emhbenrhe Resurtector ... E
Dusrﬁeyser e G
EogleEye McFmrr; ......... M sl
Elondor, Mighty Wizard ... ...k
Essence of Bobeitude ... (
Fomine ............ R
Fangis the Hunter (
Farmer Brown ............ T )
First Mate Muldoon Mool Ll
Flome Geyser ............Elemental .........C
Freebooter Sm:nghold (()H.Srmnghuid veveenrniR
Freebooter Stionghald (L) ... Stronghold .........R
Freebooter Stionghold (RL..STmnﬂho!d vl
GiontAunts ............... 1 [ ¢
Grohzue-Lover of Vice ......Guordion .........R
Greot Bolderoon, The ... ftemHand .........U
Great B'ate | . External .. ]
Great Block Ri'shor ... Mortol . R
Greot Homed Troll _....... Extemal ....... ...R
Green Missy............... Elemental ... i
88 IS . U E 5 T

S
: Pl L’r—«,,er of the Balonce Gug

Nome

bmctie
Grotto Troll
Gumbo Joke. ..
Hockthom Strongler ...
Hal, A Toasis Drogon .
Hand of Chwonos, The
Hessenburg's Massies
Holy Avenger
Hook Toad Gashes
Howlng Reoves

ol of the Deod

Jambo Shck, Smuggler
.‘-:mﬂca:ﬁ%-'-*-.ﬁk &
Jonstollo the Seeker

kes "w)E iz

I'Q:.,e! rf 'r"a Light
Lond Droke
Lizord Skin Lynn
Lowlond Troll
Lying Scum
Fju';'af:e Justice

ll;.’.‘ﬂn;

Mondy Guy

Monolith of Choos Ea-'rer' | .
Necromances Mortd

0ld Gumper ... .Hementol .
Ongo, Air Traffic Controller .. Spell. ..
Oppressed Sloves and
Peoce

Pestilence

Petrified Heort iremr(reature
Phose Assassin Spell

Firate Double (ross Spell

Stronghold Upgrode
<
Shield /Temain ..

Tesram

Pirote Log Pletform
Pirate Rading Porty

on
Stonghold U;* yode
Elemental |
Extemal

Ronged Attock Plotform
Rozor Shisfo

Rozor Sliph
Reverend Smilin's Jockoid
Roaming Steom Geyser
Rotten Guy

Sonta's Beer Sled
Schneebolt

Scurvy Dog

Serophim

Shodrune 2

Shield, Brom's Gobin
Slimit Man

Sooooo0oul Mirror
Spactre’s Word ...
Spikey Crenolations

Spirtt Guide

Storling Dodd Boys

pe
Stranghold Upgrode
FIwrr ol
Externol

: Summon Dq'nomoriur Fire Wel

Spell.
Summon Lughcn‘rr»r 5 Sc:pw
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 Yop Attack

: (Hok)

Name Type Rarity
: M-r-rod»n-i cevwveniviss IOMBR i iinni

Voley Tl .. ven...Hlementol . @
Vensuni infemo Swom . Elemental . R
: Voodoo Wizard ............ Mortl .. .
S W Spe[! ....... s
: Warholo's Saokes ... ]
: Worwick'sAwra............ C
¢ Weashy Guy ...... C
: Work Crew R

Nome

¢ Intruder Force Field..........Event
: Isabella ...
i Jack Crusher
: Jomahoron

¢ Kevin Unbridge: Convergence Interrupt..

: Kmtor (AU).......
* Lo Forge Manuever ..
: Lokanto (AU) ..
: Latinum Poyaff ..
: Lower Dedks

THE MEXT GEMERATION

: STAR TREEK:
- ALTERNATE UNIVERSE
. EXPANSION SET

Full Set (122 Cords)

(AU)  Ntemate Universe lcon

ologrophic Recreafion

(Univ)  Universol Personnel
: Fed Fedesation
P g Kingon
U] Mission
NA Non-Aligned
Rom Romulon
Nome Type Rarity
Ko () ...............Perso¢neHHA ... U
Rien Lobyrinth ............Dilemmo W
¢ Atemate Universe Doorwoy Doorway ok
Anti-Matter Spreod ... .Infemupt............ C
Bordoy Tronsporter Phobia  Interrupt. . zo:l
Boryon Buldwp .......... VRt L .
i Beringoli Rosmussen (AU) PersonneHiA ......R
¢ Beverly Picord (AU) ... PersonnelFed ... R
Borotus (AU) ............PersonnebNA ......U
Broin Drain (AU) ! 1]
Brote Force ... R
Coptoin's log ... U
Cordassion Trop................. U
¢ (Chorybdis, The ............ U
: (oclﬂs(crlﬂrrunsm ..... Diemma .........R
Commander Tumulak (AU)  PersonnebRom ......R
Compromised Mission . ... MissionRom/Klg ...R
( muwﬁrum an ... .Dlemma .........C
NENOR ||
ceennn Mtifodt R
... Adifact R
AR RN PersonneHhA ......R
Deod in Bed (AL) ... L dnterrupt L U
Dedus (M) ............... ShipRomulon ... R
Destroy Rodionctive Garbage Scow
codntempt . C
Devidian Du:fmy cDoorwoy L R
Devidion Forogers (AU) . .Intemypt.......... . .C
Diplomatic l'or'Feren(e ,‘MIPm/ﬂg,chd R
D'Ton PersonnekRomulon. ..U
Echo Fwa 60? Killer Drtnﬂ Equipment ......... R
Edo Probe . Dilemmo .........U
Edo Vessel (AU) ShiphA ..........R
¢ Empathic Echo (AU) Dilemmo .........C
Engoge Shute Operotions  Event ... . I
Eyes in the Dark (AU) Infermupt............C
Ferengi Attack Dlemmo ... (
FGC-47 Reseorch MHom/¥lg/Fed .. R
Fire Sasdptor Intermupt ... G
Fissure Research MHom/Klg/Fed .. R
Frome of Mind (AU) ..... Dilemmo ...
Future Enterprise (AU) ... . ShipFederation . UR
: Gotherers, The ............Dilkemma ... ... (
Gomtuwu .. ShiphA ... R
Gavermor Wor (AU) PersonnekKlg R
Holl ..... ...Intempt ... £
Hidden [r?mn(n y Dilemma e
Higher ... The Fewer, The (AU)
....Dilemma casill
Howard Heitloom Condle .. Intermupt...........C
Humuhumunukunukuopua’e Interupt ... i€
Hunter Gongs . Dilemma L
1.KC. Fek'lhe (ALY Shipklg............ R
1K.C. K'Ratok Shiprig o
|.P. Scanner Equipment C
lon Andrew Tror (AU) PersonnekFed ]
Iconion Gatewny Adtifoct R
Incoming Messoge: Attack Authorization
Interrupt el
sit Plosma (r. (AU} Dilemma Siadek
Event R

= 1. Gg.) Picard (AU)
: Mojor Rokal (AU)
: Molfunctioning Door
¢ Moman Picord (AU)
H L S
¢ Mosk of Kargono, The ...
: Mickey D. (AU).....
* Montgomery Scoft ..
i Mat's Advice "
¢ Neutral Qutpost............
: Ophidion Cone (AU)
* Qutpost Raid
: Porallel Romance (AU)

: Royale Cosino: Blackjock (AU)

..Fersonwr!feu e
............... Interupt...........

Kiim Dokachin

Pyt on ooe of your ships with o Pl
Derice. Mo bessming 1a o bom
whart i preaet. Yo oy drer

1 ALTERNATE UNIVERSE
1 PARTICLE SCATTERING FIELD

: Particle Scottering Field Euenl

i PhoserBums ............ Interrupt . e
: Paul Rice (Holo/Univ) . ....Pessonne%Fed sl
: Punishment Zone ......... Dilemma  ......... (
¢ Qualor Il Rendezvous ...... MissioNon ... U
¢ Quantum Singulority Lifeforms (AU)

i D\Iemma U
¢ Quash Conspirocy R
: Rachel Gorrett (AU) ..R
0 — ]
: Receptacle Stones .. R
. Restue Captives " 2l
+ Ressikan Flute (AU) ... Aifact .. 2R
i Reunion ..................MHed .. R
: Revolving Door ............Event ............ R
i Richard Castillo (AU} ......Personnelfed ...... U
: RisoShore Leave ......... Missionfed......... R
: Rishon Uxbridge (AU) ... Event 2B
¢ Romulan Ambush ......... Intermupt............U

........................ Dilemma

Semuel Clemens’ Pocketwatch (AU)
Attt ... R



Nome Type Rarity
Security Sacrofice .........Imemupt

Seira Wesley ............ Intetrupt...

Senior Staff Meeting ......Infemupt............
Stefon DaSeve (AU) ... PersanneHRam .

IO s cansvinve. SHpRA v
Torg (Univ) ..oooovvvnnnns PersannekKlg

Tosha Yar-Altemate (AU) ...PersonnekFed .
Temporal Norcosis (AU} . ,.Imerrupi..

Thermol Deflectors ........Event

Thine Own Seff ... . Intemupt .

Thought Fire (AU)
U.SS. Enterprise (AU) .

Vorgon Raiders (AU) ...
Vuleon Nerve Pinch ._..........
Worped Space ............
Wartima Conditions (AU) ..

Wolf (AU)
Worshiper ..
Yellow Alert ..
Ioldon

Sh|p-Fed..

Greot Serpent of Gore

Hame Type
L1, S — Quest Creature ........ i §
Armor of Righteousness ... Armor Reward ... U :

Beaumains’ Blessing
Black Knight.........
Blessed Scabbard ...
Blessed Spear, The ...
Blessed Sword ............

Blight e
Boreyne ...
Brigand Knight
Britain
Britain
Britain
Britomort of Norgolis
Brittony ...ooeeenns
Brittany ...
Brittany ...
(ombrin ...
Combria ...
Cambria ...
Comelot ..

(GI'L[E”!!?IBI‘I
Choinmail

Challenge of Sovereignly .
Chevron Shield
Chimero .....--
(loak of Silence ..
Combat Experiente ..
Combat Experience ..
Combat Experience ..

............. .Almur Ee.v\.rﬁr.d‘
.. vent

Concentration ...+ Combat Ac
Comwall...... Duma!n
Comwall... -Domain
Comwall... Domain

Counterspell .-
Curse of Epona ...
Dogger ...oveeeee
Dork Alliance

ly Blow . A
gﬂmd 4 u .............. Event

Demmselieﬂlcntheﬁem ... Lody Compunion ...
Damaiselle Sons Nom ... Lody Companion ...
Desperata LUNge -+ Combat Action ...
Dispossession - B

Dodge ..ooeoo
Dolorous Blode ..
Dolorous Blow ..
Drought - +.oe-+--
[n::gnled Sleep
Ensorceled Wood
Entheall ...
Fternal Bron
Excolibur... .-+
Bxle ..o
Foerie Ring .-+
Foll of Lyonessé -
Foming ....:---

Rarity

Name Type

Feil. ot ot sl
Flourng SWON: s asvia
Flood

Gealt ..
Gont of Anay 2
Giont of Conbenet ..
Giant of the Wold ... d

Gt of Three Mothers ....... Spel
Goblin
Gomeret ...

Groil Maidens ...

Grogt W s voceasa

Green Knight i

Griffon ........

Healing Draught o

Healing Proyer ............

Hermit of the Forest

Hippogriff ........ ..Quest Creature ...
Haly Grace .. a5pel. ...
Holy Relic ... . .Reward

Hounds of Gwyn . Event
Imprisonment .. .. Event

Kemion ..........evveees Quest Greoture .
King Aguysans of Cambria . ..Warrior King
King Arthur of S. Woles ... Worrior King
King Bon of Gomeret ... Warrior King
King Bemont................ Warrior King

King Bors of Gaul

¥ QUSTFORTHEGRALL |
¥ kiNGBORSOFGAUL

King Bors of Gaul ......... Warior King ... R i
King Brondegoris ......... Womior King ... Rl 3
King Howell of Brttony  ...Womior King ... R :
King Leodegronce ......... Worrior King ... {1
King Mark of Comwall ... Warrior King ...

King Meliodus ............WomorKing ...... R 4
King Mordount ........... WomorKing ... R :
King Pellinore ! U
King Rooz the Reover ...... Warrior King

King Ryence of N. Wales ... Worior King ......

King Urien of Rheged ...... Warrior King

King Uther Pendragen ... Warrior Ki

Knight Emant ...

Knight of Black Londs ... . Quest Knight
Knight of Sparaw-Howk ... Quest Knight

Lody Belle lsoult ......... Lody Companion ...R
Lody Croisette ... Lody Companion ..U
Lody Elose ...............Lody Companion ...U
Lody Elouise the Fair ......Lody Componion ..U
Lody Enid .....Lody Companion ..U
Lody Layonesse ....Lody Componion ..U :
Lody Lesolie .. .....lody Componion ... :
LudyMoeyuofBumny ...Lody Companion ..U @
Lody Nymug ~..ovvvennnn lody Componion ...R :
Lady of the Loke ....lody Componion ., R :
Lody Rognell the Foul Lody Componion .. .R
Lady Vivion ... ...Lody Componion ., R :
Lady Ygraine ....lody Componion ..U i
Lady Yvaine ... ....Lody Componion .. .U :
Lody Yvette ... ....Lady Componion ...R
lonce ...ooceeerrooo....WeoponReword .. .C
Lasser Wyrm of the Mount  Quest Creatura ..., .C
Listinoise veeee . Domain ... 1%
Listinoise e TN it bl
living Wood P P s

Nome Type

Love Phiftra ................
Lyonesse
Lyonesse
Maodness..........
MonatAms ..
Master ot Ams
Master Rolph the Merchont
Merin
Minsteel ...........
Minor of Shalott
Mordont Wyrm ...
Nightmore Fiend
North Humber .
North Homber ..
North Humber
North Wales....
North Woles
North Woles

Perilous Blade ............
Perilous Garde ..
Phantom Poth ..
Phoenix .......
Plogue
Platemail
Power of the Grail
Prophecy
Queen Elizabeth -
Queen Guinevere ........
Queen Helen of Gomeret .. lﬁdy Companion ..
Queen Morganale Fay..... Lody Companion ..
Queen of the Wostelonds ... Lody Componion
Quest for the White Hart ... Quest
Questing Beast ............ Quest Cregture ...
Recogaition of Worth ...... Fvand™ i
Red Drogon ............... Quest Creature . ...
Red Ettin .. o

Red Knight ..
Revenant

Rheged ..o
Righteousness ... o
River Horse of Avan i
Robber Knight ............

QUEST FOR THE GRAIL
ROUND TABLE

Round Toble................Reword ..
Royol lineage ............Event

Socred Veil ...............Reword
Sacred Vigil ...............Event
SO, st Quest ..
Smxon King ...............Wamor King
Saxon Thane Warrior .
Sea Moid ... Quest Creature
SeaWitch ....... Quest Creature
Sergeont ot Ams .. .Worior
Serpent of Moray Quest Creature
Shigld of Volor

Shield Reword

Shieldbearer. ..
Siege Perilous

Sir Accolon of Goul
Sir Bolon .
Sir Bolin le Souvoge
Sit Bedivero

Sir Blomore of Goul
Sit Blyant of Gales
Sit Bowre

WA mCCEC AN G oS

gn
Worrio rhr\"?

A P

ekt k=t e Tt Tt Fal—t k. E Rt ot r -~

E Sword in the Stone .. Quest

]
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=
@
a
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Nome Type

Sir Bors de Gonis ............ Womior Knight .......R
Sir Colgronce of Gore ... Womor Knight ... U
St Cybwych ... ... Waorrior Knaght ......U
Sir Dogonet the Fool ......Womior Knight ......R
Sir Domos de Noir .........Waomior Keight ......U
Sir Ector de Mors Warior Knight ......U
Sit Engomore ... Worior Knight A
Si Ewaine ... Warior Keight ... U
SuGolohod ...............Womior Knight ...... R
Sir Gawaine of Orkney ... ... Womor Knight R
Sir Geroint <-+-.-Wamior Knight R
Sir Gotegrim of Britoin Warmior Kr"'" C
Se Gr"az ... Warior Knight ......U
Sie Koy Womior Knight ......R
Sir Lomorok ‘:. R
Sir Loncelot R
Sir Lovoine of Corbin Az
Skt Lionel of Britoin Az

Sir Lucion the Sv"-r u
Skt Modor de lo Porte R
Sit Mordred R
Sir Nosciens R
Sit Polomydes )
Sir Pellios gt ......0
Sir Percevont Warior Knight R
Sir Percivol of Goles Warrior Knight R
Sir Pinal . Womor Knight i |
St SC-\}"""H. Worior Knight )
¢ Tristrom of Warior Knight 3
R

i}

R

(

me of l”"g’r’\:&
Spectrol Mount
Spirit Guordion
Spirit Guide

= o

" E= M C

Stongore ..
‘*wgse

Subdve Beast
Submission ..

Swordbearer (ompanion
Time of Darkness Event

Time of Glory Event
Toast of Honor 0
Touch of Woylond
Toumney

Unicom
Usurpation

Vision of Deoth
Vision of the Grol
Vitol Blow

Vow of Aranement

L Tt - tala

= e

Vow of Chastity

Vow of Obadience

w-\vfh--ﬂ

Welsh Aechar
\'n.d Boar of Listnoise
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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 mont'h, 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

s s OF TV :
Book of Ror- U e S 6 L

2: Seaffica 2 e to drow 1 coed. :
Bobleof Sulsimen AT R wee iy MR

4
1: Flip a coim. If pponent wins, do’5 damage fo you end discrd
Botle of Suleiman, Otherwise, immediat
Suleiman with o Dfnn token, which is 0 5,/5 flying arifed gestute.
© Brorze Table! B R e
4: Targe! m opponzor's card in play; remove farget ond Bronze
Tebletfrom game (play 0 an ntemup), You ncw own fargel cd,

now owns Bronze Tablat. Exchenge is pemanent.

and you oppanent X
Oppanent may counter Bronze Tablet by seatidng 10 Ife. Brenze

Tablet enters play fopped.
o (mdelabraof Tomos MRT R eesee DSh 1 K i
(el xu;xsmh& U esee AWe 3 ABURAMH !
2,T:Pm%slmmdwdu(plwasmhmﬂ.
* Chaos Orb IR R eese M2 2

1: Flip card from hedght of ane foot. f it rotates 340 degrees, o7

Bottle of Suleiman is a rare arti

was painted by Jesper Myrfors. Ifs costing cost s

oo

ABU

: ;‘;;'; 0N joses 6 la
Disrupting Scepler ART

3, T: Opponent must discrd

doring tvn of contrller.

KT
2, T: Randomsly disersd 0 &
laiget degtura,
i ]
2 +1/40 vnl end of 1
Evorgﬂl:; [
- o2 of your ot
mﬁ,umm“
i onother qegture, [
gﬂm]l)}res 13
: ) 1Soaia B
: o Feldon's (ans I

. vm --'
hmm.mm.

fact, it has o three power rating, and it

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 artifac creature;
otherwise, you fake five domage. How do we know oll that? Becouse
our Lord Arioch told us. No, no, just kidding. We know oll that cool
stuff because we've read all the cool reference chorts below. Arioch
had next fo nothing to do with it. Just so you know: restricted cards
are limited to one per deck in tournament seftings. And banned cards,

well, are a no-no for tournoments.

— Shelkin Brownie

SHELKIN BROWNIE CARD DESCRIPTION I

Card Nome.

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. We've got a real
simple abbreviation

system for those words—
check it out below.

c Common

They're the cards you get by the
fistful when you buy packs. Good
sluff, but not very expensive.

U Uncommon
These are o litile difficult to come by.
You wsually get a couple of these per
pack, and depending on how useful
they are in game play, some carry
heavier price tags thon others.

R Rare

Whoa momma! You only usually get
one of these per pack, and some of
the price tags attached to these babies
moke Donald Trump say “Wow."

UR Ultra-Rare

These are chase cards that usually are
found one per box and someimes
even less frequently.

POWER
RATINGS

Kind. Summon Faerie means the Brownie is

u creature of “the genus Foerie.”

con do.

Arfist.

bel

Description. The description of exactly what the card

Flavor Text. A funny or informative quote, usually
historical in nature.

Costing Cost. Mr. Browmie costs one green and one
other mano fo summon into play.

— Exl:mnsinn Symbol. This tells you what set the cards
ongs 10; in the Brownie's case, the column symbol

H means he's from the Legends sel.

Power/Toughness. Only for creatures.

occoo The Best. These
cards should fif nicely into most
decks. Frequently gome-breakers, it's
often worth finding o way to include
five-star cards.

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

ece Average. These cards
generally round out a well-funed
deck. Many cards in this category
complement o variety of other cards
that may be in your deck. Which
cards you use from this category
depend lorgely on what your deck
concept is, and whether or not they
complement the four- and five-star
cards your deck contains.

ee Poor. This category includes
many common creatures and spells
that are often passed over in favor of
more powerful cards with similar
costing costs. It also includes cords
that may seem powerful af first
glance, but are actually discarded
more offen than played.

e The Worst. There are
three hasic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, buf at a higher costing cost or
other demand on the coster. The
second includes spells whose wses are
very obscure. There may be an
average card combination that
includes these cards, but they are
often too difficult to execute in order
to be worth your while. Finally, there
are cards that seem to be “fillers.”
They often leave players wondering
if there is a good use for such cards.
Usually, there isn't.

— Inapplicable. These
cards are basic resources. You can't
win a gome 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, Rendy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidi, Kev KBr
Brudi, Cornelius (Br
Buck, Catherine (Bu
Danforth, Liz LDa
Detwiler, Denise DDe
Emond, Rick REd
Ernest, James JEr
Everingham, Sandra Skv
Foglio, Kajo KFo
Faglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinton QHo
Hudson, Heather HHu
Jones, Fay Flo
Koman, Kerstin KKa
Kane-Ferguson, Richard RKF
Kimble, Mike MK
Kirschner, Scott SKi
Leonard, Nicola Nle
Maddocks, Anson AMa
Masness, Phillip PMa
McNeill, Harald 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 ARu
Shuler, Douglos DSh
Snoddy, Brian BSn
Spencer, Ron RSp
Tedin, Maork MTe
Thomas, Né Né NTh
Thomas, Richard RTh
Thompson, Ruth RTp
Tucker, Drew DTu
Van Camp, Susan SVC
Venters, Pete PVe
Wackwitz, Bryon BWa
Wiinerstrand, Tom TWii
Waters, Anthony AWa
Weber, Amy AWe
Whelan, Michael MWe
Williams, LA. LWi
Willich, Domeon DWi

CARD TYPES

AC Artifact Creature
ART Artifact

w Cumulative Upkeep
EA Enchant Artifact

EC Enchant Creature
EE Enchant Enchantment
EL Enchant Land

EN Enchantment

W Enchant World

INS Instant

INT Interrupt

LAN Land

SC Summon Creature
SL Summon Legend
SOR Sorcery

SPOTLIG

e Wizarns

" MIDDLE-EARTH:

THE WIZARDS
UNLIMITED EDITION
CARD DESCRIPTION:

A. Name: Hey, the name of the cord.

B. Type: So you con see ot a glance if it's an/évent,
an.item, a creature or whatever,

C. Marshaling, Points: How many points these
cards are worth towards victory. The bones of this
game.

D. Prowess /Body: Prowess, the number to the
left of the slash, indicates how skilled a character is in
combat. Body, the number to the right of the slash,
indicates how resilient the character or creature is
against wounding and death.

E. Mind: Indicates how well o character resists
influence. Sam’s 4 mind is average.

F. Direct Influence: This indicates how much
influence o choracter possesses himself, as opposed
to your influence. Helps the character resist being
influenced by apponents and is used by the character
to control followers.

G. Site Path: These symbols represent the path
you take fo get from one location fo another—
important when playing hazards and when playing
with regions.

H. Region and Site Playability: These symbols
indicate what region and site fype o creature can be
played in.

1. Description: This fells you oll the cool porticulors
about that card in your hand.

J. Flavor Text: Excerpts from the Lord of fhe
Rings, to give the gome, uh, flavor.

K. Arist: If yuugifke the art on the cord, you con
thank the person whose name sits right here.

L. Corruption Modifier: Coruption checks ore os
common os spiders in Mirkwood, and some
characters are more corruptible than others. Virtuous
Hobbits get pluses, greedy Dwarves often get
minuses.

M. Home Site: Becouse you don't expect to find
Bilbo in Minas Morgul, Home Sites indicote of what
site  choracter can be brought info play.

N. Card Draw: Indicates how many cards you and
your opponent draw of that site. The number in white
is your draw, the number in gray is your opponents”.
0. Random Number: If you don't hove dice
handy, you can pick a cord at rondom ond use this
number to representa roll

SET

ABBREVIATIONS
A Alpha Limited
AQ Antiquities

AN Arabian Nights
B Beta Limited
DK The Dark

FE Fallen Empires m
4th Fourth Edition
HL Homelands

1A Ice Age

LG Legends

R Revised

u Unlimited

e —

I.C.E., designers of the roleplaying gome based on the
world-fomous fontasy epic Lord of the Rings, have taken the next
step info collectible card gomes. The result is Middle-earth: The
Wizards. In this game, you play o wizard, such as Saruman or
Gandalf, trying fo secure the cid of the many nofable characters
from the clossic frilogy. Your objectives are either fo kill or comupt
the opposing wizards, secure the One Ring and chuck it info Mount
Doom, or accumulate enough “marshaling points” from killing
creatures, collecting items and rallying factions o be declored
victorious. Characters travel through special regions representing ol
the places of import in Middle-earth, collect resources and confront
dread hozards IiEe Shelob or the Mouth of Sauron. So all you
Tolkien fans and card game gurus, join the Fellowship!

* Players Guide Note: The F rarity denotes o card hos o fixed
number in the starter decks (e.g., there’s o guoranteed number of
fixed cards in each starter deck). The rarity folls somewhere
between common and uncommon.
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MAGIC

A RTIFACTS

THE GATHERING

e e

i o (ondslabra of Tawnas  ART
¢ Celestiol Prism

¢ Celestial Sword

Nome Kind (R Rofing Adtist Cost Sets Found Nome fid (R Rofing At Cost Sets Found
Destription
ARTIEACTS i ¢ Ashnod's Battle Gear ~ ART U e MPo 2 A, 4TH

Adarkar Senfinel AC U ees  MBe 5 [T\
1: +0/+1 until end of tum. 3/3. :
Aegis of the Meek ART R ees Wi 3 1A
1,T: Give o 1/1 creature +E/+2 unfil end af tum. #
Aeolipile HHu 1 FE* 2
1, T: Sorifice Aeolipile to deu! 2 damage to any torget. ;
Al-chara’s Carpet ART Ko 5 16 :
5T Prevemuildumgedonemywhyom&mgnmﬁmgumes. :
Aloddin's Lomp eee iTe 10 ANRATH

X, T: Instead of usual dluw, dmw X cords but toke only one into
hand. Shuffle the leftovers ond put them ot battom of llibrary.

Aaddin’s Ring ART U eee Dfr 8
8, T: Do 4 domage to ony target.

Alchor’s Tomb ART R eee  lilic 4 6 :
2, T: Change the color of torget permanent you control, ;

Amulet of Kroog AT (e MOK2 AC4TH
2, T: Prevent 1 domoge to any torget.

Amulet of Quoz ART R e DFr & 1A

1, T: Soaifice Amulet of Quoz and flip o coin. If flip ends up in your
favor, target oppanent loses the game. Otherwise, you lose the
gome. You may only use this ability during upkeep. Opponent may
onte on addifional cord to counter this effect.

Ankh of Mishra ART R e AWe 2 ABURAMH
Do 2 damage fo any player who puts o new lond info play.

0: Sacrifice a land to gain 2 life.
“I will go to any length to achicve
wiy goal. Erernal life fs worth any
sacrifice.”

—Zur the Enchanter

RAN ORB
colypse Chime ART R ® MPo 2 HL
2, T: Al cords in play from Homelands expansion ore buried, including :
Apocolypse Chime. :
Arcum’s Sleigh ART U e TWj 1 1A

2, T: Torget attocking creature does nat top. You may only use this
obility if defending ployer controls snow-covered londs.

Arcum’s Weothervane  ART
2, T: Tum a snow-coveredHand into o non-snow-covered lond of the
some fype. 2,T: Tum a nonrsnow-covered lond into o snow-covered
land of the some type.

Arcum's Whistle ART U oo (QHo 3 IA
3, T: Target non-wall creature must atfock or be destroyed of end of
tum. The creature’s contraller moy couner this effect by paying X,
where X is the creature’s costing cost. Play during opponent’s tum
before his of her attock.

Arenaof the Andients ~ ART R e W 3
Top oll Legends when costing Areno. Legends do not untap normally

during untop phase.

Armugedjlon Clock ART U oo AWe 6 AR ATH
Add counter during upkeep. At the end of your upkeep, do | domage
for each counter on Clock. Anyone may spend 4 during ony upkeep
1o remove 0 counter.

Ashnod's Altar ART Mo 3 AQ, CH
0: Sacrifice one of your creatures in play to add 2 1o your mona pool
(play os an interrupt).

( oe
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© Ashnod's Tromsmogrant  ART  ( eee

MRATH
¢ Baorl's Cage

¢ o Black Lotus ART

TIVING PLANE

; upkeep.
Uee W2 1A : Blue Mana Battery AT

16, CH

2: Make one of your creatures +2/-2 for s long s Ashnod's Battle

Geor is topped. You may choose to leave Ashnod's Bottle

Gear tapped

Me 1 AQ, CH
Make torget non-artifact areature on arfifact creature with +1/+1 (it

retoins its originol cola os well). Discord Ashnod's Tronsmogront ofter
it has been used.
: Balm of Restoration AT R ee  MOK 2 FE
X 1, T: Saifice Bolm of Restoration to take 2 lfe or prevent up to 2
: dumuge to any target.
¢ Borbed Sextont AR C ese  AWe | 1A
: 1, T: Soarfice Barbed Sextant to add ene mana of ony color to your

mana pool. Drow o card of the beginning of the next tum.

Bands when attocking. Bottering Rom destrays ony wall blocking i,
but walls deol theit domage before dying. 1/1.

R eeese (Ry 0 ABU
T.: Discord to 0dd 3 mona of any single color to your mana pool.

EARTHLINK

Black Mona Battery ART
2, T: Add o counter to Black Mana Bottery. T: Add B to your mana
poal. Remove as mony counters os you wish, add B for each counter
removed (play os on interrupt)

: Black Vise ART

: Do 1 damage for each cord over four apponent has in hand during

R wee Mg 4 16, 4TH

U eeee RTh 1 ABURAIH

R ooes  AWe 4 16,4TH
2, T: Add o countet 1o Blue Mona Battery. T: Add U to your mana
pool. Remaove os many counters o5 you wish, add U for each counter
temaved (play o3 on interrupt)

¢ Bone Flute AT U e (R ? oK
: T: Give oll creatures -1,/-0 until end of tum
: Book of Russ AT R e Sty & DK, CH
: 2: Soaifice 2 e to diow 1 cord.

Bottle of Suleiman ART R eee My 4 AN, R ATH

1: Flip o coin. If opponent do 5 domage to you and discord
Bottle of Suleiman. Oth immediately replace Bottle of
Suleimon with o Diinn token, which is a 5/5 fying ortfoct creature

ins,

Bross Man A ) eee  (Ry | ANR4TH
Poy 1 during upkeep to untop, 1/3

Bronze Horse AL R e MPo ] 16, CH
Tromple. Reduce 1o 0 ol o Beonze Horse by spells targating
it whenever you of creotuce. 4/4

Gty in o Balle

¢ Clockwork Beast A

¢ Clodkwork Swarm

Colossus of Sardia A

¢ Conch Horn

Coral Helm ART

¢ (rown of the A?es ART

Home find (R Ratng Afist (ost Sets Found
Desaription
J » Bronze Tablet BT Re TWab AQ4TH

4: Torget on opponent’s cord in play; remove target and Bronze
Tablet from game (play os on inferrupt). You now own target cord,
and your opponent now owns Bronze Toblet. Exchange is permanent,
Oppanent may counter Branze Toblet by sacrificing 10 Iife. Bronze
Tablet enters ploy tapped.

R eooes [Sh | AQ
X: Untop X separate londs.

ART U eoee AWe 3 ABURATH
2, T: Provides 1 mona of any color (play os on interrupt).

MRT R oo AVe

3, T: Give o crenture you contiol +3,/+ 3. Bury that creature at end

: of tum.

i Choos Orb ART R eeee fiTg 7 ABU

: 1: Flip card from height of one foot. IF it rototes 360 degress, any
card Chaos Orb londs on or touches is removed from play.

AT R e DIy 2 M
Remove oll Archicn Nights cords from play; prevent new anes from
being put into ploy

© Clay Statue Cowee iy 4 AQ,4TH
H 2: Regenerotes, 3/1.
¢ Clockwork Avian AC R ees PRAF S AQLATH

Flying. Put four +1/+0 counters on Clockwork Avion. Whenever
Avion attocks or blocks, discord o counter. During his or her upkeep,
contraller may purchose lost counters for 1 per counter, which taps
Avion. 0/4

R oeee DIy 6 ABURAH
Put 7 +1/+0 counters on Beast when cast. Discard o counter et
Beast ottacks or blocks. During upkeep controller may pay 1 and top

R esee TWG 4 OK,CH % Reast to regain o lost counter. 0/4

3 Tutge;t creature does not untop es usval in ifs contraller’s next * Clockwork Gnomes A ( ees  DSh 4 HL
unfop phase. 3, T Regenerote target artifact aeature. 2/2.
: Bosalt Monolith MRT U eee  JHy 3 ABUR ¢ (lockwork Steed AC (oo AWe 4 HL
: T: Add 3 to your mana pool. Spend 3 to untop ot any fime. : Connot be blocked by artifact creatures. Put 4 +1/+0 counters on
: Baton of Morale AT U eee  DSh 2 A Steed. Remove one counter af the end of ny combat in which Steed

2: Give torget creature banding unil end of tum. H attocked or blocked. X, T- Add X counters to Steed: Maximum four
: Battering Rom AL Cee  Me 2 MATH : counters. 0/3.

A Cee  AWe d HL
Connat be blocked by walls. Put 4 +1/+0 counters on Swarm.
Remave one counter ot the end of any combat in which Swarm
ottacked or blocked. X, T: Add X counters to Sworm: Maximum four
counters. 0/3

__| Zuran Orb & Living Plane &
Earthlink: Set off a chain of events thot'll
make Mousetrop look like kids stuff! Clear
the boord of almost every permanent under
your control! Convince your opponent you're
on ass! Just eat your best land, which is
considered o creature thanks fo Living Plane,
which means you gotta saifice another
now-iving land to Earthlink. Repeat unl
you're cardless.

APRIL
FCOL's

: Coul Golem Ve (RS DK

3: Sauifice Golem to ndd RRR to your mano pool.3/3.
R eeee iy 9 AD,ATH
Trample. Colossus does not untop as normal in your untop phase; you
may spend 9 in your upkeep to untop Colossus. 9/9.

ART R eee  PRg 7 fE
1, T: Sacifice Conch Harn to drow 2 cards. Place ony single cord
from your hand bock an top of your Ebrory

: Conservalor AT U e MWe 4 ABURATH
: 3, T: Negate the loss of up 10 2 life.
i Copper Tablet AT U ee  AWe 2 ABU

Al players take 1 domage during their upkeep os lang os Copper

Tablet is in play.

R oee  AWe 3 AQ,4TH

3: Give torge! creature +2,/+2 until end of tum. Whenever you use

this ability, rendomly discard o card from your hand. Coral Helm

connot be used unless you have cards in hond.

R eeee [F 7 1
4, T Switch torget enchantment from one creature to anather. The
enchontment’s controller does not change.

Crystol Rod MRT U ee  AWe 1 ABURATH
1: Toke 1 fife for any biue spell cast. Can only give 1 life for each
fime o blue spell is cost

Cursed Rack ART U = RTh 4
Opponent must discord 1o 4 cards during discard phase.

A0, 4TH



Nome Knd (R Roting Adist Cost Sets Found Home Knd (R Rofing Adist Cost Sets Found Nome Kind (R Rotng At (ost Sets Found
Desaiption Descrption Description
Cyclopeon Tomb ART R wee Mg 4 ABU Forethought Amulet ART R eee  MBp 5 16 Iron Star ART e D 1  ABURATH

2: Tum a land into a bosic swamp. If Cyclopean Tomb leaves play,
each subsequent tum ene lond hansformed by Cydopean Tomb

retums ta normal. [ eees DGz 0 DK, CH
Dancing Scimitor AC R eee Mg 4 MNRATH 2, T: Gain 1 life. 3
Flying. 1/5. : Fyndhotn Bow ART U eee RA 2 I
Dork Sphere T U eees jile 0 DK i 3, T: Give target creature first strike until end of tum.
T: Sacrifice Sphere to prevent half of the damoge done toyou by~ ¢ Gauntlet of Might R wesee (Ry 4 ABU
single source, rounded down. i All mountains produce an extro mano. Give cll red creotures +1/41.
__| thurgoyf & All
Hallow’s Eve: Is your
opponent bad at math? Did
hie get o (- in Algebro? Great!
Then cost the Lhurgoyt first,
bringing him out at some
aozy 264/265
power/toughness, then
_ follow up with an All Hallow’s
R - o e e e Eve. The frick is fo keep your
e R e e opponent distracted so he
doesn’t point out that Mr.
Goyf becomes 0 0/1 when
all the previously deod come
out to ploy. Works best
against younger kids and
the elderly.
Delif's Cane AT U e e 0 FE  Gauntlets of Chaos ART R eees DFf 5 G, CH

T: Socrifice Delif's Cone. If torget creature rau control ottacks ond

isn't blocked, you may take its power in ife. If so, it deols no
damoge to opponent this tum.

Delif's Cube RT R esee }iTp ] FE
2, T I torget creature you control attacks ond isn't blocked, it deals

no domoge to apponent this tum; instead put o cube counter on

Delif’s Cuba. Poy 2 and remove o cube counter to regenerale o

torget creature. |
Despoic Scepter AT R ese RTh ] i

T: Bury forget permanent you awn. :
Diabolic Machine AC U e M7 DK,4TH

3: Regenerates.4/4.

Didgeridoo ART R e MBe | HL
3: Take Minotour from your hand and put it directly inta play, Treat it
as if it were just summaned.

Dingus gy Roee DF 4 ABURATH
Whenaver anyane loses a land, do 2 domage to that ployer for
cach lost land.

Disrupting Scepler MRT R oees DE 3 ABURATH
3, T Oppenent must discard 1 card of his choice. Can only be used
during turn of controllr.

Draconian Cylix ART R e fBe ? FE
2, T: Randomly discard a card from your hand to regenerate
AR W e Wk MR

ngine o

Dragee f]%g un end of tum. 1/3. i

Ehony Horse AR1_ R e Wi 3 ANR,4TH
2: Untop ane of your atfocking creatures. Treot target as if it never
ottacked, except thot defenders assigned to block it may not block
onother creofure.

thony Rhino A Cee Aoy HL
Tromple. 4/5-

Elven Lyre T R e Krp 2 FE
1, T: Sucifice Elven Lyre to moke o torget creature +2 /42 until end
of furn.

Elkin Botlle T % ®  Qff 3 IA

3. T Place the top cord of your [erory face up in frant of you. You
may play that cord 05 though i were in yaur hond. IF you do not play
it by yout next upkeep, remove it from the game,
o Feldon's Cone MK esss fe | A0, CH
0: Reshuffle your groveyerdinfoyour ibeary. Remove Feldon's Ccne
from gome when itis used, retuming it to its ownar's deck fter the

ome is OVEl-
felhvor tone MRT U seee QHo ) K 4TH
T: Produce 1 mano of any color that opponent’s londs may produce
{ploy os on interrupt).
Feroz's Ban MRT R eee ity 4 HL
Symmon Spells cost ond odditional 2 to cost.
ART R eeea pyp AR ATH

o Carpel 1 4
Hyrng CIIHE;B one cieature flying ability unt end of tum, If target s

Pay 3 during upkeep of destroy Forethought Amulat. Prevent oll
3 damage over 2 done to you by o sorcery or instont.
: Fountain of Youth i

Sacrifice Gountlets of Chaos to take control of o land, creature, or
artifact. The torget’s former controller may then contiol one of your
permanents of the some type. Control of these permonents reverts
when the gome ends. Destray enchoniments on traded permanents.

¢ Glosses of Urza ART U wee DSh 1 ABURATH
T: Look ot opponent's hand. No, his cords!
Goblin Lyre R oeee JKi 3 A

0: Socrifice Goblin Lyre and lip o coin. If you win, torget opponent
takes * domage, where * equals the number of creatures you
control. Othenwise, you take * domage, where * is the number of
: creatures your opponent contrals.

¢ Golgothian Syrex MRT R e
i 1: Discord ol Anfiquities cords, including Golgothian Sylex, from play.
: Grapeshot Catapult A C eee DR 4 AQ4

T: Do 1 domage to o torget flying creature. 2/3

: Green Mana Battery ART R eee (Ru 4 LG,4TH
i 2, T: Add o counter to Green Mana Battery. T: Add G to your mana
pool. Remove os many counters as you wish, odd G for each counter
removed (play os on intenupt).

 Welmof Chotk ~~ ART R eee Mo 1 ABURATH
i 1, T: Give one ureature bonding ability until end of tum. :
¢ Hemafite Talisman MRT U es Wi 2 A

3: Untap o permanent. Use this obility only when a red spell s
successfully cast and only once for each red spell cost.
ART

: Hive, The R eee Sy 5 ABURATH
H S, T Create o Giont Wasp token, a 1//1 flying arfifoct creature.

: Hurnzufﬂeufening ; IR dR sose thl’ :31' " LG, CH
; , T: Target wreoture deals no domoge in combat fis fum.

1 HuwiingMing ART R eees MPo 2 ABURATH
Everyone must draw on extra card duing his or her diove phose,

. lce Couldron ART R ewes Dt 4 1A

¥, T: Put o spell on lce Couldron if there are no chorge counters on .
Put charge counters on the Cauldron in the omount of mana spent on
the spell you wish to play. You may cast thot spell cord as though it
were in your hond. T: Remove the charge counter fo odd mana of the
type used to put the counter on Ice Couldron to your mano pool. This
3 mono can anly be used to cast the spell on fop of kce Couldron.
: Ity Manipulator MRT U eeees Ale 4 ABUIA
1, T: Tap ony lond, ceature, or ortifact.
: ley Monipulator T U seeen DSh 4 . ABU
: 1, T: Tap one land, areature, or arffact. No effects ore generoted

: from the tapped permanent

¢ llusionary MmﬂpE ; ART R oo AWe 2 ABU

£ ¥: Summon a creature foce down. You may odd X mana to the
asting to hide the creature’s frua cost. Once the creature does

! domoge, tops, of tokes domoge you must flip the creature over

i Implements of Socrifie  ART R wee MOK 2 FE

i 1, T: Saarifice Implements of Sacrifice fo odd 2 mona of ony cokr to
your mana pool

©Infinite Hourglass HMe 4 A

R ess

ART

(o 4 M
m
¢ Lopis Lazuli Talisman

Library of Leng

Life Matrix ART

¢ Living Armor

1: Toke 1 life for any red spell cast. Can only give 1 if for each
time o red spell s cast.

Ivory Cup MRT thee Ao ] AB,URATH
1: Toke 1 fa for ony white spell cast. Con only give 1 ife for each
time o white spell is cost.

®|vory Tower ART U sesee MOK ] AQR 4TH
Toke 1 life for each card over four you have in hand during upkeep.
ode Monolith AT R e AMa 4 ABURATH
1: Take oll domoge done to ony creoture on yourself insteod.
ode Statue IET U ewes D 4 ABU
Z:me Jode Stotue 0 3/6 ortifoct creature that may only otfock
or block.
olum Tome ART R eee TWZ 3 AQ, (H
2,1 Drow o cord from your Rbvary ond discord o cord of your chocsing
to your graveyord.
andor’s Ring MRT R e DR 6 ANR
2, T: Discord o cord you just drew, ond drow onother fo replace ir.
ondor’s Suddlebogs ~ ART R eese DWi 2 AN R 4TH
3, T: Untap o creature.
ayemdoe Tome ART R eeee Mg 4  ABURATH
4, T: Drow 1 extro cord.
Jester's (ap ART R wesss Dfr 4§ 1A

2, T: Saifice to look through forget ployer’s library ond remove any
three cords from the gome. Reshuffie that Ebrory afterword.

Jester's Mask ART R weee Dff 5 A
Comes into ploy topped. 1, T: Soarfice fo switch opponent’s hond
with the some number of cords of your choice from his or her librory.
Reshuffle the ibrary ond old hand ofterwards.

eweled Amulet ART U eees Dfr 0O A
1, T: Place o charge counter on Jeweled Amulet, noting what type of
mana wos used. You moy not use this obility if there is o chorge
counter on Jeweled Amulet. T: Remave the chorge counter to odd 1

mana of the type lost usad o your mona pool
i o Joweled Bird BRI R e AWe ) AN, (H
£ T: Exchonge Bird for your onte, then drow o new cord.
¢ Joven's Tooks ART R eeee Nz 6 HL
! 4, T: Torget creature cannat be blocked except by wolls until end

of tum.
¢ Juggernaut AC U eees Dft 4 ABUR
§ 7 Must ottack eoch tum if possible. Con't be blocked by walks. 5/3

Knowledge Voult ART R eee AWe d 16

2, T: Ploce a cord from your lbrory under Knowledge Voult without
looking ot it. Sacrifice Voult to discord your entire hond, replocing it
with the cards under Knowledge Voult
Kormus Bell ART Re (R4 ABURAM
Treat oll swomps in ploy o5 1,/1 creatures thot con be fopped for B
Kry Shield T U e R 2 16
2, T: Give torget creature you control +0,/+X until end of tum, whese
X is the forget’s costing cost. Torget deals no domoge this tum
ART U e AWe 2
3: Untop o permanent. Usa this obility only when o blve spell s
successfully cast ond only once for eoch blve spell cost
ART U eee DGe | ABURAH
Skip your discord phase. If forced to discond, you con choose fo
discord to the top of your kbrory rather than your groveyerd. If
discord s random, look ot cord before deciding where fo discord it
Life Chisel ART U eee  AWa 4 16
During your upkeep, socrifice  creaturs you control o foke lfe aqual
to creature’s toughness.
R wees AWe 4 6
4, T: Put 0 countet on forget crecture during upkeep. Remove counter
to regenerote (reature
ART ( wes  AMo 4 DK, CH
ut 0 +0/+X counter on 0 Torget creature,
S (osting cost

Sacrifice Living Armer
where X equoks the treat

Living Woll AN Ues Mod ABUR
Counts o5 o woll. 1: Regenerates. 0,/6
Malochite Telisman BT Ue (R 2 A

3: Untop o permanent. Use this obility only when o green spell i
successhully cost ond only once for each green spell cost
Mona Crypt AT R eee Mo |

T: 2 colorless mana. E

colls it comectly, yo 3 e

Mana Maotrix ART R e M 6 \6
Poy 2 colorless mang less thon costing cest of instont, inferrupt
of enchaniment.

Mana Vauh RT R eees Ty

T: Add 3 to your mana pool (ph
Does 1 domoge to you if it
Marble Priest
Al wolls

o

M&gh.h}mn

* royed before end of tum, 50 s Flying Carpet, Put 0 fime counter on Infinite Hourglass during your upkee | L
F rted;?:ld 4 AT R esesa f; 3 ABU player may pay 3 duiing upkeep to remove 0 fime PJ.\ Nl ottocking creofures goin +1/+0
o |- An unblocked creature deals only 1 domoge. This effect can be creatures gain +1,/+0 for eoch tima counter on wrgloss
dﬁ.ﬂ 4 agains! multiple creotures.
o/ Resiod/Boned - 2RT Ao € Comdoiva Upkotp EC [Emchent Cothoe. L Enchanl (o0 £ Enchont Work NI ot < Sommen (roohny
A Aefoc 160t (R Cuent Rarty A Enchont Aeoct BE Exchont Enchosiment N Enthenties! NS ltont AN Lond <R Sercery

93

Bbutasyjzeb ayj :orbew

$ 3 9 A v T &

2 p 1T n b




THE CATHERING

MAGIC:

ARTIFACTS /BLACK

ng of Renewul

Rud:et Louncher

Millstone ART U eee Ko 2 MRATH
2, T: Toke the top 2 cords from forget player’s library ond ploce them
in forget ployer's graveyard. :

@ Mirror Universe ART R eees Pfg ¢

T: Sacrifice Mimor Universe during

with opponent. The exchange of

Univesse comes in fopped.
Mishra's War Machine  AC R =

upkeep to trode life points
e may not be countered. Mimor

AWe 7
Mudmmpstodo.‘idurmgemyw 5/5

o Mox Emerald R seses O 0 ABU :
T: Add G to your mana pool. :
© Mox Jet R esees Dff ABU :
T:AddB ruyourmumpuol. :
o Mox Pearl R eeees i 0 ABU :
T: Add W to your mana pool. :
© Mox Ruby R eeses [f () ABU :
T: Add R to your mana pnul :
 Mox Sopphire ART R eeees Dfr [ ABU :
T: Add U to your mana poo{ -
Hocre Talisman Uee Me 2

3: Untap o permanent. Useth:subiiitvmlywhennmrespeﬁis
lly cast and only once for each white spell cast.

Naked Singularity AT R oee M5 T

(U: 3. Instead of their normol mana, ploins produce R, islands
produce G, swamps produce W, mountoins produce U, ond forests
produce B.

Necropolis M U

it from the gome. Put X +0/+1 counters on Necropolis, where X

equols the removed creature’s costing cost. 0,/1.
Nevinyrral's Disk ART R esee o 4

1: Destroy all creatures, enchontments, ond orfifocts in play,

including Nevinymal's Dlsk Nemmui s DISk emers play topped.
North Star R eee o

4,T: You may cost nnef,pellihtsmrnwng munuuf ony color.
Hova Pentode

3, T: Redirect oll dﬂmuge done to you by one sow(e to torget

aeature of opponent’s choice. i
Obelisk of I.IndoinF ART R e  TWi 1 AQ,CH :

6: Take any of your permanents in play back to your hand, discarding

enchantments on such cords. g
DbsEun/us Golem A U wee iy 6  ABURATH :

4/6

nulet AC Ma 3 AORATH :

If Onulet is ploced in qmveymd ifs tomroller takes 2 life. 2/2. ;
Onyx Talisman ART U ee Sk 2

3: Untop o permanent. Use this ability only when o block spel is
successtully cost ond only once for each black spell cast.

Ornithopter AL Uee AWe O

Perrtngmmo(meAges ART R eees [Sh 4 né
4, T: Prevent oll domage done to you from one source. :

Pit Trap AT U eee Mg 2 i :

2, T Saaifice fo bury forget norrﬂwng trecmne that is attocking you.

Planar Gote ART Be 6 16
Pay 2 colorless mana less whera mshng 0 surnrrm spell

Primal Clay AL Uee Ko 6
When cast, choase whether to make Priml Clay 0 1,/6 woll, 3/3
gruund aeaiue, of 2/1 fiying creature.

ART R e  AWe 6 M

2 Prevent o lond from besng destroyed. 2: Remove on enchonfment
froma

Rack, The ART U eee  fih ] ARATH
Do 1 damage for each card under three opponent has in hand
during upkeep. :

Rakalite ART R e (Ry 6 A,
2: Prevent 1 domoge to ony targe!. Rokalite retums fo owner's hond
when used.

Red Mona Battery MT R ese JTo 4 GATH :

2, T: Add o counter to Red Mana Battery. T: Add R to your mana
pool. Remove as mony counters os you wish, odd R for each counter
remaved (play os on interrupt).

Reflecting Mirrar ART U o=  MPo 4 1§
X, T: Redirect spell targeting you fo player of your chaice (play o5 on
interupt). X is two fimes the casting cost of target spell,

Relic Barrier ART U oo HM 2 16
T: Top torget artifacr.
Ring of Immortals BT R e MBe § 16

3, T: Counter inferrupt or enchanfment targeting o permanent you
control (play os on intemupt).

16 Runed Arch

ABURAM
Bands. Discard 1 curdhomym!mddlmgupkeep or Mishro's Wor

Nh § K :
Counts os 0 woll. 0: Choase o creature in your groveyord ond remove

4TH
ABUR, . Runesword BT (e

e 5 ! sl

: Senfinel AC

ORATH

i Serrated Arrows ART

Shnpeshlher AC
JRATH

5: Sorifice Ring of Mo’ ruf to select o cord from outside the gome
instead of drowing.

ART R eeee [ShH 5 FE
T: Rondomly discard a cord from you hand to draw two cords.

2: Do 1 damage to any targe!. If it is used, Rocket Louncher is
destroyed at end of tum. Rocket Louncher moy not be used unil it

begins a tum in play on your side.
: Rod of Ruin MRT U eee (Ry 4 ABURAIH
: 3,T: Do 1 domoge to any target.
- Roterothopter AL Cee  AVe ] HL

Flying. 2: +1,/+0 until the end of tum. You cannat spend more than
4 this woy eoch tum. 0/2.
ART R eeee Pfp 3

Comes into play topped. X, T: Socrifice fo make X creatures with
power no greater than 2 unblockable this fum.

3, T: Give torget attucking creature +2/+0 until end of tum. Any
treature domoged by target creature must be remaved from game if
it dies before the tum ends. Destroy Runesword if torget creature
leaves play before end of tum.

2: Give islondwalk o o creature until end of tu. If target creature s

destroyed before end of fum, so is Sandals of Abdallch.

Scarecrow AC U see Mo 5 DK
6, T: Negate oll domage done fo you by flying creatures unfil end of
fum. 2/2.

| eee
*=1 when cost. When blocking, you may make * equal 1 + the
pawer of the weature Sentinel blocks. When attacking, you moy

moke * equal 1 + the power of creature blocking Sentinel. 1/*.

Serpent Generafor ART
4, T: Put o Poison Snake foken, which is a 1/1 artifuct ceature, in
p!uy If Poisan Snake damoges opponent, apponent gets 1 poison

counter. Opponent loses gome if he or she ever hos 10 or more
tounters
b ( oo [(h 4 HL

When Semated Anows comes into play, put three arrow counters on
it. Bury Serrated Amows if there are no longer ony counters on if.
T: Remova counter to give -1 /<1 to torget creature.

*=any numbet from 0 to 6. Choose * when Shopeshifter is cost ond
during your upkeep. °/{7-*)

Shield of the Ages ART
2: Prevent 1 domage fo you
Skull Catapult ART U eee  BWp 4 I

1, T Soaifice o creature to do ? damage to any torge!.

Skull of Orm ART
5, T; Bring an enchontment (md from your graveyord into your hond

Snow Fortress R oeese ia § 1A
Counts as woll. 1: +1/+0 unfil end of tum. 1: +0/41 until end of
tum. 3: Do 1 domage to a nonflying creature that is attacking you
0/4

Soldav{ Golem AC R oees Mg 4 I
Does not untap during your untop phase. 0: Untop one of epponent’s
creatures to untop Soldevi Golem. Use this obility only of the end of
your upkeep. 5/3

Soldevi Simulatrum A U s DR 4 1A
: U: 1.1: +1/+0 until end of tum. 2/4
© Sol Rin ART Ul eseee f[p | ABUR
Adgd 2 to your mana pool p!ﬂf s on intermpt)
Soul Nel ART e DWi 1 ABURATH :

1: Toke 1 Ife each time o ucurw is ploced in the groveyard. Con
anly give 1 life for cnth lmn aaeature is ploced in the groveyard.
Spirit Shraw R see 5K 3
2,T: Make lmge?uwrum 'Df»l’ 05 long as Spirit Shield is topped
You may legve Spirt Shield topped during your untap phasa

Standing Stones W U e

AT U ees  PVp 4 AOR © Stone Calendor AT R e fWe S

Ry 6 DK, CH o Sword of the Ages

W R s O 4 o Tablet of Epityr

¢ Townos's Coffin ART

RAF 4 6,CH
- Tawnos's Wond BT U e

R oesss NIz 6 (6,CH :
- Tawnos's Weaponry ART

: Tetrovus

U eeee D § AQ,ATH

U weee Apg 2 (| 1]

: ART
ws WD 3 o Time Bomb

Home Knd (R fog At ot Sesfand  Nome Bd (R Rofeg Mt G SetsFound
Descigion Desarption
© Ring of Ma'ruf R eses Dff 5 M5 Staff of Zegan M Ce Mo d A0

3: Moke torget crzature -2 /-0 until end of tum. Creatures with pawer

less than 1 deal no damage.

Stv 3 DK

1, T: Sacifice 1 life to add 1 mana of any color to your mana pool.
DK

Your spells cost 1 less to cost; casting cost connot go below 0.

§suthi A Ue  d a0

Vihen Su(hi goes fo the groveyard, it controller gets 4 cdlodess mana. 4/4.

| SunglossesofUia ART R eee Dit 3 ABURAh
Your plains may generate either o white o red mana.
¢ Staff of the Ages ART R e DGe 3 1A

Creatures with landwalk ability may be blocked os if they did not
have that obility.

1A : Sunstone MRT U ee  Plo 3 1A

2: Souifice o snow-covered land to moke oll ceatures deal no
damage in combat this fum.

__| Al from Cairo &
Lich: Ali ond his fish-smelling
mustache prevent you from
going under one life ond Lich
brings you to zero life when
cost. What happens when you
bring them info play together?
Global armageddon! Exploding
liouse pets! The moon splitting
in half fike in “Thundarr the
Borbarion”! Go ohead, try if.

ART R eeoe (Ry 4 16
Enters play topped. T: Sacrifice Sword of the Ages and ony number of
wreatures to o damage to one target equal o combined amount of
weature’s power. Remove Sword of the Ages ond socrificed creatures
from the game.

AT C e (Ru 1 A

1: Toke 1 lif2 each fime an artifact is placed in the groveyard. Con

only give 1 life for each time an ortifact is placed in the graveyord,

R eees (Ry 4

3, T: Take o creature out of play. Torget is considered out of ploy for

os long os Coffin remains tapped. If Coffin is untopped or remaved,

areature retums to ploy topped. You may choose not to leave

(offin tapped.

DSh 4 AQ,4TH

2: Moke o target creoture with pawer no greater than 2 unblockable

except by ortifact creatures until end of fum. Torget's power may be

increased ofter defense is chasen.

U eee D 2 AQATH

21: Target creature gets +1,/+1 os long as Townos's Weaponry

remains tapped. You may choose not to untop Tawnos's Weaponry

during untop phose.

R eee T 6 A, 4TH
Flying. Give Tetrovus three +1,/+1 counters when cast. In your
upkezp, you may move some of these counters on or off Tetravus.
Counters that are off of Tetravus become independent 1,/1 flying
artitact aeatures that, when killed, ore removed from ploy.

The counters moy not be targeted by enchontments cast or share
enchontments on Tetravus. 1/1.

Throne of Bone AT U ee Ao 1  ABURAH
1: Take 1 life each time o block spell is cost. Can only give 1 lfe for
each fime a black spell is cost.

R eee AW 4 1A
Put o time counter on Time Bomb during your upkeep. 1, T: Sacrfice
Time Bomb to have it deo! * domage to each creatwre ond player,
whete * equals the number of fime counters on Time Bomb.

= Time Yoult ART R eses JiTp 2 ABU
T: Take on extro tum. Comes into play tepped, and may only be
urtopped if contraller forfeits a tum.

Tormod's Cryp! AT ( eeee (Ry O 0K, CH
T: Sacrifice Tormod's Crypt to remove oll cards within torget player's
graveyord from the gome.

Tower of Coireall T U e DR DK
T: Moke torget reature unblockoble by walls unfil end of tum.
Triassic Egg ART R e Qf

3, T- Put o counter on Triassic Egg. When there ure 2 counters on

Triossit Egg, soarfice it to put any creoture in hand ar groveyard

directly in play. Treat this creoture s if just summaned.

Triskelion (R eeeo [Sh 4 AQ,4TH
Give Triskelion thiee +1/+1 counters when cost, Discard 0 +1/+1
tountet 1o do 1 domage to any torget. 1/1.

P T ————




Nome Kid (R Rofng Atit Cot  SetsFond  Home Kind (R Rofing Atst Cost  SetsFound Nome Kind (R Rofing Adst (ot SetsFound
Destription Destription Description

Urza's Avenger AC R eeee AWe 6 AOATH & Zelyon Sword ART R eee SKi 3 FE : Breeding Pit IN U eese Alg B3 i3
0: Avenger loses -1 /-1 and you may give it either flying, bonding, 3, T: Moke torget creature +2,/+0 o5 long as Zelyon Sword is : Puta 0/1 Thrull token in pley ot the end of each of your fums. Pay
first strike, or trample until end of tum, Attribute losses ond chility £ topped. You may leave Zelyon Sword topped during your unfop phase. BB during upkeep or bury Breeding Fit.
gains aze not cumulotive, 4/4, = Zuran Orh ART U seees SEy ) 1A : Brine Shaman ( ( eee (B BI 1A

Urza's Bauble M Ue (RO i :

T: Sacrfice Urza's Bouble to look ot a rondom card from opponent’s
hand. Draw a card o the beginning of the next tuim.

Urza's Cholice ART (oo JMe 1 A0
1: Toke 1 lie for any ortifuct cast. Con only give 1 Ife for each time
an artifuct s cost.

Urza's Miter ART R e
3: Draw one card from your library whenaver one of your ortifocts
qoes to the groveyard. You may only drow one cord per orffoct
destruction. Urza's Miter may nat be used when you destroy on
artifuct to gain benefits from onother card.

Vexing Arconix ART
3, T: Make torgat player name  card ond turn over the top cord of
his or her library. !?tha ployer's quess matches the card, it is ploced
in his or her hond, Othenwise, it is putin the graveyard ond that
ployer takes 2 domage.

Vibrating Sphere AT R ee RIh 4 1)
During your tum, oll your creatures gain +2//+0. During all ather
tums, cll your creatures get -0/-2.

Voodoo Doll MI R ee Siy b LG, CH
Put o counter on Yoodoo Dall during upkeep. If Vaodoo Doll is
untapped at the end of your tum, it does X domage 1o you ond s
destroyed. X is the number of counters on Doll. XX, T: Do X domoge
fo one farget.

Walking Wall AC
Counts s wioll. 3: Give Walking Woll +3/-1 and enable it fo attack.
This ability moy anly be used once per tum. 0/6. Wall cannet attack
the turns it comes under your control.

Wall of Shields AC U e RGo 3 I
Counts os wall. Banding. 0/4. i
Woll of Spears AL (e SEv 3 AQATH £
Fitst strike, counts os o wall. 2/3. :
Wand of Ith ART U eeee QHp 4 DK :

3, T: Exoming o rondomly chosen cord from forget ployer's hand.
Unless the card i o lund, the target player must either discard it or
scarifice ife equoling ifs casting cost. If the cord is o lond, the target
ployer must either discard it or sociifice 1 life. Wond of Ith moy anly
be wsed during controller’s tum.

War Borge
3: Give torget creature islondwalk until end of tum. Bury farget if
Wor Borge leaves play this fum.

ART

War Chariot U esse Dii 3 I
3, T: Give target reature frample unfil end of tun.
Weakstone MT U ee  JHo 4 A

Al attacking creatures lose -1 /-0. Thase creatures with pawer less
than 1 deal no damoge.
Whalebone Glider ART i
2, T: Give one of your creatures with power no greater than 3 flying
until end of tum.
White Mana Battery ART R eee Ao 4 LG,4TH
2, T: Add a counter to White Mana Battery. T: Add W to your mang

pool. Remove s many counters as you wish, add W for eoch counter ~ :
removed (ploy os on interrupt),

Abomination SC

R 3 W

R seee PGy 4 1A

of fum.
¢ All Hallow's Eve N

Animate Dead

Armor Thrull SC

U eeee AWg 4 [
and i Artifact Possession A

: Ashen Ghoul SC

¢ Ashes o Ashes

I eeoe TWgi 4 DK :

¢ Baron Sengir SL

U eee AWe 2 1A

: Block Knight SC

0: Socrifice o land to gain 2 ife.

U eee [\Te BB3
Green o white reatures blocking or blocked by Abomination are

destroyed ofter combat. 2/6.
yss, The B R ess P B3 16 i
Each player must bury o torget non-rtfact reature he or she controls
i during upkeep.
¢ Abyssal Speder SC U eee RIp 882 W :

Flying. Opponent domaged by Abyssel Specter must discord o cord of
his or her chaice. 2,/3.

R eee
Put 2 counters on All Hollow's Eve when cast. Remove o counter
during your upkeep. After the lost counter is removed, everyone
tokes oll creatures in their groveyords and puts them directly into
ploy. Treot them os if just summoned.
(U eeee Mg B
Bring o creature from any groveyard into play on your side with -1
power.

T: Socifice Amor Thrull to odd 0 +1/+2 counter to torget creature.
Arists: SKi, IMe, RSp, PVe. 1/3.
([ oo
Do 2 domage to torget orfifoct’s controller whenever target artifuct is
topped o its octivation cost is poid. Hos no effect when cost on o
continuous orfifact.
| eee
Ashen Ghoul can ottack the same tum it comes into play. B: Retum
Ashen Ghoul to ploy under your control if there ore at least three
aeatures obove it in your graveyard. 3/1.

SOR U ees Diy BB! DK ATH
Remove twa nor-artifuct creatures from the game ond lose 5 lfe.

¢ Bod Moon R esss fity 81 ABURATH
i Alblock centures in ploy gt +1/+1.
: Banshee SC U ee My BB2 DKCH :

X, T: Banshee does X domage, holf to you (round up) ond half o
ony one target (round down), 0/1.

Flying. Gets +2/+2 for each creature sent to groveyard on fum
where Baron domaged it. T: Regenerate target vampire.
SC (e i BB

© Basal Thrull 1
T: Sacrifice Basal Thull to odd BB to you mano pool. Arists: KFo,
PFa, RKF, CRu. 1/2.
Black Carringe SC R e  DCh BB3 HL

Trample. Doesn’t untop as normal during untop phase. 0: Seaifice o

aegture to untop Block Carrioge. Do this only during your upkeep.

U eeee jite BE ABURATH
Protection from white, first strike. 2/2.

Bligh Uee PV BB

1] {! 16, 4TH
If torget lond is tapped, destroy it at end of tum.

_Ih Cocoon S}ZBFIH;M
Lightning: A 7/2 flyi
crgum?-With tromple?
Fantastic! No creature could
toke that kind of damage!
Serra Angel? Toast. Shivan?
Toast. How about the mighty
Baron Sengir, undeod master
of darkness? Toast. Just
ignore the fact that it l wither

Broken Visage INS
64T :
¢ Bumt Offering

Gy 882 16 §

(loak of Confusion
ABURATH

( sses Jiii B2 fE i

(R B2 M i

RSp B3 W

¢ Dork Banishing
R eeee PVp BBBS HL &

" Dark Rinol T

 Demonic Consuligtion 1N

T: Saaifice o creature fo give o areature +2,/+2 until end of um.
UUY: Sacrifice a cregture o counter o summon spell. 1/1.

R e MK B4 HL
Bury torget non-ortifoct ottocking creature ond put shadow token into
ploy. Treot this token os o block creature with power ond toughness
equal of the ottocking cregture. Bury token ot the end of fum.

INT Ce DG B A
Soaifice ¢ cregture to 0dd o your mana pool ony combingtion of
block ond red mana equal fo thot creature’s costing cost.

: (Corrion Ants SC U eeee RTh BBZ LG,4TH
: 1: +1/+1 untl end of tum. 0/1.
: (emetery Gate SC ( ees  MBe B2 HL
i Protection from block. 0/5. (Two wersions)

is of Mephé tN R e HHu B1 16

Except for the first cord drown in drow phase, every ployer must
discord @ cord in hand before drawing. A player without cords in hond
must ploce top cord in kbrory in groveyord insteod of drowing.

i B (e  NOXBI 1A
If target creature you control attocks ond is not blocked, you may
have it deol no domage this fum. I you do so, defending ployer
must discard o cord of rondom from his.or her hond.

: o (onfroct from Below  SOR R eees DSh B ABUR
Discord your hond; draw o new onte cord plus seven cords.

i Cosmic Horror SC R === My BBB3 1G,4TH

] First strike. Pay BBB3 during upkeep or Casmic Homor does 7
domage fo you ond is destroyed. 7,/7

i Cuombojj Witches S ([ ees [Fo BB AN, (H

i T: Eoch ployer does 1 domoge o ony torget. 1/3

¢ Curse Artifoct A Ue  Me 882 K
Controller of torget ortifoct must bury target during upkeep or

3 lose 2 life.

: Cursed Lond B U e Wy B2 ABUR &+

i Do 1 domoge to controlles of torget lond during upkeep s

¢ (ydopean Mummy X T tBe B1  IGATH

: Remove Mummy from game if it goes to groveyerd. 2/1

: DonceoftheDeod ~ EC U eess RGo B1 "

Bring o creature from any groveyord into ploy on your side .‘mjed
ond with +1/+ 1. Crecture does not untap during its controller's
untop phase. Its controller may poy 18 to untap it

NS ( wese '}
Bury torget creoture. Connot forget black creatures. I
¢ Darkness INS ( ees HMc B 16
3 Creatures ottock ond block es nomal but deal no damage
¢ o Darkpoct SO R weee ABUR
1 Swop your topmast undrown cord with either onte cor
i Dark Ritv INT ( wesse JHg ABUR 4t A
Add BBB to your mana pool
T ( eeees Sy B ABURAM

Add BBB 1o your pool of mono

 Deathgrip U ees Mo BE ABURAH
BB: Counter o green spell {ploy os on infemupt i
Deathloce INT R eee Sk B AB.URATH
: (honge the col of one cord being ployed or in ploy fo block.
i Demonic Attorney R R Dbe B ABUR
Unless opponent concedes game, both pioyers must drow on extvo

onfe (ord

L'..
4

not, remove it fro
nomed cerd appeors

four black spells cos!

Winter Orb ART R ese Mg 2 ABURAIH Roy g off Lgplc i
fach player moy only untop up to 1 land during untap phase. : Fiyng. 1/1 S
L T U oo Ml | ABURAIH : BogRals [ eee RS B DK, (H
1- Take 1 Hfe for ony green spell s cost. Con only give 1 Ife for Cannot be blocked by walls. 1/1
each time 0 green spell is cost, ; fog Wroith e b O
Yotion Soldier Mo Cooe (py 3 AT E o Swompiok. 3/3. .
otion Saldier does no tap when attocking, 1/4. Enchent il
A Restritted/Banne ART Astifey (U Cmblative Upkesp EC Enchant Cisature L Enchen 074 Lt ed o b
i Creature ® Cument Rty FA - ErichantArifoct EE Enchont Enchostment [N Enchentin- INS byt AN (ond OR Sescory

Bburtasyjzeb ayjy :orbhew
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MAGIC:

BLACK

maz GATHERING

pl ayers g u
B

e T T N e AT S

Nems d @ Rong Mis Gt Sesfond
Desciption 5'
Brodge Spell B U e Wh B8 i

B: Remave 2 crectures from groveyord out of gome. Bring token
Skeleton into play. Skeleton is a block 1/1 creature; B:
regenerates. All skeletons are discorded if Drudge Spell leaves play.
Spell SOR ( wee
Ier Speﬂ deals 1 damage to each creature ond player. (Two

Eater ol the Deud SC U wee
Choose o crecture in any graveyord ond remove it from the gome.
Untop Eater of the Dead. 3/4. :
Ebon Praetor SC R eee RAF B4 e 2

Tromple, first strike. Put 0 -2,/-2 counter on Ebon Prostor during
upkeep. Sacrifice one creature during upkeep to remave -2 /-2
munrer odding 0 +1/+0 counter if o Thrull was socificed. 5/5.

El-Hujig SC R eee QWi BBI
Gumlrrfeforewrypumtddmgeﬂﬂqmmﬂim /1.
Erg Raiders SC ee Wi Bl

Lose 2 Iife ot end ofrumxfErngdexs don't otfock, except in the
tumn when they're summoned. 2,/3.
Fvil Eye Orms-By-Gare  SC U e
Your creatures may nat attack, except for Evil Eye. Evil Eye moy only
be blocked by walls. 3/E6

Evil Presence U eee Sty B
Torget lond is now o basic swomp.
Fallen, The U e My BBBI

During controller’s upkeep, does 1 damage fo every opponent it has
previously domaged. 2/3.

Follen Angel SC U esee AMg BB3
S?: ifice o creature fo give Fallen Angel +2/+1 unfil end of tum.
3/3.

Fear EC  ( eewe }Po BB
[)nly black or artifact Ueu(mres may block torget creature.
E

Only black or ortifact creatures may block torget creature.
Feast of the Unicorn EC [ ooe
Torget creature gets +4,/+0. (Two versions)

Flow of Maggots R eess RSy 7 I :
Cu: . Muynutbehhckedhynun-wuu treatures, 2/'2 :
Foul Fomilior SC (eee AMg B L

Foul Familior may not block. B: Secrifice 1 life to rerum Foul Fomilior
to its awner's hand. 3/1.
Frankenstein's Monster ~ SC
Toke X creatures from your groveyord ond remove them from the
gome when casting Fronkenstein's Monster, of it is countered. For
each creoture removed from the gome in this woy, give Fronken-
stein’s Monster o permonent +2/+0 £1/41, 00 +0/42.0/1.
anzen Shade SC eee [Sh B2 ABURATH
B: +1/+1 unfil end of tum. U/I
Funeral March £
When torget creature leaves play, that aeture’s controller must
sacrifice a creature he controls, Ignore this effect if he controls no
other vrentures.
Gongrenous Zombies S [ eee
T: Sacifice to deal 1 domage fo eoch creature ond player.

E ee

Gangrenous Zombies deals 2 domoge if you control ony snow-covered

swomps. 2/2.

Gate to Phyrexia N
Su(;iﬁ(e one of your creatures during your upkeep to destroy ony one
orfifact.

Gaze of Pain SOR [ eee Mg Bl 1A
For each creature you control that attocks and is nat blocked, you
moy choose to have it deal no damage to defending player this fum.

| eee

If you do so, it instead deals domage equol to its power to ony torget

creature.

Ghost Hounds SC
Attocking does not couse Ghost Hounds fo tap. Gains first strike if
blacking or blocked by white creatura(s). 1/1.

Ghosts of the Domned  SC (o EBe BBI 16

T: Make torget creoture -1 /-0 until end of fum 0/2

SC

Giont Slug ( ees AMo B 16, (H
5: Give Slug landwolk uhalm,' of vour choice on vout next tum. 1/1.
Gloom esoe Dfr B2 ABURATH
White spells and white enthoﬂlmem ocfivation costs now
require 3 extro mana.
Glyph of Doom NS C e SVC B 16
Creatures blocked by target woll ore destroyed after combot.
Grandmother Sengir SC Ree PVe B4 HL

B, T: Target creature - l/ 1 until end of tum 3/3
Gravebind R e [Ty

Torget creature may nn1 reganemm this tum D:eﬂ o cord af the
beginning of the next furn.

Greater Werewolf SC

i d_a'JE

85 81 i

My B4 oK

MNRATH
MRATH

My B4 16

ABURATH
DK, CH

16,04 :

ABILE:ATH Headless Horseman SC
2/2.

( eeee Rim BB ABURAW : Mok

DDe 83 HL
© Hecatomb EN

Ao BBX DK :

- Hoar Shade SC

£ e o M) i3 Horror of Horrors N

. Howl from Beyond NS
BSn BB1 A

Skv BB A
: HypnnmSpemr S

© Icequake

U e  IMe BI H

Initiates of the Ebon Hand SC

B, T: Choose on artifuct in ony groveyord and remove it from the
gome. Take 2 life. 1/1. c
0w

After combot, put 0-0/-1 counter oll creatures that blocked

werewolf. 2/4,
R ees  Pip B3 LG, 4TH :
B: Drow on extro cord mdsumh(e 2 Iife. :
* Guordion Beost SC R eeee [Mg B3 M

If untapped, prevents the steoling, destruction, or enchantment of
your nonreature orfifocts. 2/4.

Hasran Ogress SCCs DFr BB
: Pay 2 when Hasron Ogress ottacks or lose 2 life. 3/2.
¢ Hounting Wind N Uee M B3 LU

Do 1 domoge to artifact’s controller each fime on orfifact in play is
topped or its octivation cost is poid

DDer B4 o

M

Nome Kind (R Rofng Afst (st SetsFound Nome fd (R Rofing Mt Cost  SessFound
Desaripfion Destription
Grave Robbers SC R eee  (QHo BBI DK Inquisition SOR ( e Ao B2

Examine target player’s hond. Do 1 domage to for eoch white card
in hond.

Irini Sengic SC U e PVe BB2 HL
z Al white and green enchantments cost on extra 2 to cost. 2/2.
¢ Joviol Evil SOR R ee  (Ru B2 16
o Do 2 domage o opponent for each white creature opponent contrals.
* Junun Efreet U ees (Ru BBI ANATH
Flying. Poy BB during upkeep or Junun Efreet is deshroyed. 3/3.
¢ Juzom Djinn SC R eeees e BB? M
: Lose 1 life during upkeep. 5/5.
Khabal Ghoul SC R eeee DSh B2 M

Gets 0 +1/+1 token at end of tum for each crenture that wos
destroyed that tum, 1/1,

QHe B2 16

NS € eee D BI HL
- Knights of Stromgal SC

[ oo

Remave torget card in ony groveyord from game. Draw o cord during
next tum's upkeep.

Sacrifice four creatures when Hecotomb comes into play. 0: Top o
swamp you control o have Hecatomb deol 1 domoge to any target.

Hell Swarm NS C = Ry B 16
Make ofl cregtures -1/-0 unfil end of tum.

Hell's Caretaker P eeeee Siy B3 16, CH
T: Sacrifice o areature ta put o creature in your graveyord directly in
play. 1/1 :
Hellfire SOR R eees PYp BEB2 16 :

Destroy ofl nonblock creatures. Helifire does X+3 domage to you,
where X i the number of creatures placed in the groveyord.

B: +1/+1 unfil end of tum. 1/2
Sacrifice 0 swomp fo regenerate o block creature.

Torget creature goins -X/* 0 unfil end of tum.

Hyalopterous Lemure U ees  RTh B4 I :
0: Gains flying ond 1/-0 unil end of tum. 4/3.
- Hymn to Tourach SOR ( eeee M B

fE
Iucget pkrfel randomly discards two cards in hund Arhsrs Do, QHo,
SKi,

Ul eses [Sh BBI
Flying, Oppanent damoged by Specter must rondomly discord o
cord from hond. 2/2

SOR U e

Destroy o lond. If it is o snow-covered land, lcequoke does 1 domoge
to the lands controller

1; Prevent torget creature from attadking, blocking, or topping. Imprison
is destroyed if mona is not poid.

i Infernal Darkness EN R e Pfo BB2 I
(U: B ond 1 life. Al mano-producing lands produce B instead of their
normal mana.

Infernal Denizen SC R eee [y B7 W

During your upkeep, you must sacrifice two swomps o Infemol
Derizen becomes topped, and torget opponent may gain control of o
creature you control of his or her choice, T: Goin control of forget

wegture, 5/7.
Infernal Medusa SC U ses AMo 083 6 :
Destray oll non-wall creatures blocking or blocked try Meduso. 2/4
( eee M FE

1: Add B to your mano pool (play a5 an mlruum! Bury Iniiates of
the Ebon Hand if more than 3 is spent this woy in one tum. Adists
LDa, KFo, HHy. 1/1

Kieldoran Dead S

R wesss Nt BRI TR
© Koskun Falls W

¢ Krovikan Elementalist  SC

( eee RTh B3 (L
U e MTe BB3 6 :
( eees }Po BY ABURAHIA :

ABURAM

Lesser Werewolf
RKF BRI .

- Lim-Dil's Cohort SC

¢ Lim-Dil's Hex i N

__| Firebreathing &
Shivan Dragon: frustrote
everyone in the gome by
making plays that don't make
any sense! Slap o creature
enchantment on a creafure
that alreody hos the abilify
the enchantment gives and lef
the fun fimes roll! When
friends try to explain why
what you're doing is stupid,
just look at “em, smile and
say, “Noo...| don't think so.”
Watch os one-fime friends
tum o weird purple in
frustration.

( eeoe MBe B 1A
You must sacrifice o creature when Kieldoran Dead comes into play.
B: Regenerate. 3/1.

U eees )P BB 1A
Pratection from white. BB: +1/+0 until end of tum. B: First stike
until end of tum, 2/1.

R ee  RAl BB? HL
During your upkeep, tap target creature you control or bury Koshkun
Folls. No creature can attack you unless its contraller pays on
odditional 2 whenever the creature attocks.

U ess [Sh BB 1A
2R: Give 0 wreoture +1 /+0 until end of tum. UU: Give o creoture you
tcnno{/f‘l‘{lng until end of tur. Bury thot creature af the end of the
tum.

* Krovikan Fetish EC (oo HHu B2 1A

i Torget creature gefs +1/+1. Drow o card ot the beginning of the
next fum.

= Krovikan Vompire SC U eee  (Ho BB3 1A

If o creature dies during a turn in which Krovikan Vompire domaged
it, it is put into play under your contral. Bury the creoture i frovikan
Vompire leaves play or your control. 3/3.

: Legions of Lim-Dil SC C ee  AMo BB 1A
Snow-covered swompwalk. 2/3.

¢ Leshrac’s Rite EC U eee RIh B 1)

: Give torget creature swampwalk.

: Leshrac’s Sigil EN U eeee DIy BB

|

BB: Whenever on opponent successhully casts o green spell, look ot
thot player’s hand ond discard o cord from that hand of your choice.
BB: Return Leshrac's Sigil to owner’s hand.

SC U eee  QHo B3 (]
B: Give Werewolf -1/-0 unil end of tum. Puta-0/-1 permanent
counter on creatures blocking or blocked by Werewalf. Lesser
Werewolf's power may not be reduced below O using this obility.
2

Ihsen’s Shade ) eeses (Ry BEE3 HL:
Protection from white. 5/5 ¢ lich EN R es  DGa BBBB ABLU
. Imprison EC R oees (Ry B 6 : Saarifice oll your life. For ench point of damoge you subsequently

suffer, remave one permanent in play. For every point you gain,
draw o card. You lose when you run out of cards in ploy or when

Lch eaves ply. (e DSh BBI i

Creatures blocking or blacked by Lim-D0l's Cohort connot regenerate

this tum. 2/3

U eeo Do BI 1A
During your upkeep, Hex does 1 domage to all ployers. Each player
may pay B or 3 to prevent the demuge to himself or herself.

Lord of the Pit SC eso [z BRB4  ABURAM
Flying, tromple. During upkeep, sucnhte a creoture other than Lord
of the Pit or Lord of the P‘il aioes 7 domoge to you. 7/7.

Lost Soul e PAF BBI 1G,4TH
: Swompwalk. 2/1.
- Marsh Gos IS C = Dsh 8 DKATH

Meke oll creatures -2/ until end of turm,



Home Vind (R Rofng Afst (ot SelsFoond  Home find (R Rofing Afst Cost  SetsFound Nome Gnd (R Rofing At (ot Sets Found
Desaription Destription Descripten
Mind Ravel SOR C » MTe B2 A i Pox SOR R eses (B BBB A : Sorceress Queen SC R eesee o BB]  ANRATH
Imﬁ]el player must discord a card from his or her hand. Draw o card Each player socrifices 1/3 of thelr Ife; then they must discord 1/30f ©  T: Make onother creature 02 uniil end of tum. Special
ot the beginning of the next um. H the cards in their hand; then they must socrifice 1 /3 of their i choracteristics ond enchontments on creoture ore not offeted. 1/1.
Mindstab Thrull SC C es  Juti BBI FE & ceatues; finally they must socrifice 1/3 of their lands, Round each ~ © Soul Burn SR C ees RA B7 4
If Mindstab Thrull attacks without being blocked, you may socificeit  : loss up. i Do 1 domage to any torget for each B or R spent cbove the casting
1o force the player under attack to discord three cards. If so, : Priest of Yowgmoth SCiil = Me Bi M cost. Goin | lfe for each B spent in this way. You connot goin more
Mindstab Thrull deals no damoge. Atists: HHu, RKF, MTe, 2/2. ¢ T:Socfice on orifoct ond 0dd to your mana pool enough block i life from o reature thon ifs cument toughness ond you connot gain
© Mind Twist SOR R eeees JBg BX ABURAIH : mana fo equal ifs casting cost. 1/2. H mere life from @ ployer than his ot her total e,
Opponent must randomly discard X cards from hand. All cords in ¢ Quogmire BN U e Dfr B2 16 ¢ Soul Exchange SOR U eeee AWg BB FE
 hand should be discarded if they number less thon X, ; Creatures with swompwalk may be blocked. : Remova o crecture from the gome fo put o crechure from your
Mind Warp SOR U ese Do B3X h: . ——— . graveyord in ploy os if just summoned. Add 0 +2/+2 counter to this
Look ot a player's hand ond discard X cards of your choice from $ arecture if o Thed was removed from the gome.
 that hand. H ¢ Soul Kiss B ( weee Ne B2 ')
Mind Whip EC R ess DTy 887 B i B: Soaifice | Ie to give creature +2/+2 unl end of tum. You may
During target reature’s controller’s upkeep, Mind Whip does 2 : spend no more than BBB in this way each tum.
damage to that player i he or she does not poy 3. That creature is Spit Shackle B Uee FBe B8 16,4TH

topped if Mind Whip decls damoge in this way.

Minion of Leshrac (

Protection from block. During your upkeep, sacrifice o creature or
Minion of Leshrac does 5 domage to you and becomes topped. T:
Destoy torget creature of lond. 5/5.

Minion of Tevesh Szat ~ SC R eeses g
Pay BB during upkeep or tcke 2 domage. T: Give torget creature
+3/-2 until end of tum. 4/4.

Mald Demon SC Re My 8BS
gurgih'(e 2 swomps wehen costing Mold Demon or bury Mold Deman.

Mole Worms SC
T: Tap o lend. As long os Mole Worms remoin topped, thet land does
not untop normally during its controller's untap phose. You moy

choose nat fo untop Mole Worms. 1,/1.
Moor Fiend SC C eee Mg B3 A
Swompwalk. 3/3.
Murk Dwellers SC ( eee D[y B3 DKATH

If Murk Dwelless attack ond ore not blocked, they gain +2/40. 2/2

Nameless Race 3
Tromple. Saarifice * lif when casting Nomeless Roce, where * is ot
mast the total number of white cords oll your opponents have in ploy

and in their groveyards. */*.

Necrile SC (e
I Necrite ottacks without being blocked, you may socrfice it to bury
o torget creature contiolled by the player under attack. If so, Nerite
deals no domage. Artists: CRu, RSp, DTu. 2/2.

Necropotence N R e e BBB 1A
Skip your draw phose. 0: Sacrifice 1 lfe to set aside the top card of
your library. Add that cord to your hond of the beginning of your next
discard phose.

Nether Shadow SC R eee (Ru BB ABURAH
If three creatures are above Nether Shadaw in graveyard, it con
retum to play during contioller’s upkeep. Shadow con attock the
some tumn as if enfers or re-enters ploy. 1/1.

Nether Void R eee  Hilc B3 16
Counter oll spells unless their casters poy on extra 3.
Hetlling Imp U eee  (Ho B2 ABUR :

T: Opponent’s forget non-woll creature must atfack or die ot end of
furn. Play during opponent’s turn before his or her ottack. 1/1.
Nightmare SC R eees JMBe BS  ABURATH
Flying. Pawer and foughness equal number of swamps controlles
has in ploy. */*.

HNorritt SC ( weee \Ro B3 A

T: Untap a blue creature. T: Opponent’s target non-wall creoture must

attack or be destroyed ot end of tum. Ploy during opponent’s fum
before his ot her ottack. 1/1.

Oath of Lim-Dal N R eee
For each point of damage you toke or life you lose, sacifice one of
your permanents or discard o card from your hond. BB: Draw a cord.

Order of the Ebon Hond  SC ( eeee  fiyfi BB FE
Protection from white. BB: +1,/+0 until end of fum. B: First strike
unfil end of tum. Atists: MBe, CRu, RSp. 2/1.

Oubliette EN C eeee DSh BBI M
Ploce target uenture out of play.
Paralyze EC Coeee Ao B ABURATH :

Torget creature doesn’t untap as nomal. Creature’s controller may
spend 4 to untop during upkeep. Tap torget cresture when Poralyze
i5 cash.

Pestilence BN evess iy 82
B: Do 1 domoge to each creature and all players. Discord Pestilence
if there ore no reatures in ploy ot the end of any fum.

Pestilence Rats SC (oo IMe B2 L

* equals the number of other Rats in ploy. * /3.
Phyrexian Gremlins SC

R sess [Wi EBBY wi

8834 I
6%

U seee DG 82 n

R e (Ho § o

Nt BBI fE

0Sh B3 TR

© Sengir Vampire St
ABURATH

Sewars of Estork

( eoen e B M

__| Avoid Fate: Less useful than Goblin
Artisans! Croppier than Elkin Bottle! More
limited than Tunnel! It's ane of the few green
interrupts on the plonet and it bifes. Counter an
interrupt cast on your permanent? Like whot?
Lifelace? Who the hell cares. Counter an
enchontment? When was the last fime you hod
your creatures enchanted? The only thing fo
avoid is this card.

¢ Rog Mon SC R ese DGe BB2
H BBB, T: Examine opponent’s hand, Opponent must randomly discord
o aeature, if ony ore in hond. 2/1.

S0

: Raise Dead ( wee JMe B
I Bring a creature from your graveyard into yout hand. :
¢ Royal Assassin SC R eeese TW3 BB) ABURAM :
i T: Deshoy any topped creture. Hey, TW's the subject of on 10 #1 =
feature! 1/1. :
acrifice INT Ue O B ABUR :

Saarifice creature fo 0dd fo your mana poo! black mana equal to

that creature’s costing cost.

¢ Scathe Zombies C e My 82 ABURATH

: 2/2.

¢ Scavenging Ghoul SC U eee e B3

: At the end of fum, odd o counter for eoch other creature plced in

i the graveyard that tum. Use o counter to regenerate Ghoul. 2/2

: Season n% the Witch EN R e My BBB DK

At the end of each player's tum, destroy all untopped creatures that

could hove attacked but did not, Saarifice 2 life during your upkeep

or Season of the Witch is destroyed.

: Seizures EC ( eee JBo Bl ) A
When torgel creature becomes topped, that creatures controller must

: pay 3 or Seizures does 3 domage to him or her

i Sengir Autocrat ( R eee D(h B3 HL

i When Sengir Autocrat comes into play, put theee serf fokens info
play. Treot these tokens os 0,/1 black creatures. If Sengir Autocrat

] leaves play, bury of serf tokens. 2/2.

: Sengir Bats SC ( ess DR BB Al

Flying. For each creature put info the groveyord in the some tum that

if was domaged by the Bats. Sengir Bots Receive +1/+1.1/2. (Two

versions)

U ewes AMg BB3 ABURATH
Flying. Gets +1/+1 counter if o reature dies in furn Vompie
domoged it, 4,/4
N5 R eee MBo BEH? BOOK
If target creature is atfocking, it may not be blocked unfil end of fum
If torget creature is blocking, it neither decls damoge to nor tokes
domage from blocking creatures.

£ Spails of War

DKATH :
: Timmerian Fi

ABURATH

Thrull Retainer K

ABURATH :

Put a-0/-2 counter on forget crecture every time if faps. (ounters
remain even if Spirit Shodde is removed.
iks of Evil INT R eee QHo B2 L
Add one colodess mona o your mona pool and gain | e for each
ortifact of creature in horget opponent’s groveyord.
SOR R eeee Pya BX A
PutX +1/+1 counter on ony number of reatwes, distrbuted ony
way you choose. X is equal 1o the number of creotures ond orfifocts
in forget opponent’s groveyord

 Stenchof B SOR U seee Mo BEZ M

Destroy ofl ploins. Eoch player fokes 1 domage for each plains he or
she krses thes way. Each player moy poy 2 for eoch 1 domoge be o

H she wishes fo prevent.
: Stone-ThrowingDevils  SC  ( eee  [KMe B AN
: First strike. 1/1.
Cobel SC R eesee Ailg BBI '
| : T: Socrfice 1 ife to counter o white spell. 2,/2.
i Syphon Soul SOR ( wee MBa B2 16
Do 2 domage fo ofl ployers except caster. (oster tokes e points
{ equol to domoge done by the Syphon Soud
¢ Tokklemaggot I U e Doe BE2 L6, (H

Put 0 0/+1 counter on torget creature during controller’s upkeep. If
creoture goes o groveyard, ifs controller chooses o new torget for
Tokklemoggot. f no new forgets exist, Tokklemoggot permanently
becomes on enchantment ond does | domoge dunng upkeep fo the
controfler of the kas? creonure Tokkdemoggot enchanted

: Terror INS ( eees RSP Bl ABUR4IH
Bury rorget creohure. (onnot torget black or ortifact creatures
iends SC Roes MG BB i

Remove Timmerion Fiends from your deck if not ploying for ante
BBB: Socrifice Timmerion Fiands to bury target antifoct owned by any
opponent info your groveyord, Put Timmenon Fiends into thot
opponent’s groveyord. This card change is permanent. The opponent
may onte on additionol cord 1o counter this effect. 1,1

i SC R eeee DGe B4 FE
Al Theulls get +1/+1. T: Toke contral of torget Theall When Theull
(hompson leaves your control or lsgves ploy, you lose control of
Thrul Chompion. 2,2

U eeee RS B FE
Give torget creature + 1 /+ 1. Secrfice Theull Retoiner to regenarate
the cregture it enchans

Thrull Wizerd SC Ues Ao B2 fE
B1: Counter torget block spell unless coster pays on oddinonal B or 3
(ploy as on interrupt). | /1

Torture

B1: Ploce -1/-] roken on creatue Torturs en
Touch of Darkness NS
(honge the color of one or
num, (hoose which and how
Touch of Death SOR
Touch of Death does |
Deow o cord ot the beg

T: Tap an orifact. As long as Gremlins remain tapped, thot ortifoct ¢ Shimion Night Stolker — SC U ees Iy BB3 L6, (H cannot de 3

does not untap narmlly during its controllet’s untop phase. You moy Redirect ofl domage done to you from o crachura to Shimion Night . UNder?mrid Dreoms I8

choose not to untap Gremlins. 1/1. Stolker insteod. 4 /4 Do | domage to oppa o
Pit Scorpion SC (e SKi B2 16,4TH : Simulocrum NG U eses JPo BI ABURATH - Unholy Sirength [ wee 5 B B URATH

If Pit Scarpion domoges appanent, appanent gets | poison counter, Retroactively divert oll domage done fo you this fum to oné of your Torge! creahue guins +2/'+

Opponent loses game if he or she ever hos 10 or mare poison creotures. Vampire Barf = S o Akl 6 4TH

counters, 1/1. = Sinkhole SOR ( eee SEv BE ABU xl.';n Gove Bats +1/+0 unti end of m. Oy B8 may be spent
Plogue Rals (e Mo B2 ABURATH Destroy o lond this way per hm. 0

Power ond toughness equal number of Plague Rats in play. =/~ . SongsoftheDomned  INT ( e PVp B W . Veldrone of Sengir SR e Sy M

i Add B to your mana pool for every creoture in your graveyord B81 Forestwolk ond 3/0 5
o/ Resticed/Borned AT Aot U Comolotve Uploep  EC Enchor” Coaton B Enchant 1 EW hont Wost B oot O S
A0 Aitfoct Greatuee (R Conent Rority FA- Enthont Arifot BE Do [ochonwment N Enchaobmet L AN end R Sy
A P R | 9 9 & a7

Burtaiesyjeb oyl :orbewu




MAGIC

BLACK / BLUE

Nome fnd (R Rofng Adfist (ost Sets Found
Description

Nome Kind
Deszripfion

(R Rofing  Amst (ot SetsFound

Air Eiementol SC

THE GATHERING

Walking Dead SC ( eeee Dfy Bl L6
B: Regenerates. 1/1. :

Wall of Bone SC Uwes AMg BZ ABURAIH :
B: Regenerates. 1/4.

Wall of Putrid Flesh SC U e FRTh B2 16 :

Protection from white. domage dane to Wall of Putrid Flesh by
enchonted crectures is reduced 0 0. 2/4,

Wall of Shodows (== P BB LG, CH
domoge done to Woll of Shadaws by creatures it blocks s reduced

méS \fz')uli of Shodows may riot be targeted by effects torgefing only
Wi

f Tombst St Ue 6
Wall of Tombstanes DFt B1 { Doy i e
ABURATH :

*=the number of creatures in your graveyord. 0/1+*
Warp Artifact EA R e fwo B
Dol éumuge to trget arfifoct’s controller dunng upkeep.

}..

Weakness EC  C eeee [Sh B0 ABURATH :
Torget creature loses -2/-1.

Will-0"The-Wisp SC R seses iy B ABURAH
Flying. B: Regenerates. 0/1. :

Withering Wisps EN U esee Nth BBI o

B: Do 1 domage to each creature and oll players. You may not spend

more B than the number of snow-covered swomps you control.
Destroy Withering Wisps if there are no creatures in play ot end

Word of Binding SOR ( eee RSp BBX DKATH :
Top X creatures. i
Word of Command INS R e My BB ABU i

Examine opponent’s hand. Ploy o sorcery or instont of your
choasing from opponent’s own cards in hand if you may do so
legally using his or her ovoiloble mana.

Worms of the Earth N R e
No new land may be put into play. During any upkeep, ony ployer
may destroy Worms by socrificing 2 lands or 5 fife.

Weetched, The SC R ees (Ry BB3
After combot, take control of oll 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 Dff BBI A0, 4TH
T: Turn torget non-creature orfifoct into on ortifoct creature with both
power and toughness equal to ifs costing cost and with its original
abilities. This effect lasts until your next upkeep. 1/1.

Yawgmath Demon SC R ee  SEv BB4 A0, CH
Flying, first strike. During your upkeep, sacrifice one of your ortifocts
Yawgmoth Demon tops to do 2 domage 1o you. 6/6.

Zombie Master SC R e JMe BBl ABURAM

All zombies in play gain swompwalk ond may regenerate for B os
long as Zombie Master remains in play. 2/3

Add Rain SR R e Nh U3 LG
Destray ol forests in ploy.
Kther Storm EN U ees T 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 to counter this loss of I,

98 |

Anti-Magic Aura 38

“Target creature gets =1/-0
until end of tarn.
The vouces of the dead nng
in the heart long after they
have faded from the cars.

: 0/2.
¢ Bolduvian Shoman S

; Binding Grasp

: Boomerang INS

Ao BEB2 o

16,(H :
- Breath of Dreams N

Brine Hog SC Ue
; Chain Stasis

¢ Uoirvoyance

¢ Control Magic {8

e Copy Artifact N

U esee RTh UU3 ABURATH
t O Flying. 4/4. :
i Amnesia SOR U eee MPo ULU3 0K
; Ex%;gﬂ torget ployer’s hond. Torget discards oll nondand cords H
¢ ® Ancestral Recall INS R weees )iPg | ABU
: Target ployer must drow 3 cards.
¢ Animate Arfifodt U see DSh U3 ABURATH :

Does not affect artifoct creatures. Torget ortifoct becomes erifoct
areature with powes and toughness equaling its casting cost; target
retains original obifites.

Destroy oll enchontments on torget creature, which connot be
targeted by ony cther instants, sorceries, of enchontments.

Boki's Curse deals 2 domage to each creature for eoch creature
enchantment on thot creature.

BSn U

For each point of domoge done you toke lxum torget creature,
Backfire does a paint of domoge o creature’s controller.

e & Chareat
the Damned: Bond the
Canel i he Gt o do

from des;ﬂhim Insure

Bolduvian Conjurer SC
T: Tum a snow-covered lond into 0 2/2 creature unfil end of tum.

|| eee

(e QH U 1]
T: Change the text of o white enchantment you control that doesn’t
have o cumulative upkeep by switching one color word with another
Thot enchantment now hes CU: 1. 1/1.

U eeee RTp U3 1)
Poy 1U during upkeep or bury Binding Grosp. Gain control of target
«eature, which goins +0,/+1.

Blue Elemental Blast INT C eee RTh U
Counter o red spell being cast or destroys o red cord in play.

( eeee jSn LU 16, (H
Retum torget permanent to owner’s hand.
® Braingeyser R eeee iz UUX ABUR
: Target player must drow X cords.
¢ Brainstorm INS € ewes (Ry U W

Draw three cords, then put ony two cords from your hand on top of
yout library in ony order,

| oo
CU: U. Green creatures require an oddifional (U: 1.

If Brine Hog goes to the graveyord, oll creotures that dealt damage to
Haog that tum become 0/? 2/7

INS R eee
Tap or untap target creature. Confroller of torget creature may poy U2
to have Chain Stosis top of untap another torget ceoture,

IS C oee KMo U 1A
Look ot torget ployer’s hand. Draw o cord ot the beginning of the
next tum
Ulone SC U esee JBo U3 ABUR

Clone ocquires ofl choracteristics, indluding color, of taget creature
in ploy. Clane refoins these chorateristics even if torget creature is
destoyed. */*

1) essee Wi UU2
Control torget creature unil enchontment is discorded or game ends
R esee AWe |
Duplicote any ortifuct in ploy. Treat duplicate os hoth enchontment
ond artifoct

{ Coral Reef B (nes
Counterspell INT
Creature Bond B (e

¢ Donce of Many ]
[ wess 05 12 6 :

Deep Spown SC
GATH

Deep Water B (e

! Dm(nu‘s Restoraion  SOR

mlemfmegommﬁ:thls :
mind-numbing combo!

© Elder Spown SR e

We U] A Hlecric Eel SC .

i Enchontment Alterafion

Energy Flux N U eee

Energy Tap SOR C ee  DGe U
ABURATH

¢ Erosion L ee
¢ Errant Minion (e
Pfo LU2 o

UHo U2 T
i Essence Flore

Pio U W

ABURAM :
ABUR

AWe UU HL
Put four polyp counters on Corol Reef. 0: socrifice on Island for 2
polyps. U: top ond ploce +0/+1 counter on torget blue areature you
control. Remove 1 polyp counter.
U eeecoo }iPg UU ABURATH,IA
Counter torgt spell as it is being cast.

Ma U1 ABURATH

If torget creoture goes to the graveyard, do demage equding
creature’s toughness to creature’s controller.

R eee Sty LU DK, (H
Vhen costing Dance of Many, choose o creature cord in play. Puta
taken creoture in play and freat it os if you hove just summoned o
duplicate of the target creature. If either the token or Dance of Many
leaves play, both must be destroyed. Pay UU during upkeep or

: Apprentice Wizard SC C ese DR LUT DKATH = destroy Dance of Many.
i U, T:Add 3 to your mona pool (playus on intemupt). 0/1 : Dandan SC (e Db W AN, CH
: Amnjlot's Ascent N see [Ty UUT i Cannat attack if oppanent hos no islands. Destroyed if you have no
: (U: U. 1: Torget creature gmnsl‘\nngmtﬂ end of fun. i islonds. 4/1.
: Azure Droke SC U see DR U3 16, (H ¢ Dark Moze SC (e RA U4 HL
Flying. 2/4 i 0:Dark Maze con attock this tum. At the end of tum, remave Dark
Baki’s Curse SR R e Nl UU2 HL ¢ Maze from the game. Dork Moze cannot attack the turn it comes

under your control, (Two versions)
U eee [T UUUS FE
Tromple. Toke top 2 cords from your library and put them in your
groveyord during upkeep or destroy Deep Spawn. U: Deep Spawn
may not be target of spells or effects until end of tum. Tap Deep
Spawn if it was unfapped. Do not untop Deep Spawn os normol
during your next untop phase. 6/6.

e WU K

U: Al mano-producing londs under your contrel produce U until end of
tum insted of their usucl mona.

i Deflection INT R eeess [{R0 U3 1A
Target spell with one torget now torgets a legol torget of your choice.
Devouring Deep SC (e Do U2 L

Islondwalk. 1/2.

(e fWel A
Toke os many artfacts os you like from target player's graveyord and
ploce them on top of his or her library in ony order.

Druin Power SOR R eeee DSh LU  ABURATH
Opponent must draw oll mana from aveiloble lands. Al mona in
cppenent’s mono poo! becomes yours.

Dream Coat EC U eee Ao U 16
{hnn?e torget creature’s color fo another color (play os on interrupt).
I}reumso the Dead BN U eee ity U3 A

U1: Pyt o white or black creature from your groveyard into play o5
though it were just summoned. Thot creature now has an additional
CU: 2. If the areature leoves play, remave it fram the game,

i Drowned SC Ce Qo Ul oK

B: Regenerates. 1/1.

My U4 16
Connot be blocked by red aeatures, Sacrifice an islond during upkeep
or bury Elder Spawn ond lose 6 life. 6/6.

Ma U 0K
RR: Give Eel +2/+0 ond Elem Eel does 1 domage to you. Lose 1
ife when summoning Electric Eel. 1/1.

INS U eeee RSy U 1G, CH
Switch target enchantment from a creature to another or from o land
to another. The enchontment's controller does not change.
Enchontment Alterotion hos na effect if new farget is not valid.

Kfo U2 AR ATH
Eoch artifuct requires 2 during upkeep or it must be destroyed

LG 4TH
Tap target untopped creature you control. Add colorless mana equal
o ftarget creature’s casting cost fo your mana pool

© Eenvato W Ce WUl I

Top target creature, lond, or artifuct. Drow a card of the beginning of
the next furn.
PVe UL DK ATH
Destroy target lond unless its contraller pays 1 or socifices 1 life
during upkeep.
Hhe U2 1A
During torget creature’s controller's upkeep, Enont Minion deols 2
domage to him or her. He or she may pay 1 for each damage he or
she wishes to prevent from Emont Minion.
EC (e RKF U A
Torge creature gets +2/+0. Put a-0/-1 counter on the creature
during each of its controller’s upkeeps.

- Feedback [E U e QHo U2 ABURATH
: Do 1 domage to controller of target enchantment dur:ng upkeep.
: Field of Dreams W R eee Kfo
H The top cord in every librory p!uys face up.
* Fishliver 0il {4 eco Ay (1 N, CH
Give torget creature ns!und.omlk.
Flash Counter ( eee  Hitc Ul 16
i Counter torget intermupt or instant spell
¢ Flash Flood INS C e Wi U LG, CH

Destroy red permonent of tetum mountain fo owner’s hand. Destioy
enchontments on forget land.

Flight EC C eoee fMg U ABURATH
Target creature now has flying.
Flood EN  ( eee  DDe U DK, 4TH
i UU: Top target norlying creature
: Flying Men SO eeee (Ry U N
Flying. 1/1



Nome Kind (R Rong  Aist Cost Sets Found Nome nd (R Roing Afst Cost Ses Found Neme knd (R Rotng Adst (ost Sexs Found
Force Spike INT (e BWoU 16 : Invoke Prejudice EN R es  HMc ULUU 6 : Merchant Seroll SOR ( eee [Dch Ul H
Counter target spell unless its caster spends 1 extra colodess mona. 2 Counter an opponent’s spell summoning a cregture of o color : Search fibrary for blue instont or infemupt. Show cords to oll
force Void N Ue  Me U2 W different from one of the creatures you control unless caster pays on opponents ond ploce in your hand. Reshuffle Bbrory offerwards.
Counter target spell unless ifs coster spends 1 extra colorless mana. & extra X, where X is the cost of the spell being cast. : Merchant Sz SC Ree TWaU AN
Draw o tulg ot the beginning of the next tum. i bslond Fish Jusconivs ~ SC R e JMy U4  ANRATH :  Goin 2 e if Merchont Ship ottocks and is not blocked. Connot attock
Forge! SOR R ees ki LU HL Pay UUU during upkeep to untop. Connot attock unless opponent has  : if opponent has no islonds. Destroyed if you hove no islonds. 0/2.
Tanget player chooses and discords 2 cards from his or her hond. ff islands in play. Destroyed immediately if controller hos no islonds ¢ Merfolk Assassin SC U eee DDe WU DK
thot ployer doesn’t have enough cords, discord the whole hand. in play. 6/8. T; Destroy torget cregture thot hes islondwolk. 1/2.
Player then draws os mony new cards as were discorded. ¢ Jinx INS C e MG UL HL : MerokofthePeoriTident SC C e Me U ABURATH
Gaseous Form EC (e PRo L2 IGATH : Torget lond becomes basic lond of your choice until end of fum. Drow /1.
Target creofure deals nor recieves domage in combat, : o cord at the begining of the next tum’s upkeep. * B [ eee Ml UU2 FE
Ghost Sﬁip SC U eees WG UU2 DKATH : Jump INN C e MPo U ABURATH : Put 3 net counters on Mersaine when it is cost. Torget crecture does
Flying. UUU: Regenerates. 2/4. : Torget creature has flying until end of tum. 3 not untop es nommal if any counters remain. Craoture’s controller moy
Giant Albatross SC Cee D U HL @ Juxtopose SOR R eee JHo U3 L6, (H : pay cashing cost of torget creature fo remove couaters.
Flying. U1: Bury ol creatures thot damoged Giont Albatross this tum. Coster and torget ployer each choose their hi ingcost % Artists: HHu, MOK, DTy, PVe.
The controller of any of those reatures may pay 2 ife fo prevent that §  creature ond exchange control of them, then doing the some for : Mesmeric Tronce EIN R e Dir LUI ')
creoture from being buried. Effects that prevent or redirect domoge  : ortifocts. Do not trode ortfocts or creatures if one player hosnone  : CU: 1. U: Discord o cond From your hond to drow o cond.
cannat be used o counter this loss of lfe. Use this ability only when & of them. i Mind Bomb SOR Ues MeU DKATH
Albatross is put into the graveyard from play. (Two versions) ¢ Krovikan Sorcerer SC ( eee  PMo U2 Wi Do 3 domoge to each ployer. Ployers moy discord up to 3 conds. Ench
Giant Oyster { U eeee Ne UU2 H ¢ T: Discard o cord from your hand ond drow o cord. If you discordeda  © distorded cord prevents 1 domoge from Mind Bomb to thet ployer.
You may choose not fo untap Giont Oyster duing your untop phase. £ block card, draw two cords instead, keeping one ond discarding the i SC Coee Qo WU I
T: Targe! tapped creature does not untap during its unfop phoseas £ other. 1/1. : U: Counter any spell thot torgets Mistfolk. 1/2.
long us Giant Oyster remoins tapped. During your upkeep, plocea ¢ Labyrinth Minataur SC (e AMo U3 HL : Musicon SC Roees [y U2 A
i Creatures blocked by Labyrinth Minatour do not untap s normol : QU: 1. T: Put 0 music counter on torget creohure. During that

- 1/-1 counter on target creature. if Giant Olyster leaves play, ol
counters ore discarded.
Giant Shark SC Cee Wi

U5 0k
When Giant Shatk blocks or is blocked by a creature that has been

domaged this tum, Giont Shatk gets +2,/+0 and tromple until end of
¢ Leviothan SC

turn, Giant Shark cannot attock unless opponent controls an island.
Giont Shark is buried immediately whenever its controller controls no

islonds. 4/4.
Giant Tortoise SC (e Ko U1 MNATH
+0/+3 wihile untopped. 1/1. E
Gindgl/\;fnll SC U eee Wi U2 1) 2
Glyphof Dehsion NS C o syC 6 :

Put X counters on 1 target creature blocked by torget woll, where X
is the power of the blocked aeature. Creoture does not untop os
normol while it hos any such counter on it. Remave o counter during
cregture controller’s upkeep.

High Tide [ oose i | FE
Al islands produce on additionol U until end of tur,
Autists: Aa, Dl AWe.

Homarid SC. i »

Put 0 fide counter on Homarid when bringing it inta play ond during
upkeep. Hamoid gets +1/-1 if it has one fide counter nd +1,/+1
when it hos three fide counters. Remove oll counters when there are
four tide counters on Homrid. Artsts: Qtfo, HHu, MTe, BWo. 2/2.
Homorid Shaman SC
" U: Tap forge green reature. 2/1.
Homarid Spawning Bed  EN

wreatures, in play, where X is the costing cost of the soarificed creature.
Homarid Warrior —~ SC C ee " jg |jg
1: Homerid Wariar may not be the torget of spells or effects unti
end of tun. If Homarid Worior s untapped, top it. Do not untop
Homarid Warrior os narmal during your next untop phase.
Adists: RAF, DGe, DSh. 3/3.

Hurkyl's Recall NS R eee NThou) AQRATH
Return ol artifocts in play owned by torget player to owner's hand:
enchantments an those artifocts ore discarded.

Hydroblast INTC wee KRy y i
Counter o red spel being cast or deshoy a red permonant, ;

Ieeberg EN U eee e yyy A

Put X ice counters an lceberg when it comes into play. 3: Put an ice
counter on lceberg. 0: Remave on ice counter 1o add one colorless
mana fo your mana poal.
Icy Prison N R eee
Place torget creature out of play. During your upkeep, destroy Iy
Prisan. Any ployer moy pay 3 Ig prevent this,
[Ilusionary Forces
Flying. CU: U. 4/4
llusionary Presence ST R o= Kfp yy] A
{U: U. During your upkezp, llusionary Presence gets the londwalk
obility of yaur choice unfil next tum, 2/2.

ionary Terrain U ees pA Ly "
"lwg‘l‘l:?. Al basic lands of one type are chonged to basic lands of o
different rﬂ: of your choice.
Illusionory Wa SCC ees Py 4 i

Flying, first stike. CU: U. 7/4.
{llusions of Grondeur ~ EN 13
CU: 2. Gain 20 fife when lusions of Grandzur comes info play. If
llusions of Grondeur leaves play, you must sacrfice 20 life.
n the Eye of Choos B R
Counter oll instonts ond intetrupts unless coster pays an extra ¥,
whera X is the cost of the spell being cost,
Infuse s C
Untap forget creature, lond, or ortfact. Draw  card ot the beginning
of the next tum.
Invisibilty B sese py
Torget creature may only be blocked by walls,

Land Equilibrium EN

o 12 i

R ese  AWg UU? FE

U seee D5y 1y o
UU1: Secrfice o blue reature to put X Comarids, which ore 1/1 ble

i

Magical Hock INT

Magus of the Unseen S
Ara UL Wi

oo Jilg U3 Wi

Mana Short

Mana Vortex N
R oese QHg TR
i Morjhon SC
R 12 6 :
Ce  BGoU2 T

¢ Memory Lapse INT
ABU :

during their controller’s next untop phase. 1/4 (Two versions)
R eee
1f opponent has at least os much lond in ploy as you, he or she must
sacrifice o lond for each new one opponent puts in play.

Tromple, Leviothon enters play . Sacrifice two ilonds during
upkeep fo untap Leviathan. Sacrifice two islands fo aftock with

Leviathon. 10/10.
ifetop EN U esee AMg UU ABURATH :

i (Gain 1 fife whenever opponent tops o forest.
¢ Lord of Atlantis R ese MBe UU ABURATH :

While Lord of Alanis is in play, ofl Merfolk in play goin islondwalk
ond +1/41.2/2.

POWER ARTIFACT \‘ -

R esee Ba U ABURATH
Change the text of o card being played or in ploy by switching one
basic lond type with another.

U1, T: Untap one of opponent’s artifocts ond goin control of it unsl
end of turn. If it & on artifoct creature, it may ottack ond you may
use ony obilifies that require topping fo octivate. 1/1.

Mahamati Djinn SC R eeesa DFr UU4  ABURATH
¢ Flying. 5/6. :
: Mana Drain INI U wseee }iTe U 6 :

Counter torget spell. At the beginning of your next tum, toke colorless -

mana equal to costing cost of spell.

INS R eeee Wi U2

Al opponent’s londs re tappad; opponent’s mana pool is emptied.

Opponent is not damoged by unspent mana.

R e DSh LI 0K
Socrifice a lond when costing Mona Vortex o it is countered. All
players who control land must socrifice o lond during upkeep. Mana
Vortex is destroyed whenever there ore no lands in ploy.

i R weee DGa UUS Ht

Daes not untop during your untop phase. Connot ottack if defending

player controls no islonds. Hf you control no islends, bury Marfhen

UU: Sacrifice o creature to untop Mariban. Use this obdity only during

your upkeep. UU: -1,/0 until the end of tum. Marfhon deals |

damoge fo torget attocking creature without flying, 8/8

C oo N Ul HL

Counter torget spell, Put thot spell on fop of its owner's fbwory. (Two

versions)

Iy w2 6

R see Mo UUS  DKAH : Mysi

Old Man of the Sea SC

R esses Ko U1 W

ABURATH

 Pirote Ship b

nm'smmh‘sdmhamml'hmm

counter o the crecture s destroyed. 1/1.

Mystic Decree BN R see (Do U2 1
M cegtures bouse fying ond iskondwalk.
ic Might L Re N2 W
CU: UY. 0; Top lond Mystic Might enchonts fo give o cregture +2,/+2
unil end of hum.

Mystic Remora N Co el ('}
(U: 1. You may draw o covd whenever tasget opponent suctesshully
costs o non-creature spell. That ployer moy poy 4 fo counter
this effect.

: Narwhal SC R e D 2 H
: First siike, Protection from red. 2,/2.

R eeee ST W AN
T Conteol creaturs of powser less than or equal o the Old Man s May
thoose not 1o untap Old Man. You lese control of tosge? crecture

Oid Man becomes untapped o if its power becomes greater tha the

Od Man's. 1,3
Port Water SOR U = NTh XX 1]
Geve: X torget creatures siondwolk antl end of tum

Phentesmal Forces SC Ue MR U3 ABURAM
Flying. Poy U during upkeep ot cord is destoyed. 4,1
Phontasmal Mowat SC U weee Mo Ul I
fiying. T Torge! creatue you contal, which has Toughness less then
3, goms fiying ond gets +1/+1 untl end of tum. | siher creoture
leaves ploy before end of tam, bury the other. 1,71
Phontosmel Terrain Bl C ewee DWi W ABURIMN
Torget lond switches b omy basic lond type chesan by costw
Monster SC U eees jJiy U3 ABURUMN
Fiving. 3/3

R oeees TWa U4 ARURAMN
T Do 1 domage to ony terget. (omnot oftack wnless apponent has
ishonds in pioy Destroyed immediotely if controller hes a0 slands

inplay. 473
Polor Kraken S

R ees  Mle UG '}
Tromple. (U Secrifice @ lend. (omes inko play tepped. 11,71
Porteni SOR ( weee (o U '}

You may look af the top fees conds of one player's ibrary. Either
shuffle that Bbeory or put the thees cords hock on top of the vory 0
ey order. Dvow 0 cord of the begining o e neet tm

AP R I 19 9% 99
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THE GATHERING

MAGIC:

BLUE/GOLD

Nome
Descict

Name

 SenFand

was blocked or in
Segovian Leviathan SC

Power Artifoct A U e
Reduce the octivation cost of o torget arfifoct by 2. Activation cost
becomes 1 if Power Artifoct would reduce octivation cost below 1.
Has no effect on ortifacts with on octivation cost of 1 or less.

Power Leak EE C e DIy Ul
Target enchantments requires 2 during upkeep. Power Leak does |
dameﬂemturgetendumnmﬁcunmﬂelfmwchmnidm.

Power Sinl

INTC ewee RTh UK ABURATHIA :

Counter torget spell unless its caster spends X more mang, Torget
spell's coster must spend oll ovoilable mana from londs ond mang
pool until X is met.

Prodigal Sorcerer SO eees DSy 12
1: Do 1 domoge fo ony target. 1/1.

Psionic Blast INS U weee [Sh U2
Do 4 domage to ony torget and 2 domags fo you. :
Psionic Entity SC Res JHo U4 LG A4TH :
T: Do 2 domoge to ony forget ond 3 demage to itself. 2/2. :
Psychic Allergy EN R eeee [Tz LU3 ok :

Choose 0 color when Psychic Allergy s cost, Do 1 domage for each
cord of this color on apponent controls during his or her upkeep.
Sacrifice two islonds during your upkeep or destroy Psychic Allergy.

Psychic Purge
Da 1 damage to any target. If oppanent causes you to discord
Psychic Purge, apponent must socrifice 5 lfe.

Psychic Venom Il C e BS U
Do 2 domage fo target lond’s controller whenever target lond is
fo

pped.
Puppe! Master EC U e SEv LUU
If torget creature gaes to the groveyord, retum creature fo owner's

hand cnd destroy oll enchontments on it. You may pay ULU 1o retum

Puppet Master fo its owner's hond if this hoppens
Ray of Command INS
Untap torget creature controlled by opponent and toke control of it
until end of fum. You can use that creature to attock or use obilities
that require fopping.
Ray of Erasure NS € oo
Target player must toke the top cord of his or her ibrary and place it

in his or her graveyord. Drow o cord at the beginning of the next tum.
R e Jir ULU A :

Reality Twist N
CU: 10U, Instead of their normal mana, plains produce R, swomps
produce 6, mountoins produce W, ond forests produce B.

o Recall SOR U eesee BSy UXX
Sacrifice X cords in hand to bring X cords from your graveyord into
your hond, then remove Recall from game.

Recanstruction SOR ( eee Ao U
Bring on arfifact from your groveyord into your hand
Reef Pirates SC Ces W LU

If Resf Pirates domage on opponent, opponent tokes the fop cord
from his librory and puts it in his groveyord. 2/2. (Two_versions)
blocked o blue creature gu blue creature blocked Sea Troll. 2/1.

Relic Bind R e (Ry U2
When target ortifact is topped, Refic Bind's controller may do 1
damage or giva 1 life to ony player. :
Remove Soul INT ( ees BSn Ul G, CH
Counter torget summon spell. :
Reset INT U ee Ke WU 6 :
Untap all your lands. Reset may only be played during opponent's  ©
tum ofter his or her upkeep. 2
Reverberation INS R eees JHy UU2 16 :
Redirect damage from o sorcery to ifs caster.
Reyeko, Wizord Sovant  SL R eee  SVC LU2 HL :

Reveka does 2 domoge to creature of ployer ond does not untap
during your next untop mgse 0/1.
ide

Riptid (oo PRAF U DK :
Tap ofl blue creatures. :

River Merfolk SC R eese DSh LU FE: =
U: Give River Merfolk mountainwalk .until end of tum. 2/1.

Sage of Lat-Nom SC (o Pe U1

M
T: Drow a cord from yout fibrary. Each time you do this, place one of
your artifacts in play in the graveyard.1 /1

Sea King's Blassho? INS U e RAF U G :
C?onge the color of oy number of torget creatures to blue untilend
of tun. 5
Seo Serpen! SC Coes JMe U5 ABURATH :

Connot attock unless opponent has islands in play. Bury it
immediately if controller hos no islands in play. 5/5.
Seasinger SC
T: Gain control of torget creature if ifs controller controls ot least one
island. You lose control of torget creature when Seasinger leaves
ploy, leaves your control, or becomes untopped. You may choose fo
leave Seasinger tapped. Bury Seosinger whenever you have no
islonds. 0/1.

100 |

Th 00 Wi

ABURATH

ABURATH
ABD

SR C eee  SVC U 6

SRl A Serendib Djinn SC

6,0
5 ¢ Serendib Efreet SC

( seese il U3 Wi
: Sibilant Spirit 4

o 4 Sithouette
16,CH :

AR G
",
{ Slight of Mind INT

A oo Dev K

© Snowfall £

¢ Soldevi Machinis! 5

Soul Barrier EN

: s topped.
¢ Spell Blost INT

© Stosis R ose

U ese AWe UUT FE :
: Svyelunite Priest SC

U; Regenerate. Use this abiity only during o tum in which Sea Trol
which Sea Tro blocked o Creature. 2/1
U eee  }Be U4 LG, 4TH
klondwalk. 3/3.

that you're not using in deck
or that for some reason E::'H\ the

me. Ring of Ma'rif is removed
g-m the game entirely afier use.

Teleport

fird (R Rofng Adst (ost Nome fnd (R Rofng Afist (ot SersFound
Spirit SC U eee RA U4 IA : Tongle Kelp EC Uee RA U DK
U: +1,/+0 unfil end of fum, 2/3. : Targat creature stays topped during untap phase if it attacked last
: Sea Sprite SC U ese  SVC U H : tum. Tap target creoture when Tongle Kelp is cast.
: Flying. Protection from red. 1/1 : Telekinesis NS R ee DGz UU 16
Sea Troll SC Ue DGe U2 HL @

Torget aeature deals na domaga in combat this fur. It is topped and
may not untap nermally during ifs controller’s following two
untap phases.

INS R ees DSh ULU LG, CH
Torget creoture may not be blacked this fum. Play ofter aftack is
dedlored but before blocking is chosen.

_| Ring of Ma'ruf &
Ring of Ma’ruf: It the
infinity loop! Trigger the Ring
of Ma'ruf during your draw
phase to go in seorch
of..another Ring of Mo'ruf!
Since it's still your draw
phase, tigger this one too,

.; Instead of drawing a card fm QE"!iﬂu Uﬂﬂmﬁf ging Of
Eoamtois s EESEITEE R
Thin cand can be gy card ot ime: WSll  now—rkeep hriggering rings
- : : fo bring in more rings! If your
opponent never gefs to go
agoin, you con't lose!
: Thoughtlace INT R ses )Pg U  ABURATH

R ee Mg LU2 AN
Flying. Destroy one of your londs during upkeep. Toke 3 domoge if
the destroyed land is on island. 5/6.
i R esee AMg U2
Flying. Does 1 domoge ta you during upkeep. 3/4.
SC R ees RTh U4

During your upkeep, you may change the color of Shyft to any color
or combination of colors. 4,/2.

Fhying. When Sibilant Spitit attocks, defending player may diow o
cord. 5/6

INS U e
Prevent oll domage done until end of tun to torget creature by spells
o effects torgeting it

: Silver Eme SC U wes  MBs U3 1N
: Flying, tromple. 2,/2.

Sinbor SC Ue Ba U1 AN ATH
H T:Drow new card, you may only keep it if it's a land.1 /1. :
¢ Siren's Call INS U eee Mo U ABURATH :

All of opponent’s creatures that can attack must do so or die of end
of tun. Siten’s Coll con only be played on oppanent’s tum before his
of her attock. Justsummoned creafures ore not offected by

Siren’s Call.

Change the text of o card being played of in play by switching one

color word with nother.

( oo

Torget creature goins flying. As long s you control ony snow-covered

lands, that ceature olso goins f?fm strike when blocking.

.o
(U: U. Kslands may produce on oddifion U when tapped for mano.
Snow-covered islands may produce either on additional UU or on
odditional U when topped for mono. This mano is usable only for
wmulative upkeep
Ij oo
T: Add 2 colorless mana to your mana pool. Use this mana for artifact
octivation costs only. 1/1.

Ue HMe U2 A
Target opponent takes 7 domage whenaver he or she costs o
summon spell. That player may pay 2 to prevent this domoge.

Spectral Goak EC U eeee pA (U 16
Target creature may not be torgeted by spells or fast effects unless it

Counter torget spell; X is casting cost of target spell.
N Flo U1

Cards do nat untop as normel. Pay U duting upkeep or Shasis is

destroyed; cords shll don't untop unfil next untop phase.

Steal Arfifact EA U eee  AWe UUZ ABURATH
: Toke control of torget ortifoct
¢ Sunken City N C eee iy W DKATH ©

Al Blue creatures gain +1/+1. Pay UU during your upkeep or
destroy Sunken City

UU, T- Targat creoture may not be targated by spells or effacts until
end of furn, Use this obility only duting upkeep. 1/1

R eesse RSy U5 W §
¢ Tidol Influence N

Ko U4 G :
- Time Elemental SC

© o Timetwister

o Time Wolk
U eooee Nig U ABURAHIA :

© Tronsmute Artifact
KMe U1 A
o U2 b

Twiddle

Me U1 o

( eees BSy UX ABURATH ©
ABURATH

U eee RSy U] FE i
. Vodalian Knights

Change the color of o card being played or olready in ploy to blue.
RTh U1 1A

¢ Thunder Wall SC U eee

AR :
: Tidal Flats
o

F%IingA Uz 41/ until end of tun, 0/2.

BN (oee M U FE
UU: ANl of your creatures that ore blocking nonlying creatures get
first strike until end of tumn, Attacking ployer may poy 1 for enjw
ettacking areatures to prevent Tidal Flats from imparting first strike fo
that creature’s blocker. Artists: RAl (two versions), SEv.
U ee Wi U2 FE
Put 1 tide counter on Tidal Influence when casting it ond duiin
upkeep. When there is 1 tide counter on Tidal Im‘?uentes, [ Iz?ue
aeatures get -2/-0. When there are 3 tide counters, oll blue
wreatures get +2/+0. Remove all tide counters when there are 4 on
Tidal Influence.
R oees AW 2 1G,4TH
Poy UU2, T: Return target permanent to owner's hond. Cannot target
enchanted permanents. Destroy Time Elemental ond do 5 domege to
its contraller if it blocks or attacks. 0/2.
R eeces iz 12 ABU
Put Time Twister in o new groveyord. Shuffle your hand, librory, ond
graveyard together and diow 7 cards.
SOR R eeeee e U] ABU
Toke on extra tun immediotely ofter the end of the one in which
you cost Time Walk.
SOR U eee Mo UU A0
Choose on ertifact from your hibrary ond immediately place it in play;
olso, choose an ortifoct in play that you control and put it in its
owner's graveyard. If the new ortifoct's casting cost exceeds the
discarded one’s, pay the difference or Transmute Artifcct doesn't
succeed ond both ortifucts are discarded. Shuffle yout librory ofter
playing Transmute Arifact,
NS ( eeooe RAI | ABUATH
Top or untap any single land, creature, or artifact in play. This does
not generate an effect from the target cord

¢ Undertow BN U e RAF U2 L6
: Crzotures with islondwalk may be blocked.
: Unstable Mutation ( eee  [Sh U AN R ATH

Torget creature goins +3/+3. Put -1 /1 counter on cord dun‘nﬁ
upkeep. These counters remain until creature dies or game ends,
even it Unstable Mutation is removed.

© Unsumman INS C eeo DSh U ABURATH

: Return torget creature to the hond of its owner. Discord
enchantments on ceture.

- Updraft NS U eee Wi Ul IA
Give torget creature flying until end of tum. Oraw o card o the
beginning of the next tum.

* Venarian Gold EC  C eee  DGe UUX 16

Put X counters on target creature and tap it. Creature does not untop
normally while o counter remains. Remove a counter during creature
controller's upkeep.

Vesuvan Doppelganger  SC R eeeee QHo U3 ABUR
Duplicates oll chorocteristics except color of any one creature in play.
May duplicate o different creture during upkeep phase. */*.

R eeee SVC UUI FE

First strike. U: Give Vodalion Knights flying ability until end of tum.

Bury Vodalion Knights whenever you contral no islands. Knights can

not attock if your oppanent cantrols o isleands 2/2.
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Nome tnd (R Rofng Afst (st Sesfond  Nome Fird (R Roting Mfist (ot SetsFound Nome Knd (R Roing Afist Cost  Sets Found
Description Description Destription

Vodalian Moge SC ( ees  Jhii 112 FE ¢ Arcades Sabboth SL R eess [Be UUGGWW2 LG,(H : GiontTrop DoorSpider SC U sse  HHy GRI 1A
U, T: Counter o forget spell unless caster pays an oddifional 1. QHo,  : Flying. All creatures on Sobbath's side gain +2 defense when : GR1, T: Giant Trop Door Spider and torget nonflying creature which is
SVC, MPo 1/1. - untapped. W: Give Sobboth +0,/+1 until end of tum. Pay WGU ottacking you are remaved from the game. 2/3.

Vodalian Soldiers SC Ce MUl fE : during upkeep or bury Arcodes Sobbath. 7/7. : Gloders EN R weee Mg UW2 [}
Artists: MBe, RKF, IMe, SVC. 1/2, : Axelrod Gunnarson SL R ees SKi BBRR4 LG, (H Al mountains become plains.

Vodolion Wor Machine  SC R ees  AWe UUI FE : Trample. Each time o crecture is plaed in graveyord duing o tumin  © Gosta Dirk SL R eee RTh UUWW3 16

Top Target Merfolk you control to ollow Wor Machine to attack unfil
end of tum or give Wor Machine +2,/+1 this tum. If Wer Machin

gaes to the groveyard, ofl Merdolk topped in this manner this fum ore £

OSh UUX  ABURATH

destroyed. 0/4.

Volcanic Eruption SOR R wee
Destroy X mountains of your choice and do 1 domoge to each ployer
ond creature in ploy for eoch mountain destroyed.

Wall of Air U eee RTh UUI
Ff)rfng. 1/5.

Woll of Kelp SC R oees AR LU HL
LU, T: Put o kelp token into play. Treat this o5 0 0/1 wall. 0,/3.

Wall of Vapor SC C eee RIh U3 16, (H
Cannot be damoged by creatures it blocks. 0/1. :

Wall of Water SC Uee RIh U1 ABURAM :
U: +1/40.0/5. :

Wall of Wonder SC U e RIh ULZ 16, (H :

UU2: Give Woll of Wonder +4 /-4 ond encble it 1o atfack. 1/5.
Water Elemental SC U oee Mo UU3

Water Worm SC

Water Wurm gains +0/+1 if opponent controls on islond. 1/1.

ABURATH

ABURATH
Cee B U oK :

which Axelrod domaged i, toke 1 Iife and do 1 domage to torget
player. 5/5.

First strike. Creatures with islandwalk may be blocked os normel
while Gosta Dirk is in ploy. 4/4.

Ayesha Tanoka SL R eee BWo UUWW  IG,CH : Gwendlyn Di Corei SL R eeess [By BBUR 16
T: Counter ortifoct effect requiring octivation cost unless erfifact : T: Torget player randomly discords o cord in hond (play only during
controller spends W. 2/2. : our tum). 3/5.

Borktooth Worbeard ~ SL U == ARy BRR4 6 : Halfdone SL R eees MBz BUWI 16
675 t Moke Holfdane 3,/3 when cast. During upkeep, Holfdane may

Bartel Runeaxe St
Connot be torgat of enchant reature spells. Dos not tap fo attack.
6/5

/5.
Boris Devilboon SC R ess My BR3 16
BR2, T: Put a minor demon token, which is o 1/1 red ond block
aeature, into play. 2/2.

Centaur Archer SC
T: Deal 1 domage to target flying creature. 3/2.
Chromatic Armor R eees [Py W] A :

Put a sleight counter on Chromatic Amor when it comes into ploy ond

choose o color. All domage done to target creature by that color is
reduced 1o 0. X: Put a sleight counter on Chromatic Amor and
change the color thot it protects ogainst. X equals the number of
sleight counters on Chromatic Amor.

R wess ARy BGR3 6 :

¢ Hozezon Tomar SL

U eee  1Be GRI T

© Jucgques le Vert S

acquire the cument power ond toughness of o forget creature besides
itself. When there ore no legel torgats, Halfdone is 3/3. */*.

R eese RKF GRW4 16
On your first upkeep ofter Hozezon Tomar is put in play, put * Sand
Warior tokens in ploy, where * is the number of lands you control.
Treat each token os 0 1/1 red, white, ond green creature. Remave
all Sand Warriors if Hazezon Tomar leaves play. 2/4.

¢ Hunding Gjornersen SL U e RIh UUW3 L6
Rompoge: 1. 5/4.
Hymn of Rebirth SOR U eeee RKF GW3 1A

Toke o creature from any groveyord and put it directly into play under
yout control as if it were just summoned.

R see Ry GRWI 16
Make oll your green reatures +0/+2. 3/2.

_| Dark Ritual & Black Lotus &
Demonic Hordes: Firstum mayhem!
Drop a swomp, cost Dark Ritual, socrfice the
Lotus and pow, the Demonic Hordes cre
yours! Think of the possibilities: you'll never
own another land that gome...ever! The
Hordes'll never be untopped to attack! They'll
never be untopped to defend! Guaranteed
firsttum *lock™ win...for your opponent.

Wind Spiri C U eeee Ko U4 I
Flying. Wind Spirit connot be blacked by less thon two creatures. s
3/2. H

Winter's Chill INS R ses [B UK Az

Destroy X attocking creatures af the end of combat. X cannot ba
greater thon the number of snow-covered lands you control. The
creatures’ controller moy pay 1 or 2 for each creature to prevent it
from being destroyed. If only 1 is poid, the creature deals and
receives no domage during combat.

Word of Undoing
Retum torget creature fo the hand of its awner. Any white
enchantments you own on that creature go fo your hand,

Wrath of Marit Lage EN
Tap oll red creatures when Wrath of Morit Lage comes into play. Red
creatures do not untap during their controller’s untap phose.

Zephyr Falon (oo HHu U LGATH :
Flying. Does not fop to ottack. 1/1. :
Luran Enchanter SC C eee  DSh U1 A :

B2, T: Opponent must discard 1 card of his or her choice. Con only be

used during your tum. 1/1.

Turan Spellcaster SC ( eves [Be U2 A
T: Do 1 domog fo any forget. 1/1 :
Tur's Weirding EN R eeees |Dp U3 I :

Al players play with cards in hond face up. Whenaver a player diows
o cord, any other rﬁluyer Tuy sacifice 2 life to force the drawing
at card.

player to discard

Adun Oakenshield LR IMe BGR 16
GRB, T: Take o crecture from your groveyard into your hand. 1/2.
Altar of Bone SOR R eeee MBo GV 1A
Sucrifice o creoture to choase one creature card from your ibrary ond
0dd it to your hand. Reshuffle your library ofterwards.
Angus Mackenzie SL R ees  BWo UG
UGW, T: Attacking ond blacking reatures deal no domage during
combat. 2/2.

Diabolic Vision

I C seee (R U n
¢ Earthlink

R esse Ko UU3 T

Hemental Augury  ® EN

¢ Fiery Justice SOR R eee

¢ Fire Covenant NS U eee

Flooded Woodlands BN

: Fumarole

6
¢ Ghostly Hamo N

Chromium SL R wee

/1.
Dakkon Blackblade S

R wees RKF- BUUWZ
1 * equals the number of lands you control, */*.
< Dork Heort of the Wood EN  C eee  (Ru BG K :
i Sourifice o forest to gain 3 life.
SR U sees AWo BU Wi

Loak ot the top five cords of your library and put one in your hand.
Put the other four on top of your ibrory in any order.

IN R ee
Pay 2 during upkeep or bury Earthlink. Whenever o creature is put
into the groveyord from play, that creature's controller must socrfice
oland.

3: Look at the top three cords of any ployer’s librory and put them
bock in any order.
Essence Vortex INS U see
by sacrificing life equal to the creature’s toughness.

Da 5 domage divided any woy you choose omong any number of
targefs. Torget apponent gains 5 life.

Fire Covenant deals X domage, divided ony way you choose omong

any number of torget creatures, where X is equal to the omount of

Iife you socifice.

R eee Ko BU2 A

No green areature con ottack unless its controller sacrifices o lond

when thot creature ottacks,

SOR U eeee Dy BR3 1A
Sacrifice 3 life to destroy a lond and o creoture

Gabriel Angelfire SL R e DGe GGWW3 LG (H
During upkeep, Angelfire gains sithet flying, first strie, romple, or
rompage: 3 untl your next upkeep. 4/4

R eesee RGg BR 1A

Block and red permanents and spelis ore considared colordess sources

B BBUUWW2 16, CH
Fin;g, rampage: 2. Pay BUW during upkesp or bury Chromium. -

1G,H :

RKF  BGR3 W

R eeee AWn BUR g
: Lody Coleria
MOK BU1 A :
Bury torget creature. Creature’s controller moy counter Essence Vortex -

MBe GRW N

DFr BRI i

Josmine Boreal SL Ues RKF GW3 16
Iedirqtl/igﬁen SL U ees  MPo UWWY 16
i anf{g!‘aeﬁmiﬁs! SL U ess MRy GGR3 16
: Jnhu:/: SL R esee Mlo GRW3 G, (H

f Johon is not topped, any of your creatures besides Johan moy
attack without topping. 5/4

i Kosimic the Lone Wolf ~ SL U e RIF UM 6
5/3.

¢ Kei Tokohashi SL Rwee SG GW2 L6 CH

: T: Prevent up o 2 domage fo forget creature. 2,2

¢ Kjeldoran Frostbeast SC U eeee MPo GW3 1A

Any creature blocking or blocked by Kjeldoron Frostbeost is destroyed

af end of combat. 2/4

SL R eses BWo GGWW3 6
2.3

Lody Evangela 16
BW, T: Torget creature deoks no da
1/

¢ lodyofthe Mountoin  SL U e  RKF GR4 16

5/5

Lady Orca SL U e Sk BRS 16
1/4.

Uvunvfu Silone SL R eee PRiF GORRZ 16
First strike, londwolk. 4/4

Lord Mognus Sl U e

First strike. Creatures with ploinswolk or

43
Marhault Elsdragon SL U e

Rompage: 1. 4/6.

Marsh Goblns S Cee Qo BR X
Swompwolk. 1/1

Merieke Ri Beri! SL R eee
'}

of damage. [0
o/ Restricied/Bonned ART Arifoct €U Cumiulative Upkesp " Enchant (reatute EL Enthant Lond EW Enchont Werld INT intermapt SC Summon Creature
AC hetifact Creature CR" Current Rarity FA  Erchant Attifect [E Enchont Enchantment:  EN) Enchantmen! INS Inshent LAN Load SOR Sercery
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Monsoon EN R eeee Nh GR2 1A

If on iskand is untapped ot the end of its controller’s fum, Monsoon
deaks 1 damage to that player ond the island becomes topped.

Mountain Titan SC R wese MBe BR2 1A
RR1: For the rest of the tum, put a +1/+1 counter on Mountain
Titan whenever you successfully cost o black spell. 2/2. :
Nebuchadnezzar SL R eeese RKF BU3 16, CH

Pay ¥, T: Nome a cord. Opponent randomly reveals X cards in hand.
Opponent must discard eny such cards that match the one you
named. (Play only during your tum.) 3/3.
Nicol Bolos SL R wees
Flying. An opponent domoged by Nicol Bolos must her discard entire

hand. Pay BUR during upkeep nf bury Nicol Bolos. 7,/7.
Pollodio-Mors SL eee  [Ba GORRWWZ LG, CH :
anrmnple Pay WGR durmg upkeep or bury Pallodie-Mors. 7/7 :

Pavel M U ARy BR4
BR: Give Pmlh\uﬁh+l/+0 until end of tum. 5/3. i
Princess Lucrezia SL Ue SEv  BUL3 6 :
TMdU!uvumrnunupool(;iwnsanlmenugt) 5/4 :
soe 16 :
UE‘H T: Regenerate rurget ueanne 2 2 :
Ramirez DePietro SL U ees PFo BBU3 6 :
First strike. 4/3. H

Ramses Overdark SL R eee

T: Destroy  torget creafure with on enchantment on it, 4/3.
Dreamweaver ~ SL R ee ARy UW4

Put 7 counters on Rasputin when put in play. Remove o counter to
prevent 1 domage to Rosputin or odd 1 to your mana pool (play os
on interrupt). Add o counter fo Rasputin Dreomweaver during your
upkeep if he began your fum untopped. There may be no more
than 7 such counters on Rospufin. 4/1.

Redamation EN
No black creature may attack unless its controller socrfice o land
when that cegture ottacks.

Rnrer} Tmb;ll ;}o! { kl;jy == RKF BUS 16
1o your mana ploy as on intermupt). 5/7. i
of Kher Keep R eee [Bo BBRR? 16 :

Al your Kobolds of Iﬂwr Keep qain +2/+2, Pay RRR during upkeep
or Rohgahh ond all Kobolds ore tapped and enter opponent’s control.

5/5.
Rubinia Soulsinger SL
T: Gein control of forget creature. You lose contral of forget crenture

when Rubinio Soulsinger leaves play, leaves your cantrol, or becomes

‘roumaydmsatolewekuthoulsm er topped, 2 3
Scumnﬂmdbi C e RS Gl g poul /

5
S‘ts‘mhufﬂzelyn SLoUes ARy GWA G |
Swnngurmm SL U es N BUS 16,CH i
Skelelo/n Ship SL R eeese pylti BU3 A

Bury immediately i controller hos no islands in ploy. T: Puta-1,41
counter on a wreature. /3. Artists: AWe & TWG

Swapling 5L R eeees RIF BUR?
Swompwolk. Controller gains 1 ke each fime o black spel is cost,

5/5.

Spectral Shield EC
Torget creature gains +0,/+2 and it connot be the torget of
further spells.

Stangg SL R eeee [Py GR4
Put Stangg Twin foken in ploy when casting Stengg. Stongg Twin
token is 0 3,/4 grezn ond red legend. Remave Stongg Twin foken
from if Stangg leaves ploy. 3/4.

Stormbi N
2: Discord @ cord at rondom from your hand to do 2 damage to
ony torget. Artists: Nth & PMa

Storm Spirit SL R eses Pe
Flying. T: Do 2 damage to torget aeature. 3/3. g
Sunastian Falconer SL U eee (Ry GR3 6 :
T: Add 2 to your mana pool. 4/4. ]
Tetsuo Umezawan SL R eeeee JBg BUR I6 -

BUR, T: Destroy torget topped or blocking creature. Tetswo Umezowo
(6,1

may not be targeted by an enchant creature spell. 3/3.

Tobius/ﬁndrion SL U ee ARw UW3

4/4. 2

Tor Wauki SL U eee PRAF BBR2 LG, CH :
T: Do 2 domage to ottacking or blocking creature. 3/3. H

Torsten Yon Ursus SL U e MPo GGW3 6 :
5/5.

/
Tuknir Deathlock SL R eeee [Dg GGRR
Flying. GR, T: Give torget creature +2,/+2 unfil end of tum. 2/2

102 b @ U E § T

g u S ll; Wings of Aesthir £C

Argothian Treefolk SC

RKF - BBUL2 16 Autumn Willow s
LG, CH

i Avoid Fate INT (e

R eee  DWi GW2 i

> Birds of Paradise

16,0 :
U eeeo 0K UWI [

16,0h

R ees  uli GRI W

UGW3 h

bury Voevictis Asmadi. 7/7

Give target areature flying, first strike, ond +1/+0.
Xira Arien SL R eee  MBe BRG 16, CH ¢
Flying. GRB, T: Make torget player drow o card. 1/2. :
Aisling Leprechaun SC (e QHo G L6

All creatures blocking m blocked hv leprechuun heéﬁnrlna green. I/ I

¢ An-Havvo Constable

Constable’s toughness equuls 1 plus the roml number of green
aeatures in ploy. 2/1+™

An-Havva [nn SOR U e 850 GGl
Gain 1+X life whese Krs the number of green creatures in ploy.

¢ Arboria 0Ge_GG2 G :
e B (6,H

If a ployer doesn’t cast o spell or puto cnrd in play on his or her tum,
wregtures may not ottack that player until after his or her next tum.

Argothian Pixies ( ees AWe GI A0, CH
Connot be blocked by artifact creatures. damage that Argothion
Pixies take from orfifact creatures is reduced 10 0. 2/1.

Anc\'/ damage Argothion Treefolk toke from on ortifuct source is

: ed 1 0. 3/5. :
¢ tsped of Wolf EC R esee IMe Gl ABURATH :
Increase torget creature’s power and toughness by half the pumber

of forests caster hos in ploy.
Aurochs SCC eee  [Me G3 1A

Trample. Aurochs gain +1 /40 for each other Aurochs that attocks
this tum. 2/3.

Cannot be the torget of spells or effects. G: Target player may target
Autumn Willow with spells or effects fil the em? of tum. 4/4.

Pre G 16
Counter farget intetrupt or enchantment torgeting o permanent

you control.

 poldwiomBears  SC
L. _
Bulbﬂ?ﬁpes SCCees BVa Gl 6 :
= Berserk INS U eeeee D G ABU

Double target creature’s power ond give it trampling obility until end
of tum. If attocking, destray farget creature at end of tum,

R eeese Py G
Flying. T: Add one munu uf uny mlal 10 your mana pool. 0/1.

CU: 2. You cannot cast quzzurd if you do not control any snow
covered londs. Flying creatures do not untop.

Brown Ouphe
61, T: Counter on ortifoct ability that requires an activotion cost, 1 / 1.

Comauflage INS U eee IHy G

Place your attackin u%creumres foce down ond rearrange them.
Reveal them only after delense is chosen. lgnore ilagal blocks.

: (Corapace soo Mo G

Target areature gets 40/+2 Snmhce Corpace to regenerate the
weature it enchants. (Two versions)

Carnivorous Plant ( eee  (QHo G3
: Counts os o wall. 4/5. :
: Cat Warriors SC  ( eeee JiBe GGI IG,CH :
Forestwalk. 2/2. :
Chub Toad SC (e DGe G2 .

Gains +2/+2 until end of tum when blacked or blacking. 1/1.

U wowse BB LW W
+ (otoon EC

 Concordant Crossrouds

: Cyclone

C eee  AWe GG3 M

Durkwnodﬂours SC
Eurthlm fL

( ese Qo GI Wi oftum.
: Elder Druid

© Elven Riders
ABURATH :

( eese [Ge G n

Elvish Hunter

DKATH

Name fd (R Rofng At (ot Sesfond  Nome fd (R Rong Afit (et Sesfomd
Descripfion Desaription
: Ur-Drago SL R ees (Ru BBUU3 16 | @ Channel SOR U es RTh GG ABURAH
H First strike. Creatures with swompwalk moy be blocked. 4/4. : Add 1 colorless mona to your pool for eoch Iife paint you socrifice.
: Voevidis Asmadi SL R eee ARy BBRRGGZ LG, CH : Citonul Druid U ee e G
: Flying. B: Gain +1/+0 until end of tum. R: Gain +1/+0 untl end of Add o +1/+1 counter whenever opponent costs an orfifact. 1/1.
tum. G: Gain +1,/+0 until end of turn. Pay BGR during upkeep ot ¢ Cockatrice R eeeee Df; ABURATH

Flying. Any norwall creature blocking or blocked by Cockatrice is
destroyed. 2/4.
U ees Mg G G, CH

Put 3 counters on and fop farget creature you control. Creature does

not untap narmolly while counters remain. Remove o counter during

upkeep. During the upkeep after the lost countes is removed, creature

gets +1/+1 ond flying and Cocoon s destrayed.

EW R eee AWg G LG, CH

Creatures moy attack of tap duting the tum they ore brought into play.
SC

£ Craw Giont U eooe (Ry GGGG3 LG, CH
: Tromple, Rompoge: 2. 6/4

i Craw Wurm ( e DGe GG4 ABURAM
: 6/4.

: Cumble NS C eeea Jhy G ADRATH

Bury forget ortfoct. Arifact’s controller gains e points equaling
target orfifoct’s costing cost.
N R e M (G2 ANCH

Add 1 token per upkeep. Pay G for eoch foken to do | damage per
token to cll ployers and creotures. Destroy Cyclone if G is not paid for

H each foken.

¢ Doughter of Autmn ~ SC R ee  MOK GG2 HL
W: Redirect 1 domoge from white areature to Daughter of

: Autum. 2/4.

¢ Deadfall I Uee N G2 16
(reotures with forestwolk may be blocked.

i Desert Twister SOR U eeee SV GG4  ANRATH

Destroy ony one cord in play.

: Dire Wolves SC [ eee RS G2 A

Gains banding if you cantrol any plains. 2/2.

Drap of Honey B R eee Mo G M
R eeeee MOK GG4 HL :

Destroy lowestpowered creoture during your upkeep. Drop of Haney
is deshioyed when there are no more creatures. i
LG,4TH

[ eee MK G4
[ eose DTy G 1A
0: Tap torget lond to give torget blacking reature +1/+2 unil end

SC R seeee RF (3 1A
63, T: Top or untop one creature, land, or artifact. 2/2.

* Elven Forlress B ( eee  Mufi G fE

G1: Give target blocker +0,/+ 1 until end of tum, Adists: RAF, MPo,
PVe, TWa. i

MBe GG3
Connot be blocked extepl by walls and fiwnmcnenéures 3/3.

LG,ATH

: : Hvesof DeepShadow ~ SC U eee
: Blizzard Ao GG R
R eeeee A GW2 6 :

T Add B ta your mana pacl and lose 1 life (play as on interupt).

8 1/1.

: Elvish Archers SC R eee  AMa G ABURATH
First strike. Misprint: Alpho version listed power ond qughness 0s
1/2.2/1.

* Elvish Farmer SC R oeee RKF Gl FE

Put o spore counter on Elvish Farmer during your upkeep. Remove 3
spore counters to put o Soproling token, whichis o 1/1 gieen
areature, into play. Sacifice o Saproling to gain .’e‘lle 0/2.
SC ( eees i G FE
G1, T: Torget creature does not untop normelly liunrzg controller’s
untap phose. Artists: Atto, MPo, SVC. 1/1.
Elvish Scout SC C oeee M G FE
G, T: Untap o torget ottacking creature under your control. Creoture
neither deals nor receives domoge in combot. Artists: MPo, CRu, PVe.

1.

_| Time Walk & Fork:
Shatter the fifth dimension!
Here's how: When your
opponent casts Time Walk
(“Take an extra turn after
this one”), Fork it. He tokes
0 furn after his current one,
but your interrupt means you
fake o fum after the one he's
on, so e takes his tum after
you toke your Forked one
after his...Einstein wos right!
Einstein was right! 1!

i 4 TIM _ FORK




find (R Rofng At Cost sfod  Nome ind (R Rofing At Cost  Sets Found HName Bind (R Rofing Afist Cost  SetsFond
Description Descriphion
Emerald Drogonfly SC Ce QH G 16, CH  Giant Growth INS € oeee Sty G ABURATHM : Lhurgoyf SC R eeee P2 (G2 A
Flying. GG: First strike until end of tum. 1/1. i Torget creature gefs +3/+3 untl end of um. : * equals the totol number of creatures in oll groveyards. */*+1.
Ehnam Djinn SC U ees  KMe G3 M, (H : Giont Spider SCC eees SEyv G3 ABURATH : Lifeforce EN U eeee QWi GG ABURATH
Give gnresrwnfk to on oppenent’s creature unfl next upkeep. 4/5. Doasn'tfly, but con block fiying creatures. 2/4. : G6: Counter o black spell os it is being cost (play os on interupt).
Essence Filter SOR C eeee REm GGI 1A} Giant Turtle SC (o IMe GG IG : Lifeloce INT Re AWeG ABUR4H
Destroy oll enchantments or destroy ol enchantments that are : Giant Turtls moy not ottock if it did so during your last tum. 2/4. H Changes the color of one cord in ploy to green.
not white. : Glyph of Reincarnafion  INS  C ee  SVC G G : Living Artifoct R oeee Mg G ABURATH

Eureka
Both players may put o permanent from their hand directly in play.
Players take turns ploying cords until neither wants fo play ony more
permanents. No other spells or effects may be used while Eureka is
in effect. If o spell has on Xin ifs casting cost, X is 0.

Faerie Hoble S R eee

Flying. All faeires gain +0/+1. T: All foeries goin +1/+0fll theend  : Grizaly Bears SC ( eee Mg Gl
of tum. 2/2. V3 :
Fonafical Fever INS U eee  JBo (G2 IA : Hidden Path I R eess RAl GGGG2 oK :
Give o creature +3/+0 ond trample until end of tum. ; All green reatures gain forestwalk.
Fosthond N R e P0G ABUR : Homet Cobra SC Co Skv GGI 16
Put os mony londs in ploy os you ike. Does 1 domage to you for i First strike, 2/1.
each lond beyond the first you play in one fum, ¢ Hol Springs L R eee e Gl 0
Ferol Thallid SC U e RAGGG3 FE i 0:Top lond Kot Springs enchonts to prevent 1 damoge fo
Put o spore counter on Ferol Thollid during your upkeep. Remove 3 ony torget,
counters to regenerate Feral Thallid. 6/3. ¢ Hungry Mist SC ( eses HHy GG2 H ¢
Fire Sprites SC Coee  JBo G 6 : 6/2. During your upkeep, poy GG or bury Hungry Mist. (Two :
Flying. G, T: Add R to your mana pool (ploy os on intermupt). 1/1. versions)
Floral Spuzzem SC Uwee RA G3 16} Hurricane SOR U eees DIYi GX ABURATHIA
If Flaral Spuzzem ottacks ond is not blocked, you moy destoy o : Do X damage to oll ployers and flying creatures.
torget artfact under opponent’s control without deafing domoge. 2/2. ¢ lce Storm SOR U ess DR G2 ABU
g INS C eee My G ABURATH : Destioy any one lond, ;
Cregtures do not domage one another in combat. ¢ Ichneumon Druid SC Ue  MBe GGI 6 :
Falk of An-Havva SC Ce JBa G HL Do 4 damage to any opponent casting an instant, except for the fist

If assigned as o blocker, Folk of AnHowa get +2/+0 untl end of
tum, 1/1. (Two versions)

Folk of the Pines SC  C eooe Jylti G4 W
61: +1/+0 until end of tum. 2/5. Atists: Nth & (Bu
Forbidden Lore L R eeee (Ry (2 1)

0: Tap land enchanted by Forbidden Lore fo give torget creature
+2/+1 until end of tum.

Force of Nature SC R eeee DSh GEE2  ABURAM
Trample. Poy GGGG during upkeep or Force of Nature does
8 damoge to you. 8/8.

Forgatten Lore SOR
Have an opponent chaose o card from your graveyord. You may poy
G to have the oppanent choose another card that he or she has not
oliendy chosen. Put the last cord chasen into your hond.

Foxfire NS C oo
Untap torge! attocking creature. Creature neither deals nor receives
damage during combat this tum. Draw o card ot the beginning of the
next tumn.

Froyalise’s Charm EN MOK 66 1A
G6: Draw a cord when any opponant successfully costs o black spel.
G6: Return Freyalise’s Chorm to your hand.

Freyolise Supplicant SC U e Muli G A
T: Sucrifice o red or white creature to deal domoge equal to half the
«reature’s power, roundad down, to ony target. 1/1.

Aists: L0a & DSh

Freyalise's Winds N Me 662 1A
Put o wind counter on any permanent whenever it becomes fopped.
Permanents with wind counters do not untop, Instead, remove all
wind counters an thase permanents.

U eoe

R eoe

Fungol Bloom EN R eeee DGe (G fE
GG: Put a spore counfer on farget Fungus.
Fungusaur SC R oeee DGe GI ABURAH

Gets 0 +1/+1 counter after any tum when Fungusaur has been
domoged but not destroyed. 2,/2.
Fyndhorn Brownie SC ( eoe

62, T: Untop a creature. 1/1.

Fyndhorn Elder SC U esee (Ry G2 1A
T: Add GG to your mana pool. 1/1.

Fyndhorn Elves SC ( eese iy G i
T: Add G o your mana pool. 1/1. H

Fyndhorn Pollen R eee  Pfg

2 |
CU: 1. All creotures get -1,/-0. G1: All creatures gat -1 /41 until end
of um.

Gaea's Avenger SC R eee
*=number of artifocts opponent has in play. *+1/*+1.

Goea's Liege R eeeee DWi GGG3  ABURATH
T: Tum any lond into o basic forest. Al target londs retum to normal
when Goea's Liege leoves ploy. Pawer ond toughness equol # of
forest controller has in play; when attacking, power ond toughness
equal number of forests defending oppanent hos in play. */*.

Goea's Touch ( oo
You moy put one extro land info play in each of your tums, if that
land is a basi¢ forest. Sacrifice Gaea's Touch to odd GG to your mana
pool (ploy os on interrupt).

SOR R eese KFo (G2 6 :

SVC 62 B

U eeee Hillc G T

HOK 62 T

RIh G2 m BB e e —
B CYCLOPEAN MUMMY ~ ENDURING RENEWAL

A Joven’s Ferrets SC
If Joven's Ferrets attock, they get +0/+2 until the end of tum. At the :
fVe G61 A

Juniper Order Druid SC

Mo 66 oK

Bury ofl surviving creatures blocked by target woll this tum. For eoch

H it to play under ottocker’s control. Play ofter combat.
: Gorillo Pack SC (o
Connot attock unless oppanent has forests in play. Bury Gorilla Pack
immediately if you control no forests. 3/3.

one cost by that oppanent that tum. 1/1.

i Ifh-biff Efreet R eee
Flyin%. G: Do 1 domoge to oll players and flying creatures; this obility

i moy be used by ony ployer. 3/3.

¢ Instill Energy EC U eeee Wi G
Untop target creature one extro fime per tum; farget may offock

: when it comes into play.

: honrgniSTreefolk S

Jnhlul{w'urm SC

( eee

Iy G4

|| eee

( oo AW G HL

and of combat, tap oll creatures which blocked Joven's Ferrefs. These

areatures do not untap s normal during their controller’s next untop

phose. 1/1

( wee Mo G2 1A

T: Untap o lond of your choice at the speed of an interrupt, 1/1.

* Killer Bees (U eeees PFg GGI LG 4TH
Flying. G: Give Bees +1/+1 until end of tum. 0/1.

¢ Kudw EL R MPo GG ABUR

When torget lond is topped, it is destioyed. Unless that wes the lost

lond in play, the player who just lost a lond fo Kudzu must ploce it on

any other land in play. Kudzv s discorded when oll londs in play

ora discorded

such creature, choose o areotwre from attacker’s groveyard ond retum  :

Mo 67 W
ABURATH

i Lure

 Lurker

i owm2/3

i Moddening Wind £
© Mammoth Horness 18

: Marsh Viper SC

: 1/2.
i Master of the Hunt SC
IMy G662 M

Metamorphasis
ABURATH
ABURATH
DGe G5 i

Johtull Wurm gets -2/-) for each creature ossigned to block it beyond
the first. 6/6.

i Notural Selection

¢ MNature's Lore

Put 1 counter on torget artifoct per ife you lose. During upkeep, you
may frode one and only one counter for 1 lfe.

‘ Living Londs BN Roee iy 63 ABURAH
Treat ofl forests in play os 1/1 creatures that con be fopped for 6.

: Living Plane W R eee BWo GG L6

i Consider ol londs in ploy both londs ond 1,/1 creatures that may not

: be topped when first put in play.

¢ Llonowar Elves SC (eeee Mg G ABURAMH

T: Add G to your mana pool. Ployed os on intemupt. 1,/1.

EC U eeeee Mg GGT ABURATHI
All creatures thot con block torget creture must do so.
R ees Ay G2 K
Lurker connat be the torget of spells unless it attacked or blocked this

U eee Wi G2 1A
(U: 6. During torget creature’s controler's upkeep, Moddening Wind
does 2 domage fo that ployer.

Roe MBe 63 HL

Torget creature loases flying. (reatures ossigned to block or who are
blocked by Mommath Hormess get first strike untl the end of fum.

( oo RSp G3 DK.4TH
Opponent tokes 2 poison counters when domaged by Viper
Opponent loses whenever he or she has 10 or more poison counters.

R eesee [l (G2 16
(62 Put o Wolves of the Hunt token, o 1,/1 green creature that
may band with other Wolves of the Hunt, in play. 2/2.

SR (e (e G AN, (H
Saarifice creature for casting cost + 1 mana of any color, which con
only be used for summcnéngs

¢ Moss Monster (e Wy GB2 16
et
: Nof's Asp SC (e (6 ANATH

1f Naf's Asp hits opponeat, it does 1 point of domage during
opponent’s next upkeep unless | is paid. 1/1

INS R e Mo G

Look o the top 3 cords of ony Ebrory. You moy then shuffle
that library.

ABU

Night Sail
1 Toke two cregture
gome to put o Saproling toke:
ploy. Atists: SEv, HHu, Do

Pale Bears SC R
Islondwolk. 2,/

People of the Woods

Ghazhan Ogre SC Lo My G AN, (H £ Land Leaches SC ( e QHo GGI DK 4TH l

During controller's upkeep, Ghozbon Ogre switches to the contiol of = First strike. 2/2 Pixie Queen 662 16

the player with the most life. 2/2. * Leaping Lizord SC ( eee AWp GG Hl GGG, T. Give torge ]

16: Flying ond -0/-1 until the end of turn

Giont Badger SC R ees Do GGI BOOK ¢ Ley Druid SC U ees  SEv G2 ABURATH

Badger gets +2/+2 until end of tum if assigned os o blocker. 2/2. T: Untap o land of your choice (ploy os an interupt). 1/1 _
o/ Rashicted,/Bonned ART Artifoct (U Comolafiva Ukesp EC Enchont Creoture EL Enchaw Lond EW Enchont Work! INT ot S Summon Crecture
AC Artfoct Creature (R’ Current Raity, EA  Enthant Artfoct B Enchont fochonkment EN' Enchoim:n1 NS lnstont (AN Lond SOR Sorceey

AP R I L 19 9 6 103

:DTHew
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Hame
e :
Powerleech tN U ees (Ru 66 A :

Take 1 life each time on opponent’s arfifact becomes tapped, or each
time the activation cost of an opponent’s artifacts is paid. Powerleech ¢

is not triggered by continuous orfifocts.

Pradesh Gypsies SC C e Qo G2
61, T: Give target creature -2,/-0 until end of tum. 1/1.

Primal Order N
During player's upkeep, Primal Order deoks 1 domage to that ployer

for each nanbasic lond he or she controls. :
Pygmy Allosaurus SC R ees Mg G2 A
Swompwalk. 2/2. :
Pyknite SC (e EBe G2 I
Drow a cord ot the beginning of the next tum. 1/1. :
Rabid Wombat SC U ees  KFo GG2 16, CH :

Goins +2,/+2 for each enchontment cast on it. Rabid Wombat does
not top when attocking. 0/1.

Radjan Spirit SC U eees (Ry 63
T: Torget creature loses ﬂymg obility unfil fum ends. 3/2. i
= Rebirth SOR R ee  Mle GG6G3  LGATH :

Eoch player may be hecled to 20 ife. Any player so choosing antes
on additional cord from the top of his or her library. Remave if not
playing for onte.

Regeneration C C e QHo G1 ABURATHIA :
G: Torget creature regenerates. -

 Regr SOR U eeses DWj GI ABUR
Bring o card from your graveyard into your hand.

Reincarnation INS U ese Bz GGI 6 :

If forget creature goes to the groveyord this tum, put o creature from
that groveyard directly into ploy under the contiol of the forget
wreqture’s owner,

Renewal SOR C o
Socrifice o land to search your libarory and put o basic land into play.
This does not count towards your ane land per tum limit. Reshuffle
your librory ofterwards. Draw a card ot the beginning of the next

tun's upkeep. g
Revelation Ree Kfo G IGH :

Play with all cards in hand face up. :
Rime Dryod SC ( eee HHy G 1A

Snow-covered forestwalk. 1/2. :
Ritual of Subdual N R eee

CU: 2. All mana-producing londs produce colordess mana instead of
their normal mang.
Root Spider SC
If assigned as o blocker, Root Spider gains hrsr strike ond +1/+0
until the end of tum. 2/2.
Roats (U o
Top torget reature without flying, Thot creature does not untap
during its controller’s untap phase.
|

Rust Cee D06 16
Counter target ortifact effect that requires an activation cost. i
Rysarion Badger SC R e HHu G2 HL

f Rysorian Bodger attacks and is not blocked, you may choose fo

have it deol no domoge this turn. INStead, from the gome no
0ge this tum. ead, remove 1rom e g : smn Paradis s

more than Two creatures from opponent’s graveyord, Goin 1 life for
eoch ueature removed. 2/2.

104 1

64T
R owees Rl G32 o

PRESENCE OF THE MASTER

1GATH

- Spiting Slug

© Spore (loud
Ko G2 i :

© Spore Flower

IHo GG4 W

Ue 63 M

© Stunted Gro SOR
Nle 63 H :

Forestwalk. 62, T: Conrol forget arfifuct. Opponent may counter this ~ ©

by paying 2. You lose control of target artifoct whenever Scorwood
Bandits leave play. 2/2.

rwood Hog SC U wee
GGGG, T: Give forget creature forestwalk unfl end of tum. T: Remave :
forestwalk from target creature until end of tum. 1/1. :
Scavenger Folk SC (eee DD G DK, CH :
G1: Saarifice Scavenger Folk to destroy torget ortifoct. 1/1. :
Seryb Sprites SC (oeees AWe G ABURATH :
Flying. 1/1. :
Shombling Sirider SO ees  DSh GG4 I :
GR: +1/-1 until end of tun. 5/5. :
¢ Shonodin Dryads (esee Mg G ABURATH :
Forestwalk. 1/1. :
¢ Shelkin Brownie SC C= DSh Gl lE:

T'/Rlemuve the bonding obility from target creature ntil end of tum,

1 :
Shrink INS e Do HL :

Torget creature gets 5/-0 until the end of tum. ﬂwo versions)

¢ Singing Tree sese PAl
T: Reduce attocking ueulure s pnwer to 0 until end of tum. 0/3.
_ | Verduran Enchantress
& Presence of the
Master: Become your own

worst enemy! Stop yourself in
your tracks! Guarantee your
loss! Just ploy o heavy
enchantment deck, slap down
the Enchoniress so you can
draw plenty of cards, then
clomp down a Presence and go
tight through the windshield os
you come o a complete sfop!
(Shoulda worn your seat belt.)

Snowblind €8 DSh 63
Tﬁlgel creature gets - /-*. * equols the number of snow-overed
londs the defender controls when the eature attocks. Dtherwise, *
equals the number of snow-covered londs the creature’s controllr
owns. (reotura's toughness connot be reduced below 1 this way.

Spectral Bears SC
If Spectral Bears is dedored os an ottacker ond defending player
controls no black cords, Spectral Bears do not untop during
controller’s next untop phose. 3/3.

I ee

G1: Giva Slug first stike until end of tum. If this abilty is not used,

every creature blocking or blocked by Spitting Slug gains first stk

unfil end of tum, 2/4.

Top all blocking creatures. No creatures in combat deal damage this
tum. No creatures now in combot untop as normal during their
controfler’s next untop phase. Adists: IMy, SVC, AWe.
SC U eee  JMOK GG FE

Put o spare counter on Spore Flower during upkeep. Remove three

counters from Spare Flower to prevent creatures from dealing

domage in combot. 0/1.
Stompede

s'.]l attocking creatures get tompla and +1,/+0 until end of tum,
Storm Seeker NS U eese "MPo G3

Do 1 point of domoge to opponent for every cord he or she has

in hand.
Stream of Life

Torget player gains X life.

Target player must choase three cards from his or her hand and put
them on top of his ibrory in ony order.

: Subdue NS C e 8 G 16 ;

Torget reatura deals no domaga. It goins X toughness, where X
equals its casting cost.

Sylvon Library EN R eees HMc Gl
You moy drow 2 extio cards during your draw phase, then either put
two of the cords batk or socrifice 4 lives per cord not replaced.

(Change the colar of one or mare forget creofures fo green until end
of tumn,

Ma Gl B

¢ Thelon's Curse

M Thicket Basilisk

: 2/4.
¢ Thorn Thallid SC

Tinder Wall SC

¢ Titania's Song

Touth of Vitoe

Trailblozer

U eeee Phy Gl HL
* Untamed Wilds SOR U ee  Nih G2

AMla 661 Dk iV

© Venemous Breath
INS  ( eeee M GG1 FE i

INS R eesee [He GGI T
(6,CH

SOR € eess WPy GK  ABURATH :
R eseo Nih GG3 W

LG ATH :
¢ Whirling Darvish SC

Uee RAF G 16 :

Heme find (R Rofing Adist Cost  SefsFound Home Kind (R Roting At Cost  SetsFound
Desaiption Descrption
¢ Sandstorm INS C e BSn G MNATH © Tarpan SC ( eee  JMOK G 1A
: Do 1 domoge to ol um]:klng crearwes : You gain 1 fife if Tarpan goes to the graveyurd from ploy. 1/1.
Savaen Elves Cee R G 0K Thellid SCC see  ff
: 66, T: Destroy mrgelenrhun?lund I/I : Put a spore counter on Thallid during upkesp. Remove three counters
¢ Scaled Wurm DGe 67 A : from Thallid to put o Soproling token, whichis a 1/1 green creature,
: in play. Arfists: EBe, DGe, JMy, RSp. 1 /1.
© Scarwood Bandils SC R eees [P0 GG2 DK : Thollid Devourer SC U e RSp GGI FE

Put @ spore counter an Thallid Devourer during upkeep. Remove three
counters fo put o Sapraling token, whichis 0 1/1 grean crecture,
into play. Sacifice o Sopraling to moke Thallid Devourer +1/+2 until
end of tum. 2/2.

Thelonite Druid SC U eese [OK G2 fE
61, T: Searfice o green craoture fo tum your forests into 2/3
wregtures untl end of tum. 1/1.

: Thelonite Monk SC R eees Bip GGZ fE
T: Sarifice o green creature to transform o target land into o basic
forest. 1/2.
Thelon's Chant EN U see  MBe GGI FE

Do 3 domag to ony player who puts o swomp info play without

putting a-1 /-1 counter on o wreature he controls.

R eee Fle GG FE
Blua reatures do not untop as normal. During upkeep, o blue
weature’s controller may pay U, in addition to ofher untop costs, to
untap one ond only one creature.

Thermokarst SOR U eee ki GG 1)
Destray torget land. You gain 1 lfe if that lond is snowcovered.

U eeee DFf GG3 ABURATH

Any non-wall areature blocking or blocked by Basilisk is destroyed.

( ees i GG FE
During your upkedp, put a spore counter on Tham Thallid. Remove 3
counters fo have it deal 1 domage to ony target. Artists: DGe, HHu,
My, WTe.2/2.

Thoughtleech EN U eeee Mg GG A
: Goin 1 Iife whenever target opponent taps on islond.
: Timber Wolves R oese MBe G ABURATH
: Bonds. 1/1.
[ eeee Rim G

1A
Sacrifice Tinder Wall to odd RR ta your mana poal, R: Saaifice Tinder
Wall fo do 2 domige to target creature it blocks. 0/3
B U eee  Kip 63 AQRATH
Every non-reature ortifuct in play loses s usual abilifies ond
becomes an ortifoct creature with power and toughness equal to its
costing cost. Should Titonin’s Song leave ploy, arfifocts revert to
normal just before the next tum’s untap phase.
S U eee Wi G2 1A
Torget crenture may untap an odditional tima this turn. That creature
may attack or use abilities requiring the T symbol this tum. Draw o
cord of the beginning uf Ihe next fum,

| Tkt R sese Jllo G5l K

GG, T: Tracker does dumuge equal toits power fo torget creature.
Turgel treature does damoge equal fa ifs power to Tracker, 2/2.
NS

R weeee By (G2 1A
: Target creoture moy not be blocked this turn.
: T:nnqmﬂry SOR C eeee DSh G2 ABURATH
; Discord all enchantments in play.
- Tsunami SOR U ee RTh G3 ABURATH
Destroy ol islands in play.
- Typhoon R es Ao G2 16

Do 1 domage to opponent for each island he or she controls.

LG, 4TH
Search your libeory for one bosic lond ond put it in play. This does not
count s your normol und»plnyed Reshuffle your library ofterward.

enom ( eee TWi GGI DK ATH
Al norwall creatures blnckmg o blocked by torget ceature are
destroyed ofter combat,

NS U oo [Wi G3 A

Al creatures blacking or being blocked by target reature ore
destioyed ofter combat.

* Verduran Enchontress ~ SC R e KBr GGl  ABURAM
: Draw o card each fime you cost on enchantment. 0,/2.
¢ Wall of Brambles U eee Mo G2 ABURATH
3 G: Regenerates. 2/3
¢ Wall of lee I eee Rh G2 ABURATH
0/1.
Wall of Pine Needless ~ SC U oo BSn G3 1A
G: Regenerate. 3/3.
Wall of Wood SC Cee  MeG ABURATH
0/3.
; Wunde/rlm B U s (B G2 ABURAT
Do 1 domage to controller of target crenture during upkeep.
- Wor Mommath SC ( eeeo JMg G3  ABURATH
Tromple. 3/3.
- Web EC R esee RAl G ABURAH
Target creature gains +0/*? ond may block flying creatures.
Whippoarwill U eeee 1

GG, T: Torget creature rnuy' nat regenerate or be the torget of
domage preventing or domagevedivecting spells or effects. If forget
reature goss to the groveyard, remove it from the gome. 1/1.

U eese SV( GG 16,4TH
Protection from black. Gains +1,/+1 ofter each tum in which it
domages opponent. 1/1.
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Nome Kind
Desaipion

(R Roimg At (o SetsFound

Whiteout
Al flying creatures lose flying until end of tum. IF Whiteout is in your
graveyard, you moy socrifice a snow-covered land to retum it to
your hond.

Wiitigo SC R wee
Put six +1/+1 counters an Wiitigo when it comes into play. During
your upkeep, puta +1/+1 counter on Wiitigo if it has been blocked
or has blocked since your lost upkeep. Othenwise, remave 0 +1/+1
counter from Wiitigo. 0/0.

Wild Growih L [ eee
Whengvel target land is tapped for mano, Wild Growth provides an
extro b.

Willow Faerie SC (e SVCGI B
Flying. 1/2.
Willow Priestess SC R eeee SV( (G2 L :

T: Take Faerie from your hand and put it directly info play osif it

were just summoned. G2: Torget green areature gains protection from

black until the end of tum. 2/2.

Willow Satyr SC R oee  IMe GG2 16
T: Gain control of torget legend. Lose control of this legend if Willow
Satyr untops, leaves play, or leaves your control. You moy leave
Willow Satyr tapped. 1,/1.

Winter Blost SOR U weee KFo GX L6 4TH &
Top X target creotures. Do 2 domoge to each torget crenture
with flying. :

Violverine Pack SC C ee Mg GG2 6 :
Rampage: 2. 2/4.

Wood Elemental SC R BSn 63 6 :
*=the number of untopped forests you sociificed when costing Wood

Elemental. */*.
Woally Mammoths SC
Geins rample if you control ony snow-covered lands, 3/2.
Woolly Spider SC
Doesn’t fly, but con black flying creotures. Woolly Spider gets
+0/+2 until end of tum if it blocks o flying creature. 2/3.
Wormwood Treefolk SC R ess My GG3
BB: Give Wormwood Treefolk forestwalk until end of furn ond
lose 2 life GG: Give Wormwaod Treefolk swompwalk until end of tum
ond lose 2 Iife.. 4/4.

Wyluli Walf SO eeee SYC G M
T: Give o creature +1/+1 until end of tum. 1/1, ;
Yavimaya Gnals U sees Di (2 1A

Flying. G: Regenerate. 0,/1

Adive Volcano NS C e BSn R
Destroy blue permanent or retu islond to owner's hand. Destroy
enchontments on target land.

FKrathi Berserker U e=  MBe RRRZ 16
Rompage: 3. 2/4. i
Aggression EC U eeee Rfm R2 [N

Torget nonwall ceeotures goins first stiike and hample. Destroy that
cregture o the end of any tun in which it did not attack.
(

Aloddin R eeee JBa RR? : no lower than 1. )
RRI: Stecl artifact. 1/1. ¢ Blood Moon EN R eeee TWa RZ DK, CH _ blocking fs chosen
Ali Baba SC |l eee  JBo R ANATH Tum ofl non-basic londs into bosic mountoins while Blood Moon 15 Disintegrote
R: Tap o wall. 1 /1. i i Ehr,', Do X
Aliban’s Tower IS C oo JMe IR HL: Bone Shaman SC (oo Mo RRZ A from g
Torget defending creoture goins +3/+1 fill end of fum. {Two B: Creatures damoged by Bone Shamon this tum connot regenerate Dwu«yfn Song 16
VErsions) 3/3 (hor i end
o Ali from Cairo SC R eeee P RRZ AN © Brand of Il Omen EC R ees RA B3 A of tum ;
You cannot be reduced below 1 life due to domage while Ali is in CU: R. Torget creatura’s controller may nat cast summon spells Dragon Whelp ABURATH
play. 0,2 * Brossclow Ores SC (o M R2 ‘ FE Fiying. R + S Wy in one hum
Ambush INS ( ees  ARn 3R HL : Connot be ossigned to block creatures of pow than 1 Drogon Whe
All blocking craatures get first stike. i ifists: R (two versions), DFf, HHo. 3/2
/e ?mkmm ART Atifoct U Cmelative Upkeep £l Enchont Land EW Enchont World INT Inbieropt SC Summon Creature
AC Arifoct (reehure (R Current Rasity FA - Enchont Afoct N Enthentmen' INS fnstont UAN Lond SOR Sarcery
AP REE 1 9 9 6 105

NS U esee Nt G Wi

An-Zerrin Ruins EN
MBe 6663 n:

¢ Ancha Bo
MRo G ABURAtIA :
¢ Anaba Shaman SC

C eee Dt GGl W

( eeee DGz GO T
: Ball Lightning SC

'
 Barbarian Guides SC

16,CH
Blazing

: Blood Lust INS
meH

Ambush Party SC

([ e

First Stike. May attock the tum it comes into play on your side. 3/1.

(Two versions)

R ees
Choose o aeature type. That areature fype does not untop during
untap phose.

: Anabo Ancestor SC R e MRl o

T Tu|3e1 Minatour gets +1/+1 1ll end of tum.

First strike. 2/3. (Twa versions)

[ oo
R, T: Anoba Shoman deals 1 domage fo farget creoture of
ployer. 2/2. (Two versions)

Put X +1/+0 counters on Bolduvion Hydro when it comes info play.
0: Remave 0 +1/+0 counter fo prevent 1 domage fo Balduvion
Hydra. RRR: Put o +1/+0 counter on Bolduvion Hydra during your
upkeep. 0/1.

R eees QHo RRR DKATH
Trample. Ball Lightning moy attack in the tum in which it is
summoned. Bury Ball Lightning at the end of the tum in which it wos
summoned. 6/1.

R2, T: Give target creature o snow-covered londwalk ability of your

choice until end of tum. Return that creature fo its owner’s hand ot
H end of tum. 1/2.
i Batile Frenzy INS C eee BSn R2 A

Al your green creatures gain +1,/+1 unfil end of fur. All your other
creatures goin +1/+0 until end of tum.

Beasts of Bogardan SC U ees DGo R4
i Protectian from red. Gains +1,/+1 if apponent controls white cords
1/3.
¢ Bird Maiden SC (e Ko R AATH
: Flying. 1,/2. :
i!igy SC Cee SR 16

When placed in the groveyord from play, Blazing Effigy does 3
domoge to torget creature. 0/3.
Ao RI 16,4TH

[ eece
Moke torget creatures +4/-4 until end of tum. This mokes toughness

PR 4 M

DDe RR2 H :

yquard SC (e AMa R3 HL
Mo R3 M

§ Crevosse 1

( ees RTh R2 n:

3 2/1
(rookshonk Kobolds SC (o

6,01

__| Naked Singularity & Reality
Twist & lllusionary Terrain: Wizords
of the Coast flickers ond fades from this
plone of reality! The Duelists’ Convocafion
questions its belief in o higher power!
Richard Gorfield’s head explodes! Bring all
three of these mona sarewers into play on
the same tum and see if your opponent
doesn't go ol glassy and soil his pants.

Brothers of Fire SC ( e= Me RR DK 4TH
3 RR1: Da 1 domoge to any torget os well os 1 domage to you. 2/2
i Brute, The EC (e MR RI LG, 4TH
Target creature gains +1,/+0. RRR: Regenarates.
: Burowing ( eee MNP R ABURATH
3 Torget creoture goins mountoinwolk
Cove People SC U eee Dfy RRI DE4TH

Cove People get +1/-2 until end of fum when they ore declared on
ottocker. RR1, T: Give torget crecture mountoinwolk untl end of tum.
1/4.

Caverns of Despair [} HMc RR2 16
No playér may attock with more than 2 creatures, nor block with
more than 2 cregtures, per tum

B ee

: Anaba Spirit Crafter SC R ees  AMg RR? HL ¢ Chain Lighting SR C e Sky R 16
All minotaurs ore +0/+1. 1/3. Do 3 domage to o torget. Whenever Chain Lightring does domoge,
¢ Anarchy SOR U eseee Pfp RR2 A : the farget of torget controller moy pay RR for Choin Lightning to do 3
Destray oll white permanents domoge fo o torget of his or her choasing
¢ Artifact Blast INT (e MPo R M Chandler S C ses DSh R4 HL
Counter any artfoct os it is being cost. i RRR,T: Destroy torget ortfoct reatwe. 3/3.
og SC Coee Iy R AR i Choosloce ) INT R ese [Wi R ABURAH
: 0: +2/+2; saarifice one of your artifacts in play. 1/2. : Changes the color of o card being played or in play fo red.
i Avalanche SOR U ess  8Sn RRZX 14 : Choos Lord SC R see BSo RRR4 A
Destroy X snow-overed lands. i First strike. Choos Lord con oftock the first fime it comes into play on
i Bockdraft INS U eee BSn RI 6 : o side, but nat the first time it comes into play. Count the number of
: Do half the domage (round down) done by one sorcery to the i permanents during your upkesp. If it is even, torget opponent gains
: sorcery’s coster. : control of Choos Lord. 7/7 .
¢ Bolduvian Borbarions  SC € ee  MPo RRI IA : Chaos Moon EN R eee DIy R3 T}
2. i Count the number of permanents during eoch upkeep. If it is odd, ol
¢ Bolduvian Hydra SC R ess  MBe RRX I red creatures $-:m +1/+1 ond oll mountoins produce an odditional R
: ; when tapped for mona. i it & even, ofl red creatures get -1/-1 ond

ol mountains produce colorless mana.
F

Cregtures with mount

i (onquer U eeeee RGa RR3 )
Toke control of torget lond
* (rimson Kobolds LS e Ao 0 16
Crimson Kobolds ore red cregtures. 0,1
(rimson Manficore SC R eee DGe RR2 L6,4TH

Flying. R, T: Do | dor

Crookshonk Kobolds are red crectures. 0,1

Curse of Maril Loge

uniop
Desert Noma

Desertwalk. Immune fo dom

of um. It is no

Buraayjzeb ayj :orbHew

s 2 @ A e 1 d

o
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MAGIC

: Top ofl creatures blocking torget attocking wreature. Torget ond its
= : blockers deal no domage in combat. :
players guide | !: Fireball SOR ( eees HTe RX ABURATH :
e Sy mrtanTreared Do X domage, divided evenly cmong any number of torgets

Name Kd ® Pong Atst (o Sesfound : (tound down). Poy 1 for each target beyond the first. ]
Descigion ﬁrebéeuiri;gn EC C e DFf R ABURAH :
_ : s +1/40. H

Dwarven Armorer SC R eees BWa R FE % Fire Drake SC U es (R RRI O, CH

R, T: Discord o cord from your hond fo puta +0/+1 ora +1/+0
counter on farget creature. 0/2.

! Feint

Choase if and how one defending wreature blocks. The block, if any,
must be legal. Play ofter defense is chasen but before domoge
is dealt.

INS C e

Flying. R: +1,/+0 uniil end of tum. Only 1 R con be used in this

3 Goblin Kites B
BSa R 6 :

¢ Goblin Mutant

Goblin Rock Sled SC (e

Name Kind (R Rofing Afist Cost  Sets Found Home Knd (R Rofing Afist Cost e Found
Desuiption Description
: False Orders NS ( eees AMg R ABU : Goblin King SC R ese My RR1  ABURAM

While Goblin King is in ploy, ol Goblins atquire mountoinwolk ond
+1/41.2/2.
U e Mg RI i3
R: Give o turget wregture you tontrol of toughness na greater than 2
fiying unfil end of tum. Other effects may later increase torget's
toughness. At end of tum, flip o coin. Bury target creature r? opponent
wins flip.

SC U es DG RR2 1)
Tromple. Goblin Mutont cannot attack if oppanent cantrols on
untopped creature with power greater thon 2, Goblin Mutant connot
block o creatuwre of power greater then 2. 5/3.
DDz RI DK, 4TH
Trample. Rock Sled may not ottack unless oppenznt controls ot least

manner, 1/2. i one mountoin. Rock Sled does not untop if it attocked your last tum.
Dwarven Armory EN R eese RTh RR2 A3 Fire Elemental SC U ese JMBe BRI ABURAM : 3/1. ? !’
2: Soatfice o lond to put 0 +2/+2 counter on o creature. Youmay 3 5 /4. At S Goblin Sappers S eee IMe RI 1A
nnivt(i:lrhlsluhfﬁwdmngsvw U!kaff- e R e Firestur_mPhnenix‘ SC R eeee Mo RR4 6 : RR, T: Torget creatute you control cannot be blocked this tum. That
Dwurgs:smupul :chidedm u ; fMe ; 3 Flying. Retum Firestorm Phoenix to ownar's hand if it goes to the £ ereature and Goblin Sappers are destrayed ofter combot. RRRR, T:
”’"“‘3}% g everly among ofl of your oppanent’s groveyord from play, If s, it may not be cast that fum. 3/2. i Torget meature you control connot be blocked this tum. That creoture
aeatures (round down) . i e Fissure INS ( eees QSh RR3 DKATH : is destroyed after combat. 1/1.
DwarvenDemaliionTeom  SC U e KBr R B85 Buy forget ond or regture, : Goblin Shiine EL Coess BSp BRI DK(H
T: Destroy a wall. 1/1 i Flome Spirit SC U ee JHo R4 4 3 Iftorget lond is o basic mountain, oll Geblins gain +1,/0. Does 1
Dwarven Lieutenant ~ SC U = e RR § Re41/+0untilend of um. 2/3, I domoge to oll Goblins f it leaves play.
R1: Give torget Dwerf +1/+0 until end of tum. 1/2. lore IS 'C e DTy R2 1A : Goblin Ski Patrol SC (e  MoRI IA

Dwarven Pony SC R e MOK R HL
R, T: Target Dwarf gets mountainwalk unfil the end of tum. 1/1.
Dwarven Sea (lan SC U ee  AWe R2 HL
T: At the end of combat, Dwarven Sea Clan Deols 2 damage to farget
attucking or blocking creatures. Only use this obility if creature’s
- controller controls ony islands.

Dwarven Soldier SC (oo '
1f Dwarven Soldier blocks or gets blocked by Orcs, it gains +0/° +2
until end of tum. Arfists: RAI, RAF, 2/1.

Dwarven Trader SC (e
1/1. (Two versions)

Dwarven Warriors SC [ eeses DSh RZ !
T: A reature of power no greater than 2 becomes unblockable unfil
end of tum. 1/1.

RADJAN SPIRIT

Dwarven Weaponsmith  SC U eee

MPo R1

Earthbind EC (oo (QHo R
Do 2 domage to and removes flying ability from target creoture.
Does not affect non-flying creatures.

Earth Elemental SC U eee DFr RR3
4/5

Enrlhquui(e SOR R eee Dff RX
DoX dnmc?e to ol players ond nonflying creatures in play.
Eron the Relentless SL U eeee

Errantry £
Target reture gets +3/+0. No other creatures can attack this tum if
torget creoture attacks,

Evaporate SOR U ee
Deal 1 domage to each blue ond white creature

Fternal Flame SOR R
domoge your opponent br the number of mountains you control,

Lose half that omount of life, rounding up :
Eternal Warrior EC ( eeee AMg R IGATH :
Torget creature does nat top to attock.
o Falling Star R eee DSh R2 6 :

From o height of ot least o foot, flip Falling Stor onto playing oreo
Any ueatute Falling Stor touches tokes 3 gamuge ond tops it it
sunvives. Folling Stor has no effect if it doesn’t tum at

least 360 degrees

106 bt Q U E S T

i eFork N
osh k1 fE i

HOK R HL
ABURATH :

PIXIE QUEEN

AR
T: During upkeep, odd a +1/+] counter to any creoture. Sacrifice on
artifact each fime you use this ability. 1/1.

ABUR :

ABURATH Glyph of Destruction NS

ABURATH © Goblin Artisons

(Ru RR3 HL :
RR/R: regenerates. (an attack the tum it comes into play on your side. :
5/2 :

C eoe Wi RI T

ARo R? H

© Goblin Chi (
" g o Goblin Chirurgeon S

: Goblin Grenode
. Gablin Hero S
2/1

Flore does 1 domage o any torger inni
ioidordl 92 10 ony target, Draw a card ot the beginning of

Flashfires 5

0R U sess [ R3
Destroy all plains in play,

N ooy 2o e R
; Cery orinstont just cast, Fork’s calor remins red and
Fork's coster may choose ifs targer,

© Frost Giant SC :
E " oo 2,471 U eee DGz RRR3 o
¢ Gome of Chaos SOR R see [Ty RRR i

(Choose torget player ond fip g coin, If i in 11
. If you win, you gain 1 life ond
that opponent fakes | damage. Otheryise, you lose 1 lfe ond that

opponent gains 1 life. The winne deci i
stokes double each roynd, e

_IRmIFm Spirit & Pixie
Queen: Cot fight! Cot fight!

0 toumoment judge! Give your
least fovorite creature mofion
sickness! Tog team some
hopless beastie by stripping it
of its flying ability with the
Spirit, then cofapulting if buck
up with the Queen. Wanno go
for broke? Throw in a handful
of Vertigos and Updrafts o
keep things jumpin’.

"

(enss” o R

¢ Giant Strength E 1G4TH :
Make torget creature +2/+2.
© Glocial Crevasses Bl R es Mo R2 o

0: Socrifice o snaw-covered mountain to have no creatures deol
damage in combat this fum

(e SR 16
Make torget woll you control +10/+0 when blocking. Target wall
takes na domoge in combat but s destroyed ot end of fum.
Uee JBg R

If desired, top Goblin Arfisans s you cost on artifact, ond flip o coin.
If oppanent wins flip, your artifact is countered. Othenwise, drow
anafhe cord from your ibrory. You may use this obility only once for
each time you cost on ortfoct. 1/1.

: Goblin Belloon Brigade  SC U eee ARy R ABURAIH
: R: Gains flying until end of tum, 1/1 :
¢ Goblin Caves L eee [y RRI 0K :

If torget land s o basic mountain, olf Goblins gain +0/+2.

( eeo i R 1
Socrifice o Goblin o regenerote o creotwre. Artists: PFo, DF1, DGe
0/?

: GoblinDiggingTeom  SC C e»  RSp R ok
: T: Socrifice Digging Team to destioy target wall. 1/}
. Goblin Flotifla SC R eee  TWi R7 FE

Islandwalk. At the stort of the attack, pay R or creatures blocking of
blocked by Goblin Flatifla get first strike unfil end of tum, 2/2.

Saarifice o Gablin to deal 5 domoge fo a target At DFr, CRu, RSp

[ eos

ABURATH
: Goblins of the Flarg
ABUR

¢ Goblin Snowman SC

Goblin War Drums N

Goblin Wizard SC

Dazzle your opponent! Confuse :

Heart Wolf

¢ Hill Giant S ee

A,

Karplusan Yeli SC

( wee M R fE G

Me R2 DK 3

R1: Gains flying and +2,/+0. You may only use this ability ence and
only if you control snow-covered mountains, Bury Goblin Ski Patrol ot
end of tum in which this obility is used. 1/1.

( oo TWi R DK, CH

Mountoinwalk. Bury Goblins of the Florg if its controller controls any

Dworves. 1/1.

I ees DGz R3 1A

Goblin Snowman neither receives nor deols domage in combat when

blacking, T: Goblin Snowman deals 1 damage to the creature it

blocks. 1/1.

[ eeese |ili R2 fE
Each attacking creature you control may not be blocked with fewer
than two creatures. Adists: DFr, HHu, RKF, IMe.

oblin Warrens N R eees [f P72 FE
R2: Sacrfice twa Goblins to put 3 Goblin tokens, which ore 1/1 red
weatures, in play.

U e [Ge RR2 DK

T: Put a Gablin from your hond directly into play. Treat torget Goblin

os if it were just summoned. R: Give target Goblin protaction from

white until end of tum. 1/1.

: Granite Gargoyle SC R see (Ry R2 ABUR
© O Flying. R 40/41,2/2.

i Gravity Sphere EW R eesee iS5y RZ 16
: Al aeatures lose flying ability.

53’“\"20!]273 SC (e D R2 ABURATH
¢ Grizzled Wolverine SC Coes (B RRI 1A

R: +2,/+0 until end of tum. You may only use this obility when o
creature blocks Grizzled Wolverine and only once each tum. 2/2.

SC R e MOKR3 HL
First strike. T: Target dwarf gains first stike and +2/+0 until the end
of tum. If that Walf leaves play this turn, bury Heart Wolf. Use this
ability only when ottack or defense is announced. 2/2.

DFr R3  ABURATH
3/3.
Murlnu/nMino?uur SC ( eo  AMo RR1  ABURAM
: 2/3.
¢ Hurr Juckal SC R oees [Ty R AN ATH
: T: Prevent creature from regenerating this tum. 1/1.
* Hyperion Blacksmith U eee D RRI 16
T: Tap o untap torget artifact opponent controls, 2,/2.
. Immaolation EC  ( eees SKi R LG ATH
Ioke target crecture +2/-2.
i Imposing Visuge fC (e PR R 1A
: Torget creature cannot be blocked by less thon 2 veatures.
* Inferno INS R eee RAF RRS DK, 4TH
; Do 6 demage to oll players and ofl creatures.
¢ Ironclow Curse EC R oees DD R HL

Torget areature gats -0/ -1. Thot creatute cannot be assigned to block
any crenture with a power greater or equal to the wreature’s
toughness lranclaw Curse enchants

* lronclow Ores SC Ce Mg Rl ABUATH
; Moy only block creatures of power equaling 1 or less, 2/2.
¢ Incinerate NS ( eees APp RI 1A

Do 3 damoge to any target. Crentures damaged by Incinerate moy
ol regenerofe.

¢ Jokulhaups SOR R eeeee RTh RR4 1A
: Bury all arfifucts, creatures, and lands

: Joven ( eee DSh RR3 HL
: RRR, T: Destroy target nan-creature artifact, 3/3.

¢ Korplusan Giant (Ul eeee DGo R6 I

0: Top o snow-covered lond you cantrol to give Karpluson Giant
+1/+1 unl end of tum. 3/3

R eees Qo RR3 1A
T: Korpluson Yeti does domoge equal to its power to forget creature.
Torget creature does domoge equal to its power to Karplusan Yeti,
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Keldon Worlord SC U ese KB RR2 ABURAM i
Paver and toughness equal number of non-woll creatures in ploy on Holathni Dragon SC R eee  MWe RR2 (N Primordial Ooze SC Ue SR 16, CH

your side, including Warlord. * /*
Kird Ape SC  ( eeee [Ma R

Kird Ape gains +1,/+2 while controller has forests in play. 1/1.
Kobold Drill Sergeant ~ SC U e JBo Rl

Give ofl your Kobolds +0/+1 and trample. 1,/2.
Kobold Ouerrnrd X R

First strike. Give all your Kobolds first strike. 1/2.

Kubulr? of Kherkeep SC C e JBo O 16

Kobald Taskmaster SC Usee R R (G
Give ofl your Kobolds +1/+0.1/2

Land’s Edge W R ee BSn RRI 16, CH :

Any ployer may discord o cord from hand ot any time ond do 2
damoge to o player of his ot her choice it the cord discorded is
oland.
Lava Burst
Do X domage to any torget. If the target is o creature, effects that
prevent or redirect damoge connot b used to protect that creature.

Lightning Bolt N5 C sesse (Ry R ABURATH :
Do 3 domage o one target. :
Magnelic Mountain EN R eee SVC RR1  ANRAIH :

To untop o blue creoture, controller must spend 4 during upkeep in
oddition to other requirements. Big bluedeck killer!
N

Manabarbs Res (RuR3

Do 1 damoge to contraller whenever he or she draws mona from

ony lond.
Mana Clash SR R e Mle R DK, 4TH :

Choose o target player. You ond he or she should fip o cain. Any
player whosa cain comes up tois loses a lfe. Repeat until both
players” coins come up heods simultaneously.

Mana Flore R eees (Ry R2
Each lond produces an extra mana of its normal type whenever it is
topped for mona. :
*Marton Stromgald ~~ SL R esese MPy RRZ Az

If Morton Stromgald attacks, all other attacking crechures gain
+*/+* until end of fum, where * equals the number of other

attacking creatures, If Morton blocks, ol other blocking creatures goin

+*/+* until end of tum. 1/1.

MR
¢ Orc General SC U My R2 DK

B R 6 i

i Orcish Connoneers S

SR C weoe TH R Wi

: Orcish Former

ABURATH

ABURATH

Flying, bands. R: +1/+0 until end of tum. Bury Nolathni Dragon if
more than RRR is spent in this manner in one tum. 1/1

T: Secrifice an Orc or Goblin to give ofl Ores +|/+1 until end of tum.
2/2.

Orcish Anillery SC U ees  AMg RRI
T: Does 2 damoge to eny target ond 3 domage to you, Misprint:
Alpho version [ists costing cost os R1. 1/3

T: Does 2 domoge to ony torget and 3 domoge to you. 1/3.

¢ Orcish Coptain SC U= MeR fE

1: Choase torget Orc, then flip o coin. If opponent wins fip, target

Orc et +2/+0 unfend of tum. Otherwise, the Orc gets 02 il
0Sh R Wi

end of tum . 1/1.

Orcish Constripts SC (e
Connot attock unless ot least two other creatures attock. Cannot
block unless at least two other creatures block. 2/2.

C

T: Tum target lond into o swomp unfil its controller’s next untop
Ehuse. 2/2. i
Orcish Healer SC U eee QHo R Wi

RR, T: Target cregture may not regenerate this tum. RBB, T:

Regenexme target block or green creature. RGG, T: Regenerate forget

black or green creature. 1/1.
Orcish Librarion S
R, T: Take the top eight cards of your library and randomly remove
four from the gome. Put the remoining four in any order on top of
out library. 1/1.
Ur:isl Lumberjack SC

con be any combinafion of green and red mano. 1/1.
Orcish Mechanics
T: Do 2 points of domage to any torget. Eoch fime you use this
obility, ploce one of your erfifucts in play in the groveyord. 1/1.
Orcish Mine L U eee
When Orcish Mine comes into ploy, ploce three ore counters on it
During upkeep remove one counter when ever torget lond is topped.
Destroy lond Orcish Mine enchants when lost counter is removed.
Orish Mine Deals 2 dumuge to land’s controller.

3 % _| Mox Ruby &
Titania’s Song: Speed,
speed, speed! Use fost mana
fike Moxes and Jeweled
Amulets to pull out a high-
casting-cost card fike Titania's
Song out on your first tum,
turning oll artifacts into ot
creatures with power and
toughness equal to their
casting costs! What happens
next? You get fo hang around
with the ather kids af the
tourney who lose before their
second turn.

Melee

creatures s if they hod not attacked.

Melting BN U e

Al snow-covered lands tum into non-snow-covered londs of the

some fype. i
Meteor Shower SOR C eeee REm RXX I

Meteor Shawer does X+ damoge divided ony way you choose to
ony number of targefs.

INS U eeee QWi R4 A
Cost on your tum during combat, but before defense is chosen. i
Choose how your attacking creatures are blocked. After declaring
blockers, untap any unblocked attacking creoture. Treat those

RGo R3 i

Orcish Oriflomme EN U eee DRt R3
Al of your attacking areatures goin +1/+0 during your attock.
Misprint: Alpha version fists zus'nng wstos RI.

Orcish Spy
T: Look at the top 3 cards in tmgel ployer's berarv Return them in
order. Atists: DGe, SVC, PYe. 1/

Orcish Squatters SC
1f Orcish Squatters ottacks ond is not blocked, you may gain control
of o lond controlled by the defending player. If you do so, Orcish
Squatters deal no damage this tum. 2/3.

Orcish Veteran SC (o

AB,IJ,?A'FH

Uses DF BRI ¥

C eee Dt RRI ni
i Raiding Party N

R esee Pfo RI m§

( eoee Dfr R 1A
T: Sacifice o forest to odd three mana to your mana pool. This mano

(o P R2 M

KFo BRI H

Must attack whenever possible. Add o +1/+1 counter as your
upkeep ends. Then pay 1 per counter or Primordial Ooze deals 1
domoge to you per counter ond fops. 1/1.

Pyroblost INT

( eeeee [ R A
Counter torget biue spell or destroy torget blue permonent.
oclosm SOR U eese PMo RI A
Do 2 domoge to each creature.
Pyrotechnics SOR U eees AMg R4 LG, 4TH

Do 4 domoge divided oy way omong ony number of torgets.
(}umum Trench Gnomes SC R eee Dff R3 L6
mgﬂfpimrlspradme 1 insteod omeﬁendofgume /1.
Rugmgﬂ SC (= RN

/1.

Rngm‘?halmnm‘mg,tﬁmd IN R .g.l;undSh RR Ihemgvemf!

When ottocki ide opponent’s creatures on either side o

Raging River. Atfocker can then choose on which side of River to
place each ottacking wreature, and oftocking creotures can only be
blocked by flying creatures or those on the same side of River,

U eee (o R2

Roiding Porty may nat be torgeted by white spells or effects. Socnﬁce

on Orc to destroy ofl ploins. Any ployer may top o white qeature fo

sove 1 or 2 plains from destruction. Any number of white ceatures

moy be topped for this purpose.

Red Elemental Blost INT ( eeess RTh R ABURJ4H
Counter o blue spell being cast or destroy o blue cord in ploy.
Misprint: Alpha version listed type os Instont.

Retribufion SOR U eee MTe RR2 HL

Choose Two creatures controlled by opponent. Bury one of these
creatures ond put a-1/-1 counter on the other. Thot opponent
chooses which creature is buried.

ock Hydro SC R ees JMe R ABUR
PutX +1/+1 head counters on Hydro. Eoch point of domoge to
Hydra destroys one counter unless controller spends R per heod.
During upkeep, new heods may be grown for RRR apiece. 0,/0.

Roc of Kher Ridges SC R eeee MRy RI ABUR
Flying. 3/3.
ukh Egg S{ [ wees (Ry R3 AN
If geshnyed, 1 4/4 Rying red token creature is put info ploy ot end
2 of um. 0/3.
i Sabretoath Tiger SC ( eee  MBe R2 A
i First strike. 2/1
¢ SedgeTrol SC Rees D B2 ABUR

B: Regenerates. When controller has swomps in play, Sedge Troll
gains +1/+1.2/2.

¢ Shatter INS [ eese AWe R1 ABURATHIA
Destroy forget ortifoct
i Shatterstorm SOR R es= MPo RR? ADR

B

asumn
eose i R fE

R eess RIF R4 W

b R2 i

f Shivan Drogon

Stonehands £

i Stone Roin

Bury oll orfifocts in ploy. Artif m creatures moy not be regenerated.
SC R eeses MEo KR4  ABUR4H
Flying. R: +1/0. 5/5.

Sisters of the Flame SC C =e= [Ny RRI DK 4TH
Is B.ddeuywmnmpeoE (play os on interrupt). 2/2.
: Smoke EN R e My RR ABURATH
Each ployer oy only untop one creature during untop phase.
Spinal Villain SC R eee Mo R2 16
: T: Destroy torget blve creature. 1/2
i Stone Gian! SC U eee DWi RR2 ABURAH

T: Give one of your creatures with foughtness less than Stone Giant's
power fiying unhl end of tum. Terget cregture, which con increase its
toughnesss ‘ofter it gains flying obilty, is killed at end of fum.

3/4.
( eee D R2 A
Turgel(reumwﬁﬁﬂ +2 R: Gains +1,/+0 until end of tom

( ees  DGe R2 ABURATHIA
Destroy any one lond.
Stone Spirit SC U eee Mo R4 N
Stone Spirit connat be blo(kad by flying creotures, 4/3
Storm World Re (R 16

Dnldumgemmﬁc,elimemh:mdbdowmm

. Tempesl E :ael SC R= NTh RRRI L6,4TH
T: Pick 0 cord rondomly from opponent’s hond ond ploce it in yours,
busying Tempest Efreet in opponent’s graveyord. Opponent may
prevent this permanent change in ownership by sacrificing 10 bfe of
conceding gome before the switch is mode. If so, bury Tempest
Ffreet in coster’s graveyord. 3/3

Mijae Djinn SC R ese  SYC RRR ANR Cannot be assigned to block white creatures of power greater thon 1. & Tor Giont SC (e DSh R3 1A

IF Mijae Diinn attacks, flip a coin. If opponent wins fip, Mijae Diinn R: Give Orcish Veteron firt shike uatil end of tum. Aists: MBe, OFr, 3/3

tops but does not attack. 6,/3. i QHo, DSh. 2/2. i Totol War N R eee DIy B3 R
Mons’s Goblin Roiders  SC C o IMe R ABURA4TH i Orgg SC R ees DGe RR3 fE : Whenever any player declares on ottock, destroy oll untopped non

1/1. ; Trample. Orgg con nat attock if opponent confrols on untopped ; woll creotures that don't ottock. Creatures that the ployer did nat
Mountain Goot SC (eee (B R I creature with power greater than 2. Orgg connot block creatures of control ot the beginning of the tum are not offected by Totol Wor

Mountainwak. 1/1, : power greater thon 2. 6/6. ¢ Tunnel SOR Uee DO R ABURAM
Mountain Yeti SC ( eeee Dfr RRZ 16, CH ¢ Panic INSG (e MG R R : Bury one wall

Mountainwalk, protection from white. 3/3. : Target creoture may not block this tum. Draw o cord ot the beginning :  Two-Headed Giont of Foriys SC R seee AMa R4 ABU
Mudslide EN R es  BSn R2 I : of the next fuin i Tromple. May block two creotures in combat. 4/4

Nonflying creatures do nat untap unless their controller pays 2 for Power Surge EN R wee  [Sh RR  ABURATH : Uthden Troll SC U eees DSh R2  ABURATH

eath cregture he or she wishes fo untap. Before untap phase, ployer must count untapped londs. During R: Regenerates. 2/2

upkeep phase, player fokes 1 domage for each untopped lond
of Rusiited /ol ART Aot @ Comiotve Upkoop~ C vt Gooe. EL Enchom 10 EW Enchant Work W iemupt ST Sammon (roahre
AC Adifoct Creature R Curtent Rarity £ Enthonl Arifoct EE Enchont Enchontment  EN Enchoniment INS Instont AN Lond SOR Sarcary
A PRI L 1 9 9 6 107

bu;xaqqab a3 :o1bHhew

s 12 @ KA e 1 d

n 6

o)
o




MAGIC:

RED/ WHITE

THE GATHERING

Aysen Bureauerats SC

Aysen Hi
: Siure «reatures goin plmnsvmlk
i SOR

Torget creature may not be blocked by arfifoct creotures. domoge
token from an orfifoct source is reduced to 0. Torget ereature is not
offected by artifoct effects that target it.
C eee  fRo W1 hL
Top target wrecture with power no grealer than 2.1 / 1.

i Aysen Crusader SC Roes MNh W B

Xequuis number of heroes in plm,' 2‘+K/2+)(
N

. Bn!unte R eeess 11Po W]
All players must discard enough lands, cords in hond, and reatures
50 that everyone hos the same number os the pTuyel with the lowest

¢ Gircle of Protection: Green EN

Gircle of Protection: Red  EN

Nh w3 L

ABURATH
¢ Uergy of the Ho

Nome ind (R Roing Adst Cost  SesFowd  Nome ¥od (R Rong At Gt SesFound
Destrigtion Description .
T Artfac Word EC (e O0h W 0 ( eee Sty WIABURATHIA

1: Prevent all damage to you from one green source.
( sooe INTe W1 ABURATHIA
1: Prevent all domoge to you from one red source.

¢ Girde of Protection: White ( oo DSHh W1 ABURATM
: 1: Prevent all damoge to you from one white source.
(leanse SOR R eess PRy VW2 16
Destroy oll block creatures in play.
(leansing 0R R ees PVa VWWW 0K

Al land is destioyed. Anyone who wishes to preserve specific londs
moy do so h( sacrificing 1 Ife per land to be saved.

y NimbusSC € ee  DGe W 16
If killed o destroyed, Clergy of the Holy Nimbus regenerate unless

Vertigo INS U eee Dy R 1A number of londs, cards in hond, ond creatutes, respectively. S opponentpoys 1, 1/1.
go?dmgefururgetﬁwngmm . which loses flying unfilend :  gatile Cry INS U ees DSh W2 15 ¢ Cold Snap Bl Uee RG W2 I
H Untop ol your white creatures. All creatures tht block this tum gt CU: 2. During each player’s upkeep, Cold Snap does 1 domage 1o
Wall of Dust SC U e RTh RZ LGAH +0/+1 until end of tum. : that player far each snaw-covered land he or she controls.
‘,J;““{'}‘ blocked by Woll moy not attock during opponent'snext & Bagst wmksn " 5‘.(f R 7 Hiy WW1 WL (ombu% MPI: ic i lc seon fuji W2 :
G: Banding unfi eendu fum. 1/1 : W1: Prevent | domoge to o ployer or wreature, Artists: EBs, LDa,
Wall of Earth SC C seee RTh RI (6} Benalish Hero Cese DSh W ABURAH :  AMoSVC.O/2.
0/6. : Bands. 1/1. ¢ (onsecrate Lon EL U eses jie W ABU
Wall of Fire SC U see RTh RRT  ABURAM : Block Scarab EC U eee Ko W (L Terget lond is immune from all effects that would destioy it.
R: +1/40.0/5. : Target aeature gets +2,/+2 as long as any ofher player has ony : Conversion BN U esse Jiy W2 ABURAM
Wall of Heat SC ( eee [Th R2 LG(H : black cards. Torget creature connot be blocked by block creatures. ¢ All mountains ore considered basic plains. Pay WW during upkesp or
2/6. ¢ Black Ward EC U eese DFr W ABURATH : discard Conversion.
Wallof Lava SC ese Pz RRI I TmFel creohure gains protection from black. ¢ Cooperation ( wee PFg W2 A
R:+1/+1 unfil end of tum, ]/3 ¢ Blaze of Glory NS R ee Rh W ABU ©  Torget creature gains bonding.
Wall of Opposition SC U eee  Hic RR3 6, CH :  Torget eoture must block oll creature thor it s legally eligble o Crusade BN R eese MPo WW  ABURATH
1:41/+0 unnlendofrum 0/6 £ block. Blocker's contaller chooses how to distribute domage. S Mlwhite reatures gain +1/+1.
Wall nf/Smrle eee  Dfr RR1  ABURAM : Play before defense is chosen.
» Wheel of Fortune SOR R eeess DGe R? ABUR g >
Al ployers must discord their bands ond drow seven new cords, - | Justice & Chaoslace:
Windaeeker(enmurm 3[/2 R ese Mo RRI Book G Tap a couple of white and
oes not fop to L2/2 i i
Winds of Change SOR R ese JHo R (GATH two.oﬂ!er mslnn uﬁd bring
Al ployers mustshff heic hnds ino thei B, then drow s~ lusficeinto play. Then os
many cards o they ofiginally hod. : S00N 05 your opponent fries
Winter Sky SR R e MK R HL

Flip a coin. Oppanent calls heads or toiks. If callis in your fovor,
Winter Sky does one damage 1o each weature ond ployer. Otherwise
each player draws a card.

Word of Blasfing
Bury target woll. Word of Blasting does X domage to the wall's
controller, where X equols the casting cost of the wall.

Ydwen Efreet’ R e
Flip o coin when defm&\g It o{gponam wins flip, opponent may
decide whether or not Ydwen Efreet blocks. 3/6.

[(WEILE

Abbey Gargoyles SC
Flying. Protection from red. 3/4. |
Abbey Matron SC ( eee MK 2WW HL =
W, T: +0/+3 fill end of tum. 1/3 (Two versions) E
Jo'far SC U eeee [Me W AN, CH G

If Abu Jo'far is destroyed in combat, oll creatures blocked or blocking
Aby ore destroyed and connot regenerate. 0/1.
Adarkar Unicom C

T: Add either U or U and 1 to your mona pool. This mana con only be

used for cumulative upkeep. 2/1
Akron Legionnaire SC ° MPo WWeb
0f your non-artitoct creatures, mlv Akron Legionnaire may attock.
4.

B,

AMlabaster Potion INS [ eeee HMc WWX
Give torget player X life or prevent X domoge to forget creature
or player.

Amrou Kithkin SC C ee  QHo WW
Creatures with power greater thon 2 may not block Amrou Kithkin.
Blocker's power may later be increased. 1/1.

Angelic Voices EN R eeee JBg WW2
Give ol your creatures +1,/+1 if you control only white or artfoct
(reatures.

Angry Mob SC U eeee [Ty WW2
Trample. During Angry Mob's controller’s tum, *=tofal number of
swiomps ol opponents control. Otherwise, *20, 24424,

Animate Wall EC Ree DR W
Target woll moy now attock. :
Ardic Foxes SC (e MPo WI 1A

If defender controls any snow-covered londs, Arcfic Foxes may nof be
blocked by any creoture with pcwer glemr Ihcn l 1 / 1.

Arenson’s Aura W i Caribou Range fL

W: Socrifice on enchontment to desrrw unu?her enchunrmem. 3uu:
Counter an enchantment s it is being cast.
Argivian Archoeologist ~ SC
2, T: Bring an artifact from your graveyard to your hand. 1/1.
Argivian Blacksmith SC (oo
T: Hedq‘i):“ei domage to target ortifoct creature. 2,/2.
ed SOR

Armag R eeses iy W3
Destroy all londs in play. :
Armor of Faith EC (oo Mo W 1A
vFetueumle gains +1/+1. W: +0/+1. i
Army of Al INS ( eeee BSn WWI AN

+2/+0 to oll attacking creatures until end of tum.

108 N @ U E S T

NS U wee  Kie RI W

Dfu RRR o

U sees R WWWZ ML G

¢ Blessed Wine
C oee  QHo WWI i

L, :
64T
GATH :
6,
DK ATH Call to Arms i

ABURATH

: Camel SC

R oeeso fifle WWI [
P ) Castle N

ABURATH |

¢ Circle of Protection: Blue EN

INS C e Ko W1 1A
Gain 1 life. Drow o cord o the beginning of the next fun.
Blessing EC R esee JBo WW ABURAH
: Wo+1/+1. :
: Blinking Spirit SC R eeese [Wi W3 A

0: Blinking Spirit retums to its owner’s hand. 2,/2.

: Blood of the Martyr INS U e (Ru WWW  DK.(H :
Until end of tum, you may redirect domage done to your creatures to

: yourself instead.

: Blue Scarch EC U eeo  AWe W A
ng;m aeature gets +2/+2 os long os any other ployer hos ony blue  :

3 cards. Target creature connot ba hlacked by blue creatures.

: Blve Ward K DFr W ABURATH :
Torget creature gains protection from blue. :

¢ Brainwasl EC Cee Ple W DK, 4TH

Torget creature may not attack unless its contraller spends 3. Other
requirements for the creature to attock must akso be mat.

Choose o color. As long o5 trget opponent controls more cords of

thot color than of ony other, ofl white creatures get +1 /+1. Bury Call

to Arms if ot any fime that opponent does not control more cords of
that color than any other color.

(e Stv W AN
Bands. Comel gives immunity to Desert damage to oll those banded
withit, 0/1.

WW: Top lond Caribou Range enchants to put o Caribou foken into
play. Treat this foken os 0 0/1 whita creature. 0: Sacrifice o Coribou
foken to gain 1 life.

U eee Wi W3
Your untapped creatures gain +0/+2. Attacking creatures don’t get
this banus.

i Grde of Profection: Arfifos EN U eese PVe Wi AQATH :
2: Prevent oll domoge ogainst you from an ortitoct source
: Cirdle of Protection: Black EN ~ ( esee My W1 B,UR4THIA

1: Prevent oll domage to you from one black source.

1: Prevent oll domage to you from one blue source

i D'Avenant Archer SC

i Death Ward
A Disenchont

: o Divine Infervention [N
Divine Offering

Divine Transformation ~ EC
R eeee RGa Wi I i

© Dustto Dust

R eees Rlp WW2 T

ABURAH
: Erhaited Belng SC (o

Ceoo  DWi WIABURATHI ©

onything, Chaoslace him!
Yeah, you heard right,
Chooslace your opponent.
That woy if he so much as
renches for o Scryb Sprite
he's faking domage. Just
make sure you're playing
somebody smaller than you.

( eeo  [DSh W2 LG, CH
: T: Do 1 damage to attocking or blocking ceature. 1,/2.
i Damping Field B Ue  JHo W2 AQ

No ane may untap more than one arfifact in each of his or her own
untop phoses.

© Death Speakers SC U eee DSh W HL
W: Protection from black. 1/1,
INS' € ese HHC W ABURAMIA

Regenerates forget creature,
INS  ( eeeee BSy WI ABURAMIA

Destroy torget enchantment or artifact.

R eee  AWe WW6 LG

Put 2 counters on cord. Remove 1 counter during you upkeep. When

both are removed, game ends in o draw.

NS ( eeeo JMe W] 16

Destray target artifoct, gaining life equaling casting cost of artifoct.

U eees NTh WW2 16,4TH
: Give target creature +3/+3.
: Drought EN U eeeee Nth WW2 I

During your upkeep, pay WW or destroy Drought. In ordar fo cast o
spell that has B as part of its costing cost or use an ability that
requires B, the ployer must sacifice o swomp for each B in the spell
or effect.

SOR ( ees DIy WWI DK
Remove any two faiget arfifocts from the gome.
Elder Land Wurm SC R ees  QHo WWW4 LGATH
Trample. Elder Land Wurm cannot attock unfil it has been ossigned to
: black. 5,/5.
i Elvish Healer SC C eee  Rfm W2 1A

T: Prevent 1 domage to any target o up to 2 damogs to 0 green

wreature. 1/2.

Dsh WW1 16
Reduce domage dealt to Being during combat by creatures with
enchantments on them to 0. 2/2.

Enduring Renewal EN R eeeee fiflc WIW2 1A
Play with your hand face up. If you o draw o creature from your
Iibrary, discord it. Whenever o creature goes to your groveyord from
ploy, retum it to your hond.



Home kind (R Roting Adest Cost SesFoond  Nome lind (R Rofng Afst (st SetsFound Nome Knd (R Roing Afist Cost  Sets Found
Description pt Desaription
Energy Storm BN R eses SEv W1 A : HolyDay NS C oo JHo W 6 :
CU: 1, Domage done by instants, intermupts, ond sorceries is reduced (reatures otfock and block os normal but deal no domoge. : Kieldoron Guard SC (e AW W 1A
to 0. Flying creatures do not untop during their controller’s ¢ Holy Light INS (e DIy W2 o i T: Give forget creature +1/+1 until end of tum. If that creature
untap phese. : Give ofl nonwhite creatures -1 /-1 until end of rum. : leaves play, bury Kjeldoran Guord. Use only when attock or defense is
Equinox L Cee SO W 16 : Holy Strength (eee Mo W ABURAM cnnounced, and only if defending player controls no snow-covered
Tap target land to counter a spell that destroys your lond (ploy ason Target creature gains +1/+2. : londs. 1/1.
internupt). ¢ lcatian Infantry SC O Coee  MHW FE ¢ Kieldoran Knight S{ R esss RSy WW 1)
Exorcist SC R eee DIy WW 0K : 1: Gains banding until end of tum. 1: Gains first strike unfil end of Banding. W1: +1/+0 until end of tum. WW: +0/+2 unfil end of
W1, T: Destroy target block creature. 1/1. tum. Artists: EBe, CRu, DSh, DTu. 1/1. fum. 1/1.
Eye for on Eye R eess P WW  ANRATH : lcation Javelineers SC Coee M W FE ¢ Kieldoran Phalanx SC R eee RKF WS 1A
Do s much domage fo contioler of o creature, spel, oreffectossoid © When cost, put o javelin counter on Jovelineers. T: Remave the i Fiststrike, bonding. 2,5,
: : Kieldoron Royol Guord ST R wees Wi WW3 1A

creature, spel, o effect does to you.
Farmstead L R MPo Wwiw
Torget land's controller gains 1 lfe but no more if WW is spent
during controller’s upkeep.
Farrel’s Mantle EC
If target creature attacks ond is not blocked it may deal X + 2
domoge to any other torget creature where X is the power of the
wreature Forel's Montle enchants.
Farrel’s Zealot SCC oee MWW fE

|f Zealot attacks without being blocked, you may deol 3 domageto o :

torget areature. If so, Forel's Zealot deals no domage. Arists: EBz,
1ABe, RKF. 2/2.

Farrelite Priest SC Ue P WWI fE
1: Add W to your mona pool (ploy as an interrupt). Bury Farelite
Priest if mare than 3 is spent in this way in one fum, 1/3

fing BN U e DshoW D
Toke 2 life if you skip your drow phase. Destroy Fasting if you drow
o cord for any reason ot when if has been in play for 5 of your

Fas|

ABUR

Icatian Moneychanger
U eee Ao W2 FE :

K lcation Skirmishers SC

counter to deal 1 domage to any target. Arists: EBe, MBe, SKi. 1/
PYe WW

1.
lcation Lieutenant SC Re e FE :

W1: Give torget Soldier +1/+0 unfil end of tum. 1/2.
SC Coeee  Juii W
Lose 3 life when casfing ond put 3 counters on lcatian

fE

Maneychanger. During your upkeep, put a counter on Moneychanger.

Saaifice Moneychanger during your upkeep to gain 1 ife for each
counter on it. Arists: EBe, MBe, DTu. 0/2.

¢ lation Phalanx SC U eee Kfo W4 FE ¢
i Bonds. 2/4.

¢ lration Priest SC U eee DI W fE
WW1: Make torget creature +1/+1 until end of tum. 1/1.

¢ lration Scout SC € weee fui VW

1, T: Give torget creature first strike until end of tum. Adists: RAI,
PFo, RKF, DSh. 1/1.

R ees HHy W3 FE
Bands, first strike. All creatutes that band with Skimishers gain first
strike until end of tum. 1/1.

| Kieldoron Skycoptain

FE i
i Lond Tax

i Leeches

T: Redirect olf domage done to you by unblocked cregtures this tum

1o Kjeldoron Royol Guord instead. 2/5.

U eses [Py W4 A

Flying, banding, fiest strike, 2,/2.
SC

Kieldoran Skyknight [ weee )Py W2 1A
3 Flying, bonding, first stike. 1/1.
¢ Kjeldoran Warrior SC C ees HMPO W 1}
© 7 Bonding. 1/1.
¢ Knights of Thorn SC R oeees (Ry W3 DK
: Protection from red, banding. 2,/2.
¢ Lonee B Ue R W ABUR
Torget creatwre gains first strike.
d R eeee Sy W LG,4TH

f apponent controls more lond thon you during upkeep, you may
remove up to 3 basic londs from your library and put them in your
hand. Reshuffle your Bbrary ofterword.

SR R * AR WW1 HL

upkeeps. i leation Town SOR R eees TWi W5 fE : Torget player remaves o poison counters. Ployer tokes | domage for

Festival IS Coee  MPo W DK Pt Citizen tokens, which ore 1/1 white creatures, in play. ¢ eoch poison counter removed.

Opponent may not declore on attack this tum. Flay during i indestrudtibleAura NS C e MPo W 16 ; Lifeblood BN R eese MIe WW2 16
opponent’s upkeep. : Reduce to 0 oll domage dealt to target creature until end of tum. : Toke 1 life whenever opponent tops o mountain.

Fire and Brimstone NS U e IMe WW3 DK & Infinite Authority EC R es DSh WWW LG CH : LightningBlow INS R eee HMc WI 1}
Do 4 domage to torget ployer and do 4 domage to you. Fire and ; After combat, destroy oll creatures with foughness 3 or less blocking Give torget creature first strike unfil end of tum. Drow o cord ot the
Brimstone may not be used unless opponent has dedored on attock ot blocked by torget weature. Puta +1/+1 counter on forget i bﬂiieﬂﬁﬂ of the next fum.
that tum. § crenture for eoch recture so destroyed. i LlostOrderofJorkeld SO R ees ARy WW2 "

Formalion INS R e Kie Wi A" Klond Sonctuary EN R e MPo W1 ABUR4M : * equals the number of reatures controlled by torget opponent
Give torget ceature banding i end of m. Dow o cond ot the & 1f you don't draw 0 cord, only fing or slondwalking cretes may ¢ 1+7/1+
beginning of the next tum. H attock you unfil your next tum, ¢ Martyr's ry SOR R eee 1Mo WW DK

Fortified Area BN (e RAF WWI (6 : Ivory Guordians SC U ees MBe WW4  IG,CH i Remove ol white ceotwes from the gome. Eoch ployer must drow o
Giv oll your walls +1/+0 ond bonding. : Protection from red. Make ol guordions +1/+1 if opponent controls  :  cord for each white recture her or she confrolled

G ( eeoe EBe W A : redcords. 3/3 : Martyrs of Korlis SC U se  HOK WW3 A)

x ,
. ngut fout healing counters on Fylgia when it comes into ploy. 0:

enchants. 2W: Put o healing counter on Fylgio.

© General Jorkeld Sl R eee RTh W3
T: Exchange two blocking reatures without reating an illegal block.
1/2. ;
Glyph of Life NS C e VO w 6
W-‘ldd to your lfe points domage done fo target wall by
offacking creatures. 2
Greal Deienﬂer INS U ee MPo W G

Give forgat creature +0/+X until end of tum, where X is the
creature’s cosfing cost.

Great Wall U Show? 6 :

with plainswalk may be blocked.
Creatures with pi gl i 1
W1: Prevent oll domoge to you from a red or black source.
Green Scarab EC U eee Ne W
Torget creature gefs +2/+2 aslong os any other player hos any
green cords. Torget ueaEtgre connot be blocked by green cregtures.

Yord U eee OFWABURAM
Gree?ufget (egture goins profection from green.
Guordian Angel NS C eee Ay W ABUR

Negate ¥ domage dealtfo @ target. Psst: put his card next

to Poralyze.

Haflowed Ground N U oo
Hand of Justice R soses [iBp |5

o T: Tap 3 torge! white creotures you control fo destroy ony ferget
aeature. 2/6.

duhr the Abbot SC :
Haz )1(1 ;i Redirect to Hozduhr X damage deolt to white you conra. 7/5
" IS C Mle

Heal 2. W i
Prevent 1 domage to any furget. Diow o card ot the beginning of the
next fum. i
Healing Salve INs Coeos DFt W ppypay

in 3 life, eqate up to 3 domage deolt fo a target,
Gain 3 ife, or negi WS Uee Dgh w’ﬂ

Heaven's Gate
Chang the color of one or more forget eatures to white unti end

¢ Jihad N
Remave o heoling counter fo prevent 1 damage to the creature Fylgia :

: Korma EN

: Keepers of the Faith SC
: /3.

0sh W n
WW: Retum o nom-snow-overed land you control to its owner's hang.
E

Rosee DR Ww3 W

+2/+1 to white creatures while chasen color of opponent's s in
play. Discard Jihad if na cords of that color are in play.

Justice EN
Poy WW during your upkeep or destroy Justice. Whenever o red spell
or aeature deals domage, Justice deals an equol omount of domage
to the contioller of that reature or spell.

U seeee RTh WIW2

Do 1 point of domage 1o o ployet for each swomp he or she has in

play during his or her upkezp.

([ e

DGe W1 LG, CH

W
Wihter

WINTER'S CHILL

R sses BSn WWW IV

Ul eesse RTn W2 1A

ABURAH

Domoge done to you by arfifocts is insteod done fo Martyrs of Korlis
unless Mortyrs of Kodis is topped. Only one Bodyguord of your choice
may toke domoge for you in this mannet per hum. 1/6.

Mercenaries SC, Re B W3 1]
If Mercenaries domages a player, thot ployer may poy 3 to prevent
3 that domage. 3,/3.
© Mesa Fakon SC ( ee= MP0 WI HL
Flying. W1: +0/+1 until end of tum. 1/1. (Two_ versions)
Mesa Pegasus (  ( eees MBe W1  ABURATH
: Flying, bonds. 1/1.
¢ Mirocle Worker SC (=ee RS W ¥

T: Destroy torget enchontment on one of your creatures. 1/1

of . i )
Heroksm BN U e Mo W2 FE % Kelsinko Ronger SC Ce MPo W A : Moat EN R swes Mo WW2 16
Sarifce o white ceaturo fo prevent attacking fed creatures fom & W1 On green aeature gains first strike untlead of tun. 11, Nonflying reatures connot attock
dealing damog in combot this tum. The altacker may pay R2saon £ King Suleimon SC Roe= MR WI N Mnorish{nvtﬁry SC C eee  DWi WW2 AN
aftacking teature moy deol domage: normally. ©T: Destoy an Efreet ot Djinn. 11 Tromple. 3,73
Hipparion SC U eee Wi W A Kismet B U eses Kio W3 (GATH  Mordle IS C e MR WWI DK 4TH
Hipparion connot block areatures with power 3 or greater unless you Al opponent’s creatures, lands, and artifocts enter ploy tapped Give ofl pttocking creotures +1,/+1 until end of rum
pay an oddiionel 1.1 i Kieldoron EHlte Guard ~ SC U eee  MBa W3 I - Northern Polodin SC R eess DSh WW2  ABURSM
Holy Armor K C_ eee MBe W ABURANY : T: Give torget creature +2/+2 unfl end of tum. Bury Kjeldoron Eite WW, 1: Destoy o black cord in ploy. 3/3
Torget creature guins +0/+2. W: +0/+1. : Guord i that creature leaves play this tum. 2/2.
o/ Resticted/Bonned ART Atfoc (U Comalative Upkesp € Emchont Croature EL Enchont Lond EW Enchont Worki INT Intesrapt SC Summon Creatire
K Afoct Ceature (R Curent Rarty EA- Enthant Avbfoct £F Eochont [ochoowoaet. N Enchoniment INS Instont (AN Land SR Sorney
A P R I L 1 9 9 @ 109

:DTHewr
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Order of Leitbur SC C seee i WV BE%

Protection from black. WW: +1/+0 until end of turn. W: First strike
unil end of tum. Arfists: RAF, BWa (two versions). 2/1.

Order of the Sacred Torch SC - R eewee RTp W1 |
T Soaifice 1 life to counter o black spell. 2/2. :
Order of the White Shield SC U eeee RTp WI o

Protection from block. WW: +1/+0 until end ol tum. W: First Strike
until end of tum. 2,/1.

Osai Vultures SC Ue DFe W1
Flying. After o tum in which o creature went to the groveyord, oddo
counter to Osai Vultures. Remove 2 counters to moke Osoi Vuhures

+1/+1 until end of tum, 1/1. H
I’eurled?Uni:nrn SC Ces (B W2 ABURAM :
Personl Incamation~~ SC R eee 8 VW3 ABURMM

If desired, redirect ony or oll domoge suffered by Personal Incomation
to controller instead. If Personal Incamation is sent to groveyard, its
owner lases half of his or her remaining life (round up the loss). 6,/6.
Petra Sphinx SC R e  SEv WWW2
T: Moke target player name o cord ond then turn over the top cord in
s or her library. If the oppanent’s guess matches the cord, it is put
into his or her hend; otherwise, it goes to the graveyard. 3/4.

ety INS ( e MPo WZ
+0/+3 to oll defending creatures until end of tum. i
Pikemen SC ([ e DD W1 DKATH :
Banding, first strike. | /1
Preacher R eee  (Ho WWI DK i

T: Gain control of on nppnnem’s ceature. Opponent chooses which
areature you control. If Preacher untaps of leaves play, you lose
contol of creature. You may choose to leove Preacher topped.

Presence of the Master  EN U eee
Counter all new enchantments cost whenever Presence of the Master
is in play.

Prismotic Ward EC
Chaose o color when Prismatic Word comes into play. All demoge
denﬂ to forget creature by sourtes of that color is reduced to 0.

( eee

(oo (RuW W

ey
Revem the tap card of epponenl’ s library fo oll players. If it is o lond,
gain one life. That opponent then shuffles his librory. Drow o card ot
the beginning of the next tum's upkeep.

Purelace INT R eee Skv W ABURATH
Chunge the color of one :urd hemg played or in play fo white.

oo iy WY "

Ml blocking creatures gum +I /+] until end of fum.

Rapid Fire INS R e  JHo W3 6 :

Give torget aeature first strike ond Rampoge: 2 until end of tum.
Ploy before defense is chosen.

Roshka the Slayer SC
Con block weatures with flying. if Roshko the Sluyef blu(ks 0 block
weature, it gains +1,/+2 unitl the end of tum. 3/3.

Red Scarab
Torget creature gets +2,/+2 os long os any other player has any red
tards. Target weature connot be blocked by red creotures.

Red Word U esee DF W
Torget creature gains protection from red.

Remove Enchontments  INS (e BSn W 16
Return all enchantments you control to your hand and destray ofl
enchantments played on parmanents you control. If cast during
oppanent’s attack, destroy ol opponent’s enchontments ployed on
uttacking creatures. All enchantments you own ore refumed to your
hand; oll ather enchantments are destioyed.

ABUR AT

Repentont Blacksmith ~ SC ( eee DTy Wi AN, CH
Protection from red. 1/2.

Resurrection SOR U eese DWi WW2 ABUR
Take o creature from your graveyord and put it directly into play as if
{ust summoned. ;

Reverse Damage INS R eesee VWi WWI  ABURAH

Al domage you have token from any one source is added fo, not
subtracted from, your lfe totol.

Reverse Polarity NS ( eee  JHo WW MR
All domoge you hove token from oll artifacts this tum is retroactively
odded to, not subtracted from, your life totol. Treat subsequent
damage this fum normally.

Righteous Avengers SC U eee  HHy W4 16
Plainswalk. 3/1.

Righteausness INS R eee  DSh W ABURAT
Torget defending creature gets +7 /+7 until end of tum,

Sacred Boon INS U esee MRa WI I :

Negate up to 3 domage dealt fo target creature. At end of fum put a
+0/+1 counter on that creature for each damoge negated

110 1

1G4TH :

ACE

ANATH

Pro W3 6

Wi wi 1A

* Shohrozod
Uess SE W W

¢ Sorayo the Faloner 5L

Spirit Link |8

© Spiritul Sunctuary EN

¢ Thunder Spirir

WW,T: Prevent up to 4 domage to o creature you control, Tap
wreoture, That aeature does not untap during your next untap

Torget creature may onhl be blocked by white ar ortifoct creatures.
1A

¢ Seraph R eeses (Ry Wb

nymg If o reature dles dunng o tumn in which Seroph domaged it it
is put into play under your control. Bury the creature if Seroph leoves
play or your control. 4/4.

Serra Angel SC U eeses OSH WW3
Flying. Does not tap to attack. 4/4.
Serra Aviary EW R sese flo W3 L
Al creatures with flying Get +l/+l
: Serra Bestiary EC e Mo WW HL

Pay WW during your upkeep ot bury Serra Beastiary. Torget ueature
cannot block, ottack or use ony chilities that have T: in their
ocfivation cost.

] Slmgg:Weulllmuwmmﬁlwouﬂhe
same legend come into play, they both get
buried. But the tum after Stangg enters play o
twin Stangg token comes into play. A twin! !
That's gotta mean sudden death for both o*
them. Somebody turn this guy's helmet
sideways ond push him info o snow bank.

Serra Inquisitors SC U e
It blocking or blocked by block creatures, Inuisitors get +2,/0. 3/3
e Ww2

¢ Serra Paladin SC (o
U e (R HL:

T: Prevent 1 domage fo ony creature of ployer. WWI,T.Anmkmg
does nof couse target creature fo fop this tum. 2/2

SOR R e Kfo WW AN
Players must suspend game in progress ond play o game of Magic
with their current libraries. Loser of that gome loses hatf of ife paints
in the original gome.

: Shield Bearer SC Cee DRt W A i
: Banding. 0/3. !
Shield Wall INS U ee  DSh Wi 16, CH

Give ofl your creatures +0/+2 unfil end of tum
Snow Hound ) ees  Pllg W2 W

1, T: Retun Snow Hound and target blue or green creature you
control to their owner’s hand. 1/1
R eee DDz WWI
Allfaleons +1/+1. W1: Target folcon gains bonding until the end o(
tum, 2/2
|| eeese [fg W
Toke 1 life for every point of domage target creature does.
R owee  AWe WW2 16
Any player controlling plains takes 1 lfe during his o her upkeep.

DK

16,4TH

: Squire SC (o DDe W1
1/2 H
: Swords fo Plowshares ~ INS U eeees Kfo W ABURAIA :

Remove lorget creature from game. Creatute’s controller gains life
points equol to the creature’s power

R eees RAF WWI 16
Flying, first strike. 2/2

¢ Tivadar's Crusode SOR U = DDe WW1 Dk
: Al Goblins are destroyed
¢ Trade Caravan SC (= Ko W HL :

During your upkeep, put o currency counter on Trode Corovan. 0
Remave Two cumrency counters from Trode Coravan to untap torget
basic land. Use this obility only during any apponent’s upkeep, 1/1
(Two versions

§ Wallof (uhmps 5

R

White Knight SC
White Scorab

Adorkar Wastes
¢ An-Havva Townshi

Areno R eeee RAl

Bodlonds

DDe W4 ML

¢ Digmond anley N

Nome Kind (R Rofing Afist Cost  SetsFownd Home Kind (R Rafng Atit (ot Sefs Found
Description Destripfion
3 Samite Alchemist SC (e TWo W3 L T MS R oo MBs W2

Eoch player may draw upto two_cards. For each card less than Two
the player draws, ployer gats 2 life.

: phase. 0/2. (Twa versians) : Tundro Wolves ee (o W 16, 4TH
: Somite Healer SC Coeee TWo W1 ABURAMH : First stiike. 1/1.

: T: Prevent 1 domoge to any target. 1/1. ¢ Veteran Bodyguord SC R eess [Sh WW3 ABUR
¢ Sovannah Lions SC R oeee DGe W  ABURAM : Damage done to you by unblocked wreatures is insteod done to

: 2/1. : Bodyguard unless Bodyguard is tapped. 2/5.

: Seeker EC  C eee NP0 WW2 LGATH : Visions SOR U ee NIh W 16,4TH

lauk ot Ihe top 5 tards of any library, then reshuffle it f you

50 chog

(e BSn Wi LG
1f Well of Coltrops blocks o creature with other creotures thot are oll
waolls, Wall of Collrops geins bonding until end of tum. 2/1.

Woll of Light SC U eee RIh W2 L6
¢ Protection from black.1,/5.
= Wall of Swords U eeee Ml W3  ABURAM
Flying. 3/5.
. War Elephant SC ( eese KB W3 N, CH
] Bands, tromple. 2/2.

Warning INS (e PMo W 1A

Target attocking creature does no damoge in combat this tum,

U eeco DGe WIW ABURAM
Protection from black, first strike. 2/2.

U ees  PRg W 1A
Torget creoture gets +2,/+2 os long es any other player has any
white cords. Torget creature connat be blocked by white creatures.

3 White Ward U see Dt W ABURAM
: Target creature gains protection from white.
i Witch Hunter (U seee Jhy WW2 DK, CH

T: Witch Hunter does 1 domage to torget ployer. WW1, T: Retum
target aeature opponent controls fo owner's hond. Destroy
enchantments on target creature. 1/1.

{ Weath of God NS R eese QHo WW2  ABURAMI
t Bury oll creatures in play.
i Mheners Guidhose LW U e TWa 16

All'your green legends may band with other legends.

AN R eee  MRo 1A
T: Add 1 to your mana poal. T: Add U to your mana pool and toke 1
damoge. T: Add W to your mano pool ond toke 1 domoge.

lond R 0o HL
T:Toodd ) [urmless mana to yout pool. 1, T: Add G to your poal. 2,
T: Add W to your pool. ? T Add R to your porﬂ
BOOK
3, T: Pick one of your cmuTu:es ond hove your opponent pick o
weature. Both creatures ore tapped and deol domage to one another
o if one hod ottocked ond the other blocked in combat.

Aysen Abbey lond U e LDa

1: Add 1 colorless mana fo pool. 1, T: Add W to your pool. 2, T: Alid
Uto your pool. 2, T: Add G to ynurpmﬂ

L R eeses RA ABUR
T: Add either R or B to your mano pool. Treat as bath a Mountain
undnSwamp
LN R sssas Jiy ABUR
T Add either B or G to your mona poal. Treat as both a Swamp ond
i o Forest.
i Buzuarof Baghdad N R e JHe AN
: T: Drow 2 cards from your library; immediately discard 3 cards from
: your hond.
- Bottomless Vault N R eee Pl FE

Comes into play tapped. You moy leave Bottomless Vault tapped to
put o storage counter on it. T: Remove ony number of storge
counters, adding B for each storage counter removed.

: Brushlond AN R eee Billp A

T: Add 1 to your mana pool. T: Add G to your mana poal and take 1
damoge. T: Add W to your mana pool ond foke 1 damoge.

i Costle Sengir N R e Ve

T: Add 1 colorless mana fo your poal. 1, T: Add B to your pool. 2, T
Add U to your pool. 2, T: Add R to your panl

Cathedral of Serra N U e MPa 16

: Al your white legands may band with other legends.

* (ity of Brass N R eese e AN, CH
i T: Add 1 mono of any color. Toke 1 domage when City of Brass

: is topped.

= Gty of Shadows AN R ee  TWi DK

T: Remove ene of your ceatures from the gome and put 1 counter to
(ity of Shadows. T: Add X colorless mona to your mano pool, with X
equuhng the number of counters on City of Shodows.

 Deserl WN € ese Il I

T:Add 1.T: Do 1 damage to any attacking creature after it

decls damoge.

R eeses Sy M
T: Socrifice o crenture to gain life equal fo ifs toughness.

¢ Dwarven Hold AN R eee  FPMp i3

Comes into play topped. You may leave Dwarven Hold tapped o put
0 staroge countet on it. T: Remove any number of storoge counters,
adding R for each storoge counter removed.

© Dwarven Ruins N U e MR fe

Comes info ploy topped. T: Add R to your mona pool. T: Sacrifice
Dwarven Ruins to odd RR to your mona pool.



HNome Kind (R Rotng Adtist Cost Sets Found Neme Kind (R Rofing At Cost Sets Found Nome Kind (R Rofing Aist Cost Sets Found
Desaription Desaiption Desarption
Eban Stronghald N U e MPo fE Mishra’s Factory LAN U eees [FoPfo AQATH Strip Mine UN U eeees NG AQ,4TH

Comes into play topped. T- Add B to your mana pool. T: Sacrifice
Ebon Stranghold fo add BB fo your mona pool.

Elephant Graveyord IAN R eee RA AN
T: Add 1. T: Regenerate on Elephant or Mammath.

Forest M — R ABURATHA
T: Add G to your mana pool. Two Alpha versions, three versions in
other sefs.

Glacial Chasm LAN
CU: 2 Iife. Suciifice a lond when Glaciol Chasm comes inta play. You
may not attack. All domoge done 1o you is reduced to 0.

Halls of Mist
CU: 1. Mo creature may attock if it ottocked during its cantroller's
lost tum.

 Hammerheim AN
Legendory. T: Add R to your mona pool. T: Remave landwalking from
torget creature until end of fum.

Comes into play topped. T- Add G to your mana pool. T: Secifice
Havenwood Battleground to add GG to your mana pool.

Hollow Trees IAN R eee PlMo
Comes into ploy topped. You moy leava Hollow Trees tapped to put a
storage counter on it. T: Remove ony number of storoge counters,
odding G for each storage counter removed.

lcatian Store R eee Pllo FE
Comes into ploy topped. You may leave lcafian Store topped fo put o
storage counter on it. T: Remave any number of storoge counters,
odding W for each storage counter remaved.

Ice Floe AN U eee Mo 1A
You may choose not ta untap lce Floe. T: Tep torget nonflying

creature tha attacks you. That creature does not untop os long os lee. :

Floe is topped.

SRR

@: Sacrifice Urza's Bauble to
choose a card at random from
target player’s hand; look at that
card. ore this ability if thay
[ni:n er has no cards left in hand,

Draw a card at the beginning of
the next turn’s upkeep,

Island AN R —  MPo ABURATHA

T: Add U to your mana pool.

IsJand of Wak-Wak IAN R eeees [)Sh N
T: Reduce the power of one flying creature to O until end of tum.
o | N U eees Nig

arakas
Legendary. T: Add W to your mano pool. T: Return target legend to
owner's hand, destraying enchantments on farget lond.

Karplusan Forest LN R eee N A
T: Add 1 ta your mona pool. T: Add R to your mana pool ond toke 1
domage. T: Add G to your mana pool ond toke 1 domage.

Koskun Keep WU e PMo
T- Add 1 colorless mana to your pool. 1, T: Add R to your poal. 2,

T: Add B to your pool. 2, T: Add G to your poal.

Land Cap AN R eoee [Ifj 1A
If there are any depletion counters on Lond Cap, it does not untap.
Remove a depletion counter from Land Cop o the end of your
upkeep. T- Add U to your mana pool and put o depletion counter on
Lond Cop. T: Add W to yaur mana pool ond put a depletion counter
on Lond Cap.

{ova Tubes N R eese [ig 1
If there are any depletion counters on Lova Tubes, it does not untap.
Remove a depletion counter from Lava 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 mano pool and put o depletion counter
on Lova Tubes.

o ibrory of Alexandria AN R eeese f\py N
T: Add 1 ta your mana pool. T: Drow one card from your library if you
have exoctly 7 cords in hand.

o Moze of Ith AN U eoses Ay DK

T: Untop target ottacking creature. Crenture neither deals nor receives

domage as a result of combat.

ART Artifoct
(R /Currant Rarity

o/ Restricted /Benned
AC Adifoct Creature

® Mishra's Workshop ~~ LAN

Uee 10 n i
AN R eess NP0 Wi
U eses Bl 6 :

Use o fE

Rainbow Vale LN

i River Della

[Ahimartald

Pl
URZA'S BAUBLE v “E RING OF IMMORTALS

Ruins of Trokair N U e Po FE

Sand Silos

(U Comulofive Upkeep
EA  Enchont Atifack

T: Add 1 to your mana pool or give ony Assembly Worker +1 /+1
until end of tum. 1: Mishro’s Foctory becomes Assembly Worker, o
2/2 artifoct areature, until end of tum. Shill considered o lond as
wiell. Spring, fall, end winter pictures.

16
Legendary. T: Add G to your mana pool. T: Make target 1/1 areature

AUMIK © bertoe Kige N

+1/+2 uatil end of tum.

¢ Plains C— Iy
T: Add W to your mana pool. Two Alpha versions, three versions in
ather safs.
. Plateau R wesee Ty ABUR
i T: Add either R or W to your mana pool. Treot os bath o Mountain
ond a Ploins.
R eee  Fo FE

T: Add 1 mano of any color to your pool; Rainbow Vale posses to
opponent at end of tum.

If there are any depletion counters on River Delto, it does not unfap.
Remove o de rarion counter from River Delta ot the end of your
upkeep. T: Arfd B to your mana pool ond put o depletion counter on
River Delto. T: Add U to your mana paol and put a depletion counter
on River Delta.

__| Urza’s Bauble &
Ring of Immortals:
Attempt the impossible! Go
against the will of the gods!
Defy fate! Use what may be
the fwa waorst arfifacts ever fo
waste thin little colored
cardboord by casting the ring

ond the bauble and getting
B Colniers i et your opponent to think that
o e T you're (a) up to some
APRIC S ,L.F‘:‘“ SR unthinkable, daring
supercombo or (b) some bent
instifufional escapee who'll

kill him if he wins. Either
way, you'll probably win.

Comes into play topped. T: Add W to your mana pool. T: Saarfice
Ruins of TmEni: to add WW to your mana pool.

afe Haven LN R eess (Ry DK
2, T: Remove target creature you control from gome (play os an
interrupt). During upkeep, sociifice Safe Haven to retum all creatures
it has removed from gome to ploy. Treat these creatures as if they

were just summoned.
IAN R eee Filo fE

Comes into play topped. You may leave Sond Silos fopped fo put 0
storage counter on it. T: Remove ony number of storoge counters,
adding U for each storage counter removed.

LA

avannoh R eesce R _ ABUR
T: Add either W or G to your mono pool. Treat os both o Plains and @
Forest.

crublond AN R weess iy ) ABUR
T: Add either W or B to your mona pool. Treat as both o Plains and o

Swomp. i

eafarer’s Quay W Ue TW 16
All your blug legends moy band with other legends

now-Covered Forest AN U —  Phlo 1)

T: Add G to your mana pool.

¢ Snow-Coveredlslond LN U — Ao 1A
£ T: Add U to your mana pool.

¢ Snow-Covered Mountain AN U — Wi A
! T: Add R to your mona pool

¢ Snow-Covered Plains AN U —  (Ru 1}
i T: Add W to your mona pool.

¢ Snow-Covered Swamp AN U —  DSh 1A
H T: Add B to your mana pool }
¢ Sorrow's Path N R e RAF DK

T: Exchonge two of opponent’s blacking raatures without creating on
illzgol block. Whenevet Sorow’s Poth is tapped, it does 2 domoge to
you and 2 to each creature you control.

Sulfurous Springs LAN
R ses [0 M

i o Toloria

AN R esss SE n i
i Tropical Island LAN

i Tundra
 Underground River

Underground Sea LAN

® Urborg

© Urzo's Mine LAN
{ Urza's Power Plont
Urza’s Tower

£ Velds
P

Volcanic Islond

EW Enchont Workd

T: Add 1 fo your mana pool or place Strip Mine in your graveyard ond
destroy one land of your choice.

R wee P 1A
T: Add 1 to your mana pool. T: Add B to your mana poal and foke 1
domoge. T: Add R to your mana pool and toke 1 domoge.

T: Add 3{ to your mana pool. This mana may only be used to i Svyelunite Temple UN U e MPo FE
(ost orfifacts. Comes info play tapped. T- Add U to your mana pool. T Sacifice
Mountain W€ — DSh ABURAHANK i Syelunite Templ to odd LU o your mona pool
I: {\dd R 1o your mana paol. Two Apho versions, free versionsin— & gypmp U C — DR ABURATHI
i other sefs. o ) ! LURATH]
| i Strongihol PR YR W 6 ;m Aidsf 1Stu your mana pool. Two Alpha versions, three versians in
All your red legends may bond with ather legends. = { Toigo i AN R eeeee R ABUR
osis AN U eee  BSn ANATH ¢ < b i ol 274
T: Negote 1 doroge 10 ony e, : L :dmit;fier G or R to your mena pool. Treat os both o Forest ond o
i Pendelhoven AN U eeee B0 | eldemokoifndelVde LN R see Nl G

Legendary. All reatures require on upkeep cost of 1 in oddition to
other upkeep costs. Destroy o creature if its upkeep is not poid.

R eees |} 1Y
If there are any deplefion counters on Timberline Ridge, it does not
untop. Remove a depletion counter from Timberline Ridge ot the end
of your upkeep. T: Add 6 to your mana pool ond put o depletion
counter on Timbedine Ridge. T: Add R to your mana pool ond put o
depletion counter on Timberline Ridge.

AN U eee Nle 16
Legendory. T: Add U fo your mana pool. T: During upkeep, remove
banding ability from forget creature until end of fum.

R eeees [iy ABUR
T: Add eithet G or U to your mana pool. Treat os both o Forest and
an Islond.

UN R eeses [l ABUR
T: Add either U or W to your mana poal. Treat as both on Islond and
@ Plains.

AN R eee N A
T: Add 1 to your mona pool. T: Add B to your mona pool end toke 1
domage. T: Add U to your mana pool ond take 1 domoge

R eesee Ri ABUR
T: Add either B or U o your mano pool. Treat o5 both o Swormp ond on Bond.

Unholy Gitode! N U e MPo LG

Al your black legends may band with other legends.
LAN U eee BWo 16
Legendory. T: Add B to your mana pool. T: Remove first strike or
swompwolk obifity from forget creature unfil e
N C o A
T: Add 1 to your mana pool If you have Urza’s Mine, Urza's Tower
ond Urza's Power Plont in play of the some time, top to odd 2 to
your mang pool.

AN (e Me 1]
T: Add 1 to your mana pool I you have Urza’s Mine, Uirza's Tower
ond Urza's Power Plont in play ot the same fime, fop to odd 2 to
your mana pool.

N ( oo
T:Add 1 to your mana pool If you ?
ond Urza’s Power Plont in play ot the same time, #
your mana pool.

R eess [io 1A
rs on Veldt, it do

Re?r.uae 0 depl
Add G to your
W to your ma

d BUR
T: Add either U ot R to your mana pool. Treat os both on Island
£ ond o Mountain
i Wizards’ School ond U e PMo HL
T: Add 1 colork X 21

Add W 1o you

Ever gel confused by a Magic cord or wacky card combo?
Don't sweat it, we con onswer ony question!
Just drop us o note at:

Stumpers
¢/o InQuest
151 Wells Avenue
Congers, NY 10920

or e-mail us ot InQuestMog@aol.com

EC Enchont Creature EL Enchont Lond INT Inderrupt SC Summon Creoture
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G A TEE

31 3/6 1 S¢/DDi Dol Amrath f

Adrazor )/
Unique. +1 direct influence ogainst oll foctions.
Alatar 10 6/9 " War/Sc/Ro/SW  Edhellond F
Unique. During the movement /hazord phase, the number of cords

thot oppanent drows based on Alofor’s company’s movement is
reduced by one. If in o Haven when o hazard cregture is ployed on

onother company, he moy join that compony ond face one of the hoz-
ard reature’s stikes; he must top ond make a comuption check imme-
diately following the attock. :
born 2 0 2/8  S/RD Pelargit U
Unique. +2 direct influence ogoinst the Men of Lebennin faction.
Aﬂ"l_? leno 3 0 3/8°1 S/sE Edhellond F
nigue.
Aragorn Il 9 3 6/9 3 War/Sc/RD Bree F
nique. +2 direct influence ogainst the Rongers of the North faction. -
3 morshaliing guants if eliminated.
Arinmir -4 L il 1 So/DE Edhellond U
Unique. +2 direct influence against the Variags of Khand foction.
n 3 0 2/8°1 Se/SE vendel
Unique. +7 direct influence only usable ogainst Arogorn 11,
Balin 5 2 471 Wug{ Ow  BueMm.DH U
i

(I;lTl:fijque. +2 prowess against Orcs, +1 direct influence ogainst Dworves

octions.
BordBowman 2 0 3/6 Wor/SM  Loketown F
UInique. +2 d ogainst the Men of Northem Rhovanion foction.

orfiman Butte Bree u
Unigue. -1 to oll of his cormuption checks. -1 1o influence checks
ogainst foctions.

Beorn 7 7/9 2 Wo/RM  Beom'sHouse F

Unique. +2 direct influence ogoinst the Beormings faction.

Beregon: 2 0 4 1 Mings Tirith F
el?rlique. -1 to oll of his cormuption checks. -1 fo influence checks
against factions.

Berefor 1 5/8 2 Wa/RD  Bree )
Unique. +2 direct influence ogainst the Rangers of the North faction.

Bergil 2 0 1/9°  War/SD0  Mings Tirith

u
nique.

Bifur 2 0 447 Ww Blue Min.DH
Unique. +1 prowess ogoinst Ores. -1 to ofl of his comuption chedks. -1
to influence checks agains factions.

Bilbo ] 2 S¢/SaH Bag End R
Uinique. Unless he is one of the storfing choracters, he moy only be
brought into play ot his home site. All of his comuption checks ore
modied by +4. -2 marshalling points if eliminated.

Bofur 0 4/7 Whw Blue M. DH  (
Unique. +1 prowess against Orcs. -1 to all of his comuption checks. -1
to influence checks ogainst factions,

Bombur 1T 0 3/6 Whw Blue Mn.DH U
Unique. +1 prowess against Orcs. -1 to ofl of his comuption checks. -1
o influence (hetksrgﬂz‘nﬁ]fMions.

Boromir Il 1 WDG Mings Tirth F
Unfulue‘ +2 direct influence against the Men of Andrien faction. -1 to
oll of his corruption checks, J

Celeborn 6/9 7 War/SE  Lérien F

Unique. +5 direct influence that is only usable ogains? Golodriel.

rdan 4 6/8 3 Wor/So/DE Grey Hovens R
Unique. When Cirdan is ot the Grey Havens, his controlling ployer may
keep one more cord than normal in his hand. May top to cancel one
attack keyed to o Coastal Sea region. +2 ditect influence ogoinst the
Elves of Lindon foction, -3 morshalling points if eliminoted.

Dain 11 7 3 5/8 27 Woi/DDw  lron Hil DH
Unigue. +2 direct influence ogainst lron Hill Dworves, +2 prowess
ogainst Ores. +1 direct influence ogainst Men and Man foctions.

Damr 2.0 2/7 (/RD Vale of brech
Unique. +2 direct ifluence ogainst the Men of Lomedon factian.

Denethor 4 2 3/6 Wor/SD  Minas Tirith
Unique. +2 d against the Tower Guard of Minas Tirith foction.

Dori 10 3/6 W Blue Mm. DH

Unique. +1 prowess ogainst Orcs. -1 to oll of his cormuption checks.

fo influence checks against factions.

lin 0 Wow Biue Mtn. DH

Unique. +1 prowess ogoinst Orcs. -1 10 ol of His cormuption checks. -

to influence (hgcks 6ngulnsr factions.

—_—= = =

S

Elladon 5/8 1 War/RE  Rivendel F
Unigue. +1 prowess ogainst Orcs. B}

Elrohir 4 0°5/8 1 Wa/RE  Rivendell f
Uﬂqua. +1 prowess ogainst Orcs. ;

Elron 10 4 °7/9 3 Wor/So/DE Rivendel R

Unique. When Elrond is ot Rivendell, his controlling ployer mey keep
one mare cord than normal in his hand. -3 MP it eliminated

12 MmN, @ U E 5T

e e L SES

¢, ftoinfluence (hg,cksngumsl octions.

| Bhennond . 4 2 5/6 1 WA Edo

¢ Foramir o,

Gimli

Nome m d p/b MP SkilsRoce  HomeSite  Rarity
Description
¢ fomer 3 1 Wor/RM  Edoros

0 3/8
i, Unique. +2 direct influence ogainst the Riders of Rohan foction.

owanl ) Wor/SW Edoros U
niqug‘ A.t);ﬂmst Nazgtl, +6 to her prowess, and his body is halved
oun

{1
s F
Unique. +2 direct influence ogainst the Riders of Rohan foction.
e, 2 it e ot e Ranrs of Il
nique. +2 direct influence agoinst the Rangers of Ithilien foction.
i 70 28 War/Sd

Fili . Blue M. DH
Unigue. +1 prowess agoinst Orcs. -1 to oll of his comuption chedks. -1
to influence checks against factions.

Forlong : - Wy Minas Tirith C
Unigue. -1 1o all of his carruption checks. -1 to influence checks
ogoinst foctions.

Frodo 5 1 1/9 2 S¢/0H Bog End R

Unique. Unless he is one'of the starting characters, he may only be
hmﬂgihtdimu play af his home site. Al of his comuption chg.»vcks?u!rle
e

H Indlu_dl by +4. -24mnsrshﬁlgng émigts ige%qumef.
: Galodriel /S0, Bri
i ?jmque‘ When Galadriel is gt Lrien, {er 4 ¢

controlling pl
one more card than normal in his hand. -3 MP ﬂ"\al%mragm heey

| Tom Bombadi: Don't be misled. Sure,
Tom's o whopping 12/11 ally who can tap to

concel an attack on the company under his
rulldhn;hmmu he's also restricted fo
our regions: Arthedain, Cordolon, Rhudaur ond
The Shire. In other words, you cin't taking him
east. In o game where you're mov-
ummmm e, this could be
saverely limiting.

© Gohvo 4

! 1,04 1 S%SE/DM ShrekKain R
Unique. +2 direct influence against the Men of Dorwinion foction
Agains} le%m +6 10 her prowess, and his body is halved (round up).

21 3 Wi d U

: Gom ing the Of V Edoros
: Unique.
 Gandal 10 6/9 Wor/Se/So/DW Aoy Hoven  F

Unique. Al of his cormuption checks are modified by +1. Con tap to
© "test” o gold ring
Ghiin-buri-Ghan 5~ 2 2/9 2 S¢/RM
¢ Unigue, +2 direct influente ogoinst Wosa foctions
Gildor Inglorion 4 5/7 1 War/RE  Rivendell f
Unique. +2 prowess ogainst Ors.

i 2 °5/8 2 War/DDw lron Hill DH f
Unique. +7 direct influence ogainst the lron Hill Dwarves, +2 prowess
ogainst Orcs. +1 direct influence u%‘uins! Elves and £ foctions
Gléin 5 2 5/1 2 Wa/DDw  Blee Min.DH U

Unique, +2 direct influence ogoinst the Blue Mountain Dworves, +1
prowess ogoinst Orcs 'B! d ogainst Dwarves and Dwaod foctions.

Drbadan Forest U

. Glorfindel Il 3 Wor/SE Rivendell F
i Unique. +1 direct influence ogainst Eives.
- Halbaro 1 0 ComethBrin U
: Unique. +2 direct influence ogoinst the Hilmen foction,
Haldalom 5 1 4/9° 2 Wor/DDG  ShrekKoin R
Unique. +4 ditect influence ogoinst the Eosterings foction
¢ Haldir 3 0 4, d Ltien 1]
Unigue. -1 1o oll of his cormuption checks. -1 to influenca checks
ogains! foctions
Hama 0 4/8 WM Fdoras
H Unigue. -1 to oll of his carruption checks. -1 to influence checks
i ogomst foctions. i
¢ Imrahil 6 5/8 2 Wor/DDg  DolAmrath U

Unique. +2 direct influence against the Knights of Dol Ameoth faction

Dtnﬁhin

Pippin

Rodagast

: sambamgee. 4 0 1/9 1 S/f
Saruman
Théoden

Thranduil 9

i Vateli 3 1 3/671 RafSM
Vygavri

Wacho

i Ambusher 1 10

b Bnrmw-ung

Nome m d p/b MP SkilsRace HomeSite  Rarity
Descripfion

LKl 30 3/8 1 Wor/SD  BleMm OH F
i Unique. +1 prowess ogoinst Ores. -1 to ol of his comuption checks. -1

i tinfluence chedks against foctions.

¢ legolos 6 7 5/8 2 Wor/OE  Thondul's Halls U
:Unique. +2 direct influence ogainst the Wood-elves foction,

¢ Mablung 10 Wor/SD0  lond Golen u
¢ Unique. +2 direct influence ogainst the Men of Anfalas faction.

4 1 1/9 1 SH End

er og
Rr(mue. Unless he is one'of the starting characters, he moy only be
bruv%hl into play ot his home site. All of his comuption checks ore
moditied by +2.
Hari 20 471 Ww Blue Min. O~ (
Unigue. +1 prowess ogainst Ores. <1 to oll of his comuption checks. -1

Oin 3/8 1 Wa/RD ~ BleMm. DH U
Uniqu. +1 prowess against Orcs. -1 to all of his comuption checks.

i 10 Dy Bue Mm.DH  (
Unique. +1 prowess against Orcs. -1 1o oll of his comuption checks. -1

to influence checks ogoinst fections.

Ori

Woar,/RE Lérien (
nigue. -1 to oll of is cormuption checks. -1 fo influence checks
oginst factians.
Pallondo 10 6/9 Wor/Ro/Sa/DW Grey Havens  F

Unigue. His contiolling p{!}&l muLkeep ong more cord than normol in
his hond. Opponent must discard his cards faceup.

Peath 4 1 4/7 1 Ro/OM  Dunnish Clantiold F

Unique. +4 direct influence against the Dunlending faction. A?uinsT

Hazqal, +5 to her qmwess and his body is halved (round up).

1761 Sclt Bag End
Inique. Unless he is one of the starting characters, he may only be
hraughr into play ot his home site. Al of his corruption checks ore

maditied by +2.

10 6/9 War/Sc/Ro/DW Rhosgobel F
Unique. If his company moves to  new site dunng the movemnt /hoz-
ord phase, he moy drow 1 odditionol card for each Wildemess (4 )

tegion in his company’s site puth. +1 to all of his camuption checks.
g RobingSmu f Oy 1/9 1 S Bag £1d

llburrow
Unique. Unless he is one'of the starting characters, he may only be
brought into play ot his home site. Al of his corruption checks are
mggﬁ‘[ed by +2

Bag End U
Unigue. Unless he is one of the starting characters, he may only be
hruu%ht into play ot his home site. All of his comuption thecks ore

modiied by +3.

10 6/9 Sc/l?cl/Sugmﬁfll ,Isenfgurd F
Unique. Moy Tuﬁ to use o Palant. At the be mnman each of his end-
of-tum phoses, he moy fap to toke one “spell” card from his discord
pile ond refum it to his hond
6 3 5/6 2 Wa/OM  Edoos f
Uniclue, +2 direct influence ogainst the Riders of Rohan faction,
orin |l 8 2 5/8° 3 Wor/Sc/DDw Blue Mtn. DH
Unigue. +2 direct influenice ogainst the Blue Mauntain Dwarves
foction. +3 prowess aguinst Orcs. +2 direct influence oguinst Dwarves

ond Dwarf factions,
3 7/8 3 Wo/Ro/SE Thionduil's Halls. F
Unique. +2 direct influence ogainst the Wood-elves foction.
‘ 3 ) Lossodon Comp €
Unique. +2 direct influence against the Lossath fagtion. Against
Nuz?ﬁl, +5 to her prowess, ond his body is holved (round up).
31 2/1 1 S/OM Southron Oosis R
Unique. +2 direct influence ogainst the Southron faction. Against
Nozgol, +6 to her %mwcss ond his hod\; is halved (round up).
2 178 Se/sh Woodmen-town
Unique. +2 direct influence ogainst the Woodmen faction,

=

ame P oAk Raily
Description

. Abd

utor 1 10/~ (
Men, One Strike. Each non-Wizard defending character wounded by
the Abductor is discarded.

¢ Adanophel 5 15/10

R

Unﬁ]ue. Nozgtl (7th). Moy be ployed os o hozord creatute (with one

sf.'ikci or 05 o permanentevent, AS o creature, moy also be played

keyed to Brown Lands, Dagorlad, Gargorath, and Westem Mirkwood;
andmay ols be ployed ot sites in these regions. If ployed os a per-
manent-event, it will remain in ploy unhil topped dunn[hrhe (:lu’mnem's
movement hazard phase (topping counts ogoinst the hozord limif).
When tapped, Adonophel hecomes a short-event and couses any one
charocter to top.

Aghuranar 4 _15/9 . R
Unique. Moy only be played in Coves of Olund. Drogon. Two shikes. If
Doors of Night is in play, may olso be played keyed o Grey Mountain
Narrows, lion Hills, orthern Rhovanion, and Withered Heath; and

i miy ko be played ot sites in these regions.
T 5

R
Unique. Nozqdl (5th). Moy be ployed os o hazord creature (with one
strike) or as o permanent-event. As o creature, mup also be played
keyed to Harondor, Horse Plains, Gorgoroth, and Khand; ond may olso
be played ot sites in these region. If ployed s 0 permanent-event, it
wdf temain in play until tapped during the oppanent's movement/haz- o
ord phose (tapping counts against the hozord limit). When tapped,
AMkhorohil becomes o shart-event ond madifies ony one charocter's
body by -1 for the rest of this tun. ;
Men. Two shrikes. Atacker chooses defending! t(mnclets.

sassin
Wen. Threa attacks (of one strike each) all against the same charac-
ter. Attacker chooses defending choracter. One or two of these attocks
mu# be conceled by Inppin? o character (not the defending choracter)
in the defender’s company for each attack canceled.

' -
Undzod. One strike. After the attack, each character wounded by
Bmmw*wi%hl mokes a comuption check modified by -2.

-+ "Bert” (Biral

Unique, Troll. One stike. If played ofter "Williom" or "Tom”" and if
keyed 1o the some site path ogainst the some company, each charac:
ter wounded by “Bert” must discard oll non-speciol items he beors.



Nome MP p/h Roiity  Home e /A Rarity

Descripfion

Destription

Nome MP o/b Rarity

Desription

Brigands ] -
Men. Two shikes. If any strike of Brigands wounds o character, the
company must immediately discard one item (of defender's choice).
Cave-troke -
Dmgon‘ Twio strikes. Attacker chooses defending chorocters. Two
Wildemesses ( 4 ) in site path re required.
orpse-candle | -
Undead. One strike. If this attock is not cancelled, every choracter in
the (!on;pémy makes o comuption check before defending character
is selected.
Corsairs of Umbor 1 9/-
Men, Five stiikes. Moy olso be played keyed to Androst, Anfolas
Belfolos, Cordolan, Enzdhwaith, Harondor, Lindon, Lebennin, ond Old
PukeHond; ond may olso be hﬁlcryed ot Ruins & Lairs (L) ond Shodow- ¢
holds (d) in these regions. May clso be ployed ot oy sitein Even 3
Shhnx]s Friodoron Coast, Andrast Coast, Bay of Belfalas, or Mouths of
the Anduin.

C

(rebain 1 5=

Animals. Eoch choracter in the company foces 041& stiike. After the
attack, the defender must reveol one random cord from his hond for
each choracter in the defending compony.

Daelomin By l?ﬁ/ﬂ R
Unique. May only be played in Dancing Spire. Drogon, Thres strikes.
Attocker chaoses defending characters. If Doors of Night is in Fluy,
moy olso be playzd keyed to Grey Mountain Nanows, lran Hills,
Northern Rhovonion, ond Withered Heath; ond may olsa be played of
sites in these regions. /10 p

r of Waw 15/

Unique. Nazgdl (3rd). Moy be ployed os o hazord areatute (with one
smkeJ or 03 0 permonent-event. AS o creature, mur also be played
keyed to Horondor, Imlod Morgul, Gorgorath, and lhilien; and may
also be played at sites in these regions. If ployed os o permanent-
event, it will remain in ploy untl topped t_!urinlg the opponent's move-
ment/hozaid phose (topping counts egoinst the hazard fimit). When

wIp{:?d‘ Dwar of Wow becomes a shorf-event and g[ives +1 prowess 1o
. "gr\ olf, Spider, and Animal unﬂltks until IhE:]E;Id of the tum.
o E

urlle
Animols. One strike. If any shike is successtul, the defending company
must refum fo it site of ongin (d%fending dmg 0re wou i)

Ghaosts - :
Undead. Three stiikes. After attack, each charotter woundad by Ghosts
i mokes o comugtion check mcdili]ed’ by-1. 1/ ¢ H

ouls
- Undead. Five strikes.

iant p ! 13/~
 Giant. One stike. Two Wildemesses (4 ) in site path ore required.

Gian! S{flders ] 1 -

Spiders. Two shikes. If the hodm check for o character wounded by

Giant Sﬁuders equals his body, the charocter is discorded. May olso be
Flu ed keyed to Heart of Mirkwood, Southern Mirkwood, Wester
Mirkwood, ond Woodland Realm; and may also be played at Ruins &
Lairs (L), Shodow-holds (), and Dork-holds () in thes regions.
Two Wildemesses ( &) in site path ore required.

Great Goblin, The 2 12/1 R
Unique. Orc, Orc stike. May olsa be ployed on 0 company moying
from Rivendell to Lérien or from Lérien o Rivendell. Aﬂ:y olso be

loyed keyed to High Pass ond at sites in HigIh Pass.

Hulﬂlrufls of Far Horad 1 0/-

Trolls. Two strikes.

Hoarmdrath of Dir 5 15/9 R
Unique. Nozgdl (6th). Moy be ployed as o hozoid creature (with one

smkeJ or 05 0 permonent-event. As o creoture, moy also be played

keyed to Dagorlod, Ithilien, Gmglomﬂl, and khand; and may olso be
ployed of sites in thes reglans_. f played os o permanent-event, it will
remain in play untl tapped during the opponent's movement,/hazord
phose (1o BmE counts aguinst the hozard limit). When topped, Hoor-
n:;]mllth of Dir becomes o shortevent and gives +1 strike to ony one
ottack.

Huorn o 1 10/- C
Awakened Plont. One strike. May olso be ployed of Driiedan Forest,
0ld Forest, and Wellingholl. May olso be ﬂu ed keyed to Heart of
Mirkwood, Southern Mirkwood, Western Mitkwood, and Woodlond
Reolm; and moy olso be plm;cd ot Ruins & Lairs (L) ond Shadow-
holds () in these regions.

Indar Dawndent 15/10 R
Unigue. Nozql (4th). May be played as o hozard creature (with one

smktﬂ or as 0 permanent-event. As o creature, may also be playet

keyed fo Horondor, Imlod Morgul, Gorgoroth, ond Khund; ond may
olso be |ﬂu¥ed ot sttes in these regions. If ployed os o permanent-
event, it will remoin in play until fopped c_lurincI] the opponent's move-
ment/hazord |ghﬂse (tapping counts ogainst the hazord fimit). When
topped, Indor Downdeoth becomes a short-event and mokes o
wounded charocter discord an item of his choice (but not o ring{

Khomal the Euslerllrig R
Unique. Nozqal (Znd). Moy be played os o hazard areature (with one

strikeJ or o5 a permanent-event. As o creatute, may olso be played

keyed to Brown Lands, Heart of Mirkwiood, Gargoroth, and Sauthem
Hirkwood; and moy also be played at sites in ese regions. ff ployed
as o permanent-vent, it will remain in play unil topped during the
opponent's movement,/hazord phase (fopping counts against the haz-
ard limit). When tapped, Khomul the Easterling becomes o short-event
and forces opponent to discard one card of his choice for every Nozgal
permanent-event in ploy (incuding this one).

Lomeels il b gl e, B T s s

nique. Moy only be ployed in Irerock. Drogon. Two stikes. If Doors
of rﬁ htis in ploy, moy olso be played keyed to Grey Mountain Nor-
rowsglrun Hi!ﬂ,%onhem Rhovanion, and [’Jilﬁer
also be played of sites in these regions.

Mouth of Sauron 13 R
Unique. May be played as o hozard creoture (with one strike) or os 0
short-event, If Plnved os o short-event, bring ony hozard card from

(

ed Heath; ond may

Mﬁﬁu_k (Oliprhnn}]

¢ Orcwarriors

R
og{f%g\que. Troll. One stike.
i Shelob

| Ghosts: Firs off, the picture’s cool. Not

that we recommend sel’eﬂini.m hozard crea-

tures based on that system, but in this case it

fits. Ghosts are three-strike monsirosities which

also force a1 corruption check on anyone they
| wound. Not a bad package deal.

1 12/= R
Animals. Two stiikes. Moy be played keyed to D/uguﬂud, Bm?umlh,
Horse Plgins, Ithiien, khand, f?ﬂm, Udun; and may olso be played ot
sites in these regions. May also be played (on the some fum and on
the some company os Corsairs of Umbar) keyed to Androst, Anfalas,

Belfolas, Lebennin; ond ot Ruins & Lairs (k) ond Shodowholds () in

these regions.

on Willow 1 13/- U
Awkened Plant. One strike. 15 prowess ogainst Hobbits. May akso be
played keyed to Foangom, Heart of Mirkwood, Southemn Mirkwood
ond Westem Mirkwood; and mar alo be ployed ot Ruins & Loirs (k),
Shodow-holds (), and Dark-hold I
at Old Fpreél and Biodon Forest, Two Wildamesses (&) in site path
ore required.

¢ Ologhai (roll) ? 10/5 U

rolls. Three stikes.

Ics. Five shikes.

ﬂr(-ﬁumd 1 8/~ C

¢ Orc-lieutenant

1 1/- U
Ores. One stiike, If ployed on o company that h/as dlready foced on
Orc attack this tum, Orclieutenont receives +-‘15 /pmwess.

¢ Ore-patrol (
i ics, Three shrikes.
i Orcraiders 1 6/~ ¢

Qres, Four strikes.
Ore-warband 1 4/- (

Qrcs. Five strkes. If played on o company thot has olredy foced an

Orc attock this turn, x(-wu:bund] Teceives +3 Fnrgwess. ¢
Ores. Three strikes. L

rc-watd ) 9/~ C
Orcs. Three stikes.

Pick-pocket 1 N/~ u
Men. One strike. Attacker choases defending charocters. For each
successful shike, on item the defending choractar bears must be

. discorded (defender's choice); he is not hormed. :

el-men -
Pokelcreature. Two stiikes. May olso only be played ot Ruins & Loirs
(Iun) sites in the following regfgr)l's: Androst, Anrnh:s, Andrien, Dunland,
Enedhwaith, Gop of lsen, Lomedon, Old Pikel Gop, Oid PakeHand,

ond Rohan.

Ren the Undlean

5 15/10 R
Unique. Nazgol (8th). May be ployed os o hazard creature (with one
ihilisﬂ or us%upermunenﬂvenr. As o crenture, may olso be played
@
hg;pluyed of sites in these regions. If ployed os o permonent-avent, it
will

ill remain in ploy until tapped during the apponent’s movement /haz-

d phase (tapping counts against the hazard imit). When topped,
Erenqm Urf:le%?'n b%comes ngshmtwem: each charocter in play must
make o corruption check. 138 X

elol 18/9 R

Unique. Spider. May be played os o hozord creature (with one strike)
o s a permanent-event. As o creature, may be played ot ony site in
Imlod Morgul or Gorgorath. t Doors of Night is in play, Shelob may be
ployed as a permonentevent thot gives +1 prowess ond +1 strikes to
oll gpidm ond Animal ottacks. She may opt fo attock from o permo-
nent-event stote ond receive these bonyses, but her ottock counts os
ona ogainst the hozard limit. Discord when Shelob attacks or when
Doors of Night leaves play.

Silent Watcher

B/~
dkekcreature. ach charocter in the company foces one strike,
Pokekereqture 0 Y pc-rr]j\_ i

Slayer y
yIwo attocks (of one strike eoch) ogainst the some choracter. Attacker
chaoses defending choracter, The defender may fop ane chorocter in
the same company fo cancel one of these attucks.

your discard pile back into your hand.
€P~ Comupton Pons O Diporsal € WP orsholing Porits R Rongeil S Soge bt
d  Direct Influence DM Diplomat Mdn p/b. Prowess/Body RM Ronger Mon S Scout
00 Diplomat Dioden OW.  Diplomat Wizord Ro  Ronger So Soge S Scout Dt
00 Diplomat Dwarf m Mind RO Rondet Dinodon SoD Soge Dworl StH - Scout Hobbit

Wur&s
i olves. Two strikes.
¢ Watcher in the Water 1 8/~ U

¢ Witch-king of

Wolves
Wolves. Three strikes.

s (W) in these regions. Also playable

¢ Arouse Minions Sho

to Dogorlad, Ithilien, Gorgoroth, and Horse Flains; and may dso i

Bane of the Ithil-stone Perma

" Burden of Time, The Per

Call o

Smaug 5 17/8 R
Unique. Moy only be ployed of The Lonely Mountain. Dragon. Two

strikes. Attocker chooses defending character. If Doors of Night is in
ﬂluy may olso be played keyed ta Grey Mountain Nomaws, Iron Hills,
{orther Rhavanion, and Withered Heath; and may olso be played of
_sites in these regions.

ie 15/=
Men. One strike, For each successful stike, an Kem held by the
defending company must be discorded (defender's choice); the
defending choracter is not harmed.

om” (Toma) 13/- ]
Unique. Troll. One strike. If played ofter *Bert™ or "Williom® ond if
keyed to the same site path ogainst the same company, each charac-
ter wounded by “Tom" must discord oll nonspecial items he bears.
Two Wildemesses (8 ) in site path ore required.

i Uvatha the Horseman

R
Unique. Nazgdl (9th). May be played os o hazord creature (with ane
strike) or os 0 permanent-event. As o creature, rr%ulsn be ployed
keyed to Horondor, Horse Plains, Gorgarath, and Khond; ond may olso
be played o sites in these regions. If played as a permanentevent, it
wiirremuin in ploy unfil topped during the opponent's mavement,/haz-
qrd phase (topping counts ogainst the hozord fimit). When topped,
Uvatha the Horseman becomes a shortevent ond my]ou may bring one
hazard creature from your u’ascur]d pile to yuusqho ; c

/

Animal. Eoch character in the company foces one strike. May olso be

_wﬁ!cr,'ed ot Morio, Two Wildemesses ( &) in site path are required.
2O

jom” (Wﬁlu%q} 1 11/- te Al
Unigue. Troll. One strike. If playad ofter “Bert™ or “Tom" ond if keyed
to the some site poth against the same company, each character
wounded bxn'\'ﬂ iam" must discord ﬂons1pe(|ui items he bears.

h mar [ 112 R
Unique. Nazgll (1st). May be played os o hazord creature (with one
smkej or 05 0 permanent-event, As o creoture mnq olso be played
keyed to Angmar, Gundabod, Gorgoroth, and {mlad Morgut; ond may
also be played ot sites in these regions. If ployed os o permanent-
event, it will remain in ploy unfil topy durin!% the opponent's move-
menl/huzuruhuse (tapping counts ogainst the hazard limit). When
topped, Witch-king of Angmar becomes o long-event ond couses ol
Shadow-holds (d? to become D?erIds (m 5/ ¢

HAZARD EVENTS

ome. ype Rarity
Description
¢ Arouse Denizens Short C

The prowess of one automaticattack ot a Ruins & Loirs (L) site is
m(reas_e'd by 3 until the end of the tum. Connot be duplicated of o
given sife.

it
The prowess of one outomatic-attck ot o Shodow-hold (d) or Dork-
hold (W) site is increased by 3 until the end of the fum. Cannot be
quplicated ot o given sife.

Awaken Denizens Lon

C
The number of stiikes for each :rummn%mn:k ot o Ruins & Loirs (W)
site is doubled. Cannot be duplicated.

¢ Awaken Minions Lon

(
The number of strikes for each uuTomu%c-amk ot o Shadow-hold ()
sife o at o Dgrk-hold () sife is doubled. Connot be duplicoted.

¢ Awaken the Earth's Fire Short

Environment. Modify the prowess of one outomaticattack ot o
Shadow-hold () ot Dork-hold (W) site by +2. Altematively, if Doors
of Night is mflw treat one Shodow-lond (') s o Dork-domain
() or one Shadowhold (d) os a Darkshold (W) until the end of the
turn. Connot be duplicated.

i Balonce of Things, The Lon

R
Unique. Each character has the cnrruangon points doubled for one of his
soutcgs of comuption (the ployer controlling the choracter chooses)

Balrog of Morin Permanent

Unique. The Bolrog oppears in Moria. The Moria site gains o second
nutomaticattck of 1 stike with 18 prowess ond no body (i.e, 18/)
If this 2nd outomatic-ottck is defected, this permanent-event 5
removed from play (i.e., the Bakog is defeated). If your opponent
dafeats this Znd outomatic-ottack, he recaives 5 mﬂs{»c’nﬁ%’?&ﬂ In
addition, unless Golodnel is of Lonen or she is not in play, Lorien
considered o Free-hold (+) (for the purpases ol ng ond playing
hazords). +2 prowess to oll outomaticaticks of sites in Hollin, Red-
hom Gate, and Wold 8 Foothills

Corruphion points for Polonfir ore doubled

c—ﬁe;fpfhm Egus-.\s o player to search through of
o play deck or o discord pile outside of the nom
Discord Bane of the Ithilstone whenever o p
Connot be duplicated

Corruption. Ployoble on an EIf notin @
2 coruption points ond must moke o
his ”"‘T“PB"
given Elf. Du
fo oftempl fo
greater !FI:
fﬂnme
P! "

W Scgh Wisel Vit Weror Men

AP R I L 1 9 96 113




players g u 1 ,dn e |
Name Type Rarity

Description :
Call of the Sea Shart

U
Ployable on o EIf choracter, The choracter's player must moke o roll
(or draw o #); retum the choracter fo the pffjlyel's hand if this result

its his unused generol infiuence is less than 10; this result is mod-
maoved this tum using a site path

;h*;sd by -3 if the choracter's com
containing o Coastal Sea (w). Ay one item held by o character
remaved in this foshion may outomatically be transfemed fo cnather
chorocter in his compony (oll other nonfollower cords target choracter
controls ore discorded).

Choking Shadows Short C
Environment. Modify the prowess of one outomficattck ot a Ruins &
Lairs (k) site by +Z. Altematively, if Doors of Night is in play, reat
one Wilderness (4-) os o Shadow
udssu Shodow-hold () until the end of the tum. Can't be duplicated.

oy n
Environment. If Doars of Night is in glu% the prowess of eoch hozard
aeature is modified by +2. (annot be duplicated.
ir of the Hearl Permanent
omuption. A non-Wizard, non-Hobbit character receives 2 corruption
i:uir_lts. Target character mekes a cormuption check each fime o charac-
er in his company becomes wounded. Cannot be duplicoted on o
given character. During his organization phase, a charocter with this
«rd mm{ tap fo atfempt to remove il._}ﬁlke aroll (or draw 0 #): it
this result is greater than 4, discard this cord.

Doors of Night Permanent F
Environment. When Doars of Night is ployed, ol resource environment
«ards in play are jmmediately discarded, and oll resource environment
effects ore canceled. Connot be duplicated.

Drcgl]gn's Desolation Shot .

e prowess of one Drogon attock is modified by +2. Alternatively, it
may be ployed ot o Ruins & Lairs (L) site that has two Wildemesses

(&) in ifs site poth (only one Wildemess (4 is required if Doors o
Night is in play)—one Drogon hozard creature may be ployed on o
compnay ot that site this tum.

Drowning u

jort
Environment. Playable on o company that moved this tum to a site
with a Coostol Sen (w) in ifs site path. Torget company loses one
item of its choice ond its ployer must randomly discard two cards from
his hand. Altematively, if Doors of Nié]hl is in play, torget company
myst immediately retum to its site of origin.
Eye of Sauron Lo

R 3
The prowess of eoch outomotic-atick tsng ingregsed by one. Alternatively, :

if Daors of Night is in play, the prowess of each outomaticattck is
increased by free.
§Ihon

ell Beast
The number of strikes of one Nazgdl hozard creature is increased by
one ond its prowess is decfeusedgl; 2. Attucker chooses defending
characters. Additionally, ru:l'gei Nozgil mug be played keyed to o
Shodowdand () or Shadaw-hold (). Connot be duplicated on 0

iven Nozgil.

Fell Winter _long {i
Environment. Eoch Borderhold (1) receives on utomaticattock:
Wolves — 3 strikes at 7 prowess. Additionally, i Doors of NJFhI isin
IJIuy regt oll Free-domains (%) as Borderdonds (1) ond ol
onds (71) os Wildernesses (4 ). Connot be duplicated.

Foul Fumes ong
Environment. Each moving company thot hos o Shodow-lond ( 4)) o
o Dark-domoin () in ifs site path must retum to its site of origin
unless it contains o ronger. M(Hiiunullv, it Doors of Night is in ?w,
each non-Haven site in ploy with o Shodow-ond (') or a Dork-
domain () in ifs site path is topped. Connot be duplicated.

Gloom Short
Environment. Huﬁuble only an g cum&unv that is moving this furn.
One charocter (attackers choice) in that (omﬂgonr\; suffers 0-1 to his

ess unfil end of the fum. Altematively, if of Night is in péuz,
eat one Borderland (71) o5 o Wildemess (4°) or ane Barderhol
() os 0 Ruins & Lairs (k) unfil end of tum. Can’t be duplicated.

Gree Short
Playable on a site. Until the end of the tum, each non-Hobbit, non-
Wizord chorocter ot the site must make o comuption check each fime
un jtem is played ot the site The character playing the item need not
make o cormuption check. When o charocter mokes one of these cor-
ruption checks, it is modiied hr‘ subtracting the cormupfion points that
the item would normally give the character if he confrolled the item.
Connot be duplicated on o given sife.

LU“E Vinter i Long

nvironment. Each mnwnﬁmmmpnny that has at least two Wilder-
nesses (') in ifs site pofh must retum 1o its site of origin unless it
contains 0 r_un%al. Additionally, if Daors of Night is in ploy, eoch non-
Haven site in play with ot least two Wildemesses (1) in'its site path
is lusuped. Connot be duplicated.

Lost ot Sen ~ Short R
Ployable on o compony that is moving this tum, If the company hos o
Coostol Sea (=) inits site path, it may do nothing at the site during

its sife phase.
I.nsrPiIn Bnblider-lunds s $har% ) i | (
able on o com ot is moving this fum. You m one
uﬂhﬁnnul hazord (?r?rtrglgel (ummny”gol each Bc»rdeHﬂgE F(m;) inits
site path.

Lost in m-damuins Short R
Plu'rLubIa on a company thot is mmjingnthis tum. If the company hos o
Dor-domain ('I0) in s site path, ifs hazord limit is doubled until the
end of the fum,

Lost in Free-domains Short

Fiayable on o company thot is moving this furn. If the company has o
Free-domain () in ifs site path, it may do nothing of the site during
its site phase.
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Lure of Exped
] corg.

¢ Lure of Noture
and (') or one Ruins & Lairs (W) :

Lure of Power

¢ ure of the Senses

Barder- i
Minjons Stir
Murgul-kmie
¢ Morgul

Nuzaﬁl are Abroad, The

U
Cornuption. A tevealed Wizard receives 2 comuption paints ond mokes
o conmuption check af the end of ony mavement /hozard phose in
tum during which his company moved to o Hoven (). Cannot be
duplicated on a given Wizard. During his organization phose, o Wizard

with this card may top fo unemgl to remove it. Moke 0 roll (or draw o

#): if this result s greater than 6, discord this cord.
ience Permanent
Coruption. Does not affect Hobbits and Wizords. A choracter receives
2 corruption points, Torget choracter makes o comuption check each
time 0 choracter in his company gains on item (including special
fings). Cannot be duplicoted on o given character. During his organize-
Moke a rofl (or drow a #): if this result is greater thon 5, discard this
Permanent (
Cormuption. Does not affect Hobbits and Dwarves. A character receives
7 CP. Target character makes one rurmPﬁon check (ofter ol other
hozards have been ployed) for each Wildermess ( 4 g in the com-
punF's site o that point in the movement /hazard phase. Cannot be
duplicoted on o given choracter. During his organization phase, o char-
acter with this cord moy tap to attempt to remove it. Make o roll (or
drow o #): if this volue is greater than 4, discard this card.
Permanent
The next non-Hobbit character to moke o successful influence ottempt
(e.g., ogoinst o foction, an oEponer_lt_'s choracter, eltcf must immedr
otely moke o corruption check modified by -4. Discard this cord after
this cormuption check.

Permanent

Coruption. A choracter receives 2 cormuption points, Torget choracter
makes g cormuption check of the end of his untap phose if he is ot o
Haven (<), Cannot be duplicated on  given choracter. During his
arganization phase, o character with this cord may top to attempt to
remove if. Make a rall (or draw o #): if this volue is greater thon 6,
discord this card.

Lo u
The number of strikes and prowess of gu(h Orc ond Troll attack is
increased by one (by two for Orcs if Doors of Night is in play). Connot
be duplicated.

¢ Morgul-horse Shart

h

is card ollows you to ploce o tapped Nozgdl permanent-event back
into your hond inysieud of discarding it. A!Iernul?vely, allows o Kazgol
to be ployed keyed to o Shodowdond ().
i Permanent

Nozgl's prowess is modified by +2. Discard if attack doesn't
wound a character. Carruption. One character (atfacker's choice)
wounded by on attack modffied hﬁ this card receives 4 (P (ploce this
cord underrhe character). If of o Hoven during his unluE phase,
character with this cord may ottempt to remove it (but he may not
untop o heal). Moke a roll (or draw 0 #J: if this result is greater than
4, discard this card. Connot be duplicated on o given Nozgal.

Night
nuimr?mem.PI
nesses (4) os Shadowands (') and oll Shodow-onds (4 0s
Dark-domains (). Connot be duplicated.

* Muster Disperses ort (
t Alfects o foction olready in play. The faction's 'J! er mokes a roll (or
i

awis 0 #), the faction is discarded if the result plus his unused gen-
era] influence is less thon 11.
Permanent

lozq0l moy attock the tompﬂan tontaining the bearer of The One
Ring's at any site that is not o Free-hold () or Hoven é ). Nozqol
mu; aftock 0 wmpuna possessiqghuqy_ﬂin? in 0 Shadowland (d )
or Shodow-hold (). If Doors of Night is in play, ot the end of ench
tum, each ployer may retum one Nozgdl permanent-event from his
discord pile to his hand. Connat be duplicated.

¢ New Moon Short U
Environment. Top ane Elven character. Altematively, if Doors of Night

is in play, treat one Free-domain () o5 o Border{ond (1) or one
Free-hold ( -d) 05 0 Borderhold ('3) unfil the end of the tum. Connat
be duplicated.

Precious,
tion phase, o character with this card may top to unemg! toremove if, :

© Storms of 0ssé

Traitor

Lnn%‘ R
ble only if Doors of Night is in play, treat ll Wilder-

Wake of War

 Willof the g Te

Nome Type Raity Nome Tipe Rority
Description Description

¢ Lost in Shodow-londs Short : Hight Long C

i Plug'able on o compony that is rnow'n? this turn. You may gluy one > Emvironment. The prowess of each naonger Dinadan is modified by
odditionol hazord on target company tor each Shodowdand (') inits = -1. Additionally, if Doors of Night is in ploy, the prowesses of ofl

i sitepoth. ottocks ore modied by +1 ond the prowess of each Man ond

¢ Lostin the Wilderness  Shert Dinadan is modified by -1. Cannot be duplicated.

: Plcg‘the on o company that is rnuwnﬁ this tum. You moy Iogqnq Pole Sword, The Petmonent R
odditional hazard on target company for each Wildemess F $)inits Umquﬁ.. A Nuzﬂ:‘ﬁ‘s prowess is inveased by +1. If used with the the
site path. . Wit IHF o Angmar, his prowess is increased by +1 plus the number

Lure of Creation Permonent of Nozgd Eelmunemtvems in ploy. Discord if attock doesn't waund o
o

choracter. Comuption. One character (atacker's choice) wounded by
on attock modiied by this card receives & CP (place this cord under
the charocter). I of o Hoven (<) during his untop phase, a chorocter
with this cord may atiempt to remove it instead of untopping or heal:
ing. Make a roll (or drow o #): if this volue is greater than 5, discord
this cord. Connat be duplicoted on o given Nozgdl.

I’Inthe of Wights

Long U

e proyeess of oll Undead ottacks i increased by one, Additioncly, if

Doors of Night is in plug, the number of strikes for each Undzod affock
is doubled. Connot be cuplicated.

. ort R

A charater in the some mm!mny (hozord player’s choice) os The One
Rm%(not the beater himself} must make 0 comyption check moditied
. by-2. It he fals, discord The One Ring olong with the torget character.
ng} s Belrayol, The o U

he beeret of o Ring must make o comuption check magifed by -2, I

the bearet fais tis comuption check, the Ring is discardzd, but he
 temains in ploy.
o il
oyable on a site. If o company thyt h d to this site this tu

; does not 1op 0 ranger, it g ungmig;?ﬁ:gngshg;}bgse.‘s "

loyable on o Borderhold (1) o erée[rhﬂgt?iew ) site. A com

. +) site. A company of
L’::S:;lr'ﬂﬁnmg?iéﬂtg un Orc ottack of threa strikes of 7 prawess at the
mr%' o ﬂm | 'Tm phose. At the end of ifs organization phase, o
Ty gl ef“"'h Siege on it must moke a roll (or diow o #)
Fu'r:swl ”?g ““f rom the fesult for every nomscout chorocter it con-
rulrn 'DJsmlz d"”l:'e 'SmJBSS‘ thon 5, the compony may not move this
retuned 1o fha oo ine site cardis discorded or when the site card s
etumed 1o the location deck, Connot ba duplicated on o given site.

: Snowslorm

b . Lon
Emonrert, P'%”h!‘-’ orly i Doors nfghighi is in play. Eoch maving

company vith o Wikdemess ( 4} in it si i
of arigin. Connot be duplimhgd. PR M T

__|Eowyn & Akharahil: A
Nazgil-killer and o Nozgdl?
What kind of combo is this?
Simple. If you're playing o
Nazgil deck, it's olmost
cerfainly fo your advantoge o
start the gome with Eowyn and
other Nozgdl-rouncers. Once
you have them in play, even if
they die, your opponent will
never be able fo play them 1o
counteract your ringwraiths.
One of the fringe benefits of
getting them out first.

[ oo lon R
Environment. Playable only if Doors of?‘lwghl is in play. Eoch non-
Haven site in play with o Coostal Seq (s in i site path is topped.
Connot be duplicated.

: Tookish Blood

; Short C

Playoble on o Hobbit choracter. The Hobbit's pluzal must make a roll
(or drow g #); return the Hobbit to the anrel‘s ond if the result plus
his unused general influence i fess thon ) 1. If the Hobbit is removed
from ploy, ane of his items may be transferred to anather choracter in
his company; any ather cords under his control ore discarded. Altemo-
fively his cord can be played os a resource card. For the rest of the.
tum, the target Hobbit connot be discorded of ratumed 1o its owner's
hond for any reason.
Permanent R
Wihen the next character fails o corruptian check, he becomes o
“fraitor,” this card is discarded and an attack is Immediotely mode
against o character in the fraitor's compony. The character fo be
altocked is chosen bY the player who does not control the troitor’ com
qunv. The prowess of the atock is = fo the prowess of the fraitor plus

0. Any resulting bady check is modified by +1. If the fraitor is not
eliminated by the aftack, the effects of the hitor's coruption check
are resolved nomally (i.e.-he is discorded or removed from ploy).

Twill[ghl ot

nvironment. One environment cord in ploy is immediately discorded.
This cord rnug also be played as o resource. This cord moy be played
af afy fime duing ony player's um.

onf 1]
The number of strikes and prowess of guch Wolf, Spider, ond Animal
offack are increased by one (by two for Walves if Doors of Night s in
play). Capnat be duplicoted.

¢ Weariness of the Hearl Short

X C
The prowess of o character is modified by -1 untl the end of the fum.
ANtematively, the torget choracter is forced to make o corruption
check. Cannot be duplicated.

Short . R
The bearer of The One Ring makes o comuption check modified by 4.



Name Rarity

Description

Type

Nome WP Rarity

Description

Nome Type MP Rority

Description

(r

Will of Sauron, The Permonent
Playable only if Doors of Night is in play, All hazord long-events
remoin in ploy until this (DIE
of Night leaves In‘(f of when ony play deck is exhausted. When this
o

cord is discarded, oll hazard long-events are discorded. Connot
be d?plimled‘
Vords of Power ond Terror Short R

IIT the Fluwesses‘uf all of the charocters in o (umpunTAuttmked
by o Nozgol by -1 until the end of the fum. Cannot be duplicated on o

given company.

Name Type Rarity
Androst & C Hollin Lo
Andrast Coast w  ( Horse Ploins o C
Anduin Voles 1 C  Imlod Morgul o
Anfolos “ € Iron Hi [) C
Angmar d C  Ithilien O S
Anarien o) (  Khand & (
Arthedain @ € lomedon @
Ear ofBelfdlss  «  Lebennin ® (
Belfalas ©  (  Llindon o @
Brown Lands 4 ( Mouthsof the Anduin = (
Cordolan & MNorhern Rhovonion @ (
Dogorlod o MNomeriodor ®
Dorwinion I € Num o
Dunlond & 0ld Pokel Gap w
Elven Shores «  ( 0ld Pokel-land @
Enedhwaith [} C  Redhorn Gate [ C
Eriodoron (oot w  ( Rhudaur o
Fangarn & ( Rohon w (
Forochel & Southern Mitkwood @ (
Gap of lsen @ C  Souther Rhovanion &  (
Gorgarath | C  Shire, The ®
Grey Mountain Narrows (4 € Udin m
undaba U ( WestemMikwood &  (
Hnrand?r @ Withered Heath ®
Heart of Mitkwood &0 C Wold & Foothills v (
High Pass ¢ WoodlondRealm ¥ (
RESQURCE ALEIES
Name Type m p/b MP
Description
Bill the Pon u

h Ally 120 1

Unique. Ployable ot Bree or Bog End: playable even if the site is

tapped. If at o norhoven site and if his company's size is thiee or

less, you andlS(Glﬂ Bill the Pony ot the end of his compony's fum

ond reploce i Life with the nearest Huvezn (3%). i l}
er

Uniqm. Playable at Old Forest. Moy not be attocked. Top Goldberry to

concel any effect that would couse her company to return to its site of

origin ofter declaring its movement to g new site. Altematively, ru[r

Goldberry to cancel one attack ogainst her company keyed o Wilder-

niess (4).
lum Scout Mw_ 4. 79 2 U
Unique. Playoble of Goblingate or Moria. If his company's size is less
thon three TI#) Gollum to cancel ane attack ogainst his compa
keyed to Wildemess {4.) or Shodowdand (4). Tap Gollum if he is
at the some non-Haven site os The One Ring; then both Gollum ond
The One Ring cre discorded.

Gwaihir Al o4 4 R

Unique. Ployable of Eagles” Eyrie. If his compony’s size is two or [ess,
yau may discord Gwoihir during the organization phose to allow his
compony fo mave to any site that is not in o Shadow-ond (&) or
Darkdomain (10); un% hazord creatures keyed to the site may be
ﬁlu ed on o company that moves in this fashion,

Leal

Gol

C 58 2 U
U?ﬂ ue. Ployable of Wellingholl. Top to cancel 1ﬁe/effens of one haz-
urdq'huf torgets his company. May not be attacked by automatic-

ottacks or hozards keyed to his site. Discord Leaflock if his compon
maves to o site that is not in: Fangom, Rohan, Gap of ksen, Wcﬁg
Foathills, Enedhwaith, Old PckeHond, Brown (onds, Anduin Vales, or
" %ehdhom Gate. M i
uickheam
Unique. Playable ot Wellinghall. Moy nof be uﬂnt{ed by automatic-
ottacks or hazords keyed to his site.
Roiic the Raven  Diplomat Ally

Ally 1 :3/8 1 R
Unique. Playable ot any site in Northem Rhovanion. Taop ond discord to

attempt o bring any fuction into ploy—treat this influence check os
though it were made by o diplomat.

Shadowfax ¥ 8
Unique. Playable ot Edoras or Dunhariow, If his iy hos one
charocter or one character ond o Hobbit at the end of the move-

ment,/hazard phase (it cannot contain any ollies), top Shodowfax to

allow its company to immediately move again; on un%irionul site cord

mm{ be played ond on addifional movement,hazord phose follows for

that company.

Skinbark ) 3 1 D{ 9. 2 R

Unique. Ployoble at Wellingholl. May not be attacked by automtic-
attacks or hozards keyed to his site. Discord Skinbark if his company
maves o o site that i not in: Fangom, Rohan, Gop of lsen, Wold &
Foothills, Anduin Vales, or Redhom Gate.

Tom Bombadjl

R

e FI U [T
Unique. Playoble ot Old Forest. Tap to concel the effects of one hazord

that fargets ony compony moving to o site in: Arthedain, Cordolan,
Rhuduuxg, or m! ShTIgF B?s:qm Tgm Bambadil if his company moves to
g site thot is not in: Arthedain, Cordolan, Rhudaur, or The Shire.
Treebeard e r i 88 2
Unique. Playable of Wellinghall. Moy nat be attacked by cutomatic-
attocks ar hazards keyed 1o his site. Discord Treebeard ﬁ his company
moves to asife that is not in: Fangorn, Rohon Gu{fu of Isen, Wold &
rown (ands,

Foothills, Enedhwaith, Old PokeHand, B Anduin Voles, or
Redhom Gate.
Coruption Points d  Ditect Influence

is discarded. Discord this cord when Doors

g Align Palantir

3 jiven compony.
H Andlillril, Humgﬂn{ West P. Event ML

Bridﬁa

Dark Quarrels
© Dodge Sh
: Fnr

by

¢ Dreams of Lore

[N RESOURCE EVENTS,

Nome \pe MP Rority
Description
i A Chance Meeting Short d
i Acharacter may be hmughr into play with direct influence ot any Free- :
+ hold (), Borderhold (), or Ruins & Loirs (k). i
£ A Friend or Three Shart

For every choracter in the influencing chorocter's company, A Friend or

Three gives 0 +1 modification to on influence check or to 0 comuption
theck made by o choracter in the some company.

Permonent 2 u
Comuptian points: 2. Sage only if o Palenfir i in his compony. Kee
with the Palontir; bearer now hos the abilty to use the Polantir. If the
Polantir is stored this cord i stored too. Discord Align Polantirif the
company carrying the Palantit maves.,

Anduin River Short C

Playoble of the end of the organization phase on a company contain-
ing a ranger, If the wmw}}(

ronger to move as if the fol cmng Bm;s of regions were odjocent:
Rohan and Du?mlud, Anérien and Dogorlod, Andrien and Ithilien,
Lebennin and Nthilien, Lebennin ond Horondor. Otherwise, if the site
maved to is in one of the regions listed obove, the hazard limitis
teduced by two (to o minimum of two). Cannot be duplicated on a

(+4)/~ 14 1 R
Unique. Sage only during the site phase at an untopped site where
“Information” is ployable. Top the sage and the sife. Soge makes o
cormuption check modified by -3. Keep soge topped unfil Anduri is
stored at o Hoven (1), Once stored, rnu may discord o stored
Reforging and place Andonl with Narsil. In oddition to Norsl's effets,
Andinl gives its beater 4 marshalling points, +4 prowess (fo o moxr
mum of 11), +1 direct influence, and one more comuption point.
Andaril may be top G
pany, but its beorer must make o corruption check modified by -1. c

Ash Mounlains Sho

it
Pluyeble of the end of the organizotion phase on @ company contain-

ing a rangzr. If the company uses region ¢ords for ifs site path, top the

ronger to move os if the following poirs of regions were odjocent:
Dogorlad ond Gorgoroth, Horse Plains ond Gorgoroth. The (ompnna
faces on attack of the beginning of its movement,/huzerd phase: Ores
—four strkes with 8 prowess. Otherwise, if the site moved to is in
one of the m?lons listed obove, the hozord limit is reduced by fwo (fo

Bl o minimum ot two). Cannot be duplicated on o given company.

od 0
Warior only. Warrior does not top against one strike (unless he is
wounded by the strike).

Short
ble of the end of the movement,/hozard phase on o company
Iﬁgyumnved fo o Haven (). Thot cor/[:}wny moy move fo on odde
fionol site on the some furn. Another site cord may be ployed ond o
mgvgrnem/huzmd phase immeii\'uteiy follows for that company.
ear Skies on

Environment. Ployable only if Gulesgul Moming is in play. The prowess :

of ench character is modified by +2.

Cock Crows

Cancels a Troll ottack. Altematively, if Gates of Moming is in play, it
forces the discard of one hozard permanent-event.

Concealment

0
Scout only. Tap scout to concel one attack ogainst the his company.

Cracks of Doom

i
Only playable if The One Ring is of Mount Daom. Its begrer must
mrgl epuu{gnu tion check mggiﬁed by 4. If successhul, The One Ring is
destroyed :m&J its bearer's player |:fin§.

ort (
Orcs, Trolls, or Men. Alternatively, if Gates of

Concel one ottack
e number of stikes from any attack is reduced to

Morming is in ploy,
holf uil i Griglf‘n(iYnmnher, rounded up.

et chorocter does nof top

Elm shike). If wounded by ?ﬁe strike, his body is moditied by -1 for

the resulting body check.
Permanent ? (

Sage only during the site phase of on untopped site whete “Informo-
tion” is puruble. Top the soge and the site. Soga may not untap unfil
Dreams of Lore is stored at a Hoven () during his organizotion
phase. May not be tronsferred

m Mid

Eagle-mounts

: B

Evenstar, The

uses regjon cords for ifs site poth, top the

Fair Travels in Border-

ped to untop a Dinadon choracter in the same com-

Fair Travels in Free-domains

TUSTER " THE GREAT EAGLES

T

 Favor of the Valor

¢ Fellowship

ot (
ainst one strike (unless he is wounded - F

MNP Marsholing Poins

Short R
ble only of the end of the organization on o company with g
di om!mﬁg_begins the tum gt &%{I{"ﬁ Eyrig.h%tsxenpuny muy% to
any sit2 that is not o Shadow-hold () or o Dark-hold (). Opponent
wlyalwhuzndamx&murekeyedm the company ssirei.z
When Elfsong comes into play, entg charocter of o Hoven (%) may

immediately remove one coruption cord. While Elfsong is in play, no
character af o Haven mey be discorded o refumed o E mgl'h;fhand
for ony reason.

Short g
Cresls o ctock ot s mwourid chrcce o
ym%ﬂe%m%%%m?ﬁommsémﬁx

Environment. The prowess of one Elf is modied by +1 unfil the end
of the tum. Additionally, if Gates of Mnmigf s in play: the prowess of
each Elf is modified by +1 (unti the end of the tum); and, you may
choase: one Wildemess () to treat os  Borderdand (2 o one
Borderdond (71) to treat os o Free-domain (). Connot

duplicat
pc &

R S TR L L -
> t y h torget
: 2 0 o oﬁuuoﬂ gemnpurn;phz_s’

0 new site card. The hazord lmit for the torget company decreases
one for every Coastol Sea (ws) in its site path (to o minimum of
two). Connot be duplicoted on ﬂsnﬁos#me company.

Playeble of the end of the orgenization phase if forget com

] g};i site cord. The huzmd_lsl?:ilt for the target (%7 detp?gsa
ane for every Borderdand (7'} in ifs site path (to o minimum of two).
Connot be duplicoted on the some company.

FnirPTEMIS in Dark-domains ort R

layable of the end of the orgonization phase if farget com l:lws
anew site cord. If the sita puﬁ‘}l:zm of least one Du%fdmmw ),
the hazard limit for the torget company decreases by one {or by two if
Gates of Moming is in play) to o minimum of two. Connot be dupli
cated on the same company. Sho

it R
Ployable at the end of the organization phase if forget company p
] m site card. The huzm'grﬁu;\mﬁ_fnf the torget compony decreases
one for every Free-domain (=) in its site path (fo o mmimum of
two). Connot be duplicated on the some company.

Fair Travels in Shodow-lands ~~ Short

C
Ployable ot the end of the organization if ftorget «
nm site cord. ifthesiremhusm lepuz?enne Shcdwig D’Eﬁﬂflﬁfﬁ
the hazord limit for the farget compony decreases bz one (or by two if
Gates of Moming is in play) fo o minimum of two. Connot be l{)pl'r
cated on the some company.

__| Muster & The Great
Eagles: Muster's o great card,
especially if you've got o bunch
of plodding warriors running
oround without a stitch of
diplomacy among them. Y'see,
certain foctions might be a little
tough fo rally. Not so with
Muster. This one card allows
any wartior to automatically
win an influence chedk ogainst
a faction without a roll. The
faction can be as difficult as The
Great Engles—it doesn’t
matter, they'll join your cause!

hirégvu;lk in ;‘theréw?sm Short N o (

e ot the end of the orgonization phase if torget comy

o new site cord. The hazard Ernil for Ihepmrget mm%%ny dee?ggsesuﬁ
one for every Wildemess (w) in ifs site path (to o minimum of two).
(W‘ﬁU' be duplicated on the some company. ¢

ar-sigl it

Soge onE(u(yiuﬁng the site phase of on untopped site where “Informe-

tion” s playable. Tup the soge ond the site to search through your
oy deck ond choose o ifem that you must reveal o your apponent.
is item is ploced in your hand and the play deck is reshuffled. The
soge mekes o comupon check, "
i

0 R
Unique. Pleyable during your organization . Shuffle your hand
ond your discord pile Eﬂgn;’yﬂui‘ rqu deck (gﬁgxﬁs lemui; in th dis-
cord pile). Drow a new hond of 8 cords. Remove Favor of the Valar
from the game.

Permanent (
Only playoble ot o Hoven (%) during the orgonizafion phaseon o
company that has four or more chorocters and offes. +1 fo prowess
and +1 to corruption checks for oll characters and ollies in the com-
pany. Discord this if o character or olly joins or leaves the company for
ny regson.

Lon ]
og[nu‘mnmonl Ployable only |!Gﬁ!esgnf Moming is in ploy. Treat ol
Free-domains () as Borderdonds (-1) ond oll Borderdands (71)) os
Wildemesses {4) ond oll Shadow-londs (i) os Wildemesses (4))
ond ol Dork-domains () o5 ShadowHands (). Con't be duplicated.

p/b Prowsss/Body
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Name Tyne W oy

Destription

Ford Short C
Playable only ot the end of the organization phase. Top o rna]ger o
prevent opponent from playing hazord crentures keyed to Wildeimess

(4 g ﬂgmns! the ranger's company.

Gotes of Mornin Permanent

Environmenl._gwhen Gates of Moming is ployed, oll environment
hozard cords in play ore immediately discarced, ond oll hazord envi-
ronment effects are canceled. Cannot be duplicated.

Gollum’s Fate Shart R
Unigue. Only playoble if The One Ring and Gollum ore bath ot Mount
Doom during the site phase. The One Ring is destroyed and its
bearer's ployer wins.

Great-road C
Playable only ot the end of the organization phase on o compony that
storts ot o Haven (=). Opponent may draw up fo twice the normal
numbes of cards for this compony during the movement /hazard
phase. At the end of the tum, the company moy replace its site cord
with the Haven cord ot which it began the tum.

Great Ship Short R
If company's curent site path contains o coastal sea region, until the
end of the tum any choratter in the company may top fo cancel the
effects of one hazord that torgets the compony.

Hulﬂina]_Sieullh . Short ]

- Hobbit only. Cancel one strike ogainst the Hobbit.

Hulﬂinng!renmh gli‘md
Hobbit only. The Hobbit m? untap or he may move from wounded

status to well and untopped during his organizafion phase or he may

receive 0 +4 modification fo one corruption check.

ing Shart R

Scout only ot the end of the organizofion phase. Scout's company

may not move fo anather site fhis tum, Concels oll hazord creature

ottocks ogainst the scout's company this tum.

Hid

orses 0 (
Playable nnté at the end of the organization phase. Hozard limit for o
company is decrensed by twa (fo @ minimum of 2). MIpwess of
ony ufnrd ueatures ployed ogoinst this company is modified by +2,
Kindling of the Spirit Short (
Spell. Wizord only. +2 prowess ogainst one ottack for oll choracters in
the same company o5 Ige Wizord. Wizard mokes o corruption check

modjtied by -Z.

Lapse of Will g Luurg U
The prowess of each gttock is modified by -1. The prowess of each
Nazgdl attock is modified by -3.

Lordly Presence Short C
Diplomot only. +5 to on influence check ogainst a faction. If the influ-
ence check is successful, drow o cord.

Luclg Search i Short R

out only. During the site phose, top o scout at o Shadove-hold (d)
or Dork-hold (). Tum over cords trom your ploy deck one ot o fime
until you reveal  non-special item (it connot be o uni%ﬁle item already
in play) or reach the end. If you reveal such on item, the scout takes
control of it. In ony cose, the scout must face o single strike atta
with o prowess equol to 3 plus the number of cords revealed; this
anuck/psrnke conniof be concelled. Reshuffle oll revealed cards except
&hef}em bock into the play deck (this does not exhoust the play

eck).

Lucky Strike Short (
&um'ur only. Moke two rolls {or draw two #s) against a shike ond
choose one of the two results fo use.

Mirror oﬁ}uludriel ort " U

Only ployable if ony of your characters ore at L6rien. You may look o
your opponent’s hand and then choose to look of the top five cords of
any one ploy deck. Shuffle those 5 cords ond retum them fo the top
of ¥heir p'i]qv deck.

Mﬁﬂg| Mountains Short C

ayable of the end of the organization phese on o company contain-

ing a ranger. If the mmpﬂn‘r uses fegion cords for its sife guth, r;:pR }tpe
acent: Rhu-

tanger to move as if the following pairs of regions were o i

dour ond Anduin Vales, Rhudaur and Wold & Foothills, Hollin ond
Wold & Foothills, Hollin and Fangorn, Dunlond and Fangom. Other-
wise, if the site moved fo is in ane of the regions listed chove, the
hazord limit s reduced by two (o @ minimum of two). Connat be
duplicoted on o given company.

oon on
Environment, If Gates of Morning is%ﬂ plu'y!, tieat afl Wildemesses
(8) os Borderdands (") and oll Borderdands (1) s Freedomoins
() for the purposes of plnrig hazards. If o Dogrs of Night is in
Eﬁuy treat oll Dark-domoins (W) os Shodowonds () and oll
hadoy-lands (4 ) s Wildemesses ( & ) for the purpases of playing
hazards. Cannot be duplicated.
Morannan Permanent R
Playable ot the end of the or?qnizurion phase on a company thot hs
a size of less than three, confains o scout, and begins the tum ot o
site in Dagorlod, This card is used as o Dork-hold (M) <ite card in the
regon of ﬁgﬁn thot is maved to using the sila(sm : s d (the moving
player drows 2 cords and his apponent drows 5 cords).. The company
tan loter leave this site using region ¢ards or by usmf the following
site path to move fo Lotien: d d's w t b w. Discard Moronnon when
the gammmz successtully ploys a new site cord.
Mountains of Shadow Short L
Playohle of the end of the organization phose on o company contain:
ing o ranger, If the mmpun? uses region cords for its site 3
runFEI to'mave os if the fol nwin%?mls of regions wete odjacent:
Ithilien and Gorgoroth, Ithilien and Num. Harandor and Nur. The com:
ny foges on attock of the heginninﬂ ol its movement /hazard phase:
s — four strikes with 9 prowess. Othenvise, i the sife moyed fo is
in one of the regipns listed obove, the hozord limit is reduced by two
(to o minimum of two). Cannot be duplicated on o given company.
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Paths of

: Persuasive Wor

i Praise to Elbereth Sho

Reforging

: Secref Enfrance R :
Ployoble only of the end of the organization phose; may not be ployed :

Stone of Erech
ath, top the

© Sul

company. Gandalf mokes a carruption check modified by -5.

¢ HNenyo ort R
; Eﬂ!udriel °"'¥a +7 prowess, +2 body, +2 diret influence for the rest "

of the tum. Golodriel makes a corruption check modified by -3, by -1 i

in g Hoven (). Any one comyption check made by o charocter notin
o Dorkholdd (W) o1 S‘udwﬁru[r? (d) is umnrnuﬁ(grhr successful. 3
¢ New Friendship Shart )
f Diplomot only. +3 to ony one influence check or +2 to o comuption
: check mada by o character in the some company.
: 0ld Friendship Shart

C
Diplomat only. +5 to an influence check n%uinst o character or +4 to
0 cormugtion check made by o ti:sc}:uc:el in the same company.

00| 1011
Allowss o choracter ot o Hoven L +) to attempt to bring a foction inta
ﬁiw The lzngth of the site path from this Haven to the site ot which

e foction con be played must be two or less (this must be verfied by

on evailoble site cord). The inflyence check for this attempt is |

ol modified by -1 and is nat mudiﬁsedh the influencing choracter’s d.
rush, The 0

-3 1o the prowess ond body of o non-Nozgd! ottack with 0 normal

pro eis of 13 or more.
the Dead Short R

Playable only of the end of the organization phose. For its movement,
a compony at starfs of the Dunharrow site and contains Aragom 11
may move to the Vale of Erech site. The onlljy hazard creotures that
moy be qulled on this compony ore Undzad, but any Undeod moy be
played T‘} Es ompany.

ort
Diplomat anly. Make twa rolls (or draw two #5) when making an
influence chetk ond choose the one to use.

i}
For each of your choracters in play you choose to tap, cancel one
Nazgl event or one Nozgil cmu[&. ‘Additionally, if Doors of Night is in

pfuﬂn [ﬂs characters goin +1 prowess until the end of the tum.

viet Lan, 0

Environment. Until the end of the fum, the number of strikes for ane
outomaticottack ot a Shadow-hold () or o Ruins & Lais (L) is
teduced by holt Sgr]c‘unded upl, Allemur‘nreb{, if Gotes of Morning is in
lay, treat one Shadowland ( 4 ) as o Wildemess ( 4 ) or one
hodowhold () s a Ruins & Lairs (k) until the end of the tum.
Connat be duplicated.
. . Permaonent 1 C

Soge only, during the site phose ot on untopped site where “Informe-

tion” is p!qyublel Top the sage and the site. Sage may not uruuF| unti

Reforging is stored ot o Haven (7). I}uring your organization phase,

you may fop o soge ot o Haven and discard o stored Reforging to

[efrieve ony minof or mulam weapan, armor, of shield from your dis-

cord pile. The item must be placed under the contral of o charocter in

the sage’s company.

¢ Rescue Prisoners Permanent 3. i
i Playoble ot on olready topped Dork-hold (M) or Shadow-hold (&) dur-

ing the site phose. The company faces o spidet ottack (2 shikes with
7 prowess). If no cheracters are untopped after the ottadk, discord
Rescue Prisoners. Otherwise, you may top 1 chorcter in the company
ond put Rescue Prisaners under his cantrol. That character may not
untop until Rescue Prisoners is stored ot o Hoven ( e Border-hold
(1) or Freethold (+) during his erganization phase. (an not be dupli-
coted of 0 qiven sife.

¢ Return of the King

i . Oy o o s Tt ooy
nique. Arogorn Il anly. able in Minas Tirith ond only
Denqe'rhor I |gs notin p’rﬂv. A:Eg?o?x II's ditect influence is mod%ed by
+3. Keep this cord with Aragom I; discard if he leoves ploy.

Ringlore Short e
%ﬂge orly, only ployable ot a site where “Information” is playoble,

and only if cler in his compony has o Gold Ring. Flayoble only
duriiéJ I.II ] Sun[e gﬂlw%se. iup i1i1e supe Jnd the site. PItTlngﬂ test o Gold
Ring. No rall (or drow) is used. The player moy replace the Gold Ring
k\ﬂil?l| any ring from his hond (cr.[sep! for The One Ring).

Risky Blow ort
i \z‘uniol only against one strike. +3 to prowess and -1 to body.
: Sacrifice of Form Peima , R
: Spell. Wizord only. All of the strikes from one attack ogainst your Wiz-

nent

ord's mmeny fal; -3 1o ung biody checks made to defarmine if the
attack is defeated. Discard the Wizard (i.e., he becomes unrevealed)
and any non-tem cards he controls. Place ony items he controls under
this card and kee? these off fo the side (these items ore considered to
sill be in ;Iﬂuv). It the Wizard is put back info play, retum his items o
him ond ploce Socrifice of Form with him. Wizard receives +1 fo his
a:’nwess, body, and direct influence. May not be duplicated on o given

izard.
Short
on a compony moying fo a sife in o Dork-domain E]l ). Top 0 sage in

the company, and no hazard creatures keyed to the site may he
played on the company.

- Sewret Passoge Shart

(
Ployable only ot the end of the organization phase. If the company
that it is played on moves to o Ruins & Lairs (L) site, apponent may
only play hazord creotures that are keyed to the compony's site.

ars 0 :
Enviranment. Modify the prowess of one Undeod attack by -1. Altemo-

tively, if Gates of Morning is in play, unfil the end of the tum, treat
one York-domain (W) as o Shadow-land (.4 ) or one Shadow-land
1 ';] os 0 Wildemess ( #'). Cannot be duplicated.

: Stea ort

Scout only. Top a scout 1o play of the end of the orgonization phose
anly if the scout’s company size is less thon three. Ro aeature hoz-
ards may be played on his company this fum.
Permanent 2 R
Unique. Ployable of the Yole of Erech and if the Men of Lomedon are
oheody in ploy. Discord if the Men of Lamedon leave play.
n

Lon
Environment. The prowess of each ﬂﬂnndnn i momirrr-d hY +1. Md
tionally, it Gates oFaning is in ploy, the ?rawess of each autg-
attack ond hazard weature is modified by -1 ond the prowess of each
Man and Dianodon is modified by +1. Cannat be duplicoted.

Tru

White Tree, The

© Wizard's

Name Type ‘MP Roity  MNome Type WP Raiity
Description Descrigtion

Muster ; Short - ) ( Tempering Friendship Short (
: Warrior anly. An influence check against o foction is outomotically suc- +4 to on influence ottempt ogainst o foction.
1 cesshul; na roll (or draw) isneteg?lu ] - : Tes!SanornE P org st Gl R HE
: Norya 0f i oge only and only if @ character in his company has a ing.
3 I"(;undulf only. +4 prowess, +1 body, +2 direct influence for the rest of  : m?esla&o!d Ring".‘ i gy
H the turn. Immedigtely untop all unwounded choracters in Gandalf's ¢ Testof Lore Short

€

Su?e only and only if o charocter in his company has o Gold Ring. Play
to fest o Gold Ring; subtioct one from the result of the rall (or diow).
Thorough Search Short
Scout only, Top a scout during the site phase to allow onother charoc-
ter in his company to play ony item normally found at its curent site.
The company must foce ony outemalic-atiock for its curtent site at
least once during this s'rteg nse. This does not 1{9) the site, and Thor-

h Search can be ployed of o site that is olreody topped.
e Fana Short
Spell. Wizord only. Before resolving on attack against the Wizard's
mmpunr, make a roll (or drow g 5 ond odd the Wizord's prowess to
the result. If the totol is greater than the attack's prowess, all of the
attack’s strikes fail (if the attock has body, make body chacks to
determing if the ottack is defeated). Otherwise, the attack proceeds
normally. Wizord makes o corruption check modified by -3.

v
=
==
7
<
=
o
o

= Star-glass: You start the gome with two
minor items already in your company. Natu-

¢ rally you want the ones that vill give you the

greatest edae, usually combating those nasty
creatures that pop up. The best minor item
avaoilable: the Slul-gTass. With the power to
cancel an undead attack or modify the prowess
of spider, animal or wolves attacks by -2, it's
better than some of the major items out there.

Use Palontir Shol

it
Soge only. Top sage fo enable him (for the rest of the tum) fo use
one Polontit he bears.

© Vanishment Sh

ort (
ell. Wizord only. Cancels an attack ogoinst the Wizard's company.

=5
z i Wizard mokes o corrupfion check modified by -2.

ilya Short R
Elrond nnly +4 prowess, +2 hod-r) +6 direct influence unfil the end of
the tum. It your rulxr,: deck hos ot leost 5 cards in it, you may toke 5
resource cards of 1 ut chaice from your discord pile ond shuffle them
into your play deck. Elrond makes a camuption check modified by -3.

¢ White Mountains Shart

C

Playoble ot the end of the arganization phose on a company contain-
ing o tonger. If the [cmpunr uses region cords for s site path, top the
ranger to move as i the following paws of regions were adjacent: 0l
PokeHand and Anfolas, Rohan and Lamedon, Rohon ond Anfolas,
Andrien ond Lomedan. Otherwise, it the site movd fo s in ane of the
regions listed above, the hozord [t is reduced by twa (lo 0
minimum of two). Cannat be duplicated on o given company.

armonznt :
Unique. Sage anly at Minas Tiith. Ploynble cnl{.if 0 Sapling of the
White Tree s at h{inus Tiith and is discarded. Minos Tinth becomes o
Hayen () for the purposes of h!enhlng ond playing hozards.

hor

Wizard's Fire

Spell. Wizord only. +5 prawess for the Wizard against ane attack.
izard makes o cormuplion check modified by -4.

Wizard's Flame Short

U
Spell. Wizord only. All attacks against Wizard's company suffer 0 -2
madification to prowess for the rest of the tum. Wizard mokes o cor-
ruption check modified by -3.
Loughter Shart 1]
Spell. Wizard unWK during opponent’s site phase. Automatically cancels
an influence check against one of the Wizord's ployer's characters, fol-
loweers, foctions, ollies, or items. Wizord makes o corruption check
modified by -2.

¢ Wizard's River-horses Short

0

Spell. Wizard onm All Nozqtl events are discorded or concels an
attock ogoinst 0 Wizard if fe is the MIY character in the company.
Vlizord mokes a comuption the(khmodl jed by -2.

: Wizard's Test ort

i (
Spell. Wizard only and only if o charocter in his company hos o Gold
Ring. Play to test a Gold Ring; moke two rolls or draw two #5) and
thoose one result to use for the test, Wizord makes o cormuption check
modified by -1.

¢ Wizard's Voice Short R

Spell. Wizord only. +6 to direct influznce for the Wizard for the rest of
the tum. Wizord mokes o coruption check modified by -3. May nat be
duplicated on o given Wizord



| RESQURCE FACTIONS

Type MP Rty

ome
Description

Army of the Dead Special 6 R
nigue. Ployoble at Vale of Erech. May only be pluxed by Arogom Il

on the some fum that he flm Paths of the Deod. May not be
influenced by on opponent,

B ol B’ g e :

nique. Ployable ot Beom's House if the influence check is greater

| mﬂn T[S!gxg&.(d Modifications: I!}.Lenﬁ(.el). . 5

Blue Mountain Dwarves o 1]
Unique. Ployoble ot Blue Mountain Dwarthold i the influence check is
greater than 9. Standard Modifications: Elves (-2), Dwares (+2).

ESCart

-Mh-hu_-nr.ﬂ-
charscter of your choice in the company b
wounded (a0 buaby chieck bs pequired).

* Over the brkdae!” e vied Guundalf. revling bt
wrvegih, ‘Fly’ This i 0 for beremd oy of 3o
1 st Ackd it mrrvne waty P11 Lokl

L Escape: Having one of your characters
wounded isn't too hot, but neither is havin
them all dead. Escape is an ll-purpose defen-
sive card which cancels any attack—oll you
have fo do is sacrifice one of your charadlers.
Since that choradter ends up wounded (no body
check required), it's usually o good play fo

choose ane of your already-tapped guys 1o fake i :

the blow.

Dunlendings . Man b TRl
Unique: Ployable of Dunnish Clon-held if the influence check is greater

than 9. Standord Modifications: Men (-1, Danedain (1), Dwarves H'%.

Eosterlings o Mon A
- Unique. Ployable of Eusterling Comp if the influence check is greoter

than 9. Standord Modifications: Danedain (-2).

Elves of Lindon b R
Unigue. Ployable at Grey Hovens if the influence check s greater than
9. Stondord Modifications: Danedain (+1), Elves (+2).

Ents of Fangorn tnt 3 F
Uni ue.q’l?'n'u!e at We\lin%‘h'ull if the influence check is greater thon
9. Standard Modifications: Hobbits (+4).

Great Eagles, The Euﬁfgle ) 3 U
Unigue. Playchle ot Fogles' Eyrie if the influence chack is greater than
9. mndmcr Madificatians: none,

illmen an 1 U
Unique. Ployoble at Cometh Brin if the influence check is greater than
9. rdad fladcators: Men (+hl)..

obbits Hobbit ! R
Unigue. Ployoble at Bag End if the influence chedk is greater than 8.
| Sl'iulridbmd Modifications: Hobbits D(+4). ; ;
i wa
mnlln;quafvﬁmbb ot lron Hill DworFhold if the influence check is
reater than 8. Standard Modfications: Elves (-2), Dwarves (+2).
Kni E*1!5 of Dol Amroth Dinadon ;
nigue. Playoble ot Dol Amiath if the influence chedk s greater thon
8. Stondard Modifications; Danedain (+1).
Lossuuﬂ_z Playable ot Lossod: FI(I]!"T.Iu;I if the influence check is great !
; & of Lossada is greater
lhrzl;auﬂe.rSIngurd Modifications: Men (+1). L .
Men of A lon
enu?ai ug.nﬁ?ls oble of Lond Gelen if the influence check is greater than
8. Efundur Modifications: Dinedain (+1).

Men of Anérien ~ Man
Unigue. Playable ot Minas Tiith if the influence check is greater thon
i é!undur Modffications: Dimedain (+1).

Men of Darwinion ~ Mon. )

Unique. Playable ot ShreHain if the influence check is greater than 6.
Sm[nlt.j:rd I}'LudLﬁmﬁons; Men (+1). ’

Men ol Lamedon on
Unique. Playable ot Yale of Erech f the influence check is greater thon
T tundur! Modifications; Dinedoin (+1).

Men of Lebennin Mo Ul u
Unique. Ployable ot Pelorgir if the influence check is greater than 7.
Stondord Modicotions; Donedain (+1).

Men of Horthern Rhovanion ~ Man ; 1]
Unique. Ployoble of Lake-town if the influence check is greater than 6
Standord Modificotions: Men (+1).

Runﬁels of ihilien Donodan 3 f

nique. Ployable ot Henneth Anndn if the influence check is greater
than 7. Standard Modificatians: Dunedain (+1).

Rangers of the North Dinodan

3 F i
nique. Playoble ot Bree if the influence check is greater than 9. Ston

datd Modifications: Danedain (+1),

(P Comuption Points d  Ditect Influence

Name Type MP Rarly Nome Tppe d p/b MP (P Raoity
Destription Description
Riders of Rohan M Earth of Galadriel’s Orchard Special

on 3 F

Unique. Playable ot Edoros if the influence check is qreuler than 9.
Standard Modifications: Hobbits (+1), Danedain (+1).

Southrons Man 5 R
Unique. Ployable of Southron Oasis if the influence check is gtrealex
than 8. Stondord Mod.: Donedein (-2), Eives (-2), Dwarves (-2).

Tower Guard of Minas Tirith  Dinadan
I.TnTgue. Pli?'nble ot Minas Tirith if the influence check is greater than
7. Stondard Modifications: Danedain (+1).

: Variogs of Khand Mon 4 R
: ngue. H:?uhle at Voriog Comp if the influence check is greater than
9. Standord Modifications: nane.

i Wood-lves £t 3 F

Unique. Ployable at Thranduil's Hals if the influence check is greater
: then 8. Stondord Modfications: Men (-1), Elves (+1), Dwarves (-2).
¢ Woodmen Man
Unique. Ployable ot Woodmen-town if the influence check is greater
i thon 7. Stondord Modficotions: Men (+1).
¢ Woses of Old Pikel-land Wose 3 R
Unique. Ployable of Wose Possage-hold if the influence check is
i greater thon 8. Standard Modifications: none.
¢ Woses of the Driadan Forest ~ Wose
Unique. Playable ot Driodan Forest it the influence check is greater
thon 9. Stondard Modifications: none.

RESOURCE ITEMS
: Nome Type d p/b MP (P Ronty
Description

: Arkenstone, The Greater (+3) 25 2 R

i Unique. +3 to bearer's direct influence against Dwarves and Dworf
foctions. If held
and 4 cormuption points. The Arkenstane may be topped to untap o
Dwarf character in the same company, but farget Dworf must make o
cormuption check modified by -2.

Athelos Minor 1 ]

A Danadon can top ond use this item 1o heol a choracter in his com:
pany (change from wounded to well, character remains tapped).

: Aagom |l can ofso top ond use this item to remove o cormuption cord

: from a choracter in his company. Discard offer use.

: Beoutiful Gold Ring ~ Gold Ring | 1 (

i Discard the Beoutiful Geld Ring when tested. If tested, moke o roll JDT
drow a #) to determine which ring card moy be immediately p%u’ye X
© The One Ring (12+); ® a Dwarven Ring (10, 11, 12+); ® o Magic

: qu (1,2,3,4,5,6,7); * o lesser Ring (ony result).

: Book of Mozorbul ~ Special 16) 2 u

¢ Unigue. Only ployable of Moria. Moy be stored of o Dwarthold for 5

your organization phose fo increase your hond size by 1 until your
next untap phose.
3 Dug&ler of Westernesse Minor +1/= 1 C
: eopon. +1 1o prowess to o moximum of 8.
Durin's Axe Major +2(4)[(— 24 23 U
Unique. Weugon_ +2 prowess (+4 if held by o Dwarf) to 0 moximum
i of 9.1 held by o Dworf, 4 marsholling points and 3 comuption fmnrs.
¢ Dwarven Ring of Barin's Special +2(7) +2(4)/+1 4(6)  3(5 R
Unique. Dwarven Ring. Pf%ub[a only with o Gold Ring and after o test
indicotes o Dwarven Ring. Values in porentheses and brackets opply to
a Dwaorf bearer. Top o Dwarf bearer fo search your play deck for o
mojor item Sﬁl?ﬁubla ot the bearer's site. Play this ilem immediately ot
discard; reshu
¢ ified bﬁ +2.
¢ Dwarven Ring of Bavor's Specigl +2(7) +2(4)/+1 4(6) 3(5) R
+ Unique. Dwvorven R[nﬁ. n&nhle only with o Gold Rin%und ofter o test
¢ indicates o Dwarvan Ring. Volues in porentheses and brackets apply to
a Dwarl bearer. Top o Dwarf bearer o search your play deck for o
qeeater item plo gle of the beorer's ste. Play this ifem immediately
H | d[is'tu[r!d' resléu 2 the ploy deck. Bearer makes o comuption check
: modified by +2.
i Dwarven Ring of Driin's SPa('ml +2(7) +204)/+1 4(6) 3(5) R
© Unique. Dwarven Ring. Playoble only with o Gold Rmx;!] ond fter o fest
¢ indicates o Dworven Ring. %!ues in parentheses and brackets opply to
a Dwart bearer. Tap a Dworf bearet to search your ploy dack for o
areater item playoble of the beorer's site. Play this item immediately
i ordiscord: lesh%ﬂe the play deck. Beorer mokes o conuption check
i modified by +2. ;
¢ Dwarven Ring of Durin's Special +2(7) +2(4)/+1 4(6) 3(5) R
Unigue. Dwarven Ring. Ployable only with o Gold Rm%md ofter a fest
indicates o Dworven aing. olues in parentheses and brackets opply to
a Dwarf beorer. Tap a Dwar beorer to untap the site he is currently of.
i Bearer mokes o conuption check modified hx +2.
: Dwarven Ring of Dwdlin’s Spaciol +2(7) +2(4)/+1 4(6) 360 R
: Unigue. Diwarven Ring. Playable only with o Gold Rin ond ofter o test
indicates o Dwarven ging. Values in parentheses ond brackets apply to
o Dwarf bearer, Top o Dwarf bearer to search your ploy deck for o
major item playable of the beorer's site. Ploy this item immediately o
discord; reslgtr%e the play deck. Bearer makes o coruption check
: modified by +2.
: Dwarven Ringvnf Thelor's Specicl +2(7) +2(4)/+1 4(6) 35 U
: " Unigue. Dwarven Ring, Playable only with o Gold Rnngbund ofter o fest
indicotes o Dwarven E\‘ng%ulues in parentheses and brockers apply fo
a Dwarf beorer. Top o Dwarf beorer to seorch your ﬁ]lny deck ond/or
your discard pile far any one o two minor items; ploce these items in
i your hond and rtn,shuﬂlo your play deck. Bearer mokes a corruption
i check modified by +2.
: Dwareen Ring of Thdr's Specid +207) +24)/31 4(6) 3(6) 0
i Unique. Dworven Rin Prn‘mb!e only with 0 Gold Ring and after o fest
¢ indicotes o Dworven Eing. Volues in parentheses ond brackets opply to
o Dwarf beorer. Top o Dwart bearer fo seatch your play deck ond /or
your discord pile for any one o two minat items; ploce fhese items in
your hand and reshuffie your ploy deck. Beorer makes o corruption
check modified by +2

m Mind

: Ent-droughts

Fair Gold Ring

¢ 9 ogoist Orcs).
Great-cs?msd uf'?ohcm Major

i the beorer
¢ Houberk of Bright Mail Major
Healing Herbs

by o Dwarf, The Arkenstone gives 5 marshalling points

Lesser Riny

M

© Mogic King o Steaih Spec
Mu%l.‘c Rin%iufWo

the play deck. Bearer mokes a comupfion check mod- £
2 the play deck. Bear £s 0 comp! T

: Mithi-coot, The

One Ring, Th

¢ Orarist

Palantir of Amen Sal

 Palantir of Elostirion

- Palantir of Minas Tirith Specol 2

WP Morshalking Points

2 1
Unique. Only playable at Lérien. 2 MP if stored ot Bag End.
Ef-stone Minor (+2)
+2 to direct influence used ogainst on EIf character or an Elf faction.
May nat be diplicated on 0 given character.

Eiven Clook Minor 1 C
Top Elven Cloak to concel one strike against bearer; the stike must be
keyed to Wildemess éw) }‘;w not be {i licated on o given dmrmrelrj

pecio +1/-

Only ployoble of Wellinghall in oddition to an clly ot faction that has

been successfully pluygg at Wellingholl this tum, +1 to prowess. This

ifem may not be stolen, transterred, or stored. May not be duplicoted
on 0 given choracter.

Gold Ring 1 1 C

Discord the Foir Gold Ring when fested. If tested, make g roll (or drow

0 #) to determine which ing cord may be immediately played: ® The

One Ring (11,12+); * o Dwarven Ring (3,10,11,12+); * a Magic

Ring (1,2,3,4,5,6); # o Lesser Ring (any result).

Glomdring Mot +3/- 1
Unique. Weopon. +3 to prowess fo o maximum of 8 (o maximum of

-/+2 2 2

Unique. Shield. +2 to body to o maximum of 9. Warrior only: foy

Great Shield of Rohon to remain untopped against one strike (unless

is woundzd by the strike).

=/+1 2 1 (

Armor. Worrior only: +2 to body to o maximum of 9.

Minor 1 (
The beares con top and discord this item to heal o chorocter in his com-
pany, (hunginq the character's status from wounded to well ond
untopped. Altemnatively, the bearer con top ond discard this item to
untop o charocter that is not wounded.

Horn of Anor Minor (+2) 1 C
+2 to direct influence used ogainst a foction. May not be duplicated
on g given charocter,

Special +2 ? 1 u
lessefﬂing, Ployablz only with o Gold Ring ond ofter o test indicates
Lesser Ring. +2 to direct influence.

Magic Ring o {msru%e Specil (+2) /- 3 2 U
3 \ !ﬂmg. Piayoble cn'gemth 0 Gold Rm'ﬁ ond after o test indicates
0 Mogic Ring. Gives the bearer worrior skill If the bearer is olreody

o wamor, he gets +2 to prowess. May not be duplicoted on o

given character.

ic Ring of Lore  Specil 3 2 u
agic King. Playoble only with o Gold Ring ond ofter o test indicates o

Mogic Ring. Gives the bearer soge skill. ff the bearer is oiready 0 s0ge,

he may tap to use o Polontir. (on’t be duplicated on o given character.

i of Nature  Speciol ? U

: Magic Ri ; y 2
marshalling points. If its bearer is a sage, tap Book of Mozarbul during £ ﬂgMugi( ing. Playable only with  Gold Ring ond cfter a test indicotes o

Magic Ring. Gives the becrer ranget skill. [f the beorer is olreody o
ronger, he moy top o concel on attock ogainst his company. May not
be guplitmed on o given character. i

3 2

‘Mogic King. Ployoble only with o Gold Ring ond ofter o test indicates o
Magic Ring. Gives the beorer scout skill, If the bearer is olready o
scout, he may top the Mogic Ring of Stealth to concel o strike directed
ogainst him. M mrsil:e :_!‘ui;u!iic“red on a given chorocter 0

ecial {+3)

logic King. Ployable only with o Gold Ring ond ofter o test indicotes o
Maogic Ring. Gives the bearer diplomat skil. If the beares is olreody o
il h,ﬂ“%

-

mat, he gets +3 fo direct influence. May not be duplicated on o
given character. '
Minor =/(+2) 1 C
Discord to give +2 body (to o maximum of 10) for oll characters in
bearer's compony until the end of the fum
Greater —/43 4 2 R

Unigue. Amor. +3 to body (10 o maximum of 10). A
3 ? u
R

Narsil Gregter +1  +1/- 3
Unique. Weopon. +1 to prowess and ditect influence.
e pedal +5  +5/+5 & [
Unique. The One Ring. Playable only with o Gold Ring and aiter o test
indicates The One Ring. +5 prowess (to @ maximum of double the
bearer's starfing prowess). +5 to body (to o maximum of 10). +5 to
ditect influence. Baorer may make o conuption check modified by -2
to concel o shike; this does nat work against Undeod ond Nazgdl
strikes. +1 (P to every chorocter in the bearer's company.
Greater +3/- 2
Unique. Weapon. +3 fo prowess fo o maximum of 9 (+4 prowess o
o maximum of 10 against Orcs)
reater 35 .3 R
Unique. Polontir. Hf the bearer's company is ever below 2 charocters
ond the corr;‘ocrry maves, discard the Polantit. 5 marsholling points if
stored in 0 Hoven (> ). With its bearer oble to use a Palontir, top
lontic of Amon Sl o look ot your opponent’s hond or fap it fo use
the abilities of either the Polontir of Anndminas or the Polontir of Elo-
stirion if either one i in play. Bearer makes o conugtion (hi?l

Palantir of Annominas Greoter 3

Unique. Polontir. With its beorer oble to use o Polontir, fop Polontit of
Annuminas to seorch Hrough your play deck ond discard pile for o
“soge only” cord. Put this (mé in your hond. Reshuffle your ploy deck
Baarer makes o cnrrusf!nn chedk.

pecial 2 2
Uinique. Polontir, Ployable only ot The White Towers. Discord if the
bearer movas. If the bearer s q soge, he may fop Polontir of Elostiion
to remave one comuphion cord from an Etf or o Wizond under your con-
trol. Beorer makes o comuption chack

2 )

3
Unique. Polontir. Ployoble only at Mings Tinth. With its bearer able to
use o Polontir, top Polontit of Minas Tirith to look ot the top 5 cards of
your deck; shuffle these 5 ond retum then ta the top of your deck. Do
the some fo your opponent’s deck. Beorer makes o comuption check

&

p/b Prowess, Body
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players guide

Name Type d p/b MP
Description

(P Rarity

Barrow-downs L [

Palantir of Orthanc  Spec

ol 2 2 T+
Unigue. Polontir. Playable only af Isengard. With its bearer able fouse £

0 Polontir o at least 5 cards in your play

Orthonc to choose one card from your

deck (reshuffle the play deck). Bearer makes o ¢
Palantir of Osgiliath _ Greater (

Unique. Palontir. If the beorer's company is ever below 4 charocters

ond the company moves, discord. 5 MP if stored in o Haven ().
With ifs beur%%e fo use o Polantir, top Palantic of Osgiliath to force

deck, top Polontir of
tion check.

the discard of ony hazord permanent-event of to duplicate the effect of Girth Ongol i 2

ony Polantir in play. Beorer makes o cormuption check.

Potion of Prowess ~ Minor (+1 3/i 1 [6
Discord to give +1 prowess to oll chorocters in bearer's company until
the end m.

Precious Gold Ring  Gold Fing 1 1 C
Discord the Precious Gold Rmﬁ when tested. If tested, make o roll (or
draw o #) to determine which ring cord may be immediately piu{ed‘
iR U e L

+); o0 ing (1, 2, 3, 4, 5); # o Lesser Ring (cny resuft).

Red Arrow i\uial (+5) ?g u

Unique. Bearer moy automatically influence the Riders of Rohan. +5

to the bearer's direct influence ogainst ony charocter with Edoras os o

home site.

Red Book of Westmarch Special (+2) o N
Unique. Only playable ot Ba? End. +2 to direct influence ogainst o
Huﬁﬁ character of foction. T MP if stored ot o Haven (37,

Sapling of White Tree Major 1(2) u
Nof ployable in o Shodow-hold (d) or Dork-hold (W). May be stored
of hgnus Tirith. 2 marsholling points if stored at Minas Tirith,

Seroll of Isildur Greater - 4 3 U
Unique. When o Gold Ejn% istestedino comdpur? with the Scroll of
Isidur, the result of the roll (or draw) is modified by +2.

Shield of fron-bound Ash Minor ~ (+1)/+]

Shigld. +1 to bady to o moximum of 8. Tap Shield of lron-bound Ash
to gain +1 prowess "ﬂ?‘"i’ one strike.

Star-gloss nor | M

p beorer of Storgloss to concel on attack by Undeod or to modify
the: prawess of o spiders, onimals, or wolves attack by -2. Bearer
makes a cormuption check.

Siinﬁ Minor +1(2)/- ]

nique. Weapon. +1 to prowess to o moximum of 8, +2 to o Hobr
bit's prowess to o maximum of 8.

Sword of Gondolin ~~ Mojor 2/~ 1 2 (
Weopon. Warrior only: +2 o prowess to 0 maximum of 8.
Torque of Hues jor U

nique. Top Torque of Hues ond its bearer to cancel on attock ogainst
his company. Bearer mokes o comuption check.

Wizard's Rin Special +5 +2/+] 2 4 R
Wizord only. Ployable only of  Hoven (). Connat be stored, stolen,
or transterred. May not be duplicated on o given Wizord. Beorer
makes o cormuption check when this item is played.

ame ype o egion anfy
Description
Amon Hen L 1 Rohon

Nearest Haven: Lorien. Playoble: Information, tems (mino:ﬂ. Autor
maticattocks:. Undeod — 1 strike with & prowess; each choracter
wounded must make o comuption check.

LURE OF THE SENSES

CORPSE-CANDLE

Bag End ' Shire f
Nearest Hoven: Rivendell,

Bondit Lair 4 Brown Londs f
Nearest Haven: Lorien. Ployable: tems {minor, gold ring). Automatic-
oftacks:. Men — 3 strikes with 6 prowess.

18 M, @ U E 5 T

discard pile to place in o ploy :

Dancing Spire L [}

¢ Dimrill Dale

Dol gmroth

¢ Dol Guldur

" Glodden Fields

¢ Glittering Caves

© Gobl

Himrin L -

Nearest Haven: Lorien. Playoble: Items (minor, mojor, greater).

Automaticattocks (2):. Orcs — 4 strikes with 7 prowess. Tralls — 3 i
i lron

stiikes with 9 prowess. Spediol: Any company moving to Borod-dor
has ifs hazord ?imil modified by +2. 4

Cerdolan F
Nearest Haven: Rivendell. Playoble: Items (minor, major). Automatic-
attocks:. Undead — 1 strike with 8 prowess; each charocter
wounded must make o comuption d;ed:. .

¢ Beorn's House ' Anduin Voles 3
: Nearest Haven: Logien,
¢ Blue Mountain Dwarf-hold + ¢ Ngmeriodor (
i Neorest Haven: Grey Havens,

Bree ) Arthedain F

Negrest Haven: Rivendell.

¢ Cometh Brin Rhudour C
¢ Neorest Haven: Rivendell.
¢ Corn Ddm ) | Angmar R
: Nearest Haven: Rivendell. Playoble: Items (minor, mojor, greater).
¢ Automngticottocks:. Orcs — 4 strikes with 7 prowess.
¢ (aves of Ulund L [ Withered Heath U

Nearest Haven: Larien. Playoble: Items (minor, major, greater, gold
ring). Automatic-attocks:. Drogon — 1 strike with 13 prowess.
Imiod Morgul

Nearest Haven: Lrien. Playoble: Items (minor, mojor, greater). Aute-
maticottocks:. Ores — 4 strikes with 7 prowess.

i Withered Heath U
Nearest Haven: Lorien. Playable: Items (minor, major, greater, gold
fing). Mnmanmnmks;‘ rogon — 2 strikes w:lfh 11 prowess.

: Dead Marshes [l orlod

Nearest Haven: Loien. Playoble: items (minor, mojor, greater). Auto-
maticattacks:. Undeod — 2 strikes with 8 prowess; eoch charadter
wounded must make a corruption check.

ok 4 Redhom Gate i}
Nearest Haven: Lérien. Playoble: information. Automficattocks:. Ores
Belfolos (

) | | Southem Mirckwood R
Nearest Hoven: Lérien. Playoble: Items (minor, major, ?IEUIEF). Autor

— 1 strike with 6 prowess.

rof 8
Nearest Hoven: Edhellond.

maticattocks (2):. Ores — 3 strikes with 7 prowess. Trolls — 2
strikes with 8 prowess.
: Driadan Forest Anérien ¢
: Nearest Hoven: Lorien.
: Dunharrow Rohen R
: Negrest Hoven: Lérien
: Dunnish Clan-hol Dunland f
3 Nearest Hoven: Rivendel.
: Eogles’ Eyrie Wi Anduin Voles (
: Negrest Hoven: Lérien,
¢ fosterling Comp 1 4 Horse Plains R
1 Nearest Hoven: Lérien
ellon Anfolos
Site Poth From Smy’Hw.‘ns‘ Y w w w w b SitePoh :
From Lbrien: 4 2 @ A
Edoros ' 1 Rohan f
' Nearest Hoven: Lérien
¢ Fttenmoors [

Rhudour
Nearest Hoven: Rivendell. Playoble: tems (minor), Aummun‘mﬁuzksc 3
Troll — 1 strike with {nwuss .
Anduin Vol
Nearest Hoven: Lérien. Playoble: Items (gold n'n‘g). Au?grnah'r- )
ottacks:. Undeod — 1 strike with B prowess: each choracter
wounded must moke a corruption check.
Nearest Hoven: Lérien. Playoble: | : ( Lk
: . 8; Items (minor -
gttocks:. Poketman — | irnke with 9 n:we%smm' e
Pigéugleﬂuven Rivendell. Playobl .I: (High Fnss] J
1 : Rivendell. Playoble: Htems (min
maficattocks:. 0rcs — 3 stikes with 6 pmwesus" e gl

: Grey Havens Lind
2 ngrei’uth From Rivendell: ¢ & = S4legu?|:lﬁom Edhellond: ‘C

3 - v v w
¢ Henneth Anniln 1 '

Ihifi
Nearest Hoven: Lérien. il f

__| Corpse-candle & Lure
of the Senses: Corruption
usually foctors info every game,
whether it be one charater
stackpiling a reasure trove on
his back or corruption cards,
like Lure of the Senses,
accumulating on a group of
traveling odventurers. So plan
for it. The Corpse-candle may
not strike for much, but it forces
every charadler in the
defending company 1o make a
corruption check prior to the
attack. Your undead minion
won't kill them, they /Il kill
themselves.

Elven Shores 1]
Nearest Haven: Grey Hovens. Ffu¥uble: Items (minor, mojor). Auto-
moticattacks:. Undead — 1 shike with 8 prowess; each charocter
wounded must make o cormuption check.

lsenﬁurd

Isles of the Dead that Live L -

Lonely Mountain, The L 4

¢ Lossadan Camp

Minas Tirith

i Mount Daom 4 K

Mount Gundabad

Ruined Signol Tower
© Sarn Gariving d ‘
" Shelob's Lar d d

 Shrel-Kain

¢ Stone-circle

Thranduil’s Holls '

i lves
‘Nel!inghuil 0 [l

¢ Wind Throne, The

Name Type  Poth  Region Rority Nome Typpe  Pah  Region Rarity
Destripfion Description
Barad-dir | X Gogoroth R lrerock L 4 Withered Heath U

Nearest Haven: Lorien. Ployable: tems (miner, mojor. greater, gold
n’ng1  Automaticotiacks:. Dragon — 1 stike with 14 prowiess.

il Dwarf-hold & lion Hils
Nearest Haven: Lrien. )

) 1 Gopoflen

earest Hoven: Livien. Playoble: Ifems (minor, mojor, gold ring).
Automaticattacks:. Wolves — 3 strikes with / prowess.
Eriadoran Coost R
Nearest Haven: Grey Hovens. Playeble: Items (minor, major, gold
ring). Automaticattacks:. Undead — 2 shikes with B prawess; each
charocter wounded must make a coruption check. )
e-1own 1 ‘ Northem Rhovanion €
Negrest Hoven: Lorien,
nd Golen )

Nearest Haven: Edhellond.

Anfalas (

Northern Rhovanion  F
Neorest Haven: Lérien. Playoble: Items (minor, major, greater, gold
ing). Automaticotiacks:. Diogon — 1 stiike with 14 prowess.

orien & Wold & Foothills (
Site Path From Rivendell: & & ¥ 4", Site Path From
Echellond: 4 GO s

Lossadan Caim L [} Forochel C

Nearest Hoven: Rivendell. Playable: ltems Cimim:r, major, greater”)
*——Palontiri Only. Automaticttacks:. Undead — 2 shikes with
prowess; each choracter woundzd must make o coruption check.

Forochel
: Neorest Hoven: Rivendell,
i Minas Morgul ) 4 Imlod Morgu! R

Nearest Hoven: Lérien, Ployoble: Items (minor, major, greater). Auto-

maticottocks:. Undeod — 3 strikes with B prowess; eoch character

wounded must make o conuption chedk.
5 0

Andrien F
Nearest Hoven: Lérien,
Maria d [} Redhom Gote F

Nearest Hoven: Lérien. Ployable: ltems (minar, mojor, greater, gold
ring). Automatic-attocks:. Ores — 4 strikes with 7 1glmwess.
Gorgoro
Nearest Hoven: Lorien. Special: Any company maving fo Mt. Doom has
its hazard limit modified Ey +2 ond hozord creatures may ohways be
ployed keyed to the site tigmdfess of any other cards played.
Mount Gram 4 fngmar
Nearest Hoven: Rivendell. Playable: Items (minor, mojor). Automatic-
attacks:. Orcs — 3 strikes with 6 ﬂmwess.
d Gundabod U
Nearest Hoven: Latien, Ployoble: Items (minor, mojor, greater)., Auto-
maticattacks:. Ores — 2 stikes with 8 prowess,
d Forest 1 [} Cardolan (
NTegzesI Haven: Rivendel. Special: Healing Cords offect oll characters
o the site,

¢ Ostinhi b4 Holin

Nearest Haven: Rivendell. Playable: Items (minor, gold ring). Auto-
mafic-attocks:. Wolves — 3 stikes with 5 prowess.

elorgir ' ebennin C
Nearest Haven: Edhellond.
osgobel ' 0 Southern Mikwood ~ F
earest Haven: Lorien. Ployoble: Items (minor). Special: Healing
 Cards offect oll choracters ot the site.

ivende Rhudaur
Site Path From Lérien: & Y & 4. Site Path From Grey

ovens: © 4 4 )
¢ Enedhwaith f
Nearest Haven: Rivendell, Playoble: ltems (minor, major). Automtic-
ottacks:. Spiders — 2 strikes with 8 prowess. )
Heart of Mirkwood €
Nearest Haven: Lérien. Playoble: Items {minor, mjor). Automotic-
ottocks:. Ores — 3 strikes with 5 prowess.
Imlod Morgul R
Nearest Haven: Lérien. Playable: ltems (minor, muio:?, Automotic-
ottocks:. Ores — 2 strikes with B prowess.
1 Dorwinion C

Nearest Haven: Lérien.

Southron Oasis Harondor R
Nearest Haven: Edhellond.
i 0!d Pokel Gop R

Nearest Haven: Edhelland. Playoble; Information, Items (minor).
Automaticattacks:. Pokebmon — 1 strike with § prowess,
ones, The L & hadost
Nearest Haven: Edhellond. Playable; Items (minor, major, greater).
Automaticattacks:. PokeFmen — 2 strikes with 9 prowess.
1 Woodland Reolm f

St

Nearest Haven: Lérien.

olos «  Mouths of the Andvin R
Kearest Hoven: Edhellond. Playoble: Items (minor, major, greater).
Automaticattacks:, Undeod — 3 stikes with 7 frowess; each
chorocter waunded must make o cormuption check.

¢ Vale of Erech Lomedon R
i Nearest Hoven: Edhellond,
+ Varigg C 4 Khand R

g umﬁ
Nearest Haven: Edheflond.
Weathertop L [} Arthedain
Nearest Hoven: Rivendell. Playoble: Information. Automaficattacks:.
Wolyes — 2 strikes with 6 prowess.
Fangom F
Nearest Haven: Lorien.

: White Towers, The

[} rthedain
Nearest Haven: Rivendell. Automatic-ottacks:. Wolves — 2 stikes
with 6 prowess
! Grey Mountain Nomows F
Neatest Hoven: Larien. Playoble: Information, tems (minor, major).
Automaticattocks:. Ores — 3 stikas with apmwess.l
men-lown 1 [} estern Mirkwood €
Nearest Hoven: Lrien,
ose Passage- [} 0ld PokeHond (
Nearest Hoven: Edheflond
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Swan ong .

Rick Swan’s unique take on the
world of gaming

A while back, the director of a local mental health clinic invited me to
talk to the staff about fantasy games—what they are, how you play them,
whether they lead innocent children down the road to depravity. (They do.)

Afterward, while | was checking the sofa cushions for change, |
came across a dog-eared copy of a little red book published by the
American Psychiatric Association, cryptically titled D.S.M.-IV. Turned

- out it was a diagnostics manual for professional therapists, packed
with descriptions of all manner of mental illnesses.

Though remarkably thorough—I found a surprising number of
my own personality defects in there—it was far from complete, over-
looking many of the maladies affecting the contemporary gamer.

As a public service, I'd like to correct a few of those omissions here,
in the format of a psychological fitness inventory. Answer the following
questions to see how you stack up. | urge you to implement the rec-
ommended treatments as soon as possible.

1. Do you feel anxious when forced to spend time away from
your Serpent Generator?

Sounds like a classic case of artifact abandonment syndrome. This
occurs when school, work or vacation separates you from your
favorite Magic cards. You may be experiencing nightmares about
harm befalling your Mana Vault or stomach aches, hot flashes and
chest pains at the thought of losing your War Barge.

Treatment; Ease the distress by phoning your cards frequently.

2. Do you take better care of your cards than you do yourself?

If the only exercise you get is ripping open booster packs with
your teeth and your idea of a balanced diet is pizza with extra cheese,
you're probably suffering from slobosis.

Treatment: Embark on a rigid program of self-improvement. Strive

to (1) do one push-up in arow, (2)
resist the urge to faint when
confronted by a tossed

salad and (3) change your
) underwear twice in the
same month.

MANA FOR MY
MONKEY!!
MANA FOR MY

3. Do you lie awake at night wondering, “How am | gever gonna
unload all those worthless land cards?”

You've got landlubber’s remorse. Symptoms include preoccupa-
tion with the cruelties of an indifferent universe, loss of the will to
live and uncontrollable weeping at the sight of a Swamp card.

Treatment: Externalize your feelings in order to develop a more positive
coping mechanism. Or you can just palm off your Swamps on some dweeb.

4. Do you covet hard-to-find cards, regardless of how crappy
their condition?

I thought this affliction, clinically known as neurocompulsive butt-
headism, was merely theoretical. That is, | did until | wrote in InQuest
#5 about a Gauntlet of Might that was torn in two and damaged
beyond repair. | got nine letters and three phone calls from readers
desperate to buy the pieces. An example:

Caller: “I'll give you $40.”

Me: “You don’t understand. The card’s all chewed up. There's
nothing left of it.”

Caller: “Okay...520."

Treatment: | have some old Howard the Duck comics you might
be interested in.

5. Are you a self-obsessed know-it-all?

Congratulations—you may have what it takes to write this column.
But beware: untreated, this condition may fester into full-blown obnoxia
moronicus. If you're not careful, you may find yourself laughing hysterically
at InQuest's “Stumper of the Month” (“Like, what kind of idiot doesn‘t
know that?"), insisting that the next Duelists’ Convocation tournament
use your house rules and demanding that Wizards of the Coast dis-
miss its entire design team and hire you to replace them.

Treatment: Slap yourself. Hard.

6. Do you break out in a cold sweat when facing a Magic oppo-
nent who has 20 or more creature cards?

If so, you've acquired a debilitating fear of weenie decks, more
properly known as weenophobia. This is often triggered by a child-
hood trauma, such as exposure to a Basilisk in infancy.

Treatment: Weenies hate red stuff, so give yourself a dose of
courage by loading up on Pyroclasms and Infernos. Better yet, douse
yourself in ketchup.

7. Do you believe the value of your card collection will continue
to escalate, enabling you to someday finance a country estate, a
garage full of BMWSs and a lavish retirement?

You are delusional.

Treatment: Sorry. You can't be helped.

8. Would you kill for a Black Lotus?
You are psychotic.
Treatment: | don't know. Just stay the hell away from me. @

Rick Swan na longer hears voices in his head. Yesiyou do. No.lidon't.

The etso-redible uk ™ & © Marvel Enteriginment Group Inc.
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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

Macleod, The Kurgan, and your other

favorites from the Highlander™ series of

= ‘\.;;

motion| pictures.
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BotH AvaiLaBLE IN 1996

i " Journey through the Towers in

= Time" to the lands of Ancient

Greece in the firstexptinsion set
fronilifiunder Castle Games.

Chunder Cagele Cames HER

P.O. Box 11529

mru:,r,,y MO 4438 e (o g _

(8190) 3639349 ' .

email: TOGumesE

2 -lramas@AOL com

N SN s pa—— 1905 Thunder Castle Games Towers in Time. the Towers in Time Logo
MACGUMAs. Ccom - SwordMaster, and the SwordMaster Logo are Trademarks of Thunder Castle

Games. Al Rights Resarved, Highlander © Davis-Panzer Productions




Cyberpunk® territory.
-Griﬁ'y_,’ unforgiving,
winner-take-all.

Unique game design
includes:

* fwo-deck starter pack
= 15-card booster packs
= full-color rulebook

‘= over 350 original images

5 BT Don’t fall behind!
Enter the ultimate contest! Webrunner: The Hidden Agenda Be the first to get

Assume the role of a free-spirited runner as you hack your way through a maze of fortified your limited-edition
gates to find the hidden agenda! Netrunner cards!

Challenge yourself 1o a run! You could win one of over 130 prizes, including a loplop computer
with a Pentium 75 MHz processor. To enfer, log on fo Sendal Media Group’s NUKE Web site at
http://www.nuke.com OR visil Wizards of the Coast's Web site at hitp://www. wizards.com.
Contest dates: March 15 through April 30, 1996
For more information, call Wizards of the Coast’s Customer Seivice Group al (206) 624-0933.
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