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Only a gamer with equal amounts of
brains and guts can face the most
powerful hitters in baseball. And you
will, over and over again, when you

play the game Top of the Order™.

Authentic MLB™ player shots, along * &2 f

with stats based on actual player
performance, give you all that you

need to challenge your strategic abilities.

So if you're a true gamer with a taste

for real Major League™ action, Top of the

Order is for you. Test your skills
and win big prizes at Top of the
Order tournaments. For regional
tournament information, call
1-800-860-1649, contact us at:
http://www.nxtgames.com or
E-mail us at: nxtgames @cts.com.

I'T*S not a came asout BASEBALL. 1r's a REAL sasgsan GANIE.

Malor League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc.

© 1996 Donruss, Inc. @ & '™ NXT Games
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THE DRAGONS

“So the rumour of the wealth of Erebor spread
abroad and reached the ears of the dragons,
and at last Smaug the Golden, greatest of the
dragons of his day, arose and without warning
caine against King Thror and descended on the
Mountain in flames.”
—The Lord of the Rings

Middie-earth: The Dragons™ is the first
'expansion set Tor Middle-carth: The Wizards,
ICEs collectible card game designed for one
to five players. Expand your collectible card

portfolio with this set of 180 new tradable game
cards. and use them to explore new play strategies.
Each booster pack contains 15 cards and a
new six page insert with rules for

Middle-carth: The Dragons. Each card is

beautifully illustrated with fine color artwork
created by over 45 renowned
fantasy artists.
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l_li‘lla\t‘ tontact us at: Published by IRON Crows Exarrerises, Ine, (101, PO Box 1605, Charlonesyille, VA
Iron Crownp v V 22002 USA, the exclusive warldwide Tieense holder for adventure games based on
P ¥l I"““-‘l'l)l‘lses, Inc. IR Tolkien™s The Heobbie and The Lowd of the Rings,
0. Box 1605 Copyright © 1995, 1996 Torkis Extses, a division of The Saul Zaentz Company,

Charlottes " Berkeley. CAL Middle-carth: The Wizards, Middlescanthi; The Dragons, The Hobbir,
: tlt‘h\‘"ll‘q VA 22902 USA The Lond of the Rings, and Midedlo-careh and all chiracters i places therein
* h“p:”w“l“'-il'(ll'lcr()“ln_c("“ are tadenirk properties of Tolkien Baterprises. Al vights reserved
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YOUR OPPONENT IS MARK ROSEWATER
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THE PUZZLING
® & o ¢ ¢

By Mark Rosewater

25 mind-bending puzzles based on the internationally best-selling
trading card game Magic: The Gathering®-—plus a special
puzzle by Richard Garfield, award-winning creator of Magic.

- You've played the game and stumped every other opponent with your skill and wit. Now, take the
greatest challenge any Magic: The Gathering" player has ever seen. Introducing Magic: The Puzzling—
a collection of 25 new mind-bending brainteasers from Duelist puzzle mastermind Mark Rosewater.

Available dune 1996 «  112-page Null-color ook «  $13.95

Visit our website at https//www.wizardscom  ©  Wizards of the Coust® Customer Service: (206) 624-0933

Wz arns or Tk Const and Misghts The Gathering are reghacrcd tabemarks of Wizads of the Coast, Ine. Pl Diliar bs o tridimark of Wiy of the Coust, i, 01996 Wizards of the Coast Ine Al rights nesstval
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"EDITOR'S-LETTER- ="

and Play It Too

When pop culture icon Andy Warhol said that in the future
everybody would be famous, but only for 15 minutes, he was wrong.
His problem was that he never met Richard Garfield or played
Garfield's Magic: The Gathering collectible card game.

| have, and | know the truth: While plenty of “typical” people will
be famous for 15 minutes, most will never be famous at all—and a
select few will be famous forever.

That’s because Douglas Shuler and a few artist buddies are
auctioning off chances to model for Magic cards.

They're still formulating the when and where; “InQuest News” will
have the details when they‘re final. But first | want you to understand
how truly amazing this is.

Forget that Magic (which Wizards of
the Coast published six years after
Warhol’s death) is probably the greatest
game ever invented. Forget—but only
until the bidding starts!—that the
auction’s proceeds are going to charity.
And forget that Shuler’s fantastic painting
of the strong, beautiful Serra Angel is one
of gaming’s best-loved illustrations.

No, this opportunity is amazing
because it shows how far cards and
other games have come.

The first playing cards were invented
in 10th-century China to entertain the
emperor and his wives. When trading
cards arose, they pictured people who
were in or close to the spotlight:

Photo: Robin Jamers Ramos

baseball players. Later, cards showed TV
and movie actors and other celebrities.

Chess, the classic strategy
board game, is won by trapping the opposing king. In Monopoly,
you're a would-be real-estate baron cum capitalist oppressor. TSR’s
new Birthright is about controlling and toppling monarchies.

These cards and games are fine, but collectible card games are
something else again. Take Magic. In addition to fantastic heroes and
ferocious monsters, it's got average joes like Orcish Conscripts and
Elvish Farmers. After 1,000 years, regular people are finally getting a
taste of cardboard power!

And there’s more. Sports fans, bless ‘em, can frame their Reggie
Jackson or Don Mattingly cards and hang them on the wall, but those
cards will never do anything. But gamers can shuffle John Elway and
Glyn Milburn into a Red Zone deck and play a game. It's like having
your cake and eating it too.

Plus, most CCG cards are much nicer to look at than plain old
regular playing cards.

Which returns us to that charity auction. Wouldn’t you like to be
featured on a Magic card picture? You could play with yourself to your
heart’s content. (So to speak.) And you could stick a few of your cards
into those airtight cases designed to last 15 million years.

After all, it's not every day that someone wins a piece of mass-
distributed cardboard fame. Why not make it last?

If only Andy Warhol and those early Chinese emperors could see
us now. Pasteboard power to the people, brother!

Whitds, 7. Vidike,

Matthew E. Milliken
Associate Editor
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JULY 1996 -- Anime Squares Off
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Kagato Destroys 1 Item at his

location every move. He will
continue until stopped.

He has been called "The
Destroyer of Artifacts."”

ﬂ“"'“ﬂ“"‘ M\"is a ccalike nothing you've §ucr seen.

With ACTUAL SCREEN ART from the scrappiest Anime around.
"“TENCHI MUYO!','"RANMA 1/2°, BUBBLE GUIM CRISIS & €L HAZARD .
it's hot, it's hip and ooh, it's got that great new game smell.

Ank-Nayhaim™ and © 10D Pianeer Enterismment [USA) L P il rights resetved AniMayhom daveloped by ArmeCale e, “Teachi Muyo™ © 1082 ANC » Plonaer
Loc o Menssr LOC. Bubbiegum Onam' copyright Artinie, Ing aid Y G 19871890, ol rioh e
g ¢ i g 71890, all nghis reserved '
English subkiled dubbed veois copynighl AmmBigo, Inc 1801 1008, all nghts rwseived “Hanma akahashi'Shogakukan Inc /Witty/ Fuj TV, GD plomm
% ghout the United States and Canada by Viz Communica The Art of Enterlainment
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ARCADIA: THE WYLD HUNT » THE MOST REVOLUTIONARY ADVENTURE CARD GAME EVER!
& No Starter Deck. A Characrer Booster and ;
a Story Booster are all’ you need to begin,

o An ongoing quest. The story has a conclusion,

but no two journeys are the same,

o A character-based adventure combining the

best elements of hoth cards and roleplaying:
| e A look at Arcadia, fong hidden from the
WHITE Wol IJ World of Darkness. Be among the first t©
T T journey through this mystic land.

Arcadint The Wyld Hunt Character Booster, Story oo, Workl of Diekness, and Changelingt The Deeaming e snsbomarks of Wit oltine,
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Letters to the Editors

POTTY MOUTHS!

A good batch of our mail recently has seen an upswing of people
telling us to stop using “borderline profanity” and to reel in the

elementary school humor. The good part being that we’ve also seen

more mail telling us to ignore that other mail. Whatever will we do?
We've also received some heavy mail from concerned fans that feel

Wizards of the Coast (WotC) is on the verge of diluting Magic with its

constant releases of expansion sets featuring cards that “blur the lines between
the colors and help balance the game.” This should be good.

Critic’s Corner

With the exception of your occasionally
screwy prices (Do you guys let the interns
do your Star Wars price guide?), you've got

a pretty cool magazine going there.

As.ide from the cool articles, killer decks,
crushing card combos and in-depth inter-

views, | like the overall tone of your book.
It's like a cross between “Monty Python”

a,”d “The Kids in the Hall.” Don't let any
tight-asses change your ways: keep the feel i

of this magazine or Il Channel/Fireball you.
Erik Tome

Cordonva, TN
You mean people fike.

I don’t underst
necessary to use
mag
of nowhere, be hijt by
of text, w?mle-vvr, th
word in it

Why? You don't need it to b
don’t need it to be

two more seconds of yoyr time
could come up with !
tute for what |

eIs--5€ee as unnecessary and distasteful.

Idon’t consider myself a prude, but
a fair amount of what yoy quyfs do

N9 1 a magazine about
fantasy gaming

doesn’t bel

lan Trevor
Grandville, Mi

and why you guys feel it
; borderline profanity in your :
azine. I'll be reading your mag and, out
a caption, headline, line
at has a gratuitous cuss- |

e funny, you
cool, and if you gave it
I'm sure you
a more tasteful substi-
and I'm sure many read- |

When we're slappin’ this book together, we make
it a point fo write the way we talk. We wantInQuest
to have a strong conversational tone, and while ;
sometimes it might be offensive fo some of our
readers, it's just the style of the magazine.

So screw you.

e ENTIRE
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Summon ldeas
The article you ran in [nQuest #12

(“Magic: The Expansions”) which featured :
fan-made cards built around a mythical :
expansion set was really cool. | know some
of the cards were kinda unbalanced and
some set ideas seemed kinda limited, but
there were a few that introduced whole new
elements to the game. After seeing several
of WotC’s newer expansions, I wish they'd :
go back to the kind of stuff they tried with
Legends, like introducing us to Summon Leg- i
end cards and Rampage. Those two new ele-
ments were so exciting it made Legends the £

greatest Magic expansion to date.

Magic, to me, is still the best CCG out

8Y GOLLY,
IM COOLER :
THAN THE i

there—and | have nothing but respect for
the people at WotC who make the new
sets—but | feel kind of let down when | open
a booster pack to a new expansion and get
Balduvian (Grizzly) Bears or Hydroblast (Blue
Elemental Blast).

Ryan Amos

Rockford, IL

I've been playing Magic for about two
years now, and I'm beginning to get a little
afraid that with all the new expansions being
pumped out, one of the most enjoyable
aspects of the game—the differences in what
the five colors can do—is being lost. Cards
like Anarchy and Pox seem out of place in
their respective colors. It's diluting one of
the linchpins of what makes Magic such a
great, balanced and unique gamé,

With more expansions on the way for
96, | fear that WotC is milking the Magic
cow way past dry. I'm reserving judgment
until the next set, but while | always thought
I'd be a Magic fan, the game resembles Magic
less and less with every expansion,

Jeffery Winston

Cyberspace

If it were up to us, we'd do two Magic sefs o year:
o basic update (y'know, fourth edition, fifth edi-
tion, efc.) with cards rotated in and out, and an
all-new expansion. We'd also iry to make each
expansion introduce something new, like leg-
endary artifacts, cards that alter ability depend-
ing on a die roll, stuff like that. Basically, keep
things interesting.




tasy?

me: | wanna work in the fantasy biz!
Glenn Goode
Starkville, MS

most of all, practice.

YAHOO
FIRST WE LEVEL
WOTC, THEN ITS

OFF TO /

BattleTech in the cards?
A while back | heard that some company
was working on a BattleTech CCG. Is this }
true? If so, who? What? Where? When? :
Ron Tucker
Cyberspace

- Troe? Yes. Who? WotC What? Uh....a CCG. Where?
At finer gaming stores everywhere. When? WotC
ain't sayin’, Ocds are you won't see it ‘till late '97.

New Blood

give-new games a shot.

Mogic The Gotherings o regiskered trodemark of Wizards of the Coost Inc. BartleTech ™ & © FASA Inc

Get in touch with your fellow gome fans! Send
your nome, address, e-mail usdress {if
rw've gol one), age, gender and three
avorite gomes fo InQuestMog@aol.com
or mail it to us af: 1.0. Pen Pu%s, /o
InQuest, 151 Wells Ave., Cangers, NY
10920. Make a friend!
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fJ Future in Fan-: '
i games too. While I've stumbled across some

: really stinky duds, I've also found some
¢ responses are legal. Player B responds by activat-
i ing Tawnos’s Coffin, targeting Serra. Coffin effect

Hey, I'm a paying cus- i
tomer, pull some strings for :

Yeah, well if you think it's that easy, you'reliving
in a fantasy. If you wanna work as an arfist, writer, : your umpteenth booster pack looking for
designer, whatever, you're gonna have towork at :  your third rare, give some new game a :
it to make anything of yourself. Take specialized :
classes for your inferest, send submissions out fo

every company that might use your talents and,

Why do some people act like since they
play one CCG, they aren't allowed to enjoy
or even play another CCG? My friends recoil
in contempt when | suggest that our gam- :
ing group try something new (“Dragon Dice? ;  or heen countered and the Coffin effect hos either
It, like, doesn‘t have manal”), and don‘t even
i hecause the lcy's effect isn't an interrupt.

I understand the whole “human beings

I try as many different things as possi-
¢ is now “being cast.” Interrupts are legal; non-inter-

ble: food, friends, activities and, yeah,

really great games.
All I'm trying to say is this: if you have a

! favorite game, great. Play it, enjoy it, do :
everything you want with it, but don't live
it. Don't let it consume you and blind you to
i with Rust. Rust is now “being cast.”

everything else out there. Instead of buying

chance, and don’t give up after just one.

Life's got a lot to offer people inside the |

CCG community and out.
Marc Edelli
Garner, NC

Good points all around. While there are plenty of
gaming fans out there always looking to try some-
thing new, it pains us whenever we see some geek-
boy who thinks that just because he really digs one

game, afl others must suck.

Head Hurt
: I've got a question that makes the areas
¢ behind my eyes hurt. Here goes: I'm playing i
¢ Magic and my opponent goes to clone his :
Serra Angel and | respond by sucking his
i Serrainto my Tawnos's Coffin (so his spell’s
i target is gone and the clone fizzles). He :
i responds by casting Rust on the Coffin (Yeah, i
i I couldn't believe he was playing with a Rust
i either). I respond by attempting to tap one |
of his lands with my Icy and then Deflecting

the Rust to my lcy.
S000...what just happened?
Steven Fellows
Monticello, NY

Well, you've come fo the right place. Being the he-

man Magic players we are, we're gonna take your

¢ question and go running like litle girly men to Beth
i Moursund, writer of our “Stumpers” column and
i overall sharp cookie. Beth?

You can't, because at the fime the Rustis legal
to farget, there are no legal targets to Deflect it :
onto. You can't use the lcy until after the Rust
(along with any other interrupts) has either resolved

become “successfully cost” or been countered,

A full explanation requires breaking down the

don't like change” thing, but ta never try i actions each player is attempting and showing how

anything new is crazy. Magic was not only a they fit info the steps of spellcasting and-resolu-

new game, it was a whole new type of game.

fion. It goes like this:

Jeremy Hale
| Age: 14 Sex: Male
X P.0. Box 97

| Dyke, VA 22935
! Emoil: Ceill 7@ool com.

0 Likes: Magic, Simeity, Stor Trek

Player A casts Clone, fargefing the Serra. Clone

rupts are not. No inferrupts.
Clone is now “successfully cast;” non-inferrupt

is now “being cast.” Interrupts are legal; non-inter-

rupls are not.
Player A interrupts Coffin effect, targeting it

No interrupts.
Rust is now “successfully cast” so, since it's an

i inferrupt, it resolves. Coffin effect is countered.
Now it's legal o activate the Iy Manipulator.

i Atthis point it would be legal fo cast Deflection
i on the Rust but there is no legal target to Deflect
¢ it onto. It isn't legal fo activate the ley Manipula-
¢ tor, since that's not an inferrupt.

Yeah, what she said

SIGH. IF ONLY
I COULC MAKE
SOMEONE
CRAFP THEIR

In With the Old

A while back, a baseball card company
i called Topps did something that | thought was
really cool: they went back and bought a whole
i bunch of their own older cards (some worth
i hundreds of dollars!) and randomly inserted
i these older cards in their new packs. You could

buy a pack of new cards and amid all the new
ones, stumble across like a thirty-year-old
Mickey Mantle card worth a ton of dough.

I think it'd be keen if WotC did the same

i type of thing. Y'know, buy up like a hun-

dred each of cards like the Lotus, the Moxes,
Time Walk, etc., and slip them in their next
big expansion set.

If | were to open a pack of new Magic
cards and pluck out a Lotus, I'd need a new
pair of underwear.

Thomas Holgoin

Queensberry, NY

What a great marketing campaign: “Buy a pack

¢ and crap your shorts!”

Gordon Sheaves
Age: 21 Sex: Male
1 Hassard Ave Apt#1
Toranto, Ontario, Conada

M4K 3N3

Emoil: Gordon Sheaves @Mid-
nigh gryn.org

ikes: Mogic

o
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Cooler Covers

Lately I've been noticing a trend with i

your magazine: reprint covers. You started
off with awesome covers featuring original

art by guys like Anson Maddocks, John :
Bolton and Robh Ruppel, but now you've i
got preexisting art from Magic cards and an

old TV Guide photo of Kirk and Spock as
your cover. | don’t know if it’s a test or what,
but | want the original art back on the cover.

If I want Magic art, I'll go buy a
booster pack.

Peter Gibson

Patterson, NJ

We're just mixing it up a bit. While the original art §
covers are our favorites too, we run the photo cov-
ers 'cause we like ‘em better than the painted Star

Wars/Trek stuff. (Besides, the odds are pretty slim
that we could get Shatner and Nimoy to pose for
a new photo. And Kirk’s fat now anyway.)

The card-art covers are another story. When
we're running a generic Anson Maddocks big slimy
bug cover, there’s no red tape. We just call him

up, ask him for a big slimy bug and poof, we get

one. When we're dealing with a licensed properfy,
like Spider-Man or a Tolkien character, there's
always an approval process that's super annoying,
and we butt heads with the license holders over
what arfist to use—it's a colossal pain in the ass.
That's when we dig for  cool piece of existing art
and use it, It saves us a fot in aspirin.

More Games

You guys have taken it on the chinin a
handful of letters taking you to task for not
covering a wide enough array of CCGs, stat-
ing that to their eyes you're nothing but a
big ad for WotC. You responded with mul-
tiple “Yes, we're expanding our coverage/no,
we're not on the WotC payroll” type

answers, and while | believe it took you the

The Name
of the Game

True stories behind the names
of game cards

finally put your money where your mouth is.
Your most recent issues (#10-#12) have seen
great leaps in your content and | am really -
happy with this product. I'm sure I'm not
the only one.

There is a “but” in here, though. The
exception: non-Magic killer decks! C'mon
guys, give us Star Wars killer decks, Middle-
earth killer decks, WildStorms killer
decks...Magic is great and all, but help us

Magic: The Gathering

Elder Drogons/Land Wyrm: Many cards from the
Legends expansion are derived from co-designer Steve
, Conard's roleplaying campaign. Ifs history involved an
squish our non-Magic adversaries as well. " epic war between several dragon races. Elder Drag-
Please? & - ons are the demigod
Brian Treton 1. progenitors of all drag-
La Vista, NE L ¢ ons. Land Wyrms are

g 1, former Elders, stripped

We hear ya'. A second monthly “Killer Decks” col- RCIRLETETITATRIT

umn featuring non-Magic stuff is already in the SRICIENATEENT

AN
works. It be debuting in the next few months. SRR ,%}:\ L L)
Evil Eye of Orms- A
Deciphering Rulebooks S RGUERCIIIIAT \
I've just started playing fantasy games  JCLNEEENTIIEEP \
about three months ago (D&D), and CCGs | ftlEE TS e
about a month ago. One question: who the , AILUENEETEE T 2 AT T
hell writes the rulebooks to these things? 13 thought the mistake sounded neat.
The RPGs (FYI: I'm really sick of speaking in Floral Spuzzem: From Spuzzum, a town 100 miles
abbreviations) aren’t so bad, they've ius.,i, northeast of Yancouver, British Columbia. “I can't
got a lot of rules. CCGs, on the other hand§ i believe [the editors] left thatin,” says Conard.
suck! | have yet to buy a starter deck of any,, Takklemaggot: Conard's favorite Legends card
game and be able to play after reading the" AU its name when he misinterpreted o word in the Blue
rules. It's insane! My only saving grace i " {URCACIENNROTUIELCRRDIRAE BT
having friends who already know how td‘ fo be more powerful in playtest, staying on your oppo-
play (who, oddly enough, learned from their { ‘ nent’s side. (?ﬂ r.)
friends. Has anybody ever deciphered a rule- § Shadowfist
book and learned from that?), showing me. . Wong Fei Hong: 1847-1924. Dactor and martial
how to play. artist in China's Guangdong province, later a folk hero
For any game companiies out there read- and subject of over 100 influential Hong Kong mar-
ing this, | have a humble little suggestion} fial arts movies. Historical fighter Fong Sai Yuk also
for you: when you think you're done with a became an HK movie legend and inspired o couple
rulebook, have someone read it who doesn't | of Shadowfist cards.
know how to play the game, then play him One Hundred Names: (o-de?ignei R?bin Laws
in that game. If you beat him repeatedly. SERCES “‘0ld One Hundred Names' is the Chinese way
while he's sittin’ there scratching his head; GRS RECH USSR BT
s e tora FeVrite, i only about o hundred common surnames in Chinese.”
Rick Perry Rag Full of Guns, Sacred Heart Hospital, The Last
Concord, CA Quipost: These and other cards were derived from
John Woo's 1989 seminal HK gangster film “The Killer.”

DON'T
FEAR THE
REAPER!

Yup. One of the biggest problems we tackle when-
ever a company sends us ifs new game fo critique
is figuring out how fo play the damn thing.

In an effort to cut down on the time it takes fo
learn a game so we have more time to play it, §
every company should follow the following six sug- *
gestions when writing a rufebook:

1) When giving specific rules, give an exam- %
ple. It helps. A lof.

Ever look at a cord, scraich your head (or whatever) and
ask yoursell, “Hey, | wonder where they got that name

ite down the name of the cord, the game
it comes from, your full name, ond your mailing address
and send it to:

Ted Karampilas | Milyn Sanchez Mark Powers

Agei 1B Sex: Mk Age:15 Sex: Female Agl6  Sex: Male
811 M lrving Ave 2405 L Streel 10333 Kipling

Scranton, PA 18510 Antioch, (A 94509 Wesichester, IL 60154
E-madl: Ted$K@ool com Email: SillyJem@ool.com Emall: 115151 5800l com
Likes: Magi, Stor Trek, Log Likes: Overpawar, Roge, Mogic Likes: Mogi, Roge, Jyhod

and of the Five Rings



MAGIC:

The Creations

The fan who invented the best Magic card this month
wins three different foreign edition Magic packs and
an Argivian Archaeologist card signed by Amy Weber!
{The other guy just gets some pucks of whatever wos
sent free fo us this month.)

LRAND PRIZE YiNNER]

THE ROT
Matt Cavolto, Mentor, OH

Muhnﬁnwm
while The Rot s in pliny .

Rumaor las It that Fvis, the mightiest
af the Black Kmighs. dhed horribly of
@ hangnat! during the tme of the Rot

LOTTERY
Rohert Oswalds, Riverside, IL i

Lottery

£
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Sareers

Card is cut randomly from target

p]nr-f's uhmyl. IV it im;:}uw.

1t {8 put into play as ust

summoned. "P“ 1’; not a creature,
it is removed from play.

Hlus, Robert Osvalds

To enter, send an original Magic card no bigger thon
B-by-11-and-a-quarter inches (use an exisling Magir;
card and just glue on new art and stuff if you want) to: §

|
|
Magic: The Creations )
¢/0 InQuest ;
151 Wells Ave.
(ongers, NY 10920

CONTESTWINNERS
Janet Spellerberg from Gahanno, OH, received avery frig-
gin’ |.C.E. Middle-earth produd we could Iuni)m grubly pows §
on in fnQues! #10' “Gone fo Middle-earth” contesl.

William Shoemaker of Westminster, CA, will be able fo
beat up any Sith Lord on his blodk with his complee se1 of Ded
pher Star Wars gome cords he won in Inflvest #10's “May the
Force Be With You” contest

10 o 10 TR S

2) A glossary of terms in the back of the book.
Quite helpful.

3) A card diagram detailing what's what on
a card.

4) A diagram showing how ta set up the play-
ing field.

5) Proofreader/content editor. Make sure every-

your product.
6) Booze. Makes almost everything more enter-
taining (or at least more amusing).

Geography Lesson

Want a great way to spend your summer
vacation this year? Go build a deck for Mid-
dle-earth: The Wizards. Do you have any idea
how long it takes to build a semblance of a
powerful deck for that game, especially if you
wanna play a semi-quick game and pick your
sites beforehand? It's nigh-impossible! | defy
you to give me some quick, patented InQuest
“three step plan” to build a Middle-earth deck.

It's a great game and all, but | want to
spend my free time playing CCGs, not fig-
uring out what faction goes where and which
item goes there.

Jeff Palino

Greenpoint, NJ

play if you don’t know your Middle-earth geogra-

-~ phy. The only solution. ... learn . After a few hours

of playing with the map and paying attention fo

- where all the regions are, you'll be zipping around
* " inna time. After that, deck building’s ahout as time

- consuming as Magic.

.“ April Fool’s Combos

The “April Fool's” Magic card-combos in
issue #12 of your magazine were great. |
almost choked on a granola bar when |
flipped open and started reading what has
become the first thing | turn to in your book,
but it was worth it.

Thanks for not doing what too many peo-
ple in this hobby do: take this too seriously.
The "G” in CCG means “game,” and a game
is supposed to be fun.

Sean Chapman

Richmond Hill, NY

Thanks. Glad you liked ‘em.

First Born

You know, | was sitting here playing
Magic the other day when my friend was say-
ing how weird it was that nobody thought of
making a card game like this before, and now
there are dozens of them and everybody's
playing them. That got me thinking, ‘cause
I don’t think Magic was the first. Yeah, I'm
sure they're the first that called themselves
collectible, but here and there | could swear

thing in your rulebook is as correct as possible to
avoid confusing potential long-term consumers of

i Hmmm. ..there’s Flying Buffalo’s Nucear War, o

Granted, Middle-earth fakes a long, long fime fo :

i 1 remember playing crappy fantasy or super-
i hero card games. | specifically remember
playing a Marvel superhero game on cards in
elementary school some years back.

Do you guys know of any other card

games that pre-dated Magic?

James Cole
New Berlin, Wi

game called Sqwurm (covered in InQuest #6°s “Swan
Song”) and. . .that's all we can think of. If anybody
out there’s got any more, write in and share the
knowledge.

Magic Mindset

What's the most annoying Magic play
ever played against you?

Daniel Krydon

West Haverstraw, NY

When the people in our gaming group refuse to
play anything but Magic.

Hey, we survived another letter column. Before we
go, special announcement section: as of next month,
“InQuisition” will be in the hands of someone fer-
ribly familiar to InQuest readers, Who is it? He'll
see you in 30.

Send yer letters fo
InQuestMag@aol.com or;

INQUISITION

151 Wells Ave.

Congers, NY- 10920

Include your full name, mailing address and phone num-
ber in all leters. Some letters may be edited for space:
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— Bullets Benechelli
while fulfilling his
contractual obligations.

e 170 full-calor cards
e Fully illustrated rule book

e Dne'gangster-sized die

s Everything you and your
buddies needo run
the rackets!
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IF IT'S NEWS,
IT'S HERE!

X-Files CCG Preview

NXT Games and Donruss have scheduled a collectible card
game based on the Fox TV network's “X-Files” series for release
this July. The designers are working closely with show creator
Chris Carter to capture the flavor of the series in the cards, which
will feature shots from the first two seasons.

In the game, each
player puts together a
team of FBI agents and a
conspiracy. Each player’s
agents investigate sites in
order to unmask the oppo-
nent’s conspirator and thus
win the game.

Ron Kent, one of two
designers of the X-files CCG,
was quick to describe the
game as “something differ-
ent. It's not my monsters vs.
your monsters, it's my
deductive reasoning vs. your
deductive reasoning.”

Duncan Macdonell, the
other designer, character-
ized it as a “thinking
gamer's” game and “a con-
versation-based game. You
need to ask questions of your
opponent and take notes on the clues discovered. [Most other
games] are ‘How quick can | kill you?"

The designers feel that their CCG will interest even those
1 unfamiliar with the TV show. “It'll appeal to a person's sense of
curiosity,” Kent said.

To avoid complaints about the rarity of popular charac-
Lers in other licensed CCGs, “X-Files”’ two main characters,
FBI Agents Fox Mulder and Dana Scully, will have common

] cards. But those cards will represent the agents when they
first meet, Uncommon and rare cards will increase the agents’
: skills. Planned chase cards will represent important events from

the Series, such as “Fox has a near-death experience” or “Scully
s abducted,”

The X-Files CCG will include approximately 300 cards and

Wil be available in starter decks (tentatively set at 60 cards)

' and booster packs (either eight- or 12-cards each); prices are

being determined, Future expansion plans include seasonal

:if‘:'l“_'t“' plus a card set for the tentatively planned 1997 “X-

5" movie.

NXT Games also designed the Red Zone and Top of the Order
Sports CCGs published by Donryss,

Kent, when asked if the cards will hold any surprises for
gamers, responded in typically enigmatic “X-Files” fashion: “Just
Make syre you look real closely at the cards.”

—Andy Collins

New White Wolf CCG

White Wolf says its new collectible card game, Arcadia:
The Wyld Hunt, due July, will introduce players to a special
fantasy environment: Arcadia, home of the changeling fairies.

Like the company’s previous CCGs, Vampire (done with
Wizards of the Coast) and Rage, Arcadia is drawn from one of
White Wolf’s “World of Darkness” roleplaying games. But “we
decided to base Arcadia on Changeling: The Dreaming rather
than our Wraith or Mage games because Changeling has a
high-fantasy setting rather than a contemporary one. It doesn’t
take place in the mundane world,” said White Wolf Director
of Marketing Greg Fountain. He added that “Arcadia’s char-
acter-based design is unique.”

Cards are packaged in 15-card character and story booster
packs, which should sell for around $2.50 each. Each character
booster pack comes with a character card and other cards ‘
which define character attributes and skills. Story booster |
packs detail game locations and challenges. |

There are no starter decks; one of each type of pack should |
be enough for one player to start a game.

As characters journey through Arcadia and complete
tasks while trying
to hinder other
players from finish-
ing their own
quests, they gain
items and experi-
ence points that
can be spent to
improve their skills
or buy new ones.

Game designer
Mike Tinney said
“the most chal-
lenging part of cre-
ating Arcadia was
putting together
something that
could be played
and enjoyed with
only a single char-
acter pack and a
single story pack.”

Many Rage artists worked on Arcadia. Tony Diterlizzi,
best known for his artwork in the Changeling RPG and Blood
Wars CCG, created Arcadia's signature art as well as many
card illustrations.

The Wyld Hunt will be the first of a three-part “story arc.”
The second part, King Ironheart’s Mines, should be out in
late fall of 1996, while The Lion’s Den, the concluding story,
will be released early in 1997. An Arcadia strategy guide
should be in game stores in September 1996.

—Charlene Brusso

) UNE | 9 988 13
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Wizards of the Coast Garavan Tours

The new and improved Wizards of the Coast Caravan Tours are
under way, and WotC wants everyone to experience what it calls
“an obvious win-win situation for everyone.”

For the fan, a local Caravan stop is a chance to meet a favorite
Magic: The Gathering artist and possibly get rare Alpha Moxes signed.

For the artist, it's a chance to meet colleagues and the public, take
an expenses-paid vacation—and, for Dan Frazier, extol the educational
benefits of Magic.

For the retailer, it's a chance to treat longtime customers to some-
thing special and draw in new visitors.

And for Wizards of the Coast, it's a chance to promote products,
talk to retailers and consumers and enter-
tain fans.

Each five-day tour features
two Magic artists and two com-
pany employees. Each stop lasts
six hours.

The next caravan is sched-
uled for western Canada in late
May. For more information call
WotC at (206) 226-6500 and
ask for Caravan Tours.

On one mid-February night the Car-
avan stops at Neutral Ground, a New York
City game store. The place is packed.

“The artists are here to sign cards, talk about their artwork, meet
people,” Tour Coordinator Tara McDermott explains. “You get a chance
to see a variety of their work, not just in Magic but in other games.”

This tour's artists, Frazier and Doug Shuler, are from Colorado.
A bonus tonight is the appearance of Long Island artist Jeff Menges.

The “gunslingers,” as the WotC employees are called, demonstrate
Netrunner and other games and play speedy Magic duels against fans.

“The most important thing | get out of this is seeing how Magic
was in places other than my hometown,” Shuler says.

“This game is just crazier than | would have ever expected,” he
marvels. “The players in New York are a lot more serious... [They] have

more varied deck types.... It seems that the decks are certainly much
faster, much more serious. | don’t stand a chance against them.” He
chuckles. “At home I'm a good player!”

The expenses-paid trip is one reason Shuler joined the caravan,
But, he notes, “If it weren’t for these fans | wouldn’t be working.
This is my way of saying thank you: Going out, signing autographs,
meeting people.

“The artists don't get paid for this; we're doing it because we
believe in the game and we think it's worth supporting.”

That's especially true for Frazier, who says he passed up assign-
ments to take the tour.

“| was a teacher for 20 years and I've never seen anything that

even approached what Magic does for the brain,” he said. “It's

like heavy weightlifting.”

- In educational terms, Frazier noted, Magicis a car-
rier, an activity that encourages children to learn. Not

I only must they work to acquire cards, they must
y learn how to organize their collections; look after
its physical condition and security; build decks;

"_ - adjust strategies mid-game; and handle

victory and defeat gracefully.

g The Caravan Tours, Frazier
says, let him reassure parents of
Magic's benefits.

Frazier also likes seeing other
artists and sharing the ideas and

experiences that are part of his “total
ideal job.”
As Frazier speaks, the din in the main room
grows louder. The Caravan is handing out prizes and preparing to
move out. Neutral Ground is bursting with festive gamers.

The artist smiles. “These kids out there, they’re going to be the
brightest and the best.”

All'in all, an obvious win-win situation for everybody.
—Matthew E. Milliken
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New Magic Reprint Policy

Wizards of the Coast has created a Reserved Card List to
protect the secondary market value of Magic: The
Gathering cards.

Reserved cards will never be reprinted as
tournament-legal cards. Cards with the
same ability and casting cost as those on
the reserved list will never be printed
or reprinted.

The list includes all cards from the Alpha
and Beta sets that aren’t in Fourth Edition
or Ice Age, all Arabian Nights and Antiqui-
ties rares and uncommons that haven’t
yet been reprinted, and all Legends and
Dark rares that haven’t yet been
reprinted. Furthermore, no more than
25 percent of the rares from Fallen
Empires or any subsequent set will
ever be reprinted.

After last year’s release of Fourth

~7 RARE CARC GOES

Edition and Chronicles, the values of
many older cards plummeted. If
WotC was willing to reprint pow-
erful cards like Recall, collectors
wondered, couldn’t it also reprint
rarer, more valuable cards like the Moxes
and Black Lotus?
Many collectors and speculators
stopped dealing in out-of-print Magic
cards for fear that they would lose value

YES SIR, IF A

ON THIS LIST, IT
STAVE RARE!

decided to reprint them.
WoltC may reprint cards on the

mats, such as collectors-only editions
and atypical sizes, that cant be used
in tournament decks.

—Jeff Hannes

reserved list for new foreign-lan- |
guage editions and in unusual for- ¢

if and when Wizards of the Coast £
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Thunder Gastie
Buys Mag Force

Thunder Castle Games, makers of the Highlander and Towers in
Time collectible card games, has purchased Mag Force 7, creators of
the Star of the Guardians, Wing Commander and the upcoming Star Trek:
The Original Series collectible card games.

The announcement was made at the 1996 Game Manufactur-
ers Association Trade Show in Atlantic City by Thunder Castle Pres-
ident Mike Sager and Mag Force 7 President Margaret Weis.

“I think what made it work out so well is that [Mag Force 7 is] I
mostly creative people and | came mostly from the business side,” Sager |
said. “They were looking for someone who would stay true to what
they wanted to establish as a company. They also wanted someone
who could take things a step further in marketing the game.”

“It basically frees Don Perrin and | up from a lot of the managerial
responsibilities so we concentrate on the creative end, which is
what we like,” said Weis, widely known as the best-selling co-author
of the Dragonlance novels. “1 just discovered | really didn't like being
president of a game company.”

The idea for the buyout was apparently broached over dinner at a
gaming convention. Eventually discussions turned serious.

“We've worked valiantly to limit the number of products we've
put out so that we can give them all support,” Sager said. “Yet there’s
something to be said for adding new products to your list. It's defi-
nitely easier for us to market four products than for two companies
to each market two products.”

Thunder Castle Games will continue to release and support its own
games, as will Mag Force 7, but as an imprint of Thunder Castle.

—Matt Farbeck

Hera Splits from IGE

Hero Games has severed its long relationship with Iron
Crown Enterprises.

Hero Games was formed more than 15 years ago to publish
Champions, a popular superhero roleplaying game with innovative
mechanics. For the past 10 years, ICE (which recently released ll.1e
Middle-earth: The Wizards collectible card game) produced and dis-
tributed Champions-based products under the Hero Games imprint.
ICE ultimately produced over 75 game products for Hero Gam?s.

“Both companies realized that they could each do a better job
by focusing on their own products,” Hero co-founder Steve Peter-
son said. “Fortunately, with the Middle-earth card game, our leay-
ng ICE isn't going to really hurt them in any way.”

Although their contract ran for another year, “even if we had kept
theline, it probably would have been as a secondary effort,” ICE CEO
Bruce Neidlinger said, “They asked us to let them out of the con-
tract, and we, being the nice guys we are, gave it to them. We were
a little saddened by it because we had some plans, but such is life.
We're all still friends, and we wish them luck.”

Hero is negotiating with another publisher to take over pro-
duction of Hero Games paper products. it hopes to broker a deal
shortly and have new paper products out by late '96.

Meanwhile, Hero i developing Hero Plus, a high-tech Ii”?'
Hero Plys gaming products are being produced electronically in
Adobe Acrobat format, which can be read and printed out by
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© Get two free Magic: The Gathering hoosters with the purchase of a Magic
gift box until June 30, Look for details af participating Magic refailers.

® Spawn, the Savage Dragon, Youngblood, the Maxx and other popular
Image Comics characters, locales and equipment are coming your way as part
of a June all-Image expan-
sion for the WildStorms
comic book superhero CCG.

® You've probably
heard about Alliances, the
Magic set chronicling the
fime after the end of Ice
Age. But you may not know
that Ice Age really is end-
ing: As announced in ‘95,
WotC has stopped printing
cards. The ice supply should
run out around June,

® Magic's second pro
tournament kicks off o the
Hotel Queen Mary in Long
Beach, Calif., May 3-5.
$130,000 in prizes are at
stake for the players, who
vill make their decks after a card draft ot the tourney. General admission is S5.

® Wizards of the Cogst opened its Official Tournament Center and Game
Club in April. This aren at the company's Renton, Wash., headquarters has
video games, snacks, Magic artwork and other attractions.

o The stars qre dying in Fading Suns, the RPG of the far future from
Holistic Design. Two former designers of White Wolf’s “World of Dark-
ness" are collahorating on the game, due in August. A computer game is
in the works,

® Daedalus Entertainment urges you fo come Back for Seconds in May.
This sourcebook traces old elemens of the Feng Shui RPG and infroduces new
ones. Marked for Death, also out in May, contains ready-to-run scenarios.

® Terry Pratchett's Discworld fantasy universe will be the subject of GURPS
Discworld, due in '97 from Steve Jackson Games. Pratchett himself will co-
write the book.

 To order GURPS books in Braille or on cassefte, write Nancy Feldman,
GURPS Braille Praject, 1440 W. Fourth Ave, Eugene, OR 97402

® The 1995 Origins Awards nominces fo best cord gome are The Great Dal-
muti (Wizards of the Coust), Mluminati: New World Order: Assossins (Steve
Jackson Games), The Lost Crusade (Chameleon Eclectic), Middle-earth: The
Wizards (Iron Crown) and Shadofist (Daedalus). ]

® Lok for Fantasy Adventures cards o card offers with the following ;
hooks: A Guide fo Collectible Card Games by Tom Owens (Millbrook Press,
available now); The Shadow Smith (a Might & Magic novel, Del Rey, avail-
able now); The Magic Touch by Jody Lyn Nye (Warner Books, available

soon); Earfh, Air, Fire & Water {a Fantasy Adventures vl Bien B30k
available August).

| #: Sacrifice an enchantment to
| destroy target enchantment,

| 34 b: Counter target

} enchantment,

| T have my faith, and I have my
| prayers. But if push comes to shove,
L | Dwe also got a litde something extra.”’
i —Halvor Arenson, Kjeldoran Priest
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Macintosh and Windows computers. These products will be pub-
lished on floppy disks, but Hero Games is currently investigating
using the Internet (and a new “killer Web site”) for quick-and-
easy distribution.

Look for both out-of-print paper products and new made-for-
Acrobat products under the Hero Plus banner. “Hero Plus will even-
tually be able to provide our fans with all of their favorite products.
It will be a way to get new Hero products out to our audience
swiftly,” Peterson said,

—Matt Forbeck

Magic Tourney
Lists Revamped

The Duelists’ Convocation has changed its lists of cards banned
from and restricted in official Magic: The Gathering Tournaments. Now
Type | tournaments and Type Il tournaments each have their own
restricted and banned lists.

Ali from Cairo, Black Vise and Sword of the Ages were removed
from the Type I restricted list, and Time Vault was removed from the
Type | banned list. Recall, Maze of Ith and Feldon’s Cane were
removed from the Type Il restricted list.

The most significant change is the removal of Time Vault from the
banned list. Originally banned because of the potential for abusive com-
binations, errata has removed Time Vault's abusive powers.

The DC cited the decrease in use of creatures in tournament
decks as well as the ability for every color to deal with creatures as
the reasons for the changes in the status of Ali from Cairo and Sword
of the Ages. Black Vise was unrestricted because it is not as effec-
tive in Type | as it is in Type II. Recall and Feldon’s Cane were unre-
stricted in Type Il because there are very few spoiler cards in the Type
Il environment, therefore making the card-recycling uses of Recall
and the Cane less potent.

Maze of Ith was removed from the restricted list because, as a card
in The Dark expansion set, it's automatically banned in Type Il play.

Since many people have complained about the DC's erratic
schedule of rulings, the DC announced that it will only change the
restricted and banned lists on March 1, June 1, September 1 and
December 1. Any changes made on those dates will take effect on
the first day of the following month.

—Jeff Hannes

Ali from Cairo and Feldon’s Cane
are off the restricted lists.

o » yomar bheary. Remove
Pcldm\(:ur&nmxbem,
Foldom foumd ehe firg af shere
Cames frocem in the Romesen
Glacerr,
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* “Babylon 5" fans should look fo get their hands on Chameleon Eclectic's
Babylon Project RPG this fall.
o J.S. Games Systems introduced its Kingdom Edition of the Wyvern ((G
at March’s GAMA Trade Show. Each card of this unlimited edition has o Wyvern
insignia and black border. Players can redeem 50 Kingdom booster wrappers
for 38 cards from the Phoenix expansion.
© Who's your favorite character in the basic Rage set? If you let White Wolf
know before Wednesday,
May 15, 1996, and enough
people agree with you, that
character will return more
powerful than ever in Legacy
of the Tribes, Rage's fall
expansion. E-mail your opin-
ion to achilli@aol.com, call
(404) 292-WOLF (292-
9654) weekdays from 9
~  a.m.tonoon and 2 p.m. fo
' i ~ 5 p.m. EST, or mail Rage
“Altaye . LegacyVote, ¢/o White Wolf
Bladk uries Game Studia, 780 Park
North Blvd., Suite 100,
Z Ewr Clarkston, GA 30021.

o FIeer/Skanx is seeking uppmvul for a National Hockey League game
that would be released Oclober.
© Space is limifed in Columbia Games' Napoléon: Waterloo baard gome four-
ney, fo be held at Origins in Columbus, Ohio, this July. The champion gets a trip
to Belgium. Call (800) 529-3976 for more convention info.
® You can redeem an ulfrarare Hyborian Gates Ancient Gate card for a signed
and number Boris Vallejo or Julie Bell print. Send the card via certified mail to
Ancient Gate Redemption, ¢/o Cardz, P.0. Box 5828, Arlington, TX 75050.
e Britain's Dr. Who, the subject of a Fox science fiction TV movie due
in May, is also set for an
upcoming collectible card
game distributed by MMG.
Call Wargames West ot
(800) S0S-GAME for more
details.

® Seattle-hased Tynes
Cowan Corp. bought the
rights to Everway for its
Pagan Publishing arm. The
RPG was dropped by WoiC
after a December re-organi-
zafion. In related news, Atlas
Gumes picked up Ars Magica
from WoiC.

o DC Comics' three-part
adaptation of Nine Prinices in Amber begins shipping in May. Award-winning sci-
ence fiction writer Terry Bisson (“Bears Discover Fire”) scripts.
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The tentatively titled X-COM: Apocalypse is slated
for the end of summer (MicroProse, $59). The third
game in the X-COM series will focus on just one city
instead of the whole world. Enhancements include
more sophisticated air combat, larger battles and
better graphics. MicroProse is also considering real-
time tactical maneuvers.

Blizzard Entertainment, makers of the fine War-
craft series, have a new fantasy roleplaying com-
puter game, Diablo (May, $60). Although at first
glance it looks frighteningly similar to Origin's
unpopular Ultima VIli, several twists make this game
a better prospect. First off, the dungeons have a ran-
dom level generator, yielding far more play value
than usual. Even better, Blizzard hopes to invade
the multiplayer RPG market, formerly reserved for
online providers, by allowing up to four gamers
to cooperate in this game via the Internet.

Up to six players can take part in Conquest of the
New World from Interplay (May, $45). This strategy
game allows many possible paths for you to lead your
colonial power to victory, including trade and war.
Check out the demo at http://www.interplay.com.

In Z, by The Bitmap Brothers (360, May), two
teams compete in real time to blow things up.
Although the “expand and build up your forces faster
than your opponent” game is becoming routine,
this game should fit nicely on your hard drive. You
won't waste much time learning the simple inter-
face and the hilarious between-scenarios sequences
are certainly worth showing to your friends.

Earthworm |im, the worm who wears a super-
powered space suit and often tells his foes to eat
dirt, is now available in Playmates Interactive Enter-
tainment's action game Earthworm fim ($49). This
arcade game has our intrepid hero using his head in
new and profound ways—such as spinning his head

. like a helicopter or using it like a whip—to over-
come the usual obstacles in a two-dimensional game.
Type "ITSAWONDERFUL” to get an extra life.

Westwood Studios plans to capitalize on its
Command and Conquer game with (surprise!) a
sequel. Red Alert (August, $55) will have more units,
including naval forces, saboteurs, thieves (who hot-
wire vehicles!) and guard dogs. Other tweaks involve
larger maps, radar jamming and, most importantly,
six-player net gaming.

QQP, makers of such engagingly simple games
as The Perfect General and Conquered Kingdoms, has
been purchased and disbanded by American Laser
Games. While ALG intends to publish QQP products
such as The Lost Admiral Il release dates are unclear.
Other games, including the much-advertised Awful
Green Things From Outer Space, will soon be announced
as zombieware (i.e., will never be published).
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. Left: Conquest of the New World, Above:

Earthworm Jim has his own game from
Playmates Interactive.

PLUGGED IN

Electronic Tolkien

A great play-by-electronic-mail (PBEM) site is Rolemaster PBEM, concerning J.R.R. Tolkien's
Middle-earth, of http://home.ptd.net/~dorian/gptolk.htm. The site features an ongoing story
with summaries for beginners. If you're not on the Web, you can e-mail Rolemaster ot
dorian@postoffice.ptd.net

There's a new Web site dedicated to Tolkien’s runes and other fantasy languages. The
Tolkien Fonts page located at htip://babel.uoregon.edu/yamada/fonts/tolkien.html has fonts
you can use with your computer.

Internet Redemption

Like most well-conceived official Web pages, the Redemption home page
(http://www.redemption.com/doorway.him) features tons o’ useful information. The “Glossary
of Terms" is by for the coolest part of the page. It features quick-loading graphics and defini-
fions that help you understand the nuances of the game. The special announcements setion offers
peeks at The Prophes expansion set.

Web Netrunners

Get to know WotC's new cyberpunk CCG by joining the Nefrunner e-mailing list. Send e-
mail to listserv@oracle.wizards.com. The only thing your message should say is “SUBSCRIBE
NETRUNNER-L Your Real Name”, where "Your Real Name” is your actual name, not your
screen nome.

A CCG Warehouse
One of the hest-organized Web resources for gamers hos to be Sprig’s Collectible Card
Games Warehouse at hitp://wnwwfis.com:80/other-games/plain.html. This page unselfishly
offers  tremendaus number of links to CCGs, dice games, magazines and companies. Make his
your starting point on the Web.
—Buddy Scalera (WizardTGT(@aol.com)
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name: Fast Break

ecisuer:  WildStorm
ser s1ze: 308 cords
RELEASE:  May 1996

™ & © WildStorm

™ & © Atlas Games

60-card starter decks; 12-card booster packs

57.95 per starter deck; $2.25 per
baoster pack

PACKAGING:

R SUGGESTED RETATL:

Here’s the Deal: Fast Break is the first (CG to focus on the most popular
sport in America: bosketball! You and your opponent each coach one of
eight fictional GBA teams. Starfer decks each contain one of four complete
teams of 12 player cards plus 48 random action cords. Boosters contain 12
cards of any type, and one in nine packs features on oll-star player chase
card. Designed by yours truly, with hilarious artwork by Hilary Barta and
others, this game is fun for both haops fans and gamers alike.

name;  Lunch Money
sier:  Aflos Gomes
size: 110 totol cards
May 1996

Box set

$16.95 per set

SET

RELEASE:
PACKAGING:

SUGGESTED RETAIL:

Here’s the Deal: Atlos’ second noncollectible card game (Once Upon a
Time wos the first) makes you and four to five foes kids in a school yard
battling for supremacy and, of course, lunch money. Atlos’s Jeff Tidball calls
it “o dork, little, unwholesome thing” and a real blast besides. Gomes are
quick and dirty—ijust like the real thing!—and last only 10 to 15 minutes
each. Suggested for mature gamers who like their humor black.

- PEBEEN )

i New York
Mayfair Games
120 cards
RELEASE:  May 1996
packacING:  Fixed 120-card sels
- SUGGESTED RETATL:  S15 per set

Here’s the Deal: Now some of the most expensive real estate on the
planet can be yours for just 15 bucks! The third expansion set for SimCity,
the collectible card game based on the addictive Maxis computer game
called SimCity (what else?), features 120 new cords. You get the complete
set of Big Apple cards in each double deck. Check out the Statue of Liberty,
the New York Stock Exchange and other Noo Yawk hot spots.

N THE SHELVES

THE GUIDE TO UPCOMING GAME RELEASES

By Matt Forbeck

™ & © White Woll

™ & © Wizards of the Coost

[ ————
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nane:  Warriors of the Apocalypse

usLisuer:  White Wolf

size: 128 poges

RELEASE:  May 1996
packacing:  Softhound book

SUGGESTED RETAIL:  S15

Here’s the Deal: This book takes many of the prominent characters from
the Rage CCG und tells you everything you'd want to know obout them. This
intludes each character’s entire history s well as full statistics for the Were-
wolf: The Apocalypse roleplaying game. All of the expansion sets up to the
latest, War of the Amazan, are represented in the book. Both Rage and
Werewolf players should find this an interesting read.

| HAME :

Alliances
ALIBLI suer:  Wizords of the Coost )
st size: 140 cards 7 I
RELEASE:  June 1996
packAGING:  12-card hooster packs
SUGGESTED RETAIL:  $2.45 per booster pack

Here’s the Deal: This ninth Magic: The Gathering expansion, a limited-
run, block-bordered set, is the first sequel to Jce Age, the stand-alone mega-
expansion set which coincidentally should be out of print in June. This set
continues the storyline from fce Age: The world is thawing and old enemies
must form new alliances to fuce new threats in a rapidly changing world. The
set features arl from the regular Magic crew plus famous comic book artist
Bill Sienkiewicz.

“uane:  The Dragons
Iron Crown Enerprises

size: 180 cards

RELEASE:  June 1996
packacInG:  15-cord hooster packs
SUGGESTED RETATL:  $2.95 per booster pack

Here’s the Deal: The first expansion for Middle-earth: The Wizards intro-
duces the rest of the dragons of Middle-earth into the mix. The set also has
o slew of new cards featuring mostly new art from luminaries like Angus
McBride. Each booster contains one rare, four uncommon and 10 ommon
cards, giving you anly half the rares in the original bosters. Each bogster
also has o six-page rules addendum that adds some new mechanics 1o the
game play. There'll be cards that allow dragans to attack outside their lairs,
lots more lore curds 1o augment the sages’ spell-casting, and expanded
movement rules for seo voyaging.

-
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The Star Wars™

2-Player Customizable

battle across the entire

Star Wars™ universe! Gr ea tESt : , @
Create your own mix of C d G .’ :

ships, characters and ar ame : b
gear, and use them to NOW at | |

" defeat your opponent.

The game features 6
unique, exclusive cards-
including Luke Skywalker
and Lord Darth \/ader!
With dual 60 card

decks, and 3 15 card

expansion set, the @ f ¥ ] m
y. . Luke end Vader
force is with you! PREMIERE ot
4
f" _ GUATOMIZABLE CAND EAH[
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. | ,
INTRODUCTORY THO-PLAYER EHHEuJﬁ ‘

TR S _
(ver 650 Toys A'Us stores coast to const. Call 1-800° WIS for
thu stofe nearest you. ©19986, Geolfrey, Ing.
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¥ By Rick Moscatello

ce Age introduced the new conceptof
“cumulative upkeep,” and Magic players
where summarily rejected the idea. Why
A which, sooner or later, will go to the
graveyard regardless of what your opponent does?
With such losers as Musician, Halls of Mist, and
Brand of lll Omen, one could easily come to the
conclusion that “cumulative upkeep” means “this

card for display purposes only,” especially if the
cumulative upkeep is more than one mana.

you get to turn 1 all
lands of a different

cumulative upkeep of two

Migsionary Terrfin

J\ nrlu l

Cumulative Upkeep: 2
All basic lands of one type become
basic lands of a different type of
{o?\_;lr‘ choice. %

drawing of maps is fruitless in
the west near the ice walls; the very
earth is formiess.”
~—Disa the Restless, journal enmry

B For two blue,
[llusionary Terrain really

strews up your opponent’s

rd, however, easily defies this
conclusion: naryTerra

At first glanc‘é',?his
looks like an expensive
version of Magical
Hack—after all, for one
blue mana, the Hack can
change any land word
into another. Not so.
Sure, Magical Hack plus
Flashfires may destroy all
basic lands of one type,
but lllusionary Terrain
and Flashfires can do the
same. And what happens
if your luckless opponent
is already playing plains
and mountains? Well,
convert his mountains
into plains and then cast
Flashfires—you’ve nuked
all of your opponent’s
basic lands!

“But | can’t risk losing

any of my own lands,” you whine,
Avoiding basic lands is still easy to
do—rFallen Empires and Ice Age both
provide plenty of options here. If

you are really concerned about not

mana situation.

killing your own lands, though, you

can combine lllusionary Terrain with
Volcanic Eruption and kill the other
guy’s “mountains” while leaving
your lands intact—a trick that
Magical Hack can’t do.

Aside from its awesome land

destruction capability, lllusionary

L L

?ﬁ'kalso won‘ks well with other cards. Combo it

or Monsoon (if you don’t play with 2
ds), and you’ll be happy to pay the
upkeep for the two or three turns it takes to kill
your opponent.

Again, this is a better deal than Magical
Hack, since if you Hack your Karma, your
opponent might still be able to cast some spell to
kill the enchantment—and you’ll have a card
invested in the Karma. But, when you lllusionary
Terrain his lands into swamps, you’ve not only
made Karma devastating, you’ve also hurt his =~
ability to cast spells.

If your opponent doesn’t play swamps, he
might snicker when he sees your Angry Mob COI’I‘IIQQ 4

for him. You'll smear the smile off his face when you
turn his half dozen forests into swamps, irritating
your Mob quite a bit, .

But what if you play black? Well then, cast
lllusionary Terrain (cheaper to cast than Infernal
Darkness) and turn your opponent’s lands into
swamps—black has plenty of swampwalkers, and
with Zuran Orb so popular, this is a better deal than
Evil Presence. If you're playing with-more than black,
use Terrain on yourself to create a Nightmare of
unexpected power or to take out the other guy’s
Nightmare instead.

Is your opponent using regenerators or
“pumpable” knights like the Order of Leitbur? He'll
be hard pressed to use them once you change the
color of his mana. Your opponent puts out a Force of
Nature or Minion of Tevesh Szat? Make him feel pain
by cutting off his ability to pay upkeep.

If you're playing lots of blue, you probably use
Control Magic, so lllusionary Terrain can, in a
pinch, turn your own lands into whatever you need
to pay upkeep/pumps/regeneration on your newly
controlled creature. Most Merfolk decks use the
Hack to change the islandwalk-granting ability of
the Lord of Atlantis, Illusionary Terrain can turn
your opponent’s stuff into islands, shutting down
his spellcasting in addition to allowing Merfolk to
attack unimpeded.

Finally, don’t be confused by all these fancy
combos. The ability to shut down even half of your
adversary's spellcasting ability is important enough
to win you a game in many a circumstance. @

:
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:
!
i

Rick Moscalelfo thinks Mather Nature's got an Mlusionary Terrain of her own, what

with oll the snow we 've been having this spring!
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Duelists' Convocation International
will sanction over 3,000 tournaments
around the world this year—
shouldn't yours be one of them?

Discover what retailers across the country already know: DCI now sanctions Magic:
The Gathering® tournaments in retail stores! Retailers holding sanctioned
tournaments report increased store traffic and customer loyalty because only DCI
tournaments count toward official DCI ratings, enabling top-ranked DCI members to
qualify for professional and championship tournaments. DCl-sanctioned tournaments
receive official rules booklets, prize support, promotional aids, telephone and on line
assistance, plus new easy-to-use tournament report forms—absolutely freel

Sanctioning information may be obtained directly from the
Duelists’ Convocation International. Telephone: 206-204-8032; fax: 206-204-5936; Internet address:
dei@wizards .com ; Website http://www.wizam's.cmn/dci/weicorne.hrmi.

Magic: The Gathering is o registered trodemork of Wizords of the Coast, Inc
Magic: Tee.Gathtring Pro Towr and Dusists’ Cosvocarion Intesarionst are trodemarks of Wizards of the Coast, Inc
[lustration by Douglas Shuler. ©1996 Wizoeds of the Coost, Inc. All rights reserved

JUSWEUINO] Pauoli}dues




O v L oy o s of et e v
secrated—essentially uniillable 1/1 creatures. My oppo-
nent ploys Refribution on those two lands. Yes, one of them

gets burid (1 believe) but what happens o the other? I
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Q: If 1 used my lcy Manipulator fo untap
my opponent’s Time Vault, would he have to
skip o turn?

—Shaun Struble, Hutchinson, KS

A : No. You just gave him a free turn.

Q: Urza's Tower says, "If you control Urza's
Tower, Urza’s Power Plont and Urza’s Mine, add
three colorless mana instead of one.” On Urza's

Power Plant and Mine it soys add two colorless |

instead of one. Which is it?
—Muatt Cannon, Fort Oglethorpe, GA
A: Both. Towers produce three when

oll three cords are in play; the others
produce two each.

| - W Exactly how
much more mana
| does aset of

- Urza's lands

i |
 produce?

Q: If my opponent casis Torture on my Shivan
Dragon and puts a -1/-1 counter on him ofter |
inflated him, does he become 5/4 or 4/4 at the
end of my turn?

—Sean Lande, DeWitt, Mi
A:4/4.

Q: If you put Venom on a Thicket Basilisk, would
regenerating creatures have fo regenerate twice,
once for the Venom and once for the Busilisk’s
natural ability?

Brendan Shepherd, Ann Arhor, M|

A: No. When a creature is already on the
way o the graveyard, additional “destroy” effects
don’t bother it. Ig the Basilisk did enough dumage
to kill o regenerating creature, the victim wou!rd
have fo regenerate both during damage prevention
and again of the end of combat when the
destruction effects accur, though.

@: For Mana Drain, | receive the mana used 1o
cast the target spell. Is it colorless or all the colors
that my opponent used?

Wayne Choi, Piti Meadows, British Columbia

Frequently asked questions
on Magic: The

Al
el

s Vi
mana pol, where X i 1he
CAMIING ees1 0l LATESL il

A: Colorless.

@: If you Shrink a Scryb Sprites or g
Shanodin Dryads, do you gain four life when
they attack you?

—Michael Hsu, Brecksville, OH

A- No. Creatures with negative power
effectively have zero Eower for all purposes except
raising 1Keir ower back up again. (Nice Black
Vise/Rack Sluﬁydoll on the envelope!)

@: If | Clone a Nightmare, does the Clane haye
power and foughness equal fo the Nightmare |
cloned or does it have power and toughness eqyg|
1o however many Swamps | own?

Robert Nuzzi, Davie FL

A: The number of Swamps you have i,
play. (You might own hundreds of Swamps|)

@: | have o Kird Ape, Mounfain and Pendelhgye,
in play at the beginning of my turn. | 4
Pendelhaven to give my Kird Ape +1/+2 unfil the
end of my furn. | then play a Forest. Dogs ¢hic
make my Kird Ape 3/5? ,

Aaron Wade, Science Hill, KY

A: Yes. (But you won't be able 10 ysg
Pendelhaven on the ape any more while the
Forest is there.)
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Q: When a Clone first tries to come info
play, can | use Deflection to make the
Clone copy something else?

—Jason Glasco, Cobden, IL

A: You can Deflect a Clone just like
any other single-target spell wLen it's
being cast. If you wait until it’s actually
coming into play, you're too late.

Q: Can | cost Dark Rituals, Songs of the
Damned, Oaths and other spells and reflect
them with a Reflecting Mirror o other people
to give mana burn? Furthermore, can | refledt
summon spells?

—Jesse Stetson, Chompion, MI

A: No and no. Reflecting Mirror mun ?

only target spells that target you. If a spe
doesn’t say “target player,” it can’t be the
target of Reflecting Mirror.

Q: What if the word “Swomp” on Drought
were Mogically Hacked to read any other land
your opponent isn't playing?

—Frik Rodriguez, Beechurst, NY

A: Then gour opponent can't use any
spells or effects that cost black mana. How sad.

Q: Can o player split up a Tefravus into four
1/1 creatures, sacrifice the three token
creatures to o Fallen Angel, Unsummon
Tetravus and then ploy Tetra ogain next round
for more sacrifices?

—Aric Sundquist, Ishpeming, MI
A: Sure.

Q: | just socrificed my Transmogrant to make
my opponent’s Frozen Shade an artifact
creature. When she tries fo pump it up, can |
counter that with Rust or Brown Ouphe?

—Rod Jones, Barstow, CA
A Yes. But if she hos extra mana, she

= L
stumper below.

ton just pump it again.

@ f o Jude Statue is Animate Artifacted, can
you still spend the mana to make it 3/67

Sky and Matt Roy, Kakabeka Falls, Ontario
A Yes,

Q: If | attack my opponent with both my
Zombie Moster and Lim-Ddl's Cohort and he
blocks and kills both of them can | still
regenerate Lim-Dil's Cohort?

—Sean Lande, DeWitt, M|

A: Yes, so long os they're both going to
the graveyard at the same time. If the creature
blocking the Zombie Master had first strike,
then the Master would die first and you
couldn't regenerate the Cohort.

Q: If someone attacks with a Juggernaut and
Berserks it and Forks it, can | still Swords to
Plowshares it even if I've already declared I'll
take the damage and take no domage instead?

—D. Lam, Rowland Heights, CA

A: Yes. By saying “I'll toke the
damage,” you jumped ahead o couple of
steps—you skipped fost effects and domage
prevention. Your opponent made you back up
to the fast effects step fo cast Berserk. Strategy
fip: Cast Swords fo Plowshares s a response fo
Berserk. They'll resolve lust to first, so your
opponent wilr only gain a little life and both
Berserks will fizzle.

Q: Land’s Edge says | can discord a card of
any time. ls this an interrupt? If someane plays
Starm Secker on me can | discord my entire
hand and take no domage?

—Sean Vadnais, Maumee, OH
A: It's a regulor fost effect, not an

interrup!. Yes, you can do it in response to
Storm Seeker and take no damage.

Q: My opponent [\ust cast Hymn of Rebirth on
the Wiitigo in my discard tg'ile. | Fork the Hymn
on the Wiitigo. Will we both get a Wiitigo?

—John Harvey Crane, Leesburg, AL

A: The two Hymns resolve in last-to-first
order. You get the Wiitigo and your opponent’s
Hymn fizzles because its target is gone. ()
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our real-life wizards share secrets about
winning rournaments, budding decks and
designing Magic.

You're a die-hard Magic: The
Gathering player and
you've fallen on tough fimes.

You’ve just been torched by your oppo-
nent for the fifth time in a row. You can’t
seem to get any of your combos to work,
and no matter how many fimes you read
The Pocket Player’s Guide, nothing seems
to help. Your friends cackle when they ask
you for a game because they know you're
an easy mark.

Wouldn't it be great if you could pick up
some fips from the real wizards of Magic?

Alexander Blumke, the reigning world
Magic champ, could probably show you
a thing or two. So could Mark Justice, the
U.S. champ. With a quick trip to the Wiz-
ards of the Coast’s main offices, you could
talk to Mark Rosewater, a designer on the
Magic team. Or better yet, grab a few min-
utes with Richard Garfield, the Magic man
himself.

Sure, that’d help!

But assuming you don’t have the time,
contacts or disposable income to arrange
these visits in Geneva, Salt Lake City and
Seattle, we've got the next-best thing.
Blumke, Justice, Rosewater and Garfield all
agreed to tell us about how they play the
game they all love—maybe almost as much
as you do.

26 Mo v s
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BLUMKE, THE 1995 MAGIC WORLD
champion, was born in Hamburg, Ger-
many, moved to Geneva, Switzerland,
at the age of 4, and became a Swiss
citizen at 15. Now 27 years old, he's
working toward a degree in English
literature. Apart from traditional
games, he plays a lot of tennis (even
organizing tournaments at the local
club) and enjoys skiing.

How were you introduced to Magic:
The Gathering?

requests, mostly from Switzerland,
Germany, the U.S.A. | sometimes get
phone calls from people I've never
met—kids, most often—asking me to
see them or to give them advice.

What about Magic appeals to you?

The seemingly infinite possibilities
of playing and putting cards together.
This has a way of triggering the imag-
ination, which I like. Playing with over
a thousand little works of art appeals
to me aesthetically too.

What's your philosophy for playing
the game?

Apart from trying to win, | also like
being lucky. Although I'm not super-
stitious in any way, | can’t help think-
ing of a roleplaying universe in which
luck is a characteristic just like intelli-
gence or strength. Not that | would
be proud of it, or—even worse—
believe it; | just like it.

How do you approach tournament-
level deck building?

First, | try to spoil other people’s
play. That sounds unfair, but that’s
how one wins tournament games. |
use hand- or land- or spell-destruc-
tion techniques, or | try to prevent
them from playing anything. Some-
times | just take what they play.

fiee

As employees of Wizards of the Coast,
Richard Garfield and Mark Rosewater are
not allowed to participate in official tour-
naments. They make decks only for play-
testing and for fun, hardly in the killer vein.
However, 1995 Magic World Champion
Alexander Blumke and 1995 Magic U.S.
Champion Mark Justice were each happy
to share a killer deck with us. (Turn the
page for Justice’s deck.)

Be warned: These decks can slay
your wallet as well as your opponent!

Alexander Blumke

This is the deck | played at
Spiel ‘95 in Essen, Germany.
Wizards of the Coast had
invited me there to play at their
unslinger table.... | wanted a
geck that could win as man
games as possible as quick?;( as
possible so that | could play
against as many people as pos-
sible without look-

A friend of -
AN QUICK GUNSLINGER DEMO DECK ing foo bad..
Guillaume Thirteen lands plus
introduced me | Spells GOLD 1 Mox Pearl the Library of Alexan-
to it while he RED 1 Stormbind 1 Mox Ruby dria seem like
was searching | 1 Blood Moon GREEN 1 Mox Sapphire too few lands. Not
for playing part- | 4 Chain Lightnings 1 Regrowth 3 Relic Barriers for this deck, though.
ners in the late | 4 Lightning Bolts WHITE 1 Sol Ring Eight of the spells
spring of 1994, 1 Shatter 1 Balance 1 Urza’s Bauble require no mana, 20
How did you 1 Wheel of Fortune 1 Winter Orb nd one mana,
become the | BLUE Artifacts 1 Zuran Orb 12 need iwo mana,
Magic world | 1 Ancestral Recall 4 Barbed Sextants four require three
champion? 1 Copy Artifact 1 Black Lotus Land mana and the other

I won fourth 1 Timetwister 4 Black Vises 4 Badlands two ask for four or
pla.r.e in the 1 Time Walk 2 Howling Mines 1 Library of Alexandria variable amounts of
Swns§ champi- BLACK 1 Ivory Tower 2 Pfgteaus mana. With the land
onship. (I lost | 1 The Abyss 1 Meekstone 3 Taigas Moxes and Barbed y
my first match 1 Demonic Tutor 1 Mox Emerald 4 Volcanic Islands Basdcnts ; Iy
there.) In the || 1 Mind Twist 1 Mox Jet 4 Tundras Wil bs ﬁ' il
world champi- o

onship, | needed a 3-0 win in my last
qualifying match to make it to the
playoffs. | succeeded because my
opponent’s deck was the perfect
match for mine, He had lots of big
creatures, so my Hymn to
lourach/Dance of the Dead combo
worked perfectly.
What's being the champion like?

As world champion, | get invited
Lo certain events from time to time.
Also, | have to answer to interview

Second, | try to have some means
of getting and playing more cards
than my opponent.

Third, | also like to have some
“mass spoiling” cards between the
deck and the sideboard that work
against any deck that is not versatile
enough. These include Wrath of God,
Gloom, Energy Flux, Karma, Blood
Moon or Primal Order, and Land Tax
(which spoils both hand and land
destruction)

There is one rule
to follow with this deck: As long
as an opponent is taking dam-
age from a Vise and has blue
mana available, don’t cast any-
thing—not even a Mox. Apart
from that, this is a very easy
deck to play. Not much thinking
is required (although this
depends on the opponent’s
deck), which makes for quick

play—especially for me.
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JUSTICE, THE 1995 MAGIC U.S. cham-

pion, lives in Salt Lake City. He owns and
runs two sports card and comic book
shops called Sports Cards America. He
completed two years of college before
quitting to start his own business nearly
three years ago. Now 25, most of his
time is occupied with running his stores,
but he still finds time to play Magic.
How were you introduced to Magic:
The Gathering?

I learned of it through the store. I'm
always looking for things to sell, and
Magic came along. We started selling it
and people started playing it and that’s
how | picked it up.

How did you become the Magic U.5.
champion?

For the nationals, they took the top
25 ranked players in the country. | had
finished second at the southwest region-
als, so that’s how | qualified for the
nationals.

| had a really good tournament at
the nationals. They had two [separate]
sanctioned Type | tournaments at the
nationals, and | won both of those. Then
| went on to win the national title as well
that weekend.

What's being the champion like?

It hasn't changed my life. | don't take
it that seriously, but it's nice to be known
as a good player.

What about Magic appeals to you?

The game's strategic format. Whereas
in a board game, the players each start
on an equal playing field, | go into a
game of Magic with my own ideas on
my deck. | have my own thoughts, my
own work, my own process to start out
with. | like that mental challenge.

| really enjoy designing decks. | enjoy
designing and play-testing decks even
more than playing in tournaments. | get
stressed during tournaments, so | don’t

get to enjoy the game as much.
What's your philosophy for playing
the game?

I'm a very defensive player. It's kind
of a contradiction because | played an all-
red deck at worlds. A defensive red deck
seems to be a contradiction in terms,
but as those who saw it can tell you, it
was just that. No matter what colors |
might be using, my deck is usually very
defensive.

How do you approach tournament-
level deck building?

The decks | build, a lot of people
can beat them. If somebody walked off
the street and said, “Hey, let’s play a
game,” | won’t necessarily win.

I build a deck to have the best
chance of beating an open field. You
don’t know what your first opponent
will have—or your second or your third.

| try to build the most well-rounded
decks that | can. | really feel that every

4 Swords to Plowshares
1 Wrath of God

Artifacts
1 Black Lotus
1 Mox Emerald

~ phy. | like to wait for the right A

creature i
BOLT. ME NOT DECK R

Creatures 1 Mox Jet deck. That s,

BLUE 1 Mox Pearl every one has d

4 Serendib Efreets 1 Mox Sapphire foughness of at

GREEN 2 Nevinyrral’s Disks least four, mean-

3 Erhnam Djinns 1 Sol Ring ing that they

WHITE 1 Zuran Orb can't be killed bY

4 Serra Angels asingle Light
Land ning gBoif. .

Spells 2 Adarkar Wastes

BLUE 1 Island

1 Ancestral Recall 1 Library of Alexandria

1 Braingeyser 1 Maze of Ith

2 Counterspells 2 Plains

4 Mana Drains 3 Savannahs

1 Recall 3 Strip Mines

1 Time Walk 4 Tropical Islands

WHITE 4 Tundras

1 Balance

3 Disenchants Sideboard

2 Circles of Protection: Red
2 Control Magics

4 Deflections

1 Disenchant

3 Dust to Dusts
3 Wraths of God

card, no matter at what poinf in the
game it's drawn, needs to be useful.
For instance, pulling a Rack in an open-
ing hand doesn’t do much good. |
don’t like cards like that because they
don’t do anything by themselves. They
can’t help you win by themselves.
They’re auxiliary cards. They can be
useful, but | usually try to stay away
from them.

Mark justice G0
This is the Type | deck that |
won the two fournaments
with at the 1995 nationals.
I'm cautious when playing
this deck, which is in line
with my defensive philoso-

moment to-make my move
and be as canny as | can be.

The official name of the
deck that I've always used is
the Bolt Me Not. The reason
for that is because every
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'ORIGINALLY FROM PEPPER PIK

E, OHIO,
a small Cleveland suburb, Rosewater stud-
ied broadcasting and film at Boston Uni-
versity. Upon graduation, he moved to
Los Angeles top work in television comedy.
His six years in Hollywood included a stint
on the “Roseanne” writing staff.

How were you introduced to Magic:
The Gathering?

I was working part-time in a game
store when Magic first came out—I had
decided that | needed to occasionally get
out of my apartment, as freelancing was
getting a bit lonely—and I had a few cus-
tomers come in and ask about this game
that they had heard rumors about. |
tracked down the rumors and learned
about the existence of Magic.

Finally, at a convention, | was able to
actually find cards that | could buy. |
bought a few packs—later | would kick
myself that | didn’t buy every Alpha I could
have gotten my hands on—and quickly
got hooked. Los Angeles has a very large
Magic community and | was able to play
often and against very good competition.
How did you become involved with
Wizards of the Cogst?

When Magic first came out, | really
enjoyed the game and was always think-
ing of ways to expand it. When The Duelist
#1 came out, | decided that it was miss-
ing something. There wasn‘t anything in
it which really tested the player’s knowl-
edge of the game,

So at a convention in Los Angeles, |
approached Steve Bishop, the former head
of the Duelists’ Convocation, and pre-
sented my idea for a puzzle column. Steve
suggested that | write a proposal, which
he then passed along to the editor of The
Duelist. She liked the idea, and soon my
column was being printed.

I started writing for the magazine, and

that quickly took up a good chunk of my
time. | began going to conventions, and
pretty soon | became acquainted with a
good portion of Wizards of the Coast’s
staff—and mind you, that is quite a feat!

Once | had made the connections, |
started getting asked to do other free-
lance projects. Finally, there was a point
where | was doing projects for seven dif-
ferent sections of the company, and it
became apparent that it was in everyone’s
best interest just to hire me.

What's your title and what are your
responsibilities?

Officially, | am a game developer in
research and development. My primary
responsibility is to help develop new
expansions to insure that they are both
balanced and interesting. | also am a liai-
son for R&D to both the Magic: The Gath-
ering Professional Tour and The Duelist.
What about Magic appeals to you?

The draw of Magic to me is the fact
that it creates so many interesting choices
for the players. The reason that the puz-
zles work so well is based on this very con-
cept. At any point in any game, there are
always a great number of juicy decisions
to make. And as a die-hard game player,
nothing is more exciting than having to
be constantly stimulated mentally.
What's your philosophy for playing the
game?

I play Magic for fun. That means that
I have to enjoy playing a deck in order for
me to want to use it. This obviously
excludes me from certain very narrow
decks, but overall allows me to explore
areas that others may not think to. The
key to deck innovation, | feel, rests in play-
ing decks that other people are not.
How do you appreach tournament-
level deck building?

If you are playing to win, the obvious
goal of tournament play, you have to
make sure to accomplish several things.
First, you need to decide how your deck
is going to win and dedicate all your
resources to that end. This does not mean
that the deck has to be narrow, but rather
that everything in the deck works together
toward a certain focused goal.

Second, you need to know your deck
better than anyone else. You have to play
it constantly until you know every nuance
of it like the back of your hand.

A good deck is like any good tool. The
person using it has to know what it is
capable of and what it is not. If two play-
ers of equal skill face off, the one who has
a better understanding of his deck will
win almost every time, save the few
instances of just bad luck.

Phtos courtesy Wirards of the (oast
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YOU'RE PLAYING WITH RICHARD
Garfield's toys, but he’s not complain-
ing. In fact, he’s glad. Garfield, who
invented Magic: The Gathering, joined
WotC after his brainchild became a hit.
These days, Garfield spends a lot of his
time coming up with new game
designs and handling interviews. The
popularity of Magic has changed his
life forever.

What about Magic appeals to you?

Many things about M:TG appeal to
me. The primary attraction, however, is
probably the constantly shifting strate-
gic ground, the seemingly endless
opportunity for a player to innovate.
What's your philosophy for playing
the game?

My play philosophy will change
depending on the context of the game
and my mood. Usually | try to do things
that people don’t expect. | try to win
using less-trod paths.

I usually leave the strategic honing,
the perfection of an approach to the
game, to others. Being a top-notch
Magic player takes a lot of discipline
and patience, more than | am usually
able to give.

How do you approach tournament-
level deck building?

| don’t construct tournament decks
very often. | much more often partici-
pate in drafts or sealed decks. When |
do construct decks, | value flexibility,
because my advantage in the game is
thinking on my feet and using new sit-
vations to my advantage. | will try to
use cards my opponents aren’t as famil-
iar with to maximize their opportunities
to make mistakes. &
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ALIENS VS. PREDATOR

Our world has been invaded. In a bitter, galactic war that has
lasted centuries, the Aliens and the Predators have brought
their blood feud to Earth. Now, the humans make one last, des-
perate stand for survival.

The planet is a battleground.
SIDES TO PLAY: Aliens, Predators and marines.
HOW TO WIN: Aliens must overrun everything and get
a set number of their horde in play. Predators must collect
a set number of “trophies” or kills from the foreign species.
Marines must capture three living specimens from all other
races in play to create a human-safe virus to wipe every-
thing else out.
SPECIAL CARDS: Aliens: Acid Blood, Inner Jaw, Face Hug-

gers, Queen Alien. Predators: Invisibility Screen, Spectrum
Vision, Boomerang Disk, Battle Staff, Self-destruct Trigger.
Marines: Assault Weapons, Thermal Grenades, Rocket Launch-
ers, Laser-sighting Tanks, Computer Link-ups.

RULES OF ENGAGEMENT: The three species start at
different locations at an abandoned military base. An entire
game can be played at a single base or continued over a
longer period of time at several different locations. In the
longer format, the first species to reach their objective gains
the victory points and a new location is put into play with
all-new obstacles.

OTHER COOL FEATURES: The race of elephant-like
aliens we saw a skeleton of in the first movie, modified battle
suits that Ripley wore in “Aliens,” mutated “monster” Aliens,
good Predators willing to help the marines.

DOOM

In the future, mankind will colonize Mars, bringing humankind
to its destiny in space. There, science will create one of
mankind’s greatest achievements—the matter-transporter—
enabling instantaneous travel...and inadvertently shattering
the barriers between our reality and the dark realm of Hell,
releasing the soulless creatures of the Netherworld. And the only
thing that stands between the unleashed demons and the
enslavement of the human race...is you.

SIDES TO PLAY: The marines and them no-good demons.
HOW TO WIN: Marines: have to reach the matter-transporter
the demons originated from, secure it for three turns and send
a nuke through to toast the demons at their source. Demons:
find the matter-transporter that leads to earth, hold it for two
turns and send themselves through, toasting us at our source.

SPECIAL CARDS: Marines: Battle armor, chain saws, BSG-
9000 plasma cannon. The demons: can place trap cards under
areas to toast marines or scare Marines to the point of insanity,
turning them on each other.

RULES OF ENGAGEMENT: Players take turns laying cards
out in front of them forming a play-area of corridors, rooms
and courtyards. Each side starts with a small number of
demons/men, and each turn a “power chip” counter is put on
each respective gateway; the more chips on a gateway, the
larger the reinforcement that can come through.

OTHER COOL FEATURES: Marines can access computer
networks to see what opponents have in their hands, introduce
computer viruses to gateways to kill whatever gets “beamed”
through; demons can animate dead marines to battle their ex-
comrades, can bring in certain demons through the gateway face-
down until they engage in combat.

TERMINATOR

The machines evolved on August 29, 1997. Accelerating beyond the wildest human imagination, Cyberdyne Systems' arti-

ficial intelligence, codenamed Skynet, advanced to a consciousness all its own and started a war with humanity that would

last decades.

The year is now 2029. John Connor and his Human
Resistance Movement battle Skynet and its robotic ter-
minators on a field of bones and steel. The price for fail-
ure: human extinction.

SIDES TO PLAY: The Human Resistance or
The Machines.

HOW TO WIN: The humans must infiltrate and destray
Skynet. The machines must travel back in time to assassi-
nate Sarah Connor, the one woman linked to Skynet's
potential destruction.

SPECIAL CARDS: Time travel allows a variety of
Weapons, from 9mm Uzis to phase-plasma rifles. Termi-
nator machines include liquid-metal T-1000s and human-
mimicking, endoskeletan-enhanced Model 101s.
RULES OF ENGAGEMENT: In a battle through
time, the humans must break into Skynet's fortress in the
present while defending Sarah Connor in the past. The
machines send a specialized terminator to the past to
hunt down Sarah Connor while engaging the humans in
the present.

OTHER COOL FEATURES: Play Sarah or John Con
nor, Kyle Reese, “Arnold,” Myles Dyson, Cyberdyne Sys
tems, Liquid Nitrogen Tanker and Hydraulic Press cards
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UNIVERSAL MONSTERS

Imagine a world where Dracula, Wolf Man, Frankenstein and all the
creatures of darkness and mystery are real, and each has its own
designs for mankind. But first they have to eliminate the competition...
SIDES TO PLAY: Undead (Dracula, the Mummy, etc.), Nature
(Wolfman, Creature from the Black Lagoon, etc.), Science (Franken-
stein clan, the Invisible Man, etc.) and the Aliens (“This Island Earth,”
“It Came from Outer Space,” etc.).

HOW TO WIN: Simple: just expose your opponent’s existence
to the rest of the world while making sure you keep yours a secret.

SPECIAL CARDS: Wooden stakes, silver bullets, garlic and crosses
prove just as effective as laser rifles, spaceships and android drones.
RULES OF ENGAGEMENT: Just sneak into your opponent’s
city and plant evidence in the form of a grisly murder, leaked gov-
ernment records or just leave the body of one of his defeated crea-
tures to be discovered and make good your escape while he's revealed
to the world.

OTHER COOL FEATURES: If two players are playing the same
type of creature, combat shifts to a more ferocious all-out“attack
where keeping things secret takes a back seat to taking out your
rival. Then try and pin the mess on some other guy.

ELRIC OF MELNIBONE

Wielding the dreaded soul-stealer Stormbringer, Elric, the deposed
albino king of Melniboné, wanders the lands of the Young Kingdoms
seeking adventure and salvation for his soul. Battling demons, mad
sorcerers and his evil cousin Yrkoon (armed with Stormbringer’s soul-
sucking twin, Mournblade), Elric eventually finds himself in the heart
of the conflict between Order and Chaos. A conflict, ultimately, only
he can decide.

SIDES TO PLAY: The forces of Law, Chaos or Neutrality.
HOW TO WIN: Sway the tides of the universe to your align-
ment as you summon gods, elemental lords, animal deities and Mel-
nibonéans to your cause.

SPECIAL CARDS: Stormbringer, Mournblade, the legendary Ring
of Kings, the Ship Which Sails Over Land and Sea, the Ruby Throne,
the Vanishing Tower, Arioch and Xiombarg, Moonglum and Yrkaon.

RULES OF ENGAGE-
MENT: Rules fluctuate
depending on whether
Chaos or Law commands the
waorld. Choose sorcery, diplo-
macy or battle to control the
Young Kingdoms.
OTHER COOL FEA-
TURES: Play the most pow-
erful cards in the game,
Gods, or their mortal ser-
vants. Certain places grant
access to the opportunities
of dimensional travel. Use
your Eternal Champion in all
his different incarnations.
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CONAN

“Know, O Prince, that between the years when the oceans drank
Atlantis and the gleaming cities, and the years of the rise of the sons
of Aryas, there was an age undreamed of, when shining kingdoms
lay spread across the world like blue mantles beneath the stars.. Hither
came Conan the Cimmerian, black-haired, sullen-eyed, sword in
hand, a thief, a reaver, a slayer, with gigantic melancholies and gigan-
tic mirth, to tread the jeweled thrones of the Earth under his sandled
feet.” —The Nemedian Chronicles

SIDES TO PLAY: You play a party of adventures and the crea-
tures your opponents will encounter.

HOW TO WIN: Be the first player to complete the quest put
before them.

SPECIAL CARDS: Conan, Red Sonja, Thulsa Doom—heck, even
time-displaced King Kull and Solomon Kane are along for the ride.
RULES OF ENGAGEMENT: Each player starts the game with
a team of adventurers and two decks: a draw deck and a quest deck.
The draw deck: where you draw your equipment, creatures and
spells from. The quest deck: what you put your opponent through.
On his turn you flip over the top card revealing where he is, and
subsequent turns see you flipping over additional cards, moving him
through different terrain, caverns, caves and temples in an attempt
to reach whatever the final card, the culmination of the quest, is.

OTHER COOL FEATURES: Slow down your opponent by fog-
ging him in, crush him with monsters or entomb him with a cave-
in. Get ahead by taming wild horses to quicken your pace, gain
valuable information at inns and hire mercenaries to join your cause.

JURASSIC PARK

Scientists resurrect prehistoric reptiles from the past by retrieving
dinosaur blood trapped in amber and through the power of genetic
engineering. To showcase the dinosaurs, a super amusement park is
built on a remote South American island. It’s a marvel of modern day
science...until something goes wrong.
SIDES TO PLAY: Good scientists,
evil scientists, carnivores or herbivores..
HOW TO WIN: Your goal: to wipe
out the rest of the island. It's survival of
the fittest—the last human or creature
standing wins.

SPECIAL CARDS: The humans have
a technological arsenal at their disposal—
computers, all-terrain vehicles, electri-
cal fences, heavy artillery, stun rods,
troops and weaponry. The dinosaurs
have teeth, claws and an appetite.
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Dilophosaurus

RULES OF ENGAGEMENT: The scientists start off with
an established strategic position, knowing where all the
dinosaurs are located; as the game progresses, the dinosaurs
can break free and surprise their captors. There's also a 45-
minute time limit—aside from the “last man standing wins”
rule, if a dinosaur pack gets off the island, they win; if a sci-
entist group manages to get the
amusement park operational,
they win.

OTHER COOL FEATURES:
Dilophosauruses (“Spitters”) can
pick off creatures outside theijr
pen. Scientists can manipulate the
defensive perimeter and track all
creature movement—unless the
power shuts down. The T-rex can
take an anti-tank missile at 10
paces and still use a jeep as a
roller blade.

Firic ™ & © Michoe] Moorcotk. Ast by Michael Whelon
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BATTLESTAR GALACTICA

Leading a rag-tag fugitive fleet through the galaxy, one of the last
remaining Battlestar ships, the Galactica, protects the remaining
human refugees from the inhuman evil of the Cylon Empire.

Their goal: the birthplace of humanity, the mythical planet known
as Earth.
SIDES TO PLAY: The Colonial Fleet, the Cylon Empire or the
Space Pirates.
HOW TO WIN: While mapping out uncharted space, be the first
to reach Earth and establish an outpost there.
SPECIAL CARDS: The Battlestar’s Galactica and Pegasus, Cylon
mother ships, modified Colonial Vipers, Cylon Raiders and Space
Pirate ships for special missions; Galactica officers Adama, Starbuck,
Apollo and that crappy robot dog Moffit..
RULES OF ENGAGEMENT: Battle opponents ship-to-ship in
space dog fights or duke it out blaster to blaster on the surface of plan-
ets as you search for (and prevent your opponent from finding) par-
adise, the planet Earth.
OTHER COOL FEATURES: Rebuild Cylons to fight for the glory
of the Cylon Empire or screw with ‘em to fight against it. Create
space anomalies like black holes, rips in time and quasars.

GODZILLA

Massive, mutated creatures spawned by mankind’s nuclear testing
have risen from the four corners of the Earth. With Earth’s govern-
ments blaming one another for the creation of the monstrosities,

| N——

mankind stands
divided against
nature gone awry
and the invasion of
evil time-traveling
geneticists from
Earth's future.

SIDES TO PLAY:
Countries (the Amer-
icas, Europe, Asia),
the monsters or the
time travelers.

HOW TO WIN:
Countries and time
travelers: when they
have a beachhead at

every opponent’s headquarters at the beginning of a turn. Mon-
sters: when all opponent’s strongholds have been destroyed.
SPECIAL CARDS: Countries have laser-cannons, experimental
combat jets and giant robots like Mecha Godzilla and Robot Kong.
Monsters have eggs (that quickly grow to new monsters!) and cards
that force humans to view them as gods and worship them, turn-
ing against their comrades. Time travelers have neat spaceships,
long-range striking weapons and their very own genetically engi-
neered monsters..

RULES OF ENGAGEMENT: The battles take place in every
maijor city on Earth as the governments must try and repel invaders
protecting the cities that supply all their resources. Time travel-
ers want to take control of the cities to replenish their finite fuel
supplies and the monsters just want to outdo each other in prop-
erty damage.

OTHER COOL FEATURES: Countries can infiltrate the
time travelers and learn future technology; time travelers can
make special plays for additional turns and the monsters can
cause natural disasters, wiping out everything in an area (includ-
ing themselves).

AMBER

Amber, the one true world from which all others are but a reflection, holds
the Pattern—the magical structure that shapes and defines the universe.
Unfortunately, its ruling family—adventurous Corwin; Benedict, master
of warfare; treacherous Eric; beautiful Fiona; enigmatic Brand—keep the
courts in disarray as they challenge one another for their father's throne.
And the dark forces of the Abyss are watching...and waiting.

SIDES TO PLAY: Each player represents a different member of
the royal family of Amber.

HOW TO WIN: Control the throne by undermining your sib-
lings’ plans.

SPECIAL CARDS: Play any of the Amberites. Build a kingdom
in Avalon or journey to the edge of the Abyss. All reality is at
your disposal: the great castle Amber, the infinite number of
Shadow universes, Shape Shifters amidst the Courts of Chaos, any-
thing you can dream of.

RULES OF ENGAGEMENT: Using the power of the Pattern or
the wildly chaotic magic of the Logrus, call allies to your side, send
agents to slay your enemies or try to unravel the hidden agendas of
the other Amberites. Through your personal Trump cards, contact
any of your siblings and pull them aside for private discussions. At
any time during the game, do the unthinkable—walk the Pattern—
and redefine your game stats.

OTHER COOL FEATURES: World creation: confrontations
take place within Shadow, on any world that you can imagine.
Blank cards provided to design your own personal Trump cards to
speak to other prospective allies away from the prying ears of the

other players o

InQuest editors Par McCollum & Mike Searle tried really, really hard to fit marines
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| A Screamin’ Conte

Everyone knows that TSR is the he-all
and end-all when it comes to roleplaying
games. Heck, the company’s so
big that sometimes we forget
that in addition to all those
amazing games it produces,
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The stuff you win in this contest could choke Tiamat. Here

goes: A pewter tin from Alchemy Carta, Ltd., a slew of : ,f‘
bookmarks from Antioch, Ltd., T-shirts from Bold City .
Graphics and Wings Direct, Ltd., posters from Cartel
International, Ltd., a 3-D jigsaw puzzle from Ceaco, a super 3
Red Dragon latex monster mask from Cinema Secrets, Inc., L < 7 B
mousepads from Cornbow, Ltd. and Moustrak, Inc., foil art e i
posters from F.J. Warren, Ltd., an embroidered sweatshirt and
baseball cap from International Insignia, a Red Dragon vinyl
model kit from Screamin’ Products, Inc. and a fantasy art screen

saver from U.S. Gold!

That’s a whole ton o’ wa-wa! So how d’ya win? Hey, glad you asked...

HOW TO WIN
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Just send us a picture (No Polaroids...and focus!) of a fantasy model or miniature that you ft
* painted yourself. You don’t have to actually construct the model, but the paint job must be
yours. And no fakin’ it and sendin’ in something you clipped from a magazine! We’'ll know if

you did! And don’t forget the stupid
entry form, or you win squat.

This month’s contest is sponsored
by TSR, Inc., masters of gaming
and maestros of merchandise!

The Legalese

Mo purchase necessary. Contest is open fo anyone excep! employees of Wizard Press, TSR, Inc. ond their
immediate fomilies or ony Half-Orc assossing. Print your nome,
date of birth, address, city, state, zip ond

telephone number with orea code on the

official entry form or @ 3-by-5-inch index

card ond ottach your photo. Enter os many

fimes os you like. Mail each entry saporately

to: A Screamin’ Contest, ¢/o Wizard Press, P.0.

Box 118, Congers, NY 10920-0118. Mo

mechanicol reproduttions of completed forms

are nccepted, but you con photocopy the entry

form before filling it oul If you don't weni o

mess up your mogazine. All entries become

property of Wizerd Press and none will be

returned. All taxes (federol, stete ond locol, if amy)
ﬂﬂhmrmuﬂwoflhwmﬁml Mo cash

_ oquivalent o sobstitute prizes will be offered. Prie is oworded in
d “ the name of the contes! winnet ond & not tromsferoble. Offer void
whero protibited, regeloted or restricted by law in
o manner inconsistent with the putpases ond

rules hereol. Al entries must be recoived ot
contest heodquarters by June 28, 1996, Wisad
press & not responsible for los, e, misdrecied b
mofilated enlries 0dds of winning will be determined
&’",,deﬂimbsmmdpm o the
lasing date of the coatest. Prize winaws vall be fudged
wmwwmd(mﬁhbymwihm hegeng il
tuke ploce on July 15, 1994

oo iore, available after July 15, 199, send o ol

sed stomped envelope to; Screamin’ Wianefs /o Wiaord Press, P.0. Box 118, Comgen, Y 10%20.0110
L pe fo: Ser A
o & Dinges Drogoalonce, Ravenloh, Blood Wer,

odd

Dun
bt ey v g qlmdmwfi. of TSR, Inc. oo are vned with pervsingion

Riddle of the Runes ond the TSR logo *°

Fill this sucker out, put it in an envelope and send it to: |
A SCREAMIN’
C o ) | T E S L
¢/o Wizard Press, P0. Box 118, Congers, NY 10920-0118

Deadline is June 28,1996

SGREAMIN® INQUEST
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Most modern horror films are of the “splatter” variety—a fact that aficionados

of older, moodier horror films lament. As a result, most modern horror games
play to violence, gore and nerve-wrenching action rather than to the icy chill
of a dark night, an empty house and a person alone but for the feeling of some oth-
erworldly presence.
One old-fashioned setting continues to sell well, however: the vision of
1920s pulp-fiction author H.P. Lovecraft, whose mythos is embodied in
the Call of Cthulhu roleplaying game from Chaosium. Now Chaosium vet-
eran Charlie Krank has translated that mythos into a collectible card game.
To Krank's credit, the new format does justice to Lovecraft's writings.

Call of Cthulhu fans will likely remember other mythos game ventures such
as Chaosium's Arkham Horror board game and Pagan Publishing’s Creatures
& Cultists board game. Both of these were humorous in a manic way: The
first had a virtual parade of monsters through the streets of Arkham and the

P second had Mack truck attacks.
ﬂ) The Mythos: Call of Cthulhu CCG, however, is much truer to the original set-
/ ting. This isn’t to say that the game is stodgy, however. What keeps it just as much

/ i fun as these earlier games are its simplicity of play and its focus on building a story.

= AN
L

folded, double-sized investigator cord;

13-card hooster packs

y Let me emphasize that point: The Mythos CCG is both easy to learn and full of drama.

Game play consists of turns collected into rounds of varying length. During

each turn, one player performs one action, usually playing a single card from hand

to table. In this manner, an investigator—the player’s persona, represented by a

double-sized card chosen at the game’s beginning—travels from location to

/ location in an unfolding story, gathering allies, artifacts, spells and tomes and
“inadvertently” bringing monsters into play.

Players may pass rather than perform an action. (They may

have to, if their hand is empty, for instance.) If two passes occur

; % R during one circuit of the table, the turn ends and a massive

combat begins, with all monsters on the table doing battle

A

;_ M ..-;' i . among themselves. The survivors then go on to attack the inves-
(”-.!JJ_'j.'J.lU‘.:jJ e o/ Ul tigators. Allies may defend their investigator friend, and usually die as

T N TR T a result. Damage to an investigator is taken as a reduction in sanity.
Publisher: Chaosium Once combat is over, players refresh their hands to 13 cards and
Designer: Charlie Krank begin turn play again. The game e.nds when any investigator’s sanity drops to zero
or (in the basic game) when one investigator has successfully played a story card
Genre: Horror or (in the campaign game) when one investigator has played 25 points’ worth of
Set Size: 401 cards story cards. (To play a story card legally, a player must have already brought into
! Release: April 1996 play all the card types listed on it.) Players then total their victory points from com-
Puckuging: 60-card starter decks with a pleted stories and add their investigator’s current sanity. The high total wins the game,

Strangely enough, this turn sequence, while extremely simple, feels appropri-
ately arcane during play. The details of hand size (13 cards), of travel between loca-
tions (often by walking) and of the cards themselves all combine to convey the

Suggested Retail: 58.95 per starter; otherworldly horror that is the Cthulhu mythos.

Unfortunately for this review, | cannot adequately comment upon the artwork, hav-
ing played mock-up decks with limited graphics. The dozen pieces of color artwork that
| have seen thus far range from adequate to strong, if not stunning; the graphic layout

$2.95 per hooster

« Review and rofing bosed on play-fest cards




A.Card Name: Inthis case, Marsh ~ it's o location. A finer vacation spot than the
Refining Co., though what that has todo  Marsh refineries? We don't think so.
with a killer frog is beyond us. E. Region: A bunch of locations in the
B. Attributes: A porticulor quality  some area make up a region; in this
of a card that offects how other cords can ~ case, Innsmouth.
be played. For instance, since thisisaloce- . Public Attributes: What
tion, tomes can be played there. kind of place this is—the blue drop for
C. Gate Sy mbol:The gote swirl  water and the red house for o cemetery.
indicates monsters can be ployed af  G. Card Effect Explana-
this location. tion: A fancy way of saying
D.Card Type: Yep, youguessedif,  “card description.”

11 All Marshes add 1 to their card value
when this card is your current Location.

of the cards frames the art without overwhelming it.

Players will certainly be happy to learn that the game
design has breadth and depth. The mechanics are decep-
tively simple (one reading of the rules is sufficient to feel con-
fident to play, with a second reading after the first game
h?'ping to clear up any questions), but the possible strate-
gies are many.

i And despite the fact that each player is essentially build-
'Ng a story alone, interaction among decks is such that each !
play of the same deck should be quite different. Designing
a deck, then, is something like planning a novel, with your
choice of characters and events to show up along the way.
Playing that deck is like actually writing the novel, with all the sense of discovery that involves,
There are few negative things to be said about this product. Certainly, as with most CCGs,
there will be some confusion about the effects of certain cards or rules. (For example, | wasn't
sure for a while whether Direct Sunlight referred to a specific card or was just
the effect of Day cards in general, and the play-test cards have a few con-
fUSing typos that | hope were cleared up before actual printing.) But these
are minor problems, much simpler than those in the Arkham Horror board
9ame, easily resolved by house rules and certain to be cleared up quickly by
an official FAQ list. | have a few quibbles with the wording of the rule book
as well, hardly worth mentioning. The point here is that | have to stretch to
find anything to complain about. But at least you know | tried.
In terms of design, then, the game is excellent.
In this market, all too many products
are rushed to print, relying
upon a popular license to sell
a game with poor or mediocre
mechanics, or designed with
little regard for what an audi-
ence expects of a particular
genre. Krank and Chaosium are
to be applauded for their efforts
addressing collector’s issues,
gamer’s issues and the ambiance
of the Cthulhu genre in the Mythos
CCG. Unless the art really tums out
to suck (don't let me down here
guys), | cannot but give the game
the highest marks Lester Smith

-_—
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Publisher: Mayfair Games

Genre: Fanfasy

Set Size: 450 cards

Release: January 1996

Packaging: Starter sefs of 100 fixed cards;
hooster packs of 15 cards

Suggested Retail: $15 per starfer set,
$2.95 per hooster pack
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Fantasy

Adventures

shambling ugly thing pieced together from parts of older games that were long

ago discarded.

The premise of Fantasy Adventures will be familiar to anyone who went on one
of the “dungeon crawls” for which early roleplaying games like Dungeons & Drag-
ons were famous. In those games, the players would assemble a party of intrepid
warriors, thieves and spell-casters and send them forth into a dungeon to gather
treasure and gain “experience points.” These rewards would only come after dis-
arming traps and killing monsters placed there by another player, who acted as
the “dungeon master.”

In Fantasy Adventures, each player assumes the role of the “monster
player” during his turn, setting up obstacles for the other players’ heroes
to navigate. If they succeed in overcoming them, the heroes are allowed

to place weapons, armor and magical items on their characters—each with
a “gold piece” value. The player whose party has the most valuable hoarg
at the end of the game is the winner.

FA borrows much of its mechanics from roleplaying games. The primary
actions of the game—combat, trap-finding and the like—are resolved by
comparing the roll of a six-sided die to a fixed value. It also adopts such D&D
terminology as “wandering monster encounters” and “saves.”

As the monster player, you draw the creatures and traps that make up each
turn’s obstacles from a shuffled encounter deck. As the hero player, you draw thejr
armor, weapons and spells from this same deck. Most cards are marked by col-
ors indicating an element. Red represents fire; blue, water; green, earth; and white
air. Many red spells inflict damage, blue spells often manipulate time, and so On'

The heroes themselves are drawn from g separate deck, the hero deck. Each r_har,l
acter has a melee value to represent his general combat effectiveness. Some charac-
ters have two melee values separated by a slash; these can support other heroes while
fighting. Some have the ability to find traps easily or cast spells of the appropriate color

All players begin the game with eight heroes in play, selected from a random, i
drawn hand of 10. These are placed in two rows of four. The heroes in the front rank
bear the brunt of the assaults; only flying creatures may attack those in the back rows
Characters with a support value can only aid the heroes to their left or right. Plac.
ing heroes is the aspect of the game that involves the most strategy, since it's
entirely under the player’s control,

Each turn, the monster player creates the encounter stack or stacks for the other
players. Unfortunately, due to the limited scope of the game, all the encounters tend
to be the same:

1. Find the Trap. If there is one, the monster player must tell the herg player
in advance. Heroes with the trap ability can defuse the trap on a roll of four or |ggq.
all others must roll a one or a two. Failure to do so means the trap may Shatch ar;

Mayfair Games’ Fantasy Adventures is a Frankenstein’s monster of a game, a




B [hreakdnwn .
Fantasy Etvent

A. Name:lhe numeohhe mfd Imlus ﬂuvor textora mﬁy tnd: rhe cunf n do
game, lorgely irrelevant. This hero can cast a fireball once per turn,

S B. Melee Value:Thenumberin  defeating o monster on a roll of one.
the left-hand corner shows the hero’s skill  F. G P Walue: The relative worth
in combat. Roll this value or less on asix-  of a card in “gold pieces,” the system's
sided die and the character hits. chosen power yardstick. Your hero deck
C.Spell-Casting Ability:  may nof contain more than 8,000 GP's

D The snow globe shows that the characteris  worth of cards.

capable of costing spells. It's red, which G E1e ment: That shapeless squig-
means that the hero can cast red spellsat ~ gle next to the GP Value is meant to rep-
full effect. He can also cost spells of other ~ resent a flame and shows that the card
o colors, but they may fail. is ollied to the element of fire. Whether
: : ey —ep—— G D Art: Pretty pictures, mostly old  the elemental alliance of a card is impor-
E [ = et o moie 0001 =" book covers. tant or not will be expluined in the spe-

E. Special Abilities: fither il abilities box.

item or defeat a character. (Fantasy Adventures uses “defeated” instead of “dead.”)

2. Check for Surprise. The monster player rolls a six-sided die and can choose
any monster in the stack to attack a hero in single combat before the rest of the
party can aid him.

3. Fight the Beasties. The encounter stack is mostly creatures, but their power
is strictly limited. During the first game turn, the total melee value of the monsters
in the stack can’t exceed nine. This is to give the heroes, who haven't yet loaded
themselves with magical doodads, a fighting chance. The total rises each game
turn, to a maximum of 18. Ranged attacks (like bows) take effect first, then hand-
to-hand attacks, then spells and creature abilities. Combat continues until one
side is completely defeated.

If at any point during the encounter one of the heroes bites the d...| mean, is
defeated, the hero player may choose to retreat. This ends the encounter pre-
maturely, and the rest of the cards in the stack are discarded. As a penalty for
such abject cowardice, the retreating party must choose an item to be discarded
from play. If the party has no items, one of the heroes must be discarded instead.
“Sorry, Bob, but you're slowing the party down.”

If the hero player defeats all the obstacles in the stack without fleeing in abject
terror first, he can assign any of the items in his hand to any of his heroes in play.
If he does retreat, only one item
in his hand can be placed. The
next encounter stack is then
resolved. If there is none, the man-
tle of monster player passes to the
next person.

At present, this cycle of kill and
loot is all there is to the game. After each player has had a turn as the monster

pmy(\r' the turn ends. After four turns, the game ends. Players count up the value
of their cards in play, and whoever has the most “gold pieces” on their cards
in play is the winner. This imposed time limit makes the games mercifully short

but also prevents long-term strateqgy

Fantasy Adventures has another problem. In a good game, the players (as in
Magic) or their representatives (the heroes in OverPower) are directly fighting one
another, and can affect each other. In Fantasy Adventures, the parties may as well

E

)| be on different continents, which makes the game feel like a series of solitaire
h‘ 2

i» games played side by side. This is not why | gather my friends together.

‘ Fantasy Adventures attempts to combine RPGs and card games, and fails dra-
= .

r matically. Worse vet, they have already announced plans for expansion sets based
B J

g on the worlds of such acclaimed fantasy authors as Mercedes Lackey and Robert

Jordan. Seeing the detailed worlkds of such imaginative authors squeezed into
such a lackluster game system makes me want to weep.—lJason Schneiderman

U N E 19;14!




antasy artist Richard Kane-Ferguson is just about as
down-to-earth as you can get. He lives on the family farm
in upstate N.Y. “My grandfather raised thoroughbreds,”
he says. “Right now | just have the usual cats and dogs and
small animals. When | need a break from painting, it's good to
get outside and work around the farm.”

Like the heroes created by his favorite writers—classic
fantasy authors like Edgar Rice Burroughs and Michael
Moorcock—Kane-Ferguson is also an adventurer. Before settling
down to his art, he spent
several years traveling around
the country working various
jobs, “mostly construction.”

He made his first
professional sale in 1987,
when Eternity Comics
bought a character called
Carnage from him. On his
own, the artist has explored
Celtic and American Indian
motifs in his studio art.

“The weirdest time | ever
had was when | was doing a
comic called Xenya for

: “'_"..‘ i 4 Sanctuary Press. The
| Birkh: July5, 1963 inSorologo | scedlule was very tight and |
- Springs, NY was working full-out. By the

 Occupatia . end of the project | looked
SEERations ol just like the Mad Monk

[ Base of Operations: (. cd in the story.”

‘The family farm in Saratoga Springs, NY The big break came in 1993

' Career Highlights: when \A\Lv?fn# c;fd t!;e C?aﬁ anr:

White Wolf hir im to wo

{ Cronting anvork for Mogic: he 6ath- |, Magic: The Gathering and

ering, Rage, Shodowfist and Heresy Rage, respectively. Since then,
Kane-Ferguson has been a full-

time artist, having also worked on Last Unicom’s Heresy CCG.

“It's been a completely good experience” says the artist.
“The companies encourage creative freedom, and the
people are very professional and exciting to work with.”

His most recent commissions include several book
covers for White Wolf. “It’s a real kick to walk into a
baokstore and see your work right out there on the shelf.”

Kane-Ferguson cites “all the usual guys” as artistic
influences: the pre-Raphaelites, N.C. Wyeth, Arthur
Rackham. “The older styles have an archaic quality that |
think really lends itself to fantasy art. A lot of people talk
about updating things by using more current styles. But if
you make things too contemporary, you lose the magic.
You need to look at older artists” work. You have to
maintain that mythic quality.”

42 l@,ouaa-r

MM By Charlene Brusso

RI1CHARD KANE-FERGUSON

So what's ahead? “I'm finishing up a comic that will
be out later this year,” Kane-Ferguson notes. “l can’t say
much about it, but I really enjoy the creative control | have
with it, writing as well as illustrating.” In the future, the
e?rtist plans to continue working on fantasy art, “but I'd also
like to get back into the fine arts. | haven’t had any time for
that lately, and | want to keep growing as an artist.”

Favorite work of YOoUr own...

I'don’t really have a favorite. | try to focus on the current piece,
and when that's done, the next piece after that. | want each
new piece to be better than the last.

Fuvor_lie work by another artist...
Michelangelo’s Sistine Chapel. Every time | see a
pPicture of it, | find something new.

The person you’d most like to meet...

Alexander the Great. I'd love to walk up to him and say, #so,

Al, how’s that Persian conquest coming along?”

orite toy as a kid...

Acti.on lackson: He was about 13 inches tall and fully

Thinflemble. He could do just about anything.

9% you collect...

My family is in the antique business, 50 My house js

full of period furniture and old weapons: cavalry

sabers, samuraj swords, things like that.

orite pastime or hobby-.-

I lovg to travel. I've been all over the U.S. and

?(/I)er:c?' and Fanada. Right now, I'm looking forward

Pest Y 1irst trip to Europe this summer.

rite television show...

| d()ln't QEt to watch too mUCh TV, but | |Ike the

National Geographic specials. They're always

Nteresting, and they go to some great places.

t Halloween costume you ever tore. .

Captain Americal | was in fourth grade. My mopy,

Made the suit and | made the shield. | looked greayy

Last goed bhool you read... )

fr?fff.’" by Gary Jennings. | like just aboUt anything
S action/adventure,

orite fantasy character--

Edgar Rice Burroughs’ Tarzan. | must have reaq Cvery

Persone of those books when | was growing up.
on Who would play you in @ movie,

Fuvfl?irilgltEW Joe Piscopo. I look just like him!

Ive ben Usical performer.--
of i listening to Thelonius Monk lately. | jixg , ot
when irent things, but classical and jazz Work peg

™M painting, because they'reé NeNVerba| )

Fav

Fav

Faw
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Revigited

The best of InQuest’s first-year
Magic tournament decks

~hey keep changing the rules on us. As soon as we get a Magic Killer Deck all
| 7~ primed for the mag, them fickle folks over at the Duelists’ Convocation start
‘: ./ banning, unbanning and restricting cards. Heck, even whole expuansions got elim-
5 inated from Type il tourneys.

So whatta we do? We dig up the last year’s worth of decks from our monthly “Killer
Decks” column, redesign “em so they’re all nice and tournament legal, then pit them
against one another to separate the men from the boys. _

After weeks of play testing, four stood head and shoulders above the rest, with the
most powerful from the original line-up proving to be the most powerful still.

CHANNEL FIREBALL!?!
AH'M GONNA GIve you
SADDLE SORES wHERE
AN HOMBRE OUGHTN'T
HAVE SAUPLE sores!

and vifeiiRe

EEbee U Bl
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Original deck design by Michael Searle [“Killer Decks,” InQuest #3]

This deck all started from the notion
that it was impossible to build a sin-
gle-color tournament deck. You cer-
tainly can do it, but the deck just
might be susceptible to lots of
things. For instance, after Ice Age,
the old “Crusaders” deck would've
taken a severe lickin’ from Anarchy,
but since then, it’s been retooled
to include artifacts as a “second
color.” No longer will you fall prey
to constant white hosing, and you'll
still be able to enjoy running ram-
pant with all those weenies...

Deck Tips

* White Can Do Everything.
If you're going to build a single-
color deck, white's a good choice.
It’s the big kid on the block.
Armageddon provides mega-land
destruction. It has great creature
selection (Serra Angel), great crea-
ture enhancements (Spirit Link)
and great creature elimination
(Swords to Plowshares). Not to
mention Disenchant, the best all-
purpose spell in the game.

* Sounding the Charge. Wee-
nies always need to strike quickly,
and this deck’s no exception.
Savannah Lions are one of the pre-
mier first-turn weenies, with Tun-
dra Wolves and Brass Men a strong
complement. Follow them up
quickly with Pegasi, White Knights
and a tougher artifact creature.

e The Crusades. The sooner
you can get your creature
enhancers out the better. Drop a
few Crusades—or for that matter,
Angelic Voices—and little ones’ll
become giants. You'll only need
two or three to become an effec-
tive fighting force. If you pull more,
hold them in case a nasty Tran-
quility comes your way and cleans
the board of enchantments.

e Versatile Defense. Let’s see,
you've got Swords to Plowshares
and Spirit Links for slowing down
the enemy horde, Strip Mines for
tempering your opponent’s land
production, Reverse Damages to
turn assaults into boons, and Dis-
enchants to pick off opposing arti-
facts and enchantments. And that’s

not even counting Balance.

* Balancing the Scales. The gpeatures
great equalizer: Balance. Your oppo- | amrous Kithkin
nent’s got better creatures than you? 1 Blinking Spirit
Block with all of yours, killing them 1 ication Seost
off, then cast Balance on your turn 3 Mesa Pegos
and BANG—he's left with zippo. Use 1 Pikemen
it as a white Mind Twist—if you can Skl
get rid of all your cards in the pro- 3 Savonnan Lioes
cess of casting Balance, your oppo- 2 Serra Angels
nent’s cards’ll be sucked to the 2Tun.drn W.o}ves
graveyard too. Of course, the clas- 2 White Knights
sic approach is to sandbag—wait | Witch Hunter
until your opponent builds up, espe-
cially land, defend yourself with as ~ Spells
minimum expenditure as possible | Angelic Voices
(try to play with just two lands) and 1 palance
then Balance, putting the fear of the 3 crcades
Lord into his pants. 3 Disenchants Artifacts
* Sneaky Creatures. A bunch 1 Lond Tax 1 Brass Man
of guys have abilities to keep in Damages
mind. Amrou Kithkin’s ability to ¥§;::“lnk ;mm
slip past creatures greater than one 3 Swords fo Plowshares 1 ky Mani
power becomes a serious hassle 9 Wraths of God lSoltk'M'.GohnWhIm
once you start dropping down Cru- .
sades. The Blinking Spirit dodges ! sﬂi'“m
killing blows like a mongoose-cobra ~ I.-ands 1 Yotian Soldier
dance. The Mesa Pegasi and the 7 Plains
Pikemen have banding which = 3§jrip Mines Sideboard

comes in handy and’ll keep your
1i’'l guys alive. White
Knights have first
strike and protection
fram black. The
Witch Hunter can
throw opposing crea-
tures back into your
opponent’s hand. The
list is pretty extensive.
. Sideboard.
Against the appropriate
colors, you'll want to
swap in the correspond-
ing| Circles of Protection
and color hosers. Energy
Storm makes a particularly
good defense against direct
damage and overruns by
flying marauders. Throw in
the extra Land Tax against
land-destruction or discard decks.
Finally, the extra Wrath of God
helps to pravide those retaliatory

SOroer,

iy Whicher,
strikes against giant creatures i ‘““"m::‘?-'“hi
f 7 N O Bis o b 08, o
after which you'll be able to & ""”’T“;!-ram"::“::ﬂ'"' Lo
: % s o
bounce back fairly quickly with [ [ o plav. N s Bog “aliy, rhf:
o and ¢ r

fast-moving weenies,



Original deck design by Douglas Goldstein [“Killer Decks” card, InQuest #3]

Originally four colors, the restric-
tion of dual lands in Type Il tour-
neys shook this deck up quite a bit.
Out completely was blue, the afore-
mentioned dual lands, Mind Twist
and them fancy-schmancy Moxes.

What it still does is prevent your
opponent from casting spells. By
ripping the cards from his hands or
slowing him up by forcing him to
hold cards or face the Racks, your
opponent will face an attack from
three fronts: discard- and damage-
inducing creatures, multiple Racks
and a double clip of Lightning Bolts.

Deck Tips

* Self-Serve. The main goal of
this deck is to yank cards outta your
opponent’s hands. That being the
case, go for the Hymns to Tourach
at every opportunity. Got a swamp
and a Dark Ritual on the first turn
and can’t decide between a Hymn
or a Specter? Go for the Hymn.
Heck, even if you take a point of
mana burn, it’s worth it.

e Speaking of Hymns to
Tourach. Knowing when to play
this card can make it super-effec-
tive. Got a Disrupting Scepter or
Abyssal Specter out? Have them nail
your opponent first, forcing him to
discard a card of his choice, obvi-
ously his least-desirable card. Then
zap ‘im with the Hymn. With fewer
cards in his hand, the odds just went
up that you'll pull two clutch cards!

» Hey, Nice Racks. Not quite as
cheesy as the Vice, but the Racks are
up there. (It’s much more difficult
to create a Rack deck than a Vice
one. Hell, a monkey and a box of
boosters could make a Vice deck.)
Not too much strategy here, just put
as many of these guys out and let
your card-gliminators do their thing.

e Them White Cards. Not too
much white in this deck, but the
four that are, are clutch. The only
way you can handle any artifacts or
enchantments cast are with the
three Disenchants, so hold ‘em for
something valuable. Balance, one
of the best cards in the garme, can
be used any number of different
ways from evening out an out-of-
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control weenie deck that got the
jump on you to a land-destruction
fiend who's got you on the ropes.
In this deck it takes on one more
use: if you pull Balance, have some
Racks out and can empty your
hand, go for it, then cast Balance.
Bam, instant white Mind Twist!

e Ben Franklin’s Legacy. Yup,
there’s a whole mess of direct dam-
age lurking in this deck, but it's pri-
marily for the speed-creature decks
that are showing up more frequently
at tourneys these days. Since the
only creatures you have are mostly
2/2 1"l guys, you'll have trouble with
those second-turn Erhnam Djinns
that are bound to pop up. That's
where a well placed Bolt can finish
the job. And hey, don't hesitate to
point one your opponent’s way if
he’s sucking wind. Not terribly
polite, but effective.

® Can | Interest You in Some
Florida Real Estate? 99% of the
time, you’re best off by dropping a
swamp on your first turn. If you draw
a Hymn to Tourach on your second
turn, drop a second swamp and
BAM, you're ready to cast. Your crea-
tures need two black to be cast, so
the sooner you have ‘em, the sooner
you'll have your creature. Unless you
have to, avoid using the Sulfurous
Springs for colored mana or the City
of Brass; they're great, but they bite.

* Sideboard (or How to Make
This Deck More Annoying). Stand
tall against other discard decks or
land-destruction decks with Land
Tax, take direct damage on some-
body else’s chin with Simu-
lacrum, step
over COPs with
Ghostly Flame,
put your foot in a
permission deck’s
ass with Pyroblast
and Curse of Marit
Lage, and while
Gloom may give
you a minor head-
ache due to your
handful of white
cards, it'll make a pri-
marily white deck cry

like a little girl, than

cred pion-
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BLACK

Creatures
4 Abyssal Specters

4 Hypnofic Specters
2 Mindstab Thrulls

Spells

4 Dark Rituals
4 Hymns to Tourach
1 Mind Warp

RED
Spells

4 Lightning Bolts
4 Incinerates

WIHITE
Spells
3 Disenchants
1 Balance

Land

4 Cities of Brass

4 Sulfurous Springs
1 Strip Mine

10 Swamps

2 Plains

1 Mountain
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Artifacts
4 Racks

2 Disrupting Scepters
1 Cursed Rack
1 Zuran Orh

Sideboard
2 Land Taxes

1 Ghostly Flames

3 Simulacrums

4 Pyroblosts

1 Disenchant

2 Glooms

2 Curses of Marit Lage
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“To beat the Moxes” was the whole
reason Bayou Lightning was built
in the first place. Speed, speed and
more speed, as the deck provided
lots of quick mana from creatures,
artifact sources and Dark Rituals.
Bayou Lightning’s gone through
significant changes—Birds of Par-
adise replaced the original concept
cards for the deck, the Elves of Deep
Shadow; high-powered cards like
Berserk and Juzam Djinn were
removed—but the basic gist of
using mana from every direction
to bring out big creatures, still takes
any tournament deck to task.

Deck Tips

* Creature Mana. The deck’s
basic framework is one-casting-
Cost green creatures that can gen-
erate black and green mana.
Virtually every turn, you're putting
out a land and some other source
of mana, whether it be a Llanowar
or a Fellwar Stone, which adds up
toalotin a short amount of time.

® Fast and Furious. Put the
Pressure on as early as possible,
Your best bet is to strike hard and
fast with your creatures. On aver-
496, by the third turn you'll see
one of your big bad boys. It’s even
ppssible to summon first-turn
Nightmares |ike the Sengir Vam-
P'Te or the Derelor if you pull a
SWamp and a pair of Dark Rituals.

* The Li’l Guys. Just "cause
they're 1/1s doesn’t mean they're
Worthless. If you've got enough
Mana going, attack in force,
adding your weenies to the war
Party. Inevitably, your opponent’ll
be forced to block your big guns
and let your weenies slip through.
Wham! That's when you hammer
him with a well placed Giant
Growth or a hefty Fanatical Fever
and drive another nail in his coffin.

* The All-Purpose Card. Desert
Twister. Sure, it costs an arm and
aleg, but it can destroy any card
90 the board. save it for particular
Wisances ike an Icy Manipulator,
4 Maze of ith or a Royal Assassin.
R_"“"eﬂ'!ber, too, it’s your only ini-
tial defense against enchantments.

Original deck design by Michael Searle [“Killer Decks,” InQuest #1]
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e Land Destruction. Though
there are no direct cards to counter
land destruction, Bayou Lightning
is quick and needs only a single For-
est to be on its way. Your 10 mana
creatures, four Dark Rituals and two
artifact sources should be enough
to operate for short periods of time
without land. Heck, you might win
a game or two even with an open-
ing Mulligan (though we recom-
mend drawing a new hand).

® Direct Damage. The best
way to deal with Lava Bursts and
Fireballs is to put the heat on your-
self. Send your creatures in fast and
furious and watch the fireworks
train on your minions instead of
you. Have patience—eventually his
damage will run out and creatures
will start slipping through. In a
pinch, hold that Simulacrum for a
massive blow and channel it off to
one of your |i'l critters.

e Creature Elimination. For the
most part, you won't have to worry
about your opponent’s creatures—
yours should be bigger anyway. If
you do, a timely Giant Growtt
should sway the numbers in your
favor. Hurricanes work wonders on
clearing out the aggravating fly-
ers—just don't forget about your
mana birds.

* Sideboard. First, the color
hosers. Use Deathgrip
and Lifeforce to
prevent black
and green play-
ers from casting
important cards.
Gloom will shut
down white, while
Tsunamis, if played
carefully, will wipe
out a blue player’s
islands. If you're hav-
ing trouble against
artifacts, swap In
some Crumbles, Same
goes for enchankts
ments—swap in Tran-
quilities to wipe ‘em
clean. Direct damage a
little too hot to handle?
Get more of those Simu
lacrums in your hands

GREEN

Creatures
1 Autumn Willow

3 Birds of Paradise

3 Erhnam Djinns

1 Hungry Mist

4 Llanowar Elves

1 Spectral Bears

3 Tinder Walls

Spells
2 Desert Twisters
1 Fanatical Fever
4 Giant Growths
2 Hurricanes

BLACK

Creatures
2 Derelors

1 Hypnotic Specter
2 Sengir Vampires

1 Sorceress Queen

Spells
4 Dark Rituaks
1 Simulacrum

Artifacts

2 Fellwar Stones
1 ly Monipulator
2 Soldevi Simulocrems

i

Land

1 Gty of Brass
10 Forests

2 Strip Mines
7 Swamps

Sideboard

3 Crumbles

2 Deathgrips
2 Glooms

2 Lifeforces

2 Simulocrums
2 Tranquilities
2 Tsunamis




Out of all the decks reconstructed for
this feature, this one saw the biggest
overhaul. It really goes to show how
the updated banned/restricted list and
the exclusion of any set older than
Fallen Empires strongly alters the atmo-
sphere of Type Il tournament play.
You may not be able to play some of
the older expensive cards, but it makes
the tourneys a much more even and
enjoyable playing environment. Any-
way, enough with the sermon.

This deck can blindside an oppo-
nent in one shot, leaving his jaw on
the table as you clear the board of
everything but your herde of crea-
tures. How? Just load up on the
handy-dandy artifacts that will pro-
tect you during early game play,
then BAM, Wrath of God all crea-
tures off the board, mosh all lands
with an Armageddon and drop a
Titania’s Soeng, turning all your
#harmless” artifacts into a mechan-
ical army that would make James
Cameron proud.

Deck Tips

e “Them's a Lot of Artifacts.”
Indeed. With about 20 artifacts in this
deck, it does seem a little artifact
heavy. But these pieces of machinery
serve a dual role. First, they keep your
opponent from causing too much mis-
chief. Fellwar Stones and Mana Vaults
will keep things on an even keel with
speed decks, Shield of the Ages and
pentagram of the Ages will protect
you from direct damage and big crit-
ters, Nevinyrral’s Disk will bring a los-
ing game back to square one, and the
lcy Manipulators.. .well, these are just
super useful. From tapping your oppo-
nent’s mana on his upkeep, shutting
down irritating artifacts or keeping
heavy-duty creatures at bay, the Icy
is still one of the best, most versatile
cards in the game. Just pour out your
artifacts fast and furious...and wait.

e “Titania’s What?” Odds are
most players won‘t be expecting Tita-
nia’s Song to pop up. It’s a seldom.
played green enchantment that strips
all artifacts of their abilities and trans.
forms them into artifact creatures
with power/toughness equal to their
casting cost.

b i

Original deck design by Jeff Hannes [“Killer Decks,” InQuest #7]

If you're playing against a creature
deck, cast Wrath of God first. Follow
with the Song, and watch your seem-
ingly innocent artifacts pull a page
from the Transformers Handbook and
metamorphasize into 4/4 monsters in
the blink of an eye. “But what if my
opponent’s playing artifacts too?” Not
to worry. Odds are he won't be play-
ing as many as you, but if he’s got a
bunch out, hey, that’s what the Dis-
enchants and Lightning Bolts are for.

Now you gotta go for the lock...

s “Hey...Where'd My Mana
Go?” Wrath of God will clear the
board of all creatures. Titania's Song
will eradicate all artifact abilities. Now
you gotta put the last nail in your
opponent’s coffin by destroying all
land in the game. Think of it: the only
creatures left standing are those in
your recently drafted artifact army,
mana-producing artifacts no longer
work and if you blow up his land, the
show’s over. By the time he begins
to recoup, you'll be well on your way
to the finals.

e Sideboard or “Hey, is that a
COP: Artifact?” Unless you're play-
ing a colossally stupid person, your
opponent will be ready for
that Ii’l Titania’s
Song trick again.
But, seeing as
how this deck is
pretty single-
minded, it’ll be a
challenge to over-
come the unpleas-
antries that’ll be
shuffled into your
opponent’s deck.
Your best bet is to slow
him up with heavy
color-hosers like Pyrob-
last, Tsunami, Energy
Storm and Drought.
Stymie land-destruc-
tion/discard decks with
Land Tax and avoid mega-
fireball and quadruple-
Giant Growthed critters with
Reverse Damage. W

InQuest editors Pat McCallum & Mike Searle are

both lumberjacks and they're both okay. They
sleep all night and they wark all day.

1 Balance

3 Wraths of God
4 Disenchants

4 Armageddons

GREEN
Spells
4 Titania's Songs

RED
Spells
4 Lightning Bolts

Artifacts

4 ley Manipulators
4 Fellwar Stones

2 Mana Vaults

2 Meekstones

1 Shield of the Ages

1 Pentagram of the Ages

1 Time Bomb
1 Nevinyrral's Disk
1 Black Vise

1 Ivory Tower

Land

6 Plains

1 City of Brass

4 Mishra’s Factories
4 Strip Mines

4 Karplusan Forests
4 Brushlands

Sideboard
2 Land Taxes
4 Pyroblasts
3 Reverse Damages
2 Tsunamis
2 Energy Storms
2 Droughts
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Now, more than ever, we are moving working
to serve you and fulfill your needs for the
latest, greatest gaming cards and custom
advantages! We pride ourselves on our up-io-
the-minute pricing and our in-house experts
who can assist you with all your Magic
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following singles: rare Legends, most Arabian
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from Alpha, Beta & Unlimited.

el

Call and ask for John or Tim at (217) 543-3366. Delivery!
Send me a FREFE Catalog.’ e International toll free FAX Numbers :
48 Page Trading Cards Catalog (Comic & . Brazil.......... 000817-500-3117
Fantasy Art, Entertainment, Nostalgia, Sports, /7 Germany.....01-30-82-86-19
Gaming Cards & Supplies) Italy......cc.on.. 1678-70219

Adult-Oriented Cards (for collectors over \ustralia..... 1800-55-3747

18 yrs. of age) T \1173 ; Japan...........0044-22-12-2581
Mail or fax to: T

Name:_ " Paul & Judy's Coins & Cards
P Q. Box 409 Dept. INQ, Arthur, 1L 61911

\ddress: T (217) 543-3366 8-7 M-Th, 8-6 F, §-3 Sat.
) o 24 Hr. FAX: (800) 500-3117 (U.S. only)
City: - St Zip (217) 543-3732 (U.S. & Overseas)

Internet e-mail sta. code: pjec@dial.illinois.net

I am over Ve . (To receive Adult Catalog.) ‘ " .
dd prsolds (Ibneceu ACULHBRES Now on the Web! www.pjec.com

Signed: ___




4
¥ A7
’ i 1 [ |
| L by

1
” [

}' @\, P T | i 11 I fﬁ] m h.3
ALSLE A B VA

1 ®
i The l l _tlme H“gn Award Il’s likely you won't he seeing any new
i o works from acclaimed science fic-
| winner reflects upon an fon an Tantney artat Michasi
(.' o hh fnl Whelan for at least a year.
f Whelan, who has won the World
! upcnml“g S& al!jlcall d hleak Science Fiction Convention’s Hugo Award
- i i for Best Artist more times than any other
; i“lure a“d hnw 14 illusirator, plans to take a sabhatical
5 . ~34 from his professional career in order fo

, hel:all‘le i“qﬁi : ie. P devote more time to his personal pro-

jects. Legions of fans who enjoy
Whelan's art, whether they discovered
it on hook or CD covers or the Magic's
elusive Nalathni Dragon card, are sure
to miss him.

Whelan has received critical and
popular praise for his work on Michael
Moorcock’s Elric novels, Anne McCai-
frey's Pern books and Isaac Asimov's
Foundation trilogy, to name a few. His
paintings have been collected in three
books (Wonderworks, The Donning Com-
pany, 1978; Works of Wonder, Del Rey,
1987; and The Art of Michael Whelan,
Bantam Books, 1993) and two sets of
trading cards (Adveniures in Fantasy
and Other Worlds, hoth by Comic Images,
1993 and 1995, respectively).
Soft-spoken and friendly, Whelan
is an optimist at heart, but his voice was
tinged with a hint of sadness during the
following interview, audible even through
his occasional laughter. Whelan has
begun to feel the weight of a world that
has, in his opinion, moved oo guickly
in the wrong directions. He seems !l'l
have spent the last few years of his
career driven hy a sense of stoic disci-
pline—not surprising, perhaps, for 8 man
who committed himself to attaining a
black helt in kempo hefore he reached
30...and succeeded.

Whelan currently lives in rural c‘"_“
necticut with his wife Audrey and their
15-year-old daughter Alexa and son
Rdrian, 7. Audrey owns and operates the
Glass Dnion Gallery, which she launched
in response fo people’s requesis for
prints and posters of her hushand’s




In August of 1995, you announced that
you'd ba taking a two-ysar sahbatical
from professional art. What promptad
that decision?

It's been at least a decade in prepa-
ration. | have a need to find more per-
sonal relevance in the work I've been
doing. When you toil for hours on end,
it’s difficult to maintain a commitment
to a piece unless you believe in it. The
natural human response is to look for
new horizons.

I'm not saying | won’t be doing
illustration at all. Rather, | want to set
aside one-and-a-half to two years for
my personal work. |'ve got a couple
of file drawers of projects waiting to
be developed, and | have a sense now
after 20 years of doing this that if |
don’t start now, I'll never get it done.

So how has the first ysar of your sab-
batical basn for you?

Actually, I'm working on a book
cover even as I'm talking to you. It's
taken me this long to finish all of the
work I've promised people. Then I've
got to clean up my studio and get back
to gallery work,

My gallery works are large works,
as much as 4 feet by 4 feet, dealing
with my own personal symbols. | do
them for me, with no other concern
than pleasing myself. Some have
ended up as book or album covers,
put that’s not their primary purpose.
in my personal work, | explore events
and influences in my life, personal and
meta-physical ideas. | want them to
reach people on the level of subjec-
tive feeling, to take them conceptu-
ally where | want them to go.

Where ds your personal projects
jake you l’llll your professional

work dossn’t?

some of my personal paintings
are acts qf escaping, others are acts
of reflection which tend to be very
negative and bleak. I'm very unhappy
with the world today, which is the
main driving force behind my want-

ing to devote more time to my per-
sonal work.

_ligpal&y Qqndm- We moved on
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Birth:

Occupation:

Base of Operations:

Career Highlights:

It's hard for me to watch opti-
mistic science fiction like “Star Trek”
without my lips curling in mockery.
| say, “Yeah, sure.” That's my
response because | don't think that's
what will happen.

Contemporary life seems to be
about asking “What's in it for me?”
It's part of the “Me Decade,” the
desire for immediate satisfaction.
We'’ve lost our sense of working
toward long term goals.

It's affected my work profoundly,
making it harder for me to do illus-
trations for science fiction, which takes
a utopian view of the future,

Se much of your carsar, though, has

involved preducing very pesitive, apti-
wmiistic images of the fulwre.

My father worked in the
aerospace industry, so science fiction
was always around the house. Noth-
ing captivated my interest more than
traveling into outer space and the
prospects that lie there.

| remember my father taking me
out on many nights to watch the Echo
satellite. It was fascinating to see this
thing, just a dot of light from the Earth,
moving across the sky. It's inconceiv
able to me that the country would tum
its back and become so self-centered
slash the space budget and retreat
from the sense of exploration and dis
covery so evident in the 19505

What exactly did your father de?

| don’t know. It was always
secret. He was never able to tell us. Mis
title was “research engineas® inten

!
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the average of every year-and-a-half
to be near where he was working,
mostly in California, from El Centro
to San Francisco.

We were usually close to either
Lockheed Aircraft or Vandenberg Air
Force Base. Both locations were
involved with the Atlas Agena project,
which was all about launching spy
satellites, so he probably had some-
thing to do with that. We were see-
ing missiles going off all of the time.

Se your father, sr at lsast his
wurk, had a sireng influsnce en you
in your youth.

There's nothing like waking up at
3 in the morning because your bed is
rolling around the room because a
Titan 3C rocket was going up. There
was a real sense of science and
progress. Looking back, it seems
inevitable | became who | am.

Can you remamber when all of this
wnageey of weencs s Eogress bagen
= affiect you t» shape your actisns anid
the divwchws of your lifa?

When | was 5, | got into trouble
or something and wanted to run
away. My mom came out to the back-
vard to see what | was doing, and |
told her | was building a spaceship to
go to Mars

When did you start drawing space-
ships instead of building them?

| started drawing scenes from
movies that I'd seen-—science fiction
and fantasy—from early on. | don’t
exactly recall when,

| remember during one move,
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when | was about 8, my dad turned
over a coffee table in the living room
and there was this spaceship control
panel | had drawn on the underside of
the tabletop. In all the movies I'd seen,
the astronauts were always on their
backs facing up at the controls and
viewscreens, so | had crawled under
the table on my back and drew the
screen and stuff.

As a child growing up in the '50s, what
influenced your drawings?

There was the “Tom Corbett: Space
Cadet” television series and movies like
“War of the Worlds” and “The Day the
Earth Stood Still.” | was really into
Japanese films like “The Mysterians,”
“The H Man” and “Godezilla.” Mostly,
though, it was the overall atmosphere
of growing up in a time when scientific
progress made going to Mars and such
seem possible.

What ahout other artisis as influences?

| wasn’t really conscious of artists’
names until  was a teenager. In
retrospect, Ed Emshwiller, Richard
Pawers and Kelly Freas [all popular fan-
tasy and science fiction illustrators of

the 1960s] all were
influencing me
without me
knowing their
names. Chelsey Bon-
estell’s illustrations
for Willy Ley’s coffee-
table books of spec-
ulations on future life
were important to
me. | was particu-
larly struck by
a painting of an A-
bomb explosion
Bonestell did for a
magazine—Life,

I think.

What was your
early work like?

Much of it was
attempts to visual-
ize scenes from
books and maga-
zines | was reading.
When | was around
14, Warren came
out with Eerie and
Creepy. | did a
watercolor of
Cousin Eerie. | didn’t start working in
oils until I was 15 or so, and | found it
somewhat clumsy.

How did you get info illustration as a
career?

In August of 1974, | sent 12 slides
of my work to Donald Wollheim of
DAW books. He contacted me later
that month, and in September |
moved to New Jersey and started
doing work for him.

My first job for DAW was a cover
for a Lin Carter book. | did a terrible
job. | choked up and ended up pro-
ducing a painting that wasn'’t like any-
thing I’d ever done...or ever have
since. Luckily, they liked it. | also began
doing covers for DAW's Year’s Best Hor-
ror Stories series.

I lived in Jersey for about t_hree
months, then moved to Connecticut.

When did you actually go prnlessinna]?

[Laughs) Immediately. In thez_fal!
of 1974, | had some pieces exhibited
at the World Science Fiction Con-
vention in Washington, D.C. The per-
son who took my work there for me
set it up in the professional section
rather than the amateur section. Then
one of my paintings, Outbound, Won
first place in the professional science
fiction art category.

I understand you had some early con-
facts with a few genre celebrities. How
did this help your career?

At a convention, | met [famed
science fiction writer] Harlan Ellison
and [noted comic book artist] Neal
Adams. Ellison convinced the art direc-
tor of Gallery magazine to hire me to
do the illustration for Ellison’s short
story “Croatoan.” | did it in oils, which
I still found difficult because of drying
time and the pace of the work. Grad-
ually, | switched over to acrylics.

Adams arranged my first meet-
ing with Ace, which resulted in basi-
cally doubling my income. Working
for both DAW and Ace, | was able to
play each company off of the other.

Adams also arranged an interview
for me with Marvel Comics. They
bought three paintings from me for
their early forays into Warrenesque
pub-lications. But they kept calling me
and asking for more and more
changes to them... Overall, it was a
really bad experience.

Every year since then, | look back
and pick my dog of the year.
I assume that if my worst work
can get better every year, I'm getting
somewhere.

Do you find that your work has lived up
fo that expectation?

Yes, definitely. If | didn’t have that
feeling, I'd give up. Even now, the sense
of progress is important to me.

What makes a painting qualify as a dog?

The thing | look for mostly is
badly rendered human forms. When
| see any mistake [in a published
painting], it mortifies me every time.
I know if I'd given myself time to
stand it against the wall and look at
it after a week, I'd never have let it out
of my studio.

Any ouistanding howlers come to mind?

In 1975, | did a cover for John
Jakes” Mention My Name in Atlantis. |
tried to do a parody of the style of
Frank Frazetta, but it just didn‘t come
off. I actually held a public execution
of the painting at the World Science
Fiction Convention in Boston in 1989.
I cut it up and threw the pieces out
into the audience,

What lies at the other end of the SpEec-
trun?, meaning personal favorites or
particularly significant projects?

The assignment | looked forward
to from year to year was the cover for
the Year’s Best Horror Stories. | did those




from the third volume to the 13th,
1975 to 1985.

But sometimes the ones | enjoy
the most aren’t the most important.
The White Dragon [by Anne McCaf-
frey, 1978] was my first cover for a
book that made the New York Times
best seller list and was also the first
fantasy/science fiction novel to make
the list. It was one of my early pro-
jects for Del Rey, something | did
when | was just getting a handle on
using acrylics.

The “John Carter of Mars” series
| did for Del Rey was a definite high
point. | was offered a 12-book series
at 26 years of age. I'd always loved
the books, so getting the chance to
do them my way was very exciting.
| couldn’t understand why some illus-
trators weren’t paying attention to
details. Then it became apparent to
me that they just weren’t reading
the books.

Since then, it's been pretty much
a blur. I've been painting profession-
ally now for 21 years.

I couldn’t help notice you didn't men-
tion the Elric covers.

| did those in the mid- to late
'70s, and I’'m still getting letters from
fans. But | look at ‘em now and | shud-
der. It's really funny that we get let-
ters from people asking for prints of
paintings I'd prefer never saw the light
of day again. [Laughs] | just don’t

“I did (the Elric covers)
in the mid- to late

‘10s...

I look at

‘em now and
I shudder’

honor those requests. Fortunately,
the public is very forgiving.

What have you illustrated besides
literature?

I've done album and CD cov-
ers. The first one was Victory by the
Jacksons [1983], and | did the cover
for Meatloaf's Bat Out of Hell 2: Back
Into Hell [1994].

Since about 1990, I've been
doing CD covers for the thrash-metal
band Sepultura. They're really wild. |
can’t be extreme enough for them.
I've also done two covers for New
Age artist John Serrie, who works with
synthesizers; it's music for a more
meditative, serene mood.

Do you approach
- ting ke
the sama way you
approach litera-
ture? In eother
words, is music as
important to you as
reading?

Music is a very
important part of
my per-sonal life. |
have a huge collec
tion of CDs and
very varied tastes. |
pick my music to
suit my state of
mind and to create
an emotional atmo-
sphere to suit what
I'm currently doing

For example
when | was work
Ing on the covers
for Del Rev's series
of H.P. Lovecraflt
horror anthologles
it was bright_ansh

sunny outside, SO | dar!_cened all of the
windows of my studio and played
depressing music for hours,

I've read that you creals music og on
as illustrate it.

I did my first cover for Sepuityra
in trade for a bunch of synthesizers,
and I've added some things since
then. | have a sort of “toy room” for
it all. | only go in there and work with
it if | feel | can’t get what I want from
what music is out there.

I'm by no means a Musicjan,
but | do consider myself a composer:
| think of my compositions as
“abstract ambiances” that create a
sense of space and movement, 3
sonic environment that creates an
otherworldly type of feeling. But it's
not all slow and meditative; some of
it is fast and driven, some is clanky
industrial stuff like the soundtrack to

Terminator 2

Al lsast one of your Sepultura coyers
I've seen looks like it was computer-
rendered or enhanced. Is this g new
madium for you?

| started working with com-
puter graphics in 1992 on an assign-
ment from Mithral Publishing. They
asked me to produce three prints
entirely in the digital domain. Part of
the deal was that they'd help me
buv the system, a Mac Quadra run-
ning Photoshop and Strata 3D, The
original works were created on the
computer and printed out, then the
digital files were destroyed after the
prints were made
Do you siill use the computer to make
ariginal art?

| Use the computer more for pre-
liminary work thart as a medium for




finished art. When | did the Bat Out of
Hell 2 cover, the preliminary sketches

were done on the computer. This is
useful in contract work in that early
image selection and revisions
requested by the client can be done
much easier and faster.

I think of [the computer] as a
tool—a way to get certain things
done. Ultimately, its value depends
on whether using the computer is
saving time or wasting it.

turn a critical eye fo his own work
has made it relatively easy: for
him fo spot the painting he consid-
ers his dog of the year. However,
when it comes to identifying his per-
sonal favorites, he finds the task con:
siderably more challenging-
“Having done so many paint:
ings, it’s hard for me to pinpeint per-
sonal favorites because different
paintings |'ve done are imporfant for
different reasons,” he explains. “For
example, my painting for Renegades
of Pern [Anne McCaffrey, 1988] was
done while my wife and | were await
ing the birth of my son. He was due
on Dec. 8, and| was rushingto com-
plete the painting before then
because | knew what it was like to
work a full schedule with a newborn
baby in the house.
“But the painfing just wasn't work-
ing out. | ended up scrapping the
whole thing during the first week of
December and starfing all over again.
It's the first time | ever threw out an
entire work in progress.
“The 8th
came and went
with no labor
pains. Then the
9th, the 10th...and
I'still wasn't finished
with the paintingl
Finally, | finished the
paintingl and sent it
off on Dec. 18.
“Then my wife
went into labor and
Adrian was born. | like
to think that he was let-
ting me finish the paint-
ing. lt’s not that |“m
thrilled with the painting
as such; it's the story asso-
ciated withit.”
Apparently, 1988 was
a good year for Whelan,
since he also produced two
of his other favorites that year,
the covers for The Summer
Queen and The Snow Queen

Michaei Whelan's willingness fo

So technology is there, but it hasn't
fulfilled the romantic visions of
your youth.

| don’t know what it’ll take to
recapture that sense of wonder, of
wanting to move forward, or even if
it can be recaptured. I'm no longer
optimistic about the world around
me, but | don’t want to infect my
children with it.

I think it's important for people to
have an ethical basis for their lives, to
respect each other and the environ-
ment. We should live our lives as exam-
ples for those who will follow. @

Jack Skrip was attracted to the space
program by the prospect of unlimited
Tang. He was turned off by the
prospect of going pee-pee in'a baggie.

One of Whelan's most
difficult paintings—he
fought to complete it
while awaiting the hirth

PERSONAL BES]

Whelan gives the skinny hehind his favorite paintings.

by Joan Vinge. “These two com-
panion pieces hang quite well
together,“ he says.

“|'like them particularly for the
artwork. They bring forth elements
and themes important tol the books
in a/simple way, yet there is a lot of
detail to'capiure the viewer’s eye.
Withithese two pieces, the necessity
of visualizing ideas from the books
didn’t get in the way of painting them,
so they’re not overburdened by their
conneclions fo the books.”

His favorites among his gallery
works include The' Avatar and Pas-
sage: The Red Step (see page 52).
Done between 1988 and 1990, they
were the first paintings Whelan pro-
duced entirely for himself. “In both
cases, liconcerned myself with doing
nothing but satisfyingithe underlying
concept behind each painting, with
no outside interference.

“The Avatar is part of a pro-
jectedseries ofieight to 12 paintings
dealing with metaphysical subject
matter. I've done about four or five.
The Avatar and its companion pieces
are meditations on the soul, life after
death and all that. There are about
four or five levels of meaning in the
painting, as is the case with most of
my personal works.”

“The richest source of jnspira-
tion for an artist—for this arist, af
least—is what I'm experiencing in
my own life,” Whelan continyes.
“Passage: The Red Stepis, on one
level, about my: trying to get out of
an artist’s block resulting from a
period of depression | was in for
about a month and a half. The image
of climbing up the stairs out of dark-
ness and into the light was very
meaningful to me.

“After years and years of pan-
dering|to art directors and readers,
it took a while for me fo get yp, the
nerve fo do something fotally for me,"
Whelan states. “I didn't realize \yhat
| was missing.”

—Jack Skrip
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Northeast Regional ﬂllallllllﬂllsmll
at The New Yorker Hotel

(34th Street & 8th Avenue, New York, NY)

An exciting weekend with more than

$35,000

in cash prizes!!!

$25 in advance /

$30 at the door
To pre-register by mail
send a check or money
order for $25.00 made
payable to: No More

Saturday, May 11th & = Sy

Sunday May 12th

9th floor
New York, NY
10001-6009

In addition to any other prizes the Top 11 finishers The Regional Championship will be a Type II

will win slots in the
1996 Magic: The Gathering
National Championships

at Origins! The top finisher will win airfare as
well!

Swiss Style Tournament and will be held on
Saturday. The rest of the weekend will include a
variety of other tournaments for cash prizes
including a $1,000 tournament on Sunday!

For More Information call:
800-344-GAME
in NYY State call
212-633-1288

Saturday, May 18th

Boston, Mass: $1,000 Grand prize
New York, NY: Alliances prerelease

Sunday, May 19th
New York, NY: Pro Tour Il Qualifier

Saturday, May 25th
Edison, NJ: $1,000 Grand prize

Saturday, June 8th
New York, NY: $1,000 Grand prize

Saturday, June 15th
Long Island, NY: $1,000 Grand prize

New York’s #1 Magic Source

NEUTRAL
QR®UND

“The best game club I've ever seen”
Steve Jackson

International Mail Order S

'Opcn 7 days a week - Noon until 277

All major gredlt cards accepted

We ulw carry ~m@.k cards for Shadowfist,
Wildstorms, Overpower, Jyhad, and others

NEW - STAR WARS single ca
291 7th Avenue, 9th floor

(between 26th & 27th Streets)
New York, NY 10001-6009
tel (212) 633-1288

fax (212) 633-0979

email - info@nground.con
Webpage - http://www.nground.com
Call us about upcoming NY and NJ tournaments

T ———
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(319) 338-0086
Fax (319) 338-1663

CUSIOMIZABLE Ef.ﬁl] BAME

SPECIALS OF THE MONTH

http://www.iguanas-cbc.com
#1 Retailer of Magic Singles, Packs,
Boxes, and Assortments. Call today for all
your collectible card game and comic book
needs.

CALL OR WRITE
TODAY FOR A FREE
MAGIC THE GATHERING

#1 MASSIVE MAGIC STARTER

KIT

An incredible starter kit for new
and recently new magic players.
Comes with 6 rares, 18
uncommons, a rule book and a mix
of over 70 commons and land.

Call for pricing.

#2 COMIC LOVERS
ASSORTMENT
What a value! People order and
re-order again our best comic
assortment. Worth over $50
retail! You receive a variety of
Image, Marvel, DC, Dark Horse,
and more. Don't miss out!
Call for pricing.

CATALOG

Over 250,000 cards in stock

—

123 N. Linn St., #1-A

Towa City, IA 52245
(319) 338-0086

*We accept Visa, MasterCard, Discover, checks,
and money orders.
*Most orders are sinp}ud same day.

*We ship anywhere in the world.
*We buy anp!un collections and out-of: print
C4 ”'d\ ]lld l")\(,'\

——
#3 STAR WARS POWER
ASSORTMENT
Begin or expand your adventure
into the Star Wars: CCG universe
with this powerful assortment.
Includes an assortment of 5 rares,
15 uncommons, over 50
commons. Plus two FREE packs
of Star Wars Ltd. Edition Boosters
with every order.
Call for pricing.

#4 MASTER MAGE COLOR
ASSORTMENT

Receive 3 rares, 10 artifacts, 5
uncommons, 50 commons, of the
Magic color of your choice from a
mix of out of print expansions,
revised, 4th editions, and more. Plus
as an added bonus, order today and
receive FREE one pack of the out of
print revised edition!

Call for pricing.

.\ﬂ Cd UILLU Ill()n\ lt\.L‘IﬂL“ll on prc—-nrdcrs

visit our 1,500 sq ft megastore just minutes off 1-80

TROLL AND TOAD INC.

WE STOCK EVERY 95% OF
ALL SINGLE MAGIC CARDS

WE WILL BEAT ANY MOST
PRICES

WE BUY CARDS

e (o7 = 7 1

|Smgles & boxes : Magic, Middle Earth, Rage,
|Guardla_ns Wyvern, Jyhad, Illuminati, Foreign
'Maglc Star Wars, Star Trek.We ship anywhere.

[}
|
I
|
|
i
I
i
Phone: 1-606-878-2936 :
Hours: 12-7 p.m. EST Monday-Friday '
Fax: 1-606-878-9061 :'
Address: 253 Reynolds Road, Keavy KY |l
40737 !
E-mail: RENVHOEK @ AOL.COM !

!

1

1

Write, fax or e-mail for our free 40-page
complete magic or non-magic catalog.

1
1
1
1
1
1
!
1
i
I
I
I
I
1
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1
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GAMEMASTERS
(Formally S&H House of Cards)
1-800-922-7441
(901) 365-6191 Fax: (901) 365-6215

COLLECTABLE CARD GAMES!
---WE CARRY THEM ALL!---

SINGLES! for the following games:
Magic - DoomTrooper - Star Trek - Rage
Guardians - Overpower - Shadowfist
The Crow - Redemption - Star Wars

ROLE PLAYING GAMES
TSR - White Wolf - Shadowrun
Star Wars - Paladium - Middle Earth
~Warhammer - Battletech - &MORE!

WE CARRY IT ALL!!!
CALL US FOR BEST PRICES!
CALL FOR FREE CATALOG!

Most orders shipped the NEXT DAY!
We accept: Visa, MC, Discover, Money Orders.
No Cancellations on Pre-Paid Pre-Orders,
$5.00 shipping & handling on all orders.
6320 Winchester Road, Memphis, TN 38715
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Wanna blast yq way through some Stormtroopers?
qu about showing that upstart Rebel /
Alliance who's really boss in this galaxy?

Grab a few decks of Decipher’s Star Wars:
Customizable Cqrd Game and read along!

The Basics

Regardless of whether you play the Light or
Dark side, you're going to need a
60-card deck, A well-balanced deck will
probably have:
* 1210 15 space or planet locations
* 15 people, aliens and droids
°10 starships
* Five devices or weapons
® TWo to three vehicles
® 12 to 16 interrupts and effects
The basic tenet of Star Wars has always been
the Force. In the card game, the Force circulates.
Cards from the reserve deck (from which you draw)
are activated and placed on the Force deck until
needed to deploy characters, ships or interrupts.
Once used, the cards go to the used pile until the end
of turn, when they're placed beneath the reserve deck
to start the cycle again. If something
is lost or destroyed, it’s placed out of
play in the lost pile. The goal of the
game is to get all of your opponent’s
Force—his cards—into the lost pile.
Always beware of deploying too
much because, even though you
might have a great army in place,
you may run out of cards to draw
and then will be unable to hit ene-
mies with your weapons or cause
attrition damage. |
You might think that if someone |
gets a good start in the game, his
victory is inevitable. Not true. It's easy
to come from behind. Many cards |
favor the underdog, especially the
Rebels. The We're Doomed card |
halves the underdog'’s losses. Colli-
sion and Friendly Fire take out attack




ers before they can do
damage. The Dark side has
many lone pilot or warrior
cards that give a bonus to an
outnumbered defender.

Locations

A lot can be gained from choosing the right starting location.
Locations that give a bonus but won't let your opponent

"W attack too soon are ideal. Since the Dark side always goes
\ first, Death Star War Room is an efficient place from

.‘,. which to intimidate. It has two Force icons for
Q‘; S . itself and none for the Light side.
- -

~ ™. Counting the personal Force you

v ey

R, el

generate, that
A :ﬂ ;- g ;-' a?‘i it on the reserve, used or Force dec

means you start the game with three Force. The Light side
won't be able to deploy troops to your site right away. If there’s
a leader in the war room it means that all the Rebel troopers
and Y-wings will be -1 in forfeit value later.

The Light side’s Yavin 4: Massassi War Room has a similar for-
feit bonus against TIEs and troopers, and only two light force
icons. So unless you must choose the Massassi Throne Room that
allows the Rebels to start, the War Room is the Light card to use.

Some may argue that a location with both icons is better
because you can quickly drain cards from an opponent. The
problem with this is that you give your opponent an extra
Force card each turn and they can deploy soldiers quickly. It's
best to start on your own side of the galaxy.

Phases

Activate Phase: In this phase, you count up all the Force icons
on your location cards. Move that many cards plus one extra
representing your personal Force to your Force pile. Later on,
you can spend from this pile to deploy other cards.

A card that adds to activations is the Rebels’ Electrobinoc-
ulars, which allows you to spend two to draw a card off the top
of your reserve deck, look at it, and decide whether to place
k. The Imperial alien Labria
does the same thing for
free as long as you do not
draw a vehicle or ship.

Control Phase: This is
when you’'re allowed to
' drain one card from your
opponent for every single
Force icon he has at a loca-
tion you control. Drained
cards go to the lost pile
and are effectively out of
the game.

Some cards, such as
vehicles, allow the oppo-
nent to move nearby

STAR IWARS Cord Dissection

A. Name: Your favorites from the great trilogy are mentioned in
this space.

B. lcon: This handy visual reference tells.you if-the card's rebel,
Imperial, alien or whatever.

C. Destiny Number: The randomizing element of Star Wars—
better than dice.

D. Lore: Interesting info about your card.

E. Power: What you're gonna use to blast the pants off your foe,

F. Ability: The supremo stat for using devices and draining Force.
You can‘t leave home without it.

G. Force Sensitivity: “The Force is strong in this one.” But
stronger in some than others.

H. Text: The nuts and bolt of this guy.

I. Deploy Cost: It takes Force to get these characters out, and |
this white box says how much.

). Forfeit Cost: This black box indicates how much you can save
in Force by giving up this guy. (Quite a lot.)

K. Additional Icons: More nice graphics to tell you what else
this guy can do.

| .
| o
L.
¥
£
g &
8




characters to locations that you control,
stopping the drain. Some characters, such
as the Light side’s Shistaven Wolfman and
the droid CZ-3, allow movement to the
site of a drain as a react. Be careful that
you don’t spend all your time chasing his
drains! You might find yourself out of
position or Force when he attacks.

Other cards have good, subtle effects
during the control phase. The Light's
alien Kabe steals weapons and Figrin Dan
will usually allow you to retrieve a Force
if your three cards beat the opponent’s
two in a card draw. The Imperial alien
M’iiyoom Onith can make the Rebel
show his hand and discard any males.

Deploy Phase: Here you decide what
to put where. Star Destroyers require
eight Force to deploy whereas a
starfighter might only require one. You
can only deploy where you have an icon
or presence, unless you use a spy to go
in first and lead the way for your troops.

The card Presence of the Force adds
both Dark and Light Force icons to a site,
which is good for increasing a Force drain
or allowing a deploy. After the first few
turns, be leery of using all your Force to
deploy everything or you won't be able to
fire weapons, move as a react or save up
to put out something big. Keeping a few
extra Force can also make an opponent
think you have a good interrupt in hand.

If you have a lot of locations out and
put characters on them, you will drain a
lot of cards away but be vulnerable to a
strong counterattack. If you sit on a few
sites too long, your cards might be
drained away or you'll have huge bat-
tles between deeply entrenched forces.

Needless to say, if you don’t want to
fight, you can just sit back and drain your
rival’s life away, but hey, Luke didn’t
become a Jedi by sitting in a La-Z-Boy at
the ol’ moisture farm.

The next phase is battle, but since it's so important, we'll
deal with it in a separate section.

Move Phase: Here you get to (can you guess? yes) move your
characters at a cost of Force. Remember: battle first, then move.
You're going to have to plan ahead in this game because after
you've moved, your cards have to sit there until your next turn,

Draw Phase: The only way to bring more cards
in hand is to draw unused Force cards. Maybe it's Vader
down there, maybe just a droid, but you're going to have
to draw sometime. Remember to keep some Force around
for later, though.

Battle Phase

The battle phase can be quite tricky. About half of the inter-
"Upts in the game can seriously affect the outcome.

In general, attack in force or not at all. Two equally matched
combatants will do less real harm to each other than you'd think
unless a lot of weapons are involved, in which case everything dies

After the attacker pays one Force to start the rumble, the first

of the three steps is to fire weapons. (Having the Dark alien
Feltipern Trevagg present greatly increases the cost of an attack,
50 he's nice to defend with,) Both attacker and defender can take
pot shots to see if anything gets hit and will die at the end of
the turn. Say your Stormtrooper fires his blaster at a Rebel guard.
You draw the top card off your reserve deck and look at it. In
the top right corner is a number from one to six (locations are
rated zero). You get a three. Since that’s more than the guard’s
ability of one, the guard is hit and will die later.

These “destiny draws” are one of the most intriguing things
in the game. Since most of the rare or powerful cards have
low destiny numbers, there's little sense in stocking them. In
fact, commaon interrupts, events and devices have the highest
destiny numbers

The second step s to total the power on both sides. If any side
has total ability of four or more, the player can make a destiny
draw and adld that numbed to his power. Then you compare. Say
it’s the Empire’s 11 vs, the Rebellion’s six. By subtracting the num-
bers, we find that the Alllance has to take five battle damage.

s SR s




This is why ganging
up is so great. If eight Rebel
troopers  attack one
Stormtrooper, the power (with-
out a destiny draw) is eight vs.
one, so the Imperials have to eat
seven damage, which is solved by discarding
from his piles, hand or the battle site. Add in a
destiny draw of, say, four, and the loss of that lone Stormtrooper
caused the Dark side to lose 11 cards!

The third step is attrition, or casualties of the battle. Remem-
ber that destiny draw of four in the example with the eight
Rebel troopers? Well, the Empire must forfeit that amount of
cards from the battle site. That's so he can’t keep his battle force
in place just by throwing away cards in hand.

Some characters are immune to destiny less than a certain
amount. Vader is one of these. If he was in the above battle,
he’d still be around—and really pissed!

One of the best combinations for the Dark side is Dr. Evazan
and Ponda Baba (the two guys Obi-Wan Kenobi sliced in the
Cantina). The doctor boosts Ponda’s power by three and can
immediately “operate” on hit characters, which sends them out
of the scene. That way, they aren’t around for the power tally
or to settle attrition. It definitely swings things in the Empire’s
favor. If you have these warriors or the regenerating Myo,
you'd have to be high not to play them!

The Rebels have a few tricks of their own. The Mantellian
Savrip effect allows you to use the forfeit values of cards from
your hand. This means that instead of tossing away eight cards,
you toss away one Corellian Corvette. As well, Talz deploys
for one but forfeits for four and can be sacrificed instead of hit
characters. So if a good warrior is hit, Talz takes the fall and
you keep your warrior.

Parting Advice

Unlike the Boy Scouts, you don’t need to prepare for all con-
tingencies. “But what if my Obi has to fight his Vader and | need
a Krayt Dragon Howl to...?” Blah, blah, blah. If you stock your
deck with “what if” cards, you have very little flexibility. if you
want a card that cancels specific interrupts or events, use Alters
and Sense cards, which counter them all.

The most important thing is to have fun. That way the
Force will always be with you. '
\Myles S. Hildebrand is an addictions counsalor in rural Manifobo, Canado, who is hooked on
\the “Stor Trek” and “Star Wars” Universas.

LIFE FORCE
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The Card to Get

Why is Darth Vader so powerful?

He might cost a lot, but he's a bitchin’ pilot and warrior,
he’s got a power of six, and his ability of six guarantees suc-
cessful Sense and Alters. He increases attrition damage and he's
got so many boost and interrupt cards you'd have to be crazy
not to play him in a Dark deck. Besides, how seductive could
the Dark side of the Force be without the Dark Lord of the Sith?

n —————————————————————— i
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1. Character Cards: The boys or girls who will win or lose the
game for ya,

2. Systems: Planets or space cards to Which sites are [inked,

3. Sites: The places within a system whereyour characters or yehi-
cles can be played,

4. Starships: The way characters move between systams,

5. Used Pile: Where the cards from your force pile go after
they're used.,

6. Reserve Deck: The custornized deck you bring intg the game.

7. Force Pile: Where cards from your reserve deck go so o, can
use them as Force.

8. Lost Pile: Where destroyed cards 40-
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Shahrazad g ames

Specializing in collectible card games:

S \\%

We have the best prices on all in print & OOP MTG cards

& we will beat or meat our competitors prices on all boxes.

Call and get your free catalog today: 606-225-9410
We have great + Board games * War Games We specialize in « Singles * Boxes
prices on: * RPGs * miniatures buying & selling  Sets  Collections &
#5% Retailers are welcome to call. #%% o ship Worldwide To order:  606-225-9410 —;5
Ordering Instructions for US shipments  Visa & MC accepted Address: 304 S. Limestone St. -2
I. Minimum order $15.00 Open 7 Days Lexington, KY 40508 2%
o e . a week EST Fax: 606-225-9410 B
vy g::ii;ildla(iji;ii\qlf(?dﬁ;‘ielILd Mon-Sat 10-8 Email: cardman@iglon.com %%
. S : ays. . Q ¥ Rl - A e S . =2
5. All cards NM/MT, satisfaction guaranteed. & Sun 1-6 URL:  http://tradingcards.com £
To receive a catalog by email - send a request to this address - cardinfo@tradingcards.com
and don't forget to check out our new virtual shopping cart at http://www tradingcards.com

MAGIC MAIL ORDER Il CHIMERA

SinGLe Garps, COMPLETE SETS, HOBBY SHOP, INC.

BoosTer BOXES SPECIALIZING IN BUYING & SELLING
MAGIC: THE GATHERING™ BOXES,
*Magic °Highlander SINGLES, SETS AND COLLECTIONS.
*Star Trek <Marvel Over Power CARD GAMES WE CURRENTLY
*Star Wars *Rage STOCK INCLUDE: MAGIC, STAR

! | WARS, STAR TREK, RAGE, LEGEND
Alpha, Beta, Unlimited, Revised, | OF THAFE RIS, SHALGW HST

Arabions, An’uthes Legends, Dark, || OVERPOWER, NETRUNNER,
Ice Age, Chronicles, Homelands |VAMPIRE, MIDDLE EARTH-WIZARDS
| PLUS MANY OTHERS.

CALL FOR PRICING AND AUBILABILITY | | | ~vrcaies At 1vses or avies

| INCLUDING: AD&D, RIFTS, VAMPIRE,
] - 8 0 0 - 8 75 o 9 ] 0 5 T | WARHAMMER 40,000, STAR WARS,
| PLUS MANY OTHERS.
Fax: 612-541-910) | CALL OR WRITE TODAY FOR OUR
: | FREE CATALOG.
CARD EMPORIUM |

|

347 WEST DIVISION STREET
FOND DU LAC, WI 54935
(414) 922-8338 » l':\\ (414) 922-5557

8028 Highway 55
Golden Valley, MN 55427




Looking for a2 new and different card
gaming experience? Then we
recommend that you tty Legend of
the Five Rings, the game from

t Alderac Entertainment that uses

L feudal Japan as its backdrop. 1t’s just a
bit different from your usval sword
‘n’ sorcery stuff, and a pretty darned
fun game to boot.

And there’s no time like the present to
give it a2 whitl. Why? Two reasons: One,
the new expansion, Forbidden
Knowledge, just came out; two, yoy can
get yourself going in this new and
exciting game for free if youw're lucky!
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out the coupon; send it
te

ust fi :
andomly selected winners could

It’s a rar{iom drawing.
n, and you could win.
ook these great prizes:

GRAND PRIZE (1): One lucky reader will receive a complete set of
the Forbidden Knowledge expansion set, a
Forbidden Knowledge uncut sheet and a snazzy
Legend of the Five Rings T-shirt!

SECOND PRIZE (10): Ten readers will each receive a Forbidden
Knowledge uncut sheet and a Legend of the Five
Rings T-shirt!

THIRD PRIZE (20): Twenty readers will each receive two Forbidden

Knowledge booster packs to get their feet wet in

the game!

Fill this sucker out, put it in an envelope and send it fo: |
This month’s

contest is

sponsored by In Quest CONTEST
Alderac Wizard Press, P.0. Box 118, Congers, NY 10920-0118
Entertainment,
a bunch of
guys who
really know
their sushi.
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Howby. B.J. HERE -- T'M YouRrR BAsSIC 14-YEAR-0LD
WHIZ KID AND MAGIC ENTHUSIAST. TobAY I'D LIKE TO
DIScusS A BIT OF -~

Anso}neATE‘__BEHAWoR FoR PLAYING MAGIC: THE GATHERING
(© AND TM 1990 - BrIAN Dou6LAS AHERN

NEw PLAYERS ARE ENJOYING MAGIC EVERY DAY. LET'S
® AVOID TURNING THEM OFF 8Y HITTING THE NOVICE WITH
A CHANNEL / FIREBALL oN YoUR FIRST TuRN.

20-51DED DICE |
S5AY, WHAT'S THIS

RULES oF SPORTSMAN-LIKE CONDUCT
20 APPLY. NO STACKING MANA BY HIDING

ONE CARD UNDER ANOTHER OR SNEAKING

MORE THAN ONE CARD PER TUuRN!

g CHAOS ORB AND JESTER'S
CARDS LR e OLIGH o CONCERN
OURGELVES WITH. REFRAIN FROM
DEMonIC BTTERANCES wWHICH MA~
FRIGHTEN OLD LADIES AND HIGH
5cHoolL PRINCIPALS.

FRAMMIN ON
THE JIM-IAM...[

PLEASE REMEMBER YouR SIDEBOARD, oR
ADDITIONAL CARDS vYOU MIGHT NOT USE
ORDINARILY wWHICH ARE ALLOWED SPEC-
IFICALLY TO STOP K ILLER DECKS, SHOULD
ONLY INCLUDE |5 CARDS.,

ONFISCATE
CoIkE Any'T
TOOL oF

PESTRUCTIO
< sAV,'T' s

GRACIOUS! FopM
A PARENTS '
CoMMITTEE [

MAGIC: THE GATHERING & 1996 W IZARDS of THE COAST
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IT’S FINE To SHow A STRONG
@ INTEREST IN THE GAME , BuT NoT L
AT THE EXPENSE oF PERSONAL WATCH YOUR OPPONENTS CARDS, AND
HYGIENE. @ DON'T LEAVE WITH A BIGGER DECK THAN
YOU CAME wWITH.
MAGIC 15

EVER~NTHING!!

WHAT ELSE
MATTERS 7

WELL , You SURE WON THAT TIME'
GoOD JoB. GOTTA GO Now--8YE !

HA-HA! I SURE SHoOWED--
HEY! WHERE ARE ALL MY
PHANTASMAL TERRAINS 7/

THE WoRD “S0AP
COPES TO MIND.

)

N\ AN

7. DON'T ADD INSULT TO INJURY ~=

RESIST sPouTING CLEVER PHRASES 8 ONLOOKERS SHouLD REMAIN SILENT,
EACH TIME You INFLICT DAMAGE. ® AND NOT WHISPER ADVICE TO ONE OF

5E4NK’ HA$354NKED ’ THE PLAYERS.
B

<P - A
= OH, ASTONISHINGLY
S50. 4

RETAIN YouR POISE \MES -~ 50 FoLLow THESE GUIDELINES
9‘ AND AT JEAST pgg-‘?"és,‘;,“lu e TO MAKE PLAYING MAGIC: THE
GRACEFULLY. GATHERING MORE THAN JuST FUN,

BuT A JOYFUL ENDEAVOR oF
COURTESY AND REFINEMENT.

OH. You BEAT MF. EvVEN THOUGH T
HAD You Bown To ONE LOLISY LIFE POINT.

You BEAT mg . low CHARMING.
\\ CONGRATULLATE You. HEM, HEH...
N

OMr wat A FESTVE game!!
How REFRESHING o FACE
SucH A CAPABLE oPPONENT ”

MY, yes I!?




li*ese h)ms

) = ‘!/
\\




+

J-_-.!Iit.,

Pay $350 for
a piece of
cardboard?

Sure, it sounds silly when you put it
that way, even if the card does say
Black Lotus. Yet sports nuts don’t
think twice about spending thou-
sands of dollars on baseball cards.

Take for example the 1933
Napoleon Lajoie card, which in
mint condition goes for around
$6,500. Who's Napoleon Lajoie?
It doesn’t matter. In 1933 he
swung a stick at a leather spheroid,
so now we must all pay fiscal
homage to him.

Ccome to think of it, this whole
trading card thing is completely
bizarre. How has the human race
gotten to the point where a person
will work for hours—even days—to
earn enough money for a card-
board rectangle with some pretty
colors on it?

I’m so glad you asked...

Quick! To the Bordello!

Cards were first invented in China
in the 10th century. Legend has it
they were created to solve a rather
unusual problem: What do you do
with a bored harem?
Traditionally, Chinese emperors
had 121 wives organized into five
ranks: one empress, three consorts,
nine spouses, 27 concubines and
81 assistant concubines. Things
could get pretty slow if you were,
say, assistant concubine No. 78.
you can only file your nails so many
times before you start thinking
about shoving your emery board
up assistant concubine No. 77's
nose just to see what would hap-
pen. Thus, cards were invented to
keep the emperor’s wives from
clawing each other’s eyes out.
Chinese cards were made

] \ from flexible strips of white card-

poard about 5 inches long and
1.5 inches wide. A deck con-
sisted of 40 cards divided into

four suits: coins, coins strung
\together, piles of coins

strung together, and lots of piles
of coins strung together. (Merci-
fully, the inventor stopped here.)

Each card in a suit was num-
bered 1 through 10 and bore an
appropriate illustration (e.g., the
eight of coins had a drawing of
eight coins), except for the suit of
piles of coins strung together,
which was represented by pictures
of guys with funny hats. Who are
they? Who knows. Maybe they‘re
the emperor’s 121 brothers-in-law
saying, “Hey man, | really need a
new transmission. Could you lend
me a pile of coins strung together
till next March?”

Not to be outdone, the nobility
of India invented their own playing
cards in the 10th century using
discs of lacquered wood that were
anywhere from 2 to 5 inches
across. Like the Chinese cards they
were divided into various suits,
each based on a different incarna-
tion of the Hindu god Vishnu. Deck
sizes ranged from 96 to 120 cards,
but history does not record just
how you were supposed to shuffle
120 wooden discs. No word either
on whether it was okay to use an
incarnation of Vishnu as a coaster.

One of the Indian cards showed
the Hindu deity Ardhanarisvara hold-
ing a sword, a cup, a coin and a
wand, and while no one knows for
sure if there’s a connection, these
happen to be the four suits in early
European cards and tarot decks. (See
the sidebar for more on the tarot.)

By the way, if you’re curious
about the Chinese emperor’s sleep
schedule, it went like this: The
emperor spent one night alone
with the empress, then one night
with the three consorts as a group,
one night with the nine spouses
as a group, three nights with dif-
ferent groups of nine concubines,
nine nights with different groups of
nine assistant concubines, then
back to the empress again. Tired?

Read ’Em and Weep,
My

Liege

Playing cards first appeared in
Europe in the second half of the
T4th century. Early Italian decks
had anywhere from 52 to 60 cards
divided into the sword, cup, coin
and wand suits, and each suit had
pretty much the same cards we
have today: ace, two, three and so
on all the way up through king.
Decks with 60 cards had additional
court cards in each suit; sometimes
they were knights, sometimes they
were attendants to the queen.

Historians believe European
cards were inspired by cards from
the East. Italian merchants may
have come across Chinese decks
in their dealings (so to speak) with
silk and spice traders, or crusaders
may have picked them up from
Arabs in the Holy Land. (“Look,
honey, I've brought back cards.
And here’s the head of the guy
who gave ‘em to me!”) However
they got there, they spread quickly.
By the middle of the 15th century,
cards could be found in every
country in Europe.

The oldest surviving cards
were made in France around
1440. They are a set of 10 face
cards found in the cover of an
old book. They'd been glued into
the binding to help stiffen it, and
they have the first known exam-
ples of hearts, diamonds, clubs
and spades. Why hearts, dia-
monds, clubs and spades?
Nobody knows. Stop asking so
many questions.

European playing cards used to
have plain backs, which meant that
if Olaf down at the paper factory
sneezed while making the sheet
your cards were cut from, your ace
of spades could wind up being per-
manently marked with, say, a piece
of spinach. It wasn’t until the mid-
dle of the 19th century that it
became common to cover up
imperfections in the paper by print-
ing card backs with either a solid
color or a design.

Another card iInnovation, the
double-headed face card, didn’t




Antique Chinese
mah-jongg cards
appear until 1813, when a German
company issued a deck celebrating
a recent battle. They used portraits
of the monarchs and generals from
the winning side for the king and
jack cards, and printed their faces
on both the tops and bottoms so
the card looked the same no mat-
ter which way you held it. Before
then, face card pictures had heads
at the top and waists at the bot-
tom; if you got dealt a mess of these
cards and they happened to be
upside—down, the odds were good
you'd absent-mindedly turn them
right side up, tipping off everyone
at the table in the process.
Another innovation, the joker,
made its first known appearance
in 1857, courtesy of Samuel Hart &
Co. of New York. It was introduced
as a novelty item. The term “joker”
has come to mean any extra card
included with a standard deck.

It’s Not Your Turn,
Genghis. Put The
Little Fishie Back in
The “Lake.”

By now you're probably wonder-
ing what the heck card players have
been playing for the past 1,000
years. Did the emperor’s concubines
sit around saying, “Okay, Texas
seven card stud, Alabama rules,
deuces and snowmen wild,” before
they dealt? Or did Genghis Khan
get that maniacal, hlood-curdling
glint in his eye as he stared across
the table at his opponent and said,
“Go fish”?

The original Chinese card games
were probably derivations of existing
dice and board games, but as time
went on new games were invented

just for cards. An early Persian game
called as-nas was the original col-
lect-cards-by-suit-or-kind game. Vari-
ations of ds-nas have been popular
for centuries, including such favorites
as poker, gin, go fish and so on.
Poker fans who think Hoyle is
some big expert on the game and
who buy all those According to Hoyle
books are in for a big surprise: It's
impossible to play poker according
to Hoyle. Hoyle died in 1769,
decades before poker was invented.
Edmund Hoyle was an English attor-
ney who wrote about card games
that are now almost unheard of, like
whist and piquet. The companies
that publish According to Hoyle books
are using his name the same way
dictionary publishers use the name
“"Webster.” Think about it: Just
because your dictionary has an entry
for “McNugget” doesn’t mean
Daniel Webster ever heard of one.
Poker originated in the gam-
bling rooms of 19th century Mis-
sissippi riverboats. The earliest
mention of the game is from 1834,
when it was still played with only
20 cards: aces, 10s and face cards.
As poker evolved, it gave birth to
a number of saloon-based offshoots
in which players gambled for
drinks. These games, rum poker
and gin poker, eventually became
known as rummy and gin. Game
designers, take note: There’s still
room for pifa colada poker, tequila
popper poker, and vomit-in-
your-friend’s-car-on-the-way-home
poker. Eternal fame can be yours.
The blackjack family of games,
which includes baccarat and
chemin-de-fer, dates at least as far
back as 1490 when baccarat was
introduced to the French court of
Charles VIIl. War—the card game,

It says here that if you bite into a
Certs with the lights off you ¢an
see a spark!

that is—is even older; Charles VI was
cuckoo for it, which helps explain
why he was known as Charles the
Fool. Actually, Charles the Big Card-
Slapping Baby is more like it.

And Then

Commercialism Set In
Trading cards have their roots in an
odd 19th century playing card cus-
tom. Before manufacturers started
printing on both sides of cards, it
was common to use the plain
white backs as scratch paper. If
you paid a visit to someone’s
house, for instance, and they
weren’t there, a servant would
offer you a stack of cards on which
to leave a note. Eventually people
decided to stop wasting playing
cards and instead had calling cards
printed up with their names on
them. Businesses started making
similar cards, called trade cards
(sort of like our modern business
cards), and by the 1850s collec-
tors were busy stuffing shoe boxes
full of every trade card they could
get their hands on. Sound familiar?

In the 1880s, tobacco compa-
nies started putting cardboard rect-
angles in cigarette packs to keep
the packs from being crushed dur-
ing shipping. Someone then hiton
the idea of turning the cardboard
into a promotional tool by putting
a picture on one side and a cigarette
ad on the other, making it into a
collectible trade card. Early cigarette
card series featured flags, birds,
presidents, fruit and, of course,
baseball players.

The first baseball cards were
made in 1886 by an obscure Ne'zw
York company named Goodwin.
Action photography didn’t exist
back then, so Goodwin had play-
ers go into a studio and pose in
. front of a backdrop, pretend-
ing to hit or throw a base-
ball dangling from the



A playing card from i
15th-century France, the
oldest ever found in Europe

ceiling on a string. As if they didn‘t
feel stupid enough already, play-
ing in those droopy, flannel long-
john things.

Starting around 1908, candy
companies started manufacturing
cards aimed at kids, and when
tobacco companies stopped pro-
ducing cards in 1914 the candy
folks took over completely.

The first “gum” cards came
outin 1933, made by the Goudey
Gum Company. Topps made its
debutin 1951 and soon acquired
the exclusive rights to sell base-
ball cards packaged with a con-
fection. In 1963, Fleer tried to get
around this by selling card packs
labeled “Fleer Major League Base-
ball Cards With Cookie,” except
the “cookie” was really just a piece
of gum, i.e., a confection. Topps
was not amused and Fleer was
ordered to stop.

Eighteen years later, in 1981,
Fleer finally realized that it could
get around Topps” monopoly by
packaging its cards with some-
thing other than gum. And so the
Fleer Major League Logo Sticker
(with baseball cards) was born.
Donruss followed suit, packaging
its cards with a puzzle piece.

Increased competition led to a
golden age for baseball cards in
the mid- to late '80s. Markets pros-
pered and prices on vintage cards
shot through the roof. This golden
age was best represented by a
new company in the baseball card
biz: Upper Deck,
which joined the
| fray in 1989,

d Upper Deck’s
cards were

printed on better stock than
Topps’, Fleer’s or Donruss’. It also
featured higher-resolution photos
and holograms on the back to pre-
vent counterfeiting. Soon, every-
one was printing premium cards,
with increasingly higher price tags.
Packs of baseball cards that used to
be 50-cent impulse buys were now
$4 investments.

In 1991, perhaps fed up with
the paperwork needed to obtain
the bank loans needed to buy
cards, collectors collectively threw
up their hands and said, “Oy
gevalt! Enough!”

The baseball card market is cur-
rently in what economists call a
down cycle. Or as sports fans
might say, the market is currently
lying low, waiting for the right
moment to follow the lead of
Michael Jordan and Magic John-
son and come out of retirement.

No, Please,

No More Sports

Not everyone is crazy about
sports cards, of course, and card
manufacturers have always
printed alternative sets. Some of
the more famous ones have been
Mars Attacks, Wacky Packages,
Garbage Pail Kids and a little game
called Magic.

That last product was designed
by Richard Garfield and released
by Wizards of the Coast in August
1993. The original print run, sup-
posed to last six months, sold out
in six weeks. The following year,
TSR offered a collectible card game
of its own, and in 1995, dozens
of CCGs were released.

So that’s pretty much the
whole card story in a nutshell.

But it still leaves you wondering:
What if cards hadn’t caught on in
that fateful harem? What if all the
emperor’s wives had taken up
macrameé instead, and cards had
been replaced throughout history
by wall hangings and potholders?
Would anyone pay $6,500 for a
Napoleon Lajoie tea cosy?

If so, please contact Eric Black,
care of Wizard Press. Hurry while

supplies last! @

Eric Black is a freelance writer living in
Los Angeles. He also has a set of hand-
knit Moxes for sale.

" Hand-painted papier-
miché Indian cards
from the 19th century
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f you've never seen torot cards, you're missing out on one -
of the most surreal things humans have ever devised, second
only to Lik-M-Ade &“AIf.”

The tarot is a deck of 78 cards that in the right hands can sup-
posedly help divine the future. Fifty-six of the cards look like
standard playing cards, with four svits of 14 cards each. The
modern names for the suits are wands, cups,swords and penfales.
The other 22 cards are known as the major arcana, and they
are major bizarro,

The major arcana are sort of like o big set of jokers: They don't
really hove anything to do with the rest of the deck, they're just
there to look cool. They have such names as The Fool, The Lovers,
Temperance, The World and Death, and each has a picture to
accompany the fitle.

The basic tarot images are standard from deck to deck, though
each deck offers its own details and interpretations. Some of the
pictures are downright creepy.

The Tower, for example, depicts a happy little smiley-face sun
vomiting lightning on a tower that two men are falling out of face-
first. The Hanged Man shows o blissful-looking man with a halo
hanging by his foot from  tree. And sirangest of all, The Wheel
of Fortune depicis o confestant actually choosing the gift certificate
instead of the prizes. (Okay, so | made that one up, but there
really is a Wheel of Fortune card.)

While the earliest known tarot packs date back to 1392, occult
legend cloims the deck is much older than that. Supposedly, o
group of high priests in ancient Eqypt knew their kingdom was
about to fall into the hands of barbarians and were afraid their
libraries would be burned and their wisdom lost forever. So they
encoded everything they knew info the tarot pictures and gave
them 1o a possing aypsy, hoping their learning would be spread
throughout the world in the guise of o common card game.

It's a cute story, but historians feel it’s highly suspect. A more
likely explanation is that the cards were created by a band of 12th
century herefics called the Waldensians. The Waldensians were
outlawed by the Catholic Church and forbidden to associate with
other Christians. To continue to preach and make convers, then,
they would hove had to disguise their teaching aids as something
innocuous, like a deck of cards. They may well have invented the
tarot for this purpose, but no one really knows for sure,

So there you have it. The tarot: cards for people who feel Mind-
stab Thrulls jus! aren’t weird enough.

TH

—Fric Black




give them what they want.

These game‘Hungry readers are seeking refuge in your events so let
us send you our sick...our poor...our huddled masses. See, by placing
your listing in InQuest each month, you'll be reaching thousands of
ultra-acti\‘re gamers easily and affordably. And that’s what you want.

To take advantage of what this

new section has to offer, contact:
Karen Evora -

Specials Sections Acct. Mgr.
Full P‘E‘: Inc. .

151 Wells Avenue, Congers NY
10920

PH: 914.268.3907 FX: mt;%a iﬁ :
we're looking forward to seeing

CALIFORNIA

EVERY WEDNESDAY, FRIDAY & WEEKENDS IN APRIL, CORONA

Main Event Collector’s Show in the Inlond Empire's longest running show, Southern Cal-
ifornia’s newest and best location, 2180 Nevada Street, suite 190, take the 91 Frwy
exit south on Mckinley, turn n?h! on Sampson, turn right on Dupont, and it's on the
carner of Dupont and Nevada, fucing the freeway, 100 eight-foot tables @ $30 each,
free admission and parking, Weds & Fri: 5-10pm, Sat & Sun: 10am-Spm. Air condi-
tioning, le satellite T‘rf's, KOTB,_Mugic, toys, ftiiguefines, Hot Wheels, Starting Lineup,
sporfstards, non-sporiscards, giveaways, and many more attractions, MAGIC: THE
GATHERING TOURNAMENTS HELD EVERY SUNDAY. Appearing May 8th, arfists and
publisher from BLUE COMET PRESS (Zorann: Star-Warrior and Deathrow). Confact:
Main Event for dealer information @ 909-371-4451 and ask about our discounted
monthly rates, fournament informations, signings and other special show events.

JUNE 21-23,{55.!" PFDI:AIISISCO

Khalsa Brain Games Productions presents Manafest ‘96, Cathedral Hill Hotel (for
honkinf and directions call 800-622-0855), pre-register for Manafest hef(ure rSU/OI“f:
to get the special 520 three day poss. Send your name, address & phone # with o
check or money order to: Khalsa Brain Games, P.0. Box 170436, San Francisco, CA
94117. Parents who attend with their paid child get 1/2 off the speciol rate, After
5/15, the four du[y r|gat:lss is 530. A single day pass is S15 and is available at the door
only on the doy of the festival, call for show fimes. Manafes!, North America’s largest
trading card convention, is three days of nonstop card gaming fun and excitemen, Fea-
turing over 25 different MAGIC TOURNAMENTS, over 20 ulﬂer NON-MAGIC TOURNA-
MENTS (hosting Wizards of the Coast Professional Tournament
hour open goming, free demos with free cards, 0 4,000 sq. ft. exhibitors hall, special
seminars and special guests! Over 20 different card manufacturers will demo their
Iatest additions fo the growing world of trading card games. Attendees can speak with
the manufacturers direclly with comments and questions about their games. Specil
guests include: Tom Wylie ond Mark Rosewater of Wizards of the Coas}, aris Randy
Gallegos and many others. Other special events indude the Questfor the Gems of Daan-
ten, which is a weekend long “Bead style tournament, The “Ante-Room " an angoing
sealed-deck !numeK wha're you must play for ante, was the surprise hit of ManaFest
'95 and will be back again. Infroducin Iﬁis year, the Tournament X" raom, where a
different rules voriant fournament will be conducted every few hours. Come with your
suitcase of cords to be prepared fo create "unusual” decks of all sorts, There will lso
be a pairs tournament, an “under 15 year old" tourney and a 100 card o lorger size
deck tournament. For hotel accomodations, stay at the heautiful Cathedral Hﬂl Hotel

and pay a special Manafast price of only $82 o night plus tax. Pay this special rote u‘)
|

to 3 days hefore or 3 days after Manafest, For more information about Manafest ca

the Hotline @ 415-985-5223 or chack out our World Wide Web site @
http://wwerw.ibar.com/manafest. E-mail can be addressed to magic@sirivs.com.

valifier round). 24
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. Qurreadershave been begging us to create a Shows & Conventions ‘ :
" sectionin InQuest—and as demanding as they may be, we still like to

GEORGIA
JUNE 20-23, ATLANTA

Dragon*Con ‘96, Atlanta Hilton and Towers, Westin Peachiree Plaza and the Atlanta
Givic Center, 350 tables (sold out) and 120 exhibit booths (few remaining), 545 for
a 4 day pass (in advance), dealer hours: Thurs: 12Noon-6pm, Fri.-Sal: 10om-6pm, Sun.:
10am-5pm. Over 300 guesis some indlude: Neil Gaiman, Gareb Shamus, Al Feldstein,
Mark Hamill, John Kric?ulusi, Kevin Smith, Dr. Timothy Leary, Bruce Sterling, R.U. Sir-
ius, RA. Salvatore, Patricia Kennealy, Larry Elmore, Clyde Caldwell and many more.
Programming runs a full twemy-fuurrmurs on Thursday, Friday and Saturday with mul
tiple musical performances each night (featuring GWAR, The Flush Girls, Glass Ham-
mer). Gumin% highlights include: 51,000 AD&D 5-player team tournament, S1,000
Starfleet Battles Tournament, 21 RPGA Events, 7 Living City Events (including five
first-run tournaments), 2 Living Jungle Events, 1 Virtual Seattle Event, House of Thud,
Living City Poker, World Crisis Role-Playing simulation, 3rd annual 4 day Super Bat-
fletech Tournoment, complete Puffing Billy Tournament, Magic: The Gathering events
officiolly sanctioned by the Wizards of the Coast Duelists' Convocation, Faur Live role-
pluyinﬂjevenls featuring Dark Confrontation and Liquid Dreams' Wraith and Mage, o
room full of the latest computer games, with special demonstrations of the latest Ori-
gin Systems games from Richard "Lord British” Garriott. Contad: Dragon*Con @ 770-
925-0115 or link to our World Wide Web site at hitp://www.dscgo.com/~dragoncan.

ILLINOIS

JUNE1-2, SPRINGFIELD

Card Con ‘96, Prairie Capital Convention Center, 1 Convention Center Plaza, pre-reg-
ister by April 31 - S15 and no entry fees®, pre-register by May 20 - 520 and no entry
fees* (*Sealed Deck tournament fees will be dependent on @ combination of whether
the person pre-registered and/or purchased their cards from the tournament coordi-
nator), At EEJDI $7/day plus applicable entry fee for eoch tournament, Sat: 9am-Mid-
night and Sun: 9am-6pm. Thousand in prizes and giveaways. Demonstrations, exhibitors,
dealers, over twenty CCG tournaments (sanctioned and non-sanctioned), and comics.
Portions of pmceez 1o benefit "Children's Miracle Network”. Tournament highlights
indude: 4 Magic: The Gathering events, 2 Star Wars, Marvel Overpower, Dixie, Stor
Trek: TNG, Red Zone, Top of the Order, Redemption, Gridiron, Shadowfist, and more.
Trophies and prizes will Ee given fo the winners of each CCG tournament. In addifion
one person will be crowned Grand CCG winner. They vill receive the grandest trophy
of them all and at least $500 in CCG related products. The Grand CCG winner is an honor
based on participation and will be (:wvurden:sJ to the person who accumulates the most
points for their parficipation in various tournaments and demonstrations. For more
info, send @ SASE to: Lamont E. Gary, Event Coordinator, 209 Springcreek Drive,
Springfield, IL 62702, 217-546-4756 or contact: Chris Marfin @ 217-753-3916, Got
"Em City.

MASSACHUSETTS

MAY 18, BOSTON

Gray Matter, 57 Park Plaza Hotel, 200 Stuart Street, 617-482-1800, M:TG conven-
tion & fournament: GRAND PRIZE - $1,000 in CASH or THE BIG TEN (5 Moxes, Black
Lotus, Time Walk, Timetwister, Ancestral Recall and a Time Vault) over 15 tourna-
ments throughout the day. Huge dealers areo. Doors open 9am, S14in advance, S17
ol the door. Contact: Glen Frieﬂmun, Gray Matter, 291 7th Avenue, 9th floor, NY, NY

10001, 212-633-1288, E-mail graymatter@expressways.com.

JUNE 15, BOSTON

Gray Mutrier, 57 Park Plaza Hotel, 200 Stuart Sireet, 617-482-1800, M:TG conven-
tion & tournament: GRAND PRIZE - $1,000 in CASH or THE BIG TEN (5 Moxes, Black
Lotus, Time Walk, Timetwister, Ancestrol Recall and a Time Vault) over 15 tourng-
ments throughout the day. Huge dealers area. Doors open 9am, $14 in advance, $17
ot the door. Contact: Glen Frieﬂmun, Gray Matter, 291 7th Avenue, 9th floor, NY, NY

10001, 212-633-1288, E-mail graymatter@expressways.com.

N E!'\ET IﬂSEOfItSEY

25
glrf;\y’ Matter in New Jersey (formerly East Coust Magic), Raritan Inn, exit 10 off NJ Turn-
pike, MTG. tournament: GRAND PRIZE - 51,0001in CASH,'over 15 tournaments through-
aut fhe day. Big dealers area. Doors open 9am, S12 in advance, $15 at the door.
Contact: Jim Pernicone, Gray Matter, 291 7th Avenue, 9th floor, NV, NY 10001, 212.
633-1288, E-muil graymatter@expressways.com.



JUNE 29, EDISON

Gray Matter in New Jersey (formerly East Const Magic), Raritan Inn, exit 10 off NJ
Turnpike, M:TG tournament: GRAND PRIZE - $1,000 in CASH, over 15 tournaments
throughout the day. Big dealers area. Daors open 9am, $12 in advance, $15 ot the
door. Contact: Jim Pernicone, Gray Matter, 291 7th Avenue, 9th floar, NY, NY 10001,
212-633-1288, E-mail graymatter@expressways.com.

NEW YORK

MAY 11-12, NEW YORK

Gray Matter presents the Magic: The Gathering Northeast Regional Championship,
New Yorker Hotel, 34th Street & 8th Avenue, M:TG convention & tournament: GRAND
PRIZE - $5,000 in CASH PRIZES and 11 ENTRIES info the MAGIC: THE GATHERING
NATIONALS CHAMPIONSHIP over 50 tournaments throughout the weekend. Huge
dealers aren. Doors open 9am, $25 in advance, $30 ot the door. Contact: Glen Fried-
man, Gray Matter, 291 7th Avenue, 9th floor, NY, NY 10001, 212-633-1288, E-
mail info@nground.com.

JUNE 8, NEW YORK

Gray Matter in NYC (formerly NY Magic) New Yorker Hotel, 34th Street & 8th Avenue,
M:TG convention & tournament; GRAND PRIZE - $1,000 in CASH or THE BIG TEN (5
Moxes, Black Lotus, Time Walk, Timetwister, Ancestral Recall and a Time Vault) over
25 tournaments throughout the day. Huge dealers area. Doors open 9am, S14 in
advance, $17 ot the door. Contact: Glen Friedman, Gray Matter, 291 7th Avenue, 9th
floor, NY, NY 10001, 212-633-1288, E-mail graymatier@expressways.com.

JUNE 8, NEW YORK

Magic Tournament, S1. Paul's the Apostle Church - Auditorium, 415 W. 59th Street,
pre-registration $12, $15 at the door, (send money order to Geargina Nieves, Finest
Collectors, Inc., P.0. Box 39, Bronx, NY 10471, 914-376-3499 unfil May 31st, 1996)
doors open at 9am. Speciui evenls include: 8 cash prizes, grand prize $1,000 cash,

2nd prize S500, 3rd prize $250, 4th prize $100, 5th-6th prizes S50, 7th-8th prize
$25. DEALERS WELCOME! Contact: Georgina Nieves @ 914-376-3499.

JUNE 15, LONG ISLAND

Gray Matter in Long Island (formerly NY Magic) Long Islond Marriott, exit M4 off
Meadowbrook Pkwy (next to Nassau Coliseum), M:TG convention & tournament:
GRAND PRIZE - $1,000 CASH or THE BIG TEN (5 Moxes, Black Lotus, Time Walk,
Timetwister, Ancestral Recall and a Time Vault) over 15 tournaments throughout the
doy. Huge dealers area. Doors open 9am, $14 in advance, $17 at the door. Contact:
Glen Friedman, Gray Matter, 291 71h Avenue, 9th floor, NY, NY 10001, 212-633-
1288, E-mail groymatier@expressways.com. \

OHIO

JUNE 1-2, CLEVELAND /RICHFIELD

Promotions Unlimited Presents Cleveland/Richfield Comic Book & Non-sportscard Con-
vention, Richfield Holiday Inn, Rt. 21 & Ohio Turnpike exit 11 or 177 & Brecksville Rd.
exit 145,70 - 6' x 33" tables @ $90 for 1, $170 Fnr 2, 5240 for 3, S300 for 4 (prices
are for both days), $5 admission or $8 for both days, children 6 and under are free,
Soturday: 10am-5pm, Sunday 10am-4pm, promotional material to be given away,
drawings to be held both days, Magic Card tournament held both days, hosted by: "Big
Buddah's Comics," for Magic information & pre-regisiration contact: Jeff or Juson @
216-896-3635. Guests intFude: Buzz (Vampirella - arfist, inker, penciller), Marfin Ege-
land {Aquaman - penciller, DC comics), Susan Van Camp (Magic card artist & designer
of the new game: "Dragon Strom”), Robert A. Kraus (creator of "Chakan the Forever
Man", The Executioner, also president of: Rak Graphics), Barry Linck (creator of:
Phineus, Magiciun for Hire - arfist, writer, animator, also a strip called "GIL" The Walk-
ing Dead, ssﬂf publisher: Piffle Productions, developing a rure playing game called
"Backwaters of Mysticism"), other guests and activities will be announced as they are
confirmed, for convention information contact: Promotions Unlimited - Steve Weimer
@ 216-650-4039 or E-mail @ debbie5@ix.netcom.com or FAX fo 216-650-4039.

v
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GUSTUMIZABLE BARD BAME"
STAr Trekass s and morel ;

. ¥ Starter Decks ¥ Singles
V Booster Facks ¥ Sets

| No matter where you are... f |
. We'"re your local dealer! i

P.0. Box 7151
Deerfield, IL 60015

1-8647-945-1121/Phone

15294/Fax
skyhimkt@interaccess.com

s AMERICAN

Bky High Hobbies
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ManaFest€t

North America's Ultimate

Trading Card Game Convention!
June 21-23, 1996, San Francisco, CA

3 full days of:
* Nonstop 24 hour Gaming
e Over 50 different tournaments
o Over 20 Manufacturers
*100's of prizes
And, at least a zillion'different
ways to have fun!
Call the ManaFest Hotline
for more info:
415-985-5223

Or check-out our web site with all the latest info!
http://www.ibar.com/manafest

*Azillion means a whole bunch, i.e. more than forty, maybe

less than a googolplex.
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B Pyrokinesis, one of the
Alliances “cards that will be

toming ini June.

I  Howling Mine; one of Magic's
most réquested cords, is still
dimbingin the $6-510 range.

i
72 1QOUEST

§ By Dan Albaugh

Perhaps it's a bit early to make a judgment, but
hobby retailers are expressing disappointment that
the upcoming launch of Magic: The Gathering's
Alliances expansion isn't generating the excitement
accompanying earlier releases. The ninth Magic
expansion set will consist of 140 cards and is slated
for an early June release. Twelve-card booster packs
will have a suggested retail price of $2.45.

Jim Eisert, owner of Castle Archon in Erie, Pa.,
has spent nearly $600 on 20 television commer-
cial spots hoping to presell boxes of Alliances at an
attractive discount. Says Eisert, “The commercials
are running on our local Fox station during ‘The
Simpsons,” which is seen every weeknight at 7
o'clock. So far, I've presold two boxes. I'm not
overly disappointed because my store is still get-
ting exposure. I've come to accept the fact that
the area | live in is not Magic-intensive any longer.”

Scott Olman, who owns Pegasus Games in
Madison, Wis., offers these thoughts on Alliances.
“Yes, we have had inquiries by customers but
there doesn’t seem to be any sense of urgency
to preorder. Most gamers are assuming packs
of Alliances will be readily available, so they’re
taking a wait-and-see approach.”

“I'm hoping Alliances will revitalize a slug-
gish Magic market,” offers Mark Welch of Comic
Cubicle in Williamsburg, Va. “The gamers in my
shop are hoping Alliances will contain some really
novel cards and not seem as if the cards are just
rehashes of earlier cards.”

What’s Hot in Magic?

In an attempt to gather pricing input, store
owners across the country are faithfully sent an
InQuest retailer survey each month. Sure, the
postage costs are outrageous but, heck, our read-
ers deserve the best possible price guide.

Besides helping us price cards, retailers are
also asked to list their 10 best-selling or most-
requested Magic cards. As you can well imag-
ine, lists of this nature contain dozens of different
cards. But three cards just keep appearing on
the Top 10 lists: Howling Mine, Millstone and
Strip Mine. Fourth Edition versions of Millstone
and Strip Mine can be found in the $3-35 range
while Howling Mine is a bit more at $6-$10.

Eric Jacobson, manager of Dreamscape Comics
in Bethlehem, Pa., reports that his store is con-

stantly selling and re-stocking those three popular
cards. Says Jacobson, “I have all three in my own
Type Il deck and they’re very complementary. Howl-
ing Mine is a great card in that it speeds up the
game. In some types of decks it's tough to get rid
of certain cards such as enchantments and artifacts
and that's where Millstone comes in handy. Strip
Mine takes away all of the annoying lands and can
limit an opponent’s mana early in the game.”

NMore In-Store Tournaments

In an effort to create interest and boost sales,
more shop owners are hosting in-store Magic
tournaments. "Our first tournament is coming up
soon,” relates Barry Branvold of Grand Forks,
N.D. "l expect about 50 of my customers to sign
up. I'm giving store gift certificates as prizes, and
I'm hoping everyone has fun.”

Branvold also wants the tournament to gen-
erate sales. “If gamers get beat by a particular
card, there's a good chance they'll want to buy
that card immediately and add it to their deck.”

(See “InQuest News” on page 13 for more
information on new Wizards of the Coast-related
tournament activities.) W

Top > Hottest CCGS

1. Magic: The Gathering (WotC)

Thankstothe cooling offiof Star. Wars, Magicregains the
No. 1 slot. The impending release!of Allianceshus generated
some collector excitement.

2. Star Wars (Decipher)

The game hos cooled slightly, although the key character
cards remain afilofty/prices. In'some instances, interest has
waned because dealers hoveisold out.

3. Middle-earth: The Wizards ().C E.)

Middle-earthicontinues toihold its own inithe middle
of the Top 5 pack. Most retailers have been pleasanily
surprised with this (CG's success.

4. Shadowfist (Daedalus)

The release of the Netherworld expansion/sef has
renewed inferest in this popular (CG.
5. OverPower (Fleer)

Mission Conrol, the latest expansion for Overfower, has
collectors and gamers searching for the newest hero cards.

ard Stock

Tfa.ckingtrendsinthecardgamemarket

ANTIGIPATING ALLIANGES® ARRIV



THE LEADERIN......

MAGIC the Gathering

Also available all Singles,
Sets, Packs, Boxes, Cases

ALPHA
BETA
UNLIMITED
REVISED
ARABIAN NIGHTS
ANTIQUITIES
LEGENDS
DARK
FALLEN EMPIRES
ICE AGE
CHRONICLES
HOMELANDS
STAR TREK
GUARDIANS
DRAGON DICE
REDEMPTION
SHADOWFIST
STAR WARS
MIDDLE EARTH

WE HAVE THE CARDS

BEST SELECTION !
BEST PRICES !
BEST SERVICE !

Alpha-Beta-Unlimited Singles

Ancestral Recall
Berserk

Black Lotus

Blaze of Glory
Camouflage
Chaos Orb
Consecrate Lands
Copper Tablet
Dwarven Demolition Team
False Order
Forcefield
Gauntlet of Might
Ice Storm

Icy Maniputator
lllusionary Mask
Invisibility

Iron Claw Orcs
Jade Statue

Lich

Moxes

Natural Selection
Psionic Blast
Raging River
Sinkhole

Twiddle

Two Headed Giant
Timetwister

Time Vault

Time Walk

Word of Command

CALL Anytime (941) 927-8398
Fax Orders (941) 927-9495

E Mail :

TNCMAGIC@gate.net

TNC, 6113 Clark Center Ave, Sarasota, FL 34238 USA
MINIMUM SHIPPING & HANDLING $4.00
We accept checks and money orders plus Mastercard,
Visa, American Express and Discover
We ship Worldwide - Overnite service is available
We Buy-Sell-Trade

Prices are subject to change.

FREE CATALOG

Arabian Nights Singles

Ali from Cairo

Bazaar of Baghdad
Diamond Valley

Drop of Honey
Elephant Graveyard
Erhnam Djinn
Guardian Beast

Island of Wak Wak
Jihad

Juzam Djinn

Old Man of the Sea
Pyramids

Ring of Maruf
Shahrazad

Singing Tree
Antiquities Singles
Argivian Archaeologist
Ashnod's Transmogrant
Candelabra of Tawnos
Mishra’'s Workshop
Urza's Avenger
Legends Singles
Acid Rain

All Hallow's Eve
Dakkon Blackblade
Eureka

Firestorm Phoenix
Gravity Sphere

Living Plane

Master of the Hunt
Mirror Universe

Moat

Nether Void

Recall

Reverberation

Sword of the Ages
The Abyss

Underworid Dreams

CALL
FOR
CURRENT
PRICES

ey
LR R

ALWAYS
BUYING
SELLING

GUSTOMIZABLE CARD GAME

We sell the
STAR WARS
Customizable

Card Game

and all

STAR WARS
licensed products

We Sell m
We Bu} The Gathering

THE NATIONAL COLLECTOR

Popular Licensed Collectibles
STAR WARS-STAR TREK- THE SHADOW
BARBIE-G.I.JOE-DISNEY-WARNER BROS.
SUPER HEROES-NIGHTMARE BEFORE XMAS
CARTOONS-TV-MOVIE MEMORABILIA
POSTERS-RARE COINS-ANIMATION ART
Tovs PREMIUM RINGS-CHARACTER WATCHES

\\

l
bk St Wars 13 & regiskirs

Wizands I\M‘( :sl.\ a registered

d k of Lucasfilm L




Toj Mahal and Gndy Crowford. The border is even oll around on
bgslhsides. Both {T{Yes are perfectly smooth, :ﬂﬂm ond free of
printer’s morks. The colors are razor-sharp, and oll of the original gloss is
still there and glossing H‘;ﬁ . Mony cords right out of the
pock foll short of Mint standords. Remember, no imperfections may be
allowed in a Mint cord, regardless of its age. Mint cords sell for more than
thfe 'tesdl‘siad in this mi%? how much more depends on the availability
of the card.

Near Mint (Nr-Mint): Just o notch or two below perfed. A very
small printer’s mark i acceptable, o two comers may be very

worn. The gloss and color are outstanding. The centering is no worse than
65/3 at is, one border may be 30 percent bigger thon its
counterpart. All prices in this guide are for Neor Mint cards.

Excellent-Mint (EX-MT): This cord is <fill a great-looking cord
ond of first g'lfnte may appear o be Near Mint; however, at closer range
some mino flaws come to light. The gloss may be slightly dulled, more
than one corner may be slightly worn, and the centering is no worse than
70/30. EX-MT cards sell for 75 1o 90 percent of price guide listings.

Excellent (EX): Excellent cords may have four dightly worn
corners, 75/25 centering, and jogaed or roughly cwt e? Excellent
sren’mensm have o printer’s mark, poor focus distu?f.mrmien org
slight loss of gloss. (*Loss of gloss.” That's catchy.  Only o small surfoce
wrease is allowed on o cord in Excellent condition ond cards may be
sliggl rout of focus. Excellent cords sell for 50 to 70 percent ofyprice
guide listings.

==
The prices listed are for cards in Near Mint condition. How can you tell
a cord’s condition, and how can you use this price guide to gruge your
cords? Glad you osked... ]
One person’s Mint is anather one’s Ex-Mint. That said, since groding
can be o subjective thing, each person should take into occount what
he feels important. Without further ado, here are the grades:
Mint (MT): Perfedimundo! Beaufifull Sort of o card cross between the
@&

Very Good (VG): A card that grodes Very Good may have of least
.‘A one very worn comer, two fo three worn corners and 85,15 centering. A
‘ h;lw small surfoce é!ueusreﬁﬂgr_e cllwfecfi on uxe {Enrd,dus mﬂlfl asolossof
color or even a picture that is out of focus.
e ksl card sells for 20 to 40

Good (GD), Fair (F), Poor (P): A cord that"

, isn't reulfy guu:i_. Think of if o5 an ok tar'd——(tﬂzn is nu: sgo"mdig Igggin
with—thaf got into o fight on the way home. The card may have fhree

: to four well-wor corners, it may e way off.center and it might even

have a rease or two. Cards in this condifion are not fournament legol,

because they are considered “marked” cards. Faoi

7 4 worse hecause they look like they went ;i:]frot?ghutl:ret\?agitilgleyg:ﬂeuns.
Poor cards are about as muh fun to look of us that cow ot Rutgers
University with the window in his belly. Good cards sell for 1070 15

ercent of price guide listings, Fair cords sel for f;
oor cards sell fgr one fo ﬁ\?e percent. A rlee ] pscantod
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GUIDELINES

WHAT YOU NEED TO KNOW ABOUT THE INQUEST PRICE GUIDE
About the Price Guide J
|

The following collectible card game price guide contains the most
accurate and up-to-the minute card prices available. To make sure the values
listed are as timely as possible, we're in constant contact with hundreds of
retailers and fans throughout the country. The price ranges listed reflect the |
current selling prices 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
might expect to pay if purchasing from a fellow collector, or if buying more
than one card. There are many other factors that can cause a retailer to price
a card for less than the “high price,” which includes local competition,
current saturation of the market, and just plain old supply and demand. 1
(Ultimately, though, a card is worth whatever you are willing to pay for it, or
what someone is willing to pay you for it.) A value listed for a card in a price
guide does not definitively state what a card is “worth.”

How to use the InQuest Magic Price Guide

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

Color boxes to the left of the card name mark the card's color or group-

i Dork Heart of thoWood ... .35.......75
: I DakSphere ............... ]

M Eoter of the Dead ...
! W HedricEel................

O I i o o Sl 2
= N
- i HEtemalFlama ... .4.00
rde of Protection: Aifoct ... 7.00 ... 10.00 : O Beordst ...

anel Dreid ... 350 ...500 : MFPdenThe....... b
ay Statua ... 75 ...150 @ OFesting...........
dworkAvien ... 800...12.00 : M Falbvar Stona ..

e sEEEOER

ek Sordin 1000 ...1500 : O Festival ............
Y e [ Fire and Brimstona ..

PR s

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.

BLOOD WARS

TSR-1995

Ful Set (334 cordk)... = ... S275.00...
Storter Deck (S0 erdk) ... 800 ...
Starter Box (10 dud decks) ... 75.00...
Booster Pack (15 cords) .. 200
Booster Box (36 pocks). ... .. 70.00
Assaesindtion Pt ......... . 500 .8
Choos Bt .................. 4.00
Lody o Pdn ... .00 .
Stiedd Matdens of Odn 4,00
Tiomd 500

TSR 16

Full Sot (134 corch) »
{ﬁmr.'i;i'm!i (15 cors) L
Ef"_":l_! Eox (36 porks) °



BT EC .75 | @ SengirVompie ... ...... . 1000
: % Island Sonctuary .. 1000 i O Semohngel ... ... ...... . 15.00
P @ hoyCup........ . 200 { m ShonodinDryods ......... . w2 1:25
i o Jode Monolith. .. 600 3 W hoa, e S
P @ IodeStoha ... ... 2500 i % ShivonDrgon ......... . 40.00
¢ * Joyemdoe Tome 1000 | @ Smulocum | .. 200
@ Juggemout .. 1200 : M Sinkhole... . 18.00
B hmp ... 125 ¢ @ Seen'sCal ... vt 200 s 350
P Ofme ... .. 200 : o SleightofMind ......... 7.00 ... 10.00
¢ @ Keldon Worlord ;gg i ¢ Snlmke ......... 5 }2%
: P ... 00 © @ SolRing... .. L5
ALPHA LIMITED M s [ 8BS0 R 500 | @ St -2
WIZARDS OF THE COAST- 1993 8- E;ml;‘qukuhe U RO0 1000 ( Olone L 400 i m Spell Blost ans 125
Cords have black borders. Alpha cards have o I EYI[S? L e 125 200 ;@ leyDid... .. 200 : % Stoss .. 10,00
rounder corner when compared 1o Beta cards. o les '553”(8 LM ao0 @ lboyofleng . 200 i @ SteadAtfodt ... ... 200
Full Set (295 cords) $2.800.003,400.00 e ey et R S 8000 i @ StoneGont _........... 125 ... 200
Stater Deck (60 cards).. .. 20000... 25000 ;¥ Fumﬂ::d : 1200 .. 1500 © @ lieforca ... ..o 1. 200 | W StoeRan............ 50 ..125
Storer Box (10 decks) .. 1,900.00..2,50000 : Fus L 50195 i % Ll ... .. 600 ¢ M Sreemoflfe ............ S0 .. 125
Booster Pock (15 cords) .. ... 90.00... 11000 : Fgg:ibu.li """" Voo o%p P @ ety L 200 i - Sunglosses of Urzo 00 ... 12.00
BoosterBox (36 pods) ... 320000..370000 ; O JEEEHK .. - - S0 . 400 : M lghmingBok .. ... ... ... . 125 © W Swomp ... CELIRL T
e el 230 s 200 1 * li%in A?ﬁlnu e 1000 § O Swaristo Powshares .. ... 200 ... 350
hone M et 8 A% © ok gl 600 1000 ¢ % T ‘g .00
@ AirElamentol ... ... ... ... Ay £ oy . Sl "0 ¢ @ lingWal .. 00 ... 500 i WTemor .. .. ... )
* Ancestal Recall .. 100 § @ Tkt lgg T 125 i M UsnoworEhes .. . ; 125 © @ Thicket Bosiisk .. . 300 ... 500
© finate At . -am i B S RO |k Tl ke 00 .. 1800 § % Thougitce ... ... 400 ... 00
® /imate Decd 200 ; W Fo i CTUUUI00 ospn oK lodofthe Rt .. 00 ... 2000 i @ Thone of Bone 125 ... 200
¢ Animate Wall .. 8g ¢ * fomea Nl ... 800 . 150,00 © @ lue s 25 ... 200 i + Timber Wolves 6.00 ... 10.00
* hakhof Misho .. ... g0 § o Fontlell R | il 001500 | % TmeVault oo ... 6000 ... 8000
#r Amogeddon ... ... . i Mohomofi Djfnn ... 00 ... 1800 i * TimeWok... .. 150.00.... 200.00
* Aspect of Wolf Do Momfloe ... . 00 ... 1200 | % Timetwister .. . 90.00... 12000
* Bod Moon % MongShort .. 600 ... 1000 i W Tronquily ... ... .o ore 50 ... 125
. * Bodlands E % MonoVault ... .. 1000 ¢ % Tropical lsond 2000 ... 3000
L % Bolonce ...l i % Monobarbs v 600 .. 1000 © @ Tounomi ... ............ 125 ... 200
® Bosolt Monalih P Meskstone .. < 1000 i % Tundm ... ... 2000 ... 30.00
Q * Boyow L © 8 Mertol of the Peor Ticent . 125 1 @ Tumel . 135 00
Q0 Benalish Hero . i O Meso Pegasus .. i a 125 5 Twidde . 350 ...500
] ® Berserk £ Mind Twst . 1000 .. 1500 % TwoHeoded Gontof Forys 60,00 ... 80.00
* s of P . © W Mons's Goblin Raiders .. ... 50 ... 125 : s Underround Seo 2000 ... 30.00
0] ® Block Knight .. . { W Mounin ............. 35. .. 75 i W UnholyStength i 1.25
* Block Lotus i % MoxEmeld ... ...... 14000... 20000 : W Unsummon... ... ... ...... . 1.25
@ Black Vise * Moxlet ... 140.00... 20000 | @ UthdenTroll ... i 5.00
< O Black Word * MoxPeorl ... ... ...... 140.00... 20000 | * Verdumninclnnness 00 ... 1200
7z Bloze of Glory * MoxRuby ... ......... 140.00... 200.00 i * Vesuvon Doppelgange 00 ... 50.00
vr Blessing ..ol i o MoxSapphite ... ... ... 14000... 20000  + Veteron Bodyguord 18.00 ... 25.00
B Bloo EomentciBlost ... .50 i % Naturol Selection . 4000 ... 5500 i * VolonicEruption ... ... ... 8.00 ... 12.00
D Blue Ward ;% NetherShodow ........7.00 ... 1000 | @ Wolofhr ... 125 ...200
® fog Wraith i @ Nettinglmp ... ........ 600 ... 1000 i @ WolofBone ... ......... 125 ... 200
¥ Broingeyser ... ... i 4 Nevinymol's Disk ... ...... 8.00 ... 1500 : @ Wollof Brombles ... ...... 125 ... 2.00
@ Burowing ¢ o Nightmore ... ......... 2000 ... 3000 : @ WallofFire ... ......... 1. . 200
® (omoufloge .. .. © ¢ Northe Polodin... ...... 1500 ... 2000 | ® Weloflee .. : 200
O (ostle i @ Obsionus Golem ... ...... 1.25 200 | @ WollofStone... ......... 1. . 200
® (elesfol Prism i @ OugiAnilery............ 250 ... 400 i O WollofSwords ......... 250 ... 400
@ (honnel ¢ @ Oish Orflomme ... ... 10.00 ... 2000 | @ WollofWater............ 125 ... 200
# Choos Orh P MPoohze ... 80 . 125 0 W WolofWood .. ... ... 50 ... 125
* Choosloce... z d i O PearedUnicom.... ......... 50 .. 125 | @ Wondedst ......... 125 .. 200
Q G of Pofecton:Bue ... 50 ... 1 ¢ v Personol Incomation ... ... 10.00 ... 15.00 : M WorMommoth ... ......... 50 ... 125
Q Circle of Profection: Green ... .50 ... 1. M Pestlence ............... 50 125 ¢ % WopAtfoc ... ... ...... 600 ... 10.00
2 Circle of Protection: Red ... ... .50 ... 1. ;@ Phontosmal Forces 1.25 200 : @ WaterElementol ......... 2.50 4.00
3 Circle of Protection: White ... .50 ... 1. ‘on i 8 Phontasmel Teroin .. 50 125 : M Weokness . .50 1.25
# Clockwork Beast ... ... ... 700 ... 1000 : * Fok ... ey 25 i @ Phontom Monster 125 ... 200 i % Web.. ce e 600 ... 10,00
® Clone 00 ... 2000 i M FrozenShode ... ... ... . ‘-fm E o ProeShp ... .. 700 ... 1200 i o WheeloiForne ...... 1200 ... 20.00
* Cokatice ... 00 ... 1800 : * Fungusour 120 ¢ m PopeRas ... 50125 E O WhiteKnght .. ... ... ... 350 ... 5.00
O (onsecrate Lond .. 00 ... 2000 i * Goeo'sliege ... N'DO = 35 75 PO White Word 125 2.00
® Comenotor _..........o. 125 .. 200 & & Gounfetof ight ... 10000... 15000 & gy 200073000 | m WidGowh 50 . 125
o Contoct from Below ... 200 o T SOOI v 2 | W Powerleok ... 50125 i ok Wil0TheWip 1000 ... 1500
® Control Magic ... ... ... ... 500 : M Giont Spider LDD i PowerSink... ... . S0 ... 125 i % WinkerOd ... 600...1000
O Conversion 400 ; © Glosesof Urza gﬂﬂ £ 9 Power Sumge .. 700 ... 1000 : @ WoodenSphere ... 125 ... 200
® CopperToblet .. ... ... 1500 : @ Goom .. 700 | M Prodgal Sovcerr S0 .. 125 | % Woof Commond 6000 ... 80.00
* Copy At ... .oo . 1800 : "5°h"“‘3""°°““"9°d° o0 | @ Pioni Blost. 1800 ... 2500 i  WrtholGod ... 800 ... 1200
@ C(ounterspell ... ... .. 600 §  Goblin King . 2000 ¢ M Psychic Venom .. .. 50 125 ©  Zombie Moster . 1000 ... 15.00
B Cow Wom }gg : g“’“‘:;gsm{l“ﬁ“” wreen 123 2?'25 i Purloce 400 ... 600
n g : MUY URMB: oo voninitiaaiei : i % Roging River 50.00 70.00
e 1200 © O GreenWod ............ 1 e | B ot Decd 0 125 - BETA LIMITED
® (rystal Rod gt 1y - 250 § O Guordion Angel ... 1. f'zs i M Red Elemental Blost 50 ... 125 i WIZARDS OF THE COAST- 1993
® (usedlond ...........- | - 200 : B GinalyBeos ... 125 i O RedWord 1.2§ 200 : Beko cords have rounded corners and are
# Cyclopean Tomb ... ... - 90.00... 12500 : I HeclingSohve ... ... .. 1000 | M Rogenerion . sl 125 ©  block-bordered.
W okRitul ... ... . oo S0 o 125 1 o Holmof Chotauk ... ... & 125 : ® Regowh 7.00 ... 1200 : Fol Set (302 covds) $2,100.00... 2,600.00
3 Dakpact .. ... oo ooeio- 600 .. 1000 § B HNGom ... 1200 i © Resumection 350 ... 500 : Storer Deck (60 cords) 150.00... 175.00
O Deoth Word a0 o128 % Hve T, ... 125 | % Reverse Domoge 1000 ... 1500 © StorterBox (10 decks) .. 1,400.00..1.750.00
® Deattyip .. 123 .. 200 ; O Hehbmor.. ........ 175 i % Roheousnes 1000 . 1500 © BoosterPock (15cos) ... 65.00 ... BS.00
* Deathloce... ... ... oo -+ 400 .. 600 O Holy Strenghh ... ... 125 | % Rocof ther Ridges 1200 .. 1800 | Boostr Box (36 pocks) . 2,300.00.. 2,800.00
* Demanic Afiamay . 8.00 ... 1200 : M Howlfrom Beyord ... .. 1500 | % RotkHydo 25.00 ... 35.00
* Demonic Hordes .. 2000 ... 30.00 i * HowlingMine ......... 125 : @ Rodof Run 125 ... 200 ¢ MNome Low High
“ @ Demonic Tutor 10.00 ... 1500 : B Hudoon Minotour . 200 | * Royel Assassin 2500 ... 3500 © @ AsElemeatol 150 ... 300
B * Dingustoq ... 800 ... 1500 : @ Huricono o0 | @ Socifie 250 400 |  Aweshol Recol 50.00 ... 80.00
£ 2 Disenchont ... ... 50 125 ¢ @ Hypnofic Specter . 2500 | & Somite Heoler 50 125 : @ Animat Atifoctl 1.00 1.75
- Dsnvegute. sl 1.25 @ e Stom .. £5.00 “ Sovonnch 20,00 30.00 ® Animate Deod 1.00 1.75
b * Disnptng St . -+ 600 - 1000 § ® ey Monipulotor §000 | ¥ Sovomoh lions 700 . 1000 ¢ Animate Woll . 350 ... 500
.melﬁhem ,,,,,,,, 300 ... 500 : * IMusionory Mask ... .. 200 | M Sathe lonbies 50 25 © % Aakhof Mishro 500 ... 800
F B Dokl .. oo oo e 50 <o 125 ¢ @ InstillEnergy . . 1500 | @ Stovenging Ghoul 125 200 ¢ v Amogeddon 600 ... 10.00
8 % Do Power . .o oo 800 . 1200 ¢ O lnvisbiy 200 i % Scublond 2000 ... 3000 : % Aspect of Wolf 700 ... 1000
£ W Ondgo Skeletons .. - 30 125§ @ honStor . 200 | M Suyb Spites 50 125 © % Bod Moon 700 ... 1000
£ @ Dwonen Demofion Teom 1500 .. 2000 B bondlw Ores 125 © W Seq Serpent 50 .. 125 | % Bodonds 1500 ... 25.00
& W Dinenonios ...+, 20 o 125§ o fumootTedok 100 | % Sedge Tl 1500 .. 2000 : s Bolonce S300 . 800
F ® boohblemen ... oo 250 - 400§ W ind Dok Bhe Sky) Sl T @ Bosol Monolth 200 ... 350
|
= 4
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:ltudeomeremmBloti EIL 1 S|
D (Circle of Protaction; Blue ...... .50..... 1
Q Grdenfﬁn?e(ﬁm:&een | R
0 Circle of Protection: Red ...... .50...... 1
O Circle of Protection: White ... .50. ]
Clockwork Beost : 8

1800 :

1500 :

1500 :

o B

1000 :

400 :

350 :

1200 :
15.00

5.00 :
veee 1.00
1.00

1000 :

175 3

175 :

. 9500 :

M Dork Ritual ........ i W esvaes T #
# Dorkpoct ............ 5.00......8.00
O DesthWord ... 50, 1.00
® Deathgrip......... 1.00 1.75

o Deathloce......... 300 .400 :

% Demonic Attomey 7.00 ...1000 :

% DemonicHordes ......... 18.00 2500 :

@ Demonic Tutor lg% lg% :

# Dingus Egg 1200 :
=] D;?nﬁdm . 50......1.00
W Disintegrote .50 1.00
# Disrupting Scepter ... 5.00...... 800
® Drogon 200......350
M Droin life ... . 50...... 1.00

#* Droin Power 600 ...1000 :
W Drudge Skeletons 50......1.00
@ [Dworven Demolifion Teom 1200 ... 18.00

M Dworven Woriors 50 100 :
@ Eorth Elementol 2.00 350
M Eorthbind ..... 1.25 200
* Eorthquoke . 6.00 8.00

% Elvish Archers ... e 00,600 :

@ Fvil Presence ............... 1.00. 175 :
M Folse Orders . . .- 400...... 600
¢ Formsteod ...............800 .. 1200

# Fastbond ...............1000 ...1500

[ L (e rE o vwois Dseiecs 0 ¢

@ Feedback ... 100L. el )75

® Fire Elementol ............2.00......350 :

M Fireball ........ o e 1100 4
W Firebreathing . 50......1.00
@ Flashfires » 1.00...... 1.75
BB o sansriiinveniill 1.00
| fog Lt uepurka0s. N 2 100
* Farrequu!ura 1500 ...20.00
# Forcefield ... 80.00 ...125,00

W Foest . ; i) (OO [V
# Fork ., evnvenesre 30001 4000

W Frozen Shode ... BT .‘9(0}3 i

# F W .. +s .. 5.00 ¥
* Gl;:c%u?mgn 1200 ...18.00

76 1QOUEST

W Grizzly Beoss ..
i O Guorion Angel ..
i O Hegling Salve ...
W Hill Giont ...

£ O Holy Amer

288888:¢

© e Lo of the Pit

E o MonaVoul ..
© W Merfl of the Peal Tiden! ...

© M Mons's Goblin Reiders .
: M Mountoin

% Helm of Chotzuk
* Hive, The ...

M londow 0.
: B lonoot Treefolk .
i M lslond (Dork Bhe Sky)

# Lord of Adonfis ...

#*  Mohamoti Dpnn

¢ Mongbos ........
i % MongFlore ...

* Maono Short ...

* Meekstone ...

w Mo Emerold ..
* Mox Jet

 Mox Pearl ..
* Mox Ruhy

@ NetlingImp ... 4

# Nevinyrol's Disk ..
% Nightmare .......
v Northem Polodin .
@ (Obsianus Golem ...

: @ OrshAillery ............2
: @ Osh Oriflomme
: M Poralyze
i O Peorled Unicom .............
: r Personal Incomofien .......... 8.

: m Power Leck..

3 Powee K. i 50
3k Power Sugs ... ...500 ...
: W Prodigol Sorcerer ........... . 50
i @ Psionic Blost ... L1500 .
i @ Psychic Venoni..

: 1= Reverse Domoge
i v Righteousness ...
% Roc of Kher Ridges ..
i 4 Rock Hydra ...
: @ Rodof Ruin ...
% Royol Assossin ..
i @ Saaifice ...
: 1) Somite Healer ..
¢ % Sovannoh ...
: vz Savonngh Lions ...
: M Scathe Zombies
¢ @ Scovenging Ghoul
i % Soublond ...
: W Soyb Sprites ..
: M SeaSepent ..
;% SedgeTroll ...
: @ Sengit Vompire
: O Sero Angel ......
¢ W Shonodin Dryads ..
3 M Shotter .oooiiaiie
: % Shivon Drogon ..
i @ Simuoum .,
: M Sinkhole .......
P @ Sien'sCall ...
+ % Sleight of Mind
i % Smoke

: ® SolRing ...
P @ SoulNet ...
i M Spell Blost ..
R - J——
: @ Steol Aifoct ...
: @ Stone Giont ...
¢ M StoneRain ...

i W Steomof Life ...
% Sunglosses of Urza-

O Svgordsloﬁnwsbu;es

® Thiong of Bone ..

77350 i+ Ancestol Recall..

175 : ¢r Amogeddon ...
100 E s Bod Moon

100§ O Benaish Hero

300 i 4 ChoosOrb .
0100 ¢ O Gideof Profection: Black ..

M Tenor L. wa
: @ Thicket Bosilisk o280
* Thoughtloce ...... 61 1,1 P,

L A0 Ak Tundio L
2500 : @ Tumnel....
100§ om Twidde ...
... 100 ¢ o TwoHeoded Gi
1000 : # Underground Sea 25.00
... 1.00 : B Unholy Strength .. 2 1.00
2000 : ™ Unsummon..... B veenn 100
...100 : @ UthdenTrell ........... L 400
00 : = Verduron Enchontress ...... 6.00 ... 10.00
i Veswvon Doppelganger ... 25.00 ... 35.00

i r Veteron Bodygquard. ... 1200 ...
¥ Voleanic Eruption.............

i o Vokaniclslond ..
@ Wolofhir ...
;@ Wollof Bone ...
: @ Wall of Brambles,
i@ WollofFire ...,
: @ Vdlofle .
: @ Wall of Stone.....
i O Woll of Swords .
i @ Wall of Water
i m Woll of Wood ..
;@ Wonderlust ...
;@ Wor Mommoth. .
i 9 Worp Aifoct ...
i @ Water Elemental .
: B Weokness ...
ok Web ...l
i % Wheel of Fortune
i O White Knight .
: O White Word .
: @ Wild Growth
2 % WilkOTheWisp .
tox WinterOb ...
: @ Wooden Sphere .
: % Word nffnmmnnd
i ¥z Wioth of Ged..

R Iurnbe.'-\usler ............ 800 |200
: UNLINITED EDITION
: WIZARDS OF THE COAST- 1994
i Cords are white-bordered but otherwise identical
¢ to Beto cards.
1000 Full Set (302 cands) ... 51,400.00..1,800.00
A i Storter Deck (60 cards) ... 125.00 ... 150.00
.12.00 : Starter Box (10 decks)...... 1,200.00...,500.00
1200 Booster Pock (15 cards) ......45.00 ... 60.00
1500 ¢ Booster Box (36 packs) ... 1,600.00. .2,000.00
... 3000 :
s LIS 4 Nome
3000 : @ AirElementol ............... 1.

i@ Animate Atifoct ...
: @ Animote Dead
i vr Animote Wall......
% Ankh of Mishra

Dok Aspectof Wolf ..

: o Bodlonds ..
: vz Bolonce ......
: @ Bosolt Monolith
3 % Boyou

Berserk ........
i % Birds of Porodise
@ Black Knight ...
i Block Lotus ...
i @ Black Vise
i O Block Word ..
i vr Bloze of Glory .
i ¢ Blessin
: ® Blue Elemental Blost
i O Blue Ward
: @ BogWrith ...
¢ Braingeyser ...
: @ Bunowing......
: @ Comouflage
i Oostle,nnnnsses

CUR00 ¢ @ Celestiol Pism ..
W Swamp.............. ot eens

40 i @ Chonnel...........

i % Choosloce..

400 i O Grdeof Protection: Blue .

400 : O Cide of Protection: Green ... .
i O Cide of Protection: Red ... .

§ W Postience L., * Timber Wolves .. 500,800 | O Gideof Puotecton: White ... .
i @ Phontosmal Forces ... 00 #* Time Voult ... .55.00 00 i # Clockwork Beost..........
i M Phentosmal Terrain * Tima Wl .100.00 .. i@ Cone ......
i @ Phontom Monster ... i Timetwister ..., . 7500... ¥ (ockatrice
% Piote Ship ... i W Tonquiity ... AN, > Consecrate Lond ...
W Flogue Rats.., i & Toogicol ldond ............ 1500 .. i @ Consenvotor ......... Al 1.75
» i ® Tsunomi citegsostiens L0 ¢ % (Contract from Below .. o9 8.00
W ARTIFACT  WBIACK  w BLUE GOLD  WiGREEN  mIRED  CAWHITE IuTn‘--/
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@ Control Magic

O Conversion ...
@ Copper Toblet. ..
* Copy Atifuct ...
® Counterspell ...
B GowWum ...
M Creature Bond . ..
o (wsode ......
® (rystalRod ...
@ (ursed Lond
# CydopeonTomb .
M Dork Ritval.........
* Dorkpoct ...
2 Death Word
@ Deathgrip
* Deothloce.........
% Demonic Attomey ...
* Demonic Hordes ...
@ Demonic Tutor ...

+ Dingus Egg ...
0 Disenchont ...
B Disintegrote

+ Disupting Scepter

@ Drogon Whelp ...
| Droin Life
# Drain Power ...
| Drdge Skeletons . ...

® Dwarven Demolition Teom

i Lightning Bolt. ..
I % Living Adifodt...
i 9 Living Londs ...
i @ Living Woll
M Uonowor Eives
: % Lord of Atlantis
i o LodofthePit ...

) Meso Pegasus
S Mind Twist .
W Mons's Goblin Roiders

10.00 .. 15.

~400
B Merfolk of the Pecr Trdent .

W Dworven Wortiors.............. 50 W Mountgin ......oooeinnninns

@ Farth Elemental ... . + Mox Emerold

M forthbind ... Pk Moxlet..........

* forthquoke ... i MoxPead ...

* Ehvish Archers... i MoxRuby ...

@ Fvil Presence ... ¢ % Mox Sopphire ...

B Foke Ouders ... % Noturol Selection .

¢ Formstead 3 Nether Shadow ..

% Fostbond ... : @ Nettinglmp ...

W Feor ... o MNevinymal's Disk ..

® feedbock ... i % Nightmore ....

@ Fire Elementol ¢ Northem Poladin . i

M Fireball..... : @ Obsionus Golem ... ol

W Firebreathing i @ Orcsh Attilery ... L

® floshfires ! @ Orcish Oriflomme .3

W Fight ..... : M Poolyze ........... !

W Fog........... O Pearled Unicom ... -1

* Force of Nature i+ Personal Incomation . . .

w F i M Pestilence........... 98

| Forcs : @ Phontosmal Forces .. -

* ka ....... : M Phontosmal Terain ......... . -1

B Frozen Shade. . @ Phontom Monster .. £ ) JOSP 0

# Fungusour Dok PigteShip ........ 00...... 6

* Goea's liege ... : M PlogueRals .. : J

* BouantniMighl : M Plains ... LI

W Giont Growth ............... % Ploteou ... 00 ... 20

W Giont Spider .. i I Powerleok .. GU

® Glosses of Urza CL00L.. 075 i m PowerSink ... 50 ...

@ 6o vvanmassas e 1.00...... 075 ¢ % PowerSume ..... 005008

@ Goblin Balloon Brigade ... 1.00 i @ Prodigol Sorcerer .. . I

* Goblin King ......ooonn. 10.00 ... : @ Psionic Blast .. 00 . I

+# Gronite Gargoyle ... 10 i M Peychic Venom .. 50,100 3

W Groy Ogre....oooomvnvennns - i %r Pureloce ........ (501 ee 350

© Geen Word . : o Roging River 00 ... 40

| Grizzly Bews ..o i M RoiseDeod ........ B0 el

2 Guordion Angel . : i M Red Elemental Blost .. A0 2e2l:

2 Heoling Salve........ ; : @ Red Word i

4 Helm of Chatzuk .. | ¢ M Regenerafion -

m Hill Giont ........ i @ Regrowth ... .. 8.00

* Ifx The .. -5.00. O Resurection -lg-gg

) Haly Ammor S0 . # Reverse Domoge .. ;

Q Holy Sﬂengrh ........ ; +r Righteousness 10.00

o Howl fror;lnf;vund ; / ggg

o m eI AILUEN

M Hurloon Minotour ! i LIS

@ Humicane .......... Wl 2500

@ Hypnotic Specter .. 200 3.00

@ leStom ...... .00 . 1.00

@ loy Monipulator ... .00 . 20.00

# Illusionary Mask .00 . 6.00

@ Instill Energy ..... 21.00... 1.00

W lnvisibility ... i .250

@ lron Stor ... L 20.00

B londaw Orcs...... A 175

® lromoot Tregfolk ... & il 100

W Islond (Dark Blue Sky) LS 1500 :

[ 400

1 1slmd(Sunt1wa - ]?g :

@ Ivory Cop...onno- i 00

* m.‘ﬂmnhﬂl w230, 100 :

@ Jode Statve ... 00 . 30.00

# foyemdoe Tome .4.00... 1.7%

@ Juggemout - ! : 12.00

o jomp ... ”513 P ® Seen'sCol ... Igé z;g

2 Komo ve oMl e i % Sla i 4

® Keldon Warlord ... 200, Pk Sk'qhm'w. 350......500
JE—_&M HEAVILY TRADED |

- REVISED EDITION

i WIZARDS OF THE COAST-1994
¢ Cords ore white-bordered and are nearly
¢ 1o Unlimited cords, except that the ink on the

¢ cords is noiceably
i Full Set (302 cords) $300.00
i Starter Deck (60 cords) 10.00
¢ Storter Box (10 decks) 100.00
; Booster Pock (15 cords) +3i25
i Booster Box (36 packs) 110.00
Name low
@ Ar Homentol 1.00
* Noddin's Lomp 3.00
* Noddin's Ring 350
@ Animote Atifuct 15
@ hnimate Deod 15
% Animate Woll 250
* Ankh of Mishro 300
T Armogeddon 400
+* Amogeddon Clock 250
* Aspect of Wol 400
| fAiog 1.00
# Bod Moon 400
* Bodlonds 10.00
o Bolonce 350
@ Bosolt Monolith 125
* Boyoo 10.00
() Benalish Hero 15
* Birdy of Porodise 6.00
@ Block Knight 1.50
® Block Viso 1.2

500.00 . .y 'o
15.00 e B
15000 i % Demonic Hordes 1000 ..1500 K
5.00 @ Demonic Tute 6.00 8.00
175.00 @ Desert Twister 150..... 250 o
* Dingus fgg 400 6.00
Hgh | (O Disenchant 15 350
200 : W Disniegole 15
400 © « Denphng Scepler 3.00 400
500 : + Dragon Engine 1.25...... 200
150 @ Drogon Whelp 1. 2050 (‘
150 8 Droin Life 15 . 50
350 * Drom Powes 400 600
400 ¢ @ Drudge Skeletons 15 ......50
.600 : m Dworven Womors L] 50
350 : @ Dwarven Weaporsmith 1.50 250 @
600 : @ forth Hementol 1.25 2.50
200 | m forthbind 150 150
600 © + Eorthquoke 350.....500 €
18.00 + Ebomy Horse 250......350
500 : % EHiajel 400 600
250 :  Ehvish Aschers ... 300 .4.00
1800 : @ Energy Flux. .. SRR/ el L)

S0 w EgRoders. ... 5.0 O
800 | @ EviPresence . Toiees 150 )
250  w Eyetoronbye .. 350......5.00
250 ¢ Q




et - " — 4

B
i

i % Verduron Enchantress
: % Vesuvon Doppelganger .1200 2000
¢ ¢ Veteron Bodyguord ......... 7.00 ...12.00
ok VD|tlIm€Erup!1m ...... 800, 6.00
i % Volconic Islond . = .
i@ Wall of Air ......
¢ @ Wallof Bone ..
;@ Wall of Brombles ..
‘ : @ WallofFire.....
L : @ Waloflee .....
....... : : @ Wallof Stone ..
| B e baabietd © () Woll of Swords
----- : 0 : @ Wall of Water .
] 50 W Wallof Wood ..
......... A 1 i @ Wondedust ...
. o b B i @ War Mommoth..
i Wop Aifoct ...
i @ Water Elementol . ..
: M Weokness ...
5L I ——
i % Wheelof Fortune ...
O White Knight ...
O WhiteWard ...
: M WildGowth ...
2 9 Wilk0“TheWisp ...
i WinterOh ... rao
i @ Wooden Sphere .............
¢ Wioth of Ged...... A 6.
i % Tombie Moster ............ 5.00...... 8.00

g
i

§
al

i
L

T

&
§

iF

%éig‘g;%liﬂﬂ.\')l**....l#
§§f§§

W 50 ¢ o Hementd Bt ; % . FOURTH EDITION
T @ RedWord . ; i i WIZARDS OF THE COAST-1995

* K Bell ....

& K;dmz:ﬁ _________ Pt 00 @ Regeneration ¢ Cords contain a copyright dote beneath

O loe....... ; - 1 @ Regrowth ... : the arfist’s name on the front of the card.

® Ley brid . 00 5 3 Resynection . ¢ Full Set (378 cords) ... $250.00 ... 350.00

@ Lbrory of Leng i v Reverse Domoge. i Storter Deck (60 cards) ......... 8.00 ...12.00

@ Lifeforce i O Reverse Palarity i Storter Box (10 dedks)........ 75.00 ... 100,

* licloce .. i fr Righteousness . i Booster Pack (15 cards) ... 2505500

® Lifetop ... i % Roc of Kher Ridges . i Booster Box (36 packs) ... 85.00 ...

® lighring i % Rockfhyd....... :

# Living At i * Rodket Louncher . : .’A‘Q'L“"m Low

* Livinglonds ......... i ® Rod of Rein...... : mination ............... 200

® mw&i mis _"‘7"]'50----1‘2- o A 00 : ® Airflemental . .

& Uoowsr Bhes e gg D@ Swifice ....... . 125......250 i O Noboster Poion .. w .

% Lord of Alontis 600 oY i O Somite Heoler i Noddin's Lomp .. 50......

# Lord o the Pi 1000 ¢ S Sovonnch £ Noddin's Fing 300

T B9 1200 Soomoh s : @ Hiboba ...... 300......

s+ Mogico Hock 500, goy i M Scothe ombie £ 0 Amiou Kithkin . 0

4 Mogretic Mountain 750 ' 3ey | ® SavengngGhou ... ;ﬁﬂf‘"'gur':'}:ihﬂoog .10

 MohomotiDfon .. 700 e : 50

e —— o o | i @ Aunale At "% -

* MoroShor T3y gy ¢ M SeaSapen ¢ @ inate Deod . 35

* MWonoVouk 300 ggp ;| X Sedplol PR 2,
Manoborbs Wt @ SengirV i h

¥ e 300,400 | 3 g;“"’;ﬁ“'“"“" : i -Appsenmemmd -
Meckstone ... 5 e hee! : .10

Mok of tho Per Tident 15" Vg | D SOMHE oo ] 00 ¢ Amogeddon . L350

O Meso Pegosts . 1§ e :- IShmdinDrvud; .mhi 232

i ® hshood'sBate Geor )5 '

§
¥
§.
%
| |
i

00 | % Aspect of Woll
i @ Bodlie ..........

¢ % BodMoon ...

¢ ¢r Bolonce .......

i % Ball Lightning.....

: @ Battering Ram ...

¢ O Benalish Hero ..

W Bid Maiden ......

¢ # Birds of Porodise ... |

;@ BlockKnight ............... 1. ‘

: o Block Maona Battery ......... 350...... 5.00

i % Botfle of Suleiman
O Broinwosh ...
¢ @ Bross Mon ...
i 4 Bionze Tablet ...
W Brothers of Fire

M Bute, The .........
i @ Bumowing .........
; | Comivorous Plant

: @ Cove People ..
: @ Celestial Prism ...
: @ Chonel.......
Do Choosloce. .....ooovveeennn . i

: O Circle of Protection: Aifact ... 3.00...... 4.00
¢ 0 Gircle of Protection: Black.......... 10 ... A0
[ Circle of Protection: Blue ... 10 ... 40
¢ 0 Cicle of Protection: Green  ....10 ... 40
0 CGirdle of Protection: Red ... 1040
© 0 CGircle of Protection: White ... .10 _..... 40
M Cloy Stotue ..oooeennnenn .

i (lockwork Avion .. :
o Clockwork Beast ..
i % Cockatice ...
i Colossus of Sardio
i @ C(onservolor
i @ Control Mogic ..
: @ (onversion ..

i Coral Helm ..
i % Cosmic Homot
i @ Counterspell ..
i W Crow Worm
: W (reature Bond ..

¢ M Cycopeon Mummy
i+ Dancing Samitor.......
: W DorkRitual ...
¢ 1 Deoth Ward
¢ @ Deothgrip ...
i % Deathloce.....
P @ Desert Twister ...
C @ Detonte ..o
;@ Diobolic Moching......
i 4 DingusEgg -
O Disenchont ...

W Disintegrote
% Disupling Scepter ..
i O DmneTrunslnvawn
i Diogon Engine ...

i W Duinlfe ...
% Droin Power ...
© M Dudge Skelefons ..........
;@ Durkwood Boars ...

S m Dwarven Worriors .
i @ forth Elementl .
i % forthquoke ...

® bl Prsence ...

S m Bloe Blemental Bost ... 10 .40
¢ % Blue Mono Bottery ......... 3.50......500
‘e BleWard ..o d0 40

@ Dragon Whelp .

LJWHITE  ®LAND 4
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Eye for an Eye i @ hnffreet ............... 350......500 i

:
-*%
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;@ Fire Dicke
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* lurker.........

i % MonoClash ......... o

* Mana Vorfex ... P i
W Marsh Gos .....oovevveinninn
Morsh Goblins ...........

B Marsh Viper
fr Mortyr's Oy .oooovninnninnn
® Mozacfith ....oomnnninl 2
@ Merfolk Assassin ...

l Wu!lofShudows 0 Yoo :

™ Wu{ll o”umbsmnes i 3.00......4.00 5 h}‘arﬁlgwohrke}“ rah

® Wollof Vopor ..............., 40.....0.00 i =

@ Woll of Wonder .. 200,300 lil mﬁ:ﬂlf)weﬂers

@ Whiding Denvish ... 5.00......800 ey v

™ wr;;:e Mc:;vulﬂunew A] 538 ...... 350 : g Ng:?:pm

ik Wiy S 1500 : -

@ Wsd ... 4. i | UL R S
N__—-,EE_NBL________;W oW HEAVILY TRADED |

1000

o WormsufﬂwEun‘\“
i % Wormwood Treefok .........

- FALLEN EMPIRES -
i WIZARDS OF THE COAST- 1994

¢ Full Set (187 cords)
¢ Booster Pock (8 cords) ...
¢ Boaster Box (60 pocks)

P @ Sorwood Hog ...
W Scovenger Fokk......
i % Season of the Witch . ;
: @ Sisters of the Flome ......... .
: @ SkulofOm .......

FIgERErRy
agg?$

Nome

I oo Aeoliple ...
W AmorThell ...
i Bolm of Restorafion

§ M Bosol Thll ...
i 7 Botomless Voult........
¢ M Brossclow Orcs ...

i Breeding Fit ...

i O (ombafMedic.........

# (onch Hom

i @ Deep Spown
i @ Delit's Cone

.1 * Delif’s (ube
i 9 Derelor ..
i Droconion (ylix
i % Dworven Amorer
i @ Dwaorven Cotapult
i % Dworven Hold
¢ @ Dworven Lieutenont
: @ Dworven Ruins.
¢ W Dworven Soldiar
i I Ebon Prostor .........
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@ Donce of the Deod e 200

W Dark Bonishing ... 15
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M Essence Filler .
I Essence Flore ..

Essence Vortex .. o
@ Fonaticol Fever .. Ay 1| R X
B Feor.....ooenes L |

Fiery Justice ... 00..
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¢ ¥ Rituol of Subdual
o % RiverDella ...
i % RunedArch .
i B Sobretooth Tiget
O Socred Boon ...
¢ M Scoled Wurm ..

: I Gongrenous Zombies ..........15 ...... .40
W GozeofPoin ................15 ...... 40

| 7r Keldon Koight ...

¢ * Siilant Spirit.

© @ GoblnMgtont ... 200.....300 i @ kovkonVompie
¢ GoblinSoppers.............. 15 ...... o :Lundtup.‘?f ..... : ® Siher e
i M Goblin SkiPatol ........... .15 ... 40 i ® Lopis Lozuli Tolismon i Skeleton Ship
i ® Goblin Snowmon, ... 200...... 300 | M lovoBurst ... @ Skl Coropult
© W GoloPock..................15 ... .40 i % LovoTubes . ¢ © Sleight of Mind ...
¢ Grovebind ... 400.. 600 : W Legons of LDl ¢ W Snow{overed Forest .
: O GreenScorb............ . 150......250 : @ Leshioc's Rite.... ¢ B SnowCovered lslond ..
© O Giizzled Wobveding.......... 15 ... 40 | @ Leshuac’s Sigi ¢ B Snow{overed Mountain .- -
D Holowed Gound ... 150......250 : * lhugoyf ... S B Snow-Covered Ploins ..o -
i oo Hollsof Mist .............. 400400 © % LimDal's Cohort = Snnw{ovg:edSwﬂmp e
P Qfedl..ooooooo 05 40 G M LimDOs Hex.... ¢ Snow Deil....oooe
i Hecatomb............. 600, 800 : @ LghtingBlow ... i Snow Foriress
i @ Hemofite Tofismon ..., 150......250 7 LostOrder of Jorkeld ¢ O Snow Hound ...
i O Hipporion................. 150.....250 : @lwa ......c..coe- i % Snowblind
: M loor Shode........... o 15740 § @ Moddening Wind. .. i Snowtoll
i % Hot Springs ....... 400, 600  * Mogusof theUnseen . i % Soldewi Golem .
i W HowlfomBeyond. ... 15 .. 40 i @ Molodhite Talsmon ... i @ Soldevi Machinist
© @ Humcne ... .. 150, 260 i % MortonStomgald .........800 .. ¢ ® Soldevi Simulaum ...
: @ Hydlopterous Lemure ... 2.00... 300 : @ Melee....... .. 150...... 250 ¢ L Snngsnf_lhe Domned ..
;M Hydoblost 1540 | @ Melfing 150, 250 ; @ SoulBorier ...
© 0 HymnofRebinh ... 200, 300 i % Mercenories . 3,500 i M SoulBum ..
Pow lwBey ... 200,300 : - Merieke RiBeri . 500,700 M Swlkss
@ kelodon ..............500.....700 i * MesmeiicTronce.... 400...... 600 ; 3 Jpeckl shied .
: ®leflos ... 250, 400 i M MeteorShowes S5 B 40 : : Spoils of bl ...
i@ lequoke ... S ey BT 15 4 ;* Spoils of War......
© @ Iy aipolicr 9.00 ...... : 5.00 | e W e 350 2 Staff of the Ages .
% kyPison ..., 500,700 @ * MindWhip ... 300.....500 : o Soopalo .
¢ B llusionary Forces .. R 40 © % Minionof Leshroc ... 800 3 ® Stenchof Bl
300, ‘00 & o Minion of Tevesh Szof - ¢ M Stong Rain ...

* llusionary P :
lonary Presence .. ¢ @ Stone Spirt .

‘e - - ; 3 ‘
Tk 150725 W Mk : | T
3 ok |Hwom':f5u ld sl £ @ Molo Wors . | i : Starm Spiit .
;M Imposing “s;gr;dem <500, 100 - ,::\\gg:?i?:nd 15 ap o Stombind .
Mg ) e 5 L0 |y S
Pk Infemol Darkness 500700 i E Mountoin Goat .- ik nelll Ly IS i
: ‘: :nigmul Denizen ., . v il 700 S Mountoin Titon . s bl w ;X Sun:r::: prings

* Infinite Hourgloss D s 12 TE <4 | © @ ounsfone ......... -
Wiy e el :ﬁﬁiﬂ:ud: 500.....700 P @ SWemp :
T O —— S ‘;g § e Mystc Might - A0.b00 (2 ]Swmds to Flowsheres -

#* }leel'sfup_'_ ‘ il : @ Mystic Remord ... ....].15 ,,,,,, 4 i . Tﬁrpcm ..............
o desters Mok T i s Yocte Toisman i 290, .]ermokalss.

® leweled Amult A E Noked Singulorty 500...... 100 : houghtleech ...
: @ Johtull Wy e T a4 @ Hature's OB .ccoomeee 80, 2p 9 Thunde{w'ul‘l‘...
i % Jokuthoups e 3%3 L9 Noampotance....oevoe- 500...... 7,00 ¢ % Timberoe Ridge .
¢ B Joniger Order Dryd Te 8‘40 - 4[]]3 e 40 ;;}meBomb

) Jusfica gt To00.a00 (ox Qoth of Linr DOl o -4.00...... 600 E inder Wall

L=
i ST mi_ mowe 60D  WGREy g OWHIE MU
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M Tor Giont
* Totol Wor.....
B Touch of Death....
@ Touch of Vitoe
* Troiblozer
+* Underground River
@ Updoft ...........
® Urza's Bouble
T L P
@ Venemous Breath ..
@ Vertigo
+ Vexing Arcanix ..
+ Vibrating Sphere ..
@ Wolking Wol..... ;
® Vlloflovo ............... 2.50
@ Woll of Pine Needles .2.00
@ Woll of Shields ..
® Wor Chariot ...
2 Warmning
@ Whalebone Glider ..
O White Scordb........
@ Whiteout .....
* Wiltiga
| Vild Growth ...
@ Wind Spirit
Wings of Aesthir ..
* Winter's Chill.....
@ Withering Wisps ...
B Woolly Mommoths
W Woolly Spider .......
@ Word of Blasting ..
| Word of Undaing ....
+ Wiath of Marit Loge .. ;
@ Yovimoya Gnals ............ 2.00
| Jur's Weirding

: M GiantShg ....

@ Goblin Atisans............... A5 Jesie
M Goblin Digging Team ......... AL
i M Goblin Shring .......
i I Gobling of the Florg .

@ Juron Enchonter . e
¢ M Hosron Ogress ........
: Iz:?:.: 2:]2\]['.;;'{5;" ) 3?[5] * Hell's Emeltiku .....
"""""" s i % Hom of Deafening ..
i O Indestructible Aura.....
CHRONICLES o le?rvﬁruurdmns
WIZARDS OF THE COAST- 1995 i X ju UITIl dnl?ed -----
Full Set (125 cards) ... $70.00 ... 100.00 : Jg‘;:ne Ak
Booster Pack (12 cords) ..........1. i % Jumpi:?;é“
RTINS i Q Keepemﬁ{]the Faith .
i Kei Takahashi .......
Name c
o] Ahu]n\:fcir ............... ; ltjuwn:gsﬁge'
m Active Volono ... § M LvingAmor ..
#r Akion Legionnaire . : ﬂz:ﬂ:ﬁmggw :
! A!udc}{nv e W Mountain Yefi .......
ol Y Nebuchodnezzar
Arcades Sabboth ............ 500, . ..8) N? o "
# Areng of the Andents ... 3.00... og:r kﬂ GISU PRy
® Argothion Pixies ... 15 * o Iéu-?“ ndoing
w Ashnod's Altor ... 06 £- i’n 0 15 hms ........
@ Ashnod's Tronsmogrant ... 25 efro ;_n[yn: ........
Axeliod Guanarsan .......... 3.00... ;@ Primordial Ooze ...
fyesha Tonoko ... .2.00... : : :UEFGEL :?ansa: .......
@ Azre Droke s 0 IE v
@ Bonshee ... sahik : : Euku“ts !
# Bol'sCage ... 150, = Rem S Ao
@ Beosts of Bogordan ... 75 - Remm;: s orngd
»} Bluud&fﬁwMunvr ”.{25 o s Reesee;r:]ﬁgn o¢ el o
e D S
: I?Logogmsou PR b ?g Rubinia Soukinger A00.....
& Book of Rass .. 1?2 : :Eﬁmﬁ; ....... lgg
W Boomerang....ocoeeuiiL, d : = 0.
* B:o?;le ﬂn[r:e ..... g?g i :g;fnne%ﬂ Folk. 2;{5) e
o Lo qETe e 3 e SenboM] s esa 5020
T E:’lum%?n ... 5.00 ‘an i ¥ Serpent Generator .........4.00...... 6.
ity of Bross - 500 gy O ShieldWall............ AT
G e 1550 @ Shimion Night Stoker... ... J5.....
4 Concordant Crossronds 400, i o SivitiScarzom....... s vianig 50...
@ Cow Giont ... w200 Sol'kanar the Swomp King ... 5.00.... L
N e T 4 e 250
N creneesnees 2 o t
: ic]Y;nﬁni Aecher ... .25 @ Tokklemoggo! Egg
Dokkon Blockblade .. 500 % Ielgpoll : 00 {0
= B{’"wno”‘immr """ ??2 o E?’ﬂiﬁ”ﬁ.d"”““ Ry C50... 100
& gﬂngoﬂé}i‘ﬁgﬂ 5 E @ TomodsCypt .ooo....: 3. 7
] Emenﬂﬂ;r[.];ﬂﬁrllle‘:dﬁdﬁ ........ A5 :mﬂugumn sl e
4 E?:::;':xupnn @ 1o’ N (L JSsiit] oo o8, seien i
o Folen, e .- i @ Urzo's Powar Plont (4 ver) .15 40
4 Ileﬂ'A"QEI 55 i @ Urzo's Tower (4 versions) 150 eees 80
. Fatd n's (one - - Voevkis Asmad ver 500...... 700
. ?Jmka i % Voodoo Doll v 2500, 400
-4 Fi'gl'vel 0il....- ¢ m Wollof Heat N Smsi) 3
o r:Hood ------- i @ Woll of Opposition.. ... J5 150
m il {ouh i M Wollof Shodows ... 15 40
e Fut'ﬁjl:ie! hagefite i m Woll of Vapor ........ 15 40
ot fChors © @ Wallof Wonder . 75150
g Ghozbon 09 +-oooeo 05 77 Ty 1 00 War Elephont ... 15 40
- _‘-—/--—'_'—-—-_.______ : g
,_M DOWN HEAVILY TRADED l

J.0) Witch Hunter ............... 1.50...... 3.00 s Joven'sTook ......ococevunnene 3.00 ...5.
% Wietched, The . . 700 i % KoskenfFolls ... Al
i« XioAven....... . 400 : @ Koskun Keep 51
% Yowgmoth Demon ......... 3005 500 : M Lobysinth Minotour (ver. 1) .....
: [ | wm!hhmmu(w.ﬁ
] W Leoping Li
. HOMELANDS < % loches .......... 3005,
i WIZARDS OF THE CDAST- 1995 % Mommoth Homess .2.00 .4,
i Full Set (140 cords) ............. 5120.00 160.00 : * Moghon ... .4.00 ...6.
i Booster Pock (8'cords) ... ... N5 275 i W Memory Lopse (ver. 1) | e gy
: Booster Box (60 pocks)  .........90.00°150.00 : W Memory Lopse (ver. 2) o R
; : M Merchont Scrol Al
i Nome High : O MesaFokon (ver. 1) ... B LR
i O Abbey Gorgoyles.......... 200 : O MesaFokon (ver. 2) ...
i O Abbey Matron (ver. 1) .. .50 i % Mystic Decree 400 ...6.
i [0 Abbey Matron (ver. 2) ..........15 ....50 i * Norwhol . 100 451
Pow RtherStom ...l 200 0300 @ Orosh Mine .00 ....3
i W Mibon's Tower (ver, 1) .......... .50 3 % Primol Order .6 ]
W Aibon's Tower (ver.2) .......... S50 i O Prophecy .........
N R .50 i O Rashkathe Slayer ... 150 ...2
W Ambush Porty (ver. 1) .50 : M Reef Profes (ver. 1) ......
W Ambush Porty (ver. 2) .50 i W Reef Pirates (ver. 2) .. R L)
i @ Antowo Constoble ............2! 400 : M Renewnl ............ o LI L]
i @ Anflowolon .. ...200 i @ Retbution.......... 1.50...250
i % AnHowo Township ............200 ...400 : = Reyeko, Wizord Sovont . ..3.00 ...5.00
i o AnleminRuins ...............300..500 : @ RootSpider ....... ..2.00 ...3.00
i o AnoboAncestor ...............200..400 : @ Roos ............. ..2.00 ...3.00
: M Anoba Bodyguord (ver.]) 15 ....50 i = Rotemthopter ......... sinlD evens)
: W Anobo Bodyguord (ver.2) .......15 ....50 : % RysorionBodger ...............3.00...5.00
: W Anoba Shomon (ver. 1) ..........15 ....50 i O3 Somite Alchemst (ver. 1) ...... 15 -.250
: W Ancbo Shoman (ver. 2) ......... 15 ... .50 : O Somite Nchemist (ver.2) .......15 ... .50
: @ Anobo Spirt Crofter .200..400 : @ SeaSpite.....................1.00 ...2.00
{ o Apocopse (hime ........400 . 600 | ® Seolil ... ' 200
P @ htomaWilow ............... 700 1200 : * SengrAutocrat ......... ..1.00
: @ Aysendbbey ..................200 .. 400 : W SengwBats(ver.1) ...... ...50
i O Aysen Bureouerats (ver.]) .......15 ....50 : M SengirBats(ver.2) ...... 50
: [ Aysen Bureovrros (ver.2) .......05 .50 i v SemoAviay .......... .1.00
Pogr AysenCrsoder ..............300...500 : O SemoBestiory ... .50
v Aysen Highwoy ... 300 ...500 ;: O Sem Inquisitors .200
i % Boki'sCurse .......... ..200...400 : O Semn Polodin w0
S Boron Sengt ........oeennn. 700 1200 | @ Sencted Amows .50
7 Beost Wolkers .300...500 : BB Shenk (ver. 1) 50
% Block Comoge 300..500 : M Shenk (ver. 2) 50
* Broken Visoge 300...500 : v Sowaya the Folconer .5.00
W (oropoce (ver, 1) 15 50 : @ Specirol Beors 3.00
: M (oropoce (ver. 2) .15 .50 ! % Timmerion Fiends 5.00
i @ (pstie Sengi .. e300 . .500 ¢ W Torture (ver. 1) )
M Cemetery Gote (ver. 1) veeeddd 050 3 W Torure (ver.2) ... 50
M Cemetery Gote (ver. 2) ... 15 .50 : QO Trode Corovon (ver. 1) ..........15 ... .50
i % (hain Stosis a 1+..3.00 ...500 { Q Trode Corovon (ver. 2) ... A9 .50
¥ B0 ChonBN ......pecsescsinayess 1500 § o Too ceeerierneenen.-.3.00 ...5.00
: M Clodwork Gnomes ... 15 .50 i % Veldrone of Seagir .. .300 ...5.00
im0 Clockwork Steed = 15 50 * Wall of Kelp ol R T )
: @ Clockwork Swom . ... oo dS L 50 Willow Foerie (ver. 1) 45 50
: M CorolReel ........... |t ] | Willow Foerie (ver. 2) R L e
: W Dork Moze {ver. 1) v 550 1w Willow Priestess 3.00 ...5.00
: W Dork Maze (ver. 2) .15 .50 ¢ % Winter Sky 3.00...5.00
i o Doughter of Avtomn ............300 .. 600 & @ Wirords' School 200 ...4.00
: O Death Speakers 200 ...300
{ e DigEdon.............oorr..3.00 ...5.00
© @ Dnsge Spel 100200 - SPECIAL OFFERS —
W Dry Spell (ver. 1) 15 .. 50  * Aemo ...600 ...10.00
M Dry Spell {ver. 2) 1§ ... 50 : * Giont Bodger 600 ...10.00
Lo 200 4o | * Mosa ot 700 1000
* Dworven Fony £ Yt % Nolothni Dragon . 6,00 10.00
* Dworven Sea Clon 300 ...500 | w Sewsrs of Eshosk ... .600 ... 10,00
B Oworven Troder (ver. 1) 15 .50 © « Windseeker Centour 600 ...10.00
: M Dworven Troder (ver. 2) 15 0
: M Ebony Rhino 5 S0
@ £ron the Relontess 100 40 - FACTORY SETS
: @ Evaporote 100 ...200  ACTG Beto Foctory Set (363 cords)
* Foerie Noble 3 300 ..500 $200.00 ...250.00
: M Foast of the Unicom (ver, 1) 15 .. 80 © Thissetis known os the “Domestic Edition.” Cards
© I Feast of the Unicom {ver. 2) 15 ... 50 . have square borders with gold trim. Backs also
i @ Feroz's Bon 300 ...500 : have the words '(nledor's&!ihm'mﬁ'
m Folk of Aravo (ver. 1) 15 . 50 . letters, These cords are not tournament legol.
| Folk of AnHiawa (ve. ) 15 ....50 | 10.000printed
700 00
i ; :ng;l Worch ¥ [\\LS “w ALT6 Beta Infermational Foctory Set (363 conds)
@ Ghost Hounds 200 .30 R
Y 16 cn . Known os the “Imernationol Edition, " this sel
W Giont Albatross (ver ) 5 50 is the some a5 obove except the cards have
{ B Gioot ek b 2) % 4ty . eierationol Colecors Edon” n them. Cads
i @ Giont Oyster 20 0 t i
b 3 o St S0 700 ore akso not tournament legal. 5,000 printed.
W Greater Werewolf 15 .50 ¢ ALTG Revised Boxed Set $2000 ... 2500
vr Horduh the Abbot 300 ...500 ° This sat contoins two 60-card Revised starter
B Heodstone 15 ... .50 : decks, 30 counters ond o Revised checkist
* Heort Wolf 300...500
¢ 1 Hungry Mist (ver. 1} 15 50 : ALTG 4th Edition Boxed Set ...518.00 ... 25.00
8 Hungry Mist (ver. 2) 15 ... 50 : This set contains two 60-cord Fourth Edition starfer
% [hson's Shoda 200 300 : decks, 30 counters and o Fourth Edition checklist.
@ lrini Sengi 200 ...3.00
* fronclow Curse 200 ...4.00
W Jinx 15 50
. loven Y 15 50
W Joven's Fanets 15 50
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{ Booster Pock (12 cerds) ... 200 .
: Booster Box (36 pocks) ... 7000 ...

TR-1995 :
Full Set (334 cords) ......... $275.00... 35000 :
Storter Deck (50 cords) .........8.00 ... 1000 :
Storter Box (10 duol decks) 75.00 ...100.00
Booster Pock (15 cords) .........200 ...250 :
Booster Box (36 packs) ......... 70.00 ... 8500 :
Assassination Plot .............. 5. .800 :
Choos Beast ....... 600 :
ndy of Poin .................. 00 ... 3500 :
Shield Maidens of Odin  ......... 400 ...600 :
Tiomat ..oveeeeniennieens .500 ...800 :
TS

Full Set (134 cords) ... .S40.00 ... 6000 :
Booster Pock (15 cords) ......... 200 ... 250
Booster Box (36 pocks) ... 70.00 ..EUD’J
PROXIES & POWERS
TSR-1995

Full Set (134 cords) ......... 540.00 ... 60.00
Booster Pock (15 cords) ......... 2.00 2.50
Booster Box (36 pocks) ... 70.00 ... 8500 :
[cROW, THE B
HEARTBREAKER HOBBIES-1995

Full Set (105) ...... S75.00 ...125.00
Booster Pock (15 cords) .........2.75......3.25
Booster Box (36 pocks) ...50.00 ...110.00
[ ]
COLUMBIA GAMES—1395

Full Set (200 cords) ......... 550.00 ... 70.00
Storter Deck (40 cords) .1.00 ...10.00
Starter Box (12 decks) .70.00... 100.00

L|

(OLUMBIA GAMES

Full Set (400 cords) $70.00 .

Storter Deck (60 cords) 8.00 ... 1000 :
Storter Box (12 decks) ..95.00...110.00 :
_
HEARTBREAKER-1995

Full Set 337(urdsl . . $275.00... 350.00
Storter Deck (60 cords) 71.00 9.00
Storter Box (10 decks) 7000 ... 8500 :
Booster Pack (15 cords) .. 2.00 250
Booster Box (34 pocks) 70.00 ... 85.00
Alakhai the Cunning .7.00 ... 1000 :
Cordinal Dominic ... e 100 ... 1000
Crenshow the Mortficctor . ?DU .. 210,00
Nimrod Autoconnon 500 8.00
Personal Anti-Personnel Mines 7.00 ... 10.00
HEARTBREAKER-1995

Full Set 170 mrdsi $175.00... 225.00
Booster Pack (B corde) ... 2.00 250 :
Booster Box (60 packs) 95.00... 13000 :
TSR, INC 1995

Full Set (86 dice)..... . $100.00.., 150.00
Storter Gome (18 dice) .. 1000 ... 13.00
Storter Box (12 games) 115.00.... 140.00
Drogon Shield (50 spell cords) ... 10.00 ... 13.00
Battle Ground {1 mat) .. 10.00 ... 13.00
Unlisted common dice villiviies. A0
Unlisted uncommon dice . 15 ...150
Unlisted rore dice 1.50 250
Assassin R...200 4.00
Black Drogon: Droke R...2.00 4.00
Block Drogon: Wyim R.0200 L 400
Blue Drogon: Drake R...200 ... 400
Blua Drogon: Wym LR200 L 400
Chompion . RL200 L., 400
Conjuror L. 150 3.00
Congueror . R, 200 ... 4
Crock-Shot R...200 4.00
Deodeys .. R...2.00 4.00

841!0u551

9000

.. 125
80.00

 (ORGLENBURG-1996

S0 ———— R... 325 400
PCIA 2...325 ... 400
: Cyborg Soldiers #3205 400
FEbs ... 335 . 400
: Germony ... 325 4.00
 Hitler's Brain 325 4.00
HE L — .30 400
i Mofio, The ... .3.25 4.00
: Men In Block, The R...3.25 4.00
PNSA o R...3.25 4.00
: Perpetuol Motion Mochine .. .R... 3.25 4.00
TROlelors . e R... 325 4.00
: Shroud of Turin suilkis 0i23 4.00
: Soutburner LGRLU3S 400
: Subliminals R3S 400
R R...325 ... 400
: Underground Na.uspupers ..R...325 4.00
: Unmasked! .RLU3D5 400

N WORLD
DITION

tard names ore pnnled in various colors.

: Full Set (412 cards) ... $250.00... 350.00
* Storter Deck Duol (110 cords) ... 8.00 ... 10.00
+ Storter Box (5 dual decks) ... 3000 ... 50.00
: Booster Pack (15 cards) ......... 200 ...2.25
: Booster Box (36 pocks) .. 7000 ... 80.00

¢ Single cards are 50 o 1007% of imited equ:vn\enrs

{ St Sef (170 o) ..22.518.00 ..20.00
PRECEDENCE/UPPER DECK-1995
: Full Hobby Set (306 cards) ... $180.00... 300.00
R...3.00 500 ! Full Retoil Set (306 cords) ... 180.00... 300.00
T 4'00 ? Storter Deck (60 cords) ... 8.00 ... 1000
Enchanter TR 300 o spp : Storter Bax (10 dedks) .75.00 ... 95.00
¢ Hedge Wizord o150 .. 250 ; BoosterBox (48 pod) 14500
: Herdd..... R 200 400 pe—
: it LRL200 00 |
L gl U SO .o ... 25000
e R An  Ster Deck (60 cor) 1000
R 3'00 o Slﬂ{) : SluﬂerBDx(;?Ddetk;)s b ... 95.00
e e 9 ann : Booster Pock (14 cords) . ...3.00
Fe D W X200 1 400 B B 36 k) 0000
T W T T Gty .. U..150 ...300
} i) U ]jSU 2'50 il et s e LGRL4000 600
Volod TS Do R 500 180
By 500 cog | Grond Ao R30S0
 Weniide TR 200 dop | TheSmokeSpi L. U150 --300
%’? v R 1000 .. 1500 E’FG'”" =
: Drogonmaster..... R 1500 ... 2000 ﬁ.lSa(lZOcuds) ......... ...120.00
: 550“501(3690&5}......... 00 ...95.00
T
SR-19%6 I"um , Mighty Wizord .. ;g% ... 6.00
: ol Set (35 dke)............ $100.00... 150.00  FOmmetBiown s fiiioib s e
" ks Pock (3 dic) T
= Kicker Box (12 packs) 70.00 ... 80.00 oo :
¢ Uniisted common dice .............25 .......50 :
Unkrsted uncommon dice .........1.50......2.50 : L
Ao 3 LAST UNICORN GAMES-1995
: Um,?edued‘re UMLK 11 ROSURE I ;gdse!nﬂi‘:g@d u%%% 30000
: ¢ Storter Deck (60 cords) ...11.00
: ?:f;,'if’ s R0 B ter B (12 dec) 85,00 ../100.00
: Chimero CURTa00 g0 i Booster Pock (15 cords) s T s 325
My TR w00 g0 : Booster Box (36 pocks) 90.00 ...110.00
k‘eﬁm cocsRucd 400 oo 6000 '3
Orode LR 400 L 600 ¢
i i THUNDER CASTLE GAMES-1995
Vilandy - 200 . 30 G e G ) . $150.00 ...250.00
: ¢ Storter Deck (52 cords) ... 8.00 ...10.00
¢ (OLUMBIA GAMES-1995 : ‘Storter Box (12 decks) . .90, L
RS (00 . S000 _gogy § BouterPck (1S )
: Storter Deck (60 cond) 700 ...1000 § BooserBox (36 pads)
: Storter Box (12 decks) ...... 7500 ..110.00 ;Amundu Y 1 400
! ¢ Connor Mcleod .. 10.00
© MEDALLION SIMULATIONS~1995 ¢ Duncan Heleod 10.00
| Rl FinSet (9 cod).........S3000 .. 5000 ; Nefeil ... L
{ Fio Storte Deck (65 o) ... 800 .. 1000 ; RidieRyan .. o
: Fire Stortes Box (10 decks) ......75.00... 100.00 }
: Fira Booster Pock (15 cords) ... 250 ... 300 : 3
¢ Fira Booster Box (36 pocks) ... 85.00... 11000 : .
Pl FurySet (57 cons) .........30.00 .. 50,00 ; COMPANION GAMES-I95
 Fury Storter Deck (65 cords) ... .00 | 12.00 ¢ FullSet (300 cords)
{ Fury Stortes Box (10 decks) ... 75.00... 100,00 ; BoosterPock (15 cords) .
: FuryBooster Pock (15 cords) .. 250 ... 3,00 ; Booster Box (36 padks) ..
¢ Fury Booster Box (36 pocks) ... 85.00... 110.00 | pryeewsreryr
i CARDZ-1995
¢ DESTINI PRODUCTIONS-1994 : Full Set (420 cards) e S?Og.gg igggg
f R ’ ¢ Storter Deck (110 cords) ... 00 ... 10,
Lﬂ?,:: ;L?ya(ﬂuéd:mﬂ SZSO? Sg 23 : Starter Box (6 dual decks) ... 45.00 ... 60.00
: Booster Box (36 pocks) ... éBOﬂ T800g ; BoostorPock (12 cords) ..., 1% ...400
:  Booster Box (36 padks) ... 80.00... 110.00
R T EAmieannleRedempﬁun.....‘...50.00 .75.00
§ COMPANIDN GAMES-1995 ;
NI — $16500... 20000 ogelStom -0 00
Startes Deck (55 cards) ......... 800 ...9.00 VMM oo ;
i Storter Bax (10 decks) ......... 75.00... 10000 :
: Booster Pock (12 cords) ......... 200 ...250 :
: : Booster Box (36 pocks) .......... 70.00 ... 85.00 mc.i.f TACKSON (inM[é——l‘J'i'»?
: : : Card names are printed in gold
| Do g oo R A0 SO0 s 1zt ... S40000... 50000
: Mwnﬂ@né{s“ s a00 : Foctory Set (450 cords)......... 85.00 ... 75.00
£ Monster Overshike e300 | gop | Storer Deck Elu;l Pludckﬂl(]) ;ggg nggg
: 3 S - R ¢ Starter Box (5 duol decks) ... ... 100.
: Scintillafing Drogoness ... R 300 ... 500 & pocterPack (15 cads) ......... 300 . 400
: ¢ Booster Bax (34 pocks) .. 100.00... 140.00
© COMPAIION GAMES-1995 ”d“:::‘g‘“’“*"wmd‘ Z ol Igg
: ¢ Unlisted uncommon cords o
ety b e AN TR 8k O . 0000rcr 250 350

+ Booster Box (40 packs) ........

] B
HEARTBREAKER HOBBIES

: Stop Heroin Flow...........R..

| ASSASSINS EXPANSION
§ STEVE JACKSON D’.P'[S W%

§ Full Set (100 cords) ... $75.00 ...125.00
: Booster Pack (8 cards) ....130......1.50
70.00 ...85.00

1995

 Full Set (231 cards including 10 rare chose cords)
[ ———— $125.00 ...200.00
* Starter Deck (60 cards) ....8.00 ...10.00
: Starter Box (10 decks) .........75.00 ...95.00
< Baoster Pack (15 cords) ... 205...... 3.00
: Booster Box (36 packs) 90.00 ...100.00
 Destroy Cocaine Factory ... R... 600 ... 8.00
: Hidden Agendn ............ R...600 ... 8.00
[ R...400 ... 600
+ Octopussy R...400 ... 600
R... 400 ... 8.00

Astrid Thomas

1992 Ken Meyer, Jr

JYHAD-ASTRID THOMAS
EneAD

3 VIIZARDS OF THE COASI—1994

: Full Set (438 cords) ... $300.00... 400.00
+ Storter Deck (76 cards) ... 8 00 ...9.00
 Storter Box (10 decks) .. 4 ... 9000
: Booster Pack (19 cards) .. . 250
 Booster Box (36 packs) 90.00
[T E iy oy Y|

: HEARTBREAKER HOBBIES-1995

: Full Set (250 cords) ...

£ Storter Deck (60 cords) ......... 8.0
: Storter Box (10 decks) ...

 Boaster Pack (15 cords) ...

 Booster Box (36 packs)

CHAMELEON ECLECTIC ENTERTAINMENT-1995

* Full Set (300 cards) .........$120.00 ...200.00
¢ Storter Deck (60 cards) ........0.00 ...10.00
+ Storter Box (10 decks) .........80.00 ...100.00
* Booster Pack (12 cords) 1.75......2.50

© PRICENOT AVAILABLE




Booster Box (36 packs) ......... 65.00 ... 80.00 : Scorlet Spider Hero Cord......R... 6.00 ... 2500 5:.500 3
. SturletSplderHequmm i 100 s 150 ... 3.00
EGER F THE FIVE RINGS [ERNGC RN S, U..400 ... 150 ... 250
ALDERAC ENTERTAINMENT GROUP-1995 i SpiderMan Steength 2 ... iy 150 ... 2.50
Full Set (320 cords) ... 518 000 .30000 : SpiderManTount............ U.. 400 ... 250 ... 500
Starter Deck (60 cords) i Venom Alien Symbiate ...... U300 ... 1.50 ... 250 :
Storter Box (10 decks) : Venom Fighting 5 L e 250 ... 400 :
Booster Pack (15 cords) .........2.00 ...2.50  Venom Hat Dog Cort 21500, 150 ... 300 :
Boaster Box (36 packs) 7000 . 8500 : Wolverine Fighting 5.........C... 1.00 ... 150 ... 3.00
. i Wolverine Roge ............ s 2000 < 200 ... 4.00
Bayushi Kachiko ... R.:300 ...5.00 : 250 ... 4.00
Imperiol Gift . .R..300 ...5.00 : 150 ... 3.00
Inheritance R...400 ...600 : : ; 7.00 ... 10.00
Kolat Maser . oooR 400 .. 600 : FLEER-1996 & Dw.Ringof Borin's Tribe ...R...3.00 ... 600
I mnvmss o €50 100 i Dw, Ring of Bavor's Tribe ...R...3.00 ... 6.00

¢ Full Set (142 cords inchuding 14 Mission cortk)
: S4000 ... ¢ Dw. Ring of Drvin’s Tribe
¢ Dw. Ring of Durin’s Tribe x
: Dw. Ring of Dwalin's Tribe ...R... 3.
¢ Dw. Ring of Thelor's Tribe ..
P Dw. ngofl’luérﬂnbe
Eoglemoun
Ennﬁcfﬁoludnelsﬂr:m

FLEER-1995
Full Set (384 cords including 42 Mission (ulds)
........................... $300.00 .
Starter Deck (62 cords) .
Starter Box (12 decks) .
Baoster Pack (9 cords)...

Booster Box (36 Packs) ......... K .90,

42<ord Missions set (1 perpock) 1,00 ... 2. 300 ... 600
Unlisted common cords ... .20 . 300 ... 500
Unlisted uncommon cards B S 1.50 3.00
Unlisted rore cards ............... 3004 150 ... 250

7150 .. 300 : Polontirof Anndminas ... R...

Some names ore abbrevioted.
150 ... 300 : Polonfir of Elostirion .....

ks
Ll
sl
sl
o
ailles
B
bl
LU
AL
B
sl
R
iR
SR
R
el
R
u..
ol
kb
.
Hpi
7| o
R
B
wilss
o L
i
=1l
Apocalypse Hero Cord cusBeaa 300 ..o el ; 1.50
iR 300 ... .R...300 ... 600 : Polontir of Minas Tiith ...150
REE00E i .R...300 ... 600 : Polonficof Orthonc .........U0...150
L Fait Travels in Dorkdomains ... 3.00 ... 600 i Polonti of Osgiicth . L2200 .
R 400 ¢ Fair Trovels in Freedomoins...R... 3.00 ... 6.00 : PoleSword, The ... 0300 .
RARERI0O N : Fovorof the Vol ........R...300 ... 600 : Paths of the Deod 350
SRR00T ¢ Fell Beast .. R...300 600 : P»tkwkel ........ J150 .
RSN Ro 300 o 600 & P cocicosiins J150 .
~RLL300 VU150 L 300 HngwcsIWghrs ..... 200 .
Holk Intimidate . e s U150 ... 300 : Praisetofhbersth............U... 200 .
Iron Man Hero Cord .........R... 4.00 .. R...300 ... 500 : Precous,The ...............R...300 .
!MTacliwIT[ompuler. R ggg g g(s)g : ggg &km ——— 2{7){51 .
Jeon Grey Tele. Unity SRR 0D SRS iRk . 5.00 : Quid P T ey 1
hﬂeegnsmidﬂﬁh BT 3l00 SRS U150 ... 300 i Quetlonds ..............U0...150 .. 3
Magneto Hero Cord ........ R...500 ... 8.00 : sl 150 .. 300§ Redhmow................ s TE0 a3
Mogneto Paralyze Opp. ......R... 500 ... B.OO i Full Set (484 cards) ......... .U, 150 ... 3.00 © Red Book of Westmarch......U... 1.50 .
Mystique Hero Caid ......... R...4.00 ... 6.00 : Storter Deck (76 cords) ....... o0 150 ... 250 : RentheUnceon ............R...7.00...
Mystique Surprise Attack R...4.00 ... 6.00 : StorterBox (10 decks) ......... ol 150 . 300 ¢ Retomof the king .........U... 150 ..
Frofussor X Hero Cord 00 ...500 : Booster Pack (15 cords) ....... 275 L R200 .. 400 : Ring'sBetmydl, The .........U... 200 ..
Frof ¥ Psioric Hold ... .o 500 & Boaster Box (36 packs) ... el o 5 L 100 Ringlore ... el 200
Prof X Tele. Coord. . <o 900 & Unlisted common cords P 1 U...300 ... 500 : Robt the Roven AT
Psylocke Hero Cord” .........R... 3.00° ... 500 : Unfisted commonsites ...... .R...300 ... 600 : Rogog fomeenes R...200 .
mﬁ'@ﬂmmolﬂ ------ 000 ... 500 : Unlisted common charocters ... .35 : sl ds o 100 SOfT’hCMFEm .... R 200 ..
Psylocke Psychic Knife ......R... 3.00 ... 500 : £ Greot Gobln, The..............R... 350 ... 5.00 i SomGomgee . Al IS0
Rogue Motogenic Dicin .......R... 3100 ... 500 : Adunophel.................. Ro.700...1000 | GreotshieldcFobon ... 150 ... 300 : SapingcfrheWMeIree RTINS I I
Rogue Super Strength ......U... 3.00° ... 500 : B 300 .. 500 : GreatShip......ceroenen R 350 o 500 1 Soollofbside ..U, 150 ..
Sobretooth Blood Hunt . 00 ... 6.00 R...700... 1000 : Gwahir ceveerenoR 200 L. 400 : Secret Entronce SRR L
Spider-Aan Hero Card 00... 1800 : W50 300  Hoborod ..ol 150 . 300 : Shodowfox IR0 .
S Arachrid Agity ........U... 300 ... 500 i Anbom 0150 300 | Hoddem ooooi.ieooicRi 250 .. 500§ Shelob R.700..
S Spider Sense U...300 ... 500 i Andal Flame of the West .. .R... 200 ... 400 : Holdi ... A..150 ... 300 : Shelb's Lok st B 2S00 -
S Vol Crawd . Co 000 o 250 Ao U150 300§ Holinoll of ForHored ..U, 150 ... 300 : Siege . R...300 .
SMWeb ........ R...500 ... 800 | Akenstone, The ... TR0 500 ¢ HBg....omonsereiennRei 300 L 600 { Sient Wotcher SuR G 2s0):
S Web Shield . U...300 ... 500 i Amy of the Deod ..R...300 ... 500 i Hilmen . coeveren 5 100 Skinbork iR 200
Shorm Heo Card ... Ko 300 0500 © Awen ..o, OR300 500 % Mimdng Lo Ul 150 L 250 Sy el 1500
Storm Emofionl Outburst ..R-.. 300 ... 5.00 © ssassin ....R...300 ... 500 i Hoomurthof D't ....... R...700... 1000 : Smag . ... iR 00
Storm Summon. . .Power ...R...3.00° ... 500 : Atelos ... oo U150 L., 300 Hobbits coveeeeeen R 150 L, 300 Snowstom ... R 300 .
Venom Hero Cord ... R...500 ... 800 : Awokemhe[nrlhsﬁre ...... U...150 ... 300 i Hoom ........ccoees Lol BR300 Southron Oasis Re250 .
Ve A Wobbi ...-U-.- 300727500 : Boloce of Things The ... R_..300 .. 600  Imohl. ... U150 . 300 ¢ Sohors ok 150
Verio Creepy Crawler, . =02 31007 20500 & Balin ...ooovveennnnn U...1.50 ... 300 ¢ Indw Dawndeath R 700 1000 : Emshss U150
Venom Panic Atock ..........R... 5.00 ... 800 : Bokogof Moric ............ R...300 ... 600 i heock........... Wl 150 L 250 E Shors sl 150
Vienom Symbiotic Snore ......R... 500 ... 8.00 : Baneof the ithitstone ......R...3.00 .. 600 } ﬂ\elmn(lml[tdl R..250 ... 400 : Stng U...150
WebHeoded Wizord (Excl).-R"..23.00° 05000  Boroddr ........... CURIT250 400 G e of the Deod thot Lve . R... 250 .. 400 : Swnedide R..250 .
Wolverine Hero Cord .......R" 10.00... 1800 : Bodimon Butterbur U275 ... 1.00 ;i Khomol the Easteding R..7.00.. 1000 : Stoneof Erch R...300 .
Wolvie Berserk Attack  ......C... 1.00 250 : Bamowwight A...1.50 ... 3.00 & Knights of Dol Ameoth Bl adn 1.00 : Stones, The s AR s B
Wolvie Fighting Instinct ......C... 1.00 ... 250 } Beretor U...150 .. 3.00 : lopseofwi .2 400 : Storms of Ossé L300
Wolvie Heal .. C...1.00 ... 250 : Bergl ...... U...150 ... 300 @ leoflock . Al lh 100 : Sen UL TSNS
Wolvie Snikt! ... ... 1.00 ... 250 : Bert (Birat) U...150 ... 300 : legols L 150 . 300 ; Thief R..200
Wolvie Wotnded 10.00°..1800 : gibo ... L. R..250 . 500 i Lesserfing 0150 .. 300 : Thoinl R 250
 Billthe Pony ..., U 75 . 100 F lewconth R..300 .. 500 : Toboos R..250
¢ Black Arow (Exclusive) ......R ...2.50 ... 400 : Lossoth . 0 ...75 . 100 : TomBombodi R...2.00
FLEER- 1995 : BIueMounIuianuwas vl 75 .. 100 § LostotSea ... R...300 ... 600 : Tom (Tuma) U... 150
Full Set (276 cords) .......... $200.00... 300.00 : Bombur ... soessiillsee 150 300 : Lostin Dorkdomoins R... 300 600 : Torgue of Hues U...200
(Indudes 14 Mission cards) { BookofMozobul .. U150 ... 300 i LuckySeoch R...300 ... 600 : T R..300
Booster Pack {9 cords) ......... 175 ... 200 : Bridge. ... 150 ... 3.00 i Lureof Creation u. 200 400 : Treebeord u 7
Booster Box (36 pocks) ......... £ Burden of Time, The ... U...200 ... 4.00 : lure of Power R..300 ... 600 : TeFom R...300
14-card mission set ... v 25 o 05 CalloftheSea . U300 ... 500 i Moblung U...150 300 : Usa Polonti U...200
Unlisted common cards ... A0 ComDom. ...... R 280 5 {00 ?Mogclimqol{mgn U...200 ... 400 : Vol of brech R...3.00
Unlisted uncommon cards Coves of Olund LU 150 ... 250 © Mogic Ring of Lore u.. 200 400 : Voriog (omp Rise 20
Unksted rore cards ............ 4. ¢ Cidon ,........ R..250 ... 500 i Mogic Ring of Notre U...200 ... 400 : Voriogs of Khond Rl
 Giith Ungol ... R...250 ... 400 : Magi Ringof Stelth 200 .. 400§ W R..300
fron Mon Dumpster ......... C...50 ... 100 : (leorSkies ...R...350 ... 500 : Magi Ring of Words U... 2.00 400 : Vygowil R..250
fron Mon Industrial Woste ...U... 3.00 ... 500 : Clouds....... R..300 600 ¢ Men of Anfolos Nl 15 100 | Wocho U... 150
fron Mon Multi Power 2 ......C... 1.00 ... 200 : (ock Crows, The ccnllee 200 400 & Menof Dorwinion U 75 100 : Woke of Wor .. U...200
Mogneto Impulse............ U...300 ... 500 : Corsoirs of Umbot ..l 150 ... 300 i Menol Lomedon ] 75 100 : Watcher in the Woter U... 1.50
Magneto Power Flux.........U... 300 ... 500 : Crocks of Doom . U.. 200 400 & Menof Lebennin U 15 100 : White Towers, The U...1.50
Sabretooth Chain............C... 100 .., 200 } Daglomin ...... .R.300 500 i Menol Northem Rhovenion. . .U .. 75 100 : White Tree, The iR08.000 .

WENT UP WENTDOWN HEAVILY TRADED |
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: 166 Potick Roy 200 ... 400 § Booster Pock (15 cord) ......... 225......250 § Moon Sign
i Lindsos ;.g G700  Booster Box (36 pocks) ... 75009000 © Morhei ﬂig}mm,u el - ggg
T ;’Bg  Mother lorissa ... o 200
R g < - < Nephthys Mu'at ... 350
.. 150 ... 250 : WHITE WOLF-1995 : Oisin Moc Gaglach 3500
150 ... 250 © FullSef (321 cards)..00iics $200.00... 27500 : Old Red fogle " 3500
300 ... 500 : StorterDeck (60 cords) ... 700 ...900 : OdStom-Choser...... o0
200 400 £ Sois b (10dds) ........ © 0ol ofthe Woods ..... UR 25.00... 3500
.-20007..740000 : Booster Pock (12 cors) ... 2 Pagee of Notie 2 a0 5o
;% ..,]g% i m:rd?u;mg-!m\ks).... i Pearl River ... BR300 ... 500
Wilicm (Wuluog) 150 . 300 : 700" 1200 © Unksted o k) g 20 ... 40 : Pentex Refinery ............R...400 ... 6.00
Willof Soron, The ——-......R...300 ... 600 ; 729 AdomOus... .URB ..700.. 1200 1 - P T e o250 350
Wil ofhe Riog The —......R... 300 ... 600 | 737 BobSweeney ...URS .. 300 ... 600 | Muskon Woll Hom R 250 | DT o K s
Witdrking of ogmer ... R... 700 ... 1000 © 736 Jeremy Roenick . URB ... 1000 ... 1800 } mammunmm“” A e o o, S
Wizdsfie............ .. R..300 .. 600 i 239 Pelerfosbey . .URB ... 1800 ... 2500 e e el
Wizerd's Floms QT el 1 R T Ry i 2 i | el .. L 00
Vi3 Lot U200 T 400 | 242 beSakic . UBS 800, 1200 | eonling o | B o Bl o
e g 1 oy QT M T ey < R e L Rt B
s e 81 500 00 | et asioniy 17 3 | R o Rl o 2
i T R s [ o e Tl itz o 350 : SomuelHaight ............R..250 ... 350
Woodrmen.............. 07208 00 £ 753 S b - URS . 2000 . 3000 | AsgaGorhl.v...R... Ty | R s ko gl i
Works o Power oo 2300 7 600 ¢ 759 Doup Weigt R e Bu{gﬁﬁm oo 5.00 ¢ Sootchesatfleas ........U..250 .. 350
Wases of O Pkebnd.... R 150 ... 300 263 Rob bosdemoyer URS 300 .. 690 | Boodonshedind R 2 ¢ o RN oo B D00 S
Wases ofte Dindon Foest U .. 75 ... 100 © 268 GeoffSondeson URS 300 .. 600 | BodyWhodk ....... TR 0 | R e Ll ol
gﬂ m&mkv ARS... 6000 10000 g:ﬁ’“'”,“’s",’;{“"" ------ R 350 : sthJE’.?:'“ Z]ﬁg.. : 3323
BRADYGAMES—1995 275 ”m&mhﬁfgm ;g% : Erﬁk:(nall.]il:h ey Mo E 500 : SiverAmmo ............... R...250 ... 350
Full Set (300 cords) ....200.00 ...30000 | 78] S(mI:‘Lcmm;ce' - 3'88 v iyt B 3.50 i Sister ludith Powsoflight ... U...2.50 ... 3.50
Stuter Deck (0co) ......7.00 1000 ; 283 Brn Leetch..... KB ... 300 ... 500 | Boggeheod . v 2 | Rk .o B0
Storter Box (10 decks) ......70.00 10000 © 784 etk Messer . URB . 800 . 1200 | Corel Srike . i 350 Sneak Atmock .. U250 L 350
Booster Pock (15 cords) ... 250.. ...275 : 286 Luc Robitalle . URS .. W Cala Grimsson A 350 ; SongChiong .............. 0...250 .. 330
Booster Box (36 padks) ... 8000 9500 : bkl ... 5 ...600 ... 800 L 350 Songof tho Greot Beost ... %300 _.. 500
i 288 JmPosk ....URS ..300 ... 600 : Cemonaus..... U, 350 © Sonof Moonlight... L)
{791 RodBindhmow URS ...300 ... 600 i ChorgingBul .. . 500 : gpemommﬁ AT )
= | 294" ilidus .. URB. 5000 .. 9000 | Cioverhmad : 350 : G TR A
ATLAS GAMES-199 z - 3 Cose the Bown .50 & Spine Crushed v R 250 5., 350
Full Set 269crrds‘ 512500 20000 297 Joromir Joge...... URS ... 30.00 ... 50.00 : o ta ik 5 E 350 SpintDmin ...viereennnn R...250 ... 350
Storfer Deck (60 cords) ... 700 900 i 298" MadoLemiesx . URB"... 40,00~.. BO.OO : Dertfnedrdokulé """ 3LE 500 : StondsdikeMountoin ... €250 w350
Starter Box (10 decks) ... 70.00 ... 90.00 : 302 Atursibe ......URB 500 ... 800 : Disem%owelmem R 350 ¢ SurpriseAlly ....ooooinnnn. R...250 ... 350
Booster Pk (10 et 175 225 | 305 Gt Coumoll . RS 300 ... 600 | Duaken Reely ..... o 350 % Suiver o RL250 L 350
Boaster Bax (60 pocks) .......... 90.00... 120.00 : 307 Bretthul ......URB ...1500... 25.00 : Fider St W R 350 : SusonAnthony ............ (...250 ... 350
i 311 Perlimo ... 0S 300 . 600 ideVamaie. e 350 ¢ Taking the Deoth Blow ....... R...250 .. 350
Kt .. R 30 . 5o 313 FoiYeboen L UR 300 ... 500 EnnuiIReanre ..... e R 500 : TeatholTitonium ............ .25 ... 350
Constonce D'Auboinne R 200 300 : 315 Doug Gimour ...URB ... 800 ... 1200 ¢ £y of th G v R 350 : Thomas Kochina ... e GBS0 e 350
Oy Doros ......... 2300 " 5pp: 316 PovlBue ....URB ... 2000... 3000 : s U 350 : Thunder Tiger...... 0250 ...350
Debora Grierson ... R 300 4pp i 318 Aexander Moginy URS ... 8.00 ... 12.00 : Fﬂe"en'"“""" sl 350 & Tibol Wor......... R...3.00 ... 5.00
Hoveni Sogmem ... R... 200 .. 400 ; 323 KethJones .....URS ... 300 ... 00 : i il R 700 Tw Sihetheels ... C...250 ... 3.50
© 309 Teamu Selomo . URB ... 1000 ... 1800 FUSm ?hPh ......... R 3.50 & Uktena Wymmfoe ... . R..400 ... 600
¢ 330 Alexei Thomnov...URS ... 8,00 ... 12.00 : eurgrsqte oenix ... R. 350 ¢ Umbrol Escope ... R...2.50 ... 350
i Lt iy i 350 Wolksit-Might TR300 500
ATLAS GAMES-1995 i : ﬁ‘;;‘:"wm ite lRI ggg : Wﬁr[PaimnguhayOhn B 280 323
FullSet (117 cords) .. 57000...1 : f D s o vl 50 & WhelpBody ....oeoooonnn. U..250 ... 3.
Booster Pock (10 carts) ... 5.175 R : E“‘n“ffi?rﬁe““‘e i L e
Booster Box (60 pocks) ... 90.00... 12000 ' : GW ----- S 500 P WymSkin e R...250 ... 350
Sl i beos SR U . 350 ¢ Wym Slayer, Ronin Gorou ... R...300 ... 5.00
SHADOWS EXPANSION i ﬁf':[‘:d%?ﬂum :s i L350 1 WymTaint ..o R250 350
ATLAS GAMES—1995 i A p— U B0 ¢ Yo Tvorich .. o 35.00
Foll Set (117 cots) ........ §70.00.... 10000 oI oo bl B0 § R v e 3
b o 10 . 175228 e o s
ter Box : o 5 ARe B8 :
ooster Box (60 podks) ......... 90.00... 120.00 Grand Klaive ... R S50 © WHITEWOLF-1995
(ARCANA EXPANSION { GreoterBonishment ........ R...300 ... 500 : FullSot (0GOS ............ _
ATLAS GAMES-1995 : glgl;hwce-hnguc - A . 350 : Booster Pack (12 cards) .........2.0
Fll St (153)...............$100.00 ...150.00 | b e B . 350 : Boaster Box (36 pocks) ...
Booster Pock (10 cords) .........1.75.. : Gmwlsﬂgr-hiu.;un g - 300 Unlsted common cords
Booster Box (60 padks) ........90.00 .. § GuidestoTuth ... : ggg Unsted uncommn cords
: ﬁ‘;{'ﬁgﬁ{ggﬂ“bﬂ"ﬁ»' ! 0 gmundummeu:;rr%un okl 28
RONZ H -R..3.00 ... 500 : Banichment by the Councl ... R...250 ... 3.
F-1995 ko doin : Eﬁ;jl;m"d """ U250 ggg ;aumeg;ougg e oo URE 10.00 lggg
mseg(;mm] 750,00, : e 230 ... 350 : BjomBloodromStone . 150 aan s
ottt B £011E%CARD!-BROIZE BLADE [ R AL et e B
Storter Box (8 decks) .........70.00 ... : E Jock Getkng v i 00 ... 3500 ¢ (uernaflthryoModuanshl .R...100 ...200
Booster Pack (12 cords) ......... 2.25 i _ i Jvlssguuilheiﬁc.lﬁ.sﬁ d Mosks ~250 ... 350 : Coomof he Pt Sonds .. ... 00 e 2
Booster Bo (36 packs) ... 8000 . CALIBER GAMES SYSTEMS-1995 E el Sl Wotets .-+ R 300 500  Coemof the Weeping Doughier R...1.00 ... 200
S RO e B TR0 et (. SATOD .. 6100 F IR Bt i b Sane S0 3 o Shd it v |3 st
Unlisted uncommens (111-220) ... 75 ¢ Storter Deck (AR BSO cords) ... 7.00 ... 900 £ Kinfolk- ~Small Town G st B...250 ... 350 © Clilding ..............-.. U...150 ... 2.50
Unlisted rores (221:330) ... 200 . 400 : StorterBox (12 decks) .........70.00 ... 9000 : finfolk - Soldier of F i R...250 ... 350 : Deeploumey......... L0000 ... 200
The URB and URS rorifes denote Ula Rare cards ¢ B00ster Pock (15.cards) ... 200 ... 250 ¢ yinfolk - TV Repor e k300 . 300 ; Dreomspeoker Hoge.....R... .00 ... 300
found only in bocster pocks and Ultra Rore cards.  ©  Booster Box (36 poks) ... 70.00 . 90.00 xinfu|k-\rewefiﬂgra§;"”'""R"'g'gg o 380 O S bt Gion .50 "'?‘58
e vt el —— T 1 N r— ik
2 Polkachg .ol oo 100 200§ CAUBERGAWES SYSTENS-1993 ﬁ'n‘]i',‘fm;,&"“ (RS0 350 : Hear of Midhight o R.250 350
3¢ Semeifedoov...C .75 ... 150 i FulSet(1%0ad) ... $60.00 ..80.00  Lomuun R.300 ... 500 ¢ Jonnfe MoorWizened ......R...100 .20
50/ Woyne Gretzky...C 1.....2.007 ;300 i StorterDeck (SOcordk) ........9.00 ...10.00 i |eukinnes . -8...300 ... 500 : KoSpiit ......... R..150 ...230
55 PotickRay ... .C .75 .. 150 i StorterBox(12decks)........10000 ...115.00 Lo Wol i ~UR2500.. 3500 | LoughsotDeath ............ R...150 ... 230
76 Eiclindios .....C ...... 200 3o | BoosterPock (15cords) ... 275.....300 F Lord Albecht - UR25.00... 3500 : Legendory. . ... UR1000 ... 15.00
78 JowomirJogr,.....C ......100 ... 9,00 : BoosterBox (36 packs) ......... 90.00 ...100.00 : {ucky Blow - U250 L350 Memarlehbon U180 L. 250
TR R G S OIS0 Power Primer (on2 storter deck + three Boostet pocks) & Lyna's Links . ~RL250 350 % Noomi........... v R 1500 . 250
100 PovelBure ......C 100 ... 200 coorsermneis 1500 ...18.00 : tunurE(Iipse. SRLL30 350 News Gaver LR250 .. 350
105 3oy ¢ SR § Lo ..‘E...S.OO .. 500 © Nightmoster ... e a0 s 20
04 Fodfone 0300 s . N NGONDISTRNNKERNSION i ekl B0 ¢ Pk R oo B d0 -1 800
135 Joromy Roenick .U ... 150 .. 250 ; CAUBER GAMES SYSTEMS—1995 $ Mﬂll(ﬂhfuhr e --u---z-SO .- 350 i Pongen ......... ...UR10.00 ...15.00
137 PaterForsberg .U ... 2.00 ... 400 ; Ful e (300 cor) TS0 NS00 | ot e B a oy | OV bt -2
144 Sergei Federo 0 ... 200 .. 400 i Soter Deck .’SUd'.uu}s) 7(7183 W,ggg | R ey .y ] e ggg : g}um?s’{ml e g:gg ggg
e : : & Hi R - ¢ Rite of Realm indin
159 Woyne Grefzky ..U ...... 500 .. 800 : Starter Box (l? ocks) ...... i Mokolé Hide ..... R.250 ... 350 Runswithout-Pack g TRos0 250
o © PRICEHOT AVAILABLE
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SeeshroughStors ... R...1.00 ...2.00 : Bollord, Howord ............ B.x?
Step Sideways .. U150 ... 250 Bennett, Comelivs .. R
Shokey Moc ... . R..200 ...3.00 : BemneM, Edgor ..... vesiReonid
Stuck Sideways .. .R..100 ...200 : Bennett, Tony..... okl
Summer Country .. ..UR10.00 ...15.00 : Bemstine, Rob ceniRenn 2
Umbrol Wave ... ..R...200 ...3.00 : Bledsoe, Drew vallesid
Wehyo-Ohni .. ... 250 & Bono, Steve ..... e
Vyldstorm ...350 & Brown, (hod . veniRandd
¢ Brown, Dave . s e
Brown, Gary il
WHITE WOLF-1995 Brown, Lomas el
Full Set (186 cards Indluding 4 ultrotore chase cmds] ¢ Brown, Tim ..... iR
........................... $150.00...175.00 : Bruee, koac ..... L {e,
Booster Pack (15 cards) ......... 225 ... 250 ¢ Buchanon, Ray iR
Booster Box (24 packs) ......... 50.00 ... 60.00 : Bumett,Rob ..... vesiBins
Unlisted common cards ..., A5 . 40 § Cootes,Ben ..... stk
Unlisted uncommon cards .. LIS . 150 & Conwoy, Curtis ... R
Unlisted rore cards ... ............ 200 ...3.00 : Cunninghom, Rendoll ......U..
i DBJodk s e R
HAonzo Montoya ............. R...400 ... 600 : Differ, Trent ..... isaills
R.200 400 ¢ Dshmen, Gis..... weBis
U125 L 200 ¢ Elad, Henry . il
R...300 ... 500 : Eway,Jobn ..... - o
..R...300 ... 500 : Esioson, Boomer wal
R...3.00 ... 500 : Everett Jim ..... | T
R...3.00 ... 500 : Foulk, Morsholl .. vl
R...3.00 ... 500 : Fing, John........ iR
GmuqurucsTusk ............ UR 12,00 ... 20.00 : Floyd, Williom el
Count Viodimir Rustovich .. .UR 18,00 ... 25.00 : Fryar, Ining ... ...R...
Cuft Leader ... 2 - 4.00 ¢ Fuller, Williom R
Defiler ........ .. 200 : George, Jeff .. K.,
FoterofSouls ... U .. 200 : Green, Domell..... sl
Enticer........... R .. 500 : Greene, Kevin..... U o
FBI Investigation .. R .. 400 : Holey, Chates ... R o5
Fiiends in High Plac u .. 200 : Hompton, Rodney .........C .
Generol, The ... R . 600 : Honks, Meton ... ek
Glode Child . U125 00200 G Horbaough, fim L
Heart Breoker ... .R...300 ... 500 i Horvey,Ken ..... ks
Hunts af Night el .. 200 : Hearst, Gamson .. sl
Incoma Avotar R .. 400 : Hoord, Leroy ..... il
Kills the Weok . LU .. 200 : Hopkins, Brod..... Rl
Kiss of the Wym..... .R...300 ... 500 i Hostetler, leff..... el 5
Latonia the Temptress ......U.., 1.25 ... 2.00 : Hurst, Mouice xR
Longtoath Soulkiller ........ R... 400 ... 600 : Ivin, Michael ..... Re
Lord of the Realm N .. 4.00 ¢ lsmai, Rocket R...
Moge's Talisman .. R 7.00 3 Jackson, Greg..... iR
Malfess ..... . 20.00 : Johnson, Charles .. Sl
Mookmaw L 2000 : Johnson, D.J....... W
Morgen ... R, .. 4.00 : Jones, Seon .. o
Mrlguono .............. U... 125 ... 200 i Kelly,Jim..... wwsilias
Pentex Executive & Limousing R... 2.00 ... 4.00 ¢ Kby, Teny .. st B
Priest ooveeiieeiieenannns, U 125 ... 200 i Lews, Mo..... waniRe
Psychotic Hollucination ...._.R... 200 ... 400 : Uoyd,Gieg . JaxiRes
Psychotic Stolker ... .R...200 ... 400 : Madno,Don ..... wiaik
Red Mlert ........ LU 125 .. 200  Mardin, Tony ... <]
Red-Heoded Stepchild .R...300 ... 500 : Morfin, Woyne .. sosilon
Reneqode Werewolf Hunter 07 125 . 2,00 © Mathis, Ternce ... el b
Rent Assunder R .. 500 & McDoniel, Tery ... g
Roorof theWym ......._U.. 00 § McDuffie, 0. ... touilly
Skin of the Hellbound .. " McEIocklon Chester i
Spickers ........... .. .00  Meons, Notrane ..
Spirituol Revelotion .. R.. 00 ¢ Miller, Anﬂmy "
Subjugation of Galo 00 : Mims, Chis .....
Survival Nut 00 i Mier, Rick ...
Sybil 00 i Mitchell, Scott ..
1] L S 5.00 i Moon, Women .....

TF. MocNed .............. . 5.00
Toga of Dionysius ! 2.00
TotemForm ........ 400

u
]
U
: R...300 ...
Telemorketing Compaign .. ... 150 ... 250
R
u
R
U
R..

¢ Moore, Hermon ..
: Norton, Ken .....
: Movocek, Joy ...
i 0'Donnell, Neil ..

z2x833338

R..
el
S
o
]
o e
waaiRi
AL
Trinity Hive Coern 2000 i O'Neal, leshe...............R..
Vompire Blood 00 ... 500 : Pormolee, Bemie............C .
TR0k 5 ... 2000 } Pemimaonn, Brett ... Y
i Pickens, Cod ........ causly
t Rondle, John ... i
(ACTUS GAME DESIGN-1995 i Reed, Andre ... skl 4
full Set (300 conds) ... $200.00 ...250.00 | Rhett, Bt .. e 250
Storter Deck (S0cords) .. 700 7900 | Rice, Jeiy...ooooooenonn R 12.00
smne«ﬂox(édwldecks: ..80.00 ...100.00 : Rodf, Wille .. o . 300
Booster Pack (8 cords) .. Ty 175 © Sonders, Bomy ............R. . 10.00
ooster Box (60 pods) 7000 9000 : Scot, Domay..............R. 6.00
Seur:ylleon g ggg
i Seou, Junlor ...kl :
DONRUSS- 1995 ¢ Sholer, Heath...............U. .. 350
Fufl Set (336 cords) ... $200.00... 300.00 : Slads, Chiis R 300
storter Deck (B0 cods) .7 "9.00" " "10.00 ¢ Smith, Broco ... R 5,00
Siorer Dl Set (160 cords) 1800 |~ 20.00 : Smith Nel .............R. 4.00
Stortr Box 5 duol decks) .~ 90,00, 700,00 | Stubbleield, Don wihl 3.00
Booster Pack (12cords) .. " 995" 975 i Taylor, Joha ... R 500 :
Booster Box (36 pocks) 00 ...95.00 : Thomos, Willom ... .R . &00 §
Unlisted very common cards 10 730 ¢ Tuinei, Mark ...... R 300
Unéisted common cords ., 20 .......75 : Tomboll, Renoldo........... R 300 :
Unlsted uacommon ards 300 900 ¢ Tumer, Eric R 3,00
3 Vincent, Troy ... R 300 :
pimen, Troy .. .700... 1000 : Woloce, Steve . R 300
Allen, Moreus ... U...Zﬂﬂ ... 3.00 : Women, Chris . R 6.00
\,f —
WENT UP WENT DOWN HEAVILY TRADED |

3.00 : Webb, Richmond

500 : White, Reggie

400 : Whitfield, Bob

300 : Widel, Doug ......

300 : Willioms, Aenecs

000 : Willioms, Dovid

1.50 : Willioms, Horvey

3.00 : Wolford, Wil ......

1.00 : Wooden, Temy

250 : Woodson, Rod
. 3.00 : Woolford, Donnell
. 500 : Young, Steve.........
. 1.50 : Zordich, Michoel
L300 ¢

3.00 :

5.00 : DONRUSS-1996

150 : Foll Set (98 cords) ............
300 : Booster Pock (12 cords) ...
3.00 : Booster Box (36 packs) ......
300

400 F Men Temy ..o
400 : Betfs, Jerome

B.O0 : Bloke Jeff .............
100 | Corier, Mork ...............
250 @ Corter, Kilono ..... ’
1800 : Cork, Vinnie ..............
300 : Colins, Kemy .............
250 : Dovs, Temell ..............
400 : Fowe Brett .............
3.00 : Gollowoy, Joey ..

. 800 : Green, Enc

300 : Horper, Abn ...... -
. 800 : Howord, Desrrmnd ......
. 500 & Koufman, Napoleon ...
150 : Joyner, Seth 840
. 500 i Mortin, Tt

. 250 ¢ MermH Eric

300 ¢

2.50

400 ¢

3.00

1.00

. 5.00

8.00

4.00

. 300

2.50 : y

400 : Thomos, Henry b
. 300 : Wotters Ricky ... )
. 800 i Westhrook, Michoel ...
400 : Wheotley, Tyrone

300

800 :

2000

2.50 :

300

400 :

300 :

250 :

300

600 :

400 :

3.00 :

250 :

 DAEDALUS GAMES-1995

i Ful Set (325 cords)

: Storter Deck (80 cords)
Starter Box (12 decks)

i Booster Pock (12 cosds)

i Booster Box (38 packs)

Droco
+ Homo Omega
¢ Kinoshito House

Soul Maze

: Theng Yi Quan

DAEDALUS GAMES-1995
Full Set (140 cords)
Boaster Pack (15 cords)
Booster Box (34 pocks)

i Furious George

20 70 70 70 70 0 M 0 20 5o o o o

=

E

xpgi’.:‘:h‘:n&:m:m'm:::i:‘m‘nni:i:n

— R D Y 00 RO D e Rt D) et et s B

$50.00 ..
..... v i TR

$200.00

800
%0.00
2.50
85.00

12,00
12.00
10.00
10.00
12.00

S75.00

250
§0.00

7.00

O € ) = Ca) G L) €D O L

2552853382858

3 13 £ €3 O P 13 a3 13 1 N3 €0 13 60
SELLEEESLLLELEES

SRSEESRLEERESEREEER!

125.00

300 :

100.00

10.00 :

o~
nraLn
BH3

i leePogodo ... ... 10.00
i e Shords. ... 10.00
: TngTing ... =200
i Teboteho .. 1200
MAYFAIR GAMES—1995

: Full Set (517 cords) ......... .. 350.00
¢ Storter Deck (40 cots) ...8.00
: Storter Box (10 deds) ... ... 80.00
: Booster Pock (15 cords) . el 2y
¢ Booster Box (36 packs) . B0.00

§ MAYFAIR GAMES-199%

FlSe (10 ed) .........S14.00 ..16.00

| S Do Dok (12050 1400 11600
| o Box (sl decks) 80,00 90,00

i TSR-1994
i Ful Ist Ed. Set (445:!11!551&.&1925 booster
i exchsive cords) ............ 50.00..
i IstE. Smyﬂwlmﬂtmﬂs) 8.00 ... 10.00
¢ st Ed. Storter Box

. 225.00

(six duol dedks) ......... ....450.00 ... 60.00

i 1stEd. Booster Pack (15 cords) ... 1.25 ... 1.50
st Ed. Booster Box (36 pocks)  40.00 .. 50.00
i Full No Ed. Set (400-Cons Only) ...® °

§ No Ed Storte Deck (55 carts)
: NoFd. Storter Box (10 decks) ..
: Full 2nd Edifion Set (420 cords) uoou...
i 2nd Ed. Storter Deck (110 cords)  8.00 ... 10.00
i MEﬂ,Srma:sozmmr...As.oa ... 60.00
: 2nd Ed. Booster Pock (15 cords) 150 ... 1.75
¢ 2nd Ed. Booster Box (36 pocks)  50.00 ... 60.00

R T I e
¢ Midnight Goddess of Mogic ......1.50 ...2.50
i Potion of Firebreothing ......... 150 ...250
i Sagel ....o.ooooooereerennn 150 ... 250
e e 1 R
- RAVENLOFT EXPANSION
i TSR-1994 1
i Full Set (100 cords) .. 580.00... 110.00
: Booster Pock (15 cords) ... 150 ... 175
: Boaster Box (36 podks) ... 5000 ... 60.00
~ DRAGONLANCE EXPANSION
TSR-1994
: FdSeHhSrMmh&gHbons?e{whm
tords) veeeenes S75.00... 100,00
300&19-!’0(& IS\mﬁsW 150 ...175
i Booster Box (34 pocks) ......... 50.00 ..60‘0'0

TSR-1994
; FdSer\”‘:méshmﬁlewsmetdmm
i $90.00... 130.00
H BcosmPodllS(arﬁ‘ 200 ...250
: Booster Box (34 pocks) ... 7000 ... 90.00
 ARTIPACTS EXPANSION
i TSR-1995

| Boose Pock (12 <o) 225......250

Boostes Box (34 pocks) 75.00 ...90.00

Storter Deck i‘\\ ores) 700 ...900
Starter Box (12 decks) 80.00... 100.00
Booster Pock ( H conds) ? 2.50
Booster Box (34 packs) 70.00 %0.00

(M IMAGES
: FlSetC "l5u’l}SJ $250.00 ...37500
Sterter Deck (53 canek) S0 .. 1000
Storer B (10 decks) 9000 ... 11000
 Booster Pock (15 cok) e R L)
Booster B (36 podc) 85.00 ... 100.00




199

(P
FuII Set (363 cords)

Storter Deck (60 cards) ... ...

Storter Box (12 dedks)
Booster Pack (15 cords)
Booster Box (36 packs)

Unlisted Common cords ............ .

Unlisted Common Personnel cords .., .
Cards ore black-bordered.

Albert Einstein  ...........R...5.00
Alexander Rozhenko ......... U...1.25
Alidor Jorok ... ..R...5.00
Alien Groupie ..... i B350
Mien Parosites . U...1.50
NienProbe ...............0...1.50
Alyanna Nechayev ..R...400
Alyssa Ogawo. ... o |
Amondo Rogers .. U150
DN L | .
Ancient Computer .........R...8.00.
Anti-Time Anomoly .........R...6.00 .
Amus—Skin of Bl .........R...8.00 .
Auto-Destruct Sequence ...... C...1.50
Avert Disaster ... . R...400
Bo'el ........... L2305
il e R 10.00 ..
Bardoy's meplasm!c Disease R...6.00 ..
Betozoid Gift Box............ R...8.00 ..
Beverly Crusher ... ..R 18.00 ..
Bodha........... il 25
I A || Lo
Borg Ship ...eoveenaen . R 12,00
Bynars Weopon Enhancement R 7.00 ..
Clooked Mission .......... U...1.50 .
Cosmic String Flugmr»m o] | [ Lo
Crosis . veane RevaB00
(rysmltme En?lf‘,f R...6.00
Cultural Observation R..:850 .
Cytherians.. .. R...4.00
Dato ..... R 3000 ..
Deanna Troi R 2000
Devil, The R...7.00
Devinoni Ral U...1.50
Devorss ..................R...8.00
Distortion Field ... U...1.50
Distorfion of.. Continwm ... U...2.25
DOk i C...1.50
Dr. Lo Forge . R...500
Dr. Leah Brohms R...500
D, Selar U...150
Dukoth (...150
Duras ... R...8.00
Erhdrel Creature: U...150
Enginaering Kit €...150
Etang Jol U...1.50

STAR TREK: THE NEXT GENERATION-
KLINGON RIGHT OF VENGEANCE

1800 ..
.. 7200.00. .

88 leou*sr

7.00 :
250 ¢

250
12.00

250 :

2.50
150

LT e SRR | LR I
: Emwﬂem:fmn'mg semeeih) 4000
i Exocomp Rt [ Ll
: frplureBJsd(luslal vmenmi R GOl s
i Explore Dyson Sphere ......R...3.50 ..
i Explore Typhone Bxponse ... R...3.25 ..
: Expose Covert Supply LU..150 .
: Bdodion .................. R...500 ..
: Federation Outpost .........(...1.25 ..
DR et 150
i st Contot ...............U...150 .
i Fleet Admiral Shanthi | B BT 050
: Full Plonet Saom ............ U...2.25 .
t Gops in Nomal Spoce ......U...1.25 .
i Genetronic Replicator.......... b 225 ..
: beordiLo Forge ............R 18.00.
: Goddess of Empathy ......... R 5.00
P Gowron ..................R 1200,
: Grovific Mine ............... U...1.50
Hookono ..................R...8.00.
: Honnoh Bates................ U...1.25
¢ HoloProjectors ............U...1.25
: HologomRise ............U...150 ..
: Honot Chollenge ............R...500 ..
2 Homgon i R 1200 ..
: HJgh ) oo RO1200 ..
: H_;rrfml]‘m?mgmm siiRe 350
¢ Husnock Ship soss UpecdidS
: HyperAging ...............U0...1.50
: |KCBorfos ...............R...8.00 ..
3 LG Bonk :coseoinsiaini R 00
i 1KC Hegh'tn ...R...7.00 ..
¢ LKC KVort (e 1L s
i LKC Pogh ... . RLT00 ..
PO1KC Quvat .. vev RO v
: I-omulnv»sngcnm. ....R..350 ..
¢ Incoming I.'essug»—Fedemmn U...325
Incoming Message—Klingon ... U...2.25
Incoming Message—Romulon  U...2.25
¢ Interphase Generator.........R...8.00 ..
: Investigate Alien Probe ......R 400 .
i Investigate Disappearonce ... R...4.00
i Investigote Disturbonce ...... R...4.00
: Investigote Massacre......... R...4.00
: Investignte Roid ............ R 350 .
i |nvestigate Rogue Comet ... R...3.25 .
: Investigate “Shattered Spoce” R...3.50 ...
i Investigote Sighting ......... R...250 ...
¢ Investigate Time Confinuum... R...3.50 .
¢ Ishora Yor .. U225
: Joglon Shiek—info Broker ... R...5.00 |
¢ Jeoruc Picord ............. R 40.00...
¢ Jenno D'Sora ... cailliasl 80
i Jo'Bdl ....... P 1 -
¢ Kabless svu R0l
i Korgon,... R...5.00 .
i K'Ehleyr R...7.00 ..
A [ U...150: -
¢ Kevin Usbridge U...1.50 .
: Khozoro ......... R...8.00 ..
¢ Khitomer Research ... R..:350 .
: Kivos Fojo—Collector .. U..225 .
¢ Kingon Death Yell ... R...6.00 ..
: Kovoth......... U...150 .
i Konis .. U...1.50 .
Ktarian Gami . RA00
Kurgk ...... e R 500
Kurlan Naikos .R...800 ..
Kom ...... .R...700 .,
K'Vodo 1 T
for ... Bl TR | Ly
Lech Brahms sl 500
: LifeForm Scan el 180
i Lore Retums ...... ... R...800..
Lore’s Fingemail ...R...7.00.
t LIRS0 VRN 6 i o R 10.00 ..
i Iwaxonno Troi ... sea RexB00
: Mcknight .. ... ws Bas S50
i Medicol Relief ... R... 350 -
- Medicol Tricorder ............ O lidor .
£ Mandok b R...600.
: M»rrﬂerShtp ....... ey B
Mirok ... U150
: Morgan Batason R...5.00
: Mot the Borber u...1.50
P Movor U...1.50
¢ Nogilum R...600 .
¢ Norik ... 225
Neor-Warp Transport U...1.25
Neelo Daren veens R, 800
Neural Servo Devica U..150 .
New Confoct .. ... R...350
Nikoloi Razhanko U...1.50
Vitrium Metol Pornsites U...2.25
Nosoh Satie U..150
Nu' Do U...1.50

Z30) 5 NN SpOK8 | o U...150 .
6.00 : Nutotionol Shields il 1225)
200 7 NVek ... oo s llaal25
350 : ), 225 .
500 : Ll 225
400 : U150
2.50 sxs Rae B8l e
800 P ..o ... R...500 ..
200 : Pnder Site e la] S0 e
2.50 : Porfol Guard . U...1.25 ..
250 : 0 . ...R 1000 ..
250 : 02.. ... U...3.50
300 : Fodicotve GcrbugeSmw venill=1150
200 : Roise the Stokes .. W12
300 : Rebel Encounter ............U...1.50
25.00 : Reginold Borday .. ..R...8.00..
800 : Relief Mission.. P ot [ L
1800 : iE.'AFurgueHn‘luununons..‘U...2.?5 :
250 : Restore kmont Moon .. U..2.25
1200 : Richord Golen R...5.00 .
200 i R ... U...1.50
200 : Roloen ... R...800 ..
250 : Roga Donor R 1000 ..
. .00 - S R 1000 ..
18.00 : Sorenka ....... R...4.00
18.00 : Scnh‘.ngﬁundal R...3.25
500 : Satelk.. R...7.00 ..
3.00 : Se(rel&:!'mge . U...1.50
250 : Seek Lifeform R...350
1000 £ Sela ..........o.........R 1000 ..
10.00 : Shoka, When the Walls Fell... U...1.50
1000 & Shelby.........ceeoenvinnes e, 0D
250 : Sir lsooc Newton . R...8.00..
10.00 : Sima Kolromi . U...1.50 .
1000 & Soren ...oveoiieans U...1.50
500 : Stotegic Diversion ... U...1.25
400 : Study “Holein Spoce” ......R...3.25 .
300 i Study lonkaPukar .........R...350 .
3.00 : StdyNebulo ....... Rii3000: o
1200 : Supemova R...7.00 ... 10.
6.00 : Survey Mission R...4.00 !
600 : Tabok........ U...1.25 4
600 : TomEbun . R...6.00 ... 10
600 : Torelion E’Iuguashlp Uil S0 o 2
500 : ToshoYor.. ..R 1000... 1500
400 § Tebok ....ooovvvennnennnne U...1.25 ... 2.00
500 : Telepathic Alien Kidnappers ... U...2.25 3.00
350 : Temporol Cousality Loop...... R...400 ... 6.00
500 © Temporol Rift...............U...1.50 ... 250
300 : TestMission .. il ]250 e 200
8.00 : Thomaos Riker.... R 1200... 18.00
60.00 : Thought Mcker .. R 1000 ... 15.00
250 : Time Trovel Pod .. R...500 ... 8.00
200 : Tokoth........ U...1.50 ... 2.50
1000 : Tomalok .. R...7.00... 10.00
800 | Tog .. U125 ... 200
1000 i Tork .. U...1.50 ... 2.50
250 & Tordl .. U..125 ... 200
250 i Toreth..... R...6.00 ... 10.00
1200 i Tox Uthat .. R...800... 12.00
500 1 TPon coivvense- U...150 ... 2.50
3,00 : Transwarp Conduit cillbadi2s) w200
1000 : Traveler, The: Transtenden(e U..225 ... 3.00
750  Tsiolkovsky Infection......... R...400 ... 6.00
250 : Twn-DlmensmnuI{leurures JU...225 ... 300
600 i USS.Brtgin ............R...800 ... 12.00
B.00 : USS. Enterprise . R 30.00 ... 50.00
12.00  USS. Excelsior . €..150 ... 250
10.00 : US.S. Goloxy.. (...1.50 2.50
200 : USS.Hood .. R...8.00 ... 12.00
200 : USS. Phoenix ... R...8.00... 12.00
800 i USS. Sutherlond U..250 ... 350
2.50 : USS.Yomoto ... R...8.00 ... 12.00
1200 3 Vogh covemvpmoness U...150 ... 2.50
1000 : VuloerDlsmpnun R...8.00... 12.00
1500 & Vosh ..ooovennnnnn R...8.00... 10.00
.. 1200 : VLrImandme!d U...1.25 200
... 250  Vuleon Stone of Gol . R 12.00 ... 18.00
.. 500 ;i Worp Core Breoch _ .. RissdiS0 5.00
200 : Wesley Crusher ........... R 18.00 ... 25.00
. 1000 : Wiliom 7. Riker ............ R 20.00 ... 30.00
3.00 : Wind Dancer ... .....R...4.00 6.00
807 LR e Kt R 20.00 ... 30.00
.. 800 : Wormhole Negotiotions ...... R...4.00 ... 6.00
e 250 3
. 250 @
. 800 :
300 : DECIPHER-1995
... 200 : Full Set (363 cards) ......... $225.00... 300.00
1200 Storter Dedk (60 cords) . 2.00 ... 1000
250 : Storter Box (12 datks) . 80.00... 110,00
500 : Boaster Pack (15 cords) 250 ...3.00
250  Booster Box (36 packs) 80.00... 100.00
300  Cords are white-bordered.
250 ¢ Singla cords ore worth 25 to 35% of limited equivalents.
250

i DEC

¢ Empire’s Bock, The

¢ Garindan

LT 2 ——— S?U 00 ...

¢ Booster Pack (15 cords) 155

¢ Booster Box (36 pocks)

: (ryosatellte .......oeen.ee. R...000 ...
Devidian Door.... R 1000

uture Enterprise
Governor Worf o
USS. Enterprise € .........R ...4.

ull Set (32-‘1 (11 [ 350.00
2 Storter Deck (60 cords) ... 200 ...
: Starter Deck Box (10 decks)  ...90.00 ...
: Booster Pack (15 cards) ......... 300......3.
Booster Box (36 packs) . ..95.00 ...
nlisted common cards ............ 15
Disturbance in the Farce ...U... 1.50 ...
i Admirol Mot ...............R... 200 ...
 Mfect Mind ... R...400 ..
R...400 ..
U... 1LOD ..
U...150 ..
S U...150 ..
: hssault Bifle R...200 .
¢ ATremorin the Force U...1.50
Bontho ....u...1.00
Beggor R...4.00
i Belors ... U... 1.00 .
¢ Ber Stew... U 100 .
¢ Biggs Dorklighter R...5.00 .
i Block2 ... R... 400
P Block3 ... U...1.50 .
¢ Blast Door Controls Uees 100 -
¢ Bloster Rack . U...1.50 .
: EiuslerSmpe il 150
 Boosted TIE Blaster Conmen ....U.... 1.50
i Boring Conversotion Anyway  R... 4.00
T U... 150
P3P0 ... R 18.00..
i Coller ... U...1.00 .
: Cantino Browl, . R...400
¢ Chorming to the Lost .. R..200
1 CHBEBO8 o vmpnrimanicillivns 150
: (ircle is Now Complete ......R... 4.00
¢ Colonel Wullf Yuloren ... U...150 .
: Commander Proji .. U...1.00
: Corellian Corvette. ... U..1.00 .
© Crosh Site Memorial Ui 150 5
: Dantooine........ U...150 .
: Dontooine ... || M L1 I
¢ Dark Collaboration R...400 .
Datk Howrs ... U...1.00 .
Dark Jed Lightsober . . U...150 .
* Dark Jedi Presence .. R...400 .
: Darth Voder ... R 7500,
: Dathcho ... varllow TS0 o
i Deoth Star: Central Core......U... 1.00 .
¢ Deoth Star: DBCR .........U...1.00 .
¢ Deoth Star: W14 Mil.Con. ...U... 150 .
i Deoth Star Plons sorsBn 400
: Death Star Sentry U150 =
* Deoth Star: Trosh Comp.......U... 150 .
¢ Deoth Star; Wor Room ......U... 1.00 .
i Demotion ........... R...200 .
¢ Devostotor R 1000..
¢ Dice lbegon ... R...200 .
i Disormed ... R...400 .
: Disormed .. R...400 .
i DjgsPohr ...... R...2.00 .
: Don't Get Cacky R...4.00 .
¢ DrBvozon ... R...400 .
P DS612 ... Uiz ili50
i DS613 .. 400 .
P Dutch ... 400 .
D66 100 .
{ BlisHelio ......... 100 .

Emergency Deployment

¢ Eyesinthe Dork . 180
: FemW\I!Keeplh&mln line R...200 .
i Felfipern Trevogg .. Al
: Figrin D'on .100 .
SD&RAT ...... (400 .

: Force sS1rung With this One R... 200
¢ Ful Scole et ............U... 1.00 .
! Full Thotle .............. 200 .
..... 200 .

® PRICENOT AVAILABLE
v



: : i : Worell, Todd ...............R... 200 ... 3.00
Generol Dodonna..............U... 1.50 ... 2.50 AR e e Ao U...1.50 ... ggg ﬁl;wlarngfn ............... R%gg ggg : Worrell, Todd ......... R
Generol Tagge ... ..-R...300 ... 500 : Semse ... sl 130 s ¥ Agh'Bobhy"“ N 1oV ER
Gift of the Mentor coooRe 400 L., 600 : Skywolkers ... .R...400 ... 700 : Ayd, S0 oy & e
Gold 1 R 200 .. 400 : SoloHon R...300 ... 500 : Buergo, Corlos . 2gg Sl THUNDE D‘mﬁs e
605 ....R...200 ... 400  Spoceport Speeders .........U... 100 ... 200 : gg sg';fﬂ":: 00 300 G éurggiﬂ(eﬂ(gim?ds) ) e
Giond MoffTokin .......-R 10,00 ... 1800 § Specil Modicaions... U}gg %gg  Belocbat ik ; S ted G5 ok 3000
Gravel Stom .. ol 100 L 200 5 Sunsdawn... .o | © Bichette Donte 300 . 400 © poocerbock (B cods) ¥
Hon's Bock .. U...1.00 ... 200 : Toctical Re-Coll R 200 .. 400 © Boges, Wads 2300 .. 400 : Boaste Box (60 pcks) . 10000
Hon's Heavy Bla R 400 .. 7.00 : ToggeSeeker......... ...R... 200 400 : gy ‘B ..600... 1000 :
Han Seeker ............... R...300 ... 500 : Torgating Computer .........0...1.50 ... 250 : Bom'[[ﬁ,pm,v - 150 250 g coM
Har ol e e R 2000... 4000 | TokinSesher......... R...200 ... 400 i Boons Bret . - 200 3~3g ¢ ULTIMATE GAMES-1995
Help Me ObiWon Kenobi ...R...4.00 ... 7.00 ¢ Tatooine: Confina... R...200 ... 4.00 ¢ Brantley, Jeff . 00 3'50 SRl Set (150 cords) ... ;
How Did We. ..this Mess? ...U... 1.00 ... 2.00 ¢ Tatoine: Confing........... R...200 ... 400 : Canseco, lose ;ag “§30 ¢ Storer Dk (60 cots) 7700
Hydroponics Station .........U... 1.00 ... 2.00 : Totooine: Lars’ Moisture Form U... 1.00 ... 2.00 ¢ Coter Jos 300 oo 200 e (10 k)
| Find Your. ... Disturbing...... R...400 ... 600 : Totooine: MosEisley ......... U..100 ... 200 : (!urk,WlIIR.... Al | e o
| Hove You Now ............R... 200 ... 400 : Totooine: Obiton'sHot..... R... 400 ... 600 : g;mens. Roge 700 300 ¢ Booster Box (36 pocks
I've lostAtoo! ........... U...1.50 ... 250 : Thonk the Moker...... . 200 ... 400 : Loieman, Vinc S 25
i  Thisi ¢ Cong, Dovid ... S0 e H
ImperiahClass Stor Destoyer U...1.50 ... 250 © Thisis All our Foult o150 as0 e 200 L300 ¢
Into. . .Chute, Flybay ... R...200 ... 4.00 : TIEAdvanced x1 w100 L0200 ¢ Davis Thii 200 300 c: K 1
lon Connon ... 1500 L. 250 0 TIE Fighter w75 S DSoring, Gory oo, ..200 ... 300 : WIZARDS OF THE (OAST-1
Jowo Pack . 150 ... 250 : Tonnika Sisters .. 400 ... 600 : Dunston, Shawon ... o200 ... 300 : Full Set (436 cords)
Jowa Siesto . U...150 ... 250 ¢ Troffic Control .. e L o 200 § Eckersley, Dennis...... oS 150 Storter Deck (76 cords) .
Jedi Lightsober U150 L. 250 Trinto Duoba .. o150 250 1 Egmonds: fim,.. ... 300 ... 500 : Sporter Deck Box (10 decks)
Jedi Presence ... «R..400 ... 600 : Tiooper Chorge ... o100 . 200 : Fielder Cecl ... - 150 ... 250 Boocter Pack (19 cards) .
Jek Porkins .. U150 ... 250 © Turboloser Battery 200 ... 400 : Finley, Steve ...... 200 ... 39’3 © Booster Box (36 pocks) ...
Juri Juice ... .R..200 ... 400 : Tusken Breoth Mosk L1500 250 Fymon, Trovis ... ol S0k 3.(1(] :
Kobig imssvass <G 150 L 250 ¢ 2K3KPR L. L0150 . 250 ¢ Golomogo, Andres ... 'z‘gg sl <
KolFalnl Cndros ... R 400 . 600 © Uil R 400 .. 800  GontRon............ el
Kessel Run ... <oRe200 L., 400 F Uini! L .. 400 .. 600 : Gikey, Bemord ... ooy Gy 3 WU
Kessel ........ sl 100 L 2,00 Voder's Custom TIE 400 ... 700 : Cloving Tom ...... T35 T Tgp ¢ RWSer(00) ..
1. = sl 200 | VodersEye ........ 400 . 700 : Gonzolez, Juon .. 03 300 ¢ Booster Pock (15 cards
Kessel .1.00 ... 200 : Y £ Goodwin Curts 0200 ... 300 : ks
Kitik Keed'kok <R 400 . 600 i Voder'slightsaher ........R...800...12.00 } Ggodwﬁn'Tcm 00 1300 : Booster Box (36 packs) .
Klor'shg «...oovven < Ro400 ... 600 ¢ Wonior's Couroge e R...200 ... 400 F| Giith Mk 900 ... 400 ¢
Kroyt Drogon Howl ..., .. R... 4:00 ... 600 : We’reN\Gnnnu...Th_\nner! R...400 ... 600 : {in‘ffei: enkr 12.00 ... 2000 : T RU o1995
Lobfi s es s sasisan ~.R..200 ... 400 : WED-9-M1 Bontha Droid......R... 200 ... 4.00 : Et;ﬂ]en',l]zzie... 200 ... 300 : ;ull‘Set(?ﬂSmfﬂSl L !
Loser Projector Ul 100 L 200 ¢ WEDIS1662 Treodwell Did. R... 200 ... 4.00 : Gwynn, Tony ... ..500 ... 800 : o i s g 0
Loteral Domoge .. R200 L. 400 P Wiosed .evrereennnnn.. U..150 ... 250 : Hummondlhﬁs,.. 203 %[5)8 5 Storter Box (12 decks) ...
Leesub Sifn .. -R..200 ... 400 : WiongTum o [ T Henderson, Rickey ;gn " 300 : Booster Pock (15 cords) . i
Leip Orgona .. «.R 20.00... 40,00 i Wuher...... LU 100 L 20 ¢ Henke, Tom ...... e 300 : Boaster Box (36 packs) ... 7000
leio’s Btk oeoeeeii U100 ... 200 : Yovind:Jungle ............ U...1.00 ... 200 : Henneman, Mike... oS00 L5
Leio’s Sporting Bloster ...y, ¥ ¢ Yovin 4: Mossasi WorRm. ...U...1.00 ... 2.00 : Johnson, Rondy 00 e, 5000 2 n B R...6.00 ... 10.00
Ueufennntfenbﬁs CEELTer | s R...400 ... .0 : JUI‘E&S,(S{IFCIJEE --2'00 i3 Mysterious Disoppearanc ...R..... 8.00 ... 12.00
Light Repeoting Bloster Rifle . U..100 ... 200 : }"";;" TB- 2200 ... 300 : Ol Rivoly Resurloces ... R... 600 ... 1000
Lightsaber Proficeny .. g : Ul 2D 2 (O w00 o 00 3 R R 10.00... 1500
Limited Resources o | : Your Eyes Con Deceive You ...U... 1.50 ... 2.5 Jus";i'(e' ot 23,00, o | SI00 R. {18
Loco Trouble ... R, : Your Powers...0ld Mon.......R... 400 ... 6.0 Kamos. Ei =000 o ;gg ;
Lone Pilot .- 1N : — Klesko, Ryan ...... g 138 e &
Lone WaImior ...oooevi,,. R [l SUPER DECK! © Knoblouch, Chuck .2 D 10 3
Lok Sir, Droids .. B : CARD SHARKS-1994 Lotkin, Bo ... Eﬂo R
LUKE! LUUUKE! .. sl ¢ Full et (160 cords) ... 53000 ... 5000 : |(giton, Kenny.. ... 1200 20000
Luke Seeker ... R 3 ¢ Starter Deck (60 cords) ... 300 ...500 : ,breg .. 200 .. 400
Luke’s Back ... sl 1T ¢ Storter Box (10 decks) ......... 3000 ... 50.00 : Martinez, Edgor ... OO0 300 :
Luke Skywoalker ............ R 20 i : Maortinez, Pedio ... "' 700... 1000 :
Luko's )34 Londspeeder Yy : i lon 1300 . 500
M”"w”m"osw """ 5 ' 5 M:gwir'e otk ...g% ;-% :
Wiiyoom Onitt .. U © Melemore, Motk .. 200 ... 300 : sk Al
mﬁ?:rlumf:ﬂm - s ] : ﬂ‘f“e'%mf ?92 ?gg : e RS0
AR ey, Al £ Mol Pool . R
Momaw Nodon ... | I © Mondesi, Raul R0 100 | m
Mgmenlﬂﬂnumph el 1)  Mum ,'Eddiﬂ... k... 200 L4 MAG FORCE 7-1995
e 0 A iy - M, ik D180 230 RS §10amd) ..., $180.00 ...250.00
S “Mouse” Dioid ¢ Nochring, Tm... 588 1200 Ewmégsﬁ?s;m.._...ér.go ...... 9.00
R b By e B
var Yolnol . e RE A ¢ Polmer, Dean ... =0T N0 L 300 ter Box (36 padks) .........70.00 ...100.00
:%hrfn“ g el el Al A7 1000 ;
rifice .. L g N VTR -
Sy, L R dhemeises swe mo
wan's Lightsaber Rt H off, Kby ... CRIE00 900 1 (239 cords) ... 350,00... 450,
et el : Romget Moy oK B0 000 o Dok (WD) Ty o R
[JI:ser\ftlEdE A senll, ) © Reed, Steve .......oo.ooo R 1200 ... 2000 : Srorter Box (12 decks) ......... 75.00 .. 125.00
On ﬁ:ﬁ],s get.'N'HHm'é-::----E‘. ] : Rigken, EIIJF Sesnisas gl LAI00Id - 00 Booster Pack (15 cords) . 005 9
g;?umwnespem?eﬂuur SR ; ssz":tssslap : g__l.gfs] l]‘gg Boaster Box (36 packs) 80.00...12500 M
Out of Nowhere ...y~ Rodriguez, Wlex ... E 200 400 | 6ok Cord eernene BTS00 15000
g«gnluﬁ-- H ) 3 : W‘ﬂﬁa'w AR 1,38 EES Sibver Cord 5 --..UR 4000 ... 40,00 Q
(LSRR e VI : K e T
Physicol Choke ... g7 p ¢ HEARTBREAKER HOBBIES-1995 ¢ Sokmon, T ... oeneceee :[j:;m | PHOENIX EXPANSION
Plastoid Armo! el | RlSer (165 card) ............4000 ...60.00  Sonders, Deen ..o g g0 51995 1]
pondo Boba - T Dot lock (100 coociccn 21 o825 ¢ AR UM it il a0 e 800§ ASHOOOND ..coroe.. SO0 800D
Pops it o : Booster Box (36 packs) .......... 90.00... 110,00 ¢ Sthifing, Cur R...200 ... 300 - BoosterPock (Beords) ... 125 176
presence of hEFOCE g 7y ' ol Gy R 200 A0 e Box (k). BS00 9500
hetess «-oeeeeeeii ) : OF THE ORDI Biewd, bory .. "UR..200 ... 400
Prop Cannon . - Smith, Lee \ 2 3.50
Quod Lose! WIMON -y ¢ DONRUSS- 1995 Smith, Oztie s 2 e Bl
Reactor Termingt ... o © Full Ser (336 cards) ........ $200.00... 300,00 St Joh . .R...200 100 |
pebel Plonners ... xR, 0] i StortesDeck (B cords) ... 900 ... 1000 | 2 R... 200 300 |
Rod Leader -+ il © Soter Duol Deck (180 o) 1800 1122000 © Setoori o R..20 ... 400 |
fed 1 .oomeer a i  Storter Box (fve dual decks) .. 90.00... 100.00 © Thomas, Fronk . 4 l%an 00 |
Red 3 cooorioon s, R...2 ¢ BoosterPock (12cords) ... 225 275  Thome, lim R 700 . 300
Rosticted Deployment "y, : Booster Box (36 packs) ... 80.00 ... 95.00 © Volentin, John s 400 .. 600
Roum of 081 -y © Unlisted very common cards 210 0 Vm}m Mo 200 . 400
Revolution.. <=+ il : Unlisted common cards. .. 25 75 © Wolker, Loy R 200 ... 400
pycor Ryierd - SRR © Ulisted uncommon cords 100 ...200 : Wattelond, John £ 200 ... 300
Sondcrawle -+ R : Whitoke, lou 400 .. 700
Sonderowlel <-cov R * Nomar, Robarto R..400 .. 600 Wh?’ns»\l\oﬂ hETN A
Smdunamrhmfﬁ'ﬂuwn ~Roao0 T hoo Alomar, Sondy . ........R... 200 400 | Woblers, Mork

e
'\_____/—'-\____'___‘_______
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OVERPOWER

CARDGAME

MARVEL OVERPOWER—
DMISSION CONTROL

FLEER-1996
Full Set (128 cords + 14 Mission Cords)
Name
O Any Hero Confusion .
Q2 Any Hero Death from Above 3
Q3 Any Hero Gomma Temor R
3 Any Hero God of Mischisf TR |
3 Any Hero Guardion Angel R
WA |
R

3 Any Hero Sovoge Lond
O Any Hero Unlucky ot Love

MISSION CONTROL

ANY HERO WEB-HEADED WIZARDIE

21 Any Hero WebrHeoded Wizord

3 Black Widow Hero Cord

3 Block Widow Avenging Agent

12 Block Widow Combat Gymnast
2 Black Widow Defensa Tocfics

'_'] Block Widow E
3 Block Widow W te

2 Block Widow Widow's Line ...

2 Brood Hero Cord.

2 Brood Alien Hunger

2 Brood Bony Exaskeleton

QO Brood Brood Spawn

2 Brood Insectoid Incutsion

2 Brood Overwhelm

O Brood Pestilent Horde

2 Doc Samson Hero Cord

12 Doc Samson Anlyticol Assoult

3 Doc Samson Gemma Musde

2 Doc Samson Green Hoired Hero
@ Doc Semson Power Punch

2 Doc Somson Psychoonalyze

) Dot Semson Theorefical Treatment
23 Howkeye Hero Cord

1 Howkeys Arow Assoult

3 Howkeye Avenging Archer

2 Howkeye Combol h
Q Howkeye Dynomite
2 Howkeye Pinpoint Accurog
1 Howkeye Triple Shot

3 Morbius Heto Cord

3 Morbius Blood Hunger

g [
90 QOUEET

LR —

my

~TAC o mMCcmACemMENRCAmCCNACCRRC

= Morph Chongeling

2 Age of Apocolypse Martyr .
2 Age of Apocotypse Mutant Rebels Held Copfive

2 Age of Apocolypse R

2 Morbivs Dreod Champion < ..............

3 Marbius Living Vompire
: O Morbius Savoge Combat ................
i O Morbius Supemoturol Strength . .............
Uindead Stamina ...
i 3 Morph Hero (ord :
: O Morph Amazing X-Man .

: .J Ha"‘" Copy Teommate ..

2 Morph Maximum Morph
=3 Morph One Big Fist
2 Morph Power Mimic .

um

for the Couse

sbel Forces Regroup!

3 Age of Apocolypse Strategy Destroyed
= Annihation Alfoir Choos at Gomma Base

3 The [msm; Heroes

Affoir Heroic Stondoff!
Affoir Hostoge Crsis! . ...
Aoir Sabotage

1 Affoir Spedial Delivery

g Avengers Attock IIH.r'qmﬁﬂrS v

nge Murder

<} The Crossing Otherwaridly Plot

=) The Crossing Time Trovelers ',‘\.nq,shtd ol

MISSIO
DARK PHOENIX SAGA
BATILE ON THE MOON!

3 Dork Phoenix Sogo
- Dork Phoenix Sogo

N CONTROL

Battle on the Moon!
Hellfite Club Attocked!

F R o o e = N N el Talah -l -t Tal 1)

vuduodo

- ;l #7 Cydops & Phoenix Dark Phoenix Snga
i 12 #1 lron Mon The Crossing .. e

i 12 #6 Stork ond Stork The Crossing ...

Lol oodou

poldoooopodpcocooou

Neme Rarity

: 2 Dork Phoenix Soga New lease on life ......R
: 2 Dark Phoenix Soga Phoenix Rises from Ashes! ﬁ
i 2 Dork Phoenix Soga Shi‘or Power Pk:y ........
: O Fatol Attroctions Tha Best Loid Plans... ..ﬁ
i O Faotol Attroctions A Coll to Ams............... R
i O Faotol Attractions Down But Not Out! ......... R
: O Fotol Atractions Hospital Becomes Wor Zone! R
R
R
R

¢ O Fatol Attroctions Shockwave Rocks the Waorld!
¢ 2 Infinity Gountlet Casmic Sneak Attock!
¢ O Infinity Gountlet Heroes Resurrected! . .
: 2 Infinity Gauntlet Mod God Roises Deod!
¢ 2 Infinity Gountlet Silver Tongued Devil . . R
i 2 Infinity Gountlet Gods of Stone! R
: O Infestation Incident Alien Creature Rompages! R
¢ O Infestofion Incident Cought Off Guard! R
: O Infestafion Incident Here Comes the Covalry! R
¢ 1 Infestation Incident Monsters Attock! .........R
: 2 Infestation Incident Second Wind .. R
¢ 2 Maximum Comoge Friends ond Allies .........R
i 2 Moximum Comoge Let the Sfence Speck! ...R
i 2 Moximum Comoge Lombs to the Sloughter ...R
[ Maximum Camoge Mirode Workes Mlive ...... R
R
R
R
R
R
R
R
R
R
R
R

i 2 Maximum Comoge Symbiofic Hero Coptured ...

Seporation Andety Breakout ...............
Seporotion Andety Cought by Surprise
Separofion Anxiety Imprisoned for Science ..
Seporotion Anxiety Symbiotic Achilles Heel ...
Separotion Anxiety Symbiotic Somples Taken
Sins of the Future Assassinafion Aftempt!

: (2 Sins of the Future Mutonts In Hiding .........
i (0 Sins of the Future Mutonts Neutrolized
+ 1 Sins of the Future One Step Claser

i 20 Sins of the Future Rude Awdkening! .........

- MISSION CARDS

: 2 #1 Mastermind Dork Phoenix Sago
: 13 #2 Jeon Grey Dork Phoenix Sogo ...
¢ 0 #3 Black Queen Dork Phoenix Sogo ..

3 #4 Nighterowler Dork Phoenix Soga ..
3 #5 Lilondio Dork Phoenix Soga ............
2 #6 Dork Phoenix Dork Phoenix Sago ......... (

2 #2 Vision The Crossing .............. i
3 #3 Giont-Mon/Wasp/Hercules The Crossing ...
2 #4 Howkeye & Block Widow The Crossing ...

i '3 #5 Coptain America/Jorvis/Black Widow

The Crossing

2 #7 Kang & Mantis The Crossing

. MYTHOS
© (HADSIUM-1996

Full Set (218 cards indluding investigative & promos)

- INVESTIGATIVE CARDS
: O Adventurous Dilettonte .....................
: 3 Brillont Egypnnnmthaeoiuglst :

(opable Groduate Student ..
(leric of Foding Faith
Contraversial French Mystic
Eamest Reporter.............
Exuberant Boston Flopper
Grizzled Boston Detective ...
Hardened Chicogo Gangster
Haunted French Sculptor .
Inquisitive Chinese Infellctual
Mod German Inventor .........
Morose Veteron of the Great War
Pragmatic Hobo ................
Proud Prussion Submoriner ...
Respected New Englond Doctor
Staid University Professor ...... -
Unfortunate Nephew, The .........ccvvvnens

Pl e e e e e a l T et a o ey

© STARTER DECK CARDS
P4 197 E. Pickmon Street .......ovveenneeinns

Abigail Winthrop Morsh. ..
Albert N. Wikmorth ..
Abert Shiny ...
Ammi Pierce ...
Ammi Pierce's Tottri 0 nuge
Anesil 2. s despanieninn
An Unexpected Calamity
Ann White
Arkhom Advertiser, The ...
Mrkhom Historicol Sodety ...
Arkhom Rore Books & Maps .
Arkhom Senftorium .......ooieeinns
Arthur Munrog ............. S — i
Asenoth Woite Derby ... y
Assembly Hall e
Asylum for the Deranged ...
Ayleshury

Bacteriophobio

el e lal—t lalalal—Tatatat cT— ot

vooopoooooocoooopodoooodocoloocod ool o oo oo dd ooyl oo ddodduu ooy oo oo onoow

Nome Rarity
Bomabas Marsh........ e s R
Borier of NoochTith  ........... .
Beatrice s Released From the Atfic
Birds & Byokhees, The ...........

Block Binding ...
Bolton ..........
Book of DzyanEnglish
Brozen Head, The ......
Brown University John Huy I.lbruw

Coll of Cthuthy ...ovvvvennne.
Catostrophic Failure .
Chontof Thath ...
Chopmon Formhouse
Chorles Dexter Word ...................
Children Hove Nightmares ................ .
Chime of Tezchoptl ..............
Christchurch Cemetery (Innsmouth)
Christchurch Cemetery (Arkham) ..
Church of Stary Wisdom ...
Circles of Thao! .........
(loustrophabia ...
Cloud Memory ...
Colour Out of Spoce........
Conanicut Island Private Hospitol
Crowford Tilinghost ...
Create Your Own Adventure
Crowminshield House .
(thaat Aquadingen ......
Cultes Des Goules-French
Curious Porcel, The ...
Curse of the Rot-Thing .
Dawn of o New Dw
DeepOne ......
Demophobia ...
Dendrophabia
Diredt Sunlight ...
Discover Sewret Coche ...
Dr. Marinus Bicknell Willett
Dread Curse of Azothoth
Drought ...
Dynamite
Farthquake! i
Eclipse of the S ...
Edward Pickman Derbv
Flder Things ..
Elephont Gun
Enchanted Cane .
Eosophabia ... .
Ephroim Waite ..........
Esoteric Order of Dogon
Faith Baptist Church. . ...
Father Dagon
Fire Vompires
First Baptist Church .......oovvnvviniainnns
Flee To Speciol Room .
Flying Palyp ..........
Formlass Spovn.
Full Moon ...
George Birch .. i
Ghasts ...l
Ghatanathoa
Ghoul................
Giant Albino Penguins .
GnophKeh ..........
Golden Eye Society ...
Goody Fowler's Ghost .
Great Epidemic, The. ...
Honds of Colubra
Hongman's Hill .
Homey Reginald Opens Fne
Horvey Walters ............
Heroic Rescue, The ...
Home of Labon Shrewsbury
Hound of the Tindalos .........
House on Olney Court ......
Howard Lovecioft ...
Humicane ...
Hydraphabio.. .
lotrophobia ...
In the Nick of Time .
Influenza........... .
Innsmouth Courier ...............
Innsmouth Look, The ...... i
Instability in the Mythas (3 Ines of Iaxl) ......
Instobility in the Mythos (4 lines of text) ...
Interasting Shop, The —......cooieiinnn
T — ;
Jetemich Brewster ...
Jewelry of the Deap Ones .
K.J. Hooper .......
Keeness of Two Alike .
King in Yellow-English .
King in Yellow-French .
Knee-Deep in Doom g
Lonely House in the Woods
Lowell Street Cafe

e e T e e  lalale e lab 1 —tatlalalal-t
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HName Rarity Nome Rarity Name Nome Rarity
2 Marsh Mansion, The R i O AuctionHouse,The ...........oeeeeeen...C 3 3 Blood Moon D) Mystery ChOrOCTBr ............ccuvrnrniens C
2 Marsh Refining Co. . Ui 2 Audion,The........... U i O Bloodstone . O Mythos ........ E
3 Mattense Kin .. ( : 2 Bibliothéque Nationale L Obms.......... 3 Necos .. sl
2 Mortense Monsion ........ R i O Bishop's Brook Bridge .0 & O Broken Sword 2 Need o Lift? .. sl
2 Massachusetts State Hospital................. U : 3 British Museum ......... oL 5 ) (obalkipp) ., s SR R 2 Neurol Pocifier | 0ok
O Moy Doxter oeeviviiiininiiicisieiins C i 2 Coptoin Edword Norrys ... e 0 Nicks ond Scropes . sl
23 MiGo Broincose . . R 2 Coptain Kod Heindich ........ e 3 Nostrodomus' Private Dia ...k
a Mibo.......... C i 2 Catocombs Beneath Paris, The U 2 Hunchaku ciesl
2 Mist Projector R 2 Catocombs of Rome, The ... Al 2 Offensive Telep ...k
2 Monophobia.... C i 2 Chateou Des Fousses Flames o s Q Ovedkil . sl
3 MotherHydia ...l U : @ CosedCockpit Monoplane .................. u: Q Ploce of Power ......... R
1 Nohum Gardner . C i DCoMdSpmngllen ....occosimeimisasiins 1145 i <R
2 Nohum Gordner Place U : 2 Congregotionol Church ... iR, ol
2 Nomeless Cults, Brideswell Edition ..C & 2 De Vemiis Mysteriis i ] ivotion . A
2 Necronomicon, Dee Edifion.._..... 08 2 DennysBory ... N 2 Psilpogent ....... £
2 NewhMoon _........... U i 3 Devl's Hop Yord sl 2 PSkResistont Amor . L
O Hightgounts ...............ooiiiin, C : QO Diigile ....... o0 C lood ... A
21 North Burial Ground . ( ¢ O Dominate M )
2 Nyarothotep... R 3 Q2 Dr. Allen Holsey . WU R
Q Myhargo Dirge ... 01 0 Dunwich Hoor, The ... R 2
3 Obsessive/Compulsive . R 2 Eitdown Shards, Winters- Holl Editien .........C L
D 0ld Arkhom Cemetery o O s T R
2 Onthebdge. ... i O Fusopia Poloding SR h
21 One Dork ond Stormy Night., i 0 Exhom Prioy [ Az
2 Outsider, The ... i Expedition, The ' sk
Q Potk 0{ Rot Things ... 2 Henry Amitoge ... T A
1 Parocelsus’ Sword ., P Herbert West e
a Fetk‘h;l\ﬁvgemetew i O HighlandLoch ... o 8 WILDSTORMS CONFLICT!
2 Pipes of Modnass ¢ O Hunfingdon Asylum el ) :
m] Puli(eln;esﬁguﬁnn ........... i a lanngu(kwo AR CAITLIN FAIRCHILD :
2 Ponape Scripture, Hoag Ms : nHouse ...... R )
D Potter'sfield .. gh . i ?, :;enr;’;qrsuwd I ... "¢ i O Coitio Foirehid ......oooveienn h
2 Powerul Storms .. £ 2 Lo Mole Antonelliana <L VR (‘:”‘d’c”'f,m! Ao L B ek
21 Randolph Carter {0 Lavinia Whateley . ¢ 2 Celestiol Balonce SHARRER e
2 Raymond Legrosse . : 3 iber lvonis-Latin ¢ ¢ 0 Chonging the Fulre.......ocovoeevenn iR 2
O Rhobdophobia .. U i O Lo Edwerd Dunsany .. p i Q (odolslond Rz
2 Rhan Tegoth . ¢ %0 Lostinthe Catocombs ....................C i 2 (odaVoodoo taerneserinani :
2 Rhoby Horis ... R O Modome Blovatsky ...vevinnsnnnn R 5 S Crocking Skl L R
0 Ringoffibon . TROE O Mowetonia ceeeennn., A0 (Amson .....oovniieniianiens ok
O Robert Bloke's Study 0§ D Miskotonic University Medicol School ..U i O Cossbones ... f! i
2 Rabert Honison Bloke UR P O Miskotonic University Memoriol Holl ... i 2 Cusode ... 5
2 Robert Mossh Ui T Miskotonic University Ome Ubary.............C § 2 Cybenock........... b :
2 Scotophobia ... ..C 1 O Miskotonic University Science Annex . ....... R i 2 Dozmonite ryopod U
o Sealoflsis ... .C i T Nameless Cults, Golden Goblin Edifion ... C i 2 Dogmonite Hovership :
0 Sefton Asylum i 2 Nothoniel Wingate Peaslee... oo i 2 Defand Wi FSI.... -
0 Sepent People T 0§ O NewonomiconGresk venl § D Defensive Teleport u
2 Seven Cypticol Books of Hson-Enajish U D NeconomicomLofin.....oeiees i U i O Delphe R
o Shomtokst. ooy .C i Q Necropolis, The ........ R D D o E
21 Shining Trapezohedron U0 O Officeof Dr. Freud, The e U i 2 Doa't Know My Own Strength "
a gllzutgg?anm ___________________ U P 0ld Mon Whateley ... ek £ j%nh:nzeﬁ(ﬁl ic ) R
IR St TP : 2 Old Mill Ruins P WENG AMIDN filg Xy “ !
g Shveling: o i E : 0 Oshom's Generol Store........ovvveeeeen... ¢ : 2 bl Loughter t XY “FREEFALL" SPAULDIN
3 Shumned House . R i T Power & Glory is Yours, The P2 Femner ¢ i O Rexy Freefal Spoukdin t
2 SignofEbon L & O Professor Wingate Peaslee ... R i 2 Flash Grenode =t : il o LR
2 SignofKish ..., U & 2 Remote Whately Farmhouse ............... ( i Q Floshy Foke Marfiol Ats Move . L S X
Q Skeletons .. T 05 O SentinelHil............ . i 2 Fatiop A8 ; :
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What you need to know about the InQuest Magic Players Guicde

The InQuest Players Guide is meant to serve as an aid
in playing collectible card games. Every month, you'll
find the most extensive card descriptions available for
Magic: The Gathering, along with one other
collectible card game in the Players Guide Spotlight.

SAMPLE LISTING

POWER
RATINGS

e v W ERTEYE e
Dok i e o E':.- W 4 | e "'ii ot . InQuest is proud to present
2 Seaffie 2 Be todrow | cod. 3F e =) a no-mess, No-fi . id
fakedSiam T E o= My A Mp g e s
\Fip s can ¥ i do5 R entrh i to card r.anty.‘Forget about
Mdh.“M' e Betle of : D“‘“"“:I ok dowd 0 rarity ratings like U3, C1,
sa-;:mni-nﬁ:-m mu:mnn i et e, or _RZ-DZ; in this price
4 lm-“sdlﬁ-ﬂl*dﬁm?m : “Tm‘dd: 9Nt R e Kl
Talt b gams (sl &5 gt Voxsow o o csf, By B ; common, uncommon or
o your oppament now coms Braazs Tebst s pisnnet AT —" rare. We've got a real
%rqa-‘-:nmummhm _ atinded, evcopt thet & simple abbreviation
v Rt e am'l;l cupar. o system for those words—
lh,ﬂ-i {1 T Saslin Bt check it out below.
Celesid Prism MBI U ese Bis 3ABURIH |  dwm C Commeon
nm-t-dqahuq---o :  Feldon's (o " h
P g M = They're the cards you get by the
¥ mdh*‘.u““mm. : ._lu-hr",' fistful when you buy packs. Good

74 S Qe F s T

Bottle of Suleiman is o rare artifact, it has a three power rating, and it
was painted by Jesper Myrfors. Its casting cost is four mana; it's
available in Arabian Nights and Revised. Flip a coin and, if the coin
ends up in your favor, you get a 5/5 flying arfifact creature;
otherwise, you take five domoge. How do we know all that? Because
our Lord Arioch told us. No, no, just kidding. We know all that cool
stuff hecause we've read all the cool referente charts below, Ariach
had next to nothing to do with it. Just so you know: restricted cards
are limited to one per deck in tournament setfings. And banned cards,

stuff, but not very expensive.

u Uncommon
These are a little difficult to come by.
You usually get o couple of these per
pack, and depending on how useful
they ore in game play, some carry
heavier price tags than others.

R Rare

Whoa momma! You only usually get
one of these per pack, and some of
the price togs attached to these habies
make Donald Trump say “Wow.”

UR Ultra-Rare

well, are a no-no for tournaments.

These are chase cards that usually ore
found one per hox and sometimes

F even less frequently.

SHELKIN BROWNIE CARD DESCRIPTION

Cord Name.

Kind. Summon Faerie means the Brownie is
a creature of “the genus Foerie.”

Description. The description of exactly what the card
«n do.

Flavor Tex1. A funny or informative quote, usually
historical in nature.

Artist.

Casting Cost. Mr. Brownie costs ane green and one
other mana to summan info play.

—  Expansion Symbal. This tells you what set the cords
herongs to; in the Brownie’s case, the column symhal
means he’s from the Legends set.

Power/Toughness. Only for creatures.

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

eoco Excellent. These ore
cards that go into winning decks.
They're not always worth going out
of your way to accommodate, but if
the color is right, ihese cards should
find o place in most decks.

eoo Average. These crds
generally round out a well-tuned
deck. Many cards in this category
complement a variety of other cards
that may be in your deck. Which
cards you use from this category
depend lurgely on what your deck
concept is, and whether or not they
complement the four- and five-star
cords your deck contains.

oo Poor. This category includes
many common creatures and spells
that are often passed over in faver of
more powerful cards with similar
costing costs. It also includes cards
that may seem powerful at first
glance, but are actually discarded
more often than ployed.

e The Worst. There are
three basic types of cards in this
category. The first are those that can
duplicate the abilities of another
card, but at o higher casting cost or
other demand on the caster. The
second includes spells whose uses are
very obscure. There may be an
average card combination that
includes these cards, but they are
often 100 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 o good use for such cards.
Usually, there isn't.

— Inapplicable. These
tards are basic resources. You can't
win a game playing only these cards,
bt you can’t win without ‘em, either.



ARTIST
ABBREVIATIONS
The following is a list of
artist abbreviations.
Alexander, Rob RAI
Asplund-Faith, Randy RAF
Baroh, Julie JBa
Beard, Edward Jr. EBe
Benson, Melissa MBe
Bishop, Kristen KBi
Brockschmidt, Kev KBr
Brudi, Cornelius Br
Buck, Catherine (Bu
Danforth, Liz g
Detwiler, Denise DDe
Emond, Rick REd
Ernest, Jumes JEr
Everingham, Sondra SEy
Foglio, Kaja KFo
Foglio, Phil PFo
Frazier, Dan DFr
Gallegos, Randy RGa
Gelon, Daniel DGe
Hampton, Justin JHa
Hoover, Quinfon QHo
Hudson, Heather HHu
Jones, Fay Flo
Kaman, Kerstin KKo
Kane-Ferguson, Richard RKF
Kimble, Mike MEi
Kirschner, Scott SKi
Leonard, Nicola Nle
Maddocks, Anson AMa
Masness, Phillip PMa
McNeill, Harold HMc
Menges, Jeff A. Me
Meyer, Ken Jr. KMe
Morrissey, Pat PMo
Myrfors, Jesper Iy
Organ-Kean, Margaret MoK
PGO'e, Murk MPo
Raabe, Mike MRa
Rush, Christopher CRu
Rusu, Andi ARy
Shuler, Douglas DSh
Snoddy, %riun BSn
Spencer, Ron RS
Todin, Motk ‘ W
Thomas, Né Né NTh
Thomas, Richard RTh
Thompson, Ruth RTp
Tucker, Drew Dy
Van Camp, Susan SVC
Venters, Pete PVe
Wackwitz, Bryon BWa
Winerstrand, Tom Wi
Walers, Anthony AWa
Weber, Amy AWe
Whelan, Michael MWe
williams, LA. Wi
willich, Dameon OWi

CARD TYPES

AC Artifact Creature
ART Artifact

w Cumulative Upkeep
EA Enchant Artifact

EC Enchant Creature
EE Enchant Enchantment
L Enchont Land

EN Enchantment

W Enchant World

INS Instant

INT Interrupt

LAN Land

SC Summon Creature
SL Summon Legend
SOR Sorcery

SPOTLIG

KULT
CARD DESCRIPTION

FATHARIEL

A. Name: A different one for every
single card.

B: Suits: This is what you need fo have
in order fo play the card. Usually these
suits are provided by your Major Arcanum.
C. Description: The type of being
or card, and its special abilifies—all that
funky stuff that makes the

game interesting.

D. Artist: We'll let you figure this one
out for yourself.

E. Hierarchy: The relative power of
the Major Arcanum as compared fo others.
Simply put, the player with the lowest
number gets fo go first.

GRENADE

A. Suits Provided: These are the
suits your Major Arcanum gives you access
fo; in this case, knowledge of the discipline
of Thaumaturgy.

B. Station Indicators: The
orange markers show where you're
allowed to play the card within your
mystic cross.

PROSTITUTE

A. Combat Value: This is how good
a Being does in combat. We don't care
what your mother says—higger is better.

SET
ABBREVIATIONS
A Alpha Limited
AQ Antiquities

AN Arabian Nights
B Beta Limited
DK The Dark

FE Fallen Empires m
4h Fourth Edition
HL Homelands

1A Ice Age

LG Legends

R Revised

U Unlimited

s ———

“Reality as you know it is a lie.” These are the
words that introduce players to the world of Hult, a
modern setting with a morbid twist. As a player,
you represent a Major Arcanum—one of 20 poweful
beings that are competing for control over the
crumbling remanants of the world. The object?
Sway the majority of the population to your beliefs.
Sounds simple enough, but how do you do it?
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MAGTIC:

ARTIFACTS

Nome Kind (R Rofing Adist Cost Sets Found

Desoription

i @ Bronze Tablet

AT R o Wi 6 AQ4TH
4: Torget on opponent’s card in ploy; remove forget ond Branze
Toblet from gome (ploy as on intemupt), You now own torget cord,
ond your oppanent niow awns Bronze Toblet. Exchange is permanent.
Oppanent may counter Bronze Tablet by sacrificing 10 Iife. Bronze
Tablet enters play fopped.

: o (andelobraof Tawnos  ART R eeess [Sh | L0}
: ! X }Intup)(sepmme londs.
. ¢ Celestial Prism AT U esse AWe 3 ABURA
g u 1 d e g i 2, T: Provides 1 mona of ony color (ploy as on interrupt).
T B s T R ey ey peeet | (elestial Sword ART e AWz 6
i 3, T: Give o areature you control +3/+3. Bury that creature ot end
Nome Knd (R Rofg At (ot Sets Found HName Knd (R Rofing Atist Cost Sets Fond of tum,
Description Destription < o Chaos Orb ART R eeee [i]a 7 ABU
- ARt W s i A Ifiﬁéahturd(f]sr%n; hadisghrofune fln]}ul.inlralu.‘ssf&é(]{iegxees, ony
s Battle 0 j ; card Choos Orb lands on o1 touches is remaved from play.
ARFA‘-T S ; 2: Make one of your reatures +2/-2 for os long os Ashnod's Batfle  © City in o Bottle Ml R oee DTy Uz i N
Adurkor Sentinel AC U eee  JBe 5 W ©  Georis topped. You may choose to leave Ashnod's Botle ¢ Remove oll Arabian Nights cards from play; prevent new ones from
1: +0/+1 until end of fum. 3/3. : (Geor tapped. : being put into ploy. '
Aegis of the Meek ART R eee Wi 3 A Ashnod’s Tronsmogrant  ART  ( eee  MTg 1 RO, CH ¢ (Cloy Statue AC Coees iy 4 AQATH
1,T: Give d 1/1 aeoture +1/+2 until end of tum. © Maoke torget nonorfifoct reoture on arffoct creature with +1/+1 (it 2: Regenerates. 3/1. l
Aeolipile ART R e HHy 1 FE : retoins its original color os well). Discard Ashnod's Tronsmogront ofter & Clackwork Avian AC R eee RAF S A0 4TH
1, - Saarifce Aeolipile to deal 2 domoge fo ony forget. ¢ ithos been used. S Flying. Put four +1/4+0 counters on Clackwork Avign, Whenever
Al-gbora’s Carpet MI R eee (fo 5 L6 : Balm of Restoration AT R e JOK 2 FE: : A ottacks or blocks, discord o counter. During hs or her upkeep
5, T: Prevent ofl domoge done fo you by oftocking non-fiying ceotures. 1,T: Sofice Bolm of Restoration to toke 2 bfe or prevent upto 2 & contoller may purchase lost counters for 1 pe counter, which tops.
Aloddin's Lomp MET U ess MTe 10 AMNRATH i domoge o ony torget hvian, 0/4 '
X, T Insteod of usol drow, drow X cords but foke only onsiinfo & Barbed Sexton! AT wee  Ale | A Codkwork Beast AR oese DIy 6 ABURATH

hand. Shuffla the leftovers ond put them ot bottom of Rbrory

Aloddin's Ring ART U esee Dfr 8
8, T: Do 4 domoge to any torget.
Alchor’s Tomb ART R eee HiMc 4 G :
2, T: Change the color of farget permanent you control, 3
Amulet of Kraog BT Ce  MOK2 AATH
2, T: Prevent 1 domoge to any forget. !
Amulet of Quoz AT R e Dff & 1A
1, T: Socrifice Amulet of Quoz ond flip o coin. If flip ends up in your
favor, torget opponent loses the gome. ise, you lose the

game. You may only se this obiity during upkeep. Opponent may
onte on oddifional cord to colnter this effect

Ankh of Mishra ART R o AWe 2
Do 2 damage to any ployer who puts o new lond into play.

RUBINIA SOULSINGER

Apocalypse Chime ART R ®
Apocalypse Chime.

Arcum’s Sleigh AT U see  TWg | [}
2, T: Torget attocking creature does not tap. You may only usa this
oblity if defending player controls snow-tavered lands.

Arcum’s Weathervane  ART U e TWg 2
2, T: Tum a snow-covereddand info o norrsnaow-covered lond of the
same type. 2,T: Tum o nonvsnow-covered land into o snow-covered
lond of the same type.

Arcum's Whistle AT U eee (QHo 3 1A
3, T: Torget non-woll creature must otfock of be destroyed ot end of
tum. The creature’s controller may counter this effect by paying X,
where X is the creature’s casting cost. Play during opponent’s fum
before his or her attock.

Arenaof the Ancients ~ ART R e Wa 3
Tap ofl Legends when costing Arena. Lagends do not untap normally
during untop phase.

Armogeddon Cock AT U ee  AWe 6
for each counter on Clock. Anyone may spend 4 during any upkeep
o remove a counter.

Ashnod's Altar ART C = AMg 3
0: Sacifice one of your creatures in play to odd 2 to your mana pool
(play as on interrupt).

Qd.c!OUEST

MRATH
: Barl's (oge

ABURATH

Block Mana Battery

MPo 2 H :
2, T: All cards in play from Homelonds expansion are buried, induding

6,

ARATH :
Add counter during upkeep. At the end of your upkeep, do 1 domage

A, CH

1, T: Saarifice Barbed Sextant to odd one mana of ony color to your

mana pool. Drow o cord ot the beginning of the next tum. :
T R eeee TWG 4 DK, CH :
3: Torget creature does not untop as usual in ifs confroller’s next

untop phase.
Basalt Manlith IET U eee My 3 ABUR
T: Add 3 to your mana pool. Spend 3 to umnghm any time,
U eee [Sh 2

Baton of Marale ART M i

: 2: Giva torget craature banding until end of fum. :
© Battering Rom A (e e 2 AATH
Bands when attocking. Btmet'r.{g Rom destroys ony woll blocking it,

but wolls deal their domage before dying. 1/1. :

* Black Lotus AT R esesee (Ry ( ABU :

T: Discord to 0dd 3 mana of any single color to your mana pool.

SPECTRAL SHIELD

ART R eee Mo 4 1G,4TH
2, T: Add o counter to Black Mona Battery. T: Add B to your mano
pool. Remove as many counters as you wish, odd B for each counter
removed (play as on intemupt).
ART

1 Flip o coin, If opponent wins, do 5 damoge to you and discard

Botfle of Suleiman. Othenwise, immediately replace Bottle of

Suleimon with o Djina token, which is 0 5/5 fiying ortifact creululc*i:H
Al

Brass Man U eee (Ru | AN R4
i Pay 1 during upkeep to untop. 1/3. 3
. Bronze Horse A Res  MPo7 16, CH ¢

Trompla. Reduce to 0 oll domaga to Bronze Horse by spells torgefing
it whenever you contiol on addifional creature. 4/4

¢ Cackwork Gnomes ~ AC
Clodkwork Steed M (oo

¢ Uockwork Swarm AC

Cool Golem AC

£ Colossus of Sardia AC

twwnnllhn»\ﬁes ART
" Crystal Rod AR

¢ Cursed Rack

Put 7 +1,/+0 counters on Beast when cast. Discord o counter after
Beast ottacks or blocks, During upkeep controller may pay 1 end top

Beast to regain o lost counter. 0,/4
( eee S 4 HL

3, T: Regenerate torget artfoct creoture, 2/2.

AWe 4 HL
Connot be blocked by arffoct creatures. Put 4 +1/+0 counters on
Steed. Remove ane counter of the end of any combat in which Steed
attocked or blocked. X, T: Add X counters fo Steed: Moximum four

counters. 0,/3.

(oo AWe 4 HL
Cannat be blocked by wolls. Put 4 +1/+0 counters on Sworm.
Remove one counter af the end of any combot in which Sworm

ottacked or blocked. X, T: Add X counters to Swarm: Maximum four
counters. 0/3.

__| Rubinia Soulsinger, Chromatic Armor
and Speciral Shield: If you're already using
three colors to ploy Rubinia Soulsinger, why
not throw in some good mulficolor
enchantments to keep her safe? With
Chromatic Armor and Speciral Shield (and
yes, you'll have to ploy them in that order),
Ruinio becomes virtually unfouchable,
|eaving you free fo pluck your opponent's
citters oway fo your heart's confent.

Ue (Re 5 DK

3: Saaifice Golem to add RRR to your mana pool.3/3.
R eece iy 9 AQ4TH

Trample. Colossus does not untop as normal in your untap phase; you

Black Vise U eeee RIh 1 ABURATH : may spend 9 in your upkeep to untop Colossus. 9/9.
Do 1 damoge for each cord over four apponent hos in hand during —~© Conch Horn ART R ®ee PFp 2 FE
: upkeep. 1, T: Soaifice Conch Hom to draw 2 cords. Ploce ony single cord
1A~ * Blue Mana Battery ART R eee  AWe 4 64TH - from your hand back on tap of your kbrary.
; 2,T: Add a counter to Blue Mana Battery. T: Add U to your mana : Conservalor MU e Me 4 ABURATH
pool. Remove as many counters os you wish, add U for each counter 3, T: Negate the loss of up to 2 Iife.
removed (play as an inferrupt). ¢ Copper Toblet ART U oo AWe 2 ABU
: Bone Flute AT U ee (Ru 2 K : Al players take 1 damage during their upkeep os long os Copper
T: Give ofl creatures -1 /-0 unil end of tum. i Toblet is in ploy.
Book of Rass RT R oo SEv 6 DK.CH © Coral Helm ART R oo AWe 3 AQ4TH
i 2: Saarifice 2 life to drow 1 card. : 3: Give torget creature +2/+2 until end of tum. Whenever you use
- Bottle of Suleiman MRT R eoe My 4 ANRATH this ability, randamly discord o card from your hand. Coral Helm

cannot be used unless you hove cards in hand.
R eeee Dfr 2 1A

torget enchantment from one creature to onother. The
enchantment’s controller does not change.
Uoe  AWe 1 ABURATH
1: Take 1 life for any blue spell cast. Con only give 1 ife for each

fime o blue spell is cast.
AT U ee RTh 4 AQATH
QOpponent must discard to 4 cards during discard phose.

4, T: Switd




Name Knd (R Rofng Afst (st Setsfond  Home fnd (R Rotng Mt (st SesFound Name fd (R Roing Adist (ot Seis Found
Desaription Desaiption Descrption
Cyclopeon Tomb ART R ees fMp 4 ABU Forethought Amulet ~ ART R ese B2 § 16 | lron Shor Ues DFf 1 ABURATH

2: Tum a lond into o basic swamp. If Cyclopean Tomb leaves play,
each subsequent tum ene lond ransformed by Cyclapeon Tomb
ratums to nomal,

Dancing Scimitar AC R ese Mg 4 ANRATH
Flying. 1/5. i
Dark Sphere U eses )T K

Al 0
T: Socrfice Sphere fo prevent half of the domage done fo you by o
single source, rounded down.

(ALETS %]

ihamd w0 Ty i

aowy exiid bokore, Ay b
ol b besrgyal”

==Harin, Newe hagun s

s

Fountuin of Youth ART
- Fyndhorn Bow ART
© Gauntlet of Might ART

muhrrm K onal
chiane "2» ieTs
Aigal Lwnwl\:l‘&!
wymbak

Poy 3 during upkeep or destroy Forethought Amulet. Prevent ol
domage over 2 done to you by a sorcery or instont.

( evee G2 0 DX, (K
2, T: Gain 1 Ife.

| see

3, T: Give torget creature first strike until end of tum.

Al mountoins produce on extra mona. Give of red creatures +1/+1.

] lhson's Shade and
Sleight of Mind: Think
protection from white is
annoying? Not if your
opponent isn't playing white,
But if you've got o Sleight of
Mind in hand, your problems
are solved. Wait for your
opponent to unleash o huge
Fireball or Disintegrate on
your Shode and then Sleight
the creature to whichever
color you need to protect your
5/5 buddy.

S SHADL

Delif's Cone ART U e Me 0
T: Socrifice Delif's Cone. If torget creature you control attacks and
isn't blocked, you moy take its power in IiL. If s0, it deals no
damage o opponent this tum.

Delif’'s Cube ART R eeee
2, T: If torget wreature you control attacks ond isn’t blocked, it deals
no domage to opponent this tum; instead put o cube counter on
Delif’s Cube. Pay 2 and remove o cube counter to regenerate o
torget creature.

Despatic Scepter ART R eee RTh 1 A :
T: Bury forget permanent you own.

Diabolic Machine Uee M7 DKATH -
3: Regenerotes.d/4.

Didgeridoo ART R e Me | H i

3: Take Minotour from your hond ond put it directly info ploy. Treat it
o5 if it were just summoned.

Dingus Egg ART R e DFf 4  ABURAIH
Whenever ur:rune loses a land, do 2 domage to that player for
each lost land.

Disrupting Scepter AT R eee [ff 3
3, T: Opponent must discard 1 card of his choice. Can only be used
during fum of controller,

Draconian Cylix ART
2, T: Randomly discord o cord from your hand to regenerote
torget creature.

DrogonEngine  AC Cee Mg 3 ANRAT
2:+1/+0 untl end of tum. 1/3.
Ehony Horse MI R e  DWi3 AN R ATH

2: Untop ne of your attucking creatures. Treat torget os if it never

ottacked, except that defenders assigned to block it moy not block
onother creature,

ny Rhino A ( oo

i %.rumple. 4/5.

flven Lyre ART R oo

1, T: Saarifice Elven Lyre to make o torget creature +2,/42 until end

of fum.

flkin Bottle ART R

3, T: Place the fop card of your librory face p in front of you. You
may play thot cord s though it were in your hand. If you do not play
it by your next upkeep, remove it from the game.

« Feldon’s Cane ART ( eeee fiTe | AQ, CH
0: Reshuffle your groveyord into your librory. Remove Feldon's Con
from gome Whe it is used, returing it o its awner's deck ofte the

ome is OVer.

Fellwar Stone U eeee (Ho 2

ART
T: Produce | mana of ony color that opponent’s lands may produce
(play os on interrupt). ppo ay p

Feroz's Bon MRT R eee HHy 6 H
ymmon Spells cost ond oddiiong! 7 1o cost,
R eses Mo 4 ANRATH

Flying Corpe! ,
2, T: Give one creature flying obifity unfil end of tum. If torget is

destroyed before end o tum, <o i lying Corpet,

Forcefield ART R eseee f 3 ABU
1: An untlocked creatute deals only 1 damoge. This effect can be
used ogoinst multiple creotyrgs,

ART Atifoct

o Restricted/Banned
(R Current Ratity

AC tifact Creatuee

FE

We 1 fE

ABURATH

Roee B2 e

Mg 7 W
Ko 2 it

© Qb3 W

DkATH

(U Cumulative Upkesp
EA Enchant Arffoct

SLEIGHT OF MIND

Gauntlets of Chaos ART R wees D 5 16, CH
Saaifice Gauntlets of Chaos to toke control of o lond, creature, or
ortfuct. The target's former controller may then control one of your
pemanents of the some type. Control of these permanents reverts
when the gome ends. Destroy enchontments on troded permenents.

- Glosses of Urza AT U ees DSh 1 ABURATH
i T: Look ot opponent’s hand. No, his cords!
- Goblin Lyre AT R eee MK 3 A

0: Souifice Goblin Lyre ond flip o coin. If you win, torget opponent

tokes * domoge, where * equols the number of crectures you

control. Otherwise, you toke * domage, where * is the number of

creatures rour opponent confrols
o

* Golgothian Sylex ART . Kk 4 M
1: Discard oll Anfiguities cards, induding Golgathion Sylex, from ploy

: Grapeshot Catopult AC C eee Dff 4 AQATH

3 T: Do | domoge to o target flying creature. 2/3

: GreenManaBottery ~ ART R eee (Ru 4 16,4TH

2, T Add a counter fo Green Mana Battery. T: Add 6 to your mona
pool. Remaove os many counters os you wish, odd G for eoch counter
removed (play os on interrupt).

* Helm of Chatzuk ART R ese MIa 1 ABURATH
i 1, T: Giva ane creature banding obdity until end of tum
Hematite Talisman MRT U ee Wi 2 1A

3: Untop o permanent. Use this obiity only when o red spellis
successfully cost ond only once for each red spel cost.
R

i Hive, The ART eee  SEv 5 ABURATH
; 5, T: Creote o Giont Wasp token, 0 1,/1 flying ortifoct creoture
¢ Hom of Deafening MR R weee [Df 4 16, (H
: 2, T: Torget creture deals no domoge in combat this fum.
¢ Howling Mine ART R wees MPo 2 ABURATH
i Everyona must draw on extra cord during his or her draw phose.

Ice Cauldron AT R ewee Dit 4 IA

X, T: Put o spell on lce Cauldron if there ore no charge counters on it.
Put charge counters on the Caukdron in the omount of mana spent on
the spell you wish fo play. You may cost that spell cord os though it
were in your hand. T: Remove the charge counter to odd mana of the
type used to put the couniter on Ice Couldron to your mana pool. This
mana can only be used to cost the spell on top of lce Cauldron

ley Manipulator ART Ul eeeee AWy 4 ABUIA
: 1, T: Top ony lond, creature, of ortifoct
Iy Maripulator IRT U eesee DSh 4 ABU
1, T: Top one lond, creature, o ortifact. No effects ore genernted
from the topped permanent
+ Illusionary Mas ART R wee  AWe 2 ABU

X: Summon a crecture foce down. You may odd X mana to
casting to hide the creature’s true cost. Once the creaturs does
domage, tops, of fokes domoge you must flip the creature over

Implements of Socrifice  ART R eee  MOK 2 13
1, T: Satrifice Implements of Sacrifice to odd 2 mena of any color fo
your mona pool.

Infinite Hourglass ART R eee  HMc 4 1)
Put o fime counter on Infinite Hourglass during your upkeep. Any
player may poy 3 during upkeep to remove o time counter. Al
treotures goin +1/+0 for each fime counter on Infinite Hourgloss

EC Enchont Creature
EE Enchont Enchontment

L Enchont Lond
EN Enchantment

Ivory Cup
o2 n i
R esess (Ry 4 ABY

i Jode Statue

EW Enchont Word
INS lnstont

ART
1: Toke 1 ife for ony red spell cost. Con only give 1 lfe for each
fime o red spell is cost.

T Uee AMal ABURATH
1: Toke 1 e for ony white spell cast. Con only give 1 life for each
fime o white spell i cost.

: '|wya:meé ’ ART U eesee 0K | AQRATH
Toke 1 fife for each cord over four you hove in hand during upkeep.
Jode Monolith IRT R == AMo 4%3,“,&51‘5

1: Toke oll domage done to any creature on yourself insteod.

ART U eeee DFr 4 ABU
2: Mok Jode Stotue o 3,/6 ortifoct creature that may only attock
block.

of
i Jalum Tome ART R eee TWG 3 A, CH
2,1: Drow o e from your Bbvory ond discard 0 cord of your choosing
: fo your groveyord.
. Jondor's Ring NI Re Dit & ANR
i 2, T Discord o cord you just drew, ond drow another to reploce it.
Jondor's Saddlebogs ~ ART R eeee DWj 2 ANRATH
: 3, T: Untop o creoture.
Jayemdae Tome . MT R eees MIp 4 ABUR4MH
i 4, T: Drow 1 extro cord.
i Jester’s (op ART R eeses Df; 4 A

2, T: Socrifice to look through torget ployer's Ebrory ond remove any
three cords from the gome. Reshuffle that library ofterword.

Juster's Mask ART R esee Dff § 1)
Comes into ploy topped. 1, T: Soaifice fo switch opponent’s hond
with the some number of cards of your choice from his or her librory.
Reshuffle the ibrary ond old hond ofterwards.

Jeweled Amulet AT U eeee Dif 0 A
1, T: Ploce o charge counter on Jeweled Amulet, nafing whot type of
mana wos used. You may not use this abilit if there is o chorge
counter on Jeweled Amulet. T: Remove the charge counter to odd 1

mona of the type last used to your mona pool.

® Jeweled Bird AT R e We 1 AN, CH
T: Exchonge Bird for your ante, then draw o new cord.

Joven's Tooks ART R eeee |ig 4 HL

4[, T: Torget creature connot be blocked except by walls unil end

of fum.

Juggernout A U wees DFr 4 ABUR

Must attack eoch tum if passible. Con't be blocked by walls. 5/3.

Voult ART R eee  AWe 4 1]
2, T: Ploce o cord from your Bbrory under Knowledge Voult without
looking o it. Socrifice Voultto discord your entire hand, replacing it
with the cords under Knowledge Voult

Kormus Bell MRT R ee (Ru 4 AB,UR 4TH
Treat ofl swomps in ploy os 1/ creatures that con be topped for B

Shield ART U e R 2 16
2, Tém torge! reature yw{cnnoldzgfd until end of tum, where
X s the torget’s costing cost. Torget o d this tum.

Lopis lezuliTolsman ~ ART Ul ee AW:R?QE 1A
3: Untop o permanent. Use this bty only when o blue spell is
successhully cost ond only once for each blue spell cast.

LM;I of Leng AT U eee DGe 1  ABURATH

ip your discord phase. If forced to discod, you con choose to
discord to the top of your brary rather thon your graveyord. If
discord is random, look ot cord before deciding where to discord if,

Life Chisel ART U »ee  AWo 4 (]
During your upkeep, sacrifice o creature you control to toke lfe equal
fo creghure’s foughness.

Life Matrix ART R eesee AWp 4 (]
4, T: Put o counter on torget creature during upkeep. Remove counter
o regenerate creature

Living Armor ART ( eee AW 4 DK, CH
Socifice Living Amor fo put o +0,/+X counter on o torget creahure,
where X equols the creotures costing cost

Living Wall AL U sse Mg 4
Counts as o woll. 1. Regenerotes. 0/6.

Malochite Tolisman BT U e (Ry 2 A
3: Untop o permanent. Usa this obility only when o green spell is
successiully cast ond only once for eoch green spell cost.

Mana Crypt ART R eee MTp 0 BOOK
T: 2 colodess mana. Every upkeep flip o coin, opponent calls it. If he
colls it comectly, you lose 3 ife.

Mana Matrix ART R o= Mie & 16

Pay 2 colorless mana less than cosfing cost of instont, interrupt,
of enchontment.

Mana Voult ART R eeee HTp ) ABUR4TH
T: Add 3 to your mena pool (ploy os on interrupt). Pay 4 o untap.
Does 1 domage to you if it remoins tapped duning upkeep.

Marble Priest M Ue MBe 5 16
Al wolls oble o block Marble Priest must do so. Marble Priest tokes
no domage in combot from walks. 3/3

Meekstone ART R eees QMo 1  ABURATH
Any creature with power greater thon 2 may not b untapped os
normol during the untop phose.

Mightstene ART U e Pp 4 A0
Al attocking creatures gain +1 /40

Kry

ABUR

INT. Interrupt
(AN tond
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i Ring of Renewal AT
¢ Rocket Louncher

Rame Ged (R Rofing Adst (ost Sets Found
Desaption

Willstane WT U == Ko 7 MIRAH :
2, T: Toke the top 2 cords from torge? ployer’s ibrory and ploce them
in torget player’s groveyard ;

 Mirror Universe AT R eeee Pfp 4 6 :

T: Soarifice Mimor Universe during !w upkeep 1o trode Iife points

with opponent. The exchange of lie may not be countered. Minor

Universe comes in fopped.
Mishro’s Wor Machine AC R e AWe 7

Machine taps to do 3 domoge to you. 5/5.

» Mox Emerald LET R eeses [f

T: Add G 1o your mana pool. :
© Mox Jet AT R eeses [y () ABU :

T: Add B to your mana pool :
© Mox Pearl ART R eeeee Jfr 0

T: Add W to your mona pool. ]
o Mox Ruby AET B eeess [f ) ABU

T: Add R to your mona pool i
o Mox Sapphire MRT R eeses [y [ ABU :

T: Add U to your mana pool. :
Nacre Talisman BT U se M 2

3: Untop o permanent. Use this obiity onfy when o white spel is
successtully cost ond only once for each white spell cost.

Naked Singularity AT R ee
(U: 3. Instead of their normol mano, ploins produce R, islonds
produce G, swomps produce W, mountains produce U, ond forests
produce B.

Necropolis AL U o
it from the game. Put X +0/+1 counters on Necropolis, where X
equals the removed creature’s casting cost. 0/1.

Nevinyrrol's Disk M1 R eeee Mg 4
1: Destroy oll reatures, enchontments, and artifocts in play,

including Nevinyrral's DﬁkTNE‘ﬂITﬁId'S Disk enters play topped.

AR

North Star Roess [Fo 4 6 :
4, T: You may cost one spell this tum using mona of any color.
Nova Pentade R eee RTh 4
3, T: Redirect ofl domoge done to you by one source fo target
wregture of opponent’s choice. ;
Obelisk of Undnin? MRT R ee Wi I A CH :
6: Take any of your permanents in play back fo your hand, discording
enchontments on such cords. 3
Obsianus Golem AC U wee My 6 ABURATH :
4/6.
Onulet AL Uee M3 ARATH :

If Onulet s ploced in graveyard, ifs controller tokes 2 Ifs. 2/2

Onyx Talisman AT U e SE 2 [

3: Untap o permanent. Use this ability only when o block spell is
suceessfully cast and only once for each block spell cost,

Ornithopter AC Uee AWe O
Flying. 0/2.

Pentogrom of the Ages  ART R eeee [Sh 4 -
4, T: Prevent oll domage done fo you from one source.

Pit Trap ART U eee  jMg 7 I :

2, T: Sacrfice to bury torget nonlying creature that s ottacking you.
Planor Gate ART R ees fBe 6 16
Pay 2 calorless mona less when casting o summon spell

Primal Clay A Usee Ko 6
When cast, choose whether to make Primal Cloy o 1/6 wl, 3/3
ground areature, or 2,/2 flying creature.

Pyramids AT R ee  AWe 6 AN
2: Prevent o lond from being destroyed. 2: Remave an enchantment
from a land.

Rack, The AT U eee pTh ]
Do 1 damage for each cord under three opponent has in hand
during upkeep,

Rakalite AT R oo (R 4
2: Prevent 1 domage to any torget. Rokolite returns o ovmer’s hand
when used.

Red Mana Bottery AT R eeo  WTp 4
2, T: Add o counter to Red Mano Bottery. T: Add R 1o your mona
pool. Remave os mony counters os you wish, odd R for eah counter
removed (ploy o5 on intermupt).

Reflecting Mircor MBI U oo M4 D
X, T: Redirect spell torgeting you fo ployer of your chice (play os an
interrupt). X 1 two timas the casting cost of forget spel,

Relic Borrier AT 1) e Huc 2 {6 :

T: Top forget arifact

Ring of Immortals MRT R e MBe 4 G
3, T: Counter interupt or enchantment torgeting o permanent you
control (ploy a5 an interrupt)

N

© Runed Arch ART

ABURATH
Bands. Discord 1 ord from your hand during upkeep o Meshio's War

ABU

ABY © |

Mz 5 Wi

W b
Counts a5 0 well, 0: Choose o creature in your groveyord ond remove

ABURATH

6 :
* Sandols of Abdallah

: Sentinel

MRATH :

¢ Serrated Arrows ART

Shapeshifter
ALRATH

" Shieldofthe Ages ART

JRATH
: Snow Fortress
[INCRE

IGATH :

: Spirit Shield ART

5: Sacrfice Ring of Ma'ruf to select o cord from outside the gome
insteod of drawang.

5, T: Rondomly discard o card from you hand fo drow two cards.
ART U eoe  Pyg 4 AQ,

2:Do 1 damage to oy torget. If it is used, Rocket Louncher is

destroyed af end of fum. Rocket Louncher may not be used until it

: begins o tum in ploy on your side.

¢ Rod of Ruin AT U e (Ry 4  ABURATH

; 3,T: Do 1 domaoge to any torget. i
Roterothopter { (o AWel W :

Al
Fiying. 2: +1/+0 until the end of tum. You cannot spend more than
4 this woy eoch ftum. 0/2.

Ccmes info play tapped. X, T: Sacrifice to make X areatures with
powes na greater than 2 unblockoble this fum,

7 esss [5h 5 i

7 sese o 3 W

Nome Gd (R Reing At (ot Sets Found Neme knd (R Rofing Adst Cost Sets Found
: Ring of Ma'ruf AT R eses D 5 AN Stoff of Zegon MI Ce  MPo 4 A0

3: Moke torge! creature -2/-0 until end of tum. Creatures with power
less than 1 deal no domage.
Standing Stones BT U e Stv 3 DK
1, T: Sacrifics 1 life to odd 1 mana of any color to your mono poolb
K

R Stone Calendar AT R s AWe S

Your spells cost 1 less to cost; casting cost connot go below 0.
j AC

Su-Chi Ue (Ru 4
: When Sur(hi goes to the goveyard, its controllr gets 4 coloress mona. 4/4.
: Sunglosses of Urza AT R eee DFr 3 ABURAH
: Your plains may generote either o white or red mana.
Staff of the Ages ART R oo QGe 3
Crentures with londwalk ability may be blocked as if they did nat
have that cbility.
Sunstone AT U e PR 3 A

2: Sacrfice o snow-covered land to moke oll creatures deal no
damogs in combat this tum,

_| Skeleton Ship and
Blood Lust: Quickest way to
kill just about any creature?
Rip it in half? Uk, yeah, but
reducing its foughness fo zero
works too. Just Lust o creature
of five or less toughness
(which is what, 95 percent of
Magic's critters?) ond then
lower the boom by zappin®
lim with the Skeleton Ship.

SKELETON SHIP 0D LUST:

Runesword M Cee (R 6
3, T: Give torget attocking creature +2,/+0 until end of tum. Any
creature domoged by torget creoture must be removed from gome if
it dies before the tum ends. Destray Runesword if farget creature
leaves ploy before end of tum

2: Give islandwalk to o creatura until end of tum. If torget creature is
destroyed before end of tum, so is Sondals of Abdolich.

Scarecrow AL see

4, T: Negate oll domage dane to you by flying creatures until end of

nm. 2/2.

R eee PAF 4
*=1 when cost. When blocking, you may make * equol 1 + the
poweer of the creature Sentinel blocks. When attacking, you may
moke * equal 1 + the power of creature blocking Senfinel. 1/,

Serpent Generator MT R oo Mg § 16,
4, T: Put o Poison Snoke token, which is o 1 /1 arfifact creoture, in
play. If Poison Snoke domoges opponent, opponent gets 1 paison
counter. Opponent loses game if he of she ever has 10 or more
poison counters

[ eoo

When Serated Arrows comes info play, put three amow counters on

it. Bury Semated Aows if there ore no longer ony counters on it.

T: Remove counter to give -1/+1 fo torget creature.

AL U eeee D 4

*=any number from 0 fo 6. Choase * when Shapeshifter is cast and

during your upkeep. */(7-*).

U esen Mo 2 "
2: Prevent 1 domage to you. :
- Skull Catapul ART U =eo  BWp 4 A

1, 1: Saarfice o wreature to do 2 damoge fo any forget.
5, T: Bring on enchantment card from your graveyard into your hand.
A 5

Counts as wall. 1: +1/+0 unfil end of fum. 1 +0/+1 unil end of
tum, 3: Da 1 damage to 0 nonflying reature that is attacking you.
4

Ma 4 1A

0/4.
Soldevi Galem AC

Dos not untap during your untap phase. 0: Untap one of opponent’s

cteotures to untop Soldevi Golem. Use this ability anly ot the end of
your upkeep. 5/3.

K SodeyiSimul AC U e D 4 W
evi Simulacrum : i AT R eee D 4 16, (H

: CU: 11z 41 /40 until end of tum. 2/4.

¢ o Sol Ring BT U eeees fiTe 1 ABUR
T: Add 2 to your mana pool (play as on interrupt). :

© Soul Net AT U ee DWi 1 ABURATH

1: Toka 1 lfa each fime o creatura is ploced in the groveyard. Con
only give 1 lfe for each time o creature is placed in tha groveyord.

R eee  SK 3
2, T: Make forget creature +0,/+2 os long s Spirit Shiekd is topped
fou moy leave Spirit Shield topped during your untap phase.

ART
O o Sword of the Ages

: i M (e
MRT R ee D 4 o Tablet of Epityr

: 's Coffi Ji
Mo § o Tawnos's Coffin

16,
¢ Townos's Wond ART

: Tawnos's Weaponry ART

Och 4 S Telravus C

a0 :

* Time Bomb
Skull of Orm MT U eee  TWi 3 [

R esss ife W
o o Time Voult ART

R eeee (Ry 6 16
Enters play topped. T: Socrifice Sward of the Ages and ony number of
crentures o do domage 1o one torget equol to combined amount of
weoture’s power. Remave Sword of the Ages and sociificed creotures
from the gome.

(R 1 A0

1: Toke 1 life each time an artifoct is ploced in the graveyard. Can

only give 1 Iife for each fime an artifact is ploced in the groveyord.
RT eses (Ry 4

3, T: Take o creature out of play. Torget is considered out of play for

05 long as Coffin remains tapped. If Coffin is untopped or removed,

creature retums fo play tapped. You moy choose not to leave

Coffin tapped.

Ueo DSh 4 AQATH
2: Moke o torget creature with power no greater than 2 unblockoble
except by ortifact creatures until end of tum. Torget's power may be
incrensed after defense is chosen.

U ses DRt 2 AQATH
2T: Target creoture gats +1/+1 os long os Tawnos's Weoponry
remoins topped. You may choose nof to untop Tawnos's Weoponry

during untop phase.
Me 6 AQ4TH

Flying. Give Tetravus three +1/+1 counters when cast. In your
upkezp, you may move some of these counters on or off Tetravus.
Counters thot ore off of Tetiovus become independent 1,/1 flying
artifuct areotures that, when killed, are removed from play.

The counters may not be targeted by enchontments cost or share
enchontments on Tetravus. 1/1.

Throne of Bone MRT U e AMo 1 ABURATH
1- Take 1 life each time o black spellis cost. Can only give 1 life for
cach time o block spell isR(TusL

Al

R eee

R oeee  AWe 4 1A
Put o time counter on Time Bomb during your upkeep. 1, T: Sowifice
Time Bomb to hove it deal * domoge to each creature and player,
where * equals the number of time counters on Time Bomb.

R sese o 7 ABU
T Toke on extra tum. Comes into ploy tapped, ond may only be
untopped if controller forfeits o tum.

. Tormod's Crypt MRT C eeee (Ry 0 DK, CH
T: Sacrifice Tormod's Crypt to remave oll cards within forget ployer's
graveyard from the game.

* Tower of Coireall MRT U e Dfr 2 DK

T: Moke target creoture unblockable by walls unfil end of tum.

3, T: Put o counter on Triossic Egg. When there ore 2 counters on

Trinssic Eqg, socrifice it to put any creature in hand of groveyerd

direetly in ploy. Treat this creature os if just summoned.

Triskelion AC R eses DSh 4 A0,4TH
Give Triskelian three +1,/+1 counters when cost. Discord a +1,/+1
counter to do 1 damoge to any torgat. 1/1.
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Urza's Avenger A R eeee AWe 6 AQ4TH | Zelyon Sword ART R eee 5 3 FE : Breeding Pit EN U wess AMp B3 FE
0: Avenger loses -1/-1 and you may give it either fiying, banding, ~ : 3, T: Make torget creature +2/+0 os long os Zelyon Sword is : Put 0 /1 Thrull token in play ot the end of each of your tums. Pay
first strike, or romple until end of tum. Attribute losses ond ebifity = topped. You may leave Zelyon Sword topped during your untop phase. BB during upkeep or bury Breeding Pit.
gains ore not cumulotive. 4/4. : Zuron Orh ART U weeee SEy () 1A [ eee (B BI 1A

Urza’s Bauble ART
T: Saifice Urzo's Bauble to look ot o rondom cord from opponent’s
hond. Draw a card at the beginning of the next fum.

Urza's Chalice BT (oo JMe | A
1: Take 1 life for any ortifact cast. Con only give 1 life for each time
on artifect s cost.

Urza's Miter ART
3: Drow one cord from your librory whenever one of your arfifacts
qoes fo the graveyard. You may only diaw one card per ortifoct
destruction, Urza’s Miter moy not be used when you destroy on
arfifoct to gin benefits from another card.

Vexing Arcanix ART
3, T: Make torget ployer nome a card ond tum over the tap cord of
his or her library. IF the player's guess motches the cord, it is ploced
in his or her hand. Otherwise, it is put in the graveyard ond that
ployer tokes 2 domoge.

Vibrating Sphere ART R oo
During your tum, oll your creatures gain +2,/+0. During oll other
tums, oll your creatures get -0,/-2.

Voodoo Doll AT R e SEv 6 L
Put a counter on Voodoo Doll during upkeep. If Voodoo Dollis
untapped ot the end of your fum, it does X domage to you and is
destroyed. X is the number of counters on Doll. XX, T: Do X domoge
o one target.

Walking Wall AC U weee AW 4 1A
Counts as woll. 3: Give Wolking Wall +3 /-1 and enable it to attock.
This ability may only be used once per tum. /6. Wall connot attack
the tuns it comes under your control.

R ee

Wall of Shields AU e
Counts as wall. Banding. 0,/4.
Wall of Spears AL C e Sk 3 AATH
First strike, counts os o wall. 2/3. :
Wand of Ith ART U eeee (Hg 4 DK

3, T: Examine o rondomly chosen card from torget player's hond.
Unless the card is o lond, the terget ployer must either discard it or
sacifice life equaling its costing cost. If the cord is  fand, the targat
player must either discord it or sacrifice 1 life. Wand of Ith may only
be used during controller's fum.

War Barge RT U eeee TWji 4 DK
3: Give torget creature islondwalk unfil end of tum. Bury torget if
Wor Barge leaves play this tum.

Wor Chariol ART U sese DWi 3 n i
3, T: Give torget creature trample until end of tum, :
Weakstone ART U e JHo 4 AQ

All attacking crentures lose -1 /0. Those creatures with power less
than 1 deal no damoge.

Whalebone Glider ART U eee  AWe 2 1A
2, T: Give one of your creatures with power no greater than 3 flying
until end of tum.

White Mana Battery ART

R oeee  AWg 4 LG,4TH

2, T: Add o counter to White Mana Battery. T: Add W to your mana
pool. Remove as many counters os you wish, add W for each counter
removed (ploy as an interrupt),

Us (w0 TR

¢ Abomination SC
B 3 0
© Abyss, The ]

Abyssal Specter
R eses PGy 4 I

H of fum.
2 All Hallow's Eve N

Ph 4 n i

H i Animate Dead K

¢ Artifadt Possession A

Réo 3 W
¢ Ashen Ghoul SC

1
: Ashes to Ashes SOR U wee
Bad Maon

: Bonshee U oo

¢ Baron Sengir SL

 Black Carrioge SC

0: Socrifice o lond to gain 2 ffe.

U === Me BB3
Green or white creatures blocking or blocked by Abomination ore
destoyed ofter combat. 2/6.

R eee
during upkeep.

Flying. Opponent domaged by Abyssal Specter must discord a cord of
his or her choice. 2/3.

R eee (Ry BB2
Put 2 counters on All Hoflow’s Eve when cost. Remave a counter
during your upkeep. After the last counter is remaved, everyone
takes ol crectures in their groveyords ond puts them directly info
play. Treat them os if just summoned.

T: Socrifice Amor Thrull to odd 0 +1/+2 counter to torget creature.
Arists: SKi, e, RSp, PVe. 1/3.
[ e
Do 2 domoge fo target artifoct’s controller whenever torger artifoctis
tapped or ifs activation cost is paid. Hos no effect when cast ona
continuous arfifact.
|| wee
Ashen Ghoul can ottack the some tum it comes info play. B: Retum
Ashen Ghoul to play under your control if there ore o least three
creatures abova it in your groveyard. 3/1.

Diu BB DK, 4TH

Remove two non-artifuct creatures from the gome ond lose 5 life.
B R eeee iy BI

Al black creatures in play get +1/+1.
< Iy BB2

X, T: Banshee does X damage, half to you (round up) and half to

ony one torget (round down). 0/1.

B eeee

Flying. Gets +2,/+2 for each creature sent to graveyard on tum

where Baron domoged it. T: Regenerote target vampire.

Basal Thrull SC C e M BB fE

T: Saciifice Basol Thrull to odd BB to you mana pool. Arists: KFo,
PFo, RKF, CRu. 1/2.

R e
Tromple. Doesn’t untop os normal during untop phase. 0: Secrifice o
ueature to untop Black Carrioge. Do this only during your upkeep.

¢ Block Knight SC U ewes Jio B8 ABURATH :
i Protection from white, first strike. 2/2. :
o Bligh U ee PVe BB 16,4TH

ight
If torget land is tapped, destroy it at end of tum,

__| Baron Sengir and

¢ Brine Shaman SC

¢ Burnt Offering
e B3 6 :
Each player must bury o torget non-orfifoct reature he o she confrols

SC U see RTp BE2 Wi
G :

Cloak of Confusion EC

U wees AMo Bl ABURATH :

Bring o creature from any groveyard into ploy on your side with -1~ ¢
pawer.

Armor Thrull SO ( eeee M5 B2 fE-

o B2 N
RS B3 n i
ABURATH

DK CH :

Dark Banishing
PVe BBBS HL:

DCh BB3 HL ¢

» Demonic Attorney SOR R ee

: Demonic Consultation  INS

T: Sauifice o areature to give o creature +2/+2 unfil end of furn.
UU1: Socifice o ereature to counter o summan spell. 1/1.

© Broken Visage INS R oes MG B4 HL
G4

Bury torget non-ortifoct attocking creature ond put shodow token into
ploy. Treat this token os o black cregture with power ond toughness
equal of the attocking craoture. Bury foken ot the end of fum.

INT C e DGe B 1A
Saarifice o cregture fo 0dd to your mana pool any combination of
block ond red mona equal to that creature's costing cost.

: Carrion Ants SC U eees RTh BB2 LG,4TH
12 +1/41 until end of tum. 0/1.
- (emetery Gate SC ( ees  MBe B2 HL
: Protection from black. 0/5. (Two versions)
Cainsof Mephistophels [N R o HHu B1 16

Except for the first cord drown in drow phase, every player must
discard 0 cord in hond before drowing. A player without cards in hand
must place top cord in hbrory in groveyord instead of drawing.

C e MOK B 1A
If torget creature you control atfocks and is not blocked, you may
have it deal no domoge this tum. If you do so, defending player
must discord a card of rondom from i or her hand.

: o Contract fromBelow ~ SOR R eeee [Sh B ABUR
i Discord your hond; drow o new onte cord plus seven cords.
¢ Cosmic Horror R eee My BBB3 16,4TH

First strke. Pay BBB3 during upkeep or Cosmic Horror does 7
domage to you ond is destroyed. 7/7.

: Cuombajj Witches SC ( ees Kfo BB AN, CH

: T: Eoch player does 1 demage to ony torget. 1/3.

* Curse Arfifoct EA Use  Me BB2 DK
Controller of torgt ortifoct must bury torget during upkeep of

: lose 2 life.

¢ Cursed Lond B U eee My BB2  ABURAH

: Do 1 demage to controller of torget lond during upkeep.

i Cyclopean Mummy SC Ce EBe BI LG ATH

Remove Mummy from game if it goes to graveyard. 2/1.

Dance of the Dead EC U eees RGo B1 1A
Bring o creatute from any graveyard into play on your side topped
ond with +1/+1. Crenture does not untop during its controller’s
untop phase. Its controller may pay 18 to untop it.

INS ( weee [Ty B2 1A
Bury torget creature. Connot target black creatures.
* Darkness | C eee  Hikc B L6
: Creatures attock ond block s normal but deal no domage.
i * Darkpact SOR R eeee (QHo BBB ABUR
i Swop Your topmast undrawn cord with either ante card.
¢ Dark Ritva [ eeeoe JHg B ABURA4HIA
Add BBB to your mana pool.
¢ Dark Ritual INT  ( seoee Sy B ABURATH
i Add BBB to your pool of mano.
Deathgrip U ese AMg BB ABURATH
¢ BB: Counter a green spell {play cs an interupt).
¢ Deathloce INT R eee S B ABURATH

Chonge the color of one cord being played or in play to black.

DGe B ABUR
Unless opponent concedes gome, both ployers must drow on extra
onte cord.

Baron Sengir Sy ol "
] Arena: Ukﬂ]f. ifYOll know Nome E[r'(t't'fj ond remumetme top six cords of your librory from the
gome. It the next cord is the one you nomed, odd it to your hond. If
what these cords do then you not, remove if from the gome and confinua doing this uﬁh‘t the
probobly dan‘t need much of named ;;'!dsﬂwem
3 Demanic H SC R wees My BRR3  ABUR
an Wlll."u!m" here. The T: Destroy on land. Poy BBB during upkeep or Hordes ore tapped
process is Slfll]|0: Crush nntj your apponent chooses a land of yours to be destroyed. 5/5.
opponent's ceatures with the Dem%m 1'on1w;t i Eg Ud:- Mo B2 16
orget creature deols no domoge during combat and t ottack.
Boron and Areno. Baron gets  Demonic Tutor SOR gﬁ b Dh B ﬂmu R
i . Get it? We (Choose one cord from your bbrary, then reshuffle vour lbrory,
TN e o L R
!ﬁ&‘ﬁéﬁ&'&?’.‘.‘:ﬂ'ﬁiﬁz thought you would. Youlr black spells cost on odditiona B, 4 /4
by Drain Life SOR C ees' DSh BIX ABURAM
fﬂ??)‘éﬂ’ﬁ"’f’ﬁ%ﬁ"aﬁm Do 1 domage o any torget for each B spent above casting st
e e Toke 1 Bfe for eoch domage inflicted. You connot goin mare ife
from o creature thon its cuent toughness )
Drwdwh'ghl'l SC R see DGp BB3 1A
: - . At the end of combt, put o porolyzation counter on ony Creature
BARON SENGIR ARENA blocked by o blocking Dreod Wight ond tap i, i the reature has o
poralyzation counter, it doss not untap during untop phose, The
. cregture’s controller may pay 4 to remove o parolyzation counter ot
: ony fime. 3/4
winter Orb ART R ees Mle 2 ABURATH © Boglmp St Co% Rp 8 KA DiftoftheDeed ST U ese B 9 o
Eoch ployer moy anly untap up to 1 fand during untop phase. Flying. 1/1 Courts o wol. Drfofthe D hos power und toughness och
Wooden Sphere ART U oo MIe | ABURAIH : BoRats SC (eee RSB 0K, Ch equal o the numbe of snow-<overed londs you contrl. */*,
1: Take 1 e for ony green spellis cast. Con only give 1 I for Connot be blocked by walls. 1,/1 Drudge Skeletons SC € osee S B1 ABURATH
cach fime 0 green spell s cost, ¢ Bog Wroith SC U see Mo B3 ABURATH B: Regenerotes. 1 /1
Yotion Soldier AC (oo (Ry 3 AQATH Swompwolk. 3/3
Yotion Soldier doas not top when attacking. 1 /4. i y
e icsﬁf;dm ART Arfoct (U Gumukotivolipkesp EC Enchont Creaturg £ Enchent Lond W Enchont World INT lntermupt SC Summon (reature
A Atoc (R Current Raity FA  Enthont Artifoc! EE Enchont Enchontment BN Enchontment INS Instont UN Lond SOR Sorcery
I U N E 1 9 9% y
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: Greater Werewolf SC

Nome ind (R Roing At (omt Sets Found
Description
Drudge Spel ™ U e Wh 6 HL - Hosron Ogress SC C» D B8
B: Remave 2 creatures from groveyord out of gome. Bring token : Foy 2 when Haston Ogress aftodks orfose 2 ide. 3/2. ;
¢ Hounting Wind N U e JMe B3 A
i Do 1 domage to ortifoct’s controller each fime on ortifoctin playis ¢
topped o ifs octivation cast s poid.

Skeleton info ploy. Skeleton is o black 1/1 weoture; B:
regenﬂrmes Al slr-=‘°'og1[sJ i;ma E iscorded if Drudge Spell leaves ploy.
Dn,- Spell deols 1 domoge to each creatura ond player. (Two
versions)

Eater of the Dead SC | ees
Untop Eater of the {lﬂud 3’4

Ebon Praetor SC R ees
Trample, first strike. Put ¢ -2/-2 counter on Ebon Proetor during
upkeep. Sacrifice one regture during upkeep to ra 7
counter, odding 0 +1/+0 counter if o Thrull w

El-Hajjoj SCR eee
Goin 1 ife for every point of domoge Ertajoj inflicts. 1

Erg Raiders SC (e Vi Bl
Lose 2 life ot end of tum if Erg Roiders don’t attock, except in the
tum when they're summened. 2/3

Evil Eye Orms-By-Gore  SC U e
Your cregtures may not attock, except for Evil Eye. Evil Eye may onky
be blocked by walls. 3/6

Evil Presence Bl U eee SEv B ABURATH :
Torget lond & now o hus { SWOmp. :

Fallen, Th U e My BBBI DK CH ¢
Dunnq controller’s upkﬂeu does 1 damage to every opponent it has
previously domoged. 2/3. -

Fallen Angel SC U eese Mg BB3 16, (H :

Socritice o creature fo give Follen Angel +2/+1 unfil end of tum

Fear L ( eeee
Only black or orfitoct creotures may block forget creature.
Adists: MPo, REm

Feast of the Unicom 18

[ eoee

DDe B3 Ht
Torget cregture gets +4,/+0. (Two versions)

Flow of Maggos SC R seee RSy B2 o
(U: 1. Moy not be blocked by non-woll creatures. 2/2.
Foul Familior SC( wee  pMo BZ o

Foul Fomilier may nat block. B: Saerifice 1 life to retum Foul Familiar
to its owner’s hand. 3/1.
Frankenstein's Monster  SC R ee
Take X reatures from yout grovayord and remave them from the
gome when casting Frankenstein’s Monster, or it is countered. For
each reature removed from the gome in this v.rr,: give Franken-

stein’s Monster a permanent +2/40, +1/+1, of +0/+2. 0/1. $
FrnzenShude SC C wee ' Sh B2 ABURATH :
+1/+1 until end of tum, 0,/1. :
FunemlMuuh EC ( ees  MB: BB HL :

When target creoture leoves uir.v,' that creatute’s controller must
sacrifice o creature he controls. Ignare this effect if he controls no
other creatures.

Gongrenous Zombies ~ SC  ( ees  BSy BH) A
T: Sooifice to deol 1 domage 1o each creature ond player,
Gangrenous Zombies deals 2 domage if you control ony snow-covered
swomps. 2/2

Gote fo Phyrexia N

orfifoct.

Goze of Pain SOR C ese Mg B) 1A
For each creature you control that attacks ond is not blocked, you
may choose fo have it deal no domage to defending player this tum
1f you do s, it instead deals domage equal to its power to any forget
(regture

Ghost Hounds SC U es Mo B HL
Attocking does not couse Ghost Hounds to top, Gains first strike if
blocking or blocked by white creature(s). 1/1

Ghostsof the Domned  SC (o EBe BRI 6 :

T: Moke torget creature -1 /<0 unfil end of tun 0/2
Giant Slug ( ( ee= Ao B) L6, CH
5; Give Slug landwatk obility of your choice en your next um. 1/1
Gloom BN U eese Dff B2 ABURATH

White spells ond white enchantment activation costs now
requite 3 extio mana
Glyph of Doom NS (e SV B 16
Creatures blocked by forget woll ara destroyed ofter combat
Grondmother Sengir ~ SC
B1, T: Target creature -1 /1 unt
Gravebind Ih‘: R
Torget creatine may not rege
beginning of the naxt tum

HL

this tum. Drow o cord ot the

98 L

BSa B8l H G
Uy 4 o

RAF B4 FE G

INRATH

Iy B4 6 :

Mulfi BB ABURA, A :
: Heodless Horseman SC
: 2/1

: Heodstone
: Hecatomb N

© Hellfire
Ma BBy K

= Horror of Horrors N
Howl from Beyond
© Hyolopterous Lemure  5C

U eee  SEy BB M
Soaifice one of your reatures during your upkeep to deshioy any one

B, T: Choose on ortifoct in any graveyord ond remove it from the
gome. Toke 2 ife. 1/1.

[ eee
Ater combat, put a0/-1 counter oll creatures that blocked
werewolf, 2/4

© Greed N R ess PRy B3 6,41 }
: B: Draw on extro cord ond socrifice 2 life. :
: Guordien Beast R eses (e B3 Mo

If untapped, prevents the steoling, destruction, or enchontment of
your non-reature arfifocts. 2/4.

O0er B4 W

M,

Name Knd (R Roting At (ot SefsFound Nome Kind (R Rofing Atist Cost  Sets Found
Desoption Desariphon
Grave Robbers SC R eee  (Ho BBI DK Inguisition SOR (e M B2 DK

Examine torget ployer’s hand. Do 1 domage to for each white card
it hond.

Irini Sengir SC Ue PVe BB2 HL
: All white and green enchantments cast an extra 2 to cast. 2/2.
¢ Joviol Evil SOR R ee  (Ru B2 6
Do 2 damage to apponent for each white creature opponent contrals.
© Junun Efreet SC U eee (Ry BEI AN 4TH
Flying. Pay BB during upkeep or Junun Efveet is destroyed. 3/3.
¢ Juzom Djinn SC R eesss ]z BR2 AN
: Lose 1 life during upkeep. 5/5.
Khabal Ghaul SC R eeee DSh B2 AN

Gets o +1/+1 token at end of tum for each creature that was
destroyed that tum, 1/1.

__| Bartel Runeaxe and
Takklemaggot: Holy crop,
just look of what Mr, Runeaxe
can do: he's 6/5, dogsn't tap
to oftack and can’t be the
target of an Enchant Creature
spelll Since Bartel can’t be
torgeted by o nosty black
enchantment like
Tokklemaggot, everything
around him will start dropping
like flies while he sfoys o
healthy 6/5 ttacker

ond defender!

BARTEL RUNEAXE ~ TAKKLEMAGGOT

(e (QHo B2 16
INS [ wee
Remove forget cord in any graveyard from game. Draw a card during
nex! tum’s upkeep.

Sacrifice four creatures when Hecatomb comes into play. 0: Tap
swomp you control fo have Hecatomb deol 1 domage fo any forget.
R

Destroy oll nenblock creatures. Hellfire does X+3 domage to you,
whete X is the number of creatures ploced in the graveyard.

* Hell's Caretoker R eeese Sfy B3 1G,CH
: T: Soarifice o creature to put o creature in your graveyord directyin - :
ploy. 1/1. H
Hell Swarm NS Ce (RuB 6 :
Make oll creotures -1 /-0 until end of tum. 3

Hoar Shade S ( ese RTh B3 1)

B: +1/+1 until end of tum. 1/2.
I eeo [Tz BB3 16

Suarifice o swomp to regenerate o black creature.
Target creature goins +X/+0 unil end of fum.
0: Gains flying and -1 /-0 until end of tum. 4/3.

Hymn 1o Tourach
gmqel player randomly discords two cords in hand. A:hsts: 1Da, QHo,
Ki, SVC.

¢ Hypnotic Specter SC U eeee [Sh BBI
: Flwn? Opponent demoged by Specter must rondomly discard o
cord trom hand, 2/2
leequoke SOR | eee

Destroy a land. If it is o snow-cavered land, Icequoke does 1 domage
1o the lond's controfler,

¢ thsan's Shade SC (] eesas (Ry BBB3 0 :
Protection from white. 5/5. £
Imprison EC R eses (Ry B 6 :
I Prevent torget creature from attacking, blocking, o topping. Imprison
is destroyed i mana s not poid
Infernal Darkness €l R ee Pro 882" IA
CU: B ond 1 . Al mono-producing londs produce B insteod of their

normel mana

Infernal Denizen SC R eee

your upkeep, you must socrilice twa swamps of Infemol

ves topped, ond farget opponent may goin contiol of o
ureature you contol of his or her choice. T: Gain control of target
weate. 5/7

infernal Meduso S
Destioy oll nonwall creotures blocking or blocked ﬁ,& Meduso. 2/4.

Initiates of the Ebon Hand SC ~ ( eee N
1 Add B to your mana pool (ploy as an interupt) BUW Initiotes of
the Ebon Hand if mare than 3 is spent this way in ona tum. Arists
100, KFo, HHy. 1/)

¢ Kieldoran Dead SC

Oth Bl L egonernte. C:‘(l
: nghlsofgSIramgql SC | eees Py BB 1A

R esees N B8] W
© Koskun Falls W

R esee Flg G531 G :

Krovikan Elementalist ~ SC

NS C eees Py BX ABURAhIA :
I =e= RTh B4 LY

SOR ( eeso [l B e :

ABURATH

RKF BBI I

Lim-Dil's Cohort SC o

Ol 87 W
" - LimDil's Hex B

* Lord of the Pit
U ess Ao BE3 16 ;

[ esee iBs B 1A
You must sacifice a creature when Kjeldoran Dead comes info play.

Protection from white. BB: +1/+0 until end of tum. B: First strike

unfil end of tum. 2/1.

R ee RA BB2 HL

During your upkeep, tap target creature you contiol o bury Kashkun

Falls. No creoture can attack you unless its controller pays on

odditionol 2 whenever the creafure ottacks.

U eee  [Sh BB 1A
2R: Give o wreature +1,/+0 until end of tum. UU: Give o creature you
control flying until end of turn. Bury that creature af the end of the
tum. 1/1.

Krovikan Fetish EC (e HHu B2 1A
Target reoture gets +1/+1. Draw a card ot the beginning of the
next tum.

Krovikan Yompire SC U eee QHo BB3 1A
IF o creature dies during o fum in which Krovikon Vompire damoged
it, it is put into play under your control, Bury the creature i fKrovikan
Vampire leaves ploy or your control. 3/3.

: Legions of Lim-Dol SC (e AMo BBI 1A
Snow-covered swompwalk. 2/3.

¢ Leshrac’s Rite EC U eee RIh B A
Give torget ceature swompwalk.

* Leshrac's Sigil U esee DTy BB 1A

BB: Whenever an epponent successfully costs o green spell, look ot
thot player's hand and discord a cord from thot hand of your choice.
BB: Retum Leshrac’s Sigil to owner’s hond.

Lesser Werewiolf U eee  (Ho B3 16
B: Give Werewolf -1,/0 until end of tum. Put a-0/~1 permanent
counter on reatures blocking or blocked by Werewalf. Lesser
Werewoll's power may not be reduced below 0 using this obility.
/4.

th N R ee  DGe BBBB ABU

Socrifice oll your life. For each point of domage you subsequently

suffer, remove one permanent in play. For every point you gain,

draw o card. You lose when you run out of cards in play o when

Lich leaves play.

Dsh BBI 1A

Creatures blocking of blocked hy LimDal’s Cohort cannof regenerate

this tum. 2/3.

U eee [Do B] 1A
Duting your upkeep, Hex does 1 domoge to ol ployers. Each ployer
may poy B or 3 to prevent the domage to himself or herself,

R eoe Mo BBB4  ABURAM
Flying, tromple. During upkeep, socifice o aeature other than Lord
of the Pit or Lord of the Fut does 7 domoge to you. 7/7.

FE - lost Soul ( ee  RAF BBI 16,4TH
: Swompwalk. 2/1
: Morsh Gas IS (e DSh B D ATH

Make ofl creatures -2,/-0 until end of tum.



Nome Kd (R Rofng At Cost Sets Found Name Kind (R Rofng Adist Cost Sets Found Name Kd (R Rofing Atst Cost  SetsFound
Desaiption Description Desaripfion

Mind Ravel SR (e e B2 5 Pox SOR R eees (B B3 1A Sorceress Queen SC R eeess {0 BB]  ANRATH
Torget player must discord o card from his or her hond. Drowo cord ¢ Each player socrfices 1,/3 of their ife; then they must discord 1/3 of T: Make another crzoture 0/2 until end of tum. Spcial

ot the beginning of the next fum.

Mindstab Thrull SCC e Mdi BBI FE
1f Mindstob Thrull ottacks without being blocked, you may socrifice it
to force the player under attock to discord three cords. If so,
Mindstoh Thrull deols no domage. Arfists: HHu, RKF, MTe. 2/2.

© Mind Twist
Oppanent must randomly discord X cards from hond. All cords in
hond shauld be discorded if they number less than X.

Mind Warp SOR U eee
Look af o ployer's hand ond discard X cards of your choice from
thot hond.

Mind Whip £ .
During torget areature’s controller’s upkeep, Mind Whip does 2
damoge to that player it he or she does not pay 3. That crecture is
topped if Mind Whip dzels domage in this way.

Minian of Leshrac 5C o
Protection from black. During yeur upkeep, sucrifice o ceature o
Minion of Leshrac does 5 domage fo you and becomes tapped. T:
Destioy torget creatute of lond. 5/5.

Minion of Tevesh Szat~ SC R eeees Jig
Pay BB during upkeep of toke 2 domage. T: Give target creature
+3/-2 unti end of rurn.sg/"-

R eee

Mold Demen _R ° JNy BBS 1
2 Snflrinﬁce?swumps when casting Mald Deman or bury Mold Demon, :
6/6. :
Mole ‘n4urms SC U esee DG B I :

- Tap a land. As long as Mole Worms remain topped, that land does
not untap normally during ifs controlles"s untap phase. You moy
¢hoose not to untop h!ogec Worms. 1/1,

Moor Fiend
Swompwalk. 3/3. :
Murk DweITers SC Coees DIy B3 WATH
1F Mok Divellers ottack ond are not blacked, they gain +2/40.2/2. :
Nameless Race (R oese QHp B3 o

Tromale, Sociifice ™ Iife when casting Nomeless Roce, where * i ot
mosrpThe total number of wl.me cords all your opponents have in play

ond in meirgmvevmés.sc b i

Necrite ithout being blocked, ; ifice i
If Necrita attacks without being blocked, you may saceifice it tg bury
0 forget creature controlled by the player under attack. f 50, Necrite
deals no domage. ArﬁshEiN(R“- RSp, Dlu. Zﬁ
LG h
Hetrgl;iﬂ]:?rﬁ drow phase. 0: Socifice 1 fife 1o set side the top cord of
Yo ey Add that cord to your hand ot the beginning of your next
discard phose.

SC Roess (Ry B pp
ow ; B.UR4TH
Nelhlelr'ﬁilell eatures ore obave Nether Shedow in graveyad, it can

i troller’s UPkEEp‘ Shﬂdn v e
fetum 0 plﬂy during con ;
i ters play. 1 X e
some Ul ﬂSIIemEISDFEEe-energp . /], an atack

Nelhal‘f:ti:r all spells umesssléleil EUJWT.S.I?V unu?{xﬁu 3. :
Ne““rl?gglmpnent's target ncm\:ulf cieature must ur'r]uc!??ar die ot egﬁﬂélfm i
. Ploy durng OPPOTERLS F e h“ﬁ{; zlﬂausﬂutkhi /).
mngnh‘(?;; Powes ond oughnes equol number of swomps tnﬁnblﬁﬁ'w :
Nmil;;ls inploy. °/ §C € eses Ry g3 I

attack or be destroyed at end of tur. Ploy during oppanant's ke
before s 0 b TORG T p eas g
Ooth of Lim-D0 ko arl g
f domage you foke or life you lose, soifica gpg of

15 or discard 0 card from your hand, B gy di, i
your permuﬂenH f S eses i i wd.
n Han :
Orde]r’ oi 'P;m?;raﬂ"‘ whitc. BB: +1,/+0 unfl end of tm_B; Firg gk fE
OOKE  Artists: MBe, CRu, RSp. 2/1. i
0 m-“".?le" B S = 1% A
- Il’elure forget ceqMi® uut[gfpu\% oo
Paralyze o doesn't untop os nomal c.meps wnuﬁiﬁ}ur'ﬂkdm
I;'eﬁ' ;ll:: untop duing upkeep. Tap torget creatyre when Pmuh:!e
Fikas. B L sesse iy B2 pguramy

onc® | qomage o eath gt and ol Hoers.Distard Petenc

Priest of Yawgmoth SC

SOR R eeees Ig B ABURATH
i Quagmire
Do B3X i

oy B32 T
R eees LV BER4 W

BBB4 W

( ess  JMg B3 I :

 Rog Man sC

Raise Dead

* Royal Assassin

R eee HMc B3 6 i

. g : Seoson
T: Untap 0 blue creature. T: Opponent’s target nonygll weahe must

IA 3 Seizures

¢ Sengir Autocral
: Sengir Bals

¢ Sengir Yompire S

the cards in their hond; then they must socrifice 1/3 of their
wreatures; finally they must socrifice 1/3 of their londs. Round each

loss up.

(- e Bl A0
T: Secrifice on orfifact and 0dd o your mano pool enough block
mana to equol its costing cost. 1/2.
U e Dk B2 L6
(reotures with swompwalk may be blocked.

v
=]
A =
=
=<
.
—
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§
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=
=
[
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1 Soraya the Folcaner: Homelonds' most
worthless card? Maybe if you're playing
without birds. But i you've got a few folcons,
Soraya’s got some pretty good poyoffs that go
beyond the +1/+1 borus she gives. Banding
is one of the most useful creature abilities, and
Soraya’s knack for bestowing it upon her pet
folcons makes her a must for any falcon deck.
R ese DGo B82  DKATH
BBB, T- Exomine opponent’s hand. Opponent must rendomly discord
o creature, if any ore in hand. 2/1.
SOR ( ees Mo B
Bring o creature from your groveyard into your hand.
SC R eeess TWG BRI

T: Destroy any topped reature. Hey, TW's the subject of on 10 #1
feature! 1/1.

¢ Souifice INT U= Dff B ABUR :
1 Sacrifice creature o odd to your mana pool block mona equol to i
: that cregture’s cosfing cost.

: Scathe Zombies SC (e My B2 ABUR4H

| SovagingGhol S U ses IMe B3 ABURATH

M the end of tum, 0dd o counter for eoch other creatwe placed in
the graveyord that turn. Use o counter to regenerate Ghaul, 2/2

ugf the Witch EN R e My BBB DK
At the end of each player’s fum, destroy oll untopped creatures that
could hove attacked but did not. Secrifice 2 kfe during your upkeep

Witch is destroyed
or Seasan of the Witd IE{ e i

When torget creature becomes tapped, thot creature’s controller must

i 3 domage to him or her.
pay 3 or Seizures does 3 gg B .

n ir Autocrat comes into play, put theee serf tokens into
m: 1]?::1[]:;1%9 tokens as 0/1 block reatures. If Sengir Autocrat

; || serf tokens. 2/2.
leaves oy, bury ol FRET 0 oy, g L

ina. For eoch creature put into the graveyord in the some h.:n .H"‘“
LF!Irv:'ler ;u%uged by the Bats. Sengir Bats Receive +1/+1. 1/2. (Two
i U eeee AMg BB3 ABURAM
Flying. Gets +1/+1 counter if o creature dies in fum Vompite
domaged it. 4/4.

Soul Exchange SOR

£ Soul Kis K
¢ Spirt Shackle i

¢ Spoils of Evil INT

: Spoils of War

Stench of Evil

ABURAM :
ABURATH

© Thrull Cham
© Thrull Retainer £

¢ Throll Wizard SC

: Touth of Darkness INS

* Touch of Death

charocteristics ond enchantments on aeature ere not offected. 1/1.

3 Soul Bumn SOR C eee RA B2 s

Do 1 domage to any forget for each B or R spent above the costing
cost. Gain 1 life for each B spent in this way. You cannot gain more
Iife from a creature than its current foughness and you connot gain
more fife from a player than his or her total fife.
U eeee AWg BB FE
Remove o creature from the game to put o creature from your
graveyard in play s if just summoned. Add @ +2,/+2 counter fo this
creature if o Thrull was removed from the gome.
( eeee Nz B2 A
B: Socrifce 1 ife to give teature +2/+2 until end of tum, You may
spend no more than BBB in this way each tum.
U ee e BB 16,4TH
Put 0 -0,/2 counter on target creature every fime if taps. Counters
remain even if Spirit Shackla is removed.
R eee (o B2
Add one colorless mana o your mana pool ond gain 1 ife for eoch
ortifoct or creature in target oppanent’s groveyard.
R R eees PYa BY 1A

Put X +1/+1 counter on any number of creatures, distributed any
way you choose. X is equol to the number of creatures ond orfifocts
in forget opponent’s graveyard.

SOR U eees jMlz BB2 1A
Destroy oll plains. Each player takes 1 damoge for each plains he o
she loses this way. Each player moy pay 2 for each 1 domoge he or
she wishes to prevent,

: Stone-Throwing Devils  SC C eee  KMe B N
H First stnke. 1/1.
Stromgald Cabal SC R eeese Mg BRI 1A
T: Saaifice 1 fe to counter o white spell. 2,/2.
Syphon Soul SOR ( ees  JABe B2 16

Do 2 domage to allplayers except caster. Caster fokes lfe points
equal to domage done by the Syphon Soul.

Tokklemaggot EC U e  DGe BB2 L6, (H
Put 0 0/-} counter on farget creature during controller’s upkesp. If
wreature goes to graveyard, its contoler chaoses o new farget for
Tokklemaggot. If no new torgets exist, Tokklemaggot permanently
becomes on enchantment ond does 1 damage during upkeep ta the
controller of the lost creature Tokklemaggot enchanted.

¢ Terror INS C eseee RSP B]  ABURATH
: Bury torget creature. Cannot torget black of artfoct creatures,
: Timmerion Fiends SC R e MK BBI HL

Remove Timmerian Fiends from your deck if not playing for onte
B8B: Sacrifica Timmerion Fiends to buty torget um{ut?gawned hy.uny
Opponent into your graveyord. Put Timmerien Fiends into that
oppanent’s groveyord. This cord change is permanent. The opponent
may onfe on odditionol cord to counter this effect. 11,
' SC R esee DGe B4 FE
?}lm Theulls ?el +1/+1.T: Take control of forget Thrull. When Th|
mpion leaves your control or leaves play, you lose
Theull Chompion, 2/2. I SR
G e ot 1,41, S ol R *
oive torget cregture +1 /4 vifice Thrull Retainer
the creature it enchonts. i
B1: Counter torget block spel ufes” e i
B1: Counter targe spell unless caster poys on odditi
(play os on interrupt). 1/1 ; i Ll
(. oee
B1: Place -1,/1 token on creature Tortur
(h he f e o
onge the colat of one or more torget creatures to black yns;
tum. Choose whith ond how mony creatures ore mlgelédAml E3
SOR C e MBe B2
Touch of Death does 1 domoge fo any player ond
Drow o cord at the begianing of the next fum
Tourach's Chant BN Ue RF BR) FE
Do 3 domage to any ployer who puts o forest into play without
putting a-1/-1 counter on o creotre he controls.
Tourach's Gote L R e Sk Ry FE
You 'mc; w( cost Touroch's Gote on o lond you control. Sacrifice g
Theul o put 3 hme counters on torget lond. Remove o fime countey
Guring upkeep, burying Tourach's Gate when there e no time i
on it. 0: Top the lond Touroch's Gate enchants o give ol
your attocking creatures +2,/-1 until end of tum :

Mie B H
e enchuns‘sb (Two versions)
8

gves you | fife,

L cqututes in play ot the end of any tym, i k INS R ees MBe BBZ BOOK © Tronsmutation NS C eee Sy
‘|fthere o:s no ¢ SC Coe ke gy i I 5°“°,§‘T§,'g§:'$nmeuunﬂi‘“"g- d"mumb?hh(ked Lm::h“w:l"d o Target reature’s power and 55 re 5“"["373%7;!5«5{10;' H
Peshl‘ente RLu!hE awmber of other Rats in play. * /3, If torget creature is blocking, i neither deols domoge ta nor tokes Effects oltering powe ol ste0d, ond vice versy tum
o omlins SC [ o=ee MW g - domogofomblkingRaness, o Unde v N b 6o BBBI oy gy
Phyrexian 0% ct. A lang 03 Gremins remain tpped, oot oy~ i Nigh Stlker el ol SR Ceatures connot domoge Unde lstven, 1,/3 '
1: Top u;“unmu nomally during its controller’s yntap phose. You may Redirect ol domoge don@ fo you o 0 creature to Shimion Night *Underworld Dreoms  EN [ wewes Jgg 888 i
does 10185 evop Grmis. 1/1. . Srolkat instead. /4 il iR e 0o 1 domage to opponent for each cord drown X
choose 1 SC Coee s op G4 § Simuloaum INS U b BUR Unheoly Strength EL ( eee [Sh ABUR4
Pit Scorpion ion damoges opponen, oppanent gets 1 poisan counter Retrooctively divert ol damoge done fo you this tum o one of your Torge! creahue gons +2/+ BURATH
gﬁiﬁﬁéﬁ?"lose game ifhe or she ever hos 10 o more poson - (reatures. SOR [ wes Sk BB ABL Vum?‘ga an:ﬁ B 18[1 (1 b LG, 4TH
i Sinkhole = 17ing. B: Give Bats + /40 unhil end of tum. Only 88 may be
counters. 1/ ([ oo Mo B2 ABUR I ‘ d this woy per tum. 0/1 Wy D@ spent
B,UR 4TH Destroy 0 lon . Me B : " :
Plague Rats 5 equal number of Plagua Ras | 2ok i n INT C o o I Veldrane of Sengir SCORoess g
gPo\'f*””"d toughne inglay. /*. : Songidcjmeg?mmwm for every crechee i1 your groveyord b !nmng-.cih w05 % SVC 8BS H
: ART At ; s o RN & Fachon 10! B Enchast Wodd W e
/Banned S €U Complofive Uplbg " EC frchon? SRR et SC Stomon Crenes
z- %m (R Corrent Rarity F\ rOR B b fontment BN Enchanim: NS nstont 1AM Load SOR Sorr Gy
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THE GATHERING

MAGTIUC

BLACK / BLUE

Nome Knd (R Roting Atist Cost Sets Found Nome Kind (R Rofing Atst Cost Sets Found
Desrption Desarption
¢ Air Hlemental SC U seee RTh UU3  ABURATH : Coral Reef N (nee AWe UU HL
: Flying. 4/4. : Put four polyp counters on Coral Reef. 0: saifice on Iskand for 2
¢ Amnesia SOR U ees  MPo UUL3 DK i polyps. U: top ond place +0/+1 counter on target blue creature you
4 Exomine torget player’s hand. Torget discords oll nomand cords : conhol. Remove 1 polyp counter.
y in hond, ¢ Counterspell INT U eeeee }iPo LU AB,URATHIA
4 : -An?:slrul l:e:u]l ; INSS gﬂ sonss iy | ABU : & Counter lﬂrgelsp«eﬂ ositis being cast.
. : arge! player must drow 3 cards. i (reature Bon (e Ao Ul ABURAH
IpH I eyl el paist gl Tuci T IRedl) Am'mu!eg Artifact EA U ese OSh U3 ABURATH : If torget reature goes fo the groveyard, do damoge equoling
3 Does not offect ortifoct creatures. Torget arfifoct becomes orfifoct weature’s toughness to creature’s contioller.

Home fnd (R Boing At (ot Sesfomd :  (reqture with power and toughness equaling its casting cost; forget £ Dance of Many B R oees SEy LU DK, CH
Descrion : 1etoins original abilities. When casting Dance of Many, choose o creature card in ploy. Put o

Walking Dead SC [ eess DFf Bl 16 : Anti-Mogic Aura EC  ( eeee [Sh U2 6 : token creature in play ond treat it as if you have just summoned a
B: Regenerates. 1/1. ] Destray oll enchontments on torget creature, which cannot be £ duplicate of the target creature. If either the token or Dance of Many

Wall of Bone SC U es AMg B2 ABURATH : torgeted by ony other instants, sorceties, or enchontments. : leaves play, both must b destroyed. Pay UU during upkeep or
B: Regenerates. 1/4. : Apprentice Wizard SC C eee DFr UUT DKATH : destroy Dance of Many.

Wall of Putrid Flesh SC U ee FTh B2 16 : U, T: Add 3 to your mana pool (play os on interrupt). 0/1 ¢ Dendan SC (e DTy LU AN, (H
Protection from white, domoge done to Woll of Putrid Flesh by : Amjlot’s Ascent 4/ oo DTy UUI A2 Connat attock if opponent has no islands. Destioyed if you have no
enchanted creotures is reduced to 0. 2/4. i CU: . 1: Target crecture gains flying untl end of fum. i islands. 4/1.

Wall of Shadows SC [ ees PYe BB 16,cH : Awwre Droke SC U eee Dir U3 16, CH : Dark Moze Cee RA U4 HL
domage done fo Wall of Shodows by reatures it blocks is reduced Flying. 2/4. { 0: Dark Maze can attack this fum. At the end of tum, remove Dork

: Baki's Curse SOR R e Nl LUZ HL ' Maze from the game. Dork Moze connot attock the fur it comes

10 0. Wal of Shadows may not be torgeted by effedts torgefing only
walls. 0/1.

Well of Tombsts SC U DFr Bl 6 :
all of Tombstones . 1 st

ABURATH

*=the number of cregtures in your groveyerd. 0/1+°.
Warp Artifoct EA R see AVWe BB
Do 1 damoge to torget ortifoct’s controller during upkeep.

DAKKON BLAC
Weakness BC  ( eeee DSh BO ABURAIH :
Torget crepture loses -2/+1
Will-0'-The-Wisp SC R eeees Jiy B ABURATH
Flying. B: Regenerntes. 0,/1
Withering Wisps N U seee Nt BB 1A

B: Do 1 domage fo each creature ond oll players. You moy not spend
more B than the number of snow-covered swomps you confrol
Destroy Withering Wisps i there are no creatures in play of end

Word of Binding SOR ( eee RSp BBX DK 4TH
Top X aegtures.

Word of Command NS R e Iy BB
Exomine opponent’s hond. Play o sarcery of instont of your
choasing from opponent’s own cards in hond if you may do so
legally using his or her available mono

Worms of the Earth IN R e Ao BBBZ 0k
No new lond may be put into ploy. During ony upkeep, ony ployer
may destroy Wormss by sacrificng 2 londs or 5 e

Wiretched, The SC R see (Ry BB3 LG, CH
After combat, take control of off creatures blocking The Wratched.
You lose control of such reatures when The Wretched leaves play or
your cantrol. 2/5

Xenic Poltergeist SC R eee Dir BBI AQ, 4TH
T: Tum target non-creature orfifoct into an orfifod creature with both
power and toughness equal 1o its casfing cost and with its original
ohilities. This etfect lasts untl your next upkeep. 1/1

Yawgmath Deman SC R ee SEv BB4
Flying, first strike. During your upkeep, socrifice one of your artifocts
Yowgmath Demon taps to do 2 domage fo you. 6/6

Tombie Master R ee JMe BBI
All zombies in play gain swompwalk and may regenerate for B as
long o5 Zombie Moster remains in play. 2/3

ABU

Adid Rain SOR R eee
Destroy olf forests in play :
Fther Storm N U eee  MTe 3U H

No summon spell may be cost. Any player may poy 4 lfe to bury
Fether Storm. Effects that prevent or redirect domage may not be
used to counter this lass of Iife.

LAND TAX

0/
* Balduvian Shaman SC

: Binding Grasp

ALCH

ABURATH

o]

ki 3
NTh U3 6 :

Boki's Curse deals 2 domage to each areature for each ceature

enchantment on that creature.
{ Uwee B U

For each paint of 2 done you toke from torget areature,

Bockfire does o point of domoge to creature’s controller,

__| Dakkon Blackblade
and Land Tax: What better
waoy fo make Dakkon huge
than to hiove lots of lond in

lofs of land thon fo use Land

for Lond Tox thon oll those
silly Armageddon decks. And
heck, if you don’t like having
parficularly large creatures,
feel free fo thiow down on
Amageddon and bring ol
Dokkon down fo Gary
Coleman size.

|| ees

Balduvien Conjurer SC
T: Turn o snow-covered land inta 0 2,/ creature until end of fum.

[ oo
T: Change the text of a white enchantment you contral that doesn't
have o cumulative upkeep by switching ane color word with another.
That enchantment now has CU: 1. 1/1.
EC U seee pTp U3

Pay 1U during upkeep or bury Binding Grasp. Gain control of target

creature, which gains +0/+1.
Blue Elemental Blast ~ INT  ( eee RTH U

Counter o red spell being cost or deshoys a red cord in play.

1A

Boomerang NS ( esee BSn LU
Retu target permanent to owner's hond H
= Braingeyser SOR R eeee Mo LUX ABUR :
Torget ployer must drow X cards. :
Brainstorm NG ([ eeee (Ru U I :

Drow three cords, then put amy two cords from your hand on top of
your librory in any order.

Breath of Dreams EN U ees PRg UL A
CU: 1. Green creatures require on addifional CU: 1. :
Brine Hag C Ue OHo UUZ 6 :
If Brine Hog goes to the graveyard, oll creotures that dealt damoge to =
Hag that tum become 0/2. 2/2. ]
Chain Stasis NS R wee  PHo U 0 :

Top or untap torget ceoture. Contioller of target creature may poy U2 :

to have Choin Stosis top or untap onather target crenture.

Clairvoyonce N o
Look o torget player's hond. Drow o cord at the beginning of the
next bum.

Clane SC U eees JBo U3
(lone ocquites oll choracteristics, including color, of targe! creature
in play. Clone retoins these charateristics even if torget reature is
deshoyed. */*

Control Mogic {8
Control target creature unfil enchantment is discorded or game ends.

© Copy Arffuct E R oees e Ul
Duplicate any arfifuctin ploy. Treot duplicate os both enchantment
ond orfifact,

Deep Spawn
LGATH :

Deep Water
& Deflection I
play? What beftet woy fo get
Drafna’s Restoration
Tax? This is o much neater use

Drain Power

Dream Coat

We U1 W | e bl

QHo U A Enchantment Alteration

Energy Flux

[ eee Ko U o

ABUR

| eseee DVWi uu2  ABURATH
ABUR

under your control. (Two versions)
U eee Ml LUUS FE
Tromple. Take top 2 cords from your librory ond put them in your
groveyerd during upkeep or destioy Deep Spawn. U: Deep Spown
may not be target of spels or effects unfil end of tum. Top Deep
Spawn if it wos untapped. Do not untap Deep Spown as normal
during your next untop phose. 6/6.
N C ee  JMe UU DX
U Alt mana-producing lands under your control praduce U until end of
tum instecd of their usuol mono.

R eeece MRo U3 1A
Target spell with one torget now targets o legal torget of your choice.
Devouring Deep SC Cee Do U2 G

Islandwalk. 1/2.
SOR ( ee  AWe U A0
Take os many artifocts as you like from target player's groveyord ond
place them an top of his o her library in any order,

SOR R eeee [Sh UU ABURATH
Opponent must drow ol mona from ovailable londs. All mana in
opponent’s mona pool becomes yours.

4

U eee  AWa U 16
B [him?e target creature’s color fo onother color (ploy o5 an intermupt).
¢ Dreams of the Dead N U eee  HHu U3 1A

U Put o white ot black creature from your groveyard into play os
though it wete just summoned. That creature now has an odditional
CU: 2. If the creature leaves play, remove it from the game.

" Drowned S (e O Ul o

B: Regenerates. 1/1.
er Spawn ( Re My uuu4 16
Cannot be blocked by red creatures. Saaifice an islond during upkesp
or bury Elder Spawn and lose 6 life. 6/6.
SC U Mo U DK
RR: Give el +2,/+0 ond Electric Eel does 1 damoge to you. Lose 1
life when summoning Electric Eel. 1/1.
INS I eeee BSn U 16, CH
Switch target enchontment from a creature to another or from a land
10 onother. The enchantment’s controller does not change.
Enchantment Alteration hos no effect if new target is not volid.
U eee [Kfo U2 AQ.R4TH
Each artifoct requires 2 during upkeep or it must be destroyed i

¢ Energy Ta SOR ( ee  DGe U
ABURATH : Yootn

16,00

Top farget untapped creature you control. Add colorless mana equal
o target creature’s costing cost fo your mona pool

Enervate IS C e Wi ul 1A
Top target creoture, lond, o arffuct. Diow o cord ot the beginning of
the next tum,

- Frosion L (e  PVe LU DK, ATH
Deshoy torget land unless its controller poys 1 or sacrfices 1 ffe

i during upkeep.

= Erront Minion I Ce HMe U2 1A

During torget crenture’s contreller’s upkeep, Emant Minion deols 2
damage fo him or her. He or she moy pay 1 for each domage he or
she wishes to prevent from Errant Minion.

Essence Flare EC ( eeo RKF U 1A
Torget creature gets +2/+0. Put 00/ counter on the ceature
during eoch of its controller’s upkeeps.

Feedhock U e« QHo U2 ABURAH
Do 1 domage to controller of target enchantment during upkeep.
Field of Dreams W R oeee Kfo U 16
1 The top cord in every librory plays face up.
- Fishliver 0il EC C eee  AMa Ul AN, (H
Give forget creature islondwalk.
© Flash Counter INT  C eee  HMc Ul 16
: Counter torget intermupt or instont spell.
¢ Flash Flood INS C e Wi U LG, CH

Destroy red permanent or retusn mountain to owner's hond. Destroy
enchontments on torget lond

Flight EC ( eeee Mg U ABURATH
Target creature now has flying.
ood N eoo e U DK, 4TH
H UU: Top torget nonflying creature.
: Flying Men SC ( eeeo (Ry U N

Flying. 1/1.



Nome find R Rofing Mt (ot SetsFond  Nome find (R Rofng Adist Cost Sets found Name fnd (R Rofing Adist (ost Sets Found
Desuription Desription Description
Farce Spike INT C e BWoU G : Invoke Prejudice N R e HMc LUUU 16 : Merchant Scroll SOR ( eee Dch U HL
Counter target spell unless ifs coster spends 1 extra colorless mona. Counter an opponent’s spell summoning o creature of o color : Search librory for blue instont ot interrupt, Show cards to oll
Force Void N U e Me U2 different from one of the creatutes you control unless coster paysen  : opponents ond place in your hand. Reshuffle ibrary ofterwards.
Counter tor é;el spell unless its coster spends 1 extra colordess mono, ¢ extra X, whera X is the cost of the spell being cost. ¢ Merchant Ship SC Ree TWl AN
Drave o card of the hegmmng of the next tum. i Islond Fish Josconivs ~ SC R o= My UUU4  ANRATH Gain 2 fife if Merchant Ship attacks and is nat blocked. Connot affock
Forget R oees JAK UU H ¢ Pay UUU during upkeep to untap. Connot attock unless opponent has  : if opponent has no islonds. Destroyed  you have no istonds. 0/2.
Torget player chooses nnd discords 2 cards from his or her hand. If islonds in play. Destroyed immediately if controller has no iclonds ¢ Merfolk Assassin SC U ees DD WU DK
that ployer doesn’t hove enough cards, discard the wholz hond. : in ploy. 6/8. : T: Destroy forget creature that hos islondwalk. 1/2.
Player then diows os many new cards os were discarded. : Jinx NS C e MG U1 HL i MerokofthePedTrident SC C e IMe U  ABUR4M
Gaseous Form EC C e PRo U2 1G,4TH : Torget lond becomes basic lond of your choice unil end of tum. Drow £ 1.
Target creature deals nor recieves domage in combat. : a cord ot the begining of the next tum’s upkeep. ¢ Merseine EC C eee M UU2 FE
Ghost Ship SC U eeee TWG UUZ DKATH © Jump INS C e MPo U ABURAH : Put 3 net counters on Merseine when it i cost. Torget creature does
Flying. UUU: Regenerates. 2/4. : ange? aeature has flying until end of tum. : not untop os normal i any counters remoin. Creature’s controller may
Giont Albatross SC Cee DG W HL % Juxtopose SOR R eee JHo U3 16,CH : pay cashing cost of torget crecture fo remave counters.

Flying. UY: Bury all creatures that domaged Giant Albatross this tum.

The controller of any of these creatures may poy 2 life to prevent that

ueature from being buried. Effects that prevent or redirect domoge
canrot be used o counter this loss of life, Use this obility only when
Albatross is put into the graveyard from play. (Two varsions)
Giant Oyster
You moy choose not to untop Giont Oyster during your untop phase.
T: Torget tapped creature does not untop during its untap phose as
long os Giant Oyster remains topped. During your upkeep, ploce o
= 1/-1 counter on torget creature. if Giant Oyster leaves play, oll
counters ore discarded.
Giant Shark SC (e TWE US DK
When Gignt Shark blocks or is blocked by o creature that has been

damaoged this turn, Giont Shork gets +2,/+0 ond tromple until end of

tum. Giant Shark connot attack unless opponent contiols an island.,
Giant Shark is buried immediately whenaver its controller controls no

islands. 4/4. : upkeep to untap Leviathan. Sacrifice two islands to ottock with
Giant Tortoise SC Cee kR0 Ul ANATH 2 Leviothan. 10/10.

+0/+3wh||eunlnpped l/l ¢ Lifetap N U weee AMa UL ABURATH :
Glacial Wall see Qi U2 (1 Gain 1 lifa whenever opponent taps  forest. -

/7, ¢ Lord of Alantis SC R ess MBe LU ABURATH :
Glyph of Delusion NS C e VU 6 : While Lord of Atlantis is in play, oll Merfolk in ploy goin slondwalk

Put X counters on 1 farget creature blocked by torget wall, where X
is the power of the blocked creature. Creature does not untap o3
normol while it has any such counter an it. Remove a counter during
ueature controller’s upkeep.

High Tide IS
Allislands produce on additional U unil end of fum.
Aetists: AMo, DTu, AWe,

Homarid SCCe Mg U2 fe

Put o tide counter on Homarid when bringing it into play ond during
upkeep. Homorid gets -1 /-1 if it hos one fide counter ond +1/+1
when it has threg fide counters. Remove all counters when there are
four tide counters on Homarid. Artists: QHo, HHu, MTe, BWa. 2,/2.
Homarid Shaman SC
U: Tap target green creature. 2/1.
Homarid Spawning Bed  EN

weatures, in play, where X is the costing cost of the socficed creature,

Homarid Warrior SC C oo Myi U4 F
U: Homarid Warrior may not be the target of spells or effects until
end of tum. If Homarid Warrior is untapped, top it. Do not untop
Homarid Warrior os normal during your next untop phase.
Atists: RAF, DGe, DSh. 3/3.

Hulkyisﬂecnll INS R ees NTh U]
Return all artifacts in ploy owned by target player to owner's hond;
enchantments on those artifocts ore discarded.

Hydroblust T C s Ko U w3
Counter a red spell being cast or destroy o red permonent. :
lceberg EN U eee  JMe UUX Ik

Put X ice counters on lceberg when it comes info play. 3: Put on ice
counter on lceberg. 0: Remove an ice counter to add ane colorless
mana to your mana pool,
Ity Prison BN R eee
Ploce target creature out of ploy. During your upkeep, destroy loy
Prison. Any player moy pay 3 o prevent this.

llusionary Forces SC C eee
Flying. CU: U. 4/4.
llusionary Presence SC R ess [ro LU 1A

U: U, During your upkeep, llusionary Presence gets the londwalk

obility of yout choice until next tum, 2/2,

llusionary Terrain EN
CU: 2. All basic lands of ane type are changed to basic lands of o
different type of your chaice.

lllusionary quIJ C
Flying, first strike. CU: U. 7/4.

llusions of Grandeur ~ EN
U: 2. Gain 20 life when lllusions of Grandeur comes into play. If

¢ Krovikan Sorcerer SC
U sees Hlo UD2 W

Labyrinth Minotaur SC

Land Equilibrium N

[ eeee Jufi U FE

R ewe AW U2 fi

U sees 0SH U it
UU; Socrifice o blue creature to put X Comarids, which are 1/1 blue

AORATH

Magical Hock INT

Mogus of the Unseen  SC
Mo W T

Ia U3 19

U ses RN WD I

( eee  MPo U4 1A Mano Vortex 4]

R e Qo U3 W

Coster ond target ployer each choose their highest-casting-cost
creature ond exchonge control of them, then doing the some for

ortfocts. Do not trode orfifocts or creatures if one player has none
of them.

([ eee
T- Discord o cord from your hand and drow o cord. If you discorded o
black cord, drow two cords insteod, keeping one ond discarding the

other. 1/1.

[ ee
Creatures blocked by Lobyrinth Minotour do ot untap as normal
dulin? their controller’s next unfop phase. 1 / 4 (Two versions)

R eee
If op;mnem has at least os much lond in plny 0s you, he or she must
socrifice o land for eoch new one opponent puts in play.
¢ Leviathan SC R eee MTe UUUUS  DKAM

Trample. Leviathan enters play tapped. Sacrifice two islonds during

ond +1/+1.2/2.

PMo U2 A :
Mia U3 HL

My UU2 6 ¢
i Mystic Decree

Mystic Remora N

£ Norwhal %

Artists: HHu, MOK, DTu, PVe.

© Mesmeric Trance N R ees DR LUI A
i CU: 1. U: Discord a cord from your hand to drow a cord.
: Mind Bomb SR U e Me U DK, 4TH

Do 3 domage to each ployer. Players may discord up to 3 cords. Foch
disconded cord prevents 1 domoge from Mind Bomb o that ployer.

: Mistfolk SC( ese Qo LU A

Ut Counter cny spell that torgets Mistfolk. 1,/2.

Musician SC R oeee Dy U2 A
CU: 1. T: Put o music counter on target creature. During thet
creature’s controller’s upkeep, he or she pays 1 for each music
counter or the creature s destroyed. 1/1

EW R ees (Do UL2 HL

Al greatures loose fiying ond islondwalk.

© Mystic Might (L Re Mol i

CU: U1, 0: Top land Mystic Might enchants fo give o creature +2/4+2
unhl end of tum

(oo KMel A
CU: 1. You may draw o cord whenever torget opponent successhully
costs o non-creature spell. Thot player may pay 4 to counter

this effect.
DCh LU2 HL

| ees
First strike, Protection from red. 2,/2.

_| Gabriel Angelfire and
Lure: Gabriel's ability to
odopt various abilfes works
great with Lure. Does your
opponent have a fot of small
blockers? Try rampage for o
turn. And if your opponent
has o lot of big blockers?
Make Gobriel fiying sa he
doesn’t get gang-tackled.
Every ability hos its benefits
when your opponent doesn't
really have any say in

the matter.

R eeee Bo U  ABURATH
Chenge the text of o cord being played o in play by switching one
basic lond type with onother,

R weses o U] "}
U1, T: Untop one of oppanent’s artifacts and goin control of it untl
end of tum, If it is on ortifoct creoture, it may ottack end you moy
use ony obilities that require tapping fo octivate. 1/1

: Mahamoti Djinn G{ R eeeos Dir U4  ABURAH
E T Flying. 5/6
¢ Maona Droin INT U eeeee Mie UU 6

Counter target spell. Ar the beginning of your next fum, foke colorless
mana equol to casfing cost of spell.

Mana Short INS R eeee DWi U2 ABURATH
All opponent’s lands ore topped; opponent’s mana pool is emptied.
Opponent is not domaged by unspent mona.

R oo DSh LU1 DK

Sactifice o lond when costing Mana Vorfex o it is countered. Al

players wha control lond must sacrifice o lond during upkeep. Mang

Vortex is deshoyed whenever there ore no lands in ploy

Oldhluncftfmiee S{ R eeee S\[ uul AN
| tl power less thon or equal to the Old Mon's. May

. You lose control of torget creature if

s power becomes greater than the

d or if its

0ld Man's. 2/3

Part Water SOR LG
Give X rorget creatures isk nd of tum,
Phontesmal Forces SC WPo U3  ABURATH
Fiying. Poy U duing upkeep or cord 5 destroyed. 4/1
U eeee }Ba U] 1A

Phantasmal Mount SC

Hying. T: Tox

which has toughness less thon
of tur n. IF either creature

Montosmol Torgin £l C osee DI U ABURATH
Torget lond switches to or nd type chosen by coster

Phaontom Monster SC U ewes My U3 ABURATH
Fiying. 3/3

Pirate Ship SC R eeee TWG U4 ABURATH
1. Do 1 & nkess opponent has

Wlusions of Grondeur leaves ploy, you must sagifice 20 lfe. : Marjhan SC R eeee DG UUS iskonds in ot s o ek
Infuse INS (o RGa U2 Az Daﬂ;ncl untap during your untap phase. Connot ottack if del in play. 4/3
Uﬂ'l'up torget creature, land, or ortifact. Drow o cord at the beginning - player controls na islonds. Hf you control no islonds NT' Polar Kroken R ese Ml UULS 1A
of the next tum, : UU: Sacrifice o creature to untap Marjhan. Use this obikty only durin Tromphe. (U: Socrifice o land. Comes into phoy fopped. 11/11.
Inthe Eye of Chaos W R e CRu U2 6 : WUTUNGE(; TJIJEGIS%U';H'I:I“.IU}IL”“ 01 ;Vx‘\ll ' Porfent ; narll_\rg' FLE sl (A
Counter all instants and interrupts unless caster pays on extra X, domage to torget attocking creoture without fying. 8/8 You moy s of ane player's ibvary. Bither
where X is the cost of the spell being cast. 3 Memory Lopse M C e Ke lll Hl sh ds bock on fop of the By in
invisibility ( eooe MM UU ABU Counter torget spell. Put that spell on top of its ownar's bbrary. (Two ony orde g of the next tum.
Torget creature may only be blocked by walls. i versions)
&/ Resinced/Bomed  ART Atfect Q fmﬂ"'munkun EC Erchont (reatre £ Eadhon Lovd EW Enchast Workd INT terept B
A tfoc Crolire CR Wm £\ Enhont Arfe EE Erchon Cnchomtment EN. Enchantineot INS Tnstont LN Lend SO Sorcery

O T 6B B'ur

.
-

u3

yaeb =

butxe

s I » A e 1T 4

n

Ppl-




THE GATHERING

-
Ed

IC

M AG

BLUE/ GOLD

Power Artifoct AU ee
Reduce the octivotion cost of o torget orfifadt by 2. Activation cost
becomes 1 if Power Arifact would reduce ocfivation tost below 1.
Has no effect on ortifocts with on activafion cost of 1 of less.

Power Leak EE C e Dy Ul
Torget enchontments requires 2 during upkeep. Power Leok does 1

W to target enchantment’s controller for each unpoid mana.

‘ower

Counter torget spell unless its coster spends X more mona. Torget
spell's caster must spend oll ovoiloble mana from lands ond mang
pool unfil X is met.

Prodigal Sorcerer SO ( wees DS U2
T: Do 1 domoge to ony torget. 1/1. 2
Psionic Blast INS U eeee [DSh UZ ABU :
Do 4 domage to ony torget ond 2 domoge to you. H
Psionic Entity SC Ree JHo U4 L6,A4TH
T: Do 2 domoge to ony torget ond 3 domage fo ifself. 2/2. :
ic Allergy BN 2 eese Nz UL3 o

i
Choose a color when Psychic Allergy is cost. Do 1 domoge for each
cord of this color en opponent controls during his or her upkeep
Sacrifice two iskonds during your upkeep or destroy Psychic Allergy.
Psychic Purge SOR ( wee
Do 1 domoge fo ony forget. If opponent couses you fo discord
Psychic Purge, opponent must socrifice 5 Iife.
Psychic Venom EE C e BS U1
Do 2 domoge to torget lond’s controlier whenever torget lond is
oy

pped.
Puppet Maoster EC U e SE UL
If forget creature goes fo the groveyord, retum creature to owner’s

hand and destroy ofl enchontments on #, You may poy UUU fo refum

Puppat Master to its owner’s hand if this hoppens.
Ray of Command
Untop target creature controlled by opponent ond toke control of it
until end of fum. You con use that creohure fo attack or use obilifies
that require topping.
Roy of Erasure INS (oo
Target ployer must toke the top cord of his or her Iubmr{ ond place it

in his or her groveyord. Drow o cord ot the beginning of the next tum, :

Reality Twist N
CU: TUU. Instead of their normol mona, ploins produce R, swomps

produce 6, mountains produce W, ond forests produce B.

 Recall OR U eeees BSy XX L6, (H
Socrifice X cords in hond fo bring X cords from your groveyord into
your hand, then remave Recoll from gome.

Reconstruction SOR C eee  AMo U MR :
Bring on orfifoct from your groveyord info your hond :
Reef Pirates SC C e TWo U HL :

If Reef Pirates domoge on opponent, opponent takes the top curd
from his librory and puts it in his groveyord. 2/2. (Two versions)
blocked o blue creoture or o blue creature blocked Sea Troll. 2/1,

Relic Bind A Ree (Ry U2 16,4TH
When target artifoct is fopped, Relic Bind's controller may do 1
domage or give 1 life to any player.

Remove Soul INT ( eee BSn U1 L6, CH
Counter target summon spell.

Reset INl U ee He UU 16
Untop oll your londs. Reset may only be played during apponent's
tum ofter his or her upkeep. :

Reveka, Wizord Sovant  SL R eee SV UU2 HL

T: Reveko does 2 domage fo creature or player and does not untop
duting your next untop phase. 0/1.

Reverheration INS R eeee g UUZ 6 :
Reditect domage from o sorcery to its caster.

Riptide INS C oo RAF U DK :
Top ofl blue creatures. :

River Merfolk SC R esee [Sh U FE :
U: Give River Merfolk mountaimwalk .until end of tum. 2/1. i

Sage of Lat-Ham SC Ce  Pe Ul M

T: Draw a cord from your library. Eoch fime you do this, place one of
your orifocts in play in the groveyord. /)

SeuKing'sBIe&sin? INS U ee  RAF U 16

Chang the color of any number of torget creatures to blue until end
of tum.

Sea S[erpem ok SC gm- IMe US

annot ottock unless opponent hos islonds in ploy. Bury it

immediately if controller has no islands in play, 5/5.

Seasinger C U eee AWe LU FE
T: Gain control of torget creature if its controller controls at leost one
iskand. You lose control of torget creature when Seasinger leaves
play, leaves your control, or becomes untopped. You moy choosa to
leove Seasinger topped. Bury Seasinger whenever you hove no
islonds. 0/1.

IO2€1

a 'w E S T

W m

ABURATH

INT C eeee FTh UX ABURATHM

ABURATH :

Ve u 6
ABURATH :
¢ Serendib Djinn s
(6, CH
¢ Serendib Efreel SC

NS ( eeses filt U3 T
Sibilant Spirit

MRa U I

Roee Ju UL i

© Sleight of Mind

: Spell Blos
ABURATH ©

- Swyelunite Priest S

[I

MBe U4

( Ue  DGe U2 HL @
i U: Regenerate. Use this cbility only during o tum in which Sea Troll &
* wos blocked or in which Sea Tro blocked o Creature. 2/1

: Segovian Leviathan S
Islondwalk. 3/3.

6ATH

Name Gnd (R Roting Ast (ot SetsFound Nome Knd (R Rafing Atst (ot SetsFound
Descrption Destrigtion
Sea Spirit SC U ese RY U4 I& : Tongle Kelp EC Uee R U 0K
: U: +1/+0 untl end of tum. 2/3. : Torget creature stays topped during untop phase if it attacked last
: Sea Sprite SC U eee SVC UI L& turn. Top target creature when Tangle Kelp is cost.
: Fying. Protection from red. 1/1 ¢ Telekinesis INS R eo DGz UU 16
: SeaTroll S Target creature deols no damage in combat this tum, It is topped and

may not untap normelly during its controller’s following two
untop phases.

Teleport INS R ees  DSh UL 16, (H
Torget creature may not be blocked this tum. Play cfter ottack is
det?med but before blocking is chosen.

_ | Lody Evangela and
The Wretched: The lost thing
you want The Wretched fo do
is kill off one of his blockers,
sa do your opponent a favor
and zap The Wretched with
Lody Evangela. This way, The
Wietched becomes nice ond

LADY EVANGELA

R oo

Flying. Does 1 domage fo you during upkeep. 3/4.
Shyft SC R oees RIh U4 ')
During your upkeep, you may change the color of Shyft to any colar
or combination of colors, 4/2.

Fhfiémgéﬁfhen Sibilant Spirit atfacks, defending player may drow o
cord. 5,/6. H
: Silhovette NS U e Ko U4 6 :

Prevent oll domoge done until end of tum to target creature by spells
of effects forgeting it.

Sil\llerF Erne ain SC

- ing, fromple. 2/2.

: Sinbm;mg SC U JBa U1 ANATH
- T:Drow new cord, you may only keep it if it's o land.1/1. {
< Siren's Call INS U eee Mg U ABURATH :

Al of oppanent’s creatures that con attack must da so or die of end
of tum. Siren's Call con only be played on opponent’s fum before his
2( her nzmi;k Justsummoned creatures ore not offected by

iren’s Call,

Change the fext of o card being ployed or in ploy by switching one

color word with another, R Mt ’

Snow Devil EC ( ooe
Target creatute gains flying. As long o5 you control any snow-covered
londs, that creature olso gains first strike when blocking.

Snowlall [
(U: 1. Islands may produce on addition U when tapped for mana.
Snow-tovered islonds may produce either on oddifional UU or on
odditional U when topped for mana. This mana is usable only for
wmulative upkeep.

Soldevi Machinist SC U e
acfivation costs only. 1/1.

Soul Barrier U
Target opponent tokes 2 damage whenever he or she casts 0
summon spell. That player may pay 2 to prevent this domage.

Spectral Cloak EC U eeee A LU
Torget reature may not be taigeted by spells or fast effects unless it

is tapped.
!

Counter torget spall; X is casting cost of target spell.

Stosis i Roees Flo U B.U
Cards do not untap os normal. Pay U during upkeep or Stasis is
destrayed; cards still don’t untop until next untop phase.

Steal Artifac! EA U ese AWe UUZ ABURAH °
i Take control of torget arfifact. :
© Sunken Gty BN ees My UU DKATH -

Al Blue creatures goin +1,/+1. Pay UU during your upkeep of
destroy Sunken City.

|| eee
U, T: Torget creature may not be torgeted by spells o effects uni
end of tum. Use this ability only during upkeep. 1/1.

Ao U2 M
Flying. Destroy one of your lands during upkeep. Toke 3 damoge if
the destroyed lond is on islond. 5/6.

R esss Mg U2 MR
* Tidol Flats

[ o
¢ Tidal Influence BN U ee  TWi U2 fE

U see Ko U3 .
: Time Elemental 5

: o Timetwister
© o Time Walk
INT U esoee Nle U ABURAMHIA :

: Transmute Artifoct
Kie U1 W
FFo U2 I :

© Twiddle INS

Mo U1 Wi
T: Add 2 colorless mono to your mana pool. Use this mana for artifact

Hike U2 [

T C see BSn UK ABURATH
1 - ABURATH
Venarion Gold {8

i Vesuwvon Duppalﬂunger SC

fE !
R Ul : Vodulion Knights

peaceful and everyone is
happy. Well, everyone except
your opponent and his ex-
aeaturewith-cnew-ZIP<ode.
THE WRETCHED
Thoughtlace INT R eee MPo U ABURATH
Chonge the color of o cord being played or akieady in ploy to blue.
Thunder Wall U eee RIH UUT A
Flying. U: +1,/+1 until end of tum. 0,/2.
N Cee Ml FE

UU: All of your creatures thot are blocking nonflying aeatures get
first strike until end of tum. Attacking player may poy 1 for each
ottacking creotures to prevent Tidal Flats from importing first shike to
that creature’s blocker. Artists: RAI (twao versions), SEv.

Put 1 tide counter on Tidal Influence when casting it ond during
upkeep. When there is 1 tide counter on Tida! Influences, oll blue
aeotures get -2/-0. When there ore 3 fide counters, oll blue
aentures get +2/+0. Remave oll fide counters when there are 4 on

Tidol Influence.

R eee AWe U2 LG, 4TH

Pay UU2, T: Retum torget permanent to owner's hand. Connot target

enchonted permanents. Destroy Time Elemental ond do 5 damoge to

its controlles if it blocks or attacks. 0,/2.

SOR R eeese JiTe 112 ABU

Put Time Twister in a new graveyord. Shutfle your hand, library, and

graveyard together ond draw 7 cords.

SOR R eeeee Alp U] ABU

Take an extra tum immediotely ofter the end of the one in which

you cast Time Walk,

SOR U ees  AMa LU AQ

Chaose on artifact fram your library and immediately place it in play;

also, choose on ortifact in play that you control ond put it in ifs

awner's groveyard. If the new artifact’s costing cos! exceeds the
discorded one's, pay the difference or Tronsmute Arfifoct doesn’t
succeed and both rtifacts are discarded. Shuffle your Fbrory fter
playing Transmute Arifact.

( eocoe pAl U ABUATH
Top or untap any single lond, creature, or arfifact in play. This does
not genarate an effect from the target cord.

Undertow EN U e RAF U2 16
Creatures with islandwalk may be blocked.

Unstable Mutation EC ( e DSh U AN,R,ATH
Torget creature goins +3,/+3. Put -1 /-1 counter on cord durin
upkeep. These counters remain unfil aeature dies or game ends,
even if Unstable Mumrio[n is removed.

© Unsummon ( ses DSh U ABURATH

f Retum forget creature ta the hand of its owner. Discard
enchontments on creature.

: Updroft NS U eee Wi Ul 1A

Give torget ereature flying unil end of tum. Drow o cord of the
beginning of the next tum.

( eee  DGe LUX L6
Put X countets on target creoture ond top it. Creoture does not untop
normally while o counter remains. Remove o counter during creature

controller’s upkeep.

R eeese Ofg UU3 ABUR
Duplicates oll characteristics except color of any one creature in play.
Moy duplicate o different creture during upkeep phose. */*.
R eeos SYC UUI FE
First strike. U: Give Vodolion Knights flying obility unfil end of tum.
Bury Yodalion Knights whenever yeu control no islands. Knights can
not ottack if your oppanent controls no isleands 2/2.



Nome Kind (R PRofng Amst Cost Sets Found Nome lind R Roing Amst Cost Sefs Found Name d (R Rofing Atist (ost Sets Found
Description Descripson Descripaion

Vodalian Mage SO eee i U2 FE © Arcades Sobboth SL R eeee Bz UUGGWW2 IG,CH : GiontTrop DoorSpider SC U eee  Hhu GRI 1A
U, T: Counter o target spell unless caster pays on oddifional 1. QHo, - Flying. All crentures on Sobboth's side goin +2 defense when 2 GR1, T: Giont Trop Door Spider and target nor-flying creature which is
SVC MPo 1/1. untopped. W: Give Sabboth +0,/+1 unil end of tum. Pay WEU ul?l:—cimg you ore removed from the gome. 2/3.

Vodalian Soldiers SC (e Molti U1 FE : during upkeep or bury Arcodes Sabboth. 7,/7. : EN R eees Mo UW2 1A
Artists: MBe, RKF, IMe, SVC. 1/2. ¢ Axelrod Gunnarson SL R ees S BBRR4 LG, CH : kﬂmmmi&mbe(wﬂum

Voddlion War Machine  SC R eee  AWe ULI fE : Tromple. Eoch time o trecture is placed in groveyord during o fum in R wee RTh UUWW3 6

Tap Target Merfelk you control to allow Wor Mochine to attack until
end of tum or give Wor Machine +2/+1 this tum. If Wor Machine
goes to the groveyard, ol Merfolk topped in this monner this tum ore
destroyed. 0/4.

Volcanic Eruption SOR R wee
Destroy X mountains of your chaice and do 1 domage to each player
ond areature in play for each mountoin destroyed

Wall of Air SC U eee RIh LI
Fhying. 1/5. 3
Wall of Kelp SC R eee R0 WU L :
UU, T: Put o kelp token into ploy. Treat Ihrsusutl/l wall. 0/3. 3
Wulluf\fnpor SC ( eee RTHh U3 16, CH
Cannot be domaged by weotures it blocks. 0/1. :
Vall of Water SC U ee RIh UUT ABURAMH
U: +1/+40.0/5.
Wall of Wonder SC U e RTh ULL2 16, CH

UUZ: Give Wall of Wonder +4/-4 and encble it o attack. 1/5.
Water Elemental SC U e JMe UU3

Water Wurm SC Ce RSpU
Water Wurm gains +0/+1 if opponent controls an island. 1/1.

i O R

AyeshnTnnekuA SL
DSh UUUX  ABURA

ABURSM

Centour Archer SC
Chromatic Armor E
ABURATH

which Axelrod domaged it, toke 1 life and do 1 domage to target
player. 5/5

R eee BWo UUWW L6 (H
T: Counter ortifact effect requiring octivation cost unless orfifoct
controller spends W. 2/2.

Borktooth Worbeard  SL U o= ARy BRR4 G :
6/5. :

Bartel Runeaxe SL R eese ARy BGR3 16 :
(u/nsnm be torget of enchant creature spells. Does not fop to attock.
6

Boris Devilboon SC

BR2, T: Put o minor demon token, which is o 1/| ledandN-ack
treature, into play. 2/2.

T: Deal 1 domage to target fying creature. 3/2.

R weee fPo UWI A
Put o sleight counter on Chromatic Ammor whe it comes into play ond
choose a color. All domage done to torget creature by that color is
reduced fo 0. X: Put o sleight counter on Chromatic Amor ond
thange the color that it protects ogainst, X equols the number of
sleight counters on Chromafic Armor.

upheep sacrificc s |

nsring your
M creature and tale 8 creature froen

Wind Spirit SC
Flying. Wind Spiit cannat be blacked by less than two creatures.

Winter's Chill INS R wee
Destioy X ottacking creotures at the end of combat. X connot be
greater than the number of snow-covered londs you control. The
wreatures’ conroller may pay 1 or 2 for each creature to prevent it
from being destroyed. | u;/onhl 1 is paid, the creature deals and
receives no damoge during combat,

Word of Undoing INS
Retun torget creature to the hond of its owner. Any white
enchantments you own on that creature go to your hand,

Wrath of Marit Lage EN
Top ol ted creotures when Wrath of Marit Lge comes info play. Red
weatures do not untap during their contraller’s untap phase.

Zephyr Falcon SC (e HHy Ul LG,4TH
Flying. Does not top to attack. 1 /l i
Turan Enchanter SC eoo  ISh U] W :

B2, T: Oppanent must discard 1 card of his or her choice. Can only be
used during your tum. 1/1.

Turon Spellcoster SC ( eeee ffe U2 1A
T: Do 1 domage to any target. 1 /i :
Zur's Weirding N eesse | U3 1A

Al ployers quK with cords in hund face up. Whenever a ployer drows
0 card, any other ployer moy sacrifice 2 life to force the diowing
aluyer to discard thot card.

i '
Adun Oakenshield SL

U eses Kfo U4 A

EBe X W

Coosee o U .
- Earthlink R ee

R eeee MRo UU3 o

¢ Fire Covenont

Chromium SL R ees [Be BBUUWW2 LG, (H
Flying, rampoge: 2. Pay BUW during upkeep of bury Chromium

1/1.
anl}nn Blockblade ~ SL

R eeee RKF BUUW2 LG, (H
equals the number of lands you control. */*
: Dork Heartof theWood EN ( eee  (Ru BG oK

Sarifice o forest to gain 3 ife.

- Diabalic Vision SOR U eeee AWg BU ')
: Look at the top five cords of your kbrory and put ane in your hond
Put the other ﬁml on Iop of your librory in ony order
RKF BGR3 1A

Poy 2 during upkeep or tmc Forthlink, Whenever o creoture is put
into the graveyard from play, that creature’s controller must socrfice
0lond.

Elemental Augury EN R eeee AWo BUR 1}
3: Look ot the top three cords of any player’s Bbrory and put them
back in any order,

Essence Vortex ING U wes  MOK BUI (1}

Bury forget cregture. Creoture’s controfler may counter Essence Vortex
by sacrificing life equol to the creature’s toughness

Fiery Justice SOR R eee MBa GRW 1}
Do 5 damage divided ony woy ‘,o!uf thoose omong ony number of
torgets. Torget of 1 gains 5 life

‘ y PWN%G U eee DFr BRI 1}
Fire Covenont deols X domoge, divided ony way you choose omong
ony number of torget creatutes, whre X i equal to the omount of
life you socrifice.

Flooded Woodlands EIN R eee i BUZ 1A
Ho green creoture con ottock unless ifs controller socrifices o lond

: Gosta Dirk St

© GwendhynDiCorei L

f ¢ ), 3/5.
HulfJ:J <L

- Hazezon Tomar St
R eee iy 16 :

U eee  MBe GRI n:

¢ Jocques le Vert St

First strke. {leur.wes with islandwalk may be blocked as normal

R sesss 37 B3R L6
T: Torget ployer randomly discards o cord in hand (play only during

R eses NBe BUWI 16
Moke Holfdone 3/3 when cast. During upkeep, Halfdane may
ocquire the current power ond toughness of a torget creature besides
itself, When there ore no legol torgets, Halfdane is 3/3. * /.

R eeee RIF GRWY 16
On your first upkeep after Hazezon Tomar is putin play, put * Sand
Warrior tokens in play, where * is the number of lands you control.
Treat each token G 6 1 /1 red, white, ond green crecture. Remove
oll Sond Warriors if Hmezan Tomar leaves play. 2/4.

Hunding Gjornersen SL U e RV UUW3 16
Rom 3 5/4.
Hymn of R SOR U eeee RKF GW3

Toke creemefnm ony groveyard and put it directly into pluyunder
your control os if it were just summoned.

R eee ARy GRWI 6
Make ofl your green creatures +0/+2. 3/2.

__| Adun Ockenshield, Hell's Caretaker

and Rukh Egg: Socifice the Rukh Egg fo
the Corefaker to bring o reature from the
groveyard into play. You'll olso get o 4/4
Rukh. Top Adun to bring the Rukh Egg from
your graveyard to your hand. Cast the Rukh
Egg. Repeat. If somebody kills the
Coretaker, bring him back with Adun.
Somebody off Adun? Bring him back with
the Coretoker. Somebody kill the Rukh
Egg? Good.
Jnsrrimshreol SL U e RKF GW3 6
Jedit 01men SL U ees  MPo UWWA 16
mugnghuwru SL U ees ARy GGR3 6
Johan SL R seee MIe GRW3 LG, CH
1f Johan is not tapped, any of your creatures besides Johan may
attock without tupping. 5/4
Kmln;t} 31!!9 loneWolf SL Ue RO LW 16
Kei 1;.&;{5@. SL Roeee SKi GW2  I6(H
1up fo
ko g el 10

Any creature mmg o blocked by Kjeldoron Frostheost is desnuyed
m]ym el';d of combat. 2
Lody Coleria SL R eese BWg GOWW3 16
T: Do 3 domage to forget ottocking or blocking creature, 3/6.
Lady Evongela SR ees  MPy BUW 16

BW T: Target creature deals no damage this tum during combat,

luéyofrhaﬂomwn SL U e REF GRY 16
Lody Dfr:u SL U e  SEyoBRS 6
Livonya Silone SL RKF

First strike, lagendory lnndwk 4 4 i 2
Lord Magnus SL U eee  Mis GWW3 16

Fm; strike. Creohures with ploinswokk or forestwolk may be blocked.

R esse IMo DGR 16 ©  whenthot creature otfocks i
GRB, T: Toke o creoture from your graveyord into yourhnnd 1/2. Fumarole SOR U esse Dl BR3 W Marhoult ﬂ‘dmgm SL U e  MPo GRRI LG H
Altar of Bcne SOR R eeee MBz GW 1A Sadifice 3 life to destroy o lond ond o creature i Rﬂ]’!‘f\')sn .
Sacrifice o creature fo choose one creoture card from your librory ond Gabriel Angelfire SL R e DGe GG L Murslg Goblins SL (e QHo BR 'y
add it to your hand. Reshuffle your library ofterwords. During upkeep, Angefire goins f“'h“", ing, first strike, tromple, or Swompwalk. 1/1
Angus Mockenzie SL R eee BWa UG 16 rompage: 3 unhl your next upkesp. 4, Merieke Ri Berit SL R eee  HHu BUW i
UGW, T: Attacking and blocking creatures deal no damoge during Ghostly Flame EN R eosss RGo BR 1A Merieke doas not untop during s controllr’s uniup phase. T: Gain
combat. 2/2, Block ond red permonents and spels ore considered colorless sources control of torget creature. If Merieke Ri Berit leaves play, leaves your
of domoge control, or becomes untopped, thot creature is buried. 1/1.
' ' ‘ o ot Lo O frcontWokt T et SC Sumaon Con
/+ Restiicted/Banned ART Arifoct (U Cumulative Upkesp EC Enchont Creahure B Enchont Lond
AC Adtifoct (reature R Current Rority EA Enthont Arffoct EE Enchont Enchontment  EN Enchontment INS Instont LAN Lond SOR Sarcery
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Wings of Aesthir {8

B S T e - I
Nome Ind (R Roing Afst (ot Sets Foond :

Desaption i
Monsoon EN R eeee Nth GRZ A i

If on islond is untopped ot the end of ifs confroller’s tum, Monsoon ¢

deals 1 domoge fo that player md the islond becomes topped

Mountain Titan S MBe BRZ i An-Hova Constable

RR1: For the rest of the fum, pu! 0+ 1/ 1 counter on Mountoin
Titon whenever you successfully cost o black spell 2/2

Nebuchodnezzar SL R eesee RKF BU3
Poy X, T: Name o card. Opponent randomy reveals X cords in hond.
Opponent must discord any such cords thot match the one you
nomed. (Play only during your tum.) 3/3.

Nicol Bolas SL R eee [Be BBUURRZ
Flying. An opponent domoged by Nicol Bolas must her discord enfire
hand. Pay BUR during upkeep or bury Nicol Bolas. 7,/7.

Palladia-Mors LR ees
Flying, fromple. Pay WGR during L,,kwp o bury Pollodio-Mors. 7/

Pavel Maliki StLoU ARy BR4 6
BR: Give Pavel Moliki +1/+0 er'l end of tum. 5,/3 :

Princess Lucrezia SL U SEv BUU3 6 :
T MdUIu your mong pool l?“-‘fr on intemupt). 5,/4

Rog SL R ess MB: BGW 16 ;
UGW T: Regenergte target L.ECT’.JI& 2/1

Romirez DePietro SL U eee Pfg BBU3 6 :
First strike. 4/3. H

Ramses Overdark SL R ees RXF BBULZ 16 :

T: Deshroy o target cregture with on enchantment on it 4,/3
L R e ARy LW4

Put 7 counters on Rasputin when put in ploy. Remave o counter fo

prevent 1 damage to Rasputin or odd | fo your mana pool (ploy o5

on interrupt). Add o counter to Rasputin Dreomweaver during your

upkeep if he began yout tum untapped. Thera may be no more

than 7 such counters on Rosputin, 4/1

Reclamation BN R eee
No black creature may attock unless its controller socrifica o lond
when that creature otfacks :
Riven Turnbull SL U e REF BUS 16 3
T: Add B to your mana pool (play os on intemupt). 5,/7 :
of Kher Keep SL R ees [Bs BBRRZ 16 :

Al your Kobolds of Kher Keep goin +2/+2. Pay RRR during upkeep
or Rohgahh and alf Kobolds ore topped and enter opponent’s control

Rubinia Soulsinger SL R eeses R UGW? 16
T: Gain control of torget creature. You lose control of torget creature
when Rubinio Soulsinger leaves play, leaves your control or becomes
untopped. You may choose to leave Rubinio Soukinget tapped. 2/3

Searwood Goblins SC (oo

SlS}n{:hnfEnw SL U e ARy GWA 16 :
Slvﬂn Scarzom SL U e Nh BUS 16, CH :
Ske!elgn Ship SL R weeee i BU3 1A

Bury immediately if controller has no islonds in play. T- Put o -1 /-1
counter on o creature, 0/3, Adfists: AWe & TWa

SL R eeese RKF BURZ
Swompwolk. Controller gains 1 ife each fime o block spellis cast

3/3.

Spectral Shield E
Target reature goins +0,/+2 ond it connot be the torget of
further spells

Stangg SL R eses MPg GR4
Put Stangg Twin token in ploy when cosfing Stangg. Stangg Twin
token is 0 3,/4 green ond red legend. Remave Stongg Tedn token
from gome if Stangg leaves P]uj 3/4

Stormbin N R eee

2: Discord o cord of random from your hond to do 2 domage to

ony lorget. Artists: Nrh & PMao

Storm Spirit SL R eees PVp
Flying. T: Do 2 domaoge fo torget ceoture. 3,/3 E
Sunustian Folconer SL U wee (Ry GR3 6

T: Add 7 fo your mono pool. 4/4

Telsuo Umezawn R eeeee iy

may not be targeted by on enchant ceature spell. 3/3,

Tobias Andrion SL U e ARy UW3
4/4.

Tor Wauki SL U ese RAF BBRZ 16, (H
T: Do 2 domoge to attacking or blocking reature. 3/3

Torsten Von Ursus SL U e MPo GOW3 16
5/5

Tuknir Deathlack Sl R eess 0o GORE 16 :

Flying. GR, T: Give torget creature +2,/+2 uatil end of tum, 2/2

6,0

I6,(H §
¢ Argothion Pixies
£Bs GGRRWWZ L6, (H
i Agothion Treefolk ¢
: Aspect of Wolf 8
¢ Aurochs 5
DoptomaWillw S

6,0
© hvoid Fote INT

OWi GW?2 Wi

RSp GR ok i

. (orapoce

16, H
U eees WOK UWI Wi
16, CH 3
Wit GR1 w4

Gw3 " 3

BUR 6
BUR, T: Destroy target topped or blocking creature, Tetsuo Umezown 3

16,

Fiying. B: Gain +1/+0 untl end of tum, R: Gain +1/+0 unti end of

turn. G: Gain +1,/+0 until end of tum. Poy BGR during upkeep or
bury Voevictis Asmadi. 7/7.

U eesse FB2 Ui I
- Give rc'gvr areoture flying, first strike, ond +1/+0.
: Xiro Arie SL R ees  fiEe ERG 16, CH :
H,'ing GRB, T: Moke torget player drow a cord. 1,/2. :
ing Leprechaun (e (QH G 16 :
Al creatures blocking or bln(lzed by Leprachoun bECGT" reen, | / I
SC U e D

Constoble’s foughness equals 1 plus the total number of green
creptures in play. 2/1+”

: An-Hovva Inn SOR U e BSn GGl

: Gain 1+X kfe where X is the number of green creatures in ploy. :

¢ Mboria U eee  DGe GG2 16 :
If o player doesn’t cost o spell or put a cord in ploy on his or hes tum,

credhures may not r:"ntk ployer until after his or her next tum,
( ees  AWe G

Connot be blocked l}(w‘\h:cr wegtures. domoge that Argothion

Peries take from ortifoct creotures is reduced 10 0. 2/1.

[ eee
Ay domoge Argothion Treefolk toke from on arfifact source is
reduced 10 0. 3/5

P eeee |}z Gl

Increass target aeature’s power ond toughness by half the number

of forests caster has in ploy

[ weee

Tromple. Aurochs gain +1,/+0 for each other Aurachs that attocks

this tum. 2/3

Cannot be the torget of spells or effects. G: Torget player may forget
Autumn Willow with spells or effects tll the end of tum. 4 /4.

Counter forget internupt or enchantment fargeting a permanent
you confrol,

© Bolduvion Bears 5
LY ,
: Borbary Apes S ( eee  BWo G1 6 :
i i

o Berserk NS U eeees DFf G ABU

Double torget reature’s power and give it rampling obility until end
of tum. If ottocking, destroy torget creature ot end of furn,

© Birds of Poradise SC R eeses MPo G ABURATH :
¢ Flying. T: Add one mana of ony color to your mana pool. 0/1.
: Blizzord N R es Mo GO I :

CU: 2. You connot cast Blizzord if you do not control ony snow
covered lands. Flying creatures do not untop.
Brown Ouphe S

Comoufloge INS My G ABU
Plote your ottncking creatures foce down and reamange them.
Reveol them only ofter defensa is thosen. Ignare illegol blacks.
£

|| eee

Target crenture gets +0,/+2. Sacrifice Carpace to regenerate the
wregture it enchonts. (Two versions)

Carnivorous Plant SC ( ees  QHo 63
: Counts 05 0 wall. 4/5.
: (ot Warriors SC ( eeee MBe GG 16, CH :
Forastwolk. 2/2
Chub Tood SC 000 e 02 Ih:

Gains +2//+2 until end of tum when b!otlceﬁ ur blocking. 1/1.

TTOMN WILLO ey

Concordont Crossronds

: Cydone
0,0

© Doughter of Autumn~ SC
AWe 663 M

* Deadfall ‘ ]
ABURATH

MM 63 I
f esess 10K GG4 W
Durkwaod Boars SC
(e FobG 6 :
( ess Qg G i

i Even Fortress

Elven Rlders 3 SC

( sses (e G i
61, T: Counter on crffoct ability that requires on acfivation cost. 1/1, :
¢ Elvish Farmer S

( eee Ao G HL ¢
¢ Elvish Hunter

DKATH
¢ Hlvish Scout

Nome Knd (R Rofing Amst (ot SetsFound Home find (R Rofing Afst Cost  Sets Found
Desarpfion Description
: UrDrogo SL R ses (R BBUU3 16 Chonnel SOR U es RTh GG ABURATH
i First strike. (regtures with swompwolk moy be blocked. 4 /4. ; Add 1 colorless mona to your poal for each life point you sacrifice.
¢ Voevidtis Asmadi SL R ees ARy BORRGG2 L6,CH : Gtonul Druid SC U e JHe G A

Add o +1/+ counter whenever opponent costs an artifodt. 1/1.

¢ (ockatrice R eeess DFt (63 ABURATH
i Flying. Any non-wall creature blocking or blocked by Cockarice is
destioyed. 2/4.
Cocoon EC U eee JTg G LG, CH

Put 3 counters on ond top target crenture you contiol. Creature does
not untop normally while counters remain. Remove @ counter during
upkeep. During the upkesp after the lust counter is removed, creoture
gets +1/+1 ond flying ond Cocoon is destroyed.

EW R oees AW G 16, CH
Creatures may atack of top during the tum they ore brought into play.

: Craw Giant U esee (Ry GGGG3 LG, CH
: Tromple. Rampage: 2. 6/4

: Uuwé\‘/n’:rm ( oo DGe-GG4 ABURAH
¢ Cumtle S ( eses Jy G ADRATH

Bury torget artifoct. Artifoct’s controller gains life points equaling
torget artifact’s casting cost.
R oee Mg G662 MH

N
Add 1 token per upkeep. Pay G for each token to do 1 domage per
token to ol players and creatures. Destray Cyclone if G is not paid for
each token,
R ee  MOK GG2 HL
W: Redirect 1 domage from white creoture to Doughter of
Autom. 2/4
U e» NTh G2 16
Creatures with forestwalk may be blocked.

: Desert Twister SOR U eeee SYC GGd  ANRATH
; Destioy any one card in ploy.

: Dire Wolves [ eee RSy G2 1)
: Goins banding if you control any plains. 2,/2.

: Drop of Honey BN R eee Mo G AN

Destroy lowestpowered aeoture during your upkesp. Drop of Honey
is destroyed when there ore no more treatures.

( ooo JIki G4 16 4TH
LAl
: Earthlore [l eees Dlu G 1A
: 0: Top target lond to give target blocking creature +1/+2 until end
of furn,
¢ Elder Druid SC R eesse PKF (3 1
63, T: Tap or untap one weature, lond, or artifoct. 2/2.

( eeo M4 G FE

N
61: Give target blocker +0//+1 until end of tum. Atists: RAF, MPo,
e, TWii

U eee  MBe GGI L6,4TH

: Connot be blocked except by walls and flying ceatures. 3/3.

. Eves of Degp Shadow ~ SC U eee
T]/A]dd 8 to your mana pool ond lose 1 lfe (play os an intermupt).

- Elvish Archers SC R oeee Mo G)  ABURAIH
First stiike. Misprint: Alpha version listed power and toughness os
1/2.2/1.

R eee RKF Gl FE

Put a spore counter on Elvish Farmer during your upkeep. Remove 3
spore counters to put a Seproling token, which is 0 1/1 green
wreature, info play. Sacrifice o Soproling to gain 2 life. 0/2.

SC

( eeee Mufi Gl FE
61, T: Target crenture does not untop normally during controller’s
unMp phose. Artists: Ao, MPo, SVC. 1/1

SC M G FE

[ ees
G, T: Untop o torget offacking creature under your control. Crenture
ne/ilhel deals nor receives domage in combat. Arfists: MPo, CRu, PVe.
1/1.

_ | Avtumn Willow and
Karakas: Pssst! The ‘
unkillable creature isn't really
unkillable. All it takes is one
brave [l Seryb Spriteand o~
Giant Growth and your Willow
is toost. To prevent such |
disasters from befalling your
beloved Legend, we
recommend having her foke.a
trip fo Karokes. Just moke

sure fo leave one green mana
unfopped to activate Willow's
“Okay, now you can fouch
me” power.




Name Kind (R Roting At Cost Sets Found Nome Kind (R Rofing At Cost Sets Found Nome fnd @ Roting At Cost Sefs Found
Destription Desaripfion Description
Emerald Dragonfly SC Ce  (QHo G IG,CH & Gian Growth NS C eees SEy G ABURATHIA : Lhurgoyf SC R wees Py (G2 1A
Flying. GG: First strike until end of tum. 1/1. : Torget wreature gets +3,/+3 uniil end of tun, * equals the total number of creatures in off groveyards. */=+1.
Erhnam DJ"lnn (U eee Me (3 AN, CH ¢ Gian Spider ( weee SEy G3  ABURAH : Lifeforce EN U eeee QWi GG ABURATH
Give forestwalk to on opponent’s creature until next upkeep. 4/5.  © Doasn't fly, but cen block flying creatures. 2/4. H 66: Counter o black spell os it is being cost (ploy os on inferrupt).
Essence Filler SOR ( eeee Rfm GGl A% Giant Turtle SC Ce=  IMe GOI 6 : Lifeloce INN Re ANeG ABURAH
Destroy all enchantments or destray all enchantments that are H Giant Turtle may not attack if it did so during your last tum. 2/4. H Changes the color of one cord in play to green.
not white, : Glyphof Reincornation INS ( oo SVC G G : Living Artifact A Reee MG ABURAMH

Eureka
Both ployers may put a permanent from their hand directly in ploy.
Ployers toke tums rﬁ!ﬂ\ving cards until neither wants to play any more
permanents. No ather spells or effects may be used whils Eurekn is
in effect. If o spell has on X in ifs casting cost, X is 0.

Faerie Noble SC R eee SV G2 HL
Flying. All fasires gain +0,/+1. T: All foeries gain +1/+0 ill the end
of tum, 2/2.

Fanatical Fever INS U eee JBo GG? A
Give o creature +3,/+0 ond trample until end of tum,

Fasthon R ee MPo G ABUR

Put as mony lands in play os you like. Does 1 damage to you for
each lond beyond the first you play in one tum.

Feral Thallid SC U ee RAl GGG3 fE :

Put 0 spare counter on Ferol Thollid during your upkeep. Remave 3
counters to regenerate Ferol Thollid. 6/3.
Fire Sprites SC C e

Flying. G, T: Add R to your mana pool (ploy os an interrupt). 1/1. & versions)
Floral Spuzzem SC Uee RN G G : Hurricane SOR U eeee DWi GX ABURATHIA :
If Floral Spuzzem attacks and is not blacked, you may destioy o Do X domage to all ployers and fying creatures.
torget artitact under opponent's control without deoling domoge. 2/2. e Storm SOR U ee= D G2 ABU
INS C wee My G ABURATH : Destroy any one lond.
Creatures do not domage one another in combat. ¢ Ithneumon Druid SC U

Folk of An-Havva SC (e JBa G HL
If ossigned os o blocker, Folk of ArcHowa get +2/+0 until end of
tum. 1/1. (Two versions)

Folk of the Pines SC
G1:+1/+0 until end of tum. 2/5. Artists: Nth & CBu

Forbidden Lore EL R eeee (Ry (2 A
0: Top lond enchonted by Forbidden Lore to give target aeature
+2/+1 until end of turn.

Force of Nalure SC R eeee DSh G352 ABURAM
Tromple. Pay GGGG during upkeep or Force of Nature does
8 domage to you. 8/8.

Fargotten Lore
Have on opponent chaose a card from your graveyard. You may pay
G to hove the opponent choose another cord tht he or she hos not
already chosen, Put the lnst cord chosen into your hand.

Foxfire NS ( e
Untap target attocking creature. Creature neither deals nor receives
domoge during combat this furm. Draw o card ot the beginning of the
next um.

Freyalise’s Charm EN U ese  MOK GG IA
GG: Draw a card when any oppanent successfully costs o black spel.
G6: Retum Freyalise’s Chorm 1o your hend.

Freyalise Supplicant SC U es  Mylli GI 1A
T: Suarifice 0 red o white creature to deal domage equel to haf the
areature’s power, rounded down, to any target. 1/1.

Atists: LDo & DSh

Freyalise's Winds N R wee
Put o wind counter on ony permanent whenever it becomes tapped.
Permanents with wind counters do not untop. Instead, remave ol
wind counters on those permanents,

Fungal Bloom
GG: Put o spore counter on targat Fungus.
Fungusaur R eee  DGe (3

Gets 0.+1/+1 counter after ony tum when Fungusour hos been
domoged but not destrayed. 2,/2.

Fyndhom Brownie SO ( oee
(2, T: Untop 0 areature, 1/1. 3
Fyndhorn Elder SC U sees (Ry G2 TN
T: Add GG to your mona pool. 1/1. {
Fyndhorn Elves SC ( eses JHo G i
T: Add G fo your mano pool. 1/1. i
Fyndhorn Pollen EN R eee PRy G

2 |
(}l;ul. Nl treatures gat -1,/40. G1: All creatures get -1 /-1 unfil end
of tum.

Guea's Avenger SC
*=number of artifacts opponent has in ploy. *+1/*+1.

Gaea's Liege S R eeees DWi GGG3  ABURAH
T: Tum uny‘lun_d into o basic forest. All torget londs refum to nomal
when Gaea’s Liege leaves play. Power and toughness equal # of
forest confralle has in play; when attacking, pawer and toughness
equal number of forests defending oppanent hos i play. */*.

Gaea's Touth
You may put one extra land into play in each of your turns, if that

SOR R eeee Ko GG2 6 :

JBa G 6 :

1Bl Efreet $C
( eoee ki G4 Wi

Instill Energy

* lronroot Treefolk S(
H 3/5

 Johtoll Viorm St
SOR U eses Hilc G Wi

MOK G2 Wi

Mo G2 W

R esee DGe GG fe
ABURATH

Rh G2 " !

A Joven’s Ferrets SC

R eee PVe GG] AQ
Juniper Order Druid SC
© Killer Bees

¢ Kudw
Cooe  liPo G '

Bury oll sunviving creatures blocked by torget woll this tum. For each

such creature, choose o crecture from ottocker's groveyord ond retum £

it to ploy under attocker’s control. Play offer combat.
(

¢ Gorilla Pock SC (e AWo G2 n
Connot ottock unless opponent has forests in play. Bury Gorillo Pock

¢ immeditely if you control no forests. 3/3. :

: Griu;y/geers ( eee Mz GI ABURATH ©

¢ Hidden Path EN R wees RA GGGG2 0K :

: Al green creatures goin forestwolk.

i Hornet Cobra SC Ce Stv GG 6 :
First strike. 2/1.

: Hot Springs EL R ees N Gl A
0: Top land Hot Springs enchants fo prevent 1 damaoge fo

i ony forget.

: Hungry Mist SC ( esee Hiy (G2 HL :

6/2. During your upkeep, pay GG or bury Hungry Mist. (Two

Do 4 domage to ony opponent casting on instont, except for the first
one cast by thot opponent that tum. 1/1
R eee
Flying. G: Do 1 domage to oll players ond flying creatures; this abiity
may be used by ony ployer. 3/3.

|| eeee [\
Untap torget cregture one extra fime per tum; torget may attock
when it comes into play.

([ oee

My G4

Johtull Wurm gets -2/-1 for each creature essigned fo block it beyond
the first. 6,/6.

¢ Lo

¢ Lurker
fum. 2/3.

¢ Maddening Wind EC
© Mommoth Horness B

Marsh Viper SO ( wee
MBa 661 6 i

© Master of the Hunt SC
IMy 662 N

¢ Metomorphasis
ABURATH

i Moss Monster

ABURATH : 3/6

¢ Nof'sAsp SC
U eee DGz G5 I :

¢ Natural Selection

Put 1 counter on target arfifoct per life you lase. During upkeep, you
may frade one ond only ane counter for 1 life.

¢ Living Lands EN R ee My G3 ABURAM
Treat ol forests in ploy o5 1/1 creatures that can be tapped for G.

¢ Living Plone R eee B GG 16

; Consider ol lands in play both lands ond 1/1 creatures that may not
be topped when first put in play.

: Ulanowor Elves SC ( eeee Mg G ABURAM

T: Add G to your mana pool. Ployed os on infemupt. 1/1.
® EC U eeses Mg GGI ABURATHR
All cregtures that con block target creature must do so.
SC R eee Mo G2 DK
Lurker cannot be the forget of spells unless it ottacked or blacked this
2/3

U eee DWi G2 A
(U: G. During torget creature’s controller’s upkeep, Maddening Wind
does 2 domage to that player.

R e MBe 63 HL

Torget creature looses flying. Creatures ossigned fo block or who are
blocked by Mammoth Harmess get first strike until the end of furn.
63 DK 4TH
Opponent tokes 2 poison counters when domaged by Viper.
ll)p;%cmem loses whenever he or she has 10 or more poison counters.

R eesee [z GG2 16

662: Put o Wolves of the Hunt token, o 1/1 green creature thot

may bond with other Wolves of the Hunt, in play. 2/2.

SR ( = R 6 AN, (H

Sacrifice crecture for costing cost + 1 mana of ony color, which con

only be used for summonings
( C e My GG2 L6

Cee (RuG

If Naf’s Asp hits opponent, it does 1 point of domage during

opponent’s next upkeep unless 1 is poid. 1/1.

INS R e MPo G

Look ot the top 3 cords of ony kibrory. You may then shuffle

thot Bbrory.

AN,4TH

ABU

> L

~

__| KeiTakahashi & Insfill
Energy: Does it look like Kei
here just wolked off the et of
“Akiro” or is it us? It's us? All
fight, whatever. Anywho, this
one's pretty simple: lust slap
on Instill on Takahashi and
zaprpovewie, top that '] feller
to prevent up to four points of
domage! Pretty dom spiffy!

)

( eee  AWe G HL
IF Joven's Ferets attock, they get +0/+2 unfil the end of tum. At the

end of combot, top oll creatures which blocked Joven's Ferrets. These

ureatures do not untap as normal during their controller’s next untap

phose. 1/1
( eoe  JHo G2 1A
T: Untap o land of your choice of the speed of an interrupt. 1/1.
SC U eeeee PRy GGI
Flying. G: Give Bees +1,/+1 until end of tum. 0/1.
B Re MPo GGI
When target lond is fopped, it is destroyed. Unless that was the lost
land in play, the player who just lost a lond o Kudzu must place it on

TOKEITAKAHASHL INSTILLENERGY

Nature's Lore

(6414

ABUR ©
: Pole Bears e

SOR U eee PREm Gl 1}
Seorch your libcory for ona forest and put it in ploy. This does

not count agoinst your normal londs-ployed limit. Reshuffle your
libeory ofterwords

: NiollSilvain SC R eee (R GGG 0K
GGG, T: Regenerate forget creature. 2,/2
Night Soil N eee Wi GG FE

1: Toke two creotwes in ony groveyord ond remove them from the
gome fo put o Soproling token, which s 0 1,/1 green creature, in
play. Artists: SEv, HHu, DTu

R ees  AWo G2 [}
Islandwalk. 2/2

lond is o basic forest. Saciifice Goea's Touch to odd GG to your mona ony other land in play. Kudzu is discorded when oll londs in play People of the Woods SC U =ee Dy 66
pool (play os an interrupt). ore discorded i *=number of forests controlled by controller of People of the Woods
Ghazben Ogre Co Iy 6 M CH Lond Leeches SCCee  QHo 661 DA .
During contioller's upkeep, Ghazban Ogre switches to the control of First stiike. 2/2. Pixie Queen SC R ese  QHo 662 16
the player vith the most ife. 2,/2. © Leoping Lizord S ( eee  AWe GG Hl (GG, T: Give forget craature flying unfl end of tum. 1/1
i 16: Flying and 041 until the end of tum.
Giant Bodger SC R eee (Do GGI BOOK : Ley Druid SC U ess SEv G2 ABURATH
Bodger gets +2/+2 unfil end of turm if assigned os o blocker, /2. © - Untop  lond of your choica (ploy o en interrupt). 1/1
#/¢ Rostikcled/Bansed  ART Arifoct (U Comolotive Upkesp  EC Erchent Creaur £l Enthonl tond EW Enchant Workd
AC Afifoct Creature (R Cutrent Rarity FA  Enthon? Arfoct EE Enchont Enchantment  EN' Enchoniment INS Insbant

s 1 @ A 1T 4a Butzayzeb ayj :o1bHew
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Kod B Pawg Adst (o

Powerleech N

|| eee

(Pu 66 Al

Take 1 life ecch time on opponent’s artifact becomes topped, or eoch

time the octivation cast of on opponent’s arfifocts is poid. Powerleech
is not friggered by continuous artifocts.

Pradesh Gypsies SC (e (H 62
61, T: Give torget creature -2,/-0 until end of tum, 1/
Primal Order EN R esee pA (52 HL

During player's upkeep, Primol Order deals 1 domoge fo that playes
for each non-basic land he o she controls

Pygmy Allosaurus SC R oeee Ay G2 THE
Swompwalk. 2/2

Pyknite SC (o EBe G2 T
Draw o card ot the beginning of the next um_ 1 /1 ;

Rabid Wombat SC U ese fp (62 16, CH

Gains +2/+2 for eoch enchontment cast on it. Robid Wombat doe
not top when attocking. 0/1 mbat does

GATH

Name Ked (R Rofng At (ot SessFound Home Knd (R Romng Atist Cost Sets Found
Descipon Desaripdon

¢ Sondstorm INS C e BSn G ANATH : Tarpan SC € ees  JMOK G 1A
i Do 1 demoge to ofl atfocking ceatures. : You gain 1 [fe if Torpon goes 1o the graveyord from ploy. 1/1.
: Savoen Elves SC Cee RHPG DK Thallid SC (oo Jui G FE
: GG, T: Destray taget enchant lond. 1/1. : Put a spare counter on Thallid during upkeep. Remove thiee counters
: Scaled Wurm SC C eee  DGe G7 1.3 from Thallid to put 6 Seproling token, whichis 0 1/7 green creature,
i 176, : in ploy. Adtists: EBe, DGe, IMy, RSp. 1/1.
i Scarwood Bandits SR eses Py G627 DK i Thallid Devourer SC U ee RSy GG i3

Forestwolk. 62, T: Control targe! ortifoct, Opponent may counter this
by paying 2. You lose conmrol of torget arfifact whenever Scorwood
3 Bandits leave play. 2/2
: Scarwood Hog SC U wee
{ GGG, T: Give torger aeature forestwalk until end of tum. T: Remove
forestwalk from torget creature unfil end of tum. 1/1.

¢ Scavenger Folk SC ( ees DG DK, (H
3 61: Sacrifice Scovenger Folk to destroy torget orfifact. 1/1.
Seryb Sprites SC C sees AWz G ABURH
: Flying. 1/1
. Shambling Strider SCC ees  DSh GG4 W :

GR: +1/-1 until end of tum. 5/5

 Shonodin Dryods SC C esee Mo G ABURAM :
Forestwalk. 1/1.

< Shelkin Brownie SC C» Dsh 61 13
E/ilemaue the bending cbdity from torget creature until end of tum.

¢ Shrink INS C e Do G HL
Target creature gets -5,/-0 until the end of tum. (Two versions)

. Singing Tree SC R sess RA G3 N

T: Reduce attacking creature’s power to O until end of tum. 0/3.

| Rashka the Slayer and
Deathlace: Why use Roshka
instead of o Serra Angel? With
Serra there's no element of
surprise. If's much more
interesting when your
opponent attacks with an Air
Elemental and you chor it black
50 that Rashka can do her
sloying without even breaking
o nail.

HKATHE SLAYER ATHLACE

Rodjon Spirit SC U eese (Ry (3 16, 4TH
T: Torget creature lases flying abifity unfil rurn ends. 3/2. :
© Rebirth SOR R e MIe GG63 GATH :

Foch player may be healed to 20 fife. Any player so choosing ontes
on additional card from the top of his or het librory. Remove if not
playing for onte.
Regeneration EC
G: Torget crenture regenerates
° Regrumﬁ SOR U esese DWi Gl
Bring o cord from your graveyard into your hond,
Reincarnation INS U ees [Be GGl LG
If torget creature goes to the groveyord this tum, put a creature from
that groveyord directly into ploy under the contiol of the forget
(repture’s owmer
Renewal SOR ( e
Sacrifice o lond to search your ibarary ond put o basic lond into play.
This does not count towards your one land et turn limit. Reshuffle
your kbrary afterwords. Drow o card of the beginning of the next
tum's upkeep

[ eso

Revelation BN Ree Ko G 1G,(H ¢
Play with all cords in hand foce up.

Rime Dryad ( ( eee HHy G i
Snaw-covered forestwolk. 1/2

Ritual of Subdual BN R ese Ho GGA I :

CU: 2. Al mana-producing lands produce colorless mana instead of
their normel mana.

Roat Spider SC Ue
f assigned os 0 blocker, Root Spider gains first
until the end of fum. /2

Roots B U e N 63 HL
Top target creature without flying. That creature does not untap
during its controler’s untop phase

MK 63 HL
stiike and +1/+0

Rust INT Cee (Do G 16
Counter torge ertifoct effect that requires an octivation cost
Rysorion Badger Roee iy G2 HL

[F Rysotion Bodger ottocks

OHo 61 ABURATHMA }
ABUR :

Ko 62 W

A 61 K
: Thelonite Druid S

¢ Thelon's Curse t

Thermakarst

¢ Thicket Boslisk SC

P
¢ Thorn Thallid SC

Titania's Song

- Touch of Vitae

¢ Tracker St

Put 0 spore counter on Thallid Devourer during upkeep. Remove three
counters fo put o Saprofing foken, whichis a 1,/1 green ueature,
info play. Socrifice o Saproling to make Thallid Devourer +1/+2 untl
end of tum. 2/2.

U eeee 0K G7 fe
61, T: Socrifice o green creature to tum your forests into 2/3
ceeotures untl end of tun. 1/1.

: Thelonite Monk SC R eees BWg GG2 fe
: T: Socfice o green creatute to honsform o target lond into o basic
forest, 1/2.
Thelon’s Chant U eee  MBe GG fE

Do 3 domoge to ony player who puts o swamp into play without
puttinga -1 /-1 caunter on a aeature he controls.

R o000 Pvc GG FE
Blue creatures do not untap os normal. During upkeep, o blue
weature’s controller may pay U, in oddition to other untap costs, to
untap one ond only one greature.

SOR U ees KM GO 1A
Desay torget lond. You gain 1 life if that land is snow-cavered.

U eeea [fi GGI  ABURAM
Any nonwall creature blocking or blocked by Bosilisk is dstroyed.

it GG1 ft
During your upkeep, put o spore counter on Thom Thallid. Remove 3
counters 1o hove it deol 1 domage to ony target. Arfists: DGe, Hiu,
Iy, MTe. 2/2.

( wee

¢ Thoughtleech EN U eees Mo GG A
: Gain 1 life whenever target opponent taps an islond.

¢ Timber Wolves R oeee  HBe G ABURATH
: Bonds. 1/1

¢ Tinder Wal SC ( eeee RIm G 1A

Soifice Tinder Wall fo odd RR to your mana pool. R: Socrifice Tinder
Woll to do 2 damoge to trget creature it blacks. 0,/3.
N U ess  [Kg (3 AQRATH
Every non-creature ortifact in play loses its usuol obilities and
becomes on artifact centure with power ond toughness equal fo ifs
costing cost. Should Titania's Song leove play, artifacts revert to
normal just before the next tum’s untop phose.
INS U eee Wi G2 h
Target creoture moy untop on additional time this tum, That creature
may ottack or use obilities requiring the T symbol this tum. Diow o
tord of the beginning of the next tum.
R esee Jie (61 DK
GG, T: Tracker does domage equal 1o its power 1o target creature.
Target cresture does damage equal to its power to Tracker. 2/2.

Trailblazer INS R eees By (G2

f Target creature moy not be blocked this tum.
: Snowblind [C R e DSh G3 1A Tranquility ( eeee DS G2 ABURAH
H Torget creature gets - /~*. * equals the number of snow-covered : Discard all enchantments in play.

lands the defender controls when the creature ottacks. Otherwise, *  : Tsunami U ee RIh G3 ABURAT

equals the number of snow-covered lands the creature’s controller : Destroy ol islands in play.

owns. Creature’s toughness connot be reduced below 1 this way. : Typhoon SOR R e= Mg G2 16
: Spectrol Bears SC U eess Plo Gl | : Do 1 damage to oppanent for each islond he or she controls.

I Spectral Beors is dedored os an attocker and defending player * Untomed Wilds SOR U ee  NIh G2 16,4TH

controls no block cords, Spectrol Bears do not untop during
confroller’s next untap phase. 3/3.

¢ Spitting Slug U e Mo GGI DK
G1: Give Slug first strike until end of tum. If this obility is not used,
every creature blocking or blocked by Spitfing Slug goins first stike
until end of tum. 2,/4
* Spore (oud

Tap oll blocking creatures. No creatures in combot deal domage this

: Venom EC

¢ Venemous Breath NS
INS (e i GGI FE

Search your ibrary for one bosic land and put it in play. This does not
count os your normal landrployed. Reshuffle your brory afterward.

( eee TWi 66 DKATH
Al non-wall crentures blocking or blocked by target creoture ore
destroyed after combat.

U eee Wi 63 1A
All creatures blacking or being blocked by torget creature ore
destroyed after combat.

turn, No creatures now in combat untap os nomal during their ¢ VerduronEnchontress SO R ee KB GGI  ABURAIM
i confroller’s next untap phose. Arists: My, SVC, AWe. i Dravr u cord each fime you cast on enchantment. 0,/2
¢ Spare Flower SC U eee  MOK GG FE  Wallof Brambles SC U ese  pMo G2 ABURATH
: Put a spore counter on Spore Flowar during upkeep. Remove thiee G: Regenerates. 2/3
counters from Spore Flawer ta prevent creatures from dealing : Wallof lee SC U ese RIh G2 ABURATH
damoge in combot. 0/1 : 0/7.
Stompede INS R esses o GG 14 : Wallof Pine Needles ~ SC U eee  BSy 63 1
Al gttocking creatures gat tromple ond +1/+0 until end of tum. : G: Regenernte. 3/3
Storm Seeker 1) esea }Pg (3 16, CH; Wall of Wood SC Coee  Me 6 ABURAM
Do 1 point of domage to oppanent for every card he or she hos : 0/3.
in hand : Wonderlust BC U ees (B 62 ABURATH
Steeam of Life SOR ( eese MPo GX ABURATH : Do 1 domage to contioller of target reature during upkeep.
Tanget player gins X Ifa ¢ Wor Mommoth SO ewes Mg 63 ABURATH
S1umadﬁmv.1{1 SOR R eess Nth GG3 A : Trample. 3/3.
Torget player must choase threa cards from his or her hond ond put ~ © Web EC R eese py G ABURATH

fhem on top of his bwory in any order.

Subdue [
Torge! aeature deals no domage. 1t goins X toughness, where X
equols ifs costing cost

Sylvan Library N R eeee HMc Gl
You may drow 2 extro cards during your deaw phose, then either put
two of the cards back o1 sacrifice 4 kves per card nol replaced

Sylven Paradise INS
Change the solor of ane or mote forget creatures to green unil end
af tum

B 6 6 :

LGATH :
. Whirling Dervish

|| oo RAF 6 16 :

Torget creature goins +0,/+2 and may black flying creotures.
Whippoorwill U eeee [Sh G

GG, T: Target creature may not regenerate or be the torget of

domage-preventing or domoge-rediecting spels ar effects. If target

teature goes to the graveyard, cemove it from the gome. 1/1.

SC U weee SVC G L6ATH

Protection from black. Gains +1/+1 after euch turn in which it
damoges opponent. 1/1.
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Whiteout NS U eees N Gl A
Al flying creatures lose flying until end of tum. Hf Whiteaut is in your
graveyard, you moy socrifice o snow-covered land to retum it to
your hand.

Wiitigo SC R eee  JiBe GGG3 1A
Put six +1/+1 counters on Wiitigo when it comes into play. During
your upkeep, put @ +1/+1 counter on Witigo i it has been blocked
or hos blocked since your last upkeep. Otherwise, remave a +1/+1
counter from Wiitigo. U/U

Wild Growth EL C eee MR G ABUR4thIA
Whenever target lond is topped for mano, Wild Growth provides on
extra 6.

Willow Faerie SC
Flying. 1/2.

Willow Priestess SC R eees SV GG2 HL
T: Toke Foerie from your hand and put it directly into play s if it
were just summaned. 62: Target green creature guins protection from
bluck until the end of tum, 2/2.

Willow Satyr R e IMe GG2 L
T: Goin control of target legend. Lose control of this legend if Willow
Satyr untops, lzoves play, or leaves your control. You may leave
VWillow Satyr topped. 1/1.

( oo

SVC G HL

Winter Blast SOR U esee [Kfp GX 1G,4TH
Tap X torget creatures. Do 2 domoge to each forget creature
with flying.

Wolverine Pac SC ( e=  JMe GGZ L6
Rampage: 2. 2/4.

Woad Elemental SC Re BSn G3 16

*=the number of untapped forests you saificed when casting Wood
Elemental. * /*.

Woolly Mammaoths SC ( eee Dfr GGI I
Gains trample if you cantrol ony snow-covered londs. 3/2.
Woally Spider SC ( eeee DG GGI 1A

Doesn't fly, but can block flying creatures. Woolly Spider gets

+0/+2 until end of tum if it blocks a flying creature. 2/3.
Wormwood Treefolk SC R eee My GG3 DK

BB: Give Wormwood Treefolk forestwalk until end of turn ond

lose 2 life GG: Give Wormwood Treefolk swompwalk until end of tum

ond lose 2 fife.. 4/4.

Wyluli Wolf SC [ eees SV( G N
T: Give a creoture +1/+1 until end of tum. 1/1.

Yavimaya Gnals U eses [fr GZ 1A
Flying. G: Regenerote. 0/1

Active Volcono INS (= BSn R 16, CH

Destroy blue permanent o refum island to owner's hand, Destroy
enchantments on target lond.

ferathi Berserker SC U e MBe RRR2 16
Rampoge: 3. 2/4.
Aggression EC U seee REm R2 I

Torget non-wall creatures gains first strike and trample. Destroy that
treature at the end of any tum in which it did not ottock
SC

Ambush Party S

Anaba Spirit Crafter SC

| Badkdraft NS

Balduvion Barbarions  SC
3/2.
¢ Balduvion Hydra SC

: Borharian Guides s

i Battle Frenzy INS

© Bensts of Bogordan SC

{ Bload Lus INS
H Make forget cregtures
b

__| Nebuchodnezzor, Time Elemental
and Dance of the Dead: Step 1: Pick o
creature your opponent has in ploy that you
would like to hove. Step 2: Zap if bock into
his hand with your Time Elemental. Step 3:
Zop it out of his hand with Nebuchadnezzor.
Step 4: Ploy Dance of the Dead on the
creature your opponent just discarded. Step
5: Use your opponent’s creature to step

TIME ELEMENTAL

C e PR 4 H
First Strike. May ottock the tum it comes into play on your side. 3/1
(Two versions)

i An-Zerrin Ruins EN R ees [De RR2 kit
(hoose o ureoture type. That creature type does not untop during
untap phose

i Anaba Ancestor SC Ree  AMaRI H

] T: Target Minatour gets +1,/+1 till end of tum.

i Anobo Bodyguard 56 Cle Mo R3 L
First strike. 2,/3. (Two versions)

¢ Anaba Shaman SC [ oo Mg R3 HL

R, T: Anaba Shoman deols 1 domage to torget creatute or
player. 2/2. (Two versions)
E eee

AMao RR2 HL
All minatours are +0/+1.1/3

¢ Anarchy SOR U weese PRy RR2 A
» Destroy ofl white permonents
© Artifuct Blost INT Ce Mo R A0
i Counter any ortitoct as it is being cast

Atog SC Cee Wy Rl AQR
: 0: +2/+2; socifice one of your artifacts in ploy. 1/2
¢ Avalonche SOR U ees BSn RRX 1]

Destroy X snow-overed lands.

U eee BSa R] L6
Do half the domage {round down) done by / to the
sorcery's coster.

Put X +1/+0 counters on Boldy
0: Remove 0 +1,/+0 counter fo
Hydro. RRR: Put 0 +1/+0 countet on Bold
upkeep. 0/1

| BallLightning SC R eess OHo RRR  DKAM
{ Tromple. Ball Lightning HJJ"J,‘('" k in I n which it is
summoned Bun; Boll Lightning ot @ turn in which it was

summoned. 6/1
[ eee

R2, T: Give target creature o

thoice until end of tum. R

end of um. 1/2

[ eee

All your green creatures gain +1

creatures gain +1/+0 until en |U‘
|| eee

Protection from red. Goins +1/+1 if opp
Ay

3/

Bird Maiden SC (e Ko R2 ANATH

Flying. 1/2 ) ) )

: B\uzmg[?ﬁ SC (e SR 16
i aveyord from play, Blazing Effigy does 3

'.u‘ p

+4/4 until end of fon. This mokes toughness

on him.

Brothers of Fire S MTe RR1 DK4TH
RR1: Do 1 domoge to any to o 1 .J.rr:g1 toyou. 2/2
: Brute, The 38 LG,4TH
iget crefure goins +1,/+0. RRR: Re
Burrowing £ ( oo ...Pa R ABUR4M
Torget creature
: (ave Peop'e Dlu RRI DK 4TH

2n they ore dedared on
pimwotk untl end of tum,

16

D“' AB,URATH
oyed or in D.u, 'ared.
eve BSn RRR4 [}

1 time it comes info EuU‘f un

ima it com

ess [y R3 A
h upkeep. If it is odd, oll
ce an odditionol R
res get -1 /<1 ond

16

Teke control of torge
(rimson Kobolds
(riemson Kobolds or:
(rimsan Monticore
Fyng. R T-Do 1 d
Crookshank Kobolds
(rookshonk Kobalds ore rs
[um o of an luge

Desert Nomd'
Detonate

:shurmony
Target att

Aloddin R weeee Jin RR? AN.CH
RR1: Steol artifact. 1/1,
Ali Baba U ees JBo R ANATH
R: Top a woll, 1/1 in play 5 _
Aliban's Tower INS C e M IR HL HuncShumun SC (e Mo RR2 1A
Torget defending creature gains +3/+1 till end of tum. (Two B: Creotures domaged by Bore Shoman His tum <annat reganarate
versions) A
@ Ali from Cairo SC R eeso }iPg RR2 AN Brand of Il Omen 1A
You connot be reduced below 1 Hfe due to damoge while Aliis in CU: R. Torget crenture
play. 0/2 Brassclow Orcs Ft
Ambush ING ( eee ARo 3R HL (o
Al blocking creatures get first strike Tutis
#/+ Rastriciad /Bonned ART Aifikact €U Cumolaive Upkego EC Enchant Creatute EL Enthenl Lond EW Enchant Worki INT Intemmupt SC Summon Creatur
AC Artfot Creature (R Current Rosily EA - Enchont Artifoch EE Enchoor Eathantment EN' Enchiontment INS Instont LAN Lond SOR Soicery
) U N E |99¥@,I0?

toTbhew

Butaxsyileb au3

s 1292 KA 1 d
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Nome (od (R Rt Afst (o SesFod
Description

Dwarven Armorer SC R wees BWo R fE i

R, T: Discard o card from your hand to put o +0/+1 ora +1/+0
counter on torget aeature. 0/2.
Dwarven Armary EN
2: Sacrifice o lond fo put o +2,/+2 counter on o creature. You may
only use this abifity during your upkeep.
Dwarven Catapult INS [ wee
Does X domage, divided eventy cmang oll of your opponent’s
tregtures (round down) .
Dworven Demolifion Team ~ 5C
T: Destroy a wall. 1/1
Dworven Lieutenant SC Ue
R1: Give torget Dworf +1,/+0 until end of fum. 1/2.
Dwarven Pony (
R, T: Torget Dwarf gets mountainwalk unfil the end of tum. 1/1.
Dwarven Sea Clan SC U oo

ottacking or blocking creatures. Only use this obility if creature’s
controller controls any islonds.

Dwarven Soldier L (e
If Dwarven Soldier blocks or gets blocked by Orcs, it goins +0/+2
unfil end of fum. Artists: RA, RAF. 2/1.

Dwarven Troder SC (e MOK R W
1/1. (Two versions) :
Dwarven Warriors SC ( eeses [Sh B2 ABURATH :

T: A creature of power no greater than 2 becomes unblackeble until
end of tum. 1/1.

R weee @ B2 A Fire Elemental SC
5/4

e B . Firestorm Phoenix S

U wee KB R2 gij £ e

We B o Flome Spirit SC | e
Re  MOKR o | fe
AWe R2 H
T: At the end of combat, Owarven Sea Clan Deals 2 damoge fo forget

0Sh Rl oo

Choose f and how cne defending creature blocks, The block, if cry,
mléfulbe legol. Play ofter defense is chosen but before damage
is dealt.

: Feint INS C == BSn R 6 :
3 Tap olf creatures blocking torget attocking areature. Torget ond its :
blockers deal no domage in combat. i

SOR C esee Jile RX ABURATH :

Do X domage, divided evenly omong ony number of targets
(round down). Pay 1 for each forget beyond the first,

EC Ce DFf R
R +1/40.,
: Fire Drake SC U ee  (Ru RRI DK, CH

Flying. R: +1,/+0 until end of fum. Only 1 R con be used in this
manner. 1/2.
IA8e RR3

| eee

Flying. Retum Firestorm Phoenix to owner's hand if it goes fo the

groveyord from ploy. If so, it may nat be cost that tum. 3/2.
INS

Bury torget land or cregture.

R: +1/+0 until end of tum, 2/3,

re
Flore does 1 domage to ony torget. Draw  cord af the beginning of
the next tum.

Flashfires SOR U esee DWi B3 ABURATH
: Destroy all plains in play.
. eFark INT R essese pWe RR

Dupli‘(e!e 0 sorcery of instant just cast. Fork's color remains red ond
Fork’s coster may choose ifs forget.

" Frost Giont SC U ese DG RRR3 6 :
Rompoge: 2. 4/4. ]
¢ Game of Chaos SOR R ess DTy RRR o

Choose targer ployer and fip o cain. If you win, you gain 1 [fe and
thot opponent mkgs 1 domage. Othenwise, you gwe 1 life ond thot
oppenent gains | kfe. The winner decides wheter fo continue, The
stokes double each round.

| __| Angus Mackenzie and
Thicket Basilisk: Looking like
hie walked off o “Monty

living, breathing Fog. By
himself he's pretfy good, but
mixed with the Bosilisk, who
will kill anything that blocks or
is blocked by him, you can
attack the best-defended fog
repeatedly, fogging each fime
your Basilisk is in frouble ond
still offing everything in your

Dwarven Weaponsmith  SC U eee
T: During upkeep, odd o +1/+1 counter to ony creoture. Sacifice on

ortifoct eoch fime you use this ability. 1/1

Earthbind EC C see (QHo R ABUR
Do 2 domage to ond remaves flying obility from torget creature.
Does not offect non-flying creatures.

Earth Elemental SC I} ees DFr RR3  ABURAM
4/5

Farthquoke SOR R ess Dt RA ABURATH
Do X dumn?e to oll ployers ond non-flying creatures in play.

Eron the Relentless Sl 1) eese (Ry RR3 HL
RRR: regenerates. Can attack the tum it comes into play on your side
5/1

Errantry EC C == Wi RI 1A

Target treature gets +3/+0. No other cregtures con ottack this turn if
target creature affocks

Evaporate SOR U ee  ARa R2 HL
Deal 1 domage to each blue ond white creature
Eternal Flame SR R e MPo RR1 DK

domoge your opponent by the number of mountains you control
Lose half that omount of life, rounding up

Eternal Warrior EC  ( eeee Mg R 16,4TH
Target treature does not top to attock

o Folling Stor R eee [Sh R7 16
From a height of of least o foot, flip Falling Stor onto playing areo
Any creature Folling Stor touches fokes 3 domoge and tops i it
survives. Folling Stor hos no effect if it doesn’t tum ot
least 360 degrees

WPo B MR

. Glyph of Destruction

woy!

Giant Strength EC [ eeee JHy RR 1G,4TH
Make target creature +2/+2.
Glacial Crevasses EN R e MRa R2 I

0: Sourfice o snow-covered mountoin to have no creatures deal

damage in combat this tum,

INS Cee SVC R LG
Moke torget wall you contral +10/+0 when blocking, Torget wall
takes no domoge in combot but is destioyed ot end of furn.

Goblin Artisans SC Uwes B0 R A0, CH
If desired, top Goblin Artisons as you cost an artifact, ond flip o coin.
It appenent wins flip, your ortifoct is countered, Otherwise, diow
onather cord from your librory. You may use this ability only once for
each fime you cost on anifoct. 1/1.

Goblin Bolloon Brigade  SC U eee ARy R ABURAH
R: Gains flying until end of tum. 1/1, i

Gablin Caves fL C ees DIy RRI (I
If torget land is o bosic mountain, oll Goblins goin +0/+2

Goblin Chirurgeon SO [ eee MR FE
Sacrifice o Goblin to regenerate a wreature. Artists: PFo, Fr, DGe.
0/2

Goblin Digging Teom ~ SC (e RSp R DK
T: Sacrfice Digging Team to destroy torget wol. 1/1 }

Gablin Flofill S{ B oeee TWi R2 FE

Islondwolk. At the start of the ottack, poy R or ceatures blocking or
blocked by Goblin Flotila et first strike until end of tum, 2/2

 Goblin King SC

* Gablin Kites

i Gablin Mutant SC U ee
ABURATH
¢ Goblin Rock Sled 5 (oo

ABURAM 31,
: Goblin Soppers S
R eeee iz RR4 G :

C ease DSh RR3 ~ ODK4TH
: Gaoblin Shrine fl
IHa R4 W

C e DIy R2 ls\

ABUR :

Goblin War Drums )

Python” soundstage, Angus is o

¢ Imposing Visuge
Inf

* lronclow Curse

¢ Incinerale

* Korpluson Yeli

Nome Ked (R Rotng Amst Cost  SefsFound Nome Kind (R Rofing Afist (ot Sets Found
Description Desarption
: False Orders NS ( esee Aig R ABU R eee ity RRI  ABURAM

While Gobfin King is in play, ol Goblins acquire mountoinwolk ond
+1/+1.2/2.

N U ee Ao R FE
R: Give o forget areature you control of toughness no greater than 2
fiying until end of tum. Other effects may lter increase lm?el‘s
Toug%ness. At end of tum, fiip a coin. Bury torget creature if opponent
wins flip.

DGe RR? 1A
Trample. Gablin Mutant cannot attack if oppanent contiols an
untopped creature with power greater thon 2. Gablin Mutan! cannot
block o creature of power greater thon 2. 5/3.

00e Rl DK 4TH
Tromple. Rock Sled may not ottack unless opponent controls at least
one mountain. Rock Sled does not untap if it attocked your lost tum.

[ eee  Jiio RI 1A
RR, T: Target creature you control cannot be blocked this tum.  Thot
weature ond Goblin Soppers are deshioyed ofter combor, RRRR, T:
Torget creature you control cannat be blocked this tum. That creature
is destroyed ofter combat. 1/1.

( ee0 RSy RRI DK, CH
If target land is o bosic mountain, all Geblins gain +1/0. Does |
domage fo ofl Goblins i it leaves play.

Goblin Ski Patrol SC (= MPa RI 1A
R1: Gains flying and +2,/+0. You may only use this cbility once and
only if you control snow-tovered mountains. Bury Gablin Ski Patro! ot
end of tum in which this obility is used. 1/1.

* Goblins of the Florg SC ( ese Wi P DK, CH
Mountginwalk. Bury Gablins of the Flarg ifits controller controls any

: Dwarves. 1/1.

¢ Goblin Snowmon SC U eee  DGe B3 1

Goblin Snowman neither receives nar deals domage in combot when
blocking. T: Goblin Snowman deals 1 damoge to the creature it
blocks. 1/1.

( eesoe /i 7 fE
Fach attacking creature you control moy not be blacked with fewer
thon twa creatures. Artists: DFr, HHu, RKF, JMe.

- Goblin Warrens [N R eses [fr 2 FE
: R2: Soarifice two Goblins to put 3 Goblin tokens, which are 1/1 red
§ creatures, in play.

- Goblin Wizard SC U ese DGe RR2 0K

T: Put o Gablin frem your hond directly into play. Treat torget Goblin
asif it were just summoned. R: Give turget Goblin protection from
white until end of tum. 1/1.

Granite Gargoyle SC R oeee  (Ry R? ABUR
Flying. R: +0/+1. 2/L
© Gravity Sphere EW R eeeee fSn B2 16
H Al creatures lose flying ability.
* Gray Ogre SC (e D RZ ABURAH
¢ 2/2.
* Grizzled Wolverine SC ( ee (B BRI 1y

B: +2/+0 until end of tum, You moy only use this ability when o
creature blocks Grizled Wolverine and only once each tum. 2/2.

© Heart Walf SR e MOKR3 HL

First strike. T Target dworf goins first strike ond +2 /+0 until the end
of tum. If that Walf leaves play this tun, bury Heart Wolf. Use this
ability only when attock or defense is announced, 2/2.

" hillGiont SC Ces D RS ABURAM
i 3/3.
© Hurloon Minotaur SC (== AMo RR1  ABURAM
: 3
© Hurr Juckol SC R ees DTy R AN, ATH
i T: Prevent creature from regeneroting this tum, 1/1,
© Hyperion Blucksmith ST U ese  DFi RR] 16
g T: Tap or untop farget orifoct apponent controls. 2,/2.
¢ Immolation B ( eeee K R 16,4TH
Make torget aeature +2/-2.
( eee PRy P 1}

Target crenture connat be blocked by less than 2 crentures.
erno INS R eee  RAF RRS DK,4TH
Do 6 domage to ol players ond ol creatures.
EC R oeee DDg R HL
Target crenture gets -0/ -1. That aeature connot be assigned fo block
any reoture with o power greater of equal to the creoture’s
toughness lranclaw Eurssecemhanrs.

* Tronclow Ores Ce  Mlo Rl ABUAH
May only black creatures of pawer equaling 1 or less. 2,/2,
INS ( eese [iPg R] 1}

Do 3 domage to any torge. Crentures damaged by Incinerate may
nof regenerate.

© Jokulhaups SOR R eeees Rlh R4 A
: Bury oll artfacts, creatures, ond lands.
© Joven SL € oeee  [Sh RR3 HL
RRR, T: Destroy target non-ueature orfifact. 3/3,
Karplusan Giont (U eeee DGz Rf A

0: Tap o snow-<overed lond you control to give Karplusan Giant
+1/+1 until end of tum. 3/3.
(R sses (Hg RR3 A
T Korpluson Yefi does domage equol to its power to torget reature.
Target creature does domage equal 1o ifs power to Karplusan Yefi.

Goblin Grenode SOR ( eoe i R 13
Sauifice o Goblin to decl 5 damoge to o target. Artists: OFs, (R, RSp !
Goblin Hera SC (ee Mg R2 0K
2
I s e o P e



Neme Sets Found

Name

Kind (R Roting Afst Cost Kind (R Rofing Afist Cost  Sets Found Name Knd (R Rofng Afst (ot Sets Found

Destription Desaription Description

Keldon Warlord SC U see KB RR2 ABURAM :
Pawer ond toughness equal number of non-wall creatures in ploy on Nalathni Dragon SC R wes  MWeRR2 (o Primordial Ooze SC Uee Sk R 16, (H
your side, including Worlard. */*. § Flying, bands. R: +1/+0 until end of turn. Bury Nolothni Dragon if Must attack whenever possible. Add a +1,/+1 counfer s your

Kird Ape SO eeee fia R ANR & more than RRR is spent in this manner in one fum. 1/1 upkesp ends. Then pay 1 per counter of Primordial Ooze deals |
Kird Ape gains +1,/+2 while controller hos forests in play. 1/1. : Orc General SC Ue My R2 D! domoge to you per counter and fops. 1/1.

Kabold Drill Sergeant U e 8o RI T: Sacrifice on Orc or Goblin to give all Ores +1/+1 uniil end of tum Pyroblost (T ([ eesee [Fg P 1A
Give oll your Kobolds +0,/+1 ond trample. 1/2. i /2. Counter torget blue spell or destroy torget blue permanent,

Kabold [lverrord SC R e JBo RI 16 ¢ Orcish Arfillery SC U eee AMo RRI  ABURAM : Pyrodosm SOR U esse PMo RI 1A
First strike. Give all your Kobolds first strike. 1/2. T: Does 2 domage to any torget and 3 domoge fo you. Misprint: Do 2 domoge to eoch creature.

Kobolds of KherKeep  SC C e Jgo 0 16:  Aphaversion fsts casting cost os R1. 1/3. Pyratechnics SOR U sses Ao R4 1GATH
0/1. i Ordsh Cannoneers U see Dir RRI Do 4 domaoge divided ony woy omong ony number of torgets.

Kobold Taskmaster SC U e RAF ORI 16 i  T:Does 2 domoge to any torget and 3 domage fo you. 1/3. ¢ Quorum Trench Gnomes SC R eee DFr R3 16
Give all your Kobolds +1,/+0.1/2 i Ordsh Coptain S e MeR FE ¢ T: Torget plains produce 1 insteod of W unfil end of game. 1/1.

Land's Edge EW R es  BSn RRI LG, CH : 1: Choose torget Orc, then flip g coin. If opponent wins fp, forget~ © Roging s:jl ©  SC Ces RAFR? 6
Any player moy discard o cord from hand of ony time ond do 2 : Orc gets +2,/0 untl end of tum. Otherwise, the Orc gets 0/-2 unil /2.
domoge to a player of his or her choice if the cord discorded is end of tum . 1/1, ¢ Roging River N R wee S R ABU

alond.

Lava Burst
Do X damage to any target. If the torget is o creature, effects that
prevent of redirect domage cannot be used to pratect that creature.

Lightning Bolt ( eesen (Ry R ABURAT
Do 3 damage to one torget.

Magnetic Mountain EN R eee  SVC RR1  ANRATI
To untop o blue reature, controller must spend 4 during upkeep in
oddifion to ofher requirements. Big blue-deck killer!

Manobarbs Ree (Ru R3 ABURAM :
Do 1 domage to contraller whenever he o she diows mona from
ony lond. :
Mana Closh SR R e Me R DK ATH :

Choose o target player. You and he or she should flip a coin. Any
ployer whose coin comes up tails loses o life. Repeat until both
ployers' coins come up heads simultaneously.,

Mana Flore EN R eeee (Ru RZ ABURAI
£ach land produces an extro mana of its normal type whenaver it is
topped for mana.

* Marton Stromgald S
If Marton Stromgald attacks, all other attacking creatures gain
+*/+* until end of tum, where * equols the number of other

attacking creotures. IF Marton blacks, all other blacking creotures gain

+*/+* until end of tum. 1/1,

Stirompald

MARTON STROMGALD ~ HAZEZON TAMAR

Melee INS
Cast on your fum during combat, but before defense is chosen.
Choose how your ottacking creatures are blacked. After declaring
blockers, untop any unblocked attacking creature. Treat those
areatures o if they hod not attacked.

SO C wees TWG R W

R esses MPo RRZ A

U seeo [Wi R4 I

RGa 3 Wi

Orcish Conscripts SC (o

(onnot attuck unless ot least two other creatures attack. Cannat
block unless ot leqst two other cregtures block. 2/2. :
Orcish Farmer ( ee» Dt RRI 1A :

T: Tum target land info o swamp unhl it controlers next untop
phase. 2/2,

Orcish Healer SC | ese QHo R %
RR, T: Torget creature may not regenerate this tum. RBS, T: i

Regenerute target block of green reature. RGG, T: Regenernte farget

block or green creature, 1 /],
Orcish Librarion S esse PRy RI
'R_ T:fTuke the top eight cards of your librory ond randomly remove
out irom the gome. Put the remaining four in ony order on fop of
‘oul ibrory. 1./1. i
Orcish Lumberiodk —— SC  ( wewe [y A :
T: Snln]mh(e 0 fm‘;aSI 10 0dd threa mana to your mana pool. This mana
con e ony combination of L :
A s green ond red mana. 1/1.
T: Do 2 points of damage ty any torget. Each time you use this

abilty, ploce one of your arffcts in bl A
Orcish Mine Your ortifacts in play in the graveyard. 1/1.

When Orcish Mine comes into
Duting upkeep remove one t
Destray land Orcish Ming any
Qrish Mine Degls

|| eee
play, ploce three ore counters on it.
ounter when ever forget lond is topped.
chants when last counter is remaved.

2 domoge 1o Jng's conroller,

__1 Marton Stromgald and
Hozezon Tamar: Marton
Stromgald works best when
he's got an ermy behind him,
and who better o muster that
amy thon good ol* Hazezon?
With Marton ot the helm,
those Sand Warriors wil be
ready to do some

sgrious pounding.

Orcish Oriflomme EN U eee DR R3 ABURAIH :
All of your attacking creatures gain +1/+0 during your ottock
Misprint: Alpha version lists costing cost os R1. :
Orcish Spy seos il R f
T: Look at the tap 3 cords in torget player’s lbrory. Retum them in

0sh R Wi

(oee PV R2 [V

KFo BRI L

When ottocking, divide opponent’s ground creatures on either side of
Roging River. Attacker con then choose on which side of River to
place each ottocking creature, ond atfocking creatures con only be
blocked by flying creatures or those on the some side of River,

Reiding Party N U eee Qo R2 i3
Rawding Porty may not be targeted by white spells or effects. Socrifice
on Orc to destroy all ploins. Any ployer may tup o white ceature to
save 1 or 2 plains from destruction. Any number of white creatures
may be topped for this purpose.

Red Elemental Blast INT C eesee RTh R ABURATH
Counter o blue spell being cast or destroy o blue cord in play,
Misprint: Alpha version isted type os Instont,

Retribution 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. That opponent
thooses which cregture s butied.

Rock Hydra SC Roese Mg R ABUR
Put X +1/+1 heod counters on Hydra. Each point of domoge to
Hydra destroys one counter unless controller spands R per heod.
During upkeep, new heads may be grown for RRR apiece. 0/0

Roc of Kher Ridges SC R seee 1Ry R3 ABUR
Flying. 3/3.
Rukh Egg SC ( sees (Ry R3 AN

If destroyed, o 4/4 fiying red token creature is put into play at end
of tum. 0/3

Sabretoath Tiger SC ( ess B R2 A
First stmike. 2/1.
Sedge Troll SC R eee [ R2 ABUR

B: Regenerates. When controller hos swamps in play, Sedge Troll ]
gains +1/41,2/2

Shatter INS [ eeee AWe R1 ABURATHIA
Destroy torget arfifoct.

Shatterstorm SOR R eee MPo RRZ ADR
Bury ofl ortfocts in play. Artifoct creatures may not be regenerated,

Shivan Drogon R eesee }B: RR4  ABUR4M
Fiying. R: +1/40.5/5

Sisters of the Flame SC [ eee My RRI DK, 4TH
T: Add R to your mana pool (ploy s on internupt). 2,2
e EN R e My RR ABURATH
Eoch ployer may only untop one creature during untap phase

Spinal Villain SC R ess  AMo B2 16
T: Deshoy torget bive creature. 1/2.

Stone Giont S U eee DWi RRZ ABURAH

T: Give one of your creatures with toughimess less than Stone Giant's
power fiying until end of fum. Torget creature, which con increase its
toughnesss ofter it gains flying obility, is killed ot end of tum

Stenehands [ osee O R it
Torget creature goins +0,/+2. R: Goins +1 /+0 until end of tum.

Stone Rain SOR ( eee DG R2 AB.URATHIA
Destroy ony one lond.

Stone Spirit SC U ses Me R4 m
Stone Spirit connat be blocked by fiying creatures. 4/3

Storm World W R e (Ru R LG

Do 1 domage fo any player for eoch cord below 4 in hand
during upkeep

Melting BN U e order. Arists: DGe, SVC, PVe. 1/1 * Tempest Efreet SC Re NI RRR1 LG4
Al snow-covered lands tum into nonsnow-covered lands of the Orcish Squatters SC R eses RUF R4 1A T: Pick o cord rendomly from opponent’s hand and ploce it in yours,
same fype. i I Orcish Squatters ottacks ond is not blocked, you may goin control ey ord. Opponent may

Meteor Shower SOR ( eese REm RKX I of a lond controlled by the defending ployer. If you do so, Orcish by sacrificing 10 ffe or
Meteor Shower does X+1 domage divided any way you choose o~ Squatters deal no domoge this fum. 2/3. ch is mode. If 0, bury Tempest
ony number of torgets. ¢ Oucish Veteron SC ( ee N R fE re ster’s g j

Mijoe Djinn R ees SV RRR ANR : Cannot be ssigned to block white creatutes of power greater than 1 Tor Giont SC ( es  DSh B3 A
If Mijoe Djinn attacks, fip o coin. If opponent wins fip, Mie Djinn R: Give Orcish Veteron first strike unhl end of fum. Arists: MBa, DFt 3/3
tops but daes not attock, 6/3. i QHo, DSh. 2/2 Total War EN R esee DIy B3 1A

Mons's Goblin Raiders  SC € o IMe R ABURATN | Omg SC R see DGa RRI ft Whe et declores on ottock, dastroy ofl untopped non
1/1. : Tromple. Orgg con not attock i opponent controls on untopped | (reatures that the player did not

Mountain Goat SC [ eee  (Br R I areatura with power greafer than 2. Orgg connot block ereatures of 0 g of the tum ore not offected by Torl War
Mountainwalk. 1/1. i power greater than 2. 6/6. Tonnel SR U e DF R ABURATH

Mountain Yefi SC  ( eeee DFt RR2 16, CH ¢ Panic NS ( ee MK R 1A Bury one wall
Muunlﬂinvmlkl protection from white. 3/3. : Torget creature may not block this tun. Drow @ cord ot the baginning . Two-Heoded Giont of Foriys SC R eeee AMg R4 ABU

Mudslide B R e BSnoR2 A of the next tum y T Tromple. Moy block two creatures in combat. 4/4.

Norlying creatures da not untop unless their contraller pays 2 for Power Surge EN R ese DSh R ABURATH :  Uthden Troll SC U sese DSh R2  ABURATH
each creghure he o sha wishes o unlop Before untop phase, player must count untopped londs. During R: Regenerotes. 2/2
upkeep phase, ployer fokes 1 domoge for ench untopped lond
sfe Eﬁ!h&nﬁm ART efifoct (U Comuative Upksep EC Enchont Creahue EL Enthent Lond W Enchont Word INT Intesrpt <{ Summon Crestore
AL Aditact Crontyre R Current Rosty £A EnchantAifoct B Erchon tnchontment BN Enchontient NS Instont (AN Lond SOR Sercery
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THE GATHERTING

RED/ WHITE

YA G I C

BpEL vl N IS NG R TIE I iR o e

: Aysen Bureaucrals

: Aysen Crusader SC R oee

Nome Knd (R Rofing Afst (ot SebFound
Destripfion

Vertigo INS U eee [Ty R I :
Do 2 domoge to torget flying weature, which loses flying until end
of tum. :

Wall of Dust SC U e RTh RZ IGATH :
Creatures blocked by Woll may not attock during opponent’s next
fum. 1/4. 3

Wall of Earth SC ( eees RTh RI 6 :
0/6. :

Wall of Fire SC U eee RTh RR1 ABURAM :
R+1/+0.0/5. :

Wall of Heat SC ( ees RTh R? LG(H :
2/6.

Wall of Lava SC U eee PV RRI A2
R: +1/+1 until end of tum. 1/3.

Wall of Opposition SC U ee=  Hic RRI LG, (H :
1: +1/+0 until end of tum. /6. :

Wall of gtune SC U ees Dt RRI ABURAM :

© Wheel of Fortune SOR R esees Gz R7 ABUR :

Al players must discard their hands ond drow seven new cords.

Windseeker Centaur SC R eee Mg RRI
Does nat top to attack. 2/2. E
Winds of Change SOR R eee JHo R IG4TH :
M players must shuffie their hands info their kbrories, then dowos £
many cards as they onginlly hod H
Winter Sky SOR R oee M R HL %

Flip 0 coin, Opponent calls heads or toils. If coll is in your fovor,
Winter Sky does one domoge to each creature ond ployer. Otherwise
eoch player drows a cord.

Werd of Blasting INS
Bury torget woll. Word of Blosting does X domoge to the wall's
controller, where X equals the costing cost of the wal.

Ydwen Efreet SC R e
Flip 0 coin when defending. If opponent wins flip, opponent may
decide whether or not Ydwen Efreet blocks. 3/6.

AWHITE il

Abbey Gargoyles SC
Flying. Protection from red. 3/4

Abbey Matron O eee WK 7WW HL
W. T: +0/+3 till end of tun. 1/3 (Two versions) :
Abu Jo'far SC U eeee [Me W AN CH :

If Abu Jo'for is destroyed in combet, ol creatures blocked or blocking
Abu are destroyed ond connot regenerate. 0/1.

Adorkar Unicorn SC ( eee  QHo WWI I :
T: Add either U or U and 1 to your mano pool. This mano con only be
used for cumulotive upkeep. 2,/2.

Akron Legionnuire SC Re MPo WWé G, (H :

Of your non-urifoct creatures, anly Akron Legionnaire may oftock.

B/4. i
Alabaster Pation INS [ eeoe [ijhc WWX I6,4TH ¢
Give torget ployer X life or prevent X damoge to target creofure
or player.
Amrou Ki1!zkin SC (e QOHo WW

(reatures with power greater than 2 may nat block Amiou Kithkin.
Blocker's power may loter be increosed. 1/1

Angelic Voices EN R eeee jBy WW2
Give all your creatures +1/+1 if you control only white or ortifoct
treatures.

Angry Mob SC U eees [Ty WW? DK ATH
Trample. Duting Angry Mob’s controller’s fum, *=total number of
swamps ol opponents control, Otherwise, *=0. 2+~ /2+*

Animate Woll EC Ree DRt W
Target woll may now atfock i
Ardlic Foxes SC Ces  JPo W1 i :

If defender controls any snaw-covered londs, Arctic Faxes may not be
blocked by ony creature with power greoter thon 1. 1/1

Arenson’s Aura EN (oo
W: Sacrifice on enchantment to destioy another enchantment, 3UU:
Counter an enchontment os it is being cost

Argivion Archoeologist  SC
2, T: Bring on artfact from your groveyord fa your hend, 1/1

Argivian Blacksmith SC (e Kio WWI A0
T: Negate 2 domage fo torget artifoct creoture. 2/ :

Armageddon SOR R eeeee Iy W3  ABURAH :
Destroy oll londs in play. ' '

Armor of Faith EC ( oee Ay W W :
Target creature goins +1/+1. W: +0/+)

Army of Alloh INS eese BSH WWI AN G

+2/+0 o oll attacking ereatures until end of tum

I|O1OUE$T

BOOK

U ees KMo RI TR

Ol RRR o

U seee (Ru WWW2 HL

Blue Scarah EC
GATH |

16,H :

¢ (ol to Arms N

ABURATH |

N W2 "

R wesoe Ay VW1 A
© Coslle N
+ (Cirde of Protection: Arfifucts EN
* Cirdle of Protection: Black EN

© Circle of Protection: Blue EN

Target creature may not be blocked by ontifact ceatures. domage
taken from on artifoct source is reduced to 0. Target ceature is not
affected by orifoct effects that torget i.

Tap forget crecture with power no greoter than 2. 1/1.

X equols number of heroes in play. 2+X/2+X

¢ Aysen Highwaoy BN R oews NTh WWW3 H :
; All white aeatutes goin ploinswalk. :
¢ o Bolance SOR R weses JPo W1 ABURAM :
: Al ployers must discard enough lands, cards in hand, ond creatures

50 that everyone has the some number os the ployer with the lowest
: number of londs, cards in hand, and creatures, respectively.
¢ Bottle (ry INS U eee  DSh W2 1A

Untop oll your white creatures. All creatures that block this tum get
& +0/+1 until end of tum. :
: Beost Wolkers SC R oee  Hiu WWI H ¢
i G: Bonding until the end of tum. 1/1.
: Benalish Hero SC € eee DSh W ABURATH :
: Bands. 1/1. :
< Black Scarab EC U eee Ko W A s
i Torget creature gets +2/+2 os long as any other player hos ony
: black cords. Torget creature connot be blocked by black creatures :
¢ Block Ward EC U eeee Of W ABURAH :
: Tur?et creature goins protection from black. :
¢ Bloze of Glory INS R es RTh W ABU

Target reoture must blodk ofl creature that it s legally eligible to

block. Blocker's controller thooses how to distribute domage.

Play before defense is chosen,

‘When tarpet cresture leaves play,
that armu‘tmm-ﬂcrmriﬂ;u
a creature he of she controk
Ignore this cffect if that player
evntrobs no creatures.

“This party w nuch fun— but it o
Shasmsg 0 morern just v~

¢ Blessed Wine NS (oo

: Gain 1 life. Draw a card at the beginning of the next um.

¢ Blessing EC R eeee JBo WW ABURAH

: W:+1/41.

i Blinking Spirit SC R eeses Wi W3 n:
: 0: Blinking Spirit ceturns 1o ifs owner's hond. 2/2.

¢ Blood of the Martyr NS Ue  C(Ru WWW DKCH :

Until end of tum, you may redirect damage done to your creatures to
yourself instead.
|] eee

cards. Torget creature connot be blocked by blue creatures.

¢ Blue Word Uses Df W ABURAIH :
: Target wreoture gains protection from blue. :
© Broinwash B Coe P W DkATH

Torget creoture moy not ottack unless its controller spends 3. Other
tequirements for the creature to attock must olso be met.

Choase o color. As long 05 Im%el oppanent cantrols more cards of

that color thon of ony other, all white creotures get +1,/+1. Bury Coll

to Arms if a1 ary time that opponent daes not control more cords of
that color than any other color. -
SC

¢ Comel (e Sbv W AN
Bonds. Comel gives immunity fo Desert damage to all those banded
withit. 0/1

. Coribou Range [L R eeee Flp WW2 1A

WW: Top lond Coribou Range enchants to put o Caribou token into
play. Treat this token os 0 0//1 white creature. 0: Sagifice o Caribou

foken fo goin 1 fife. N —
Your untopped creatures goin +0//+2. Attocking ceatures don't get

this bonus || eeee Pz W1

: Prey ainst you from on artifuct source.
2: Prevent oll domoge og 1& oLl

1 Prevent oll damoge to you from one black source.

1 Prevent oll damoge to you from one blue source

¢ (ircle of Protection: Red  EN
[ eee o WI hL
Hih W2 o

: Clergy of the Holy Nimbus SC

Cold Snop

¢ (onsecrate Lon i

: (onversion N

¢ Cusade 1]

kFo W1 TR

< Death Speakers 5C
¢ Death Word INS
AWe W n

Target creoture gets +2/+2 as long as any other player has any blue  :
¢ o Divine Infervention  EN

R eses RGo W1 i

ABURATH

M4
BURATHIA |
( ses DWi WIABURATHA i

Nome Kind (R Rotng Afst Cost  SesFond Hame Knd (R Rafng Afst Cost  SetsFound
Description Desaripton
: Arifoct Word (. (e DSHh W AQ : Crcle of Protection: Green EN ( ees  SEv W1 ABURATHJA

1: Prevent ofl damaoge to you from one green source.
[ eoee J\Te W1 ABURATHIA
1: Prevent oll damoge to you from one red source.

Grcle of Profection: White EN -~ ( eee  DSh W1 ABURATHA
1: Prevent oll domoge fo you fram one white source.

(leanse SOR R weeee PRy WW2 16
Destroy oll black creatures in play.

(leansing SOR R ees  Ple WWW DK

Alllond is destrayed. Anyone who wishes fo preserve specific londs

may do sa by socrificing 1 life per lond to be saved.

C e DGe W 1]

If killed or destroyed, Clergy of the Holy Nimbus regenerote unless

oppenent pays 1. 1/1,

EN U ee RGa W2 1A
CU: 2. During ench ployer's upkeep, Cold Snap does 1 domoge to
thot ployer for each snow-covered land he or she controls.

Combot Medic SC [ eeee My W2 FE
\/1: Prevent 1 domage to o ployer or eature. Adtists: EBe, LDa,

U eeeo Jife 1/

Ao, SVC. 072,

ABU
Torget land is immune from cll effects that would destroy it,
U eeee iy W2 ABURM
All mountains are tonsidered basic ploins. Poy WW during upkeep or
discord Conversion,

- (ooperation ( ees  Pro W2 1A
Torget creature gains banding.
R esee [IPg WW  ABURATH

Nl white creatures gain +1/+1

| Funeral March and
Ramses Overdark: Just slap
Funeral March on your
opponent’s most ennoying
beastie (“Say, is that an Old
Mon of the Sea?”), which
means if hat creature dies
your opponent’s gotta pick a
second aeature for the
graveyard, then fap Ramses
to kill o creature with an
enchontment ployed on it
(“Say, was that on 0ld Man
of the Sea?”) and bam,
instant two-forone bargain.

D'Avenant Archer SC ( ees  [Sh W2 16, CH
: T: Do 1 domage fo cttacking or blocking creature. 1/2.
¢ Damping Field M Ue  JHo W2 AQ

No one may untap mare than one artifoct in eoch of his or her own
untap phases.
| eee

W: Protection from black. 1/1.

[ eee

Dsh W HL

Hic W ABURAhIA
Regenerates torgel creature.

Disenchant INS  C eseee BSn W1 AD,UR4thIA
Destroy torget enchontment or artifact.

R eee  AWe WW4 16
Put 2 counters on cord. Remove 1 counter during your upkeep, When
both are removed, gome ends in a drow.

Divine Offering NS C eooe o Wi 16
Destray latget artifact, gaining life equaling casfing cost of rtifoct.

© Divine Tronsformation ~ EC U seee "NIh Ww2 |G 4TH
Give target creature +3/+3
: Drought EN U eeeee Nih Wiy2 1A

During your upkeep, pay WW or destroy Drought. In order to cast o
spell thot has B os part of s casting cost or use on abiliy thot
requires B, the player must sacifice o swomp for each B in the spell

£ or effect.

© Dust 1o Dus! SOR € eee  Diu WW DK

: Remove any two target artifacts from the game.

¢ Elder Land Wurm SC R oeee  OHo WWw4 (G4TH

5 Trample. Elder Lond Wurm connot attack unfil it hos bean ossigned to

3 black. 5/5.

* Elvish Healer SC C eee  REm W2 IA
T: Prevent 1 domage fo any forget or up to 2 damage 1o g qreen

i weature. 1/2

: Enchanted Being SC Ce  DSh ww 16

Reduce domoge deall to Being during combat by crentures with
enchantments on them ta 0. 2/2.

Enduring Renewal B R eeeee Hilc Wiy7 h
Play with your hand face up. If you o diow a creoture from your
fibrory, distord it, Whenever o creatute goes o your graveyqid from
play, retum it to your hond.




Nome knd (R Roing At Cost Sets Found Nome fid (R Rofing Atist Cost  Ses Found Nome kind (R Rofng At Cost Sets Found
Desaription Description Descripfion
Energy Storm EN R eeee SRy W] IA ¢ Holy Doy INS C oo JHo W 16 :
CU: 1. Damage done by instonts, interrupts, ond sorceries s reduced  © Creatures attock ond block os nommel but deal no domage. ¢ Kieldoran Guord SC Cee Mo W 1)
to 0. Flying creatures do not untop during their controller’s : Holy Light INS (oo DIy W2 Dk : T: Give forget aregture +1/+1 unfil end of tum. If that areature
untap phase. : Give oll nonwhite creatures -1 /<1 until end of tum. : leaves play, bury Kieldoron Guard. Use only when attock or defense is
Equinox L (e SVCW L6 : Holy Strength EC Coeee Mo W ABURAM : cnnounced, ond only if dafending ployer controks no snow-coverad
Tap torget land to counter o spell that destioys your land (ploy esen Torget creature gains +1/+2. : lands. 1/1.
intetrupt). ¢ leatian Infantry SC Cee Ml W FE : Kjeldoran Knight SC R eees RSy WW 1A
Exordist SC R eee DIy WW DK : 1: Gains banding until end of tum, 1: Gains first strke unfilend of = Banding. W1: +1/+0 until end of tum. WW: +0,/+2 until end of
W1, T: Destroy torget block creoture. 1/1. i tum. Adtists: EBe, CRu, DSh, DTu. 1/1, tum. 1/1,
Eye for an Eye S R eeee MPo WW  ANRATH © lcotion Javelineers SC Coee M W FE  Kjeldoran Pholanx SC R oees RKF WS 1A
Do o5 much domaoge to controller of o creoture, spel, or effect os said When cast, put o javelin counter on Jovelineers. T: Remove the First strike, bonding. 2,/5.
aeature, spel, or effect does fo you. ; counter to deol 1 domage fo ony forget, Artists: EBe, MBe, SKi. 1/1. : Kjeldoran RDW!EM:E SC R eeee Wi WW3 1A
Farmstead L R MPo WWW  ABUR
Target lond’s controler gains 1 life but no more if WW is spent
during confroller’s upkeep.
Farrel's Mantle EC U see  AWo W2 FE &

If torget creature attucks and is not blocked it moy deal X + 2

damage to any ather torget creature where X is the pawer of the

wenture Fanel’s Mantle enchonts.
Farrel’s Zealot Cooe M W FE

If Zealot ottocks without being blocked, you moy deol 3 domogetoo

torget creature. If so, Farel's Zelot deals no domoge. Arists: Bz,
MBe, RF. 2/2.

Farrelite Priest SC Ue PFo WW1 FE
1: Add W to your mana pool (play os on intermupt). Bury Farelite
Priest if more than 3 is spent in this way in one tum. 1/3

Fasting EN U e DSh W K
Toke 2 life i you skip your drow phase. Destioy Fasting i you drow
a card for any reoson o when it hos been in ploy for 5 of your

upkeeps.
Fesival INS C e HPo W oK :
Oppanent may not declore an attack this tum. Play during
apponent’s upkeep. :
Fire and Brimstone INS U ee Mz WW3 oK

Do 4 domoge to torget player and do 4 domage fo you. Fire ond
Brimstone moy not be used unlzss opponent has dedlored on ottack
that tum.

Farmation INS R e KMo W1 i
Give forget creature bonding unfil end of fum. Drow a cord ot the
beginning of the next fum.

Fortified Areo N Coes  RAF WWI ©

E
Give oll your walls +1/+0 ond banding.
Fylgja {8
Put four healing counters on Fylgja when it comes into play. 0;
enchonts. 2W- Put o healing counter on Fylgjo.
© General Jarkeld SL R ee= RIh W3 l
T: Exchonge two blocking creatures without creating on illegol block.

1/2.
Glyph of Life

INS C =
Add to your lfe points domage done to torget wall by
oftocking creatures. H
Great Defender INS U es  Mpy w T

Give target creature +0/+X until end of tum, where X is the
creature’s costing cost.

Great Wall U e
u{m:rmes with plainswalk moy be blocked.
Realm of PresenvationEN Ul eeee

leatian Skirmishers SC

: lcation Town
: Infinite Authority { D

i Island Sanctuory N

i Ivory Guardians SC
C esse e W "

i ¢ Jihod N
Remove o healing counter fo prevent | domage ta the aregture Fylgia :

A Justice {]
Ve w 16
: Korma EN
Keepgrsauflhu Faith ~ SC
SEv w2 16 i
Nh Wi 6

Ication Lieutenant SC R Pve WW It %

W1: Give target Soldier +1,/+0 until end of tum. 1,/2.
i W

PFo, RKF, DSh. 1/1.

Bands, first strike. Al creatures that band with Skirmishers gain first
strike until end of tum. 1/1.

Put 4 Citizen tokens, which ore 1/1 whita creatures, in play.

¢ Indestructible Aura INS Cee MPO W 6 :

Reduce to 0 ofl domoge dalt to target creature until end of tum.
DSh www
After combat, destroy oll creatures with toughness 3 of less blocking
or blocked by torget creature. Puta +1,/+1 counter on torget
wreoture for each creoture so destroyed.

R e MPo W1
If you don't draw o cord, only flying or islandwoking creatures may
ottock you unfil your next tum.

U see  NMBe WW4
Protection from red. Moke ofl guardians +1,/+1 if opponent controls
red cords. 3/3

R eees BSp WWW AN
+2/+) to white creatures while chosen color of opponent’s is in
play. Discard Jihod if no cords of that color are in play.

Pay WW during your upkeep or destroy Justice. Whenever o red spel
or crenture deols domoge, Justice deals on equal omount of domoge
o the controller of that creature or spell.
U eeeee BTl VW2
Do 1 point of domoge to o ployer for each swomp he o she has in
play during his or her upkeep.

Doe WW1

[ oo

16, CH

R oess iy W3 i

¢ Leeches
SOR R sess TWG WS fE

16, :

Lost Order of Jarkeld ~ SC
ABUR4M :

16, CH
: Martyrs of Korlis SC

U eeeee RIp WW2 I i

ABURAM

T: Redirect oll domoge done to you by unblocked creatures this fum
to Kjeldoron Royol Guard insteod. 2/5.

: lcofion Moneychanger ~ SC [ eee FE : KeldoronSkycoptoin ~ SC U eses MPo W4 I}
Lose 3 lite when costing ond put 3 counters on lcafion i Flying, banding, first strike. 2/2.
Maneythonger. During your upkeep, put o counter on Moneychanger. © Kjeldoron Skyknight ~ SC [ wses MPo W2 1A
Socrifice Maneychanger during your upkeep fo gain 1 ife foreach Flying, banding, first strike. 1/1
: counter on it, Artists: EBe, MBe, DTu. 0/2. : Kjeldoran Worrior SC (eee MPo W 1)
¢ lcation Phalanx SC U wee KFo W4 fE # Banding. 1/1.
Bands. 2/4. ¢ Knights of Thorn SC R eees (Ry W3 K
¢ leation Priest SC U eee DIy W Ei Pratection from red, banding. 2/2.
: WW1: Make torget creature +1/+1 until end of tum. 1/1. ¢ lonce EC Uee RA W ABUR
¢ leation Scout SO C weee f W FE : Torger creature gains first strike.
: 1, T: Give forget creature first strike unfil end of tum. Atists: RAl, Lond Tax EN R eees BSy W 1G,4TH

If opponent controls more land than you during upkeep, you may
remove up o 3 basic londs from your Rbrory and put them in your
hand. Reshuffle your librory ofterword

SOR R = ARo  WW1 HL
Torger ployer removes oll poison counters. Player tokes 1 domage for
eoch poison counter removed.

Lifeblood EN R eeee MIa W2 16
Take 1 life whenever opponent fops o mountain.
Lightning Blow INS R eee HMc WI )

Give torget creature first stike until end of fum. Drow o cord of the
ginning of the next fum.

R oese ARy WW2 1A
* equals the number of creatures controlled by target opponent.
: 1441+,
© Martyr's Gy SOR R eee IMe WW oK

Remove oll white creatures from the game. Eoch player must drow o

cord for each white areature her or she controlled.

U ees  MOK WW3 AQ
Damoge done to you by orifocts is insteod done to Martyrs of Korlis
unless Martyrs of Korls is tapped. Only one Bodyguard of your choice
moy fake damage for you in this monner per tum. 1 /6.

Mercenaries SC Re (Br W3 1A
If Mercenaries domeges a player, that player may pay 3 to prevent
thot domoge. 3/3.

: Mesa Folcon SC C ees  MPo WI HL
Flying. W1: +0,/+1 until end of tum. 1/1. (Two versions)

: Mesa Pegosus SC C eeee MBa W1  ABURAH
Flying, bonds. 1/1

i Miracle Worker SC ([ wee RS W v

T: Destroy torget enchantment on one of your creatures, 1/1.

W1- Prevent oll domage 1o you from a ted or black source, __| Merieke ﬂi Beril and
Green Scarab " Q/EZUslfon.“ Nl'a ‘t'llf Paralyze: If you're fired of
Torget wregture gefs +4/+ 9 5 any other ployer hos on i
Qregn cords. Torget ceature cannot be blocked by green :reulur:sA : oy '? um.np
Green Ward ‘ ElC : Uf e Dt W ABURAM reatures, here's another
Torge! creotura gains protection from green, : T RiaRe doocif e
Guardion Angel 5 eee  AMa Wy ABUR : il
Negote X domage dealt to 0 target. Psst: put this card naxt : any untap costs, so even the
1o Poralyze. ) re-erevised Poralyze will let
Hallowed Ground N °  DShoW W T o for
WW: Retum o nuﬁsnomweres land you C;JI{!BW to its owner's hond, pop o ng
Hand of Justice ceese e W5 FE il bargain price of four mana.
T: Tap 3 trge! white creotures you conlral 10 destray ony porgay Fi i
ceoture. 2/6.
Hazduhr the Abbot SC R oess D w3 o
X, T: Rediec o Hozduht X domage dealtto white you connol 25,
Heal NS C e  Hle W h
Prevent 1 domage 1o ony forget. Diow o cord at the beginning of the
next fum. :
Healing Salve NS C e OF W pgugen ! .
3 i, o g w103 domags ot oo gt PARALYZE
Heaven's Gote N5 U es —DSh w 6 :
Change the color of one or MAre IOrget creafures o white unti end ¢
of tum. :
Heroism < el o W FE | Kelinko Ranger St Ce  MROW W Mool B R esee WMo WW2 16
Sucnﬂ:anwlﬂlﬁ't"?ﬂ“"t:i °Ihﬂ E'UU“ ‘%hf’( ing red creatures from i W1: One green creature goins first strike until end of tum. 1/ i "'?‘M'ﬂ”q creatures connot attock.
decling damage in com dﬂ’| d“ . The ottacker may poy R2 5o 0n King Suleiman SC R e MPo W) AN | Moorish Cavalry SC( eee  DWi WW2 N
attocking creature moy SEU uwug.ejmmully_‘ : T: Destroy on Ereet ot Djinn. 1/1 Tromple. 3/3
Hipparion el 0 W Kismet N U sses Kio W3 (GATH © Morcle INS € e MPo WWI DK, 4TH
Hipporion connot block creatures with pawer 3 or greater ynless yoo i All opponent’s creatures, londs, and artifucts enter ploy topped Give oll ottacking creatures +1/+1 until end of tum
pay on odditional 1- s ¢ Kieldoran Elite Guard U ees  MBe W3 Ih : Northern Palodin SC R eess DSh WW2 ABURM
Holy Armor K 9 W10 MBe W ABURAM T: Give torget creature +2,/+2 until end of tum. Bury Kieldoran Elite WW, T: Destroy o black cord in play. 3/3
Target reature OIS +0/42. W 40/4) i Goord if that creature leaves play this fum. 2,2
o= Restited/Banmed é‘:‘:“"“" O Comaldive Upkeep EC Bnchom Cootuta EL Enchen) Lo W Enchont Ward T Iteregt 5 Supmon Crechee
AC Aot Creoture Sz Aty EA Enchon Arhfoe B fnchort Eochontment EN. Enchonfment NS Instont AN Lond SOR Sorcary
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Name Kod R Reing Aist (st Sesond :
Order of Leithur SC [ eees Muf WW FE §

Protection from black. WW: +1/+0 until end of tum. W: First strike
until end of tum. Arists: RAF, BWo (two versions). 2/1.

Order of the Sacred Torch SC
T Saaifice 1 lifa to counter o block spell. 2/2.

Order of the White Shield SC
Protection from block. WW: +1,/+0 until end of tum. W First Strike
until end of tum. 2/1.

0Osai Vultures SC Ue DFr W1
Flying. After o tum in which o areature went to the groveyord, odd o
counter to Osci Vultures, Remove 2 counters to make Osai Vuttures
+1/4+1 until end of tum. 1/1.

Pearled Unicorn SC Cee (B W2
2/2.

Personal Incamnation ~ SC R ees KB
1f desired, redirect any or oll domoge suffered by Personal Incamation
to controller instead. If Personel Incamation s sent to groveyord, its
owner loses half of his or het remaining ife (round up the loss). 6,/6.

Petra Sphinx SC R ee  SEv WWW2
T: Make torget player nome a cord ond then tum over the fop card in
his or her librory. If the opponent’s guess matches the cord, it is put
into his or her hand; atherwise, it goes fo the graveyord. 3 /4.

ety INS C( e MPo W2
+0/+3 1o oll defending creatures unfil end of rum. 3
Pikemen SC ( eee  DDe WI DKATH :
Bonding, first strike. 1/1.
Preacher SC R ees  (Ho WWI 1

T: Gain control of on opponent’s creature. Cpponent chooses which
creature you control. If Preacher untops of leaves play, you lose
control of creature. You may choose fo leave Preacher tapped.

Presence of the Master EN U eee
Counter all new enchantments cost whenever Presence of the Moster
is in ploy.

Prismatic Ward (O
Choose o color when Prismatic Word comes info play. All domoge
deolt fo torget creature by sources of that color is reduced to O

Prophecy SR ( ee
Reveal the top cord of appanent’s ibrary to oll players. If it is o land,
qein one lite. That opponent then shuffles his ibrory. Drow o cord ot

the beginning of the ﬂ&)ll'l ]Eum’s upkeep.

|

Purelace R wee  Siv W
Change the color of one card being played or in play to white. H
Rally INS C ee  HHy WW T
Al blocking creatures gain +1,/+1 until end of tum :
Rapid Fire INS R e lHa W3 6 :

Give target creature first stie ond Rompoge: 2 until end of urn,
Ploy before defense is thosen

Rashka the Slayer SC Ul e
Con black creotures with flying. if Roshko the Sloyer blocks o block
weature, it gains +1/+2 unitf the end of um. 3/3,

Red Scarab [C U eee
Tatget creature gets <2/+2 os long os ony ofher player hos any red
cords, Target creature connot be blodked by red weatures

Red Word EC U eeee Dir W
Target crechure gains protection from red.

Remove Enchantments NS ( ee
Retum all enchontments you control to your hand and destioy ol
enchantments played on permanents you control. If cast dufing
opponent’s attack, destioy oll opponent’s enchantments played on
ottacking creatures. All enchantments you own oré retumed to your
hand; oll other enchantments ore destioyed

Repentant Blocksmith ~ SC € ese DTy Wi
Pratection from red. 1/2 :
Resurrecfion SOR U esee DWi WWZ ABUR :

Take o creature from your groveyord ond put it directly into play os if
just summoned.

Reverse Damage INS R eseeo D W1
All domage you hove taken from ony ane source s odded to, not
subtracted from, yout life total

Reverse Polarity INS € eee  JHo WW
Al domage you have token from oll arfifocts this fum is retroactively
odded to, not subracted from, your life total, Treat subsequent
damage this turn normolly

Righteous Avengers SC
Ploinswalk. 3/1.

Righteousness INS R eee DSh W
Target defending aeoture gets +7/+7 untl end of tum

Saered Boon INS
Negate up fo 3 domoge dealt to target creatue. Al end of fum put o
+0/+1 counfer on that creature for each damage negated

|] ess

R ssses RIp V] I
U eess Fp WW Wi

164TH

ABURA |
WG ABURAH

16,04 :

AT

Pro W3 5 i
Wi W Wi

Ry W B

ABURATH

Ry WW3 HL ¢
SEv W I

ABURATH
8 W 6

¢ Soraya the Falconer SL
M, CHE

ABURAM
MR

¢ Thunder Spirit SC
HHu W4 6
ABURATH

) eees fiRg W1 n

WW,T: Prevent up to 4 domage to o creature you control. Top
weature. That crecture does not untop during your next untap
phose. 0/2. (Two versions)

Samite Healer SC Ceee TWg W1 ABUR4H :
T: Prevent 1 domage fo ony torget. 1/1.
Savannah Lions R eee DG W  ABURAH
2/1. :
Seeker ( wee  MPo WWZ  LGATH :
Torget creature may only be blocked by white or orfifoct crectures.
: Seraph SO B eeees (Ry Wi 1A

Flying. If o creature dies during a tum in which Seroph domaged it, it
is put into play under your confrol. Bury the aeature if Seroph leaves
ploy o your contral. 4/4.

Serra Angel U esess ISh WW3  ABURAM :
Flying. Does not fap to ottack. 4/4. i
Serra Aviary EW R eeee N W3 0§
All areatures with flying Get +1/+1 i

¢ Serra Bestiory EC (e Ao WW HL

Pay WW during your upkeep or bury Serro Beastiory. Target crenture
connot block, ottock or use any obilities that hove T: in their
octivotion cost.

]
=
™
= §
>
=
(=
=
=
=
m
=
=

__| General Jorkeld: Take some fime to

* decipher this guy's power (fop fo reanange

two blocking creatures ofter blocking is
declored). Aside from using it on your fum to
kill your opponent’'s lesser itters, use if on his
tum to sidestep pofentially devestafing Giant

in the originl game.

Shield Bearer (e D W I
Banding. 0/3. H

Shield Woll INS U = DSh WI G, CH

H Give ofl your creatures +0/+2 unfil end of tun, :
¢ Snow Hound U eee  Pilo W2 L

1, T: Retun Snow Hound ond torget blua or green creoture you
control to their owner's hand. 1/1.

R eee  Dle WWI L
Al falcons +1/+1. W1 Target falcon gains banding unfil the end of
tum. 2,/2.

Spirit Link EC U eeees Kfp W
Take 1 fife for every point of domoge torget creature does. .
: Spiritual Sencluary R oees  AWe WW2- 16 :
Any ployer controlling plains fakes 1 life during his or her upkeep.
Squire SC (e DDe Wi DK

Swords o Plowshores R4
Remove forget creature from game. Creature’s controller goins fife
points equol to the creature’s power.

Flying, first strike. 2/2.

¢ Tivadar's Crusade SOR U e DDe WW1 K
All Goblins ore destroyed

. Trode Coravan 86 iGe Kfo W HL

During your upkeep, put o cunrency counter on Trode Corovan, 0:
Remove Two cumency counters from Trade Coraven o untap target
basic land. Use this obility only during ony opponent’s upkezp. 1/1.
(Two versions

¢ Tundra Walves

© White Knight SC
White Scarah

Wrath of God
Adventurers’ Guildhouse  LAN
Adarkar Wastes

An-Havva Township

Areng

Aysen Abbey

¢ Caslle Sengir

G4

INS U essss Ko W ABURANIA |

R eese RAF W] 6 :

. Dwarven Ruins N U e

Nome Knd (R Rofng Atst Cost  SetsFound Nome fnd (R Rofing Afist Cost  Sets Found
Destription Destriphion
¢ Samite Althermist SC Cee TWo W3 HL Trute INS R e MBe W2

HL

Each ployer moy drow up ta two_ cards. For each card less than Two

the player diows, player gats 2 life.
5

[ oo Qo W 16, 4TH
First strike. 1/1.
¢ Veteron Bodyguard ~ SC R eese DSh WW3  ABUR

Domage done to you by unblocked creatures is instead done to
Bodyguard unless Bodyguard is tapped. 2/5.
SOR

Visions U e N W LG A4TH
Lok ot the top 5 cards of ony librory, then reshuffle it if you
£ 50 choose.
¢ Wall of Caltrops SC C e BSn W 16

1 Well of Coltraps blocks o creature with other creatures that ore oll
walls, Wall of Caliraps gains banding until end of tum. 2/1.

Wall of Light SC U eee RIL W2 16
Pratection from black.1/5.
Wall of Swords SC U esee [Tz W3 ABURATH
i Flying. 3/5.
i War Elephont SO eses {Bi W3 AN, CH
i Bands, trample. 2/2.
i Worning NS (e Pito W 1A

Torget ottocking wrepture does no damoge in combat this tuin.

I eeee [z WW ABURATH

Pratection from black, first strike. 2/2.
t U eee  FPRg W 1A

Torget reature gets +2/+2 os long as any other player has any

white cards. Torge! creature cannot be blocked by white creatures.

White Ward EC U eee DRt W ABURAM
3 Torget creature goins protection from white.
i Witch Hunter SC U esss My WW2 DK, CH

T: Witch Hunter does 1 damoge to targe ployer. WW1, T: Retum
torget wreature opponent conhals to awner’s hand. Destioy
enchantments on torget weature. 1/1.

INS R eeee QHop WW2  ABURAM

Bury all creatures in play.

Ue Wa 16
Al your green legends moy band with other legends.

N R eee JRg A
T: Add 1 to your mana pool. T: Add U to your mano pool and toke 1
damoge. T: Add W to your mana pool and toke 1 damoge.
lond R e 0o HL
T: Toodd 1 Colorless mana o your poal. 1, T: Add G to your podl. 2,
T: Add W to your pool. 2, T: Add R to your poal.
R esee R
3, T: Pick one of your crentures and have your opponent pick o
aeatwre. Bath creatures ore tapped and deal domage to one onother
os if one hod attacked ond the other blocked in combot.
land U e L0a HL
T: Add 1 colorless mana o pool. 1, T: Add W to your podl. 2, T: Add

BOOK

; U to your pool. 2, T: Add G to your pool.
Growths and Venomous Breaths.  Badlonds UN R eeese B ABUR
T: Add either R or B to your mana pool. Treat os bath o Mountoin
Serra Inquisitars SC U ee  DDe WA HL : ond o Swamp.
If blocking or blacked by block creatures, Inquisitors get +2/0. 3/3. : Bayou UN R eeees iy ABUR
i Serra Paladin SC C e PVe WW2 H : T: Add either B or G to your mana pool. Treat os both o Swomp and
T: Prevent 1 domage to ony creature ar player. WW1, T: Attocking o Forest,
: does not couse torget creature to top this fum, 2/2, : Bazaar of Baghdod AN R e Mg M
¢ o Shohrazad R e Ko WW M T: Draw 2 cords from your library; immediately discord 3 cords from
Players must suspend game in progress and play o gome of Magic your hand.
with their current libraries. Loser of that gome loses halt of Ife paints  :  Bottomless Vault AN R eee Plg FE

Comes inta ploy topped. You may leave Bottamless Voult topped to
put o storage counter on if. T: Remove any number of storage
counters, odding B for each storage counter remaved.

Brushland R eee By 1A
T Add 1 to your mono pool. T: Add G to your mana paol and take 1
domoge. T: Add W to your mona pool and take 1 domoge.

AN R e Pe
T: Add 1 calorless mana to your pool. 1, T: Add B fo your pool. 2, T:
Add U to your pool. 2, TI.:A !;ldd R to your pool.

i Cathedral of Serra Ue MPo 16
: All your white legends moy bond with other legends.
Gity of Brass AN R eeee Mg AN, (H
T: Add 1 mano of any color. Toke 1 domoge when City of Bross
: is topped.
- City of Shadows W R oo TWi DK

T: Remove one of your creotures from the game ond put 1 counter to
ity of Shadows. T: Add X colorless mona to your mana pool, with X
equoling the number of counters on City of Shadows.

¢ Desert ( oo My M
i T: Add 1. T: Do 1 demage to any attucking creature affer it
deols domnge.
: Diomond Valley IAN R eeeee fiSp AN
T: Socrifice o creature to gain life equal to its toughness.
i Dwaorven Hold R eee Plip fE

Comes into play topped. You may leave Dwarven Hold tapped fo put
a storoge countet on it. T: Remove any number of starage counters,
adding R for each storage counter remaved.

MPo FE
Comes into play tapped. T Add R to your mana pool, T: Sgrifice
Dwarven Ruins to odd RR to your mana pool.




Nome Kind (R Rofing Adst (ot Seisfond  Nome Kind (R Rofing Adst Cost Sets Found Home Knd (R Rofing Afist Cost Sets Found
Description Description Description
Ebon Stranghold UN U e MPo FE & Mishra's Factory AN U eees Ko PFo A0 4TH Strip Mine LAN U eesee NG ADATH

Comes into play topped. T- Add B to your mana poal. T: Secrifice
Ebon Stronghold to add BB 1o your mana pool.

Elephant Graveyard AN R eee RA AN
T: Add 1. T: Regenerate on Elephant or Mommoth.

Forest W €C— ABURATHM :
T: Add G to your mana pool. Two Alpha versions, thiee versions in :
ofher sefs.

Glacial Chosm N U e IDg I
(U: 2 life. Sacrfice a land when Glacial Chasm comes into play. You
may not attock. All damoge done to you s reduced to 0.

Halls of Mist LAN R eeee JiPo 1A
CU: 1. No creoture moy ottack if it attocked during its controller's
lost tum,

o Hommerheim AN U eeee Blg 16

Legendory. T: Add R to your mana pool. T: Remave londwalking from
torget creature until end of tun,

Haverwood Battleground  LAN U @ WPo
Comes info play topped. T: Add G to your mana pool. T: Secrifice
Havenwood Bottleground to odd GG to your mano pool.

Hollow Trees LAN R eee Py FE
Comes inta play topped. You may leove Hollow Trees tapped to put o
storage counter on it, T: Remove any number of sforage counters,
odding G for each storage counter remaved.

Icatian Store AN R eee Plip FE
Comes inta play topped. You may leave lcation Store topped to put o
storage counter on it. T: Remove any number of storage counters,
odding W for each storage counter removed.

Ice Floe U eoe e 1)
You may choose not to untap lce Floe. T: Tap torget nondlying
aeature that ottacks yov. Thot wreoture does not untop s long as lce
Floe is topped.

: Reveka deals 2 damage 1o 1a
creature or player and dots not
u’a du!inn your next untap

4 'r?méu:::a:ﬁmh

g ition of such porer,

(': i:wvh n fed,

o
M| —Halina, Dwarven Trader

Island N R —  MPo ABURATHIA
T: Add U to your mana poal.

Island of Wok-Wak LAN R eesss [Sh AN
T: Reduce the power of one flying creature to 0 unfil end of tum,

= Karokas U eees Nlg 16
Legendary. T: Add W to your mona poal. T: Return fargat lzgend fo
owner's hand, deshoying enchantments on target lond.

Karplusan Forest AN R eee Nl 1A Sand Sios N

T: Add ] to your mana pool. T: Add R to your mano pool ond toke 1
domage. T: Add G to your mana pool ond toke 1 domoge.

Koskun Keep

T- Add 1 calorless mona to your pool. 1, T: Add R to your pool. 2,

T- Add B to your pool. 2, T: Add G to your pool.

Cap LAN R eees I 1A
If there are ony depletion counters on Lond Cap, it does not unfap.
Remove o depletion counter from Land Cop at the end of your
upkeep. T: Add U to your mano pool and put a depletion counter on
Land Cop. T: Add W ta your mana pool and put o depletion counter
on Lond Cop.

Lava Tubes LAN R eeee BiYg I
If there are ony depletion counters on Lovo Tubes, it does not untap.
pemove o depletion counter from Lava Tubes af the end of your
upkeep. T: Add B to your mona pool and put o depletion counter on
Lava Tubes. T: Add R to your mana pool and put a depletion counter
on Lova Tubes.

o Library of Alexandria LN R eeses jipg N
T Add 1 ta your mano paol. T: Draw one cord from your library if you
have exoctly 7 cards in hand.

o Maze of Ith LA U eeece Apg I8
T: Untop target attacking creature. Greoture neither deals nor receives
domage os a result of combat.

Lond

ART Arifoct

ofe Resticted/Bonned
(R Cuttent Rority

AC Aifoct Creafute

¢ Mountain N € — Dsh

i Oasis AN U ees  BSn

 Ruins of Trokair

UN Us  Pio (T

Scrubland AN

: Sorrow's Path

(U Cumulotive Upkeep
EA - Enthant Atifoct

T: Add 1 to your mono pool or give any Assembly Worker +1 /+1
unfil end of tum. 1: Mishra’s Factory becomes Assembly Worker, o
2/2 artifact creature, until end of turn. Stil considered o lond os
well. Spring, fall, ond winter pictures.

o Mishra's Workshop AN R eee  fo A
T: Add 3 to your mana pool. This mana may only be used to
cost orfifacts.

ABURATHANL
T: Add R to your mano pool. Twa Alpha versions, three versions in H
other sets.
Mountain Stronghold AN Ul Wi 16
Al your ledﬁegends moy bond with ather legends.

AN ATH
T: Negate | domage to any aeature.

 Pendelhaven AN U eses Big LG
Legendary. T: Add G to your mana poal, T: Make torget 1/1 wreature
+1/+2 until end of tum.

Plains C— Iy
T: Add W to your mana pool. Two Alpha versions, three versions in
other sets.

Plateou IAN R eseee DTy ABUR

T: Add either R or W to your mona poal. Treat os bath o Mountoin
ond o Plains.

¢ Roinbow Vale AN R eee  Kfo FE
i T: Add 1 mana of any color to your pool; Rainbow Vale passes to
opponent at end of fum,

i River Delta AN R eees SEy 1A

I there ate any dpletion counters on River Delta, it does nat untap.
Remove o de retiun counter from River Delta of the end of your
upkeep. T: Add B to your mana pool and put a deplefion counter on
River Delto. T: Add U to your mona pool and put o depletion counter
on River Delto.

_| Reveka, Wizard
Savant and Infuse: There're
oads of ways fo untap
areatures, but let's go with
the one nobody ever uses,
Infuse. It may not b the
hottest card around, but using
it with Reveka definitely gives
you your money's worth. For
thiree mana you get o do two
more points of domage and
drow onother card. Pretty
snappy, especially in a deck
thot has a lof of cards thot
tap for an effect.

N U e MPo FE
Comes into ploy tapped. T: Add W to your mano pool. T: Socrifice
Ruins of Iruﬁuir to add WW to your mana pool.

afe Haven LAN R weee (Ry DK
2, T: Remove target creature you confrol from game (play os on
interrupt). During upkeep, socrifice Safe Haven to retum ol creatures
it hos removed from gome to play. Treat these creatures os if they
were just summoned.

R ese Pl FE
Comes info ploy tapped. You may leove Sand Silos tapped fo put o
storoge counter on it. T: Remove any number of storoge counters,
udding U for each storoge tounter removed,

vanna LN R eesse pi ABUR
T: Add either W or G to your mana pool, Treat os both a Plains and o
Forest.

R eeeee iy BUR
T: Add either W or B to your mano pool. Treat os both o Plains ond o
Swomp.

 Seafarer's Quay W Uue Wi 16

Al your blue legends moy band with other legends.

: Snow-Covered Forest LN U PMo A

T: Add G to your mana pool

: Snow-Coveredlslond AN U —  AMo 1A

T: Add U to your mana pool.

Snow-Covered Mountain LN U —  TWi 1A

T: Add R to your mana pool

| SnowCovered Plains LN U — (R 1A

T: Add W to your mana pool

¢ Spow-Covered Swomp AN U —  DSh A

T: Add B to your mana pool

N R e RAF DK
T: Exchonge two of oppanent's blocking reatures 1eating on
illegal block. Whenever Sorrow’s Path is topped 2 domage to
you ond 2 to each creature you control

Sulfurous Springs

¢ Svyelunite Temple LAN

BURAML
ABURATH : Timberline Ridge LAN

¢ e Tolaria LN
Tropical Island AN
 Tundra LAN

¢ Underground River LN

¢ Urza's Mine
¢ Urza's Power Plont

Urza's Tower AN

¢ Voleanic Island

Wizards' School

W Enchant Workd

T: Add 1 to your mana pool or place Ship Mine in your graveyard ond

destroy one land of your chaice.

AN R eee PR 1A

T:Add 1 to your mona pool. T: Add B to your mena pool ond toke 1

domoge. T: Add R to your mana pool ond toke 1 damoge.

Ue Po FE
Comes inta ploy topped. T: Add U to your mana pool. T: Saciifice
Swyelunite Temple to odd UL to your mana pool.

Swamp C— Dk ABURATHIA

T: Add B to your mana pool. Two Alpho versions, three versions in

other sefs.

Taiga LN R eoees RU ABUR
T: Add either G or R to your mana pool. Treat os bath o Forest and o
Mauntain,

¢ oTobemodeof endelVde LAY R oee Mo 16

Legendary. All creatures require an upkeep cost of 1 in addition to
other upkeep costs. Destroy o craoture if its upkeep is not paid.
R esee i
If there ore any depletion counters on Timberline Ridge, it does not
untop. Remove a deplefion counter from Timberfine Ridge of the end
of your upkesp. T: Add G to your mona pool and put o depletion
counter on Timberline Ridge. T: Add R to your mana pool and put o
depletion counter on Timberline Ridge.
U eee Nie 16
Legendary. T: Add U to your mana pool. T: During upkeep, remove
banding ebility from target creature until end of tum.

R seses iy ABUR
T: Add either G or U to your mana pool. Treat os both o Forest and

R esees iy ABUR
T: Add either U or W to your mana poal. Treat os both an Island and
0 Ploins.

on ksland.

R wes Nth 1A
T: Add 1 to your mana pool. T: Add B o your mana pool and toke 1
domage. T: Add U to your mana pool and toke 1 domage.

: Underground Sea UN R eeese Ry ABUR
T: Add either B or U to your mana pool. Treot es both o Swamp ond an bslond.
¢ Unholy Gitadel AN Ue  MPo 16
- All your black fegends may band with other legends.

¢ e Urborg LN U »e=  BWo 16

Legendary, T: Add B to your mana pool. T: Remova first strike or
swampwalk obility from torget creature until end of tum
[ e Ao AQ
T: Add 1 to your mana pool Hf you hove Urzo's Mine, Urza's Tower
ond Urza’s Power Plant in play of the same time, top to 0dd 2 to
your mona pool.
N C e NTe AQ
T: Add 1 to your mana pool If you have Urza's Mine, Urzo's Tower
ond Urza's Pawer Plant in ploy at the some time, top to 0dd 2 to
your mona pool.
(== WP A
T: Add 1 1o your mona pool If you have Urza's Mine, Urza's Tower
ond Urzo’s Power Plont in play at the some fime, top to odd 3 to
yout mona pool.
t IAN R eees BWp 1A
I there ara any depletion counters on Veldt, it does not untop.
Remove o depletion counter from Veldt at the end of your upkeep. T:
Add G to your mana pool and put o depletion counter on Veldt. T: Add
Wt \iaur mana pool and put o depletion counter on Veld:.

AN R eeeee Sy BUR
T: Add either U or R to your mano pool. Treat os both on Islond
ond o Mountain.

Veld

lond U e PMo HL
T: Add 1 colorless mana to your pool. 1, T: Add U to your pool. 2, T:
Add W to your pool. 2, T: Add B to your pool
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Ever get confused by o Magic card or wacky card combo?

Don'l sweal il, we can answer any question!
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151 Wells Avenue
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or e-mail us of InQuestMag@aol.com
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Nome Afliotion OV Suits Rarity
Description

Admiral Lyle P. Crowley Dem 6 HS
Lictor. Unique. All Wor Hounds in the some Mystic Cross gain +3 to
their CV. Crowley gains +4 to his (V if in the some Mystic Cross os the
U.S.S. Reliont. Provides you with o Skull while in your Stoge.

Adnan Kazour Ast R
Rozide. Unigue. When in your Cost, the Beings in your Stoge may
ottock Cost members. Provides you with o Skull while in your Stage.

Andrea Bergstrom Dem H U
Lictor and Pown. Unique. Gives cll Pawns of Passion in play +1 to
their CVs. Provides you with o Rose while your Stoge

U

Anselm Hader Ney 5 S5 ]
Pown. Unique. Spellcaster.
Anton Pradwyck Dem 6 ER U

Lictor. Unigue. Must attock Prince Von Hobsburg i he i5 in another
Mystic Cross. Provides you with o Skull while in your Stage.

Anton Teptov Ast 6 R U
Rozide. Unique. All Pawms he defeats in combat attach fo him. Teptov
qains +1 to his CV per pawn attoched, Provides you with o Crescent
while in your Stage.

Artist New 3 C (
Pawn of Dreams. Pravides you with one Crescent,
Avenger Ney 3 R C

Pawn of Passion. Repel one Pop Morker to allow the Avenger to
defend insteod of o Pown under ottack.

Avenging Angel Ast 3 5 u
Creature. May immediately ottack any Being that attacks a Being in
the Angel's Mystic Cross ofter the first attack is completed.

Azoqui Ast 6 CE ]
Rozide. Unique. When in the some Mysfic Cross os Luigi Contorre,
Contorre guins +2 to his CV. Azoqui is never discorded. He is shuffled
into your drow pile insted. Provides you with o Crescent while in your

Stage.

Baal Reshef, Lord of Pestilence Ast 10 RSSS 1]
Cregture. Unique. May be tumed face-down to make any Being
disensed. Being loses -2 to its CV. Any Pop Marker on Reshef is
Infected. IF thot Pop Marker is moved to o Being, the Being is
discorded.

Black Guardsman Dem 5 SS
Creature. Hos a (V of 8 when in Netzoch's Mystic Cross. May not
ottack o being in Netzach’s Mysfic Cross.

Blood Angel hst 5 RR
Creature. if in the same Mystic Cross with The Voice of Blood ond
victorious in combat, the Blood Angel may perform another attack.
May perform up to two extra ottocks in this manner, but may never
ottack o Being in Sathariel’s Mysfic Cross

Blue-Collar Worker Neu 3 H C
Pawn of Time and Space. Item catds played on your Beings do not
tequire 0 Suit match,

Burnt-Out Oceultist Neu 3 S (
Pawn of Death. Spelicoster. May anly cast spells from the Lores of
Time and Space, Deoth, ond Maodness

Business Executive Neu 3 H (
Pawn of Time ond Space. You may tim fie Executive facedownm
during your Perform Deeds step to sway on Pop Marker from any
Being in your Cast to ony untumed card in your Stage. Tumn both cards
ofter the move

Cardinal Giorgio Biothi Dem b RS u
Lictor. Unique. Repel one Pop Marker ot any fime to attachh any Priest
in ploy to Biotti. Each Priest gives Biotti +2 to his CV. Provides you
with o Rosa while in yout Stoge.

Carrier of Pestilence Nev 3 3
Creature. Any being in combat with the Carmier is -2 fo its (V. The
Comer wiins if the combat is o fie.

L I
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¢ Conjurer

GiFlgdite

Name - Suits Rarity
_ Descipton Affiliation OV
Child of Chagige) At LR ¢
{Igﬂgu:e. Pavms may nat attack the Child, but Child may aftock
i e Pawps,
: Coatlicwe, Goddegs of Choos  Neu 3 ¢ u

Creature. Unique. oy never hol Pop rkers, may never ltck o
. @ Ottucked, ond may never be offected by influence cords. Provides
P viith oy 2 St gt ory fime, except Hourglasses

mpany Careeris) New ¢

Paum of Dregms, The Company Careeist's current (V is doublzd when

8 15 Oftocked
b Neu 3 R ¢

o4 of Passion. Spellceser. Moy enly cos spells from the Lores of

e ond Space, Dreoms, and Passion.

Bon Michae Cimarg At g U
f"‘.‘ﬁdﬂ- Unique. Al Pawns of Death qains +2 to their CV. Provides you
Wil

0 Rose while in )

r, Mo(limer Blonco . Smgiy b £S U
P“z‘!je- Unique. Pawns i combat with Blonco ore at 2 to their CV.

 Provides you with o Skell while in your Stoge.

Drifter New 3. M C
Pawin of Time and Space. Difter may take on the speciol abilfies of
uny Pown in play if you repel an Pop Marker. The Diter retainers
thesz obiltes unfl it akes on anather Pov’s chity.

Drug Addic Neu 3 f (
Poum of Modness. 1fin the same Mysfic Goss as o Drug Decler, goins
+31oits (V ond hecomes o Spellcaster.

Drug Dealer New 3 S (
Pavin of Death. Repel ane Pap Marker of any fime fo discard one
Pavm in ploy.
: Brougy

hst 8 EHS (
Qeu?me. Moy tost Lore of Death spells. When Excrucy defeats o Pavn
in combat, it is Tumed instead of discorded.

¢ Executioner Dem 8 EHH .

Creature. Influence cords played on Executioner hove no effect. May
never attack o Being in Geburch's Mystic Cross.

: Factuary

Dem 3 -
Creature. Repel ane Pop Marker any time to look of adversary’s hond.

Nome Mitigion OV Suits Raity
Description
: Grond Master Marcys D 6 M

em ;
Licor. Urique, Spefcster. Harcus gains +4 10115 OV when in oy
¢ witho Lictor Provides you with on Eye while in your Stoge
< Guardian, The New i
Creature. Unigue. The City of the Deod may never be discurdad yile
The Guardion & n the sgma Mystc Crass. The Guardian may noy
Do ok,
: Houry st 5 5 C
i Geatwa. Powns kil by the Houry in combat e removed fiom the
:  gomeinstead of discorde
: Heralds of Death ot New 3 .9 C
Greatute. If in the same Mystic Cross o3 Bou! Reshef, the Herglds qqin
+310 theil (V. Any oy surviing a combat with the Healds gars o
permonent -2 to its (V.
Huang Li-Poo Dem 6 fiR
Lictor. Unique. Spellcoster, Spells cast by Li_poo €0 10t equire g syt
match. fin the same Mysiic Cross o5 The Garden of the White
Diagon, LPao guins +7 fo his CV. Provides yoU With an Eye whig jn
I your Stage.
: Hunger Spirit st 5 ,EE
Greature. May not be discarded unless on opRonent’s modified (v js
double the Hunger Spirirs base CV or greoter. APop Morker thot sites
on your Hunger Spitit for your full tum is removed e gume dye 19
3 stavotion.
: Jelena Kalenko hst 5 R
Greature, Nepharte, Kolenko may double buse Vot any time ynil
lhhe‘dend of the cument player's tum by Repeling o Pop Marker she is
:  holding,
 Jonathan Hoyworth Ast 6 B v
Razite. Unique, Eoch Hunger Spit ond Hour in pIny gains + g js
: (v whils Hoyworth is in play. Provides on Eye while in your Stoge,
: Journalist ) 3 H
© Pown of Time ond Space. Moy hold any number of Pop Morkers
©Gains +1 10 his CV for every Pop Marker on him.
¢ Koli Durgo, Temple Servant ~ Ast P B
Creoture. You quin control over one Rose when the Temale Sepyant is
in the same Mystic Cross as the Temple of Kali Durga
: Kingpin New t ¢
Pavin of Macnass, While the kingpin is in your Mystc Cross, yoy moy
¢ drw ond have up to 10 cards in your hond.
¢ Knight of Light Dem 5 RR ¢
¢ Creture. Moy immediately attack ony Pawn thot attacks a Licter,
¢ Rozie o Creature once the initial combot s over.
: Le Marquis L U
i Rozide. Unique. Spellcaster. Lore of Possion spells cost by Le Marquis
¢ don't require o suit match. Provides you o Rose while in your Stage,
: Leonard Sakhil Ast b
Razide, Unique. Speflcaster. Sakil must ottack Pawns before gny
other type of Being. Provides you with an Eye whie in your Stoge,
: Lictor Dem 3
Lictor, Provides you with on Eye while in your Stage.

__| Seraphim and
Relocate: Withifs chility fo
iold multiple pop markers
and transfer them without
topping, Seraphim is one of
the best beings in the qame.
Unfortunotely, it's also one of
the eosiest fo kill. Use g
Relocate fo move your
Seraphim o the sufety of
your stage and you'll be able
to fransfer pop markers like
thera's no tomorrow!

~ va e cand miwe with 1.

SERAPHIM RELOCATE

Femme Fatale Neu 3 R {

Pawn of Passion. Once in play, you may attach this cord ot ony time
to any other Pawn. That Pown may discard the Femme Fatale to
prevent being discorded

Gang Member New 3 5 (
Pawm of Death, For ench additional untumed Gong Member i nyour
Mystic Cross, this Gang Member gains +2 to its (V.

- General Hy Dem 6 R u

Creature, Unique. Moy only attack Beings with bose CVs equal fo or
greater than bis owne. Provides you with one Hourglass while in the
same Mystic Cross with Huang Lo

General Juon Morfinez st 6t B U

Razide. Unique. Repel ane Pop Moker ond any number of yuour
Pawns of Death may attach to Mortinez. Euch Pawn gives Martinez
+1 10 his (V. Marfinez moy discord on atteched Pawn in combot to
gain +2 1o his CV

* Luigi Cantorre st 6 U

©Razide. Lictor, Spellcoster. Cantorre may cost Lare of Deoth spells
without o suit match. When in Togorini’s Mystic Crass, Cantorre gains

S 4210 his CV. Provides you with on Hourglass while in your Stoge.

* Mad Scientist Neu 3¢
Pawin of Madness. Spellcaster. Dark Secret, Powar or Limitation cords
played on Mad Sciantist do not require a Suit match,

¢ Maniphestos Ast 3w C
Creature, When the Maniphestos defeats o Pown in combat, thot
Powin s ottached 1o the Moniphestos. The Powin’s CV is added to the
\oniphestos, which may only hove one Pavn attachment that cannot
he changed.

Maoro Hakemi Dem b HR U
Lictor. Unique. Gains +4 to his CV it in the some Rystic Cross as
Nywiere. Nywere connat be dismrdfzd while in the same Mystic Cross
Provides you with an Hourglass while in your Stage.




Nome Mfliofion  (V Suits Rarity Nome Mfiliotion  CV Suifs Rarity Nome Rority
Description Description Description
Morbas, Lord of Pain New 5 EE U Slaves of Pain Neu 5 E ( (leaving

(Creature. Spellcoster. May only b prcloimed if Anselm Hoder is in
your Mystic Cross. May cost Lore of Death spells without o Suit match.
You moy attach your Pawns in ploy to Marbas to give him +3 (V for
each Pawn,

Moria Feodorova Dem b (H ]
Lictor. Unique. Priests in her Mystic Cross gain +3 to their (Vs. Goins
+4 if in the some Mystic Cross with The Cothedrel.

Muckroker Neu (
Pawn of Dreoms. The Muckiaker's bose CV is doubled when in combat
with  Lictar, Razide, or Creature.

Musicion Neu 3 3 (
Pawn of Modness. All other pawns in your Mystic Cross goin +2 to
their V.

Nachtkinder Dem 3 H (
Creature. Repel one Pop Marker during o combot to odd +2 o its (V.

Neonole Dem

Creature, Spellcaster. Repel one Pop Marker ot ony time to mave the
Neonate to anather Station in the same Mystic Cross.

Nephurite Ast 6 R U
Creature. Once during your tum, the Nepharaite may force ony one
Pawn in ploy to fumn.

New Age Pagan Neu 3 H
Pawn of Time ond Space. Spellcaster. Influence cards may not be
played on the New Age Pagan.

0 Luong Dem 5 B (
Creature. Hos o CV of 8 when General Hu is in the same Mystic Cross.
The Garden of the White Drogan cannot be discarded while in the
sgme Mystic Cross os the O Luong.

Ooxici Ast 5 5 (
Creature. Repel one Pop Marker at ony time to ottach the Daxici to
1. Martinez. For eoch Qoxici attoched, Martiniaz gains +3 to his (V.

Petty Criminal Neu 3 4 C
Pawn of Modness. May be tumed face-down during your Pergorm
Deeds step to discord one cord of rondom from any hand.

Pierre Lombard Dem b FH 1]
ictor, Unique. Spellcaster. Moy not attock Pawns. All Lore of Modness
spells cast by Lombard require ane fess Suit of your choice. Provides
you with an Eye while in your Stage.

Plainclothes Cop New 3 R (
Pown of Possion. The Ploinclathes Cop has o CV of 6 when in combat
ogoinst o Pown of Deoth.

Priest Neu 3 R (
Pawn of Passion. Moy not attack Pawns. Pawns may not attack the
Priest. The Priest provides you with ane Rose.

Prince Rainer Von Habsburg ~ Dem 6 HS 1
Lictar. Unique. Powns of Time ond Spoce in his Mystic Cross gain +2
1o their CV. Provides you with o Crescent while in your Stoge.

Private Investigator New 3 E C
Pavin of Madness. You may tum the Investigator face-down ot any
fime 1o look ot the top 2 cords of o drow pile.

Professional New i C
Pawin of Dreams. The Professional’s base CV is reduced in half when
he is attocked. His bose CV is doubled when he ottacks.

Prostilule  New 3 5 e
Pawn of Death. The Prostitute gains +3 to its CV when atfacking
Pawns. Dark Secret cords played on the Prostitute do not require o

Suit match.

C

het § IR
Pu{%ﬂ?;e. May hald eny number of Pop Morkers. Gains +2 fo his CV
while in Chagidiel’s Mystic Cross. Provides you with n Hourglos while

in your Stoge.

Razide ) ) t 6 i ¢

Razide. Provides you with o SE;;H while in your Stage.

er (&1}

Res?)?]r\;t of Time ond Space. Discard the Researcher during your Perform
Deeds Step fa inspect 0 face-down card under any Hub. You may
exchonge thot cord with the top cord of thot mn','el'gﬁflm-.' pile.

Herringfon Dem 4 U

S""ﬁ:!ﬁ‘ ’ﬂ”iqge, May hold more than Pop Marker, but only if he wins

them in combat from o Pawn of Death. Provides you with a Skull

while in your Stage.

; Ast 5 EE u
Sungrmj{re. THe Sond Rider may not be discarded unless an opponent’s

ified (Vi the Sand Rider's modified CV or greater.

{Eilj\gi;fllﬁdrntu‘;l;g\f;bt‘ui discorded while the Sand Rider is in the same
Mystic Cross. ;

Secret Agen
Pown of
whose Cross h
Beings ond you may swoy
your furn

. Dem 3 H ]
SEY%IT!‘["TLC' Moy hold up to 3 Pop Markers. Moving ot receiving o Pop

o1 does not couse the Seraphim to fum.

S y m 8 HS U
Cregture. Moy only enter o Mystic Cross if there is ot leost one Lictor
already there. Must be discarded if there ore no Lictors in its Crass.
Repel ane Pop Marker to attoch the Servoitont to o Liclor, giving it +4

toits (V

1 Nev 3

Possion. May be played in any Mystic Cross. The player
2 occupries confrols him. He may never oftack your
Pop Morkers from him to your Stage during

¥ ‘Combat Volue
th
At Astatol o e

C Crestent

: Tiphony Reeder De

i Agitator

© Astoroth Stirs

Creature. When o Being in your Mystic Cross loses in combat, you
may discord the Slaves of Pain instead of thot Being.

£ Soldier No 3 S ¢

Powin of Death. Moy hold 2 Pop Markers. Dark Secret and Limitation
cords may not be ployed on the Seldier.

i Student New 3 C €

Pawm of Dreams. Pawns may not attack the Student. The Student
may be replaced with any other Pawn from your hand during your
tum. Pop Morkers ond attochments are moved to the new Pown, and
the Student is shuffled back into your draw pile.

: Takeo Oshima Dem § (@ U

Creature. Unique. Gives oll Powns of Death in play +2 to their (Vs.
C

i Teather Neu

Pawn of Dreoms. Repel one Pop Marker during your Perform Deeds
step to enable the Teacher ta ploy ona Influence card. It does not
require o suit match.

m 6 R ]
Lictor. Unigue. Spellcaster. Artists in the same Mystic Cross gain +3 to
their (V. Repel ane Pop Marker of any fime to attach on Artist to
Reeder. Eoch attuched Atist provides one Rose. Provides you with o
Crescent while in your Stage.

¢ Tormented Army, The Ast

5 RR
Creature. May hold ony number of Pop Makers. Gains +1 to its CV for
each Pop Marker it holds.

£ Ushers Dem 10 EH C

(reature. Moy only aftock Powns of Death or Beings with Dark
Seaets.

: Veteron Neu 3 g C
Povin of Death. The Veteran gives each Seldier in the same Mystic

: Cross +2 toits (V.

¢ Voice of Pain Ast 5 1§ C

i Creature, Automatically defeats any Pawn it attacks.

: Voice of the Blood, The At 8§ R U

Rozide. Unique. You must attack with Voice of Blood during your
ottack step if it s in your Cast or it is discorded. Provides you with o
i Rose while in your stoge.

: Wor Hound Dem [ (t C
; Creature. If the War Hound defeats o Veteran in combat, it becomes
ottached to the War Hound. Gains +2 to its (V for each Veteron
oftached.

CHESED - -

Yoshiko Nokemura Dem ] (E U

Lictor. Unique. All Business Executives and Company Coreerists i nplay
goin +3 to their CV. Provides you with on Eye while in your stoge

l COMMANDMENTS |

OF yOur ne.
Manipulate Senses

. Name Rarity
Description
i Acain the Hole 1

Play immediately after losing a combat. The combat is a tie. There is
no winner or loser and no cords are discorded

i Aggression L&

Play during combot. One being gains +2 to its (V until end of combot

Ploy ot any time, Toke o Pop Marker from o Cost and put it on an
availoble member in another Cast

drows seven new cords to form @ new hond

i Blood Yenue (

Hierotfiy
Neu Neutrol

£ By Hl
H' Holrgloss

Faith Shorteut C

¢ Malice

INFLUENCE AND ATTACH
TO YOUR MAJOR ARCANUM
CARD. POWER. You may
' (liscand any number of
* cards during your MNscard

slop every (um.

¢ Mislead

Play during combat. One being gains +3 ta its CV until end of combat.
C

Eye for an Eye

Play during combat. Torget Being now has the same bose (V os ifs
opponent until end of combat.

Play ot ony time. Move 2 Pop Markers from any Cast. Move one to
the Population Pool, the other to the Hub within the some Mystic
(ross.

© Family Secret

Play on any Pown ot any fime, except during combat. The Pawn must
discord afl attochments.

Fight Fire with Fire .

Ploy during combat. One Being goins the same CV modifiers os its
oppanent during this combat,

Fly in the Ointment

Play at any time. One player controls one Suit less (of your choice)
until the end of the cument player's fum.

¢ Gory C

Ploy immediately ofter ony combat. The victorious Being must
immediately ottock ogoin.

¢ Hole in the Sky

U
Play at ony time on a foce-up Being in play. This Being must be tumed
over.

¢ Impaled

(
Play during combat. One being is at -3 to its OV until end of combat.
C

E Justin Time

Play when o card is about to be discorded. It retuns to its ployer’s
hand insteed.

¢ Kormo C

Play ot any time. You may Swoy your Pop Markers s in a normal
Sway step.

Lack of Faith

Ploy immediately ofter on influence card is played. The influence cord
is ineffective ond discorded.

Play during combet. One Being’s base (V is doubled until end of
combat. Modifiers ore not doubled,

Manipulate Death

Play ot any time. You gain control over ane Skull until the beginning
of your next tum,

__| Chesed and The
Void: The best way to get
0 cord you need is o bum
through your deck quickly.
The fost way to bum through
your deck is with this
awesome combo. Chesed
lets you replenish your hand
immediately. The Void lets
you discord os mony cards
you want. Put the two
together and you've got

the ulfimate in card-drawing

exf fur

oy o e. You goin confrol over one Eye until the beginning of

your next fur

Play ot any

member

¢ No Pain, N
Ploy t. For every Pop Marker you Rapel, one Being gains
+1 toits (V until end of combat

Open Arfery C

Ploy duwing combat. One Being is ot -2 to its CV until end of combat

C
e hoff of

ides which of




pLlTally e e ST gy id e

Nome
Description

Rarity

Stropped

Pearls for the Swines
Play immediately ofter o Repel is mode fo stop ifs effect. The Pop
Morker is sill moved.

Perpetuity
Ploy of ny time. You goin control over one Hourglass until the
beginning of your next fum.

logue

Ploy ot any time. Each ployer must retum o Pop Marker from his or
her Mystic Cross to the Population Pool

_ | Karma: Even though it's common,
Karma is one of the most potent command-
ment cards in the gome. The best fime o
use Korma is right ofter all of your beings
untap at the end of your furn. Then you can
transfer any pop morkers they're holding
without giving your opponent an opporturity
to take them away during his tum.

Population Explosion
Ploy ot any time. Double the omount of Pop Markers currently in the
Population Pool. Then remove this cord from the gome.

Power Failure
Ploy immediately after o Spellis cast. The Spell is ineffective ond
discorded.

Purge Pawer
Ploy of any time. Tum one Mojor Arcanum face-down. While face-
down, thot Major Arcanum lases control of the four Suits on the cord,
ond may not use its special ability.

Purified C
Play of any time. One Being or Marker is cured of ofl Dark Secrets,
Disease, ond,/or Infection offlictions. Any such attachments are
discorded.

Rage of the Mosses C
Ploy during combat. One Being gains +X to its CV unfil end of combat,
where X is total # of Pop Morkers you have in your Cost ond Stoge.

Redemption (
Ploy of any time. Move one Pap Marker from ony Hub to an ovailable
member of the Stage within the same Mystic Cross

Run, You Fool, Run! (
Ploy during combat on any attacked Pawn. The Pawn refums fo ofs

loyer’s hand.

Sohﬁul U
Play ot ony fime. No ployer may attack until the beginning of yout
next tum. If this card is ployed during combat, the combat
immediately ends in o fie.

Sadomasachist
Play immediotely ofter o combat in which your Being wos the winner.
The Being may let the loser live ond instead ottack another Being of
+5 to its OV

Sell Your Soul g
Play ot any time. One of your Beings may immediotely cast any one
spell os if it were o Spellcoster

Skin Trade
Play of ony time. Exchonge all Pop Morkers in ony one Cost with
those in the Cost of another Mystic Cross. Place exthanged Morkers
on any ovoilable Cost member, and put ony excess Markers in the
Population Poal

e B
-0

i urse

Play immediately after o Commandment cord is ployed. The
Commondment s ineffective ond discorded.

Play during combat. Being's basa CV is reduced in half (rounded
dawn) until end of combat.

i Telekinesis

!’ftr,' atany time. Move ony ifem fram ony Being to cnather Being

i inply.
i Tomb Bondage u

Ploy at any time, except during combat., Take one Creature in o
player’s Cast and put it under that player’s Hub. It is entombed there
for the rest of the game, butit is nat odded to the wager for onte.

 Torn Asunder

Ploy ot any time. You may discard ane oftached card in play.

T is More Thon One,

Play before you attock. Two Beings in he some Cast may join forces

You choose which,

© Undertoker
i Ploy of any time. One ployer must switch oll the cords in his hond with

the same number of cards from the battom of his drow pile.

i Unhuman Appearance

Attach to o Being of oy fime, except during combat.The Being may

not reside in o Cast. If the Being's controller is unable to move it to his

or her Stage by the end of his or her next tum, the Being is discarded.

Description

| Abiity 1o Dupe R C

Affected Being may now hold on additional Pap Marker.

: Anlogonism EER u

Attach to a Creature. The influenced Creoture may not hold Pop
Markers. Any odversary may use their ottock deed to attack with the
Cregture during his or her tum.

Automatic Rifle 58 U
: Adds +4 to OV while attached.
¢ Bloodthirst PR 1]

The Being must attack o Pawn during your Attack step each tun or be
discarded. If there is no Pown to attack, the Being is not discarded. .
HS

Born Again

Attoch to a Being in your distard pile. Place the Being on any Stafion
on which it is ollowed 1o reside. Its (V is of 2

Bulletproof Vest (

The Being may prevent being discarded ofter Iosmg a combat by
discarding the Vest.

(omera ( U

Attach to a Pown. Repel anz Pap Marker to add +4 fo the Pawn's CV

when it is in combat with a Lictor, Rozide, or Creature. Moy only be

used once per combat. If given to the Journolist, no repelis needed. .
43

Attoch fo o Pown, The Pawn may not have any further positive
modifiers to ifs (V.
Eraser S5 U
The Being may discard the Eraser of ony fime to discard o Region that
tesides on a Cast Station.

- Fost Reacions U

Repel ane Pop Marker during combot to give ﬂns Being +3 toits (V.
Can only be used once per combat. When o combat resultes in a fie,
this Being wins.

 Fettered HH u

Ploy of any time, The Being is confined to its Station ond moy not
take part in a Sway Papulation step, It moy still hald and repel
Population Markers,
Grenade £SSS U
The Being my outomatically defeot any Being in combat by discarding
the Grenada

Guilty! £S (

Attoch to o Pown. The Pawn may not hold Pap Morkers ond it is of -2
10 its CV when in combat with Beings in Geburah's Mystic Cross.
Handgun S
A Hondgun odds +7 to (V while attached. Up to two Hunduur:s may
be used ot once.

" Hounted tH C

Attach to o Pawn. The Pewn moy hold any number of Pop Morkers,
but itis at -] faits CV for every one it holds. If its CV ever reaches 0
o less, it is discarded
Hooked Up ( C
Attach to o Pawn, Turn this cord ond o torget Pawn cord foce-dovm of
ony time to let this Pwn use the special ublhry of the target Pawn.
Hunting Instinet C
This cord allaws the influznced Being to (muck usgemg ina Stoge.
55

* Incinerotor

You may repel one Pop Marker to cutomafically win when this Being
isin combat,

Meat Hook S (C
A Meot Hoak odds +2 fo CV while atathed
Misguidance HHH U

Attach 1o your Major Arcanum. You may proclaim any Being,
tegordless of affiiation

: Scalpel

Void, The

¢ Hame

Name Rarity Name Suits Raiity
Description Description
¢ Somy ¢ Morbid Experiments (EE C

Atach to o Pown. The Pawn may not hold Pop Morkers and it has o
(V of T when ottacked,

| Morgue £ U

Proclaim on a station in your Cast. This cord is cansidered a Region.
Attach your kifled Pawns to the Morgue insteod of discarding them.
The Margue can hold one odditional Pop Markes for each Pown
ottoched to it.

Natural Weapon (S5 ]

The being goins +4 toits CV.

£ o Man's Lond £ESS U

Attoch to o Cost stotion. All Pap Morkers on the station are ramoved
from the game. No cards moy be ployed on this Stotian while this card
is oftoched fo it,

: Oceult Experience £ C

Attach to o Pown, The Pawn may not hald Pop Markers.
S

Pacl with Dark Power
in combat. Add their CVs. If the pair is defeated, only one is discorded.

U
Attoch to o Pown. The Pawn gains +5 taits CV, but in combat with
Lictar or Razide, It is ot -5 to its CV instead.

¢ Possessed tH ]

Attach to o Pown. Choose o Creatute in ploy. The Pown may not
ottack, have attachmentsm or hald Pap Markers until that Creature is
discarded.

i Protective Skin

(CRS
Oppanents of this Being in combot must have @ modified CV greater
than twice the bose CV of this Being to defeat if.

3

i Psychotherapy S U

¥ TNFLUENCES o

: Nome Suits Rority

Attach fa a Pown. Whenever the Pawn’s cantroller attacks, he or she
must attock with the Pawn or it is discardzd.

i Regeneration (€S (

Vthen this Being is about fo be discarded, it and any attochments
{except this one) moy be ploced on top of your diow pile instead, in
ony oider you choose.

Sanitorium EER (

Pracalim an an apen station in your Cost. This cord is considered o
Region and may hold 2 Pop Markers. You may recruite 2 Pop Morkers
to this card during your Recruit step while it is in the Cost,

S

A Scalpel adds +1 o CV while attached. Any number of Scolpels con
be used ot once.

Siomese Twin £s (

Attach to o Pawn. If the Oawn is defeated in combot, the Siamese
Twin is discorded instead.

Spineless RSS I}

The influenced Being must have o weapon fo attack.

i ub-Mathine Gun 55 U

Adds +3 to CV while oftached.

Symbal Bonduge

If this cord is ever discarded, the ttached Be?ﬂgkis discorded os well,

Tracking Deviee

This device allows the Being to attack o Being in the Stage

© Uncontrolled Shape Change

Attoch to a Pawn. When the Pown holds o Pap Marker it has o CV of
3, Otherwise, it has o buse CV of 6.

Unholy Hunger EeS (

The influenced Being must hove o Pop Marker on it ot oll times or be
discarded.

£ Vi of Grime €S C

Mttach to o Pawn. The Pown must olways reside in the Cast. If there is
no Being residing in a stotion next to the Pown’s at ony paint in the
gome, the Pawn s discarded.

Attach to your Mojor Arconum. You may discard ony number of cards
during your discord step every tum.

Aﬂl!:uhon o Suits Rority
Description
. Binoh Dem 5  ((HH R
¢ Allcards in your Stoge moy hold an odditional Pop Marker.
¢ Chogidiel At 4 REC 4
© Drow cords o eight.
+ Chesed Dem 7 HHRR R

Draw o cord every fime you ploy or discord one. Diaw up to 4 cards
instend of 7. You moy never have more than 4 cards in your hand.

(hokmoh Dem 3 (CRR
£ Drow cords fo eight.
¢ Gamaliel Ast 18 RRSS R

Disregard Station Indicators when ploying Influence cards.

: Gomichicoth hst 8 (ERS R

Draw o card every time you ploy or discard ane. Draw up to 4 cords
instead of 7. You may never have more than 4 cards in your hond.
EEHH

¢ Geburah Dem 9

If o combat results in a tie, your Being sfill wins,
olch [ T R
If 0 combat results in a e, your Being st wins.

- Horeb-Serap At 14 EEHH R

You moy perform on extia atiack with one of your Beings that did not
attock this tum.
o Oem  HHSS EEHH R
For every Pop Marker you Repel during o combat, one Being goins +2
toits OV




Nome Affiliotion  HI  Suits Rarity Nome Affiliation  Pro Suits Rority Nome Suits Rority
Desaription Description Description

Kether Dem 1 (EHR Rt Infeno — (R U & Crossbreed ERR U
Perform your Recruit step before your Swoy step. Al of your killed Pawns are unuched to the Infemo focedown. foch & Lore of Passion. Cast during your tum. Attach any Creature in play fo

Malkuth Dem 19 (HHH R ottached Pawn gives oll iving Pawns in your Mystic Cross +1 1o (Vs. ony Pawn in play. The Pown gains the spedol abilities of the Creature,
Al your Pawns ore ot +1 to their CV. nner Labyrinth, The Ney — @ U i inoddifion toits own cbiliies.

Hohemoth Ast 20 CEEE R Negotes ofl Hourglosses controlled by oll players. An Hourglassmay ¢ Dreom Walk (c (
All your Pawns ore at +1 to their (V. only be gained by Repelling. ¢ Lore of Dreoms. Cast ot any time. The spellcaster moves ony Being in

Netzach Dem 13 ECHS R Ktoner st MRS u the same Mystic Cross to ony stotion in the Stoge, provided there is
You moy perfurm an extro ottack with one of your Beings that did not Gamaliel may place this card on any station of any Mystic Cross. i nocord clready ot that Station.
attack this tum, Labyrinth, The Neu — M : Dream World (4 (

Samael st 16 (CHH R ¢ Youmay proclim Crectures without a Suit match. You must discod ~  Lore of Dreams. Cost during your tum.. Place this card on o stafion in
You moy immediately pecform an ottack on o Being thot defeatedone ©  ene Pawn from your Mysfic Cross during your Sway step each fum or the Stage of the Spellcaster’s Mystic Cross provided there is no cord
of your Beings. ¢ the Lobyinth must be discorded. i olreody there. This card is considered o region.

Sathariel Ast 6 ERRR R ¢ Livin? City, The Neu {1 (@ Fetus Alleration  ~ HRR U

Discard up to 2 cords during your Discord Step ¢ Longteather's Purgalory Dem 15 USS U Lore of Passion. Cast during your tum. Choose any Pown in play.

Thaumiel hst CEHR R ¢ Hod moy ploce this card on ony station of ony Mystic Cross. fither double the Pawn's base (V o reduce it in half. The change is
Perfarm your Recruit step before your Sv.av step, i los Renununnes Mission Ast IS U manent.

Tipareth Dem 1 (CCH R i Golobmay ploce this cord on any stafion of ony l'.\';snc (ross. : Find Object HH (
All'your Beings in play are mnsvdered Spellcosters. : Machine City, The Neu — (M :  Lore of Time and Space. Cast at any fime. Search through your draw

Togarini 12 BEES R Covers 2 stations in your Stage ond gives you control over 2 of any or discord pile and put any one cord from it to your hand. Remove this
All your Beings in play ore conudered Spellcosters. one Suit, depending on wher you play it. Both stations must be vocoat : card from the game ofter you've played it

Yesod Dem 17 EHRS R when you proclaim this Region. This card may hold two Pop Morkers, ¢ Hodes Walk S5 (
Disregord Station Indicators when playing Influence cords. i Moze, The Neu EH C & Lo of Death. Cost ot ony fime. The spellcastes moy move any Being

i Mirror Halls, The Neu R ( C in the same Mystic Cross to the North or West Station, provided there
< Nokamura Building, The Dem ER G U is no card olreody of that station.

Name Mfiliotion  Pro Suits Raiity
Description
Beirut Hilton fst RS 1]
Thaumiel may ploce this cord on any stofion of ony Mystic Gross.
Bergstrom Institute, The Dem S HH
Malkuth may place this cord on any station of any Mystic Cross.
Bernauer Krankenhous Ast S
Nohemoth moy place this cord on any stotion of any Mystic Cross.
Borderland, The Kew — (S

A Bﬂmg may be proclaimed an the same: Station as The Borderland.
You moy place any number of Beings on The Borderland. If discarded,
you choose which Being remoins in the Stotion.

Cathedral, The Dem R U
Binoh may place this cord on any stafion of ony Mystic Cross.

Gty of the Dead, The New R C

Cube, The Neu — (HH 1]

Al Beings who attock fram Mystic Crosses other than yours suffer a -2
penalty to their (Vs.

dnd base CV i any lme untit

¢ . kalenko may double her size
" the end of the carrent

g(ll)rrnlnmbyﬁr

fiing o
*op Marker ng.

Djeraba Ast S u
Togarini may place this cord on any station of ony Mystic Crass.
Dupont Circle Ast 14
Semael may place this card on any station of ony Mystic Cross.
44 Ladbrooke Hill Dem s u
Yesod may place this cord on any stafion of ony Mystic Cross.
Gorden of the White Dragon ~ Dem IR 1]
Kether moy place this cord an any stotion of ony Mystic Cross.
Hotchling Chambers, The Ast — S I

You do not need a Suitmatch in order to proclaim o Razide into your
Mystic Cross,
Hauptquarter Argente Ast (R EE u
Horeb-Serop moy place this card on ony station of any Mysfic Cross.
Hayworth Emergency Aid Ast S I
Gomichicath may place this card on ony station of any Mystic Cross.
Herrington's District Dem IR 5§ U
Geburoh moy place this cord on any stotion of ony Mystic Cross.
Hunting Grounds, The Neu HS U
Repel one Pop Morker 1o have the Hunfing Grounds attack any Being
in play. The CV of the attuck is 6, ond it cannat be modified. Hf you
lase the combat, ossume it wos a tie,

(V' Combal Volue
Dem Demivrge

Ml storoth
( Cascont

REGIONS = = ' 3

Ruins, The

“INFLUENCE AN
y BEING. POWER, Opponents of
this Befig in combal must have

¢ Cleansing

Tiphaseth may ploce this cord on any station of any Mystic Cross.
Nywere Dem RS HH
Chesed moy place this cord on any station of ony Mystic Cross.
ERS

i Purgalory Ney =

All of your killed Pawns ore attached to the Infemo foce-down. Eoch
attached Pown provides you with the Suit indicated on its card,

Neu — (R U
Wihile in your Mystic Cross, all cards you play require one less Suit (of
your choice) to match.

Temple of Kali Durga st HS RS U

Sathariel may ploce this cord on any station of any Mysfic Cross.

i 22/24 Rue de Sevigne Dem

Chokmah may place this cord on ony station of any Mystic Cross.
(E

: USS. Reliant Den
Netzath moy place this cord on any station of any Mystic Cross.
¢ Underground, The Neu s
¢ Youth Prison 315 Ast R u

Chagidel moy ploce this card on any Stotion of any Mystic Cross.

__| Jelena Kalenko and
Protective Skin: Wont o
nice ottacker that's olmost
unkillable? Try attaching o
Protective Skin fo Jelena
Kalenko. All you have fo dais
repel one pop marker and
your opponent will need a
combat volue of 20 to kil
Jelena! There's tough and
then there's tough. If's not
too hard to tell which one
atcr \hdn - Jelenais.

AND ATTACIH TO A

JELENA KALEN PROTECTIVE SKIN :

¥ SPELLS :

¢ HNome Suits Rarity
Description
£ Alter Your Body EE (

Lore of Modness. Cast af any fime, The Spelkaster becomes on exact
copy of any other Being in play, including attochments, until the
beginning of your next tum,

(5SS U
Lore of Death. Cost of any time on any Stoge. All cords in the <m ge
that hold Pop Markers are discard ond shuffled into their controllers”
drow piles

Contort Other CEE U

Lore of Modness, Target Pawn becomes an exact copy of ony non-
Unique Being in play that has the soma affiiation os the Ma
Arcanum in the speficaster’s Mystic Cross. The change is permonent

(ross, The CCCE 1]

Lote of Dreoms. Play on any Mystic Cross of ony fime. The Cross now
va new Stations, ona on either side of the second stati

258 ond any cord that con be ph

in the second stofion may okso be ployed on these stations

B fye Hi Historchy
W Hourglass Neu Neutrel

Molest Soul

¢ Time ond Space Walk HH (

£ True Vision (R u

i Vocuum

¢ Vortex

Insane Killer ESS U

Lore of Death. Cost during combot. Torget Being s at -5 to its CV unil
the combat is aver.

i Leash of Believers (] U

Lore of Dreams. Cast and ottach to o Being of any time. The offected
Being may now hold ony number of Pop Markers.

Lord Giveth, the Lord Taketh Away, The RSS U

Lore of Death. Cast during your Perform Dzeds step. Discard ony Being
in the some Mystic Cross os the spellcoster and permanently odd its
(V to the spellcoster's.

¢ Modness Walk K C

Lore of Modness. Cast ot any fime. The Spellcaster may move any
Being in the some Mystic Cross to the East or South station, provided
tera is no card olreody at that stotion.

i Mass Sug?estiun AR C

Lore of Passion. Cost during your turn. Al Beings in any one Mystic
(Cross ore at haf of their base (Vs (rounded up) until the beginning of
your next fum,

EER 1]

Lore of Modness. All Pawns of Modness ore discorded and exchonged
for Pop Maorkers from the Populofion Pool. Plce these Pop Markers on
availoble cords in your Cost.

¢ Parthenogenesis RR (

Lore of Passion. Cost during your tur. Toke control of any non-Unique
Being and put it on on avoilable Stofion in your Mystic Cross.
SS

© Putrey Other's Body

Lore of Death. Cst ot ony time. Attach this card to ony Being in play.
The Being is at -5 to its CV, If the CV ever reaches 0 or less, it is
discorded.

i Relocate HHE u

Cost ot ony fime. Move any base cord to onother stotion in the sce
Mystic Cross, provided the Stafion moved to its vocont.

Temporary Insanity EEES u

Lore of Modness. Cast on a Being in ony odversary’s Cast. You must
immedictely perform on attack with the Influenced Being. Continue
ottacking unhl the Being is defeated or there ore no more Beings in
ploy fo attodl,

Lore of Time ond Space. Cost ot any fime. The spellcaster moves ony
Being in the some Mystic Cross to ony station within the Stoge,
provided there is mo cord olready ot that station.

Lore of Dreoms. Cost duting your tum. Look through any odversary's

hand and then discord one cord of your choice for eoch Pop Marker

you Repel.
Under the Skin RRRS U
Lore of Possion. Cost your turn. You goin control over oll Suits
controlled by any one odversory until the beginning of your next fum.
The odversary does not control any Suits during this period othet thon
thase goined by repelling

HHH U
time. No player may perform
g of your next tum.
HHHS U
nd Spoce. Cost ot ony fime. The Vortex forces ony two
ystic Cross fo ploces. If o Being connol

¥
tion, it is discorded 'Q

Lora of Time ond Space. Cost at omy
Sway Population steps until the be

$ I ®» A v T da

Lore of Time
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1. How long have you been
playing collectible card games?
[ A) Less than six months

[ B) Six months to a year

[ C) One to two years

[ D) Two years or more

2. How many different collectible
card games do you own?
aAa)1-3

[ B) 4-7

1 C) 710

[ D) More than 10

3. Where do you usually buy
your card games?

[ A) Comic shop

[ B) Hobby or gaming store

[ C) Mass merchant (Kmart,
Toys R Us, etc.)

1 D) Mail order

1 E) Convenience store

[ F) Bookstore

4. Compared with six months
ago, how many more collectible
card games are you actively
playing or buying?

[ A) I'm playing or buying fewer
games than | was six months ago.
[1 B) I'm playing or buying the
same number that | was six
months ago

[ ©) I'm playing or buying more
games than | was six months ago

5. Which of these do you currently

own? (Check all that apply)

[ A) A console video game sys-

tem (e.g., SNES, Genesis, etc.)

[ B) A console CD-ROM video

game system (e.g. PlayStation,

Saturn)

2 ©) An IBM-compatible com-
uter with CD-ROM

E] D) An IBM-compatible com-
uter without CD-ROM

E| E) Windows 95

1 F) A Mac with CD-ROM

1 G) A Mac without CD-ROM

(1 H) None

6. If you own a computer, what's
our processor?

[ A) Power PC 603/604

[ B) Power PC 601

7. If you currently don’t own a CD-
ROM drive, are you planning to buy
one within the next six months?

8. Which, if any, of the follow-
ing games do you play? (Check
all that apply)

D) Warcraft: Tides of Darkness
E) Rebel Assault

F) Dark Forces

G) Ascendancy

H) Mortal Kombat (any version)
1) Descent

J) Wing Commander

K) Cyberia

L) Resident Evil

[ M) The Raven Project

[ N) None

oo0oooooo

9. What types of computer or
video games do you enjoy play-
ing the most?

[ A) Fantasy/RPG

[ B) Action/Adventure

[ C) Fighting

[ D) Sports

[ E) Comic-related

[ F) Strategy

10. How many video or com-
puter games do you own?

A) Computer with CD-ROM:

B) Computer:

C) Console CD (PSX,

Saturn):

D) Console cartridge (SNES,
Genesis):

11. Which two of the following
are your most important sources
of news and information about
collectible card games?

1 A) Combo

(1 B) Conjure

[ C) Duelist
[ D) InQuest

[ E) Scrye

1 F) My friends

(1 G) Retailers

[ H) Online forums

(1 1) Other (please specify)

12. Which sections of InQuest
do you read most often? (Check
all that apply)

[ A) “InQuisition”

[ B) “InQuest News"

[ ©) “Killer Decks”

[ D) “On the Shelves”

[ E) “Up Your Sleeve”

[ F) “Basic Training”

[ G) "Card Stock”

[J H) Monthly feature articles
1) “Stumpers”

[ ) “Swan Song”

[ K) “Electronic InQuest News”
[ L) “InQuest Profile”

[ M) Other (please specify):

13. How much time do you
spend reading InQuest?

1 A) Less than one half-hour
[ B)1/2 -1 hour

2 C)1-11/2hours

(A D)11/2-2hours

[ E) More than 2 hours

14. Using the following key, tell us
how you feel about the coverage of
the following subjects in InQuest:

1 = Wanna see less

2 = Doin’ a good job

3 = Wanna see more

A) Collectible card games:

B) Trading cards:
C) Roleplaying games:
D) Video/computer games:

E) Checklists:
F) Player’s guides:
G) Price guides:

15. Where did you buy this
copy of InQuest?

[ A) Comic store

[ B) Hobby/game store
[ ©) Newsstand

Name

Address

City

Age

o
What's your favorite Muppet of all time? ==

Hi! How are ya? Good, good. Well, we haven’t talked to you in a while and we felt it was
high time we did. So tell us a little about yourself and what you‘ve been doing since we last
talked by filling out this here survey and sending it back to us (preferably by U.S. mail).

And hey—the first 50 of you to reply will get first shot at Pat Buchanan in a dunk tank...oops,
that was the Secret Service on the other line, so you'll just have to settle for a cool black InQuest
T-shirt (limited, limited), a pair of InQuest dice and, of course, our eternal gratitude.

(1 D) Bookstore

[ E) Subscription

[ F) Mass merchant (Kmart,
Wal-mart, etc.)

16. How many other people usu-
ally read your copy of InQuest?
[ A) None

(1 B) One

1 ©) Two

1 D) Three

1 E) Four

[ F) Five or more

17. What other publications do

you read? (Check all that apply)
Y] Combo

o

) Duelist
EGM

Fan

Flux
Fusion
GamePro
Next Generation
) PC Gamer
Scrye

) Shadis
N) Spin

1 O) Wired

1 P) Wizard

RS

XTSI OIOm

LOD0DD000000
L

18. Do you ever purchase col-
lectible card games or related
products based upon reading a
recommendation in /nQuest?

1 A) Yes

1 B) No

19. Do you ever purchase col-
lectible card games or related
products based upon reading an
advertisement in inQuest?

J A) Yes

[ B) No

There. Wasn't that
easy? Now, just fill
out the address
portion below (so if
we owe you any free
stuff, we can get it to

you), stick it all in an
envelope and send it
off to us.
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Rick Swan’s unique take on the world of gaming K

Rich! I'm Rich! {Aren’t I

Other than “Beavis and Butt-Head,” the only TV show |
watch religiously is “Wall Street Week.” By following the
show’s advice, I've put together a small portfolio of stocks.
And if my portfolio continues to appreciate at its current
rate, Ill be able to retire in, oh, about the same year the sun
goes nova.

Of course, if my stocks
go belly-up, | can always fall
back on my game cards. |
plan to make a million from
my Magic collection
someday; | mean, stranger
things have happened
(Uh...haven’t they?).
Trouble is, there’s no “Wall
Street Week” for card
collectors. So I've been
seeking advice from some
experts—folks who make
their living teaching money
to reproduce itself. Here’s
what | learned.

YOU'RE BETTER OFF
WITH COCA-COLA. For
starters, a deck of cards may
not be the best place to
park your money. “When it
comes to investing,” says Duane Hinrichs, a professional
financial planner, “tangible assets—like cards, coins and other
physical objects—are just about as risky as you can get.”

As he points out, there's no regulated market for
collectors like there is for stocks. And though there are
always buyers for stocks, there’s no guarantee you can sell
your cards when you want to. “Your ability to liquidate your
collection is only as good as your ability to find somebody
who'll pay for it.” Bill Wallace, financial consultant for Smith
Barney, puts it more bluntly: “The collectibles market is more
subject to collapse.”

So what's a person to do with, say, an extra 100 bucks?
“You can get into mutual funds for a little as $50,” says
Wallace. “Over time, that will probably earn you 10 percent a
year.” Hinrichs also recommends mutual funds, but notes that
individual stocks might be a good bet. “Pick a company you're
familiar with, like McDonald’s, Walt Disney or Coca-Cola.”

DON'T WORRY ABOUT WOLVERINE. While examining
ald copies of InQuest, I've noticed that the values of certain
cards as reported in InQuest’s price guides tend to correlate
with issues that have Marvel Comics characters on the cover.
For instance, Jester’s Cap was priced at $20 in issue #5
(Spider-Man), then jumped to $30 in issue #7 (Wolverine),

.1 GUESS THAT'S FAIR...
50¢

an increase of 50 percent. | thought | was on to something,
but | guess not.

“Everything has a cycle of its own,” acknowledges
Hinrichs. “But you've got to observe it over a long period,
three to five years at least. Ten years is much better.” Long-
term trends are even harder
to gauge. “As a rule,” says
Hinrichs, “you need 20 or
30 years of history.”

WHEN SHOULD 1 SELL
MY DINGUS EGG? “When
the price is high!” laughs
Wallace. Seriously, he says,
“If you're buying with the
idea of selling for a profit,
begin by deciding on a
price you'd like to reach.
Decide this first.” In other
words, as soon as | buy a
Dingus Egg for $10, |
should decide that I'll sell
the minute it hits a target
of, say, $15.

And how do | determine
the target? Wallace admits
that’s not easy. “You base
your decision on historical
information. But collectors don’t usually have it.”

WE'RE DOOMED. Are there signs that a particular
market might be in trouble? “Even collectibles are vulnerable
to international events and changes in the presidency,” says
Hinrichs. “If the general economy is upbeat, you can
probably expect little or no interference in your ability to sell,
But if unemployment is high or there’s a recession, the
bottom could fall out.”

Wallace warns of clouds on the horizon when the market
works itself into a frenzy. “Then you're not getting a fair
reading of true values. This tends to occur when there are
lots of [collector] shows and lots of hype.” Or, perhaps, lots
of volatility. Like maybe when the value of a |ester’s Cap
increases by 50 percent in two months. )

EVEN IF YOU WIN, YOU LOSE. Let's say you hit the
jackpot and sell your $10 Dingus Egg for a cool grand.
You just made $990, right? Wrong. According to the
Internal Revenue Service, a Dingus Egg card is property,
and with few exceptions, profits in property are
considered capital gains. In other words, you gotta cough

up some tax. SOrry.

him $5, just fill the end of the week.

Rick Swan wans fo knowff you'll fend

Yo et
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really great card

take him down this turn, you’re toast. But what if you had Ritual of
the Machine, just one of the great new powerful cards in Alliances™. . .
What could you do with this card? Find out this summer!

Alliances™, the next limited-edition expansion set for Magic: The Gathering® and Ice Age™ RA] Iird

@S ™ Over 140 new cards to add to your decks ¢ 12-card booster packs: $2.45 —
Visit our World Wide Web site at http://www.wizards.com ¢ Wizards of the Coast® Customer Service (206) 624-0933

Wizwes o ne Cosst ond Magic: The Gathering are registored tademarks of Wizards of the Coast, inc. ATlances ard koo Agn aro Uademarks of Wizanis of the Coast, Inc. ilustration by Anson Maddocks. Photogrmphs by Rosanna Olson. ©1996 Wizamis of the Coast, Inc. All rights rosoned
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